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Wind & Lightning

Cyclone aura
[Creature Name] is immune to attacks made  
with non-magical ranged weapons. Enemies that 
start their turn within 5ft of [Creature Name]  
must make a DCxx Strength Saving Throw or be 
knocked prone. 

Arcing Crown (Recharge X)

During the start of [Creature Name’s] turn every 
creature within 15 ft. may be struck by an arc 
of lightning. Targets effected by this ability must 
make a DCxx Dexterity Saving Throw, taking Xd10 
lightning damage on a failed save, or have as much 
on a successful save. Targets that fail this save 
cannot take reactions until after their next turn.   

Chaos Bolt (Recharge X)

[Creature Name] may target one creature it can see 
up to 90 feet away with an arc of chaos infused 
lightning. Creatures targeted with this ability must 
make a DCxx Dexterity Saving Throw, taking Xd10 
lightning damage on a failed save, half as much on 
a succesful save. Once a saving throw is resolved 
there is a 50% chance that the closest creature 
within 15 feet of the last creature targeted is struck 
with a new copy of this spell. This effect cannot 
target the same creature more than once a round. 
The effects end if there are no legal targets.

Overcharge
Whenever [Creature Name] is targeted by an attack 
or effect that deals lightning damage it gains Haste 
until the end of its next turn. Its speed is doubled, 
it gains a +2 bonus to AC, it has advantage on  
Dexterity saving throws, and it gains an additional 
action on each of its turns. That action can be 
used only to lake the Attack (one weapon attack 
only), Dash, Disengage, Hide, or Use an Object  
action.  When the effect ends [Creature Name]  
has disadvantage on all rolls until the end of it's 
next turn.       

Flash Jaunt
Anytime [Creature Name] deals lightning damage, 
it may choose to teleport to an empty space it can 
see up to 15ft away as a bonus action.

Storm Striker
Whenever [Creature Name] deals damage with  
a melee or ranged attack the target takes and  
additional Xd8 thunder or lightning damage. 

Thundering Aegis (Recharge X)

When an enemy enters a space within 5ft of  
[Creature Name] it may use a reaction to target  
this enemy with a blast of force audible up to 
300ft. The target must make a DCxx Dexterity Sav-
ing Throw, taking Xd8 Thunder Damage and Xd8 
Lightning Damage on a failed save, half as much 
on a successful save. Creatures that fail this save 
are pushed back 15 feet. 

Zephyr's Grace
When taking a move or dash action [Creature 
Name] may choose to teleport to an unoccupied 
space that it can see until it travels up to its  
maximum movement speed. Movement this way 
still provokes opportunity attacks, but attackers 
have disadvantage attacking [Creature Name]  
while it moves this way. 

Blinding Flash (Recharge X)

Anytime [Creature Name] deals lightning damage 
it may choose to release a blinding flash of energy 
centered on the target it damaged. This target and 
all creatures within 5ft of the target must make a 
DCxx Constitution Saving Throw or be Blinded for 
1 minute. At the end of each of its turns, the target 
can make another Constitution Saving Throw. On a 
success, the condition ends on the target.

Baffling Vortex (Recharge x)

[Creature Name] chooses a point within 30 feet and 
creates a powerful disorienting cylinder of wind 10 
feet wide and 10 feet tall that dissipates after 1d3 
rounds. Any creature that enters or begins their 
turn within the vortex must make a DCxx Strength 
Saving Throw or be Restrained.  


