
Arcane Conduit: A Sorcerer Origin
Sorcerer's of the Arcane Conduit have found their true calling

through rigorous martial training and arcane meditation.

They forge bonds with their weapons by intertwining them

with their innate magical abilities to reach a deadly

combination. This powerful bond for some Conduit's causes

these weapons to feel like natural extensions of themselves

and their magic to an obsessive degree. At your option, you

can pick from or roll on the Conduit Quirks table to create a

quirk for your character. Conduit's due to their training find

themselves fighting in close quarters with deadly

combinations of might and magic, weaving them together in a

seamless blur.

Conduit Quirks
d10 Quirk

1 You feel naked without your bonded weapon on your
person.

2 All of your bonded weapons have names. All of them.

3 You swear your bonded weapon speaks to you, but no
one seems to believe you.

4 You feel unstable without your bonded weapon on your
person.

5 Your bonded weapon is for your hands and your hands
alone!

6 Every day you feel compelled to seek out a new bonded
weapon to use.

7 Your bonded weapon must have a certain visual
appearance or object placed on it, otherwise it's not
worthy of your hand.

8 You find bludgeoning weapons are the best-bonded
weapons. Piercing weapons are for weaklings!

9 You find that slashing weapons are the best-bonded
weapons. Bludgeoning weapons are for barbaric folk!

10 You find that piercing weapons are the best bonded
weapons. Slashing weapons are too imprecise for your
perfect hands!

Arcane Bond
At 1st level when you select this sorcerous origin you learn a

ritual that binds your magic to a melee weapon. You perform

the ritual over the course of 1 hour, which can be done during

a short rest. The weapon must be within your reach

throughout the ritual, at the conclusion of which you touch

the weapon and forge the bond.

Once you have bonded a weapon to yourself, you are

proficient with it while you wield it, it becomes a spellcasting

focus for your sorcerer spells and you cannot be disarmed of

that weapon unless you are incapacitated. If it's on the same

plane of existence you can summon that weapon as a bonus

action on your turn, causing it to teleport instantly to your

hand.

You can only have one bonded weapon at a time. If you

attempt to bond with a second weapon, you must break the

bond with the first one.

Arcane Warrior
Also at 1st level, you gain proficiency with light armor,

medium armor and your hit point maximum increases by 1

and increases by 1 again whenever you gain a level in this

class.

In addition, you learn one of the following spells when you

reach a sorcerer level, they count as sorcerer spells for you,

but they do not count against your total spells known.

Sorcerer Level Spells

1st Compelled Duel, Wrathful Smite

3rd Branding Smite, Magic Weapon

5th Blinding Smite, Elemental Weapon

7th Staggering Smite, Banishment

9th Banishing Smite, Steel Wind Strike

Arcane Frenzy
At 6th level, when you use your action to cast a cantrip, you

can make one weapon attack as a bonus action.

Arcane Strike
At 6th level, once per turn when you hit a creature with your

bonded weapon you can expend 3 sorcery points to cause

your bounded weapon to flare and activate one of the

following abilities.

Acidic Strike: The attack deals an extra 2d6 acid damage.

Additionally, the target takes 1d6 acid damage at the start of

their next turn.

Burning Strike: The attack deals an extra 2d6 fire

damage. Additionally, any other creature of your choosing

within 5 feet of the target takes 1d6 fire damage.

Freezing Strike: The attack deals an extra 2d6 cold

damage to the target, and its speed becomes 0 until the start

of your next turn.

Shocking Strike: The attack deals an extra 2d6 lightning

damage to the target, and it can't take reactions until the start

of your next turn.

Thunderous Strike: You deal an additional 2d6 thunder

damage to the target, and it is pushed back 10 feet.

Arcane Guard
Starting at 14th level, whenever you expend sorcery points

you gain temporary hit points equal to two times the amount

spent.

Arcane Channeling
Starting at 18th level, you can use your mastery of the arcane

to channel the effects of a spell into your bonded weapon.

When you cast a spell of 1st level or higher with a casting

time of one action, and the spell is capable of targeting a

hostile creature or have an area of effect in the shape of a

cone, cube, cylinder, line, or sphere, you can expend 4 sorcery

points to make a single weapon attack with your bonded

weapon as a part of that action. If the attack hits, the target

suffers the attacks normal effects and the effects of the spell.

The target has disadvantage on the first saving throw made

against the spell and automatically fails if it is a Dexterity

saving throw. Whether the weapon attack hits or misses, the

spell slot is expended and the magic fades from your weapon.



Variant: Arcane Strike
At 6th level, once per turn when you hit a creature
with your bonded weapon you can expend 2
sorcery points to cause your bounded weapon to
flare and activate one of the following abilities
using your Sorcerer spell DC.

Acidic Strike: The attack deals an extra 2d6 acid
damage. Additionally, at the start of the target's
next turn, they must succeed on a constitution
saving throw or take 1d6 acid damage.

Burning Strike: The attack deals an extra 2d6 fire
damage. Additionally, each creature of your
choosing within 5 feet of the target must succeed
on a Dexterity saving throw or take 1d6 fire
damage.

Freezing Strike: The attack deals an extra 2d6
cold damage to the target, and they must succeed
on a constitution saving throw or their speed drops
to 0 until the start of your next turn.

Shocking Strike: The attack deals an extra 2d6
lightning damage to the target, and they must
succeed on a constitution saving throw or they
can't take reactions until the start of your next turn.

Thunderous Strike: You deal an additional 2d6
thunder damage to the target, and they must
succeed on a strength saving throw or be pushed
10 feet away from you.
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