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As you hold your hands with thumbs touching
and fingers spread, a thin sheet of flames
shoots forth from your outstretched
fingertips. Each creature in a 15-foot cone
must make a Dexterity saving throw. A
creature takes 3d6 fire damage on a failed
save, or half as much damage on a successful
one. The fire ignites any flammable objects in
the area that aren't being worn or carried. At
Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the damage
increases by 1d6 for each slot level above 1st.

Level-1 evocation

Burning Hands
1 act. Self V,S Inst

Cleric DC 14 Mod +6

You burst into brilliant golden flames which
extend up to five feet from your body in all
directions. A creatures that enters the area or
ends its turn there must make a Dexterity
saving throw. A creature takes 3d10 fire
damage on a failed saving throw, or half as
much on successful one. In addition, A
creature that is within 10 feet of you must
make a Constitution saving throw or be
blinded until the end of its next turn. You shed
bright light out to a radius of 30 feet and dim
light to an additional 30 feet.

Level-2 transmutation

Body of the Sun
1 act. Self V,S Conc, 1 min

Cleric DC 14 Mod +6

You bless up to three creatures of your choice
within range. Whenever a target makes an
attack roll or a saving throw before the spell
ends, the target can roll a d4 and add the
number rolled to the attack roll or saving
throw. At Higher Levels. When you cast this
spell using a spell slot of 2nd level or higher,
you can target one additional creature for each
slot level above 1st.

Level-1 enchantment

Bless
1 act. 30 ft V,S,M Conc, 1 min

Cleric DC 14 Mod +6

A 5-foot-diameter sphere of fire appears in an
unoccupied space of your choice within range
and lasts for the duration. Any creature that
ends its turn within 5 feet of the sphere must
make a Dexterity saving throw. The creature
takes 2d6 fire damage on a failed save, or half
as much damage on a successful one. As a
bonus action, you can move the sphere up to
30 feet. If you ram the sphere into a creature,
that creature must make the saving throw
against the sphere's damage, and the sphere
stops moving this turn. When you move the
sphere, you can direct it over barriers up to 5
feet tall and jump it across pits up to 10 feet
wide. The sphere ignites flammable objects
not being worn or carried, and it sheds bright
light in a 20-foot radius and dim light for an
additional 20 feet. At Higher Levels. When you
cast this spell using a spell slot of 3rd level or
higher, the damage increases by 1d6 for each
slot level above 2nd.

Level-2 conjuration

Flaming Sphere
1 act. 60 ft V,S,M Conc, 1 min

Cleric DC 14 Mod +6

Each object in a 20-foot cube within range is
outlined in blue, green, or violet light (your
choice). Any creature in the area when the
spell is cast is also outlined in light if it fails a
Dexterity saving throw. For the duration,
objects and affected creatures shed dim light
in a 10-foot radius. Any attack roll against an
affected creature or object has advantage if the
attacker can see it, and the affected creature or
object can't benefit from being invisible.

Level-1 evocation

Faerie Fire
1 act. 60 ft V Conc, 1 min

Cleric DC 14 Mod +6

A creature you touch regains a number of hit
points equal to 1d8 + your spellcasting ability
modifier. This spell has no effect on undead or
constructs. At Higher Levels. When you cast
this spell using a spell slot of 2nd level or
higher, the healing increases by 1d8 for each
slot level above 1st.

Level-1 evocation

Cure Wounds
1 act. Touch V,S Inst

Cleric DC 14 Mod +6

A creature of your choice that you can see
within range regains hit points equal to 1d4 +
your spellcasting ability modifier. This spell
has no effect on undead or constructs. At
Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the healing
increases by 1d4 for each slot level above 1st.

Level-1 evocation

Healing Word
1 b.a. 60 ft V Inst

Cleric DC 14 Mod +6

A flash of light streaks toward a creature of
your choice within range. Make a ranged spell
attack against the target. On a hit, the target
takes 4d6 radiant damage, and the next attack
roll made against this target before the end of
your next turn has advantage, thanks to the
mystical dim light glittering on the target until
then. At Higher Levels. When you cast this
spell using a spell slot of 2nd level or higher,
the damage increases by 1d6 for each slot level
above 1st.

Level-1 evocation

Guiding Bolt
1 act. 120 ft V,S 1 rnd

Cleric DC 14 Mod +6

You touch one willing creature. Once before
the spell ends, the target can roll a d4 and add
the number rolled to one ability check of its
choice. It can roll the die before or after
making the ability check. The spell then ends.

Divination cantrip

Guidance
1 act. Touch V,S Conc, 1 min

Cleric DC 14 Mod +6
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You touch a living creature that has 0 hit
points. The creature becomes stable. This spell
has no effect on undead or constructs.

Necromancy cantrip

Spare the Dying
1 act. Touch V,S Inst

Cleric DC 14 Mod +6

A shimmering field appears and surrounds a
creature of your choice within range, granting
it a +2 bonus to AC for the duration.

Level-1 abjuration

Shield of Faith
1 b.a. 60 ft V,S,M Conc, 10 mins

Cleric DC 14 Mod +6

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 cast this
spell using a spell slot of 3rd level or higher,
you create one additional ray for each slot
level above 2nd.

Level-2 evocation

Scorching Ray
1 act. 120 ft V,S Inst

Cleric DC 14 Mod +6

You utter a divine word, and burning radiance
erupts from you. Each creature of your choice
that you can see within range must succeed on
a Constitution saving throw or take 1d6
radiant damage. The spell’s damage increases
by 1d6 when you reach 5th level (2d6), 11th
level (3d6), and 17th level (4d6).

Evocation cantrip

Word of Radiance
1 act. 5 ft V,M Inst

Cleric DC 14 Mod +6

A spear of magical force shimmers into being
in your outstretched hand. You may wield it in
battle as if you had proficiency in it. This spear
does 1d8 piercing damage plus 1d8 force
damage.  At Higher Levels. When you cast this
spell with a 3rd-level or higher spell slot, it
does an additional 1d10 force damage for each
slot level above 2nd.

Level-2 evocation

Spiritual Spear
1 act. Self V,S,M Conc, 1 min

Cleric DC 14 Mod +6
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Channel Divinity: Turn Undead. Undead within 30 feet must make a DC 14 Wisdom save or be turned for 1 min. or until damaged.

-----------Other Traits------------
Bonus Cantrip. When you choose this domain at 1st level, you gain the light cantrip if you don't already know it. Otherwise choose another.

Channel Divinity. Channel divine power using Turn Undead or one of your domain Channel Divinity options. (use once/rest).

Channel Divinity: Radiance of the Dawn. Starting at 2nd level, you can use your Channel Divinity to harness sunlight, banishing darkness and dealing radiant damage to your foes. As an action, you present your holy symbol, and any magical darkness within 30 feet of you is dispelled. Additionally, each hostile creature within 30 feet of you must make a Constitution saving throw. A creature takes radiant damage equal to 2d10 + your cleric level on a failed saving throw, and half as much damage on a successful one. A creature that has total cover from you is not affected.

Firbolg Magic. Once per short or long rest you can cast both the Detect Magic and Disguise Self spells using Wisdom as your spellcasting ability. This version of Disguise Self lets you appear up to 3 feet shorter, thus allowing you to blend in with humans and elves.

Hidden Step. Once per short or long rest, you can magically turn Invisible until the start of your next turn as a bonus action. The ability ends early if you attack, deal any damage, or force anyone to make a saving throw.

Powerful Build. When determining your carry, push, drag, or lift capacity, you count as one size larger.

Retainers. If your character has a noble background, you may select this background feature instead of Position of Privilege. You have the service of three retainers loyal to your family. These retainers can be attendants or messengers, and one might be a majordomo. Your retainers are commoners who can perform mundane tasks for you, but they do not fight for you, will not follow you into obviously dangerous areas (such as dungeons), and will leave if they are frequently endangered or abused. .

Speech of Beast and Leaf. You can communicate with beasts and plants. You also have advantage on Charisma checks to influence them. These creatures can understand the meaning of your words, even though you cannot understand them in return.

Warding Flare. Also at 1st level, you can interpose divine light between yourself and an attacking enemy. When you are attacked by a creature within 30 feet of you that you can see, you can use your reaction to impose disadvantage on the attack roll, causing light to flare before the attacker before it hits or misses. An attacker that can't be blinded is immune to this feature. You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.


