Elemental, Air (medium)

Medium Elemental (Air)

	Hit Dice
	4d8+8 (26 hp)

	Initiative
	+9 (+5 Dex, Imp. Initiative)

	Speed
	Fly 100ft (Perfect)

	AC
	18 (+5 Dex, +3 natural)

	Attacks
	Slam +8 melee

	Damage
	Slam 1d6+1

	Face/Rch
	5x5 / 5ft

	SA
	Air mastery, whirlwind

	SQ
	Elemental

	Saves
	Fort +3, Ref +9, Wil +1

	Abilities
	Str 12, Dex 21, Con 14, Int 4, Wis 11, Cha 11

	Skills
	Listen +7 Spot +7

	Feats
	Flyby attack, improved initiative, weapon finesse (slam)

	Climate
	Any land and ungerground

	Organization
	Solitary

	CR
	3

	Treasure
	None

	Alignment
	Usually N

	Advancement
	5-7 HD


Size: 8 ft high, 2 lb.

Air Mastery (Ex):  Airborne creatures suffer a –1 penalty to attack and damage rolls against an air elemental.

Whirlwind (Su):  every 10 minutes, can transform into a whirlwind and remain for up to 2 rounds.  The elemental can move at its fly speed.  The whirlwind is 5 feet wide at the base, up to 30ft feet wide at the top, and 10-30 ft tall (it’s choice).


Small and smaller creatures must make a Reflex save (DC 13) when they come within contact with the whirlwind or take 1d6 damage.  They must also make a second Reflex save or be picked up and held suspended by the winds, automatically taking 1d6 damage each round.  Flying creatures are allowed further saves each round (still damaged).  Elemental can eject any creature whenever it wishes, and does so if dispelled.


If the whirlwind touches the ground, it creates a cloud of debris, diam. =  ½ the whirlwind height.  It obscures all sight.  At 5 ft, ½ concealment; past 5ft, total concealment.  Spell casting requires concentration check DC 13.

Elemental:  Immune to poison, sleep, paralysis, stunning.  Not subject to critical hits.

