Slag Giant 

LN Large humanoid (giant)
Init +1; Senses low-light vision; Perception +9

DEFENSE

AC 20, touch 10, flat-footed 19 (+3 armor, +1 Dex, +7 natural, –1 size)
hp 85 (10d8+40)
Fort +11, Ref +6, Will +4
Defensive Abilities rock catching; Resist fire 30

OFFENSE

Speed 40 ft.
Melee warhammer +15/+10 (2d6+12/×3) or 2 slams +14 (1d8+8) (PA:  warhammer +13/+8 (2d6+18/x3) or 2 slams +12 (1d8+12))
Ranged rock +8 (1d8+8)
Space 10 ft.; Reach 10 ft.
Special Attacks rock throwing (120 ft.), Improved Sunder

STATISTICS

Str 27, Dex 12, Con 19, Int 10, Wis 12, Cha 10
Base Atk +7; CMB +16 (+18 sunder); CMD 29 (31 vs. sunder)
Feats Improved Sunder, Lightning Reflexes, Martial Weapon Proficiency (warhammer), Power Attack, Weapon Focus (warhammer)
Skills Craft (armor) +12, Craft (weapons) +12, Intimidate +8, Perception +9; Racial Modifiers +4 Craft (armor), +4 Craft (weapons)
Languages Common, Giant
SQ shattering blow

SPECIAL ABILITIES

Shattering Blow (Ex)

A slag giant who makes a full attack against a metal or stone object or structure deals double damage.

Improved Sunder (Ex)

Sunder does not provoke an attack of opportunity.
Sunder attempt:  +18 (2d6+12), or +18/+13 (4d6+24), With PA :  +16 (2d6+18) or +16/+11 (4d6+36)

	Item
	Hardness
	Hit Points
	Item
	Hardness
	Hit Points
	Item
	Hardness
	Hit Points
	Item
	Hardness
	Hit Points

	Light blade
	10
	2
	One-handed blade
	10
	5
	Two-handed blade
	10
	10
	Light metal-hafted weapon
	10
	10

	One-handed metal-hafted weapon
	10
	20
	Light hafted weapon
	5
	2
	One-handed hafted weapon
	5
	5
	Two-handed hafted weapon
	5
	10

	Projectile weapon
	5
	5
	Armor
	special4
	armor bonus × 5
	Light wooden shield
	5
	7
	Heavy wooden shield
	5
	15

	Buckler
	10
	5
	Light steel shield
	10
	10
	Heavy steel shield
	10
	20
	Tower shield
	5
	20


+2 hardness and +10 hit points/enhancement bonus.  HPx2 for large items, HP/2 for small items

Special Abilities

Burn (Ex)

A fire elemental deals fire damage in addition to damage dealt on a successful hit in melee. Those affected by the burn ability must also succeed on a Reflex save or catch fire, taking the listed damage for an additional 1d4 rounds at the start of its turn. A burning creature can attempt a new save as a full-round action. Dropping and rolling on the ground grants a +4 bonus on this save. Creatures that hit a burning creature with natural weapons or unarmed attacks take fire damage as though hit by the burning creature and must make a Reflex save to avoid catching on fire.

A magma elemental’s burn DC includes a –2 racial penalty, as their fires don’t burn quite as hot as true elemental flames.

Earth Glide (Ex)

A burrowing magma elemental can pass through stone, dirt, lava, or almost any other sort of earth except metal as easily as a fish swims through water. Its burrowing leaves behind no tunnel or hole, nor does it create any ripple, though the area it passes through feels warm for 1 round afterward and often retains a strangely smooth texture, as if the stone had been polished. A move earth spell cast on an area containing a burrowing magma elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save.

Lava Puddle (Su)

Once per day as a full-round action, a magma elemental can vomit forth a puddle of lava that fills its space to a depth of 2–3 inches and counts as difficult terrain. Any creature that moves through this puddle of lava takes 2d6 points of fire damage. This damage continues for 1d3 rounds after the creature leaves the lava pool, although then it only inflicts 1d6 points of fire damage per round. The lava puddle solidifies and is safe to touch after a number of rounds equal to the elemental’s Hit Dice. At the GM’s discretion, this puddle of lava could start secondary fires.
Large Fire Elemental

N Large outsider (elemental, extraplanar, fire)
Init +9; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 19, touch 15, flat-footed 13 (+5 Dex, +1 dodge, +4 natural, –1 size)

AC 24, touch 15, flat-footed 18 (+5 armor, +5 Dex, +1 dodge, +4 natural, –1 size)
hp 60 (8d10+16)
Fort +8, Ref +11, Will +4
DR 5/—; Immune elemental traits, fire; Weaknesses vulnerability to cold

 OFFENSE

Speed 50 ft.
Melee 2 slams +12 (1d8+2 plus burn)

Melee +1 large elven curve blade +13/+8 (2d8+4/18–20)
Space 10 ft.; Reach 10 ft.
Special Attacks burn (1d8, DC 16)

 STATISTICS

Str 14, Dex 21, Con 14, Int 6, Wis 11, Cha 11
Base Atk +8; CMB +11; CMD 27
Feats Dodge, Exotic Weapon Proficiency (elven curve blade),Improved Initiative, Mobility, Spring Attack, Weapon Finesse
Skills Acrobatics +14, Climb +9, Escape Artist +12, Intimidate +9, Knowledge (planes) +5, Perception +11
Languages Ignan

SPECIAL ABILITIES

Burn (Ex) – See shared ability

Huge Fire Elemental

N Huge outsider (elemental, extraplanar, fire)
Init +11; Senses darkvision 60 ft.; Perception +13

 DEFENSE

AC 21, touch 16, flat-footed 13 (+7 Dex, +1 dodge, +5 natural, –2 size)

AC 25, touch 14, flat-footed 17 (+5 armor, +6 Dex, +1 dodge, +5 natural, –2 size)
hp 85 (10d10+30)
Fort +10, Ref +14, Will +5
DR 5/—, Immune elemental traits, fire; Weaknesses vulnerability to cold

 OFFENSE

Speed 60 ft.
Melee 2 slams +15 (2d6+4 plus burn)

Melee Huge +1 elven curve blade +16/+11 (3d8+7/18–20)
Space 15 ft.; Reach 15 ft.
Special Attacks burn (2d6, DC 18)

 STATISTICS

Str 18, Dex 25, Con 16, Int 6, Wis 11, Cha 11
Base Atk +10; CMB +16; CMD 34
Feats Combat Reflexes, Dodge, Exotic Weapon Proficiency (elven curve blade), Improved Initiative, Mobility, Spring Attack, Weapon Finesse
Skills Acrobatics +16, Climb +13, Escape Artist +16, Intimidate +9, Knowledge (planes) +7, Perception +13
Languages Ignan
SPECIAL ABILITIES

Burn (Ex) – See shared ability

Huge Magma Elemental

N Huge outsider (earth, elemental, extraplanar, fire)
Init +3; Senses darkvision 60 ft.; Perception +13

DEFENSE

AC 17, touch 7, flat-footed 17 (–1 Dex, +10 natural, –2 size)

AC 22, touch 7, flat-footed 22 (+5 armor, –1 Dex, +10 natural, –2 size)
hp 85 (10d10+30)
Fort +10, Ref +6, Will +3
DR 5/ —; Immune fire, elemental traits; Weaknesses vulnerable to cold

OFFENSE

Speed 20 ft., burrow 20 ft.; earth glide
Melee 2 slams +14 (2d6+6 plus burn) (PA:  2 slams +11 (2d6 + 15 plus burn))

Melee 2 slams +15 (2d6+7 plus burn) (PA:  2 slams +12 (2d6 + 16 plus burn))
Space 15 ft.; Reach 15 ft.
Special Attacks burn (1d8, DC 16), lava puddle

STATISTICS

Str 22, Dex 8, Con 17, Int 6, Wis 11, Cha 11
Base Atk +10; CMB +18; CMD 27
Feats Cleave, Greater Bull Rush, Improved Bull Rush, Improved Initiative, Power Attack
Skills Climb +19, Knowledge (dungeoneering) +11, Perception +13, Stealth +4
Languages Ignan
SQ earth glide

SPECIAL ABILITIES

Burn (Ex) – See shared ability

Earth Glide (Ex) – See shared ability
Lava Puddle (Su) – See shared ability

Greater Bull Rush (Ex)
A huge magma elemental has a CMB of +22 and CMD of 31 when applied to Bull Rush attempts.  A magma elemental does not provoke attacks of opportunity when initiating a bull rush.  Movement caused by a successful bull rush provokes attacks of opportunity from the magma elemental’s allies (though not from itself).
Greater Magma Elemental

N Huge outsider (earth, elemental, extraplanar, fire)
Init +3; Senses darkvision 60 ft.; Perception +16
DEFENSE

AC 19, touch 7, flat-footed 19 (–1 Dex, +12 natural, –2 size)

AC 26, touch 7, flat-footed 26 (+7 armor, –1 Dex, +12 natural, –2 size)
hp 123 (13d10+52)
Fort +12, Ref +7, Will +4
DR 10/—; Immune fire, elemental traits; Weaknesses vulnerable to cold
OFFENSE

Speed 20 ft., burrow 20 ft.; earth glide
Melee 2 slams +18 (2d8+7 plus burn) (PA:  2 slams +14 (2d8+19 plus burn))

Melee 2 slams +19 (2d8+8 plus burn) (PA:  2 slams +15 (2d8+20 plus burn))
Space 15 ft.; Reach 15 ft.
Special Attacks burn (2d6, DC 18), lava puddle

STATISTICS

Str 24, Dex 8, Con 19, Int 8, Wis 11, Cha 11
Base Atk +13; CMB +22; CMD 31
Feats Cleave, Greater Bull Rush, Greater Overrun, Improved Bull Rush, Improved Initiative, Improved Overrun, Power Attack
Skills Climb +23, Intimidate +16, Knowledge (dungeoneering) +15, Perception +16, Stealth +7

SPECIAL ABILITIES

Burn (Ex) – See shared ability

Earth Glide (Ex) – See shared ability
Lava Puddle (Su) – See shared ability

Greater Bull Rush (Ex)
A greater magma elemental has a CMB of +26 and CMD of 35 when applied to Bull Rush attempts.  A magma elemental does not provoke attacks of opportunity when initiating a bull rush.  Movement caused by a successful bull rush provokes attacks of opportunity from the magma elemental’s allies (though not from itself).

Greater overrun (Ex)

A greater magma elemental has a CMB of +26 and CMD of 35 when applied to Overrun attempts.  A magma elemental does not provoke attacks of opportunity when initiating an overrun, and opponents cannot choose to avoid it.  Anyone knocked prone by the overrun provokes an attack of opportunity.

IFRIT ENFORCERS (2) (advanced)

Ifrit brawler 7 (Pathfinder RPG Advanced Class Guide 23, Pathfinder RPG Advanced Race Guide 126)
CN Medium outsider (native)
Init +10; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 24, touch 18, flat-footed 16 (+4 armor, +6 Dex, +2 dodge, +2 natural)
hp 71 (7d10+21)
Fort +9, Ref +12, Will +6
Resist fire 5

OFFENSE

Speed 30 ft.
Melee unarmed strike +13/+8 (1d8+4) or unarmed strike flurry of blows +11/+11/+6 (1d8+4) or shortsword +13/+8 (1d6+4/19–20) or Melee (PA) unarmed strike +11/+6 (1d8+8) or unarmed strike flurry of blows +9/+9/+4 (1d8+8) or shortsword +11/+6 (1d6+8/19–20)
Special Attacks brawler’s flurry, brawler strike, close weapon mastery, knockout (1/day, DC 17), maneuver training (trip +2, grapple +1)
Spell-Like Abilities (CL 7th; concentration +7)
1/day—burning hands (DC 11)

STATISTICS

Str 14, Dex 18, Con 13, Int 12, Wis 8, Cha 10
Base Atk +7; CMB +9 (+11 trip, +10 grapple); CMD 25 (27 vs.trip, 26 vs. grapple)
Feats Dodge, Improved Initiative, Improved Unarmed Strike, Iron Will, Power Attack, Toughness, Weapon Finesse
Skills Acrobatics +13, Intimidate +10, Knowledge (local) +11, Perception +9, Stealth +10
Languages Common, Ignan, Terran
SQ martial flexibility (swift action, 6/day)

SPECIAL ABILITIES
Martial Flexibility (Ex)

As a swift action, the enforcer can gain the benefit of a feat she does not possess for 1 minute.  As a move action, the enforcer can gain the benefit of two feats she does not possess.  She must have the pre-requisites for the feat, though one of the feats can serve as the pre-requisite for the other.

· Stunning Fist  (Fort DC 12 or stunned for one round), 7/day

· Step-Up / Following Step – pursue enemies that use 5-foot steps

· Deflect arrows – 1/round as a free action, deflect arrow/bullet from hitting

· Snatch arrows – Catch instead of deflect.  Free action – can throw thrown back immediately

Tygora Cinderfury (Tier 5-6)

LE Large outsider (extraplanar, fire)
Init +7; Senses darkvision 60 ft., detect magic; Perception +15

DEFENSE

AC 21, touch 13, flat-footed 17 (+3 Dex, +1 dodge, +8 natural, –1 size)
hp 95 (10d10+40)
Fort +7, Ref +10, Will +9
Immune fire; Vulnerability cold

OFFENSE

Speed 20 ft., fly 40 ft. (perfect)
Melee 2 slams +15 (1d8+6 plus 1d6 fire) or mwk falchion +16/+11 (2d6+9/18–20)
Space 10 ft.; Reach 10 ft.
Special Attacks change size, heat (1d6 fire)

Spell-Like Abilities (CL 11th)

Constant—detect magic
At Will—plane shift (willing targets to elemental planes, Astral Plane, or Material Plane only), produce flame, pyrotechnics (DC 14), scorching ray
3/day—invisibility, quickened scorching ray, wall of fire (DC 16)
1/day—grant up to 3 wishes (to non-genies only), gaseous form, permanent image (DC 18)

STATISTICS

Str 23, Dex 17, Con 18, Int 12, Wis 14, Cha 15
Base Atk +10; CMB +17; CMD 31
Feats Combat Casting, Combat Reflexes, Deceitful, Dodge, Improved InitiativeB, Quicken Spell-Like Ability (scorching ray)
Skills Bluff +19, Craft (any one) +14, Disguise +10, Fly +13, Intimidate +15, Perception +15, Sense Motive +15, Spellcraft +14, Stealth +8
Languages Auran, Aquan, Common, Ignan, Terran; telepathy 100 ft.
SQ change shape (humanoid or giant, alter self or giant form I)

SPECIAL ABILITIES

Change Size (Sp)

Twice per day, an efreeti can magically change a creature's size. This works just like an enlarge person or reduce person spell (the efreeti chooses when using the ability), except that the ability can work on the efreeti. A DC 13 Fortitude save negates the effect. The save DC is Charisma-based. This is the equivalent of a 2nd-level spell.

Heat (Ex)

An efreeti's body deals 1d6 points of fire damage whenever it hits in melee, or in each round it grapples.

Tygora Cinderfury (Tier 8-9)

LE Large outsider (extraplanar, fire)
Init +9; Senses darkvision 60 ft., detect magic; Perception +17

DEFENSE

AC 25, touch 15, flat-footed 19 (+5 Dex, +1 dodge, +10 natural, –1 size)
hp 115 (10d10+40)
Fort +9, Ref +12, Will +11
Immune fire; Vulnerability cold

OFFENSE

Speed 20 ft., fly 40 ft. (perfect)
Melee 2 slams +17 (1d8+8 plus 1d6 fire) or mwk falchion +18/+13 (2d6+12/18–20)
Space 10 ft.; Reach 10 ft.
Special Attacks change size, heat (1d6 fire)

Spell-Like Abilities (CL 11th)

Constant—detect magic
At Will—plane shift (willing targets to elemental planes, Astral Plane, or Material Plane only), produce flame, pyrotechnics (DC 16), scorching ray
3/day—invisibility, quickened scorching ray, wall of fire (DC 18)
1/day—grant up to 3 wishes (to non-genies only), gaseous form, permanent image (DC 20)

STATISTICS

Str 27, Dex 21, Con 22, Int 16, Wis 18, Cha 19
Base Atk +10; CMB +19; CMD 35
Feats Combat Casting, Combat Reflexes, Deceitful, Dodge, Improved InitiativeB, Quicken Spell-Like Ability (scorching ray)
Skills Bluff +21, Craft (any one) +16, Disguise +12, Fly +15, Intimidate +17, Perception +17, Sense Motive +17, Spellcraft +16, Stealth +10
Languages Auran, Aquan, Common, Ignan, Terran; telepathy 100 ft.
SQ change shape (humanoid or giant, alter self or giant form I)

SPECIAL ABILITIES

Change Size (Sp)

Twice per day, an efreeti can magically change a creature's size. This works just like an enlarge person or reduce person spell (the efreeti chooses when using the ability), except that the ability can work on the efreeti. A DC 15 Fortitude save negates the effect. The save DC is Charisma-based. This is the equivalent of a 2nd-level spell.

Heat (Ex)

An efreeti's body deals 1d6 points of fire damage whenever it hits in melee, or in each round it grapples.

Fire Mephit

N Small outsider (fire)
Init +6; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 17, touch 14, flat-footed 14 (+2 Dex, +1 dodge, +3 natural, +1 size)
hp 19 (3d10+3); fast healing 2 (while touching fire)
Fort +2, Ref +5, Will +3
DR 5/magic; Immune fire; Weaknesses vulnerability to cold

OFFENSE

Speed 30 ft., fly 40 ft. (average)
Melee 2 claws +5 (1d3+1)
Special Attacks breath weapon (15-foot cone, 1d8 fire, DC 13 half, every 4 rounds)
Spell-Like Abilities (CL 6th; concentration +8)
1/hour--scorching ray
1/day--heat metal (DC 14), summon (level 2, 1 fire mephit 25%)

STATISTICS

Str 13, Dex 15, Con 12, Int 6, Wis 11, Cha 14
Base Atk +3; CMB +3; CMD 15
Feats Dodge, Improved Initiative
Skills Bluff +8, Fly +10, Perception +6, Stealth +12
Languages Common, Ignan

SPECIAL ABILITIES

Breath Weapon (Su)

Each type of mephit can unleash a particular breath weapon every 4 rounds as a standard action. The DC is Constitution-based and includes a +1 racial bonus.

The breath weapon of a fire mephit is a cone of flames that deals 1d8 fire damage.

Flame Drake 

CE Large dragon (fire)
Init +5; Senses darkvision 60 ft., low-light vision, scent; Perception +10

DEFENSE

AC 18, touch 10, flat-footed 17 (+1 Dex, +8 natural, –1 size)
hp 57 (6d12+18)
Fort +8, Ref +6, Will +6
Immune fire, paralysis, sleep; Weakness vulnerability to cold

OFFENSE

Speed 20 ft., fly 60 ft. (average)
Melee bite +10 (2d6+5 plus 1d6 fire), tail slap +5 (1d6+2) (PA: bite +8 (2d6+9 plus 1d6 fire), tail slap +3 (1d6+4))
Space 10 ft.; Reach 10 ft.
Special Attacks fireball breath

STATISTICS

Str 21, Dex 13, Con 16, Int 9, Wis 12, Cha 10
Base Atk +6; CMB +12; CMD 23
Feats Flyby Attack, Improved Initiative, Power Attack
Skills Fly +8, Intimidate +9, Perception +10, Stealth +6, Survival +10
Languages Draconic
SQ speed surge

SPECIAL ABILITIES

Fireball Breath (Su)

A flame drake can, as a standard action, breathe a ball of flame that explodes like a fireball. This attack has a range of 180 feet and deals 5d6 points of fire damage (DC 16 Reflex half) to all creatures within a 20-foot-radius spread. Once a flame drake has used its fireball breath, it cannot do so again for 1d6 rounds. The save DC is Constitution-based.

Speed Surge (Ex)

Three times per day as a swift action, a flame drake may draw on its draconic heritage for a boost of strength and speed to take an additional move action in that round.

