Power
Medium Elemental (electrical, air)

	Hit Dice
	16d8+16 (88 hp)

	Initiative
	+12

	Speed
	Fly 50 ft. (perfect) (10 squares)

	AC
	27 (+8 Dex, +9 deflection), touch 27, flat-footed 19

	B.A. / Grapple
	+12/+9

	Attack
	Shock +20 melee touch (2d8 electricity)

	Full Attack
	Shock +20 melee touch (2d8 electricity)

	Space/Rch 
	5 ft./5 ft.

	SA
	—

	SQ
	Darkvision 60 ft., SR 16, Improved Evasion, DR 5/--

	Saves
	Fort +6, Ref +18, Will +8

	Abilities
	Str 5, Dex 27, Con 12, Int 6, Wis 16, Cha 11

	Skills
	Listen +11, Spot +12

	Feats
	Alertness, Blind-Fight, Dodge, Improved Initiative, Weapon Finesse*, Flyby attack, Mobility

	CR
	9

	Alignment
	LE


Power Surge (Su):  Once every 1d4 rounds, Power can let loose a surge of electricity at a single creature for 8d6 points of electrical damage.  That creature is entitled to a Reflex save DC 19 for ½ damage.  This effect is similar to a 3rd level spell, at a caster level of 8. 
