
 

DRAFT- DO NOT DISTRIBUTE    DRAFT- DO NOT DISTRIBUTE    DRAFT- DO NOT DISTRIBUTE 
    1 

 

DRAFT- DO NOT DISTRIBUTE    DRAFT- DO NOT DISTRIBUTE    DRAFT- DO NOT DISTRIBUTE 

 

Trio of 5th Edition 

Subclasses 

 
 

Cleric- Home & Hearth Domain 

Paladin- Oath of the Mountains 

Warlock- Elemental Patron 
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Cleric 
 

Home and Hearth Domain 
Many adventurers begin as a small town or village resident. 

Clerics of the Hearth and Home swear to protect those that 
cannot protect themselves in these village, farms, forests, and 
mountains. Clerics of the Home and Hearth often chose to serve 
their deity while already working as a farmer, cook, merchant, 
hunter, or homemaker. They serve gods and goddesses that 
focus on the production of food, the care of the sick, and the 
spirit of the hearth, and are of the Good alignment. These 
included Chauntea, Gond, Lathander, Milil, Sune, Waukeen, 
Moradin, Mya, and Yondalla. 

 
 

Expanded Spell List 

As a Cleric of Hearth and Home, you always have these spells 
prepared and they do not count against the number of spells you 
can prepare each day 

 
Cleric 
Level  

      Domain 
      Spells 

1st         Goodberry, Unseen Servant 

3rd         Calm Emotions, Locate Animals or Plants 

5th         Create Food and Water, Leomund’s Tiny Hut 

7th         Fabricate, Mordenkainen’s Faithful Hound 

9th         Animate Objects, Creation 

 

 

Blessing of Wisdom 
At 1st Level, you gain proficiency in one additional skill and 

you can uses your Wisdom modifier for any History or Nature 
check. 

 

Blessing of The Home 
        At 1st Level, you are attuned to the needs of those that serve 

to make a house a home. You know the cantrips Mending and 
Prestidigitation. 

 

Channel Divinity- Nature’s Guide 
     At 2nd Level, using your knowledge of those that live amongst 
the animals in rural villages, forests, mountains, and towns you 
can cast Animal Friendship, Beast Bond, or Speak with Animals at 
will. You cannot use this ability again until you finish a short or 
long rest. 
 

Protector of the Small 
        At 6th Level you have sworn your life to protecting those of 
the villages and farms. You have a keen sense of your 
surroundings and seek out the unarmed to serve as their 
protector. Any unarmed ally within 30 feet of you has advantage 
on Strength and Dexterity saving throws. If an unarmed ally is hit 
with a spell or weapon attack, you can use your reaction to deal 
2d6 radiant damage to the attacker. You cannot use this ability 
again until you finish a short or long rest. 

 

Divine Strike- The Fury of the Hearth 
     At 8th Level you are attuned to the hearth of the homes which 
you serve to protect. Your weapon attacks now do an extra 1d6 
fire damage. At 14th level that increases to 2d6. 
 

Blessed Protector 
       At 17th Level you are the sacred protector of all peoples, 
regardless of whether they come from a village, farm, forest, or 
city. Any ally within 30 feet of you has advantage on any 
Strength, Dexterity, Wisdom, or Constitution Saves. You add your 
own Wisdom modifier to any saving throw you have to make. 
      Also at 17th Level, you can cast Mass Cure Wounds (at 5th 
level) once per long rest without expending a spell slot. 
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Paladin 

Oath of the Mountains 
The mountains are a force of power, and so are the paladins 
serving the people of the mountains. They take energy from the 
cold, harsh temperatures and channel that into divine magic. 
They serve deities of weather, strength, and the elements.  Gods 
and goddesses can include Akadi, Helm, Ilmater, Sylvanus, Torm, 
and the Dwarven god Moradin. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Tenets of the Mountains 
The tenets of the mountains are embodied by the peoples 
of the mountain, those the clerics and paladins serve. 

● Community. Life is harsh in the mountains and the 
people rely on each other. Those who serve them 
realize we are greater as a whole than working as 
individuals. 

● Protection. Protecting oneself from the elements is 
important to mountain dwellers, but also protection 
from outside enemies. Those who serve the mountains 
swear to protect from evil that may come to the 
mountains. 

● Charity. There are great riches found in the mountains. 
Those riches should be shared with those that cannot 
mine them themselves. 

● Tenacity. Mountain dwellers are hardy and hard 
workers. Those that serve them shall be as well. 
Idleness is for the weak. 

 
 

 
 
Oath spells 
You gain the following spells at the Paladin level listed. They are 
always prepared and do not count against your total of prepared 
spells 
 

Paladin 
Level  

                 Oath Spells 

3rd                 Guiding Bolt, Thunderwave 

5th                 Gust of Wind, Heat Metal 

9th                 Meld into Stone, Sleet Storm 

13th                 Fabricate, Stone Shape 

17h                Cone of Cold, Wall of Stone 

 

Channel divinity 
When you choose this oath at 3rd level you gain the following 

two Channel Divinity Options. 
Weapon of Stone. The stone of the mountains is the figurative 

core of your being. Using this Channel Divinity, it becomes the 
literal core of your weapon. For 1 minute, your weapon deals an 
additional d6 bludgeoning and is considered magical. 

Mountain’s Endurance. For 8 hours, you are immune to the 
effects of a cold environment. During that time, you are storing 
some of the cold around you, and as a reaction you can deal 2d6 
cold damage when attacked by a melee weapon. 
 

Aura of the Mountains 
At 7th Level, allies within 10 feet of you have advantage on 

saving throws against cold, thunder, and lightning damage. The 
aura increases to 30 feet at level 18. 

 

Protection of the Mountains 
At 15th Level you become resistant to all cold, thunder, and 

lightning damage, as well as bludgeoning damage from non-
magical weapons. 

 

Mountain Champion 
         At 20th Level, you are so attuned to the mountains that once 

per long rest you can alter your appearance to have a stone’s 
appearance for 1 hour, adding +3 to your AC. 

     You are also immune to cold damage, and bludgeoning 
damage from non-magical weapons 
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Warlock 

The Elemental 
There is great magic held in the elements, as well as creatures 

residing on those planes that hold magic. Your patron is one of 
those creatures, be it a Djinn, Efreeti, or a powerful denizen on 
the water plane. They have imbued some of the powers and ties 
to their elemental nature to you. 
 

Expanded Spell List 
Your elemental patron lets you choose from an expanded list of 
spells when you learn a warlock spell.  

Fire Elemental 

Spell Level                  Spells 

1st          Burning Hands, Fire Bolt 

2nd          Flame Sphere, Heat Metal 

3rd          Fireball, Elemental Weapon 

4th          Wall of Fire, Fire Shield 

5th           Conjure Elemental, Flame Strike 

 

Air Elemental 

Spell Level                  Spells 

1st             Feather Fall, Fog Cloud 

2nd             Gust of Wind, Misty Step 

3rd             Sleet Storm, Wind Wall 

4th             Dimension Door, Ice Storm 

5th             Cloud Kill, Cone of Cold    

 

Water Elemental 

Spell Level                  Spells 

1st               Create or Destroy Water, Grease 

2nd              Blindness/Deafness, Silence 

3rd              Call Lightning, Water Breathing 

4th              Control Water, Ice Storm 

5th               Destructive Wave, Wall of Force 

 

Elemental Friend 
Starting at 1st Level, you call upon small elemental creatures 

that live in the same plane as your patron. As an action, you may 
bring forth a CR 1/2 or less elemental creature without 
expending a spell slot. They will follow your commands for 1 
minute before disappearing. The effect has a 5% chance of 
failure. Roll a d20, on a 1 the effect fails, and the elemental does 
not appear. 
       Once you use this feature you cannot do so again until after a 
long rest. 
 
 

Elemental Powers 
Your specific powers are tied to your elemental patron and their ties to 
an elemental plane. At First Level you must choose which plane your 
patron derives from- Air, Fire, or Water. Your chosen element will 
determine the added abilities you get at 1st, 6th, 10th, and 14th level, 
as well as your expanded spell list.  

 

Elemental Resistance 
Starting at 1st Level, you have advantage on saving throws 

against spells causing damage associated with your elemental 
patron- fire, force (water), or cold (air). 

Elemental Rebuke 
Starting at 6th Level, you have elemental magic coursing 

through you. When you take damage from a spell, you can 
rebuke it with elemental power. You take ½ damage and send 
the other half back to the attacker using the element of your 
patron- fire, force (water), cold (air). There is no attack roll or 
save for your rebuke. 
       Once you use this feature you cannot do so again until after a 
short or long rest. 

 

Elemental Immunity 
Starting at 10th Level, you are attuned to the elemental core 

of your patron. You are immune to damage from a spell or 
weapon attack using the element of your patron- fire, force 
(water), cold (air). 
 

Elemental Shift 
Starting at 14th Level, as an action you touch a creature to 

send them to the plane of your patron for 1 minute if the target 
fails a Wisdom save against your Warlock spell save DC. At the 
end of each of the target’s turn they can attempt another save. If 
they pass, they are brought back to an empty space within 10 
feet of their original position. 

You must finish a short of long rest before you can use this 
feature again. 


