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The ability to reach into the Elemental planes, grab a denizen and take it into the Prime Material plane, is a feat only the 

strongest wizard or priest can achieve. Those who do are aware of the possible dangers, but in the hurry he or she may 

come to overlook a few. 

The following is a quick guide to the summoning of elemental denizens as stated in the Player’s Handbook, Monstrous 

Manual and from pure reason. The last part of the text will bring a brief list of the common elementals together with the 

stats the would-be summoner needs to know. 

 

The spells of summoning: 

 

For the wizardly Conjure Elemental (5
th

 level) the rules are as follows: 

 

• Conjured Elementals always has 8 HD 

• Each type of Elemental can only be conjured once a day, no matter how many spell memorized. 

• Concentration must be maintained from the minute the Elemental is conjured. The summoner must stand 

perfectly still and focus all his attention on keeping the control. Any mental or physical distraction (even the 

slightest push) will cause him to break the concentration. 

• The maximum range for control is 30 yards per. level of the caster. 

• A check is required at the end of the second round and every succeeding round the Elemental is under control, 

to se if it breaks free. The chance for that happening is 5 % 

• The chance for the caster to dispel a free elemental is 50% 

• A free Elemental may turn upon its summoner, but will not directly break of a fight to do so. Those who stand 

in its way do so at their own peril. 

• A Dismissal Spell has a 50% chance of sending a Free-willed elemental home. 

• An elemental still under its summoner’s control can be send home with the merest thought. 

 

The priestly Conjure Fire Elemental (6
th

 level) can conjure the following types of creatures. 

 

01-65 A 12 HD Fire Elemental 

66-85 A 16 HD Fire Elemental 

86-94 2d2 Fire Salamanders 

95-98 An Efreeti 

99-00 A 21-24 (20+1d4) HD Fire Elemental 

 

The priestly Conjure Earth Elemental (7
th

 level) can conjure the following types of creatures: 

 

01-60 A 12 HD Earth Elemental 

61-95 A 16 HD Earth Elemental 

96-00 A 21-24 (20+1d4) HD Earth Elemental  

 

The conjured elementals will not turn upon him, so no concentration or protection is necessary. They regard him as a 

friend to be obeyed. 

The summoned creatures will help the caster however possible for the duration of the spell, until slain, send back by a 

Dispel Magic, Holy Word or the reverse of one of these spells with the correct responding elemental. 

 

 

Stealing Control of an Elemental 

 

A Dispel Magic centered specifically at the magic that controls the elemental (the spells area of effect are put out of 

effect). The normal rules for dispelling applies, but if the caster rolls a 20, the Elemental becomes free-willed. 

A successful Dispel, switches the control of the elemental to the caster. 

A failed dispel will strengthen the elemental by giving its maximum 8 hp per. HD, and the bond to its controller will 

also be strengthened, making any further attempts to control it impossible. The one who tries to take control will be 

recognized as the new enemy, so if the elemental breaks free, he will be the first to be attacked. 

 

Special Rules: 

 

1. Each time a wizardly summoned is send for an Earth Elemental, there is a 5% chance that a free-willed Earth 

Scrambler appears instead. An Earth Elementarist will know when this happens, and can abort the summoning. 

2. At 15
th

 level, an Elementarist does not need to concentrate when controlling an elemental from his special 

element. The normal 5% chance for it breaking free still sexist though. 

3. At 20
th

 level, there will be no chance of an Elemental from the Elementarists special element turning upon him. 



The stats for the Elementals 

 

Elemental HD AC Movement Thac0 No. Attacks Dam/Attacks 

 

Air 8 2 Fl 36 (A) 13 1 2-20 (2d10) 

 12 2 Fl 36 (A) 9 1 2-20 (2d10) 

 16 2 Fl 36 (A) 5 1 2-20 (2d10) 

 21-24 2 Fl 36 (A) 1 1 2-20 (2d10) 

 

Earth 8 2 6 13 1 4-32 (4d8) 

 12 2 6 9 1 4-32 (4d8) 

 16 2 6 5 1 4-32 (4d8) 

 21-24 2 6 1 1 4-32 (4d8) 

 

Fire 8 2 12 13 1 3-24 (3d8) 

 12 2 12 9 1 3-24 (3d8) 

 16 2 12 5 1 3-24 (3d8) 

 21-24 2 12 1 1 3-24 (3d8) 

 

Water 8 2 6, Sw 18 12 1 5-30 (5d6) 

 12 2 6, Sw 18 9 1 5-30 (5d6) 

 16 2 6, Sw 18 7 1 5-30 (5d6) 

 21-24 2 6, Sw 18 3 1 5-30 (5d6) 

 

The following is true to all kinds of elementals: 

 

- Attackers need a +2 to weapon or better to hit. 

- They are held at bay by a Protection From Evil spell, but can still make secondary attacks, like setting the ground 

on fire, pulling down the cliffs on top of people etc. 

 

Magical devices of summoning 

 

The following items are from the DM’s guide, but are here slightly altered to take in consideration a few possible 

problems that might arise when used in a campaign. 

 

Bowl of Commanding Water Elementals: 

This large container is usually fashioned from blue or green semi-precious stone (malachite or lapis lazuli, for example, 

or sometimes jade). It is about one foot in diameter, half that deep, and relatively fragile. When the bowl is filled with 

fresh or salt water, and certain words are spoken, a Water Elemental of 12 HD will appear. The summoning words 

require one round to speak, and the elemental will appear in the beginning of the following round, obey every command 

given to it by the summoner. 

Note that if salt water is used, the elemental will be stronger (+2 per Hit Die, maximum 8 hp per die, however). 

It’s only possible to call up one Water Elemental per day. 

 

Brazier of Commanding Fire Elementals: 

This device appears to be a normal container for holding burning coals unless magic is detected for. It enables a mage to 

summon an elemental of 12 HD from the elemental plane of Fire. A fire must be lit in the brazier – one round is 

required to do so. If sulphur is added, the elemental will gain +1 on each Hit Die (i.e. 2-9 hit points per Hit Die). The 

Fire Elemental will appear as soon as the fire is burning, and a command word is uttered. However, it can earliest arrive 

in the beginning of the next round after the words have been said 

Only one Fire Elemental can be summoned each day, but it will completely obey the command of the summoner. 

 

Censer of Controlling Air Elementals: 

This 6´´ wide, 1´high perforated golden vessel resembles thuribles found in places of worship. If filled with incense and 

lit, a command word need only be spoken to summon forth a 12 HD Air Elemental in the beginning of the following 

round. If Incense of Meditation is burned within the censer, the Air Elemental will have a +3 bonus to each of its Hit 

Dice (maximum 8 hp per die, however). The Elemental will obey the commands of its summoner, but if the censer is 

extinguished without the proper command, the elemental will remain and turn on the summoner. 

The censer can only be used to summon one Air Elemental per day. 

 

Stone of Controlling Earth Elementals: 

A stone of this nature is typically an oddly shaped bit of roughly polished rock. The possessor of such a stone need but 

utter a single command word, and an Earth Elemental of 12 HD size will come to the summoner if earth is available, 

and 8 HD Elemental if rough, unhewn stone is the summoning medium (an Earth Elemental cannot be summoned from 

worked stone, but one can be from mud, clay, or even sand, although one from sand is an eight-dice monster). 

The area of summoning for an earth elemental must be at least 4´ square and have four cubic yards volume. 

The Elemental will appear in 1d4 rounds after the command word is uttered, and it will obey the command of its 

summoner. The Stone can be used to summon one elemental per day. 


