Elemental, Water (Small)
Small Elemental (Water, Extraplanar)

	Hit Dice
	2d8+2 (11 hp)

	Initiative
	+0

	Speed
	20 ft. (4 squares), swim 90 ft.

	AC
	17 (+1 size, +6 natural), touch 11, flat-footed 17

	B.A. / Grapple
	+1/–1

	Attack
	Slam +4 melee (1d6+3)

	Full Attack
	Slam +4 melee (1d6+3)

	Space/Rch 
	5 ft./5 ft.

	SA
	Water mastery, drench, vortex

	SQ
	Darkvision 60 ft., elemental traits

	Saves
	Fort +4, Ref +0, Will +0

	Abilities
	Str 14, Dex 10, Con 13, Int 4, Wis 11, Cha 11

	Skills
	Listen +2, Spot +3

	Feats
	Power Attack

	Environment
	Elemental Plane of Water

	Organization
	Solitary

	CR
	1

	Treasure
	None

	Alignment
	Usually neutral

	Advancement
	3 HD (Small)


A water elemental cannot venture more than 180 feet from the body of water from which it was conjured.  Water Elementals speak Aquan.

COMBAT:

Elemental:  Immune to poison, sleep, paralysis, stunning.  Not subject to critical hits.
Water Mastery (Ex):  +1 to hit and damage if both it and its opponent touch water.  If either is landbound, the elemental suffers a –4 penalty to attack & damage.

Drench (Ex): The elemental’s touch puts out torches, campfires, exposed lanterns, and other open flames of nonmagical origin if these are of Large size or smaller. The creature can dispel magical fire it touches as dispel magic (caster level equals elemental’s HD).
Vortex (Su):  every 10 minutes (in water), can transform into a whirlpool and remain for up to 1 round.  See Monster Manual for details, but basically identical to Air Elemental’s whirlwind.
