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SPELLCASTING @ Level 1
Sorcery points are abbreviated SP. You have a SP equal to your sorcerer
level. Regain all expended spell slots and SP after a long rest.
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SAVING THROW

ARCANA

HISTORY
INVESTIGATION
NATURE
RELIGION

SAVING THROW
ANIMAL HANDLING
INSIGHT

MEDICINE
PERCEPTION
SURVIVAL

SAVING THROW
DECEPTION
INTIMIDATION
PERFORMANCE
PERSUASION

[ Proficiency Bonus ]
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[ Passive Perception ]
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Armor, Weapon & Tool Proficiencies

Known Languages

You can spend one or more hit dice at the end of a short rest. Roll each
die and add your CON modifier. You regain HP equal to the total. Regain
hit dice up to half your max. hit dice (min. of 1) after a long rest.
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DEATH SAVING THROWS

If you start your turn wtih 0 HP, roll a d20. If the roll is 10 or higher, mark
off 1 success, otherwise, mark off 1 failure. 3 success and you become
stable, 3 failures and you die. Rolling a 1 counts as 2 failures. If you roll a
20, you regain 1 HP and regain consciousness. If you take damage while
at 0 HP, mark off 1 failure. If you suffer a critical hit, mark off 2 failures. If
the damage exceeds your max. HP, you suffer instant death.
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Features & Other
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DRAGON ANCESTOR @ Level 1
& AC CONDITIONS /) You can read and speak Draconic and when you make a charisma check
STRENGTH ) N when interacting with dragons, double your prof. if proficient.
g o SAVING THROW / [ Maximum ] ] [Temporan/ ] ] [ Draconic ancestor ] ] [ Damage type ] ]
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Your max. HP increases by 1 and increases by 1 whenever you gain a leve
O_O —__ SLEIGHT OF HAND A\ INITIATIVE /] in this class. While not wearing armor, your AC equals 13 + DEX.
OO ___ sTeaLTH N\ FONT OF MAGIC @ Level 2
As a bonus action, transform a spell slot to SP or SP to a spell slot.
DEXTERITY
NS— Spell slot level SP
O SAVING THROW = =2
& SPEED AN HIT POINTS /) 3rd < 5
4th <=> 6
HIT DICE Sth <> 7

METAMAGIC @ Level 3, 10 and 17

You know two metamagic options at level 3. You learn an additional
metamagic option at levels 10 and 17. You can use only one Metamagic
per spell unless otherwise noted.

Q careful spell

When casting a spell that requires targets to make a save, spend 1 SP to
protect a number of creatures equal to your CHA modifier (min. of 1). A
protected creature automatically succeeds on its saving throw.

(O Distant spell

When casting a spell with range of 5 ft. or more, spend 1 SP to double the
range of the spell. For spells with range of touch, spend 1 SP to make the
range of the spell 30 ft.

(O Empowered spell

When rolling damage for a spell, spend 1 SP to reroll a number of
damage dice equal to your CHA modifier (min. of 1). You must use the
new rolls. You can use Empowered Spell even if you have used a different
metamagic option during the casting of the spell.

(O Extended spell

When casting a spell with duration of 1 min. or longer, spend 1 SP to
double the duration, to a max. duration of 24 hours.

(O Heightened spell

When casting a spell that forces a creature to make a save to resist
effects, spend 3 SP to give one target of the spell disadv. on its first saving
throw made against the spell.

(O Quickened spell

When casting a spell with casting time of 1 action, spend 2 SP to change
the casting time to 1 bonus action for this casting.

O subtle spell

When casting a spell, spend 1 SP to cast it without any somatic or verbal
components.

O Twinned spell

When casting a spell that targets only one creature and does not have a
range of self, spend a number of SP equal to the spell's level to target a
second creature in range with the same spell. Cantrips can be twinned
for 1 SP.

ELEMENTAL AFFINITY @ Level 6

Whenever you cast a spell that deals damage of the type associated with
your Draconic Ancestry, you can add your CHA modifier to that damage.
At the same time, you can spend 1 SP to gain resistance to that damage
type for 1 hour.

DRAGON WINGS @ Level 14

As a bonus action, you can sprout dragon wings from your back, gaining
a fly speed equal to your current speed. They last until you dismiss them
as a bonus action on your turn. You cannot manifest your wings while
wearing armor not made to accomodate them.

DRACONIC PRESENCE @ Level 18

As an action, spend 5 SP to exude an aura of awe or fear (your choice) to
a distance of 60 ft. For 1 min. or until you lose your concentration, each
hostile creature that starts its turn in this aura must make a WIS save or
be charmed (if awe) or frightened (if fear) until the aura ends. On a
success, the creature is immune to your aura for 24 hours.
SORCEROUS RESTORATION @ Level 20

Regain 4 expended SP after a short rest.

Notes

SORCERER - DRACONIC BLOODLINE




