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This hulking, roughly humanoid creature of dirt and stone explodes up from the earth, faceless save for
two glowing gemstone eyes.
--------------------
ELEMENTAL, EARTH, SMALL CR 1
Male Elemental, Earth, Small
NN Small Outsider (Earth, Elemental, Extraplanar)
Init -1; Senses Darkvision (60 feet), Tremorsense (60 feet); Perception +4
--------------------
DEFENSE
--------------------
AC 17, touch 10, flat-footed 17 (-1 Dex, +1 size, +7 natural)
hp 13 (2d10+2)
Fort +4, Ref -1, Will +3
Immune bleeds, flanking, critical hits, paralysis, poison, precision damage, sleep, stunning
--------------------
OFFENSE
--------------------
Spd 20 ft., Burrowing (20 feet), Earth Glide
Melee Slam (Elemental, Earth, Small) +6 (1d6+4/20/x2) and

Unarmed Strike +6 (1d2+3/20/x2)
Special Attacks Earth Mastery
--------------------
STATISTICS
--------------------
Str 16, Dex 8, Con 13, Int 4, Wis 11, Cha 11
Base Atk +2; CMB +4 (+6 Bull Rushing); CMD 13 (15 vs. Bull Rush)
Feats Improved Bull Rush, Power Attack -1/+2
Skills Appraise +1, Climb +7, Fly +1, Knowledge: Dungeoneering +1, Knowledge: The Planes +1,
Perception +4, Stealth +7
Languages

--------------------
ECOLOGY
--------------------
Environment Any (plane of earth)
Organization Solitary, pair, or gang (3-8)
Treasure None
--------------------
SPECIAL ABILITIES
--------------------
Burrowing (20 feet) You have a Burrow speed.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Earth Glide A burrowing earth elemental can pass through stone, dirt, or almost any other sort of earth
except metal as easily as a fish swims through water. If protected against fire damage, it can even glide
through lava. Its burrowing leaves behind no tunnel
Earth Mastery An earth elemental gains a +1 bonus on attack and damage rolls if both it and its foe are
touching the ground. If an opponent is airborne or waterborne, the elemental takes a -4 penalty on attack
and damage rolls. These modifiers apply to bull rush a
Immune to Bleeds You are immune to bleeds.
Immune to Flanking You are immune to flanking.
Immunity to Critical Hits You are immune to Critical Hits
Immunity to Paralysis You are immune to paralysis.
Immunity to Poison You are immune to poison.

p1



Hero Lab® and the Hero Lab logo are registered trademarks of Lone Wolf Development, Inc. Download Hero Lab for FREE at http://www.wolflair. com!
Pathfinder® and associated marks and logos are trademarks of Paizo Publishing, LLC®, and are used under license.

Immunity to Precision Damage You are immune to Precision Damage
Immunity to Sleep You are immune to sleep effects.
Immunity to Stunning You are immune to being stunned.
Improved Bull Rush Bull Rush at +2 to push back. No attack of opportunity.
Power Attack -1/+2 You can subtract from your attack roll to add to your damage.
Tremorsense (60 feet) Sense things and creatures without seeing them.
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