Sorcerer

Changes to the sorcerer core class.  Unless otherwise stated, all abilities remain as they are in the Player’s Handbook.
Attributes

Skills: add Diplomacy.

Weapon and Armor Proficiency: proficiency with light armor.

Hit Dice: increase to d6’s.

Familiar: No longer automatically receives it; see below.

Abilities

Eldritch Heritage (1st, 5th, 10th, 15th, and 20th level):  The sorcerer can choose from any heritage feats, metamagic feat, or eschew material components, provided he meets all the prerequisites.  Alternatively the sorcerer can give up his feat option at any level and obtain a familiar as normal.

Eldritch Body (1st level): the sorcerer reduces his arcane spell failure chance by an amount equal to his sorcerer levels.

Losing Known Spells

A sorcerer can opt to lose any spell he knows from his list of known spells, in addition to the method already presented in the Player’s Handbook.  This additional method does not depend on levels, nor is it instantaneous.

The sorcerer can begin a ritual on any day that he wishes to forget one of his known spells.  This ritual lasts for an amount of weeks equal to the spell level of the spell he wishes to forget.  Each day requires 8 hours of meditation, of which can only be broken for light activities (such as eating) – combat or other strenuous activity (such as casting a spell) breaks the meditation for that day, ruining the day’s contribution to the lengthy ritual (that day does not further the sorcerer’s progress along his ritual).

At the beginning of the ritual, the sorcerer must sacrifice an amount of coin or goods worth 100 gold times the spell level of the spell he wishes to forget (zero level spells require 50 gold worth of coin/goods).  These coins and goods turn to dust, incense, and candle wax that are used during the ritual.  Also once the sorcerer begins his ritual, he has effectively already removed the spell from his spell’s known list, and cannot cast that spell until he decides to end the ritual (see below).

At the end of a successful ritual, the sorcerer loses an amount of XP equal to the double the spell’s caster level times the spell’s level, minimum of 1 (the sorcerer can lose a level from paying the XP cost).  Once the XP cost is paid, the sorcerer may select an appropriate spell from his spell list to replace the lost spell.

The sorcerer, at any time, may decide to end the ritual prematurely.  If he does so, the value of the coins and goods he sacrificed are wasted, but he gains use of his “forgotten” spell again, and he does not have to pay any experience cost.

Example: Hennet, a 5th level sorcerer, decides that he no longer wishes to know his flaming sphere spell.  He begins his ritual (which will require 2 weeks worth of meditation) by sacrificing 200 gold worth of coins and goods.  If his ritual succeeds, he will be forced to pay 8 XP (2 x 2 = 4 [double the spell’s level] // 4 x 2 [4 times the spell’s level] = 8).

