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QUICK TO FIGHT

Racial Power

At the start of each battle, roll initiative twice and choose
the result you want.

BREATH WEAPON

Class Feature

When you cast a spell with the breath weapon keyword,
there’s a good chance you’ll be able to re-use it later in the
battle. Each breath weapon spell lists the chance of re-
using it during the same battle (usually 16+). Make the re-
use roll at the start of each of your turns: success indicates
that you can use that spell again that round as a standard
action, if you wish. You don’t get to stockpile uses—
whether you use the spell again or not, you must make the
re-use roll during each round of the battle.
After the battle, the breath weapon power is expended.
You don’t get to keep rolling all day.

You can have only one breath weapon spell active at a
time. If you cast a different breath weapon spell when you
have an earlier spell active, the new spell cancels the
earlier spell. (See the Chromatic Destroyer Heritage talent
for the path to multiple breath weapon spells.)
Failing a death save cancels any breath weapon spells you
have active.
Some sorcerers actually breathe like dragons when they
use breath weapon spells. Others treat the breath weapon
shtick as a metaphor and allow the spell to do the blasting.
As always with magic, the visuals are up to you.

DANCING LIGHTS

Class Feature

All sorcerers can cast the dancing lights spell as a standard
action. Unlike the wizard’s light cantrip, the sorcerer’s
dancing lights spell produces a number of varicolored light
globes that bloom within 5 to 30 feet of the sorcerer every
two to five seconds. The sorcerer has very little control
over the exact location or illumination provided by the
lights, meaning that they can occasionally be used for
dramatic plot purposes.

CHAIN

Class Feature

When you attack with a chain spell and get a natural even
roll, you can roll another attack against a different enemy
within range. Keep on rolling attacks as long as you get
even rolls and don’t run out of new targets (each enemy
can be targeted only once).



GATHER POWER

Class Feature

Once initiative has been rolled and a battle is underway, a
sorcerer can spend a standard action to gather magical
power, preparing themselves for casting a double-strength
spell with their next standard action. Gathering power is
loud and flashy, involving crackling lightning, rumbling
thunder, and the flicker of magical light. When a sorcerer
gathers power, it does not count as casting a spell; you can
gather power without taking opportunity attacks, for
example. In addition, because you spend your standard
action to gather power, you generate a small magical
benefit. Like many of your powers, this benefit is chaotic
rather than perfectly reliable, so you must make a random
check to see what benefit you get. If you get a benefit that
deals damage to enemies, you can choose the type of
damage (cold, fire, lightning, or thunder).
Chaotic Benefit, Adventurer Tier (levels 1–4)
1–2: You gain a +1 bonus to AC until the start of your next

turn.
3–4: Deal damage equal to your level to all nearby

staggered enemies.
5–6: Deal damage equal to your level to one nearby

enemy.

GATHER POWER - SPEND POWER

Class Feature

After you have gathered power, you can use your next
standard action to cast an empowered sorcerer spell.
Empowered sorcerer spells deal double the damage of a
normal sorcerer spell. Normally this means that you simply
double the damage the spell deals on a hit or a miss; don’t
roll double dice, just double the results. If you decide not
to use your next standard action to cast a spell, or spend
your entire turn unconscious, or otherwise miss the chance
to use your next standard action to cast a sorcerer attack
spell, you lose the power you’ve gathered. If you want to
waste a turn you can use your next standard action to
gather power again, but the spell you eventually cast will
still simply do double damage, not more than that. You can
spend your move actions and quick actions any way you
like after you gather power and before casting your next
empowered spell. Breath weapon spells add an extra
wrinkle. Of course you can gather power the first time you
cast a breath weapon spell in a battle. Later in the fight it’s
a question of whether you gathered power the turn before
a breath weapon spell roll goes your way. You can be all
ready with gathered power but roll too low to use the
breath weapon spell, forcing you to cast a different spell
with the gathered power. Ongoing damage: If you’ve
gathered power for a spell that deals ongoing damage, the
ongoing damage is doubled the first time it is dealt, but
not on subsequent rounds, if any.

RANDOM ENERGY

Class Feature

Some sorcerer spells deal damage of a random type. If it
matters mechanically, use a d4 to determine which type of
damage the spell deals. If it doesn’t matter, because none
of the targets have resistances or vulnerabilities to any
particular energy, feel free to state the energy that seems
right for the story, or roll it if you wish and the game can
spare the time.

Random Energy Type (d4)
1: Cold
2: Fire
3: Lightning
4: Thunder

INFERNAL HERITAGE

Class Talent

Once per day, as a quick action when the escalation die is
1+, you can enter a spell frenzy until the end of the battle.
While in a spell frenzy, you roll 2d20 for each of your
sorcerer spell attacks. Use the highest die as your attack
roll, but track whether the other die hits. For each die that
misses, you take damage equal to double the level of the
target of your attack.



METALLIC PROTECTOR HERITAGE

Class Talent

Your rolls to re-use breath weapon spells during a fight
gain a +2 bonus.

SPELL FIST

Class Talent

Your style of sorcery emphasizes close-range fighting.
There are two advantages and one possible drawback to
your style. You gain a +2 bonus to AC. Phrase it as dragon
scales, tough skin, or fields of shimmering magic, as you
choose. You can use ranged spells while engaged with
enemies without taking opportunity attacks. You use your
Constitution modifier instead of your Charisma modifier to
determine the damage you add to all your sorcerer spells.

Adventurer Feat: When you miss with a sorcerer spell
against an enemy you are engaged with, add your
Charisma modifier to the damage you deal.

RITUAL CASTING

Adventurer Tier Feat

You can cast any spells you know as rituals. Classes that
are already ritual casters (cleric, wizard) don’t need this
feat.

BREATH OF THE WHITE

Close-quarters spell - 1st Level

Daily

Target: 1d2 nearby enemies in a group; breath weapon
Attack: Charisma + Level vs. PD
Hit: 3d6 + Constitution cold damage.
Miss: Half damage.
Breath Weapon: For the rest of the battle, roll a d20 at the
start of each of your turns; on a 16+, you can use breath of
the white dragon that turn if you wish.



BURNING HANDS

Close-quarters spell - 1st Level

At-Will

Targets: Up to two nearby enemies in a group
Attack: Charisma + Level vs. PD
Hit: 1d6 + Constitution fire damage.

CHAOS BOLT

Ranged spell - 1st Level

At-Will

Special: The first time you use chaos bolt each battle,
determine a random energy type. The spell deals that
type of damage each time you use it that battle.

Target: One nearby enemy OR one far away enemy with a
–2 attack penalty

Attack: Charisma + Level vs. PD
Hit: 1d8 + Constitution random energy damage, and if the

natural attack roll was even, you gain a chaotic benefit as
if you had gathered power.

Miss: Damage equal to your level.

LIGHTNING FORK

Ranged spell - 1st Level

Recharge 16+ after battle

Target: One nearby enemy; chain spell
Attack: Charisma + Level vs. PD
Hit: 3d6 + Constitution lightning damage.
Miss: Half damage.

Adventurer Feat: Once per battle, you can reroll one of
your lightning fork attacks rolls.

SCORCHING RAY

Ranged spell - 1st Level

At-Will

Target: One nearby enemy
Attack: Charisma + Level vs. PD
Hit: 1d6 + Constitution fire damage, and if the natural

attack roll is even, the target also takes 1d8 ongoing fire
damage.

Miss: Damage equal to your level.


