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Dragon-kin Strength: can
spend two spell slots at once
to cast spells at the
equivalent combined level
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EQUIPMENT

Empowered Spell: reroll 5
damage die on a spell; 1 point

Heightened Spell: give a
target disadvantage on
saving throw; 3 points

Master Pyromancer: Fire
magic doesn't require
components and can be cast
with a bonus action

Elemental Affinity: +5

damage to Fire spells & can
spend 1 socery point to gain
resistance to Fire for 1 hour

Natural Scales: +3 AC

Fire Shaping: Can use the
mana from a missed Fire
spell to cast another Fire spell
of 1 level lower within the
same turn at no cost
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Empowered Spell: reroll 5 damage die on a spell; 1 point
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Master Pyromancer: Fire magic doesn't require components and can be cast with a bonus action



Elemental Affinity: +5 damage to Fire spells & can spend 1 socery point to gain resistance to Fire for 1 hour



Natural Scales: +3 AC



Fire Shaping: Can use the mana from a missed Fire spell to cast another Fire spell of 1 level lower within the same turn at no cost
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