
Dragonborn Elementalist CR 6
N Medium Humanoid (Reptilian) 
Initiative: +5; Senses: Low-light Vision 
Defense 
AC: 18, Flat-Footed: 17, Touch: 11 
(+1 Dex, +7 natural) 
HP: 52 (8d8+16)   DR: None 
Fort: +4, Ref: +7, Will: +4  SR: None 
Resistances: Electricity 5 
Immunities: None 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +6; Grapple: +5; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft. 
Melee: Quarterstaff +5/+0 (1d6-1 20/x2) 
Ranged: Entropic Spark +7 (2d6; see text) 
Special Abilities: Acid Breath, Cold Wave, Fire Bolt, Lightning Blast 
Tactics 
During Combat: During battle a dragonborn elementalist unleashes the 
full fury of his powers. An elementalist will typically save his cone-
based attacks for enemies who have closed into melee with him; instead 
favoring his entropic spark ability once he has employed his fire bolt and 
lightning blast. 
Morale: A solitary dragonborn elementalist will flee from battle, or seek 
to bargain for his life if no escape is forthcoming, if reduced to 30 or 
fewer hit points. If encountered with an entourage, the dragonborn will 
often fight until the majority of his minions are slain before fleeing 
himself. 
Statistics 
STR 8 (-1) DEX 13 (+1) CON 14 (+2) 
INT 15 (+2) WIS 9 (-1) CHA 17 (+3) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Ability Focus (Acid Breath), Improved Initiative, Skill Focus 
(Diplomacy) 
Skills: Concentration +13 (11 ranks, +2 Con), Diplomacy +19 (11 ranks, 
+5 Cha, +3 feat), Knowledge (Arcana) +13 (11 ranks, +2 Int), Spellcraft 
+13 (11 ranks, +2 Int) 
Languages: Common, Draconic 
SQ: Dragon-blooded 
Combat Gear: None 
   Other Gear: Fine robe (worth 15 gp), masterwork quarterstaff 
Ecology 
Environment: Any plains 
Organization: Solitary, pair, entourage (1-3 elementalists plus hired 
minions) 
Treasure: Standard 
Special Abilities 
   Acid Breath (Ex): Once per day, the dragonborn elementalist can 
breathe forth a gout of acid from his mouth. All creatures within a 15 ft. 
cone adjacent to the elementalist suffer 4d4 points of acid damage 
(reflex save DC 18 for half). 
   The save DC of this ability is Constitution-based. The save DC of this 
ability is increased by +2 due to the elementalist’s possession of the 
Ability Focus (Acid Breath) feat. 
   Cold Wave (Su): Once per day, the elementalist can unleash a blast of 
withering cold from his fingertips. All creatures within a 60 ft. cone  
beginning in a square adjacent to the elementalist suffer 5d6 points of 
cold damage (reflex save DC 17 for half). A creature who fails its save 
against this ability is staggered for 1 round. 
   The save DC of this ability is Charisma-based. 
   Dragon-blooded (Ex): Dragonborn elementalists are treated as if they 
were dragons in regards to effects that depend on a target being of that 
type. 
   Entropic Spark (Su): Dragonborn elementalists are capable of calling 
upon the primal forces of chaos to create a burst of energy that strikes a 
target within their sight. As a standard action, the dragonborn 
elementalist makes a ranged touch attack against a creature within 120 
feet, if successful that target suffers 2d6 points of damage. The damage 
type of the damage dealt is determined randomly as follows: roll a d6, 
on a 1 or 2 the spark deals cold damage; on a 3 or 4 it deals electricity 
damage; finally on a 5 or 6 it deals fire damage. 

   Fire Bolt (Su): Once per day, the elementalist conjures forth a bolt of 
fire to sear his enemies’ flesh from their bones. All creatures in a 120 ft. 
line beginning at the elementalist’s fingers suffer 5d6 points of fire 
damage (reflex save DC 17 for half). A creature who fails its save 
against his ability catches fire and suffers 2d6 points of damage per 
round until extinguished. 
   The save DC of this ability is Charisma -based. 
   Lightning Blast (Su): Once per day, the elementalist can cause a 
massive electrical explosion to occur nearby. All creatures within 20 feet 
of a chosen point within 500 feet suffer 5d6 points of electricity damage 
(reflex save DC 17 for half). A creature who fails its save against this 
ability is dazed for 1d4 rounds. 
   The save DC of this ability is Charisma -based. 
 
   The creature before you is humanoid in form and stands slightly taller 
than a fully grown man. However, that’s where the similarities end; this 
creature is covered in scales and has a head that resembles that of a 
dragon! The thing is garbed in a finely crafted robe and carries a well-
crafted staff in its hands. 
 
   The dragonborn are a race of enigmatic creatures borne of a human 
and a dragon. Most are attacked on sight as they often resemble 
lizardfolk (or, to some, overgrown kobolds) and so they tend to keep to 
themselves, often hiring on guardians to protect them. 
   A small sect of dragonborn have begun the study of manipulating 
elemental forces without the aid of magic. These elementalists have 
made a name for themselves as devastating combat mages. 
   A dragonborn typically stands just over six feet tall and they weigh 
between 180 and 250 pounds. 
 
Lore 
   A successful knowledge (local) check will reveal the following 
information about a dragonborn elementalist: 
DC 18 This is a dragonborn elementalist. Dragonborn are a rare 

species that was the result of humans mating with dragons. 
This reveals all humanoid traits. 

DC 23 Elementalists are powerful spellcasters who have a very 
limited repertoire of spells, but are capable of causing much 
damage with them. 

DC 28 Dragonborn are capable of breathing forth gouts of acid to 
defeat their foes. 

 
Scaling 
   For a more powerful dragonborn elementalist, increase its hit dice as 
normal. Its abilities scale as follows: 
   Acid Breath: Deals a number of dice worth of damage equal to 1/2 the 
dragonborn’s racial hit dice. At 12 hit dice increase the damage die size 
to d6s. Increase save DC as appropriate for HD and Constitution 
increases. 
   Cold Wave, Fire Bolt, and Lightning Blast: Deal a number of dice 
worth of damage equal to the dragonborn’s racial hit dice -3 (max of 
15d6). Increase save DC as appropriate for HD and Charisma increases. 
   Entropic Spark: Deals a number of dice worth of damage equal to 
1/4th the dragonborn’s racial hit dice (max 5d6). Increase save DC as 
appropriate for HD and Charisma increases. 
   Natural Armor: Increase the dragonborn’s natural armor by 1 point for 
every 2 racial hit dice it gains. 
   Saving Throws: Dragonborn elementalists have good reflex and will 
save progressions (like a bard). 
   Challenge Rating: Increase the dragonborn’s challenge rating by 1 for 
every racial hit die it gains up to 12; from 13 and up, increase its CR by 
1 for every 2 racial hit dice it gains (ex. A 12 HD dragonborn 
elementalist would be CR 10 while a 20 hit die dragonborn elementalist 
would only be CR 14). 


