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Dnd	5e	cleric	subclasses	ranked.	Dnd	5e	all	cleric	subclasses.

Last	update:	December	2,	2021Introduction	Your	choice	of	domain	is	the	most	important	decision	you	will	make	when	playing	a	clergy.	Your	dominion	determines	not	only	your	character;	centers	them	as	divine	spellcasters,	but	also	your	role	on	the	battlefield.	Depending	on	your	Divine	dominion,	you	could	serve	as	a	front-line	martial	warrior	similar
to	Paladin	and	Fighter,	you	could	be	a	sustained	and	healing	support	caster,	or	you	could	largely	ignore	the	friendlier	writing	in	favor	of	incinerating	your	enemies	with	divine	magic.	The	ContentsDisclaimerRPGBOT	table	uses	the	color	coding	scheme	that	has	become	common	among	Pathfinder	manuals,	which	is	easy	to	understand	and	easy	to	read
at	a	glance.	Red:	Bad,	useless	options,	or	options	that	are	extremely	situational.	Almost	never	useful.	Orange:	OK	options,	or	useful	options	that	only	apply	in	rare	cases.	Sometimes	useful.	Green:	good	options.	Often	useful.	Blue:	Fantastic	options,	often	essential	for	the	function	of	your	character.	Very	often	useful.	I	will	not	include	third	party	content,
including	DMs	Guild	content,	even	if	it	is	mine,	because	©	I	can't?	tsupporre	that	your	game	will	allow	third	party	content	or	homebrew.	Wounds	cover	the	non-arthritic	Arcana	content	because	©	It	is	not	finished,	and	I	can	guarantee	it	will	be	available	for	you	in	your	games.	The	advice	given	below	is	based	on	the	current	status	of	the	Character
Optimization	Meta	from	the	last	update	of	the	article.	Please	note	that	the	status	of	the	destination	changes	periodically	as	new	materials	of	origin	are	released	and	this	article	is	updated	accordingly	over	time.	RPGBOT	is	the	unofficial	content	of	the	approved	fans	in	the	context	of	the	content	policy	of	the	fans.	Not	approved/approved	by	Wizards.	The
portions	of	the	materials	used	are	property	of	Wizards	of	the	Coast.	Wizards	of	the	Coast	LLC.	Divine	Strike	vs.	CantripsWeapon	attacks	and	cantons	are	both	options	valid	for	ecclesiastics	offensively.	Up	to	level	five	when	cantarip	cantarip	Increases	and	martial	characters	usually	get	an	extra	attack,	you	can	be	effective	with	both	gifts	of	your	divine
domain.	At	the	fifth	level	and	beyond,	your	domain	will	determine	which	options	are	effective.	Levels	5	to	7	are	particularly	painful	for	clerics	who	prefer	to	use	weapons,	but	after	that	point	of	divine	makes	the	damage	of	the	weapon	roughly	comparable	to	the	unmodified	gates	for	clerics	who	use	weapons	In	Combat.However,	being	roughly
comparable	to	the	modified	gates	in	the	United	Nations	is	hardly	an	incentive	to	use	weapons.	Other	clerics	receive	powerful	incellistic	spells,	which	puts	them	5	damage	ahead	of	unmodified	Canttrips,	and	then	5	head	damage	of	whatever	a	cleric	with	the	divine	strike	could	do	with	a	weapon.	There	is	a	short	period	from	levels	14	to	16	where	the
divine	shot	puts	weapon	attacks	in	front	of	the	gates	unmodified	in	advance,	but	for	3	or	4	damage	with	a	single-handed	weapon	which	is	still	a	smaller	gap	than	what	a	powerful	wizard	provides.	Below	was	originally	a	product	of	my	article	on	writing	homebrew	font	options,	but	the	data	is	very	useful	for	choosing	a	religious	subclass,	so	I	have
included	it	here	for	reference.	Note	that	the	numerical	bonus	assumes	that	you	are	improving	strength	as	quickly	as	possible	(or	using	Shillelagh	or	something),	which	is	generally	a	terrible	idea	and	further	puts	a	divine	stroke	behind	powerful	incellishing	in	terms	of	effectiveness	because	you	are	now	Sacrifice	the	primary	function	of	your	class	(spell)
to	support	what	is	essential	the	filler	to	be	used	between	leveled	spells.	Champion	Credits	Damage	Options:	Weapons	and	the	Divine	Strike	Against	Canttrips,	MacelongswordGreatswordSacred	Flametoll	Radianceleveldam.avg.dam	Deadwords.	Avg.dam.avg.dam.avg.dam.avg.dam.avg.dam.avg.11d6	+	36.51d8	+	+	3101d84.51d126.51d6	Eay3.5
Eay41D6	+	47.51D8	+	48.52D6	+	4111D84.51D126.51D84.51D126.51D6	ENES35	each51d6	+	47.51d8	+	48.52d6	+	4112d892d12132d6	each7	each81d6	+	5	+	5	+	1d8131d8	+	1d8142d6	+	5	+	1d816.52d892d12132d6	each7	each7	Every	10.5	every	141d6+5+2d817.51d8+5+2d818.52d6+5+2d8213d813.53d1219.53d6	every10.5
every171d6+5+2d817.51d8+5+2d818.52d6+5+2d8214d8184d12	264d6	every14	Blessed	Strikes	If	your	group	uses	the	optional	class	features,	strongly	consider	using	the	Beat	Strikes	class	feature	to	replace	the	Divine	Strike.	Yes,	the	damage	bonus	is	lower	than	Divine	Strike,	but	it	has	several	qualities	that	make	it	useful:	First	and	most	obvious,
the	bonus	works	on	cantrips.	1d8	on	average	to	4.5	which	is	not	quite	as	good	as	Potent	Spellcasting,	but	is	close.	This	allows	you	to	completely	abandon	the	idea	of	using	weapons	if	you	choose	to	do	so	while	you	are	still	playing	a	subclass	expecting	to	use	weapons.	The	bonus	only	applies	to	a	single	target,	so	Potent	Spellcasting	still	wins	with	multi-
target	spells	like	Word	of	Radiance,	but	the	Sacred	Flame	with	additional	d8	damage	is	even	better	than	you	can	with	a	non-magical	weapon.	You’re	basically	giving	up	using	a	weapon	and	getting	1d8	damage	on	top	of	what	you	were	already	going	to	tackle	individual	targets.	Second,	the	Blessed	Strikes	apply	to	the	Attack	Opportunity.	This	is	a
funamental	and	honestly	disconcerting	lack	of	functionality	in	Divine	Strike.	You	might	choose	to	use	a	gun	in	case	you	want	to	make	attacks	of	opportunity,	but	if	you	don’t	have	a	gun	in	your	hand,	Beat	Strikes	still	applies	if	you	do	an	unarmed	strike.	Finally,	Blessed	Strikes	deals	with	radiant	damage.	It	is	very	rarely	resisted,	and	is	much	more
reliable	than	many	kinds	of	Divine	Strike	damage	like	fire	and	poison.	The	only	case	I	could	recommend	attacking	Divine	Strike	is	if	you	have	easy	access	to	magic	weapons.	You	might	find	that	the	thrust	damage	from	such	weapons	is	enough	to	make	use	of	an	attractive	weapon.	However,	given	the	choice	between	a	magic	spell	focus	and	a	magic
weapon,	you	should	always	go	for	the	focus	in	Remember	that	Cleric	is	a	spell	before,	and	weapons	are	an	entirely	secondary	function.	Table	TableUse	the	color	coding	scheme	that	has	become	common	among	the	pathfinder	manuals,	which	is	simple	to	understand	and	easy	to	read	at	a	glance.	Red:	bad,	unnecessary	options,	or	options	that	are
extremely	situational.	Almost	never	useful.	Orange:	OK	Options,	or	useful	options	that	apply	only	in	rare	cases.	Sometimes	useful.	Green:	Good	options.	Often	useful.	Blue:	fantastic	options,	often	essential	for	the	function	of	your	character.	Very	often	useful.	I	will	not	include	third-party	content,	including	DMS	Guild	content,	even	if	it	is	mine,	because
I	can	can	be	£	št;	tsuse	that	your	game	will	allow	third-party	content	or	homebrew.	The	wonÃ	¢	â	€	top	the	arcane	content	does	not	artrent	because	it	Ã	¢	â	€	â	€	â	€	™	s	is	not	finalized,	and	I	can	ship	¢	â	€	â	€	â	€	t	guarantee	that	it	will	be	available	for	you	in	your	games.	The	consulting	offered	below	is	based	on	the	current	status	of	the	metal
optimization	destination	since	the	last	article	update.	Keep	in	mind	that	the	state	of	the	meta	periodically	changes	as	new	source	materials	are	released	and	this	article	updates	accordingly	over	time.	RPGBotÃ	is	the	unofficial	content	of	authorized	fans	in	the	field	of	fans'	content	policy.	Not	approved	/	approved	by	Wizards.	The	portions	of	the
materials	used	are	the	property	of	wizards	of	the	coast.	Þ~	169;	Wizards	of	the	Coast	LLC.Clic	Subclass	Ã	¢	â	€	â	€	œWe	DomainSarcana	DomainScagthe	Arcana	Cleric	provides	some	options	from	the	magician,	giving	the	Cleric	a	lot	of	really	large	utilities	and	support	options,	as	well	as	some	excellent	offensive	options.	Access	to	wizard	cancers,
including	a	limited	number	of	them,	allows	Arcana	Domain	easy	access	to	the	types	of	cantonal	damage	that	go	beyond	the	necrotic	and	radiant	damage	that	are	normally	a	base	for	the	clergy.	It	also	adds	a	series	of	level	spells	that	cover	a	vast	variety	of	options	including	offensive	funny,	utility	spells,	Attack,	and	divinations	used	for	scouting,	and	at
higher	levels	you	can	permanently	choose	four	spells	to	add	to	your	spell	list.	If	you	really	really	like	it	The	ARCANA	domain	is	a	great	option,	combining	the	duration	of	the	religious,	healing	and	support	options	with	some	of	the	utility	options	of	the	Wizard.	This	is	a	great	choice	if	you	have	difficulty	deciding	between	an	Arcane	Caster	like	the	Wizard
and	a	Divine	Spellcaster	like	the	Cleric.	If	he	leans	further	towards	an	arcane	castle,	the	wizard	of	the	divine	soul	fills	a	similar	niche.	Arcana’s	domain	access	to	wizard	spells	like	Chinese	spells	when	combined	with	the	divine	stroke	offer	some	unique	combinations	with	the	Wizard’s	mixed	attack	cantters.	You	could	build	for	close	combat	relying	on
spells	like	the	blade	of	the	boom	and	the	word	of	radiance,	and	with	a	level	of	druid	or	started	magic,	you	can	get	Shillelagh	and	use	wisdom	to	cast	a	canttrip	wizard	as	a	spell	of	sterile	during	the	attack	with	wisdom	instead	of	force.	This	is	certainly	a	niche	build,	and	the	Arcana	domain	is	definitely	destined	to	be	more	of	a	remote	castle,	but	it’s
exciting	to	see	these	possibilities	emerge	as	new	options	are	added	to	the	game.Domain	Spells:	Some	Very	Good	Options,	including	some	large	users,	all	borrowed	from	the	list	of	the	Spell	Wizard.1st	Level:	Spell	detects	is	one	of	the	most	useful	and	important	divinations	of	the	game,	even	if	you	want	to	ideally	throw	it	as	a	ritual.	Magic	Missile	is	a
fantastic	and	reliable	damage	option.3	Level:	Magic	Weapon	is	a	good	buff	if	your	party	needs	access	to	magic	weapons	to	overcome	resistance,	but	you	haven’t	found	anyone	yet.	However,	it	requires	concentration	and	the	cleric	already	has	a	ton	of	buffs	of	excellent	concentrations	such	as	blessing	which	can	be	more	numerically	effective.5	Level:
Desperate	Magic	is	an	extremely	important	tool,	but	the	magic	circle	is	very	situational.7	Level:	Arcaney	is	a	very	important	tool.	great	for	discovering	areas	that	can	be	difficult	or	dangerous	to	explore	in	person.	The	secret	chest	is	a	strange	option	that	many	people	do	not	use	much,	but	it	is	a	great	way	to	store	sensitive	or	dangerous	objects	like
these	elements.	elements.	Binding	is	very	situational.	Look	at	my	handy	guide	to	conjuring	spells	for	help.	Teleportation	Circle	is	a	great	teleportation	option,	provided	you	know	enough	destinations,	but	it	will	be	mostly	replaced	by	air	travel	once	you	can	cast	7th	level	spells.Arcane	Get	Started:	one	free	skill	and	two	canttrips!	Wizards	have	a	very
different	set	of	options	with	some	excellent	effects.	You	don’t	feel	like	you	need	to	run	straight	to	the	damage	options,	although	those	options	are	certainly	tempting.	The	utility	cantrons	have	a	lot	to	offer,	especially	options	like	the	prestidigitation	and	the	shape	of	the	water.	If	you	go	for	offensive	options,	go	for	those	that	expand	your	damage	type
options	like	mind	cards	or	options	that	enhance	melee	weapon	attacks	like	the	Boom	Bomb	if	you’re	going	to	fight	in	Melee.Channel	Divinity:	Arcane	Abjuration:	Situation,	but	extraplanar	creatures	(Celestials,	Elementals,	Fey	and	Demies)	are	very	common	enemies	that	make	up	a	big	piece	of	the	monster	manual.	This	only	hits	one	target,	so	you
generally	want	to	use	it	on	the	biggest	thing	in	the	room,	even	if	you	can’t	bonite	it.	The	effect	of	exile	is	terrible	considering	how	easy	it	should	be	to	kill	the	creatures	it	strikes.	It	is	meant	to	reflect	the	ability	to	destroy	the	low-level	undead,	but	since	the	arcane	abjuration	is	a	single	target	rather	than	an	Aoe,	it	was	worth	considering.Spell	Breaker:
If	you	have	prepared	the	healing	word	(and	you	should),	You	can	raise	its	level	for	anything	you	need	to	remove	any	debuff	you	like	as	a	bonus	action.	Need	to	remove	spells	from	multiple	allies?	Try	the	word	of	mass	healing.	Unfortunately,	this	only	applies	to	spells	and	enemy	enchantors	make	up	a	small	part	of	the	that	you	face	in	a	typical	campaign,
so	this	is	just	useful	opportunistic.	Powerful	incellishing:	this	is	already	excellent	for	most	clerics,	but	it	is	particularly	good	for	the	cleric	of	the	Arcana	domain	because	©	Your	two	magic	songs	are	treated	like	yard	songs,	so	they	Even	the	bonus	damage!	If	your	songs	affect	more	targets	(already	possible	for	the	candidate	performance	of	the	word
radiation),	this	bonus	damage	applies	to	all	of	them.	Acid	splash	gets	the	bonus	against	both	targets,	and	if	you	use	the	green	flame	blade,	Jeremy	Crawford	confirmed	on	Twitter	that	the	bonus	applies	to	the	initial	secondary	target	and	to	both	targets	once	you	hit	level	five	and	the	green	flame	blade	adds	fire	damage	to	your	gun	attack.	I	didn't	find	a
specific	answer,	but	I	assume	the	same	applies	to	the	fully	expanding	blade,	so	the	damage	bonus	applies	to	both	the	initial	and	secondary	damage	if	the	target	moves.	Arcane	Mastery:	This	is	absurdly	versatile.	The	number	of	potential	options	is	enormous.	Of	course	to	select	the	desire	for	the	9th	level	spell	(see	my	practical	guide	to	wish),	but	for
the	other	levels	of	spells,	consult	my	marriage	of	my	maocking.	You	can	use	Desidery	for	any	spells	of	situations	or	spells	with	expensive	components	(e.g.	Clone),	so	for	spells	of	the	sixth,	seventh,	and	eighth	level	you	should	stick	to	the	spells	you	will	be	able	to	use	frequently.	Destined	for	use	by	evil	cleric	npcs,	the	dominion	of	death	is	hidden	in	the
guidance	of	Master	Dungeon.	Playing	a	death	altar	generally	means	worshipping	an	evil	deity,	which	in	most	campaigns	can	quickly	transform	a	problem	since	the	player	is	typically	destined	to	be	the	"Hooes"	of	history.	Having	said	that,	there	is	no	reason,	mechanically,	to	deny	access	to	the	domain	of	death.	A	highly	offensive	domain,	death	adds
martial	skill	to	the	weapon	and	several	options	for	dealing	with	necrotic	damage.	However,	the	domain	lacks	almost	all	support	or	utility	options,	so	it	is	fall	back	on	Cleric’s	normal	spells	and	main	features	to	provide	such	functionality.Domain	Spells:	Lots	of	great	options,	some	of	which	Aren	â¢	t	on	the	Chried	Spell	List.	The	3rd	level	options	are	the
worst	part	of	the	domain,	but	the	rest	of	the	spelling	list	is	the	first	level	of	the	11th	level:	false	false	false	He	is	a	fantastic	fan	at	all	levels.	The	points	of	impact	are	not	great,	but	with	a	duration	of	one	hour	you	can	afford	to	spend	a	level	one	Magic	slot	several	times	a	day	to	reduce	the	need	to	heal	your	allies.	Ray	of	Sickness	is	a	nice	low-level
damage,	but	your	cantrips	will	overcome	it	at	103rd	level:	both	effects	last	only	a	minute	and	allow	repeated	rescues.	Unless	you	can	almost	guarantee	that	the	target	will	fail	their	rescue,	these	reliable	arent	debuffs.	5th	Level:	Animate	Dead	requires	frequent	re-casting	in	5e,	so	preparing	it	every	day	for	free	is	nice.	Vampire	Touch	is	an	excellent
way	to	combine	healing	and	damage,	and	is	usually	not	available	for	the	Clerics.	7th	Level:	Blight	causes	decent	damage,	especially	to	plants,	but	it	does	not	have	a	particularly	good	scale	and	does	not	have	a	fun	side	effect.	Death	Ward	seems	awfully	out	of	place	in	the	Death	domain,	but	he's	a	great	gourmet.	9th	Level:	Antilife	Shell	is	an	excellent
way	to	protect	yourself,	but	Cloudkill	is	very	difficult	to	use	because	©	It	cannot	redirect	its	path,	and	the	damage	is	not	justifiable	if	it	strikes	enemies	once.	Bonus	Proficience:	Marti	Weapons	are	beautiful,	but	the	difference	between	a	bat	and	a	long	sword	is	not	significant,	as	Clerici	never	receive	an	Extra	Attack.	You	probably	don't	even	want	to
use	handheld	weapons,	since	you	don't	have	a	heavy	armor	to	keep	your	AC	high	when	you	give	up	a	shield,	even	if	the	Whip	could	be	a	valid	exception.	Reaper:	There	are	not	many	songs	of	necromancy	and	some	of	them	are	already	on	the	list	of	Cleric	spells	as	Toll	the	Dead.	Chill	Touch	seems	the	most	obvious	choice:	it	has	a	better	trip	than
offensive	clerical	cantrips	(Sacred	Flame	and	Toll	the	Dead	have	only	60-foot	autonomy)	and	the	damage	is	good.	We	recommend	you	use	the	Toll	the	Dead	if	you	can	reach	your	range	of	action,	but	having	a	wider	range	of	action	allows	you	to	reach	two	enemies	less	than	five	feet	from	each	other.	Channel	Divinity:	Touch	of	death:	It's	not	really	a	big
loss.	It	is	a	Damage	increases,	but	you	want	Channel	Divinity	to	have	more	impact	than	this.	If	your	group	uses	optional	class	functions,	you	will	almost	certainly	get	better	output	using	Harness	Divine	Power	to	get	another	slot	for	spells.	Inefabile	destruction:	considering	you	probably	took	the	Chill	Touch	and	/	or	toll	the	dead,	e	That	some	of	the
spells	of	single	target	damage	of	the	clergy	will	inflict	necrotic	damage,	resistance	to	necrotic	damages	can	be	a	problem.	The	immune	is	firm	and	relaxed,	but	the	complete	immunity	for	necrotic	damage	is	rare,	and	generally	limited	to	high-level	creatures	(liches,	etc.).	However,	the	largest	sources	of	damage	of	Cleric	are	typically	the	radiant	ones,
so	in	rare	occasions	in	which	there	are	resistance	or	immunity	to	necrotic	damage	it	is	easy	to	move	to	radiant	ones.	Divine.	More	reliable,	and	the	resistance	to	necrotic	damage	are	ignored,	so	they	are	almost	guaranteed.	See	also:	Divine	shot	against	Candrips,	above.Rooked	improved:	many	powerful	necromancy	spells	such	as	injuries	inflicted,
Blight	and	Finger	of	Death	have	a	single	goal.	The	ability	to	hit	two	targets	with	a	single	launch	doubles	their	effectiveness,	although	requesting	that	the	targets	are	adjacent	to	strongly	limit	the	frequency	with	which	it	is	possible	to	apply	it.	Stage	DomainXgtea	Large	list	of	spells,	a	clear	role	in	the	first	line	in	combat	e	Unique	utility	and	support
options.	Forge	Domain	is	excellent	in	every	respect.	Forge	Domain	Clerics	is	a	good	defender,	and	has	a	sufficient	amount	of	damage	to	be	a	fighting	threat	even	without	relying	on	spells.	Domain	Sorilegi:	absolutely	stellar.	The	list	of	Forge	Domain	spells	is	almost	entirely	composed	of	spells	normally	not	available	to	ecclesiastics,	including	a	couple	of
excellent	offensive	options	from	the	list	of	Paladins	and	some	utilities	of	the	Wizard	spell	list.	1st	Level:	Identifying	is	only	necessary	occasionally,	and	generally	can	wait	for	you	to	take	a	complete	break	to	prepare	yourself	But	Searing	Smite	is	good	enough	to	carry	both	spells.	It	is	normally	a	paladin-exclusive	spell,	and	your	DCs	rescue	spell	will	be
higher	than	most	paladins226;	What?	Yeah.	Even	at	high	levels,	it	remains	a	thrust	to	economic	and	reliable	damage	for	your	weapons	attacks.	3rd	Level:	Hot	metal	is	only	useful	in	situations	where	©	Most	monsters	don't	use	armor	or	weapons,	but	when	it	works	very	well.	Magic	Weapon's	a	big	fan,	but	you	already	have	Blessing	of	the	Forge,	so	it
sounds	redundant.	5th	Level:	Elementary	weapon	and	magic	weapon	are	partially	redundant,	but	it	is	nice	that	you	get	both	options.	Protection	from	energy	is	an	essential	beacon	that	every	party	needs	at	hand.	7th	Level:	No	magic	is	on	the	list	of	Cleric	spells,	and	both	are	excellent.	ninth	level:	Again,	no	magic	is	on	the	list	of	Cleric	spells.	Both
spells	are	great.	Bonus	Proficiencies:	A	heavy	armor	is	always	welcome	on	a	clergy,	regardless	of	their	role,	but	so	on;	is	particularly	important	on	an	ecclesiastical	front	such	as	Forge	Domain	Cleric.	Forge	Blessing:	Place	a	+1	free	weapon	in	the	part	on	a	functionally	permanent	basis.	Absolutely	crucial	if	your	game	is	not	to	use	magical	objects,	but
even	if	it	does	this	is	a	wonderful	and	flexible	joke.	Divinity	Channel:	Artisans	Blessing:	Probably	situational,	but	extremely	versatile.	Trapped	in	a	ditch?	Make	a	ladder.	Door	locked?	Make	a	portable	ram.	Tunnel	block?	Take	a	pick.	Soul	of	Forge:	Resistance	to	damage	is	welcome,	but	a	fixed	AC	bonus	like	this	is	extremely	rare	in	5e.	Divine	Strike:
The	bonus	damage	is	good,	but	fire	is	among	the	most	resistant	damage	types.	See	also	Divine	Strike	against	Cantrip,	above.	Saint	of	Forge	and	Fire:	This	is	presumably	too	good,	even	for	this	Grave	DomainXGtEA	spellcasting-focused	domain	with	a	little	healing	and	a	little	damage,	the	Grave	Domain	strikes	an	interesting	balance	between	offensive
and	curative	options.	Most	of	the	skills	are	good,	but	there	are	a	handful	of	very	weak	skills	launches	launched	Domain	magic:	Excellent,	with	a	handful	of	spells	that	will	not	be	particularly	useful	on	a	regular	basis.	1st	Level:	False	Life	provides	temporary	points	of	impact	for	one	hour.	As	a	first-level	spell	will	finally	turn	into	a	trivial	expense	of	your
daily	spell.	When	you	get	to	high	levels,	throwing	this	before	and	after	each	fight	is	a	great	use	of	a	slot	for	spells.	Oh,	and	you	get	some	other	spells	that	are	already	on	your	list	of	spells	that	I	don't	care	about.	3rd	Level:	Both	spells	are	situational,	and	neither	is	particularly	good.	5th	Level:	Revivify	is	a	clerical	fee,	and	every	cleric	should	accept	it
because	it's	too	beautiful	not	to.	Vampiric	Touch	is	a	great	option	if	you	are	dragged	into	a	mix,	but	try	to	avoid	the	need	for	it.	7th	Level:	A	decent	harm	option	that	is	not	on	the	list	of	Cleric	spells,	and	a	crucial	long-lasting	passionate.	9th	Level:	Antilife	Shell	is	a	fantastic	defensive	option	that	will	keep	the	enemies	of	the	mixture	at	bay	while	you	kill
them	with	a	race.	Charms.	Selling	you	every	day	with	Raise	Dead	is	useless.	Circle	of	Mortality:	This	makes	Wounds	Cure	much	more	attractive	when	an	ally	reaches	0-point	impact.	The	difference	in	the	amount	healed	between	healing	wounds	and	healing	Word	can	be	significant,	especially	if	you	upgrade	spells.	This	alone	is	excellent,	but	only
marginally	improves	the	tactical	benefit	of	healing	in	combat.	The	possibility	of	using	Saving	Death	within	the	scope	of	Bonus	action	is	intended	to	fill	the	word	of	healing	so	that	Wounded	Cure	is	more	attractive,	but	personally	I	still	think	the	word	healing	is	a	better	tactical	option	in	most	cases.	In	particular,	you	can	choose	to	launch	Save	Death	as
Action	or	as	Action	Bonus,	which	is	perfect	if	you	want	to	do	something	like	Spiritual	weapon	(bonus	action)	or	heal	wounds	(action)	in	the	same	turn.	The	circle	of	the	mortality	can	be	abused	by	taking	allies	that	are	in	a	few	points	and	beating	them	unconscious	to	obtain	a	free	extra	healing.	can	be	cathartic,	but	your	yours	It	could	be	nervous	to
allow	you	to	do	it	and	your	DM	could	get	ideas	about	the	imposition	of	some	kind	of	disadvantage.	Eyes	of	the	grave:	it	detects	evil	is	on	the	list	of	Cleric	spells,	and	does	the	same	thing,	but	it	detects	more	creatures.	Of	course,	the	area	is	smaller,	but	this	does	not	seem	enough	to	make	this	meaningful.	Divinity	tube:	path	to	the	tomb:	use	it	with	a
rogue	or	with	a	spellcaster	with	a	high	damage	spell	that	requires	an	attack	as	a	harm.	Sentinel	at	death226;	â	€	o	door:	Critical	strokes	on	your	allies	can	transform	a	hard	fight	in	an	overwhelming	defeat	in	a	single	roll.	The	abilities	that	mitigate	critical	strokes	are	few	and	far	away,	making	this	a	rare	and	powerful	defensive	option.	Powerful
spellasting:	with	this	level	you	can	easily	have	20	wisdom,	giving	an	excellent	boost	to	your	damage	production.	Note	that	this	applies	only	to	the	Cleric	cantons,	then	CanÃ	¢	â	€	t;	Use	it	in	conjunction	with	MAGIC	INITIATE	or	CANTARIP	earned	by	multiclassing.	Keeper	of	Souls:	this	probably	WonÃ	¢	â	€	T	provides	a	significant	quantity	of	healing,
but	it	Ã	¢	â	€	â	€	™	is	a	fun	passive	capacity	and	could	also	allow	you	to	save	an	ally	to	0	hit	points	without	cutting	into	your	actions	to	Your	turn.	Knowledge	Domainphbknowledge	provides	some	very	good	skill,	and	lots	of	great	options	to	collect	information	from	Mondano,	magical	and	potentially	metagames	means.	Unfortunately,	the	list	of	spells	is
disappointing,	and	does	not	provide	many	options	that	will	see	frequent	use.	Domain	Spells:	a	handful	of	good	divinations,	but	most	spells	are	very	situational,	and	can	typically	wait	a	long	rest	to	prepare	them.	1	°	Level:	the	command	can	be	very	useful	if	you	use	the	right	command,	but	identify	it	is	very	situational,	and	generally	you	can	wait	to
identify	things	until	you	can	take	a	rest.	Third	Tip	is	a	great	way	to	handle	a	lot	of	problems	if	you	use	it	right.	Augury	is	easily	one	of	my	favorite	deities,	although	it	takes	some	practice	and	familiarity	with	your	DM	to	make	it	work	really.	really.	your	group	never	stops	discussing	how	to	proceed,	Augury	can	be	used	to	quickly	shrink	your	possibilities
by	eliminating	options	that	give	results	"sforts".5°	Level:	Both	options	are	very	situational.7°	Level:	Arcane	eye	is	a	very	effective	way	to	explore	nearby	areas	that	could	be	dangerous	or	hardly	accessible	normally.	Confusion	is	a	difficult	spell	to	use,	but	if	your	goals	are	reliably	failing	the	release	of	Wisdom	savings,	they	lose	80%	of	their	shifts
throughout	their	duration.9°	Level:	Legends	Lore	and	Scrying	are	very	situational	options	that	see	little	frequent	use,	and	they	can	almost	always	wait	for	you	to	take	a	long	rest	to	prepare	them	on	the	rare	occasions	when	you	need	it.	Blessings	of	knowledge.	but	stop	to	be	important	when	you	have	access	to	languages.	The	two	free	knowledge	skills
are	much	more	important,	especially	because	you	get	to	add	twice	the	bonus	of	competence,	easily	compensating	for	a	potentially	poor	intelligence	score.	Divinity	of	the	channel:	Age	knowledge:	This	is	a	fantastic	skill.	You	forgot	to	bring	a	Rogue?	Grab	some	thieves	tools,	launch	the	Guide	and	you're	ready	to	go.	Channel	deities:	Read	Thoughts:
Reading	minds	is	useful	for	the	situation,	but	the	tip	can	be	very	effective.	Powerful	Spellcasting:	With	this	level	you	can	easily	have	20	Wisdom,	giving	an	excellent	boost	to	your	damage.	Note	that	this	only	applies	to	Cleric	cantrips,	so	you	can't	use	it	in	combination	with	Magic	Initiates	or	with	cantrips	obtained	from	multiclassing.	Visions	of	the	Past:
It's	very	difficult	to	assess.	If	your	DM	is	creative	and	open	minded,	this	could	give	you	a	deep	vision	of	the	game's	plot	and	can	provide	a	very	powerful	tool	to	tell	stories.	If	your	DM	has	the	lips	weaving	and	does	not	love	to	reveal	secrets,Finding	difficult	to	use	this	capacity	effectively.	The	domain	of	vitaphbmla	healigionagica	is	one	of	the	most
important	functions	of	the	Cleric,	and	no	character	can	compete	with	the	clerk's	healing	capacity.	The	Domain	has	conquered	the	absolute	first	place	in	the	Healbot	Olympics	with	a	large	margin,	and	coupled	with	the	abundant	options	of	the	Cleric	to	resist	and	remove	status	conditions,	there	is	really	another	character	who	can	match	the	healer
capacity	of	the	Life	Cleric.The	Life	Cleric	also	doubles	as	a	solid	defender	at	the	front	line	thanks	to	her	access	to	Moror	silvers,	allowing	them	to	serve	double	duty	both	as	a	defender	and	as	a	healer.	In	an	offensive	way	you	will	have	to	rely	almost	entirely	to	spells	or	weapons,	but	with	the	abundant	and	powerful	spells	of	the	Cleric	this	is	not	really	a
problem.	Domaintile:	the	low-level	options	are	absolutely	fantastic,	and	many	of	the	dominion	spells	of	the	domain	Life	are	essentially	necessary	for	a	clergy	to	be	taken.	Unfortunately,	high-level	options	are	less	useful.	1	°	Level:	Blessed	is	almost	a	victory	condition	at	low	levels,	where	to	add	1D4	to	a	shot	can	pass	your	ability	bonus	and	remains	a
stoppoint	At	any	level,	as	long	as	you	don't	need	your	concentration	for	something	else.	Cure	Wounds	is	a	beautiful	healing	spell,	but	in	combat	you	want	to	rely	on	the	word	of	healing	and	spending	your	action	in	attack.3	°	Level:	The	minor	restoration	is	convenient	to	have	at	hand,	but	the	most	of	the	Times	the	effects	that	removes	can	wait	until	you
can	rest	and	prepare	spells	to	solve	them.	The	spiritual	weapon	is	one	of	the	most	effective	uses	of	the	Cleric	for	magic	slots	and	bonus	actions.5	°	Level:	Hope	lighthouse	is	situational,	but	can	be	pleasant	to	throw	it	before	a	rest	to	maximize	the	effectiveness	of	the	Your	healing	spells	when	the	successful	dice	are	running	out.	Revivify	is	the	«clerical
fee»,	so	getting	it	for	free	is	really	nice.	7th	level:	two	interesting	options	with	a	duration	of	8	hours,	but	Death	Ward	is	the	best	of	the	two.9°	level:	Mass	care	is	redundant	with	preserve	life,	and	if	you	need	dead	raises	prepared	every	day,	you	are	in	a	terrible	game	or	in	a	game	with	a	ze	Barbarian.	Competence	bonus:	with	heavy	armor	and	shield,
you	can	also	work	on	the	front	lines.	front.Any	fighter.	The	improved	AC	will	also	help	to	reduce	the	need	to	heal	yourself	instead	of	healing	or	supporting	your	allies,	especially	when	completed	by	spells	like	Shield	of	Faith	and	Sanctuary.	Disciple	of	life:	this	ISN226;	â	€	ton	a	ton	of	healing	all	at	once,	but	it	will	be	particularly	useful	with	Word
Healing,	which	is	a	good	combination	because	it	uses	a	bonus	action,	but	normally	it	is	not	Ã	¢	â	€	T	heals	for	a	particularly	large	quantity.	During	your	career,	the	total	amount	of	additional	healing	will	be	significant,	so	I	encourage	you	to	keep	a	racing	score	if	for	any	other	reason	besides	reminding	your	party	members	how	much	they	need	you	to
survive.	Channel	Divinity:	Keep	life:	fantastic	when	youÃ	¢	â	€	™	you	are	looking	at	a	possible	TPK.	Since	you	¢	â	€	â	€	and	heals	so	much,	most	of	the	characters	of	your	level	will	go	from	0	to	half	points	of	hit,	unless	you	¢	Ã	‰	â	â	™	I'm	looking	at	someone	like	a	barbarian	with	D12	Hit	Dae	20	Constitution	or	if	youâ	€	king	divide	the	points	between
more	allies.	Even	so,	the	scaling	is	excellent	as	you	get	more	uses	of	Channel	Divinity	This	will	quickly	become	your	option	to	go	to	great	quantities	of	hit	points	recovery	while	in	combat.	Blessed	healer:	coupled	with	the	excellent	AC,	it	is	almost	never	a	reason	to	launch	a	healing	spell	on	you	instead	of	helping	your	allies.	However,	launching	a
healing	spell	to	restore	blows	points	should	not	happen	frequently	during	combat,	so	this	may	not	trigger	so	frequently	as	you	want.	Divine	Strike:	Radiant	damage	is	among	types	of	more	reliable	damage	available.	See	also:	Divine	Strike	against	Cantrip,	above.	Supreme	Healing:	As	you	add	more	nuts,	your	rolls	will	move	to	the	statistical	average,
which	means	every	D8	from	Wounds	is	actually	4.5	healing	points.	Maximize	the	nut	improves	this	to	8	healing	points,	almost	doubling	the	effects	of	your	healing	spells	and	thus	making	your	spell	slits	spent	for	much	more	efficient	healing,	allowing	you	to	reserve	at	high	level	level	Slot	for	more	interesting	things.	However,	since	combat	healing
generally	is	not	a	good	idea,	there	are	few	situations	where	this	will	have	a	significant	impact.	In	a	fight,	if	you	need	healing	you	should	launch	Heal	or	Mass	Heal,	none	of	which	involves	nuts.	Knowing	how	to	apply	better	this	requires	a	bit	of	mathematics.	For	healing	at	one	goal,	anything	of	sixth	level	or	higher	should	still	be	Heal	or	a	ninth	level
spell	as	Mass	Heal.	Cure	Wounds	at	the	sixth	level	heals	only	48	+	Wis	Hit	Points	compared	to	HealÃ	¢	â	€	S	70	(without	considering	Disciple	of	Life	that	applies	the	same	bonus	to	both).	For	multi-target	healing,	healing	prayer	is	your	best	option,	but	with	a	ten-minute	time	of	you226	casting;	128;	more	probability	of	using	Mass	Healing	Word.	Light
Domainphbthe	Light	Cleric	is	a	controller	and	a	striker,	specializing	in	treating	damage	to	both	individual	goals	and	areas.	Clerics	have	already	spells	for	radiant	damage	in	the	game,	and	the	domain	light	completes	these	spells	with	some	of	the	best	spells	for	fire	damage.	If	your	party	has	no	place	~	â	€;	He	has	placed	both	for	a	clergy-equivalent	and
for	a	magician-equivalent,	the	light	domain	is	a	good	choice	because	you	can	so	easily	replace	the	wizard	Ã	¢	â	€	™	the	ability	to	quickly	manage	groups	of	weak	enemies.	Example	of	Domenico	Light	Example	of	magic	builders:	a	fantastic	series	of	offensive	spells	that	close	the	gap	between	Clerici	and	Wizards.	1	°	Level:	FIRE	FIRE	is	a	great	way	to
manage	invisible	creatures,	but	i226;	â	€	â	€	â	€	â	€	â	€	{{{â	€	™	is	an	easy	source	of	advantage	against	multiple	targets.	Burning	Hands	is	a	great	low-level	damage	spell,	but	resist	the	pulse	to	burn	all	your	spelling	slots	that	are	throwing	it	or	you	won	£	št	have	cracks	to	heal	with.	At	high	levels,	FIRE	FIERE	remains	Powerful,	but	Burning	Hands
will	be	obsolete	after	a	few	levels.	3-Layers:	Scorching	Ray	is	a	great	option,	especially	if	you	have	bless	or	FIRE	fierce	that	runs	to	increase	attack	rollers.	Flammable	sphere	is	worse	than	the	spiritual	weapon,	but	it	is	good	enough	not	to	consider	preparing	the	spiritual	weapon	if	you	are	short	of	space	for	prepared	spells.	5th-Level:	Daylight	is	a
situation,	but	Fireball	is	the	hammer	of	offensive	spells:	sometimes	it	is	enough	to	hit	your	problems	until	they	fall.	In	terms	of	instant	damage	to	the	area,	there	is	no	other	spell	that	can	compete	with	Fireball	until	9th	level	spells	introduce	things	like	Meteor	Swarm.	7th-Level:	The	fire	wall	is	among	the	best	area	control	spells	in	the	game.	9th-Level:
Strike	Flame	is	considerably	less	important	since	you	get	Fireball,	and	Scrying	is	only	situationally	useful	so	it	is	frustrating	for	having	prepared	it	every	day.	Cantrip	Bonus:	Not	spectacular,	but	a	Light	Cleric	should	really	have	Light,	and	someone	should	be	able	to	throw	it	in	most	parties	(unless	every	has	Darkvision).	Heating	Flares:	You	will	not	get
a	ton	of	uses,	so	save	this	for	enemies	that	can	do	a	lot	of	damage	on	a	single	attack.	This	must	be	activated	“before	an	attack	strikes	or	fails”,	which	is	frustratingly	vague,	but	I	assume	that	means	“before	the	result	of	the	attack	is	determined”.	So	your	DM	could	roll,	ask	“Does	to	25	hit?”	know	full	well	that	it	does,	and	you	could	shout	“Warding
Flare!”	before	the	DM	says	“you	are	hit”	and	the	DM	would	then	roll	with	Disadvantage	(which	means	they	roll	a	second	die	and	choose	the	lowest	of	the	two	results,	not	that	they	need	to	throw	anything	they	have	already	rolled.)	Of	course,	your	DM	could	read	differently.	Tragically,	Jeremy	Crawford's	only	answer	on	the	subject	does	not	clarify	the
answer.	Divinity	of	the	channel:	Radiance	of	dawn:	Theis	not	great	beyond	the	low	levels.	Magic	darkness	can	really	cause	problems,	and	an	encouraged	way	to	remove	it	is	very	convenient,	but	you	can	also	deny	magica	l	darkness	with	the	spell	spell	which	is	prepared	free	of	charge	once	the	level	5	is	reached.	Therefore,	128;	It	is	a	small	level
window	where	this	might	have	an	impact,	but	once	you	get	through	the	low	levels	you226;	128?	You	will	often	get	better	results	from	the	optional	class	functionality	of	the	Divine	Harness	power	if	the	DM	allows	it.	Best	Flare:	Great	if	you	have	allies	who	are	crazy	about	you	(like	a	magician)	or	if	you	need	to	buy	time	to	heal	someone.	Powerful
Spellasting:	With	this	level	you	almost	certainly	have	20	Wisdom,	giving	a	considerable	boost	to	your	damage	production.	Note	that	this	applies	only	to	the	Cleric	cantons,	so	canot;	Use	it	in	combination	with	Magic	Start	to	transform	things	like	Eldritch	Blast	into	a	problem	to,	but	adding	Wisdom	to	points	like	the	Sacred	Flame,	the	Word	of	Light,	and
Toll	the	Dead	is	still	great.	Crown	of	Light:	If	you	are	anything	like	me,	you	want	to	make	a	joke	about	light	beer	every	time	you	see	this	ability.	But	unlike	light	beer,	it's	fun.	Item	is	essentially	a	button	of	exaggerations	for	the	fire	and	the	incantations	of	radiant	damage,	which	is	particularly	beautiful	with	the	question	128;	s	Domain	Spells	and	with
Clerici	graffiti	as	Spirit	Guardians.	Nature	DomainPHBNture	provides	a	list	of	incantations	with	low	brightness,	and	a	Divinity	Channel	capability	that	works	only	against	a	small	fragment	of	the	monster	manual.	The	domains	other	skills	are	fantastic,	but	since	©	Spells	and	Divinity	of	the	Channel	are	important	parts	of	how	the	Cleric	works,	so	it	is
difficult	to	recommend	this	domain.	Domain	Spells:	The	list	of	spells	of	nature	does	not	include	really	fantastic	options,	and	most	of	the	options	are	situational	or	totally	bad.	1st	Level:	Both	spells	are	very	situational,	and	will	become	less	important	when	you	earn	levels	and	They	fall	off	the	CR	scale.	But	if	you	meet	animals,	the	animal	friendship	does
not	happen	and	allows	a	rescue	for	the	vast	majority	of	animals,	so	these	encounters	are	immediately	trivialized.	Third	level:	Barksin	isn226;Ât	worth	your	focus,	but	Spike	Growth	is	a	good	and	inexpensive	area	control	option.	5	5	Plant	growth	is	an	interesting	area	control	spell,	and	a	great	way	to	make	hedge	mazes	or	become	friends	with	farmers.
The	wind	wall	is	very	situational.	7th	level:	Both	are	very	situational.	The	vine	is	just	a	terrible	spell,	and	if	you	need	to	cause	problems	for	just	one	goal,	the	Spiritual	Weapon	remains	reliable	and	effective.	9th	Level:	Insect	Plague	is	a	good	crowd	control	option,	and	Tree	Stride	is	a	fun	long-range	travel	option	for	Clerici,	who	typically	has	no	options
like	Teleport	and	needs	to	rely	on	Plan	Shift	instead.	Acolite	of	Nature:	Druids	have	some	fantastic	cantons,	including	some	great	utility	options	that	are	usually	exclusive	to	Druids	like	Shillelagh,	but	the	Sacred	Flame	and	the	Word	of	Radianca	are	still	typically	best	choices.	Also	the	bonus	ability	is	nice.	Bonus	Proficiency:	With	a	heavy	armor	and	a
shield,	you	can	work	on	the	front	lines	as	well	as	any	fighter.	The	best	AC	will	also	help	reduce	the	need	to	heal	yourself	rather	than	heal	or	support	your	allies.	Divinity	Channel:	Animals	and	plants:	Very	situational.	Use	the	optional	Harness	Divin	Power	class	feature	if	possible.	Elements	of	Dampen:	This	is	incredibly	useful.	Items	like	Absorb
Elements	without	a	spelling	hole,	and	you	can	use	on	yourself	or	any	other	creature	within	the	range.	Yours	are	still	limited	to	one	reaction	per	round,	unfortunately,	so	sometimes	you	may	be	forced	to	choose	between	two	or	more	allies	who	are	suffering	damage	from	the	same	source	as	a	fire	or	a	gunshot.	Divine	Strike:	Note	that	you	can	choose	the
type	of	damage	each	time	you	hit,	so	that	you	can	easily	change	the	types	of	energy	when	the	need	arises,	allowing	you	to	avoid	resistance	and	immunity	and	capitalize	on	vulnerabilities.	See	also:	Divine	Strike	against	above.	Master	of	Nature:	The	problem	of	Nature	Measurement	is	that	it	affects	only	the	creatures	enchanted	by	the	Divinity	of	the
Channel:	Charm	Animals	and	Plants	feature,	which	lasts	only	for	a	minute.	You	have	to	find	creatures,	charm	them,	move	them	anywhere.	Want.	and	do	what	you	were	planning	to	do	inside	the	tiny	time	window	of	a	minute.	Although	somehow	you	manage	something	ridiculous	with	animal	friendship	and	squeeze	a	group	of	animals	into	the	30-foot
radius	of	Charm	Animal	s	and	Plants,	it	is	unlikely	that	you	are	128;	will	be	able	to	accomplish	anything	of	note	before	animals	and	plants	Charme	expire.	You	could	update	Charm	Animals	and	Plants,	but	you	only	get	two	uses	of	Channel	Divinity	for	Short	or	Long	Rest,	so	you'll	get	up	to	two	minutes	at	a	time	to	use	your	sub-class	capstone	feature.
Ordering	DomainGGtR/	TCoEThe	Order	Domain	is	an	excellent	option	for	a	cleric	who	seeks	to	lead	or	support	their	party.	In	heavy	armor	you226;	128?	are	good	on	the	front	lines,	and	Voice	of	Authority	provides	a	significant	multiplier	of	strength	for	anyone	in	your	party	who	distributes	large	pile	damage	on	a	single	attack.	However,	so	©	Voice	of
Authority	is	useful,	you	need	a	suitable	party	member	with	large	single	attacks,	so	that	characters	based	on	numerous	relatively	small	attacks	are	less	useful.	The	Domain	order	falls	a	little	flat	around	the	average	levels.	The	order	gets	one	of	the	best	versions	of	Divine	Strike,	but	it's	still	not	a	great	measure	for	the	Cleric	because	©	Cantons	are	much
more	effective.	Order's	Wrath	tries	to	improve	the	Divine	strike,	but	for	level	17	the	Cantons	are	so	far	ahead	of	the	Divine	strike	in	effectiveness	that	Order's	Wrath	becomes	difficult	to	justify	using.	Domain	Spells:	The	list	of	spells	oscillates	between	pairs	of	fantastic	options	and	pairs	of	situational	options.	It	is	a	business	that,	in	general,	is	quite
good,	and	you226;	I	get	a	lot	of	use	from	many	spells,	especially	spells.	Read	the	news	in	Acrobat	Reader	format	®.	Sign	up	for	service	1st	Level:	Both	excellent	options	with	a	wide	range	of	uses,	and	remain	useful	at	high	levels.	3rd	level:	Hold	Person	is	situational,	but	can	be	very	useful	in	a	campaign	with	a	lot	of	humanoid	enemies.	The	Truth	Zone
is	rarely	important	in	any	campaign.	5th	Level:	A	basic	ecclesiastical	spell,	and	a	good	crowd	control	option.	7th	Level:	Both	spells	are	At	BEST.9	level:	the	municipality	is	one	of	my	absolute	favorite	divinations	because	it	is	so	versatile	and	reliable.	The	dominant	person	is	technically	situational,	but	if	there	is	the	humanoid	enemy	in	a	match	it	is	hard
to	think	of	a	better	spell	to	chase	the	profits.	Pros:	Heavy	Armor	is	always	a	fantastic	option	for	clerics,	and	an	additional	unit	is	always	welcome.Voice	of	Authority:	Despite	many	valiant	attempts,	clerics	are	almost	never	as	good	at	gunpoint	as	their	more	Martian	allies.	Use	this	to	give	your	rogue	the	chance	to	deliver	a	sneak	attack	during	your	turn
(the	sneak	attack	is	once	per	turn,	not	once	per	round),	or	if	there	is	no	rogue	in	the	party	give	it	to	anyone	who	takes	the	most	damage.	The	spell	you’ve	tried	just	to	be	a	leveled	spell,	so	when	you’re	a	high	enough	level	that	your	low	level	spells	didn’t	get	a	big	direct	impact	in	combat,	you	can	use	bonus	action	spells	like	the	Healing	Word	to	trigger
this	effect	and	spend	your	action	casting	a	canttrip.	Once	you	get	the	incarnation	of	the	law,	you	can	cast	spells	as	bonus	actions	a	couple	of	times	a	day,	which	gives	you	even	more	ways	to	do	so.Channel	Divinity:	Order	of	Order:	Disarm	each	target	within	30	feet	in	case	of	rescue.	Excellent	against	humanoid	enemies,	but	less	helpful	against
monsters.Law	embodiment:	3-5	times	a	day	doesn’t	seem	like	much,	but	with	the	emphasis	of	the	command	on	spell	spells	you	probably	enough	to	cover	Most	situations	where	you	want	to	cast	a	spell	and	do	some	other	action	on	the	same	turn.divine	Strike:	the	damage	psychic	is	among	the	most	reliable	types	of	damage	in	the	game,	but	unintellige
creatures	like	zombies	and	constructs	are	often	immune	immune	immune	so	you	want	to	bring	offensive	options	to	deal	with	those	enemies.	See	also:	Divine	Strike	vs.	Cantrips,	above.orderÃ¢	â¢	S	Wrath:	this	is	very	weak	for	such	a	high-level	feature,	and	it	just	doesn’t	match	the	abilities	provided	by	most	other	subdomains	to	this	one.	Life	can
maximize	the	healing	dice.	Nature	commands	an	army	of	beasts.	Trickery	pretends	to	be	in	five	places	at	once	and	cast	spells	from	any	of	them.	The	order	comes	to	face	perhaps	2d8	damage,	provided	that	you	have	struck	with	your	one	attack	at	a	time	and	have	a	useful	ally	to	strike	the	same	creature.	Your	ideal	use	case	for	this	is	to	strike	an	enemy
with	your	weapon	and	face	damage	from	Divine	Strike,	then	cast	a	level	spell	as	a	bonus	action	to	activate	Authority	Voice	and	have	your	ally	struck	the	same	goal	to	trigger	the	bonus	damage.	This	means	that	it	is	4d8	psychic	damage	(2d8	by	Divine	Strike,	2d8	by	Order	Wrath)	more	anything	your	weapon	does	more	than	your	ally's	attack	does.	This
is	pretty	good,	but	from	this	level	it	is	dealing	4d8	damage	with	the	Sacred	Flame	(more	with	other	options	such	as	Word	of	Radiance	or	Toll	the	Dead),	and	your	DC	spell	will	probably	be	more	reliable	than	your	attack	bonus,	so	launching	a	cantrip	is	a	much	more	consistent	source	of	exit	damage.	Peace	DomainTCoEBan	this	domain.	I	don't	say	it
lightly.	Banish	this	domain.	The	domain	of	Peace	Domain	is	full	of	extremely	obvious	abuse	cases	and	problems	that	break	the	mathematics	of	the	game	and	can	otherwise	transform	a	totally	normal	party	into	an	unstoppable	force	of	incredible	tactical	efficiency	and	shenanigan	absolutely	ridiculous.	Right	from	the	first	level,	Peace	Domain	can	provide
+2d4	on	attack	reels	and	saving	throws	to	two	party	members,	mathematically	trivializing	combat.	Like	the	level	of	clerical	gain,	that	the	limit	scales	of	two	people	to	gradually	include	the	entire	party,	and	get	the	ability	to	teleport	and	redirect	the	damage	from	any	source,	in	the	end	adding	resistance	to	that	damage,	thus	giving	the	whole	party
perpetually	resisting	damage	(until	their	reaction	has	been	used),	and	making	them	immune	to	grapples	and	many	other	crowd	control	effects,	allowing	them	to	teleport	each	other.	I	go	into	the	implications	of	these	Longer	in	this	post	of	Patreon.	The	issues	are	extensive	and	may	not	be	obvious,	and	I	need	three	pages	of	text	to	explain	them	all.
People	told	me	I	was	out	of	my	mind	when	I	claimed	to	ban	the	dominion	of	peace,	and	now	I	see	my	arguments	repeated	all	over	the	place	online.	If	you	want	to	allow	this	domain	in	your	game,	I	recommend	these	changes:	Rule	change:	Only	one	dice	can	be	added	to	any	given	d20	roll.	Just	pile	up	the	blessing,	the	guidance,	the	bardy	inspiration	and
everything	else.	(However,	I	recommend	this	as	a	house	rule;	this	problem	prevents	the	domination	of	peace.)	Emboldening	Bond:	If	a	creature	willingly	attacks	another	creature	in	the	bond,	the	bond	is	immediately	broken	for	all	creatures.	That	creature	can't	be	part	of	another	Emboldening	Bond	until	©	the	clergy	does	not	complete	a	long	rest.	This
prevents	the	cases	of	abuse	I	describe	below	where	the	party	can	teleport	free	of	charge	from	punching	each	other	or	throwing	rocks.	The	number	of	uses	and	objectives	increases	by	the	same	amount	and	at	the	same	levels	as	your	Proficiency	Bonus	increases	(5th,	9th,	13th	and	17th	levels),	but	it	is	not	actually	linked	to	your	Proficiency	Bonus.	This
is	just	to	prevent	multi-class	abuse.	Protective	Bond:	Consider	one	of	these	options:	The	user	immediately	loses	the	benefits	of	the	Emboldening	Obligation	for	the	rest	of	the	effect,	allowing	them	to	sacrifice	their	benefits	to	save	an	ally	from	a	potentially	lethal	source	of	harm.	Split	the	damage	between	the	original	recipient	and	anyone	who	spends
their	reaction	to	activate	Protective	Bond	using	the	same	rules	as	Warding	Bond's	spell.	Powerful	Spellcasting:	Considering	the	theme,	honestly	I	don't	know	why	©	This	is	it.	Leave	it	here	as	a	peculiarity,	or	replace	it	with	something	new	like	allowing	Guidance	to	be	launched	30-foot.	Expansive:	Remove	the	mechanical	resistance.	The	doubling	of	the
range	is	very	much	considering	how	good	Emboldening	Bond	is	already.	With	these	changes	in	place,	this	is	a	subclass	of	excellent	support.	excellent.	Bond	really	emphasizes	teamwork	and	sticking	together	and	provides	fantastic	benefits	for	doing	so.	Encouraging	encouragement	is	helpful	throughout	your	career	and	your	ability	to	use	it	on	multiple
targets	as	you	gain	levels	is	incredibly	helpful	on	top	of	the	growing	benefits.	If	you	want	to	play	back-line	support	media,	it’s	hard	to	go	wrong	here.	Despite	the	domain	name,	there	is	not	much	to	do	with	â	̈	̈	̈	Å	̈peace	̈	̈	here.	Sure,	none	of	the	class	options	are	offensive	(except	for	Potent	Spellisting,	which	is	inexplicably	present	here),	but	the	primary
function	of	peace	rule	is	making	your	party	of	violent	killers	more	effective	at	executing	violence.	Sure,	you	don’t	need	to	get	your	hands	dirty,	but	it	doesn’t	absolve	you.	Doment	write:	mostly	healing	and	defensive	options,	but	considered	as	a	whole	the	spells	face	a	variety	of	problems	that	an	adventurous	party	will	face	in	typical	adventures.	With
the	right	spell	from	the	Peace	Domain	spelling	list,	you	can	prevent	or	repair	most	of	the	problems	that	might	afflict	your	side	except	the	actual	damage	to	the	hit	point	as	none	of	the	Peace	Domain	spells	restore	the	hit	points.	Fortunately,	you	can	still	depend	on	your	normal	assignment	of	spells,	and	the	divinity	channel:	the	balm	of	peace	offers
additional	healing.1st	Level:	Great	defensive	options	for	yourself	or	an	ally.3rd	Level:	The	help	is	pretty	good	that	many	people	prepare	it	every	day,	so	getting	it	for	free	is	great.	Warding	Bond	is	more	situational,	but	since	the	domain	of	peace	is	a	subclass	of	back-line	grid	you	have	a	large	pool	of	wound	points	that	you’re	not	doing	much	with	what
you	can	also	share	with	whoever	you’re	serving	as	your	Party	Defender.5	Level:	Two	situational	options	that	is	not	that	you	don't	use	every	day.	7th	level:	a	fan	of	a	situational	defensive	buff	and	a	wise	or	juicy	one	that	equals	a	seasonal	bubble.	9th	level:	greater	restoration	is	only	conveniently	useful,	but	it	is	an	essential	healing	option,	so	to	have	at
hand	The	telepathic	link	is	a	huge	advantage	for	adventurers	and	you	should	use	it	often.	Implementation	of	peace:	A	free	ability	is	always	welcome.	intuition	is	typically	a	great	choice	for	the	cleric	because	©	It	is	based	on	wisdom,	but	persuasion	is	also	very	useful.	This	is	basically	Bless	but	with	a	10-minute	duration	and	also	applies	to	skill	controls.
Blessing	will	certainly	be	more	useful	for	creatures	who	perform	more	than	one	attack	per	turn,	but	fine.	They	accumulate.	Let	me	repeat:	Bond	and	Bless	Stack.	Level	one,	select	two	people	and	get	+2d4	at	the	attacks	and	the	rescue	shots.	On	average,	this	doubles	the	bonus	for	the	attack	expected	from	the	first	level	characters,	and	the	saved	shots
are	far	less	threatening.	Even	better,	the	whole	thing	progresses	according	to	your	Competence	Bonus.	If	you've	taken	a	level	as	an	altar	boy	and	you've	never	come	back,	you're	just	as	good	a	altar	boy	as	you	are.	Emboldening	Bond	is	the	central	feature	of	the	Peace	Domain	and	who	enters	into	the	connection	is	an	extremely	important	tactical
decision	for	the	Peace	Domain	Cleric.	As	the	Bonus	Proficiency	progresses	so	slowly,	you	cannot	cover	an	entire	group	of	4	to	level	9.	This	somehow	limits	the	benefits,	but	if	you	stay	out	of	trouble	and	rely	on	saving	songs	like	the	Sacred	Flame,	that	is	very	little	reason	why	you	have	to	be	part	of	the	bond.	Put	it	on	your	allies	in	the	front	line,	and
gradually	add	your	allies	in	the	second	line	like	your	Bonus	of	Competence	ladders.	Building	4s	from	various	sources	is	already	an	abuse	case,	and	this	makes	it	too	easy.	Drop	the	Bardi	Guide	and	Inspiration	and	your	party	will	be	fundamentally	unable	to	fail.	Like	DM,	I	suggest	that	you	do	not	allow	the	stacking	of	anything	that	adds	a	dice	to	the
rolls.	So	the	players	get	one	of	Guidance,	Bless,	Emboldening	Bond,	Bardic	Inspiration,	Anything	else.	Channel	Divinity:	Balm	of	Peace:	There	is	not	much	healing,	especially	with	respect	to	something	likeDivinity:	Preserve	Life,	but	if	your	party	is	close	enough	together	you	can	hit	all	of	them	and	any	pet	or	convoke	in	the	same	action,	especially	if	you
have	a	lot	of	speed	and	are	flying	(centaurs	and	aarakocras	are	great	for	this).	At	low	levels,	this	can	prevent	TPK.	It	is	also	an	excellent	way	to	expel	the	remaining	uses	of	the	Divinity	of	the	Canal	before	resting.	However,	since	©	you	gain	levels	its	usefulness	in	combat	will	decrease,	and	will	become	for	the	most	obsolete	once	Mass	Cure	Wounds
becomes	available.	Protective	Bond:	Great	both	to	protect	fragile	allies	like	spells	(including	you,	potentially)	and	to	reposition	allies	quickly.	There	is	no	limitation	on	how	often	you	can	use	this,	and	in	a	pinch	you	could	make	an	unarmed	strike	against	an	ally	and	use	Protective	Bond	to	draw	another	ally	adjacent	to	the	target.	This	consumes	the
reaction	of	the	creature	that	teleports,	but	this	is	a	price	that	is	absolutely	worth	paying.	Example	of	shenanigans:	If	your	party	includes	a	family	member,	you	can	put	the	family	member	in	your	Emboldening	Bond	(provided	you	have	space	to	justify	it).	Families	get	only	one	point	at	a	time,	so	even	the	smallest	amount	of	damage	kills	them	and	the
owner	of	family	needs	to	invest	time	and	gold	to	bring	them	back.	Protective	Bond	allows	you	to	keep	your	familiarity	alive	and	to	use	your	family	as	a	potentially	flying	beacon.	Send	the	family	where	you	need	to	be,	throw	a	rock	at	them,	then	teleport	them	and	absorb	the	damage.	Another	example	of	shenanigans:	A	Path	of	the	Totem	Warrior	can
withstand	all	the	damage	while	infuriating	at	this	level.	Throw	heroism	at	the	top	of	that,	and	they're	a	near-bottomless	mountain	of	success	points	and	you	can	use	their	reaction	every	turn	to	take	give	to	the	rest	of	the	party,	comfortably	disrupting	all	the	damage	they	take	while	enjoying	the	pool	permanently	filled	with	temporary	points	of	success	of
heroism.	Powerful	Spellcasting:	With	this	level	you	can	Have	20	wisdom,	giving	an	excellent	boost	to	your	damage	production.	Note	that	this	applies	only	to	shipyards,	so	you	can	use	it	in	combination	with	the	magical	initiate	or	canttrip	acquired	by	Multiclassing.	Bond	expansions:	considering	that	the	protective	bond	does	not	have	a	limiter	of	use
besides	taking	a	reaction,	this	is	a	simple	way	to	make	your	entire	party	resistance	at	all	damages	by	mixing	the	damage	between	the	members	of	your	party.	As	long	as	everyone	has	a	decent	pool	of	success	points	(the	magicians	could	be	necessary	to	be	selfish	here),	everyone	can	sacrifice	a	little	for	the	whole	party	to	benefit	considerably.	The
Domainphbtempst	is	both	offensive	and	durable,	falling	somewhere	between	life	duration	and	the	power	of	light	damage.	Tempest's	skills	and	spells	offer	numerous	fun	crowd	control,	area	control	and	area	damage	options,	allowing	Tempest	customer	to	serve	is	an	effective	threat	both	short	and	long-range.	The	Tempest	domain	does	not	provide	any
usefulness	or	support	options,	so	expect	to	lean	on	your	spelllist	to	solve	problems	that	cannot	be	solved	by	hitting	them.	a	handful	of	utility	options,	but	especially	sandblasting.	Chierics	do	not	have	many	options	embedded	for	lightning	or	thunder	damage,	so	these	are	great	additions	in	combination	with	the	Features.1st	Level	domain:	FOG	Cloud	is	a
great	escape	or	crowd	control	mechanism,	and	Thunderwave	is	fantastic	for	when	you	get	on	your	head	in	the	mix	and	you	need	to	buy	some	space	or	need	to	break	a	grapple.3	°	level:	the	wind	gust	is	very	situational,	but	shatters	is	the	fireball	of	the	basic	diet,	and	works	with	the	deity	of	the	channel:	Destructive	wrath	so	you	can	Maximize	the
damage.5	°	level:	Sinet	Storm	is	an	orthograph	ofMediocre	crowd	and	calling	lightning	is	frustrating	and	can	be	very	hard	to	use	to	get	a	great	effect.	Note	that	the	channel	Divinity:	Destructive	Wrath	applies	only	to	a	single	roll	of	damage,	not	to	the	whole	spell.7	Level:	The	ice	storm	is	a	bad	spell	and	the	water	control	is	only	useful	when	you	are	9th
Level:	The	Destructive	Wave	inflicts	excellent	damage	of	types	that	are	very	rarely	resisted,	but	because	©	the	type	of	damage	is	divided,	the	Divinity	of	the	Canal:	The	destructive	country	maximizes	only	half	of	the	damage	dice.	For	the	same	level	five	Magic	slot,	Shatter	inflicts	6d8	damage	(max	to	48),	while	Destructive	Wave	will	inflict	47,5	on
average	(30	maxed,	more	17,5)	in	a	much	larger	AOE,	excluding	even	your	allies.	Insect	plague	is	a	fantastic	control	option	of	the	area,	but	it	has	some	overlap	with	the	Guardian	Spirits.	Bug	plague	uses	the	biggest	damage	dice,	but	due	to	slot	spell	scaling	offers	more	or	less	the	same	damage	as	Spirit	Guardians.	Both	spells	have	a	10-minute
duration	and	require	concentration.	Pest	insect	is	launched	at	a	distance	and	has	a	larger	AOE,	so	it	is	not	necessary	to	be	in	the	middle	of	the	AOE,	but	it	is	also	possible	to	move	it.	The	two	spells	are	approximately	equivalent,	but	they	succeed	in	different	situations.	Features	Bonus:	Heavy	armor	is	great	for	a	Cleric,	and	Martial	Weapons	add	some
fighting	options.	With	a	heavy	armor	coupled	with	Storm	Fury,	you	could	also	consider	withdrawing	a	two-handed	weapon,	even	if	the	cantrip	will	become	even	more	effective	as	you	gain	levels	and	add	additional	damage.	Storm	Fury:	At	a	low	level	this	will	kill	the	enemies.	At	other	levels	it	is	a	slight	deterrent,	but	one	hopes	that	you	do	not	get	used
to	it	very	much,	because	©	You	should	have	a	great	AC.Divinity	Channel:	Destructive	Land:	Great	for	when	you	absolutely	need	to	destroy	every	enemy	in	the	room.	Do	not	be	tempted	to	use	it	with	the	wrath	of	the	storm;	It	is	a	tragic	waste	of	a	great	skill.	Unfortunately,	the	list	of	Cleric's	spells	includes	very	few	spells	that	qualify	for	this,	so	the	best
options	are	from	your	list	dominion	spells.	Thunderbolt	Strike:	This	goes	well	with	the	storm	when	you	have	to	get	out	of	the	mix	for	any	reason,	and	since	the	storm's	wrath	still	covers	half	on	a	successful	save	you226;	128;	are	guaranteed	to	get	the	push	effect.	Unfortunately,	donÃ¢t	clergymen	have	access	to	any	canton	that	inflicts	lightning
damage.	Divine	Strike:	Thunder	is	among	the	best	damage	types	in	the	game.	See	also:	Divine	Strike	vs.	Cantrip,	above.	Stormy:	almost	permanent	flight!	Flight	is	absolutely	crucial	at	high	levels,	and	getting	this	easily	can	free	up	resources	for	more	exciting	things.	You	wonâ¢	128;t	be	able	to	use	this	inside	dungeons	and	other	common	adventure
spots,	but	this	one	is	still	very	useful.	Trickery	DomainPHBTrick	offers	a	great	list	of	spells,	but	the	class	skills	are	challenging	to	use	to	good	effect.	This	isn’t	an	easy	subclass	to	play,	but	an	experienced	player	can	turn	the	Trickery	domain	into	a	powerful	support	and	utility	caster.	With	a	bit	of	work	you	can	even	jump	into	melee	combat	with	some
success,	but	thaÃ¢ÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂÂ	Multiclassification	in	rogue	is	an	interesting	option	for	the	Trickery	domain.	Domain	Trickery	s	spellcasting	feels	very	similar	to	the	Arcane	Trickster,	and	many	of	the	features	of	the	Domain	Trickery	s	class	synergy	very	well	with	the	Rogue	s.	If	you	do	this	path,	I	recommend	you	start	with	a	single
level	of	rogue	so	you	get	more	skill,	and	build	around	Dexterity	and	Wisdom.	Two	more	levels	to	get	a	subclass	can	help	if	you	want	something	like	the	Booming	Blade,	but	thaÃ¢¢ÂÂÂ{s	strictly	necessary	unless	you	absolutely	want	to	jump	into	apples.	However,	this	class	dip	isn226;Ât	is	needed	by	any	means.	Many	problems	that	Rogue	solves	with
worldly	means	can	be	solved	using	spells	on	the	Trickery	DomainÃ¢ÂÂÂÂsspelling	list,	such	as	Disguise	Self	(replacing	disguise	kit),	Charm	Person	(replacing	Skills)	and	Pass	Without	(replacing	or	at	least	increasing	Stealth).	Domain	Spells:	Lots	of	really	fun	options,	many	of	which	aren226;	128;t	normally	available	to	Clerics.	First	level:	Charm’s	Self
and	Person	a	can	spread	a	lot	of	social	media	Charm	Person	cannot	completely	replace	a	true	Face,	but	it	gets	close	enough.	3rd	Level:	Mirror	The	image	is	probably	better	than	having	a	decent	AC,	and	Pass	Without	a	Trace	turns	a	party	of	stompy	fighters	into	a	roaming	ball	of	quiet	murder.	5-Level:	Blink	gives	you	a	chance	of	being	untargeable
between	the	curves,	which	is	great	since	probably	your	healing	party,	so	that	it	costs	very	little	to	be	untargeable	from	the	allies	and	prevents	you	from	attracting	unwanted	attention.	Dispel	Magic	is	technically	feasible,	but	it	is	so	useful	and	important	that	not	preparation	can	often	be	a	fatal	mistake.	7th	level:	Size	The	door	is	good	short	distance
transport	that	most	clerics	simply	cannot	replicate.	Polymorph	is	one	of	the	most	versatile	effects	of	the	game,	and	can	allow	you	to	solve	a	wide	range	of	problems	with	the	right	beast	shape.	Remember	that	you	do	not	need	to	throw	it	on	yourself,	so	turning	an	ally	into	a	dinosaur	and	driving	them	around	is	absolutely	an	option,	9th	level:	Modifying
memory	is	very	situational,	but	Dominate	Person	is	a	great	way	to	transform	a	powerful	humanoid	enemy	into	a	fun	animal	up	to	a	minute.	Trickster's	blessing:	You	can't	use	this	on	yourself,	so	use	it	on	anyone	at	your	party	who's	making	a	ton	of	noise	walking	around	in	heavy	armor	or	putting	it	on	your	party	scout	and	sending	them	alone.	Between
this	and	Pass	Without	Trace,	stealth	controls	are	almost	guaranteed	to	be	successful	for	your	party.	Divinity	of	the	channel:	Invoke	Duplicity:	This	may	be	difficult	to	use	effectively,	but	once	you	get	your	head	around	it,	it	is	very	powerful.	Keep	in	mind	that	it	requires	concentration,	so	that	you	cannot	combine	with	gratified	clerical	options	like	Spirit
Guardians,	and	since	you	monopolize	your	action	Bonus	does	not	use	this	at	the	same	time	as	Spiritual	Weapon.	The	best	case	is	to	put	the	illusion	somewhere	visible	while	you	are	hidden	in	the	vicinity	and	use	the	illusion	as	your	point	of	origin	spells.	Options	such	as	Word	of	Radiance	are	much	safer	when	you	can	walk	your	illusion	in	a	crowd	of
enemies	to	launch	it,	and	since	the	illusion	is	n226;	128;t;	a	creature	it226;	128;’	does	not	worry	about	things	like	Opportunity	Attacks,	the	effects	of	control	of	the	are	to,	or	even	enemy	creatures	blocking	spaces.	You	can	use	the	illusion	to	gain	advantages	in	combination,	m	to	nervous	Iâ	to	recommend	capitalizing	on	this	as	a	tactical	go-to.	In	only
medium	armor	you~’	are	not	as	long	as	many	other	ecclesiastics,	and	weapon	attacks	sand226;	128;t	a	great	option	for	ecclesiastics	most	of	the	time.	Easy	access	to	Advantage	can	make	the	weapons	vital	to	the	cantons	(which	is	very	difficult	for	most	ecclesiastics	to	do),	especially	once	you	get	the	Divine	strike,	but	donât;	let	it	force	you	to	build
around	apples.	This	applies	in	particular	to	all	attacks,	so	the	advantage	compensates	for	the	disadvantage	to	make	ranged	attacks,	and	also	applies	to	spelling	attacks	so	that	you	can	provide	spells	like	Wounds	Infitt	with	advantage.	If	you	are	happy	to	use	your	double	illusory	as	distraction	and	as	courier	for	your	spells,	you	can	completely	ignore	the
advantage	of	Invoke	Duplicity	and	you’ll	still	do	it	right.	Strangely,	Invoke	Duplicity	does	not	do	â	offers	details	about	how	to	manage	interaction	with	illusory	duplicate.	What	happens	if	the	illusion	is	attacked?	The	creatures	can	deny	it,	and	if	they	do,	how	do	they	perceive	the	illusion?	If	the	creatures	are	aware	that	double	is	an	illusion,	you	still	get
the	advantage	of	attacks	when	you	and	your	double	are	close	to	a	creature?	Jeremy	Crawford	confirmed	that	the	duplicate	is	immune	to	damage	and	that	weapons	pass	through	it,	but	that	â	di	are	the	only	useful	rules	thatwhich	was	found	on	the	subject.	Divinity	Channel:	Cloak	of	Shadows:	Invisibility	is	great,	but	only	one	lap	is	n226;	128?	t	enough.
It	is	extremely	frustrating	that	this	is	the	Trickey	Domain	the	only	option	for	invisibility.	Divine	strike:	the	poison	is	among	the	most	commonly	resistant	types	of	damage	in	the	game,	and	is	also	common.	Bring	debris	to	enemies	as	living	beings	and	builders.	See	also:	Divine	Strike	against	Cantrip,	above.	Best	Duplicity:	This	allows	you	to	hold
duplicates	close	to	all	your	allies	to	swab	or	heal	them	with	spells	at	hand,	to	hold	your	confused	enemies	on	your	position	and	ideally	deceive	them	in	wasting	attacks/incantations	on	your	duplicates,	to	deliver	short-range	spells	like	Harm	from	a	secure	distance,	and	to	move	between	goals	and	gain	advantage	over	Apple	attacks	against	them.	Twilight
DomainTCoEA	subclasses	very	well	rounded,	the	Twilight	domain	thrives	on	the	front	lines	where	they	can	effectively	protect	their	allies	and	constitute	a	decent	threat.	Their	skills	are	mainly	bearings,	utilities	and	defensive	options,	and	the	offense	is	mostly	a	rethink,	but	the	Divinity	of	the	Channel:	The	Twilight	Sanctuary	makes	the	Domain	Twilight
clergy	a	perfect	option	for	a	party	full	of	“glass	canons”.	The	tactics	of	Twilight	Domain226;	128;	a	s	are	extremely	simple.	Keep	Vigilant	Blessing	running	in	case	of	combat.	When	the	fight	begins,	start	with	Twilight	Sanctuary	and	keep	your	allies	in	the	radius	to	protect	them	with	temporary	attack	points.	In	open	areas	that	means	moving	with	your
party	to	get	in	combination	or	fight	remotely,	so	be	ready	to	handle	these	situations.	After	that,	default	for	normal	ecclesiastical	things:	swing	weapons	or	throw	spells.	Domain	Spells:	Almost	all	good	options,	but	a	handful	of	situational	options	that	you	can	have	problems	with	use.	First	level:	the	lowest	level	against	invisibility,	and	a	fundamental	low
level	savings.	Sleep	will	stop	being	reliable	after	low	levels,	but	Faerie	Fire	never	stops	working.	Level	3:	See	Invisibility	is	another	great	against	invisibility,	and	having	toby	hand	Faerie	Fire	allows	you	to	easily	identify	invisible	enemies	and	then	reveal	them	to	your	part	without	having	to	see	Invisibility	run	on	all.	Moonbeam	is	a	great	combat	option
for	the	narrow	window	of	levels	3	and	4	before	yours	Increases	in	damage	and	the	sacred	flame	will	be	almost	as	effective	as	a	second-level	spell	that	requires	concentration.	After	that,	I	would	never	use	it	unless	it	satisfies	a	shapeshifter.	5-Level:	slow,	mediocre	healing	and	a	magical	place	to	rest	that	functions	as	an	option	go-to.7	Level:	Aura	of	life
is	generally	useful	against	certain	types	of	shadows	of	the	undead	of	shadows,	but	greater	invisibility	is	one	of	the	best	fans	of	the	game.	9th	level:	Circle	of	Power	is	normally	an	exclusive	defender,	and	you	take	it	long	before	the	Paladin	does.	Misread	is	clean,	but	very	situational.	Proficiency	for	ibonus:	perfect	for	a	front-line	cleric.	eyes	of	weight:
DarkVision	is	great	if	you	don't	already	have	it,	and	the	Absolutely	absurd	300	feet.	The	range	is	not	previous.	120-ft.	That	would	be	blue.	In	addition,	you	can	share	it	with	your	allies	for	one	hour	at	a	time	and	you	can	upgrade	your	skills	by	spending	a	spelling	slot	of	any	level.	Consider	that	the	DarkVision	spell	is	the	second	level,	the	phenomenal
one.	But	wait,	there	is	more!	At	the	top	of	the	other	amazing	things	that	Twilight's	dominion	comes	to	the	first	level,	you	can	give	someone	an	advantage	in	their	next	roll	of	initiative.	I	recommend	a	Rogue	Assassin	if	one	is	at	your	party,	otherwise,	go	for	one	of	the	charmers	of	your	Party,	even	if	that	means	it.	The	effect	lasts	until	it	wears	off,	so	you
want	to	turn	this	back	on	when	the	fight	ends	so	you'll	never	benefit	from	this.	Twilight	Divinity:	Twilight	Sanctuary:	If	this	was	a	fire	effect	and	not	forgotten	granted	temporary	success	points	or	removed	charm/	fear	once,	I	would	evaluate	it	blu	e	because	©	the	pool	of	temporary	success	points	is	huge.	Instead,	it	cools	down	every	round	for	a
minute.	Remember	that	priestesses	can	use	the	Divinity	channel	once	for	short	rest	at	this	level,	climbing	up	to	3	times	for	short	rest.	This	makes	your	whole	party	incredibly	difficult	to	kill	and	makes	them	all	but	immune	to	both	fascination	and	fear.	Fear.The	effect	here	is	somewhat	uncertain,	as	it	does	not	explain	how	it	interacts	with	other	light
sources.	Does	it	reduce	existing	light	levels?	How	does	it	interact	with	magic	light?	What	about	spells	like	Daylight	or	Darkness?	I	honestly	am	not	sure	and	I	hesitate	to	offer	suggestions.	It	is	possible	that	the	brightest	light	simply	surpasses	the	light	from	Twilight	Sanctuary,	and	if	that	is	the	case	then	I	am	quite	sure	that	it	will	not	happen	128;	I'm
causing	trouble.	This	ability	is	exceptionally	powerful.	The	amount	of	temporary	hp	is	enormous	and	the	fact	that	it	refreshes	is	terrifying.	It's	128;	If	it	i	s	a	problem	in	your	game	(and	it	will	be	if	your	players	remember	to	use	it),	there	are	several	variations	that	you	could	try	to	deal	with.	If	you	try	one	of	these	or	if	you	have	your	corrections,	e	mail
me	and	let	me	know	what	you	felt	and	how	it	went.	Fix	A:	The	clergy	must	maintain	concentration	as	if	it	were	focused	on	a	spell.	This	prevents	them	from	combining	the	Twilight	Sanctuary	with	the	Cleric's	better	spells,	including	things	like	the	Beneficent	and	the	Guardians	of	the	Spirit.	Field	B:	Application	of	one	of	the	two	effects	leads	to	clergy;	s
Reaction,	so	the	tea	are	able	to	hit	only	one	creature	per	round.	Correction	C:	the	temporary	hit	point	option	applies	once	per	creature,	and	the	temporary	hit	points	disappear	if	the	creature	exits	the	effect	area.	Correction	D:	Adjust	the	number	of	temporary	hit	points	granted.	1d6+level	is	a	lot.	Test	1d6+Wisdom	(may	be	slightly	higher	than
expected	at	low	levels,	but	will	be	maximum	outside	1d6+5	for	level	8).	You	could	also	try	just	one	plate	1d6	or	just	the	clergy's	Wisdom	modifier.	Correction	E:	Instead	of	automatically	removing	a	Charm/Fear	effect,	creatures	can	try	to	re-try	their	rescue	against	a	Charm/Fear	effect	that	currently	affects	them	at	the	original	DC	rescue.	If	this	too
much	of	a'one'could	give	you	an	advantage	on	the	rescue.	Fix	F:	The	temporary	attack	points	granted	by	Twilight	Sanctuary	end	when	the	effect	ends	or	the	creature	leaves	the	effect	area.	Phases	of	Magic	flight	is	a	crucial	tactical	option,	and	activating	it	as	Bonus	Action	without	spending	spell	slots	is	phenomenal.	Sure,	it	only	works	in	Dim	Light	and
Darkness,	but	you	can	produce	Dim	Light	with	Channel	Divinity:	Twilight	Sanctuary,	or	in	a	dark	place	you	can	keep	a	candle.	You	can	use	it	a	number	of	times	equal	to	your	Bonus	of	Ability	every	day,	which	is	enough	to	overcome	any	fight	in	which	you	absolutely	must	fly.	Divine	Scissor:	Radiant	damage	is	among	the	most	reliable	types	of	damage.
See	also	Divine	Strike	vs.	Cantrips,	above.	Twilight	Shroud:	Efficiently	+2	AC	for	your	entire	party.	Mathematically	it	affects	all	levels,	and	it	still	breaks	off	with	most	other	AC	fans.	Your	allies	may	also	be	able	to	use	this	cover	to	hide,	but	check	with	your	DM.	Camp	of	GuerraPHBIl	Cleric	of	War	slightly	reduces	the	difference	in	martial	skills
between	Cleric	and	Paladin,	underlining	the	martial	skills	in	the	front	line	a	little	more	than	spells.	Although	it	is	a	fun	concept	with	several	interesting	options,	it	is	often	difficult	to	use	the	War	Dominion	options	in	combination,	as	©	Many	of	them	depend	on	the	Concentration	and/or	Bonus	Actions.	Where	the	Dominion	of	War	fights	its	attempt	to	use
weapons.	Weapons	are	mathematically	worse	than	the	use	of	cantrip,	and	spending	spells	and	the	Divinity	of	the	Channel	to	make	them	work	helps	little.	War	Priest	allows	you	to	attack	as	Bonus	Action	a	couple	of	times	a	day,	which	is	attractive	enough	to	make	the	Dominion	of	War	attractive,	but	beyond	the	low	levels	you	will	find	that	most	of	the
functionalities	of	the	subclasses	do	not	help	you	much.	The	list	of	spells	is	fine,	but	the	best	options	in	the	list	are	already	all	clerical	spells,	so	all	it	does	is	save	you	the	trouble	of	preparing	those	spells.	Fixing	the	domain	War	requires	the	fixing	of	weapons	for	the	chierici,	which	requires	the	correction	of	the	Divine	Strike.	Simply	changing	the
progression	of	damage	to	Divine	Strike	could	be	enough.	Try	+1d6	at	level	5,	thenA	D6	Levels	11	and	17.	Magic	domain:	many	really	fantastic	options,	but	more	than	half	of	the	domain	spells	require	concentration,	which	makes	it	difficult	to	use	more	than	one	or	two	in	a	combat	level.	First	level:	divine	favor	T	remain	useful	beyond	the	low	levels,	but
at	the	low	level	is	a	lot	of	extra	damage	with	a	decent	duration	that	costs	a	bonus	action	to	launch.	The	shield	of	faith	will	remain	useful	at	every	level.	2-AC	is	big	in	5E	and	ten	minutes	is	a	fantastic	duration	for	an	orthographic	slot.	However,	it	requires	concentration,	which	means	it	is	not	possible	to	combine	it	with	other	low-level	buffs	such	as
Bless.	3rd	Level:	Poiche	©	The	magic	weapon	requires	concentration,	usually	you	only	want	to	use	it	if	there	are	no	permanent	magica	l	weapons,	and	only	against	enemies	who	resist	non-magical	weapons.	The	spiritual	weapon	is	a	clerical	option	of	graffiti	and	an	excellent	way	to	convert	the	bonus	action	into	damage	output	without	requiring
concentration.	5th	level:	the	mantle	of	the	Crusade	is	a	divine	favor	for	the	whole	feast.	The	damage	for	attack	is	still	small,	but	if	you	have	someone	who	uses	two-gun	combat,	allies	with	extra	attack,	or	just	a	big	party,	the	value	quickly	adds	up.	But	generally	you	can't	compete	with	Spirit	Guardians,	which	you	also	get.	Spirit	Guardians	ID	among	the
most	efficient	damage	options	in	the	game,	and	many	clerics	prepare	it	every	day.	7th	level:	Stoneskin	is	a	fantastic	joke,	but	it	is	very	expensive	and	will	not	help	you	once	you	have	had	Battle.	Freedom	of	movement	is	conveniently	useful.	Ninth	level:	Flame	Strike	is	a	decent	Danni	Aoe	spell,	but	for	the	same	spell	slot,	I	would	much	rather	throw	the
Guardians	of	the	Spirit	and	walk	in	a	fight.	Keeping	the	monster	is	a	simple	Save-o-Suck	spell,	and	resizes	well	with	the	spelling	level	so	that	it	remains	effective	for	a	long	time.	Profitability:	the	armor	It	is	great	on	a	shrine,	and	martial	weapons	add	some	combat	options	better	two-handed	options	if	you	want	to	go	on	course.	Priest	priest:	up	to	five
extra	By	day!	It's	terribly	disappointing.	The	fact	that	you	take	your	bonus	action	is	absurd	in	addition	to	the	tragically	low	number	of	times	you	can	use	it.	The	Divine	strike	adds	to	the	damage	so	that	your	attacks	will	feel	at	least	impactful,	but	the	Divine	strike	only	applies	once	on	each	of	your	shifts,	so	the	general	activation	of	the	Priest	of	War	is



only	useful	at	low	levels	or	if	you226;	128?	I'm	high-level	and	missed	with	your	attack.	Divinity	Channel:	Strike	Guided:	This	is	limited	to	weapons	attacks,	and	ecclesiastics	have	some	powerful	magic	attacks	like	Wounds	Infrict	that	will	benefit.	However,	the	attacks	of	spells	become	unusual	beyond	the	low	levels,	so	the	value	of	the	Divinity	of	the
Channel:	The	guided	strike	decreases	over	time.	At	high	levels,	i226;	128?	It	is	likely	that	you	will	better	use	the	optional	class	feature	of	Harness	Divin	Power.	Channel	Divinity:	War	Goddess	Blessing:	While	Cleric	doesn't	generally	inflict	enormous	damage	on	their	attacks,	allies	like	Rogues	certainly	do,	and	when	they	lose	their	only	attack	for	the
round	a	+10	can	really	change	the	outcome	of	a	fight.	Divine	Strike:	Even	if	not	appearing	as	the	Natural	Clerich226;	Divine	Strike	version,	the	ability	to	treat	the	same	type	of	damage	as	your	weapon	allows	you	to	change	types	of	damage	with	relative	ease	by	changing	weapons.	However,	against	enemies	with	resistance	to	non-magical	weapon
damage,	it	will	be	very	frustrating.	If	your	game	is	not;	use	magic	items,	make	sure	to	prepare	Magic	Weapon	or	similar	tampons	that	cause	your	weapon	to	treat	damage	as	a	magic	weapon.	See	also	Divine	Strike	against	Cantrip,	above.	Avatar	of	Battle:	Most	of	the	damage	of	these	types	comes	from	non-magical	weapons	or	monsters	with	non-
magical	body	parts,	so	this	resistance	is	constantly	useful	even	at	high	levels.	Public	relations	report	this	announcement
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