
The Way of the Four Elements, Revisited

Y
Disciple of the Elements

Things to Consider
How does this homebrew balance with other Monk

paths? How does it balance with Eldritch Knight

and Arcane Trickster? The player will have to track

one resource that replenishes on short rests (Ki)

and spell slots which replenish on long rests, how

does that compare to other classes? How much

power from this archetype should come from

features and how much should come from spells?

Elemental Attunement

Spell Weaving

Intimidating Force

Improved Spell Weaving



Way of the Four Elements Spellcasting
Level Cantrips Spells Known 1st 2nd 3rd 4th

3rd 1 3 2 - - -

4th 1 4 3 - - -

5th 1 4 3 - - -

6th 2 4 3 - - -

7th 2 5 4 2 - -

8th 2 6 4 2 - -

9th 2 6 4 2 - -

10th 2 7 4 3 - -

11th 3 8 4 3 - -

12th 3 8 4 3 - -

13th 3 9 4 3 2 -

14th 3 10 4 3 2 -

15th 3 10 4 3 2 -

16th 3 11 4 3 3 -

17th 4 11 4 3 3 -

18th 4 11 4 3 3 -

19th 4 12 4 3 3 1

20h 4 13 4 3 3 1

Four
Elements
Spells
Cantrips (0 Level)
Create Bonfire

Lightning Lure

Poison Spray

Ray of Frost

Thunderclap

1st Level
Absorb Elements

Burning Hands

Earth Tremor

Faerie Fire

Fog Cloud

Ice Knife

Thunderous Smite

Thunderwave

Witch Bolt

Searing Smite

2nd Level
Acid Arrow

Aganazzar’s Scorcher

Dust Devil

Flame Blade

Flaming Sphere

Gust of Wind

Maximilian’s Earthen Grasp

Pryotechnics

Scorching Ray

Snilloc’s Snowball Swarm

Warding Wind

3rd Level
Call Lightning

Elemental Weapon

Erupting Earth

Fireball

Flame Arrows

Gaseous Form

Lightning Bolt

Melf’s Minute Meteors

Protection from Energy

Sleet Storm

Wall of Sand

Wall of Water

Water Breathing

Tidal Wave

Wind Wall

Water Walk

4th Level
Conjure Minor Elementals

Control Water

Elemental Bane

Fire Shield

Ice Storm

Stone Shape

Stone Skin

Vitriolic Sphere

Wall of Fire


