Dragon Form Characters

These rules are designed to allow a character to be a Bronze Dragon.  Other dragon types can be used, with some modifications.  To avoid a drastic misbalance of power, these rules only allow a character to actually assume the form of a dragon for a limited time.  The reason for this partial dragon form can be anything the player and Dungeon Master agree on.  The background provided here is only an example, but will work just fine in almost any campaign.
It is suggested that the dragon form’s age category be a Young dragon, which corresponds to the typical age at which human adventurers set out into the world.  The character may begin at a higher age category, subject entirely to DM approval.  At the DM’s option, the effective age for determining category of dragon age can increase with character level.  A first level character that starts at age 20 would have an effective dragon age of 21, a second level character would have an effective dragon age of 22, and so on.  This will allow the character to slowly improve their dragon form so that it will not become insignificant at higher levels, while still maintaining a balance of power.  Furthermore, any dragon character requires twice the normal amount of experience points to increase in level.

Below is the template designed using the above assumptions.  

In such a character’s true form, he is a Young Dragon.  However, when he was young and arrogant, he stole the heirloom of a Sea Witch.  She asked for it back, but he refused.  She cursed him, and he is doomed for all eternity to walk the earth as a human.  If he tells anyone about his power who has not already declared that they know or have discovered his secret, either by seeing him transform or by being told by someone who has, he will be forced to remain a human forever.  This is intended to help alleviate jealousy on the part of other players, and to create mystery and shock value the first time it is deployed.  

Because they have the lifespan of a dragon, a dragon character’s human age will be proportionate to a dragon of the same age.

Since they are cursed to live the life of a human, they are allowed only a limited amount of time in their dragon form.  Each month, a dragon character saves up 2d6 turns, plus rounds equal to their human level, of “dragon time”.  When they are in dragon form, they function EXACTLY as if they were a young adult dragon, except where the DM rules otherwise.  The Monster Manual has statistics for the dragon form. 
When dragon characters change into their dragon form, they begin with full hit points as a dragon, minus any damage they have taken in human form.  This means that they will most likely have a greater percentage of their health after the transformation than they did before.  However, when they change back into a human, their hit points will be proportional, so that they do not die immediately from a hit point loss that would be insignificant to a dragon, but fatal to a human.  Do note that it is possible to heal oneself in this, but it takes an entire round to make each direction of the change, so it will consume two rounds of dragon time to do it.  However, any ability drain, fatigue, energy drain, or similar effect take will be applied directly to their human statistics.  If that results in their death, too bad.  

If the space occupied at the time of the change is too small for the dragon form based on the facing at the time of transformation, the character will take 3d6 damage, and will not make the change.  However, it will still use up two minutes of dragon time as if they had successfully changed into a dragon and back.  They do not get any of the spell effects that they would otherwise gain when transforming back into a man, including the healing effect.

To protect oneself from inconvenience or death caused by transforming back into a human in a location that is inhospitable to a human, dragon characters gain the following spell effects at the time of transformation, cast at a caster level equivalent to their effective caster level (or their level, if they are not a spell caster as a human), to include their dragon combat modifier, or the minimum caster level to cast the spell, whichever is higher.  The effects are: Feather fall and Water breathing.  These effects both occur simultaneously, even if they are neither in the air or underwater.  In addition, they gain the following benefits at the given levels, at the minimum casting levels if their effective caster level, calculated as before, is insufficient to cast the spell.  All Teleport effects are considered to be nonfatal, and should use the "very familiar" category, unless specifically stated otherwise.  If the result would be fatal, roll again.  Note, however, that teleporting to a location far above the ground is not intrinsically fatal, even though the damage incurred by falling from that height might be.  That is just too bad.  The dragon character shouldn't have pissed off that witch.
Upon reaching 3rd level, in addition to gaining Water breathing, dragon characters have the option to Dimension door.  

Upon reaching 5th level, they gain the ability to Teleport to the nearest source of air.  

Upon reaching 6th level, the DM is no longer allowed to deliberately rule against their favor in arbitrating the Teleport, for instance, he could no longer rule that the air bubbles around them or the air pocket under a nearby rock count as air sources.  This source of air must be sufficient for them to breathe for at least one turn.  They also gain the benefit of a Free Action spell.  
Upon reaching 7th level, they are able to Teleport to the nearest solid ground.  This applies to when under water only, and the solid ground must be above water, so that they cannot accidentally Teleport onto a nearby ledge in an underwater cave filled with air, though they may do so if they choose to.
Upon reaching 8th level, they gain the ability to Teleport to the nearest solid ground within line of site while in the air, thus avoiding a fall.  Note that trees, fog, mist, or darkness interrupt line of sight, unless they possess some means of seeing the ground. 
At 12th level, they may Teleport to the nearest solid ground regardless of line of sight or obscurement. However, this is subject to ALL the limitations of a normal Teleport spell, except for the requirement for being familiar with the target area.
Upon reaching 13th level, (woot!), they gain the ability to Teleport to any location they desire, subject to all the normal limitations of a Teleport, including the requirement that they must be familiar with their destination location.
Upon reaching 16th level, they gain the ability to Teleport without Error.

  In dragon form, they are for all intents and purposes a normal dragon.  This means that any items they had when they were a human no longer function in any way, shape, or form.  They are stored on the astral plane while they are gone, and will remain safe.  If they are killed, their human body will be the one that appears, even if they were in dragon form.  All of their items will still be there, on their body, as they were before they transformed.  They can be raised normally.  

As a dragon, they are allowed limited spell casting.  They gain one spell per age category of their dragon form.  These spells must be spells that they have encountered before, whether by seeing them cast, experiencing the spell effects, or by studying the magical texts of a spell caster, if the character is otherwise able to find a way to read the texts.
Since the change to dragon form is not within the character’s soul, but from an outside influence as dictated by the curse, if they are trapped in another plane, Held, or stuck in any sort of stasis, time still ticks for their duration as a dragon, including a Timestop, unless the witch who cursed them is also trapped within it.  The only way to regain their status as a normal dragon is to kill the witch.  (Nope, no noble ending where they change their evil ways, they want BLOOD!!!)  If this happens, their career as a player character is over, unless the DM has a very specific reason to allow them to continue playing as this character. 
