LEVEL1
Darkvision: thanks to your elf blood, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of grey.
Fey ancestry: you have advantage against saving throws against being charmed, and magic can't put you to sleep.
Spellcasting focus: you can use ar arcane focus as a spellcasting focus for your sorcerer spells.
Sourcerous Origin: draconic bloodline: at 1st level you choose one type of dragon as your ancestor. The damage type associated with each dragon is used by features you gain later. Additionally, whenever you make a charisma check when interacting with dragons, your proficiency bonus is doubled if it applies to the check. 
Dragon ancestor: Brass dragon, Fire damage
Draconic resilliance: as magic flows through your boddy, it cause physical traits of your dragon ancestor to emerge. At 1th level, your hit point maximum increases by 1 and increases by 1 again whenever you gain a level in this class. Additionally, parts of your skin are covered by a thin sheen of dragon-like scales. When you aren't wearing armor, your AC equals 13 + your dexterity modifier.
LEVEL2
font of magic: you tap into a deep wellspring of magic within yourself. This wellspring is represented by sorcery points, which allow you to create a variety of magical effects. 

-Sorcery points: you can never have more sorcery points than shown on the table for your level. You regain all spent sorcery points when finishing a long rest.

–creating spell slots: you can transform unexpended sorcery points into one spell slot as a bonus action on your turn. The creating spell slots table shows the cost of creating a spell slot of a given level. You can create spell slots no higher in level than 5th.

-create spell slots table

L1 spell : 2 sorcery point  

L2 spell : 3 sorcery point  

L3 spell : 5 sorcery point  

L4 spell : 6 sorcery point  

L5 spell : 7 sorcery point  

-converting a spell slot to sorcery points: as a bonus action on your turn, you ccan expend one spell slot and gain a number of sorcery points equal to the slot's level.
LEVEL3
metamagic: you gain the ability to twist your spells to suit your needs. You gain two of the following metamagic options of your choice. You can cast only one metamagi option on a spell when you cast it, unless otherwise noted.

-quickened spell: when you cast a spell that has a casting time of 1 action, you can spend2 sorcery points to change the casting time to 1 bonus action for this casting.

-twinned spell: when you cast a spell that targets only one creature and doesn't have a range of self, you can spend sorcery points equal to the spell's level to target a second creature in range with the same spell (1 sorcery point if the spell is a cantrip).
CANTRIPS:
fire bolt: casting time: 1 action, range: 120 feet. You hurla mote of fire at a creature or object within range. Make a ranged spell attack against a target. On a hit, the target takes 1d10 fire damage. A flammable object hit by the spell ignites if it isn't being worn or carried. This spell damage increases  when you reach 5th level (2d10), 11 level (3d10) and 17th level (4d10).
Mending: casting time: 1 minute, range: touch. This spell repairs a single break or tear in an object you touch, such as a broken chain link, two halves of a broken chain link, two halves of a broken key. A torn cloak, or a leaking wineskin. As long as the break or tear is no larger than 1 foor in any dimension, you mend it, leaving no trace of the former damage. This spell can physically repair a magic item or construct, but the spell can't restore magic to such an object.
mage hand: 1 action, range: 30 feet. Duration: 1 minute. A spectral floating hand appears at a point you choose within range. The hand itself lasts for the duration or until you dismiss it as an action. The hand vanishes if it is ever more then 30 feet away from you or if you cast this spell again. You can use your action to control the hand. You can use the hand to manipulate an object, open an unlocked door or container, stow or retrieve an item from an open container, or pour the contents of a vial. You can move the hand up to 30 feet eacht time you use it. the hand can't attack, activate magic items, or carry more then 10 pounds.
shocking grasp: casting time: 1 action, range: touch. Lightning springs from your hand to deliver a shock to a creature you try to touch. Make a melee spell attack against the target. You have advantage on the attack roll if the target is wearing armor made of metal. On a hit, tha target takes 1d8 lightning damage, and it can't take reactions until the start of its next turn. The sêlls' damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8) and 17 level (4d8)
true strike: casting time: 1 action, range: 30 feet. Concentration up to 1 round. You extend your hand and point a finger at a target in range. Your magic grants you a brief insight into the target's defences. On your next turn, you gain advantage on your first atttack roll against the target, provided that this spell hasn't ended. 
SPELLS LEVEL1:
shield: 1 reaction, which you take when you are hit by an attack or targeted by the magic missile spell, range self, duration 1 round. An invisible barrier of magical force appears and protects you. Until the start of your next turn, you have a +5 bonus to AC, including against the triggering attak and you take no damage from magic missile.
chromatic orb: 1 action, rage: 90 feet, components: a diamond worth at least 50 GP. You hurl a 4-inch-diamter sphere of energy at a creature you can see within range. You choose acid, cold, fire, lightning, poison or thunder for the type of orb you create, adn ten make a ranged spell atttack against the target. If the attack hits, the creature takes 3d8 damage of the type you choose. At higher levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d8 for each spell slot above the 1st.
false life: 1 action, rage: self, duration: 1 hour. Bolstering yourself with a necromantic facsimile of life, you gain 1d4 + 4 temporary hit points for the duration. At higher levels. When you cast this spell using a spell slot of 2nd level or higher, you gain 5 additional temporary hit points for each slot level above the 1st.
SPELLS LEVEL2:
scorching ray: 1 action, range 120 feet. You create three rays of fire and hurl them at targets within range. You can hurl them at one target or several. Make a ranged spell attack for each ray. On a hit the target takes 2d6 fire damage. At higher levels. When you cats this spell using a spell slot of 3rd level or higher, you create one additional ray for each slot level above 2nd.
gust of wind: 1 action, range self (60-foot line). Concentration, up to 1 minute. A line of strong wind 60 feet long and 10 feet wide blasts from you in a direction you choose for the spell's duration. Each creature that starts it's turn in the line must succeed on a strenght saving thrown or be pushed 15 feet away from you in the direction following the line. Any creature in the line must spend 2 feet of movement for every 1 foot it moves when moving closer to you. The gust dispers vapor or gas, and it extinguishes candles, torches, and similar unprotected flames in the area, it causes protected flames, such as those of lantarns, to dance wildly and has a 50 procent chance to extinguish them. As a bonus action on each of your turns before the spell ends, you can change the direction in which the line blasts from you.
SPELLS LEVEL3:
water breathing: casting time: 1 action, range: 30 feet, duration 24 hours. This spell grants up to 10 willing creatures you can see within range the ability to breathe underwater  until the spell ends. Affected creatures also retain their normal mode of respiration.
