
Priest
Beneath billowing plumes of incense, the 
priestess of Ishtar leads her congregation in 
the Dance of Fertility. As the worshippers’ 
sweat drips onto the ground, the colossal 
idol begins to glow with divine power, and 
soon the dusty fields outside are covered in 
a three-foot-thick carpet of green.

The priest of Anubis hears a scream, 
and turns to see one of the marketplace 
hoodlums lying on the ground, clutching 
his left hand. A glance at his statue of 
Anubis confirms what he already knows: 
the would-be thief had dared to touch the 
statue, no doubt trying to steal one of its 
ruby eyes. Before the other thieves can 
draw their daggers, four jackal-headed 
demons rise from the ground. As the priest 
leaves the marketplace, the demons carry 
the heavy idol behind him, and he allows 
himself a smile as the merchants and 
thieves step away in fear and awe.

High in the mountains, the pilgrim of 
Qaggob-Soth carries her holy companion. 
As she approaches the pass which leads to 
the pilgrimage site, she sees gnolls waiting 
in the shadows ahead. Slashing herself 
with a knife, she lets the blood drip onto 
the idol, and instantly the gnarled wooden 
statue begins to twitch and move. As the 
gnolls approach, the idol lunges from her 
hands, snarling as it joins the attack.
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Spiritual leaders who serve their 
communities, or symbiotic magic users 
whose power comes from a magic idol—
depending on who you ask, these are both 
equally apt descriptions of priests. 
Whereas clerics regularly travel on their 
adventures and missionary work, with only 
their holy symbol and mace at their side, 
the typical priest serves in a temple and 
gains power from their connection to its 
idol, the sacred statue of their god. 

The role of priest is often hereditary, 
passed on from father to son and mother to 
daughter. In other cases, however, an individual 
who has never shown signs of religious leaning 
will be chosen by the god. The Celtic, Greek and 
Egyptian pantheons, as well as the ancient 
Canaanite and Mesopotamian cultures of the 

Middle East, are known for their powerful priests 
and the imposing temples they built.

A priest tends to the needs of the faithful with 
healing advice and prophecy, but equally 
important is their duty to tend their idol. Idols are 
typically housed within a sacred chamber in the 
back of each temple, where the priests lavish it 



with prayers and gifts such as treasure, flowers, 
food and sweet-smelling incense. The priests treat 
idols as if they were the god itself, because they 
are; every properly created idol bears a fragment 
of the god's divine spark. Whereas clerics tend to 
speak of their religion in terms of morality and 
sublime mysteries, priests tend to speak in terms of 

ritual. To many priests, right action—serving the 
idol according to tradition—is more important 
than right thought, although some priests affirm 
that carrying out the sacred rites naturally brings 
one's mind closer to holiness, until the priest, like 
the idol, is a perfect divine vessel.
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Features Cantrips 
Known

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 1 Spellcasting, Divine 
Domain, Idol Aspect, 
Vessel of Power

3 2

2nd +2 1 Inviolate Aura (1d8+2), Call 
to Prayer (1x/day)

3 3

3rd +2 2 Enhanced Idol 3 4 2

4th +2 2 Ability Score Improvement 4 4 3

5th +3 2 Idol Awareness 4 4 3 2

6th +3 3 Enhanced Idol 4 4 3 3

7th +3 3 Additional Idol Aspect (2), 
Inviolate Aura (2d8+4)

4 4 3 3 1

8th +3 3 Ability Score Improvement; 
Call to Prayer (2x/day)

4 4 3 3 2

9th +4 4 Boon: Awaken Idol,
Boon: Temple Aura

4 4 3 3 3 1

10th +4 4 Inviolate Aura (2d8+4; no 
resistance)

5 4 3 3 3 2

11th +4 4 Enhanced Idol 5 4 3 3 3 2 1

12th +4 5 Ability Score Improvement, 
Inviolate Aura (3d8+6; no 
resistance)

5 4 3 3 3 2 1

13th +5 5 Boon: Divine Presence 5 4 3 3 3 2 1 1

14th +5 5 Call to Prayer (3x/day) 5 4 3 3 3 2 1 1

15th +5 6 Inviolate Aura (weapons) 5 4 3 3 3 2 1 1 1

16th +5 6 Ability Score Improvement 5 4 3 3 3 2 1 1 1

17th +6 6 Inviolate Aura (4d8+8; no 
resistance), Enhanced Idol

5 4 3 3 3 2 1 1 1 1

18th +6 7 Boon: Body of God 5 4 3 3 3 3 1 1 1 1

19th +6 7 Ability Score Improvement 5 4 3 3 3 3 2 1 1 1

20th +6 8 Boon: City Aura 5 4 3 3 3 3 2 2 1 1



While NPC priests rarely leave the town or 
city where their temple is located, adventurer 
priests do exist. Such priests carry their idols with 
them, despite their weight and size. Thus, although 
the priest lacks mobility, she is a powerful leader, 
able to rally the most skeptical adventurer around 
the power of her idol.

CLASS FEATURES:
As a priest, you gain the following class features.

HIT POINTS:
Hit Dice: 1d6 per priest level 
Hit Points at 1st Level: 6 + your Constitution 
modifier
Hit Points at Higher Levels: 1d6 (or 4) + your 
Constitution modifier per priest level after 1st 

PROFICIENCIES:
Armor: none
Weapons: All simple weapons
Tools: None

Saving Throws: Wisdom, Charisma
Skills: Choose three from History, Insight, 
Medicine, Performance, Arcana, Persuasion, 
Deception and Religion

EQUIPMENT
You start with the following equipment, in 
addition to the equipment granted by your 
background:
• (a) a quarterstaff or (b) a spear or (c) a dagger
• (a) a priest's pack or (b) a scholar's pack
• (a) a Tiny wooden idol or (b) a Tiny stone idol

SPELLCASTING
As a conduit for divine power, you can cast cleric 
spells. The ancient traditions of priests reach back 
to the common roots of arcane and divine magic, 
so a number of traditionally wizardly spells are 
available on the priest spell list, particularly those 
involving transmutation, illusion and charm.

CANTRIPS
At 1st level, you know three cantrips of your 
choice from the priest spell list

You learn additional priest cantrips of your 
choice at higher levels, as shown in the Cantrips 
Known column of the priest table.

PREPARING AND CASTING SPELLS
The Priest table shows how many slots you have to 
cast your spells of 1st level and higher. To cast one 

of these spells, you must expend a slot of the 
spell's level or higher.

You prepare the list of spells that are available 
for you to cast, choosing from the priest spell list. 
When you do so, choose a number of priest spells 
equal to your Wisdom modifier + your priest level 
(minimum of one spell). These spells must be of a 
level for which you have spell slots.

For example, if you are a 3rd-level priest, you 
have four 1st-level and two 2nd-level spell slots. 
With a Wisdom of 16, your list of prepared spells 
can include six spells of 1st or 2nd level, in any 
combination. If you prepare the 1st-level spell cure 
wounds, you can cast it using a 1st-level or 2nd-
level slot. Cating the spell doesn't remove it from 
your list of prepared spells.

Unlike other spellcasters who regain expended 
spell slots after a rest, you regain spell slots by 
performing actions with your idol (see "Idol 
Aspects," below). Regaining spell slots requires 
access to an idol.

SPELLCASTING ABILITY
Wisdom is your spellcasting ability for your priest 
spells. The power of your spells comes from 
faithfully observing the rituals associated with 
your deity, expressed through tending your deity's 
idol. You use your Wisdom whenever a priest spell 
refers to your spellcasting ability. In addition, you 
use your Wisdom modifier when setting the saving 
throw DC for a priest spell you cast and when 
making an attack roll with one.

WHAT IS THE PRIEST CLASS?
The Priest is based on two things: (1) the 
historical priests of real-world ancient cultures 
and (2) the sword & sorcery archetype of the 
“high priest,” a (usually evil) character who has 
mysterious magical powers and little of the 
crusading Medieval flavor of the Dungeons & 
Dragons Cleric and Paladin. It’s possible to 
imagine a D&D campaign world where every 
god’s priesthood includes Priests, Clerics and 
Paladins: Priests tending the temples and the 
‘high magic’ side of things, Paladins being the 
military wing of the church, and Clerics being 
somewhere in between.

A special inspiration was Scott Bennie’s 
excellent 3rd edition Dungeons & Dragons 
supplement Testament: Roleplaying in the 
Biblical Era, with its rich background 
information on Bronze Age Mesopotamian, 
Canaanite, Egyptian and Hittite cultures. 



THE MANY KINDS OF IDOLS
Idols are made of a vast variety of materials 

and sizes, from small, easily portable idols to 
enormous idols which usually reside in temples, 
tended by groups of priests. An idol grants spells 
regardless of whether it is made of wood, stone, 

metal or gold, but idols' weight and durability 
varies depending on how it was made.

Bigger idols are difficult to bring on 
adventures, but they are important to priests, as 
the size of the idol determines the maximum level 
spell slots that the priest can cast. 

Wood
Armor Class: 15
Damage Immunities: poison, psychic
Damage Vulnerability: fire

Special: A wooden idol grants a +1 bonus to the 
priest’s spell attack modifier and spell save DC 
on all spells which involve plants (entangle, 
plant growth, locate plants and animals, etc.).

Iron
Armor Class: 19
Damage Immunities: poison, psychic
Damage Resistances: fire, bludgeoning, piercing 
and slashing from nonmagical weapons that 
aren’t adamantine

An iron idol can be made hollow instead of solid. 
Hollow idols cost 75% of the normal cost and 
have 50% weight and 50% hit points.

Iron’s weakness is rust. An iron idol corrodes 
and decays much faster than most other idols, 
especially in damp conditions. At the DM’s 
discretion, an iron idol is considered to have 
vulnerability to water-based damage or spells.

Stone
Armor Class: 17
Damage Immunities: poison, psychic, fire
Damage Resistances: piercing and slashing from 
nonmagical weapons that aren’t adamantine

For game purposes, all stone statues have the 
same statistics. Typical stone used for idols 
include marble, travertine and onyx. If the DM 
wants more realism, more fragile stones (lower 
HP, Armor Class and weight) include limestone, 
sandstone, alabaster and serpentine. Harder 
stones (higher HP, Armor Class and weight) 
include granite and basalt. Semiprecious stones 
used in idols include agate, jade and carnelian. 

Bronze
Armor Class: 18
Damage Immunities: poison, psychic
Damage Resistances: bludgeoning, piercing and 
slashing from nonmagical weapons that aren’t 
adamantine

A bronze idol can be made hollow instead of 
solid. Hollow idols cost 75% of the normal cost 
and have 50% weight and 50% hit points.

Cost (gp) Weight (lbs) Hit Points

Tiny 25 25 16

Small 125 125 32

Medium 625 625 64

Large 3,125 3,125 128

Huge 15,625 15,625 256

Cost (gp) Weight (lbs) Hit Points

Tiny 50 80 24

Small 250 400 48

Medium 1,250 2,000 96

Large 6,250 10,000 192

Huge 31,250 20,000 384

Cost (gp) Weight (lbs) Hit Points

Tiny 100 75 32

Small 500 375 64

Medium 2,500 1,850 128

Large 12,500 9,250 256

Huge 62,500 18,500 512

Cost (gp) Weight (lbs) Hit Points

Tiny 10 10 8

Small 50 50 16

Medium 250 250 32

Large 1,250 1,250 64

Huge 6,250 6,250 128



A Small idol is required to use 3rd level spell 
slots. A Medium idol is required to use 5th level 
spell slots. A Large idol is required to use 7th 
level spell slots. A Huge idol is required to use 
9th level spell slots. When a priest goes up a 
Level and wants access to higher-level spells, 
they must carve a new idol or have one made for 
them by a professional idol-carver. For this 
reason, foward-thinking adventurer priests often 
carry an idol a bit bigger than necessary.

Idols are at their most powerful when they are 
connected to the earth. Except for Inviolate Aura, 
an idol can only be used for priest powers when it 
is either (1) in the hands of the Priest, (2) on the 
ground or in a shrine, (3) in a sanctified palanquin 
drawn by worshippers, or (4) moved or lifted off 
the ground by a Priest spell or power. 

Idols which are on the ground, in a shrine or 
in a palanquin may be targeted by enemies. Idols 
have hit points and Armor Class, and they do not 
heal damage under normal circumstances. If a 
priest's idol is lost or destroyed, they are unable to 
refresh spells until they find another one. Luckily, 
all priests know the Level 1 spell "Repair Idol", 
which allows you to repair your idol, even if it 
has been reduced to rubble. However, an even 
worse fate than having your idol destroyed is 
having it stolen, which is considered a terrible 
humiliation. (See “The Idol’s Displeasure”)

Since the idol contains the essence of the god, 
the priest is expected to tend to it carefully, burn 
incense to it, speak humbly to it, and generally 
treat it as the earthly representation of the god. 
Each idol prefers a different type of worship (see 
"Idol Aspects"), and each priest learns to serve 
their idol in a different way. The gods are 
forgiving of daily wear and tear, but if a priest or 
their allies are disrespectful to an idol, such as 
using the idol to hold a door shut, or storing the 
idol in a crowded bag full of junk, the god may 
become displeased.

A priest cannot use an idol of a god from a 
foreign pantheon. A priest can use an idol of a 
different god from the same pantheon (with some 
restrictions—the DM may rule that a priest of El, 
the Lawful Good Canaanite sky god, could not 
use an idol of Yan-Nahar, the Chaotic Evil sea 
monster god), but they take a -1 on all attacks and 
skill checks involving priest spells or powers.

An idol’s material affects its powers. Silver 
and gold, which have long been valued for their 
ability to resist the ravages of time, have 
resistance to different types of energy. Idols of 
rarer materials, such as mithril and adamantine, 
are also said to exist, as well as idols carved 
entirely from precious jewels, but their value 
would be beyond cost, and their powers are the 
stuff of rumor and legend.

Silver
Armor Class: 17
Damage Immunities: poison, psychic
Damage Resistances: radiant, necrotic, 
bludgeoning, piercing and slashing from 
nonmagical weapons that aren’t adamantine

Special: A silver idol grants a +1 bonus to the 
priest’s spell attack modifier and spell save DC 
on all illusion and enchantment spells, as well as  
to its Inviolate Aura.

A silver idol can be made hollow instead of 
solid. Hollow idols cost 75% of the normal cost 
and have 50% weight and 50% hit points.

Gold
Armor Class: 16
Damage Immunities: poison, psychic, radiant
Damage Resistances: necrotic, bludgeoning, 
piercing and slashing from nonmagical weapons 
that aren’t adamantine

Special: A golden idol grants a +1 bonus to the 
priest’s spell attack modifier and spell save DC 
on all conjuration and evocation spells, as well 
as to its Inviolate Aura.

A gold idol can be made hollow instead of 
solid. Hollow idols cost 75% of the normal cost 
and have 50% weight and 50% hit points.

Cost (gp) Weight (lbs) Hit Points

Tiny 2,000 150 24

Small 10,000 750 48

Medium 50,000 3,750 96

Large 250,000 18,750 192

Huge 1,250,000 37,500 384

Cost (gp) Weight (lbs) Hit Points

Tiny 200 90 24

Small 1,000 450 48

Medium 5,000 2,250 96

Large 25,000 11,250 192

Huge 125,000 22,500 384



Spell save DC=8 + your proficiency bonus + your 
Wisdom modifier
Spell attack modifier=your proficiency bonus + 
your Wisdom modifier

RITUAL CASTING
You can cast any spell you know as a ritual if that 
spell has the ritual tag and you have the spell 
prepared.

SPELLCASTING FOCUS
You can use an idol (see below) as a spellcasting 
focus for your spells.

IDOLS
Each priest is dedicated to a specific god, and to 
refresh their spells, they must have access to an 
idol of their god.

Journeyman priests start out with a small 
idol borrowed from their temple, or, in some cases, 
carved or even discovered by the priest (aniconic 
idols, strangely shaped pieces of stone or wood 
believed to be blessed by a certain god, were 
worshipped in many places in the ancient world, 
including Ancient Greece). As the priest becomes 
more powerful, they need a bigger idol to embody 
the growing power of their god.

An idol's chief power is granting boons 
(see below) and allowing a priest to use their spells 
and powers. Multiple priests of the same god can 
use the same idol as long as they are all join in 
tending the idol. If the priests get into a fight, the 
idol only grants boons and powers to the one who 
has served the idol longest and most faithfully.

DIVINE BOONS
One of the greatest powers of idols is their ability 
to grant their worshippers' prayers in extremis, i.e. 
in life-or-death combat. This is known as a Divine 
Boon. During combat, when a priest (or, if the 
priest is using the Call to Prayer power, any ally) 
performs certain conditions, they please the 
portion of the god's spirit housed inside the idol, 
and they receive a boon.

To be granted a boon you must be within sight 
or earshot of the idol (some Idol Aspects require 
you to be even closer) and you must be in combat. 
Exactly what counts as a combat is up to the DM, 
but it must be a genuinely dangerous and risky 
situation; priests can't pick fights with clearly 
inferior opponents to try to get the sympathy of 
their god. When you perform the deed that causes 
the boon to be granted, you gain one or more 
boons. However, a priest can only have a certain 
amount of saved boons at any one time (1-5 

depending on level), and a lay worshipper (an ally 
using the Call to Prayer power) can only have 1 
boon and can only use certain boon powers.

CARRYING & TENDING AN IDOL
As they go up in Level, most priests will 

reach a point when they are unable to carry their 
own idols. Thus, most priests use one of the 
following options:

* Carry the idol in a cart or sledge, 
perhaps drawn by mounts

* Have a strong ally carry the idol into 
combat, and put it on the ground when needed. If 
the ally is using both hands to hold the idol, they 
will need to spend a minor action to draw their 
weapons afterward.

* Have two strong allies carry the idol 
into combat together. Two characters with one 
free hand each may split the weight between 
them. They must remain adjacent, holding their 
actions to move on the same initiative turn.

* Hire or convince NPCs (perhaps 
worshippers from the priest's temple) to carry the 
idol in a palanquin. This isn't disrespectful; in 
religious festivals in Ancient Egypt and other 
cultures of the region, the idols were taken out of 
the temple and paraded around town in this 
fashion, and shrines and idols are carried in a 
similar way in Hindu and Shinto religious 
festivals. The advantage to this is that it frees up 
the priest and her allies and the idol may be used 
while it is carried; the disadvantage is that such 
followers are vulnerable to enemy attacks. 

* Carry the idol in a magical conveyance 
such as a flying carpet, a bag of holding, or a 
Tenser's Floating Disc. However, an idol cannot 
be used for powers while it is being supported by 
non-Priestly magics or magic items.

* Lastly, there are Priest spells and 
powers which allow the idol to move of its own 
volition for a short period of time.

Idols must be placed on the ground 
respectfully. If an idol falls to the ground due to 
the sloppiness or haste of its worshippers, the 
idol is displeased. Placing an idol on the ground 
respectfully requires an action. If the priest or 
their companions are in a hurry, they may place 
the idol on the ground as a free action, but the 
priest (or all people holding the idol, if it is held 
by multiple people) must make a Dexterity check 
(DC 10). If even a single Dexterity check fails, 
the idol falls over and the idol is displeased.



A priest knows all types of boons; the powers 
they call upon are limited only by their maximum 
amount of boons and their level.

Divine Vigor (free action)
Spend 1 boon to gain temporary hit points. The 
amount of hit points depends on the size of the 
idol: Tiny (1D8), Small (1D8+1), Medium 
(1D8+2), Large (1D8+3) or Huge (1D8+4)

Divine Blessing (free action)
Spend 1 boon to gain advantage on your next 
action, or to give advantage to the next action of 
one of your allies.

Minor Miracle (priests only; action)
Spend 1 boon to cast any 1st level priest spell from 
the priest spell list (including your domain spells).

Miracle (priests only; action)
Spend 2 boons to cast any 2nd level spell from the 
priest spell list (including your domain spells).

Significant Miracle (priests only; action)
Spend 3 boons to cast any 3rd level spell from the 
priest spell list (including your domain spells).

Divine Vengeance (priests only; reaction)
Spend 1 boon to unleash a bolt of power from the 
idol against any unbeliever who has touched or 
damaged the idol in this combat. Make a ranged 
spell attack against the target with the idol as the 
point of origin. On a hit, the target falls prone and 
takes damage as if they had failed their save 

against the idol’s Inviolate Aura (1d8+2 to 4d8+8 
depending on level).

The range of the bolt depends on the size of 
the idol. A Tiny idol’s range is 15 feet. A Small 
idol’s range is 30 feet. A Medium idol’s range is 60 
feet. A Large idol’s range is 120 feet. A Huge 
idol’s range is 240 feet.

Turn Undead (priests only; action)
Spend 2 boons, present or gesture at your idol, and 
speak a prayer censuring the undead. Each undead 
that can see or hear you within 30 feet of you must 
make a Wisdom saving throw. If the creature fails 
its saving throw, it is turned for 1 minute or until it 
takes any damage.

A turned creature must spend its turns trying to 
move as far away from you as it can, and it can’t 
willingly move to a space within 30 feet of you. It 
also can’t take reactions. For its action, it can use 
only the Dash action or try to escape from an 
effect that prevents it from moving. If there’s 
nowhere to move, the creature can use the Dodge 
action.

Temple Aura (priests only; action)
Spend 3 boons to cause the aura of your Enhanced 
Idol powers to fill the entire temple where your 
idol is stationed. To use this power, your idol must 
be stationed in a place of honor in a temple 
dedicated to your god.

Unlike most boons, you can use Temple Aura 
only once per day. You must finish a long rest and 
refresh your spells before you can do so again.

Tiny

Small

Medium
(in palanquin)

Large

COMPARATIVE IDOL SIZES
Huge



Awaken Idol (priests only; action)
Spend 4 boons to bring the idol of your god to life. 
Technically, the god controls the idol at this time, 
but in game terms, you control its actions. The idol 
moves and takes its action on your turn. You may 
also cast your spells through the idol using the 
“Vessel of Power" ability. 

Living idols can walk, attack, manipulate and 
carry items and perform any other actions and 
reactions. While the idol is alive, you must 
maintain concentration, as if you were casting a 
spell that requires concentration. If your 
concentration is broken, the idol returns to its 
original pose and stops moving. Even if you 
maintain your concentration the idol also returns to 
its original pose and stops moving after 4 rounds. 
You can keep the idol alive for additional rounds, 
but you must spend 1 boon or take 1 level of 
Exhaustion for each extra round.

Statistics for Living Idols can be found at the 
end of this PDF.

Divine Presence (priests only; bonus action)
Spend 5 boons to cause your idol to maintain 
concentration on a spell for you. When you 
activate Divine Presence while maintaining 
concentration on a spell, the spell effect persists 
even if you take damage, are incapacitated or 
killed, or cast another spell that requires 
concentration. As long as the idol is not 
displeased, the spell persists to the end of its 
duration, even if you die. You can dismiss Divine 
Presence, ending the concentration or transferring 
it back to yourself, as a bonus action.

In order to use “Divine Presence,” your idol 
must have jeweled eyes (or a jeweled pendant, 
earring or other accessory, if your god doesn’t 
have eyes). The combined value of the eyes must 
equal 5,000 gp, or 1/10th of the idol’s total cost, 
whatever is greater. 

Body of God (priests only; action)
Spend 7 boons to fuse your consciousness with the 
idol. Your body vanishes, going to the plane of 
your deity, and you control the idol as if it were 
your own body. 

You lose all conditions except Charmed or 
Frightened. You gain the hit points, Armor Class, 
speed. attacks, senses, Damage Immunities, 
Condition Immunities, Resistances, powers and 
physical statistics (Strength, Constitution and 
Dexterity) of a living idol of the appropriate size 
and type. You retain your own mental statistics 
(Intelligence, Wisdom and Charisma). For 
Dexterity, use the idol's or yours, whichever is 

higher. While you have the Body of God, you can 
perform attacks, cast spells (including spells which 
require concentration), speak and do almost 
anything else you can normally do.

While you have the Body of God, you can't 
receive boons. However, other priests (and 
worshippers, if you use or another priest use the 
"Call to Prayer" power) can receive boons from 
the idol as normal.

After 7 rounds, the power ends, the idol returns 
to its original pose and stops moving, and your 
body appears in an unoccupied space within 5 feet 
of the idol, with the same hit points and conditions 
that you had before you activated Body of God. 
You can maintain the Body of God past 7 rounds, 
but you take 1 level of Exhaustion for each extra 
round.

Unlike most boons, you can use Body of God 
only once per day. You must finish a long rest and 
refresh your spells before you can do so again.

If you are a priest of 17th level or higher and 
die within 5 feet of your idol, you may use Body 
of God as a free action, even if you don’t have 
enough boons. If you choose to do this, you can't 
be raised or resurrected, and when the Body of 
God power ends your soul goes to the plane of 
your deity.

City Aura (priests only; action)
Spend 8 boons to cause the aura of your Enhanced 
Idol powers to fill the entire city where your idol is 
stationed. To use this power, your idol must be 
stationed in a place of honor in a temple in a city. 
In other ways it is identical to Temple Aura.

Unlike most boons, you can use City Aura only 
once per day. You must finish a long rest and 
refresh your spells before you can do so again.

IDOL ASPECTS
When a priest is initiated, they choose to serve a 
certain aspect of their god.  At 1st level, choose 
one idol aspect. Beginning at 7th level, choose 
another aspect; you can serve two aspects.

Each priest performs different types of 
activities to worship their god. These rules present 
five types of idols: Bloodthirsty, Resplendent, 
Praisehungry, Ecstatic and Mortifying. Note 
however that a priest of a god can use any idol of 
that god and they always receive boons in the 
same way; i.e., if a priest of the Bloodthirsty 
Aspect of Baal loses their usual idol and inherits 
an idol formerly owned by a priest of the 
Praisehungry Aspect of Baal, they still receive 
boons by killing enemies of Baal, no matter how 
peaceful the idol looks. Most of the gods of the 



Bronze Age pantheons had many different aspects, 
both fierce and benign, so it is perfectly acceptable 
for a priest to worship any idol with any aspect.

Bloodthirsty Aspect: You serve your god with the 
fresh blood and steaming hearts of your enemies. 
Your idol is usually sticky with blood, or stained 
with the smoke of burnt flesh.

Inviolate Aura: Fire damage (unless the idol 
is wooden, in which case, Necrotic damage)

In Combat: Whenever you kill a creature with 
at least 1/8 CR within 5 feet of the idol, you gain 1 
boon for each CR of the creature (rounded up).

Once an idol is completely covered in blood 
and gore, it is satisfied and is unable to grant boons 
until you have taken a long rest. A Tiny 
bloodthirsty idol is satisfied when it has been 
soaked with the blood of 4 Small, 2 Medium or 1 
Large creature. A Small idol is satisfied by the 
blood of 8 Small, 4 Medium, 2 Large or 1 Huge 
creature. A Medium idol is satisfied by the blood 
of 16 Small, 8 Medium, 4 Large, 2 Huge or 1 
Gargantuan creature. A Large idol is satisfied by 
the blood of 32 Small, 16 Medium, 8 Large, 4 
Huge or 2 Gargantuan creatures. A Huge idol is 
satisfied by the blood of 64 Small, 32 Medium, 16 
Large, 8 Huge or 4 Gargantuan creatures.

Outside Combat: You refresh your spells 
when you sacrifice a number of Small living 
creatures equal to your priest level. A Medium 
creature counts as two Small creatures. A Large 
sacrifice counts as four Small creatures. If you 
sacrifice only a portion of the required creatures, 
you don't get anything, although a partial sacrifice 
still counts until you manage to sacrifice the 
remaining portion (i.e., you don't have to sacrifice 
them all at once). Cattle and livestock are the most 
common sacrifices. You can only refresh your 
spells outside of combat once per day.

Resplendent Aspect: You serve your god with 
offerings of food and wealth, showing the god's 
glory and bounty. Your idol is surrounded by all 
the treasure donated to (or acquired by) the 
temple; gems, jewelry, fine silks (perhaps worn as 
clothing by the idol), necklaces of coins, offering-
bowls filled with copper pieces, etc. When in 
cities, you may hire jewelers and metalworkers to 
give your idol jeweled eyes or gild it with precious 
metals.

Inviolate Aura: Radiant damage
In Combat: As an action, you may attempt to 

receive a boon from your idol by presenting it with 
money and treasure. For each 100 gp or equivalent 
that you present to your idol, you gain 1 boon.

Treasure and money presented to the god must 
stay within reach of the idol at all times. It may be 
removed or spent in only three ways: (1) to build, 
repair and decorate idols of the god; (2) to build, 
maintain and decorate a temple of the god; or (3) 
to pay for the food and vestments of priests of the 
god (but not weapons, magic items, etc). If 
treasure is stolen from the idol for purposes other 
than these, the god is displeased. (For this purpose, 
"stealing" means taking treasure out of the sight of 
the idol without the immediate intention to use it 
for temple purposes.) 

Outside Combat: You refresh your spells 
when your idol receives 10 gp per priest level, or 1 
pound of fresh food per priest level (usually baked 
goods, oils, vegetables and fruits). Money must, as 
always, be spent for temple purchases or the idol 
will be displeased, but food may be safely 
consumed by priests and clerics of the god's 
pantheon, or at the priests' discretion, distributed to 
the poor. You can only refresh your spells outside 
of combat once per day.

Praisehungry Aspect: You serve your god with 
eloquence, either by improvising passionate 
prayers, or by memorizing and reciting sacred 
texts.

Inviolate Aura: Psychic damage
In Combat: As an action, you may attempt to 

receive a boon from your idol by making a 
Persuasion or Religion roll (DC 15). You must be 
able to speak. You gain +2 on this roll if you are 
prone. If you are successful, you gain 1 boon. If 
you roll 25 or higher, you gain 2 boons.

If you use "Call to Prayer," instead of praying 
individually, all participants may make a group 
check. If at least half the group makes DC 15, you 
gain a number of boons equal to the number of 
participants.

Outside Combat: You refresh your spells after 
a number of hours of prayer equal to your priest 
level. If you have to stop praying in the middle, 
you don't get anything, although a partial prayer 
still counts until you manage to finish it (i.e., you 
don't have to pray all the hours consecutively). 
Alternately, you can refresh your spells by 
supervising a number of willing participants equal 
to twice your priest level; the group prayer takes 
one hour.

Ecstatic Aspect: You serve your god with 
ceremonial dance, fits and contortions, and other 
strenuous physical activities. Your idol may smell 
of sweat, incense and holy oils.

Inviolate Aura: Poison damage



In Combat: As an action, you may attempt to 
receive a boon from your idol by making a 
Performance or Athletics roll (DC 15). You must 
be able to move. If you are successful, you gain 1 
boon. If you roll 25 or higher, you gain 2 boons.

If you use "Channel Divinity: Call to Prayer," 
instead of dancing individually, all participants 
may make a group check. If at least half the group 
makes DC 15, you gain a number of boons equal 
to the number of participants.

Outside Combat: You refresh your spells after 
a ritual dance or other strenuous ritual activity, 
which takes 10 minutes and gives you 1 level of 
Exhaustion. Alternately, you can refresh your 
spells by supervising a number of willing 
participants equal to twice your priest level; the 

dance takes 10 minutes and all the participants, 
except you, take 1 level of Exhaustion.

If this Exhaustion is magically cured, for 
example by the "Greater Restoration" spell, the 
god is displeased.

Mortifying Aspect: You serve your god with self-
denial, asceticism and punishing your own flesh: 
torturing and injuring yourself to show your 
devotion. Your idol may be stained with blood, or 
may simply be carven to represent your god in the 
pose of a martyr.

Inviolate Aura: Necrotic damage
In Combat: As an action, you may strike 

yourself with a weapon, typically a flail, dagger or 
quarterstaff. You automatically hit yourself and 
roll normal weapon damage; you may choose 
whether or not to add your Strength bonus (i.e., 
striking at full or partial strength). You gain 1 boon 
for every 3 hit points of damage you inflict on 
yourself (round down).

If you cause yourself to regain hit points 
during combat (for example, by casting a healing 
spell or drinking a healing potion), the god is 
displeased. If someone else casts a healing spell on 
you during this time, you may resist the spell by 
merely willing it; otherwise, you are healed and 
the god is displeased. Once you are out of combat, 
you may heal yourself normally.

Outside Combat: You refresh your spells after 
a long rest. While serving the Mortifying Aspect of 
the god, you must maintain a state of ritual purity 
by observing any three of the following 
restrictions (choose or roll three times):

1. may not have sex or perform any kind of 
sexual activity

2. may not drink alcohol or other intoxicants
3. may not eat meat or milk products
4. may not bathe or wash
5. may not cut or groom your hair
6. may not sleep on a bed or beneath blankets; 

must sleep on the ground
7. may not wear clothes
8. may not eat garlic, peppers, or other spices
9. may not cut or clean your fingernails
10. may not speak, except in prayers to the god 

(for example if worshipping the Praisehungry 
aspect) or as the verbal component for priest spells

Some priests may have other, harsher 
restrictions (such as anchorites, who brick 
themselves up inside cells so as not to see the 
outside world) but these are not suitable for player-
characters. Once you choose your three 
restrictions, you can't change them for the life of 
your priest. If you break any of these restrictions, 



even accidentally, the god is displeased, and 
remains displeased until you perform a ritual of 
contrition and observe the restrictions for 1 week.

If you serve multiple Aspects, you can't use the 
Mortifying Aspect to gain boons or refresh spells 
unless you have observed your chosen restrictions 
for at least 1 week. If you are healed during a 
combat in which you have used the Mortifying 
Aspect to gain boons, your god is displeased. 
However, if you fail to observe your chosen 
restrictions, your god is not displeased, and you 
can still serve non-Mortifying Aspects of your god 
while indulging in meat, alcohol, sex, bathing, etc.

DIVINE DOMAINS
Like clerics, priests serve particular aspects of 
their god, represented by a deity's domain. See the 
Player's Handbook, cleric section (p.56-63), for 

more information. Like a cleric, you choose one 
domain (Knowledge, Life, Light, Nature, Tempest, 
Trickery, War, etc.). However, priests do not gain 
cleric domain powers except for bonus spells.

Priests also have access to two new domains: 
the Sea and Fertility domains.

VESSEL OF POWER
Whenever a spell has you as the point of origin, 
you may choose the idol at the point of origin 
instead. Idols are immune to damage from 
damaging area spells cast with the idol as the point 
of origin, although the priest who serves them may 
not be.

In addition, if you cast a spell that requires a 
touch attack, the idol may make the touch attack 
against opponents within 5 feet, using your attack 

WHEN THE GOD IS DISPLEASED
Under certain circumstances, a priest's idol can 
become displeased. These circumstances include:

* an idol is shattered (reduced to 0 hit points)
* an idol is stolen by a nonbeliever or enemy
* an idol is used as a weapon, a doorstop, a 

footstool, a table, etc. 
* treasure is stolen from a Resplendent Idol
* a priest of a Mortifying Idol breaks their 

ritual vows
Being damaged by enemies doesn't displease an 
idol, unless the idol is reduced to 0 hit points, or 
if the priest allows the idol to be abused in a 
disrespectful way. Offensive actions by enemies 
(such as smearing the idol with filth, or toppling it 
onto the ground) don’t displease the idol as long 
as the priest immediately attempts to punish the 
perpetrators, at the DM’s discretion.

In a case where an idol is displeased because 
it or its treasure was stolen in combat, the idol's 
displeasure begins not when the thief picks up the 
item, but when combat ends with the thief getting 
away (i.e., out of sight and earshot of the priest 
and her allies, or out of the god's temple).

While the idol is displeased, the idol does not 
grant boons, all boon effects cease, and the priest 
has disadvantage on all spell attack rolls and skill 
checks relating to priest spells and powers. The 
way to soothe the god's displeasure depends on 
their aspect. Actions performed to soothe a god's 
displeasure don't count towards refreshing spells.

Bloodthirsty Idol: Sacrifice a number of 
Medium living creatures equal to the priest's 
level.

Resplendent Idol: Present the idol with treasure 
of value equal to 1,000 gp x the priest's level. If 
the idol is displeased because its treasure has 
been stolen, bring back all the stolen treasure 
down to the last coin, or present the idol with new 
treasure equal to 10x the value of the original. 
Neutral and evil deities may also be satisfied if 
the thief is found, captured and sacrificed to the 
idol.
Praisehungry Idol: Pray loudly for a number of 
hours equal to your priest level. At the end of the 
prayer, you may make a Religion, Persuasion or 
Performance roll (DC 15); if you succeed, the 
idol is pleased. Alternately, you may supervise a 
number of willing participants equal to 4 x your 
priest level in a group prayer; the prayer takes 4 
hours and all the participants, except you, take 1 
level of Exhaustion.
Ecstatic Idol: Perform a ritual dance or other 
strenuous ritual activity taking one hour. At the 
end of the hour, you take 1 level of Exhaustion 
and may make a Constitution roll (DC 15); if you 
succeed, the idol is pleased. Alternately, you may 
supervise a number of willing participants equal 
to 4 x your priest level; the dance takes one hour 
and all the participants, except you, take 2 levels 
of Exhaustion.
Mortifying Idol: Injure yourself for hit point 
damage equal to your levelx2. You can't heal this 
damage for a week (the wounds fester, preventing 
natural healing) or the idol is displeased again. 
Alternately, you must observe your three chosen 
restrictions for two weeks, at the end of which 
time the idol is pleased.



bonus. (The idol doesn't physically move, but the 
spell energy visibly strikes out from it.)

CALL TO PRAYER
Beginning at 2nd level, once per day as a free 
action during combat, you can invite your 
followers and companions to join in the worship of 
your idol. Until the end of the combat, all allies 
with line of sight to the idol (or within the idol 
aura, if they are blinded; see “Enhanced Idol”) 
may receive boons from your idol in the same way 
that you, the priest, do. Allies of a Bloodthirsty 
Idol may receive boons by killing enemies within 
5 feet of the idol; allies of a Resplendent Idol may 
shower the idol with gold and jewels; allies of a 
Praisehungry Idol may pray to the idol; allies of an 
Ecstatic Idol may dance or engage in strenuous 
physical activity before the idol; and allies of a 
Mortifying Idol may injure themselves before the 
idol. (Allies of a Mortifying Idol don't need to 
obey the ritual restrictions that a priest of a 
Mortifying Idol does.) A non-priest can only ever 
have 1 saved boon at a time. 

Worshiping an idol is a religious activity and 
may cause trouble for clerics and priests of other 
religions, or paladins and other strongly idealistic 
characters whose beliefs deviate from the priest.

At 8th level, you can use Call to Prayer twice 
per day. At 14th level, you can use Call to Prayer 
three times per day.

INVIOLATE AURA
Touching a sacred idol is a taboo. Beginning at 
2nd level, any nonbelievers who touch your idol 
(including using gloves, cloth or other immediate 
intermediaries) must make a Charisma save 
(DC=your spell save DC) or take 1d8+2 damage 
and be struck prone. If they are carrying the idol, 
they drop it. At 7th level, this goes up to 2d8+4 
damage. At 12th level, this goes up to 3d8+6 
damage. At 17th level, this goes up to 4d8+8 
damage. Once the nonbeliever makes their saving 
throw, they are immune to Inviolate Aura until 
they withdraw contact from the idol (i.e. they take 
their hand away or put the idol down).

You can’t wield your idol as a weapon to take 
advantage of Inviolate Aura, or your idol is 
displeased.

The type of damage depends on the Aspect of 
the Idol. If you serve multiple Aspects, you choose 
what type of damage is dealt whenever Inviolate 
Aura is activated.

In addition, you are aware whenever a 
nonbeliever fails a saving throw against Inviolate 

Aura, as long as you and your idol are on the same 
plane of existence.

Beginning at 10th level, the damage dealt by 
Inviolate Aura ignores Resistance and Immunity.

Beginning at 15th level, the Inviolate Aura 
affects anyone who strikes your idol with a melee 
weapon, unless your idol is animated using the 
powers “Awaken Idol” or “Body of God.”

IDOL AWARENESS
Beginning at 5th level, by concentrating (as if 
casting a spell which requires concentration), you 
have the ability to see through the eyes, smell 
through the nose and hear through the ears of your 
idol. In addition to your normal senses, the idol 
has Darkvision 120 feet. If the idol's eyes are 
damaged or removed, you can't see through its 
eyes, unless the idol was originally carved without 
eyes, in which case the idol has Blindsight 30 feet 
and cannot see at all beyond that range.

While using this power you may cast spells 
through the idol using “Vessel of Power.”

ENHANCED IDOL
As a priest becomes more powerful, their pledged 
idol develops special powers. At level 3, and again 
at levels 6, 11 and 17, pick an Enhanced Idol 
power from the list. The power must correspond to 
either one of your god’s Domains or to one of the 
Aspects you worship. If your god has multiple 
Domains, you can choose Enhanced Idol powers 
from either Domain, not just the one you chose for 
your Divine Domain spells.

Enhanced Idol powers operate even when the 
priest isn’t present, as long as the priest is attuned 
to the idol. However, if the priest attunes to 
another idol, the former idol loses its powers. If 
the priest dies, the idol usually also loses its 
powers. In those rare cases when they do not, a 
new holy relic is born.

Some Enhanced Idol powers have an area 
effect of “the idol’s aura.” The idol’s aura is a 
sphere with the idol as the point of origin and a 
radius depending on the idol’s size: Tiny (5 feet), 
Small (10 feet), Medium (20 feet), Large (40 feet), 
Huge (80 feet).

Healing Prayer (Life) (action)
The priest or other worshippers can spend 1 boon 
to regain hit points. The amount of hit points 
depends on the size of the idol: Tiny (1D4), Small 
(1D4+1), Medium (1D4+2), Large (1D4+3) or 
Huge (1D4+4)



Idol of the Hearth (Life)
This idol venerates a protector god of home and 
hearth, like the Roman lares. Its strongest powers 
are only useable when it is installed in a position 
of honor in a temple or in a worshipper’s home.

While the idol is installed in a temple or home, 
as a bonus action, the priest or other worshippers 
can spend 1 or more boons to cause all intruders to 
have disadvantage on attacks against priests, 
worshippers, the inhabitants of the home and their 
guests (but not against the idol itself). This effect 
lasts for 1d6 rounds per boon. Additional boons 
can be spent on subsequent rounds to extend this 
duration.

When the idol is installed in a temple or home, 
the priest can prepare the spell “Alarm” as if it 
were a 1st level priest spell. When cast in this way, 
instead of having a range of 30 feet, the range of 
the spell extends throughout the temple or home.

When the idol is installed in a temple or home, 
the priest can prepare the spell “Guards and 
Wards” as if it were a 5th level priest spell.

When outside the temple or home, as an 
action, the priest can spend 5 boons to cast the 
spell “Word of Recall.” The destination must 
either be the priest’s temple, or the home of a 
worshipper who is present.

Idol of Starlight (Light)
The idol emits a soft, mystic light, perhaps in a 
strange undersea color such as blue or green. 
While within the idol’s aura, all creatures have 
low-light vision, and the priest can double their 
proficiency bonus for any Wisdom ability check 
for Insight or Perception.

As a bonus action, the priest can spend 1 boon 
to give darkvision to all creatures within the aura.

As a bonus action, the priest can spend 1 boon 
to cast “Dancing Lights” or “Faerie Fire.”

As a bonus action, the priest can spend 2 boons 
to cast “See Invisibility.”

As a bonus action, the priest can spend 4 boons 
to cast “True Seeing.”

Idol of the Covenant (Light)
The priest can spend 1 boon to cause the idol to 
glow, emitting bright light which fills its aura and 
dim light an equal distance beyond it. The light 
lasts until the end of the combat. The light is 
painful to undead and fiends, who must make a 
Wisdom saving throw against the priest’s spell 
save DC to enter the aura. If they are already in the 
aura and they fail their save, they are turned as per 
the “Turn Undead” power with the idol as the 
point they flee from.

In addition, the priest can spend 5 boons to 
cause the idol to emit a blinding light which fills 
its aura and bright light an equal distance beyond 
it. The blinding light lasts until the end of the 
combat and dispels any magical darkness within 
the idol’s aura. Furthermore, when a creature that 
can see the idol starts its turn in the idol’s blinding 
aura, it must make a Wisdom saving throw against 
the priest’s spell save DC. If they fail the save, 
they take 2d10+4 radiant damage and are blinded 
for 1d10 minutes. Undead or fiends who fail the 
save take 4d10+8 radiant damage and are blinded 
for 1d10 minutes. The damage is radiant as well as 
the same damage type as the idol’s Inviolate Aura, 
and ignores damage resistance.

If the damage reduces a creature to 0 hit 
points, their eyes melt, causing them to be 
permanently blinded.

Unless surprised, a creature can avert its eyes 
from the idol to avoid the saving throw at the start 
of its turn. If a creature does so, it can’t see the 
idol, and has disadvantage on Perception and 
attack rolls against the idol and creatures adjacent 
to the idol

The priest, and any worshippers who have 
been granted boons from the idol in the current 
combat, are immune to the damage and blinding 
effect.

I Dedicate this Kill (War) (bonus action)
The priest or other worshippers can spend 1 boon 
to reroll any attack roll. They must use the new 
roll. If the resulting attack hits and kills its target, 
they regain the spent boon.

Idol of Destruction (War) (continual)
Unlike other idols, you can use your idol as a 
weapon, or force enemies to touch it, without 
displeasing the idol.

In addition, your idol’s Inviolate Aura counts 
as a siege weapon, doing double Inviolate Aura 
damage to objects and structures if the idol is 
struck forcibly against them. Objects and 
structures have no resistance or immunity to 
poison and psychic damage caused by an Idol of 
Destruction’s Inviolate Aura.

Idol of Truth (Knowledge)
Worshippers and non-worshippers alike swear 
upon the idol as a sign of honesty and good faith. 
A creature who respectfully touches the idol with 
their hand, limb or lips does not trigger the idol’s 
Inviolate Aura. Any creature who knowingly tells 
a lie while touching the idol must make a 
Charisma saving throw against the priest’s spell 



save DC. If they fail the save, they take Inviolate 
Aura damage with vulnerability against that 
damage type. If a creature swears by the idol more 
than three times in the same day, they take 
Inviolate Aura damage and cannot touch the idol 
again for the remainder of that day.

Idol of Fortune (Knowledge) (action)
When the priest casts a divination ritual spell 
without spending a boon, they may choose any one 
of the following additional effects. Each effect has 
a particular requirement.

• Reading the Flight of Birds: a friendly bird 
appears and delivers a message for the priest, as 
per the spell “Animal Messenger.” Requirement: 
the priest must be in an area where birds can 
reach, i.e. not in an enclosed space or 
underground.

• Tea-Reading: the priest regains 1d8+1 hit 
points, and if they are poisoned, the poisoned 
condition is suppressed for one hour. Requirement: 
the priest must consume a cup of tea, coffee, soup 
or a similar nourishing hot liquid.

• Reading Entrails: the priest gains the effects 
of the spell “Detect Poison and Disease.” The  
spell does not require concentration and the 
duration is 10 minutes. In addition, the priest gains 
+2 damage with melee piercing weapons for 1 
hour. Requirement: the priest must kill a Tiny or 
larger living creature and study its entrails. 

• Reading the Fire: a nearby fire source flares 
up in fireworks or produces smoke, as per the spell 
“Pyrotechnics” (see Elemental Evil Player’s 
Companion).  In addition, the priest gains 
resistance to fire damage for 1 hour. Requirement: 
the priest must be near an open flame. 

• Reading Dreams: the priest dreams of a 
strange creature, who may then appear, either in 
reality or as a phantasmal vision. Roll 4d100 and 
consult the Monster Manual; the priest dreams of 
the creature of the DM’s choice on that page. (On 
a roll of 4-11 or 351-400, the priest dreams of an 
ordinary humanoid whom they know or have seen 
in life, again of the DM’s choice.) The DM 
secretly rolls an additional 1d4; on a 1, the dream 
comes true and the creature appears later in that 
game session, either in reality or (at the DM’s 
discretion) as a Phantasmal Force spell affecting 
the priest. If the priest attempts to disbelieve the 
phantasm, they must make a Intelligence save 
against DC 20; if they fail the save they have 
disadvantage on all attack rolls and ability checks 
against the phantasm. The Phantasmal Force lasts 
for 1 minute. Requirement: immediately before 

casting the divination ritual, the priest must take a 
short or long rest.

Idol of Thunderbolts (Tempest)
Whenever the idol is subjected to lightning 
damage, it takes no damage and instead regains a 
number of hit points equal to the lightning damage 
dealt. While the priest and other worshippers are 
adjacent to or carrying the idol, they have 
resistance to lightning damage.

As an action, the priest can spend 1 boon to 
cast the spell “Witch Bolt.” The bolt must 
originate from the idol.

As an action, the priest can spend 3 boons to 
cast the spell “Lightning Bolt.” The bolt must 
originate from the idol.

Idol of Wind and Rain (Tempest) (continual)
At will, the priest can cause a shield of calm air to 
fill the idol’s aura. All wind and weather effects 
(including magical ones, unless caused by a deity) 
are blocked from the aura unless the priest wills it. 
The strongest winds and rains trickle harmlessly 
off the shield.

While the priest or other worshippers are 
adjacent to or carrying the idol, they have 
resistance to cold and thunder damage.

In addition, whenever the priest refreshes their 
spells, they may control the weather, as per the 
“Control Weather” spell with the following 
restrictions:

• each time the priest refreshes their spells, 
they can move one weather condition on the 
“Control Weather” tables and change its stage by 
one, up or down. They may also change the 
direction of the wind.

• the spell doesn’t require concentration.

Wrath of Artemis (Nature) (continual)
Creatures damaged by the idol’s Inviolate Aura 
must make a Wisdom saving throw against the 
priest’s spell save DC. If they fail the save, they 
are transformed into a natural animal of the 
priest’s choice. This is identical to the spell 
“Polymorph” with the following modifications:

• The duration is 1d10 minutes.
• If the damage from Inviolate Aura is enough 

to reduce the target to 0 hit points, the creature 
instead drops to 1 hit point and the polymorph 
duration is permament (until broken by a spell 
such as “Remove Curse” or “Dispel Magic”).

Idol of the Wilderness (Nature) (continual)
Animals of INT 4 or below (but not swarms) 
which enter the idol’s aura must make a Wisdom 



saving throw against the priest’s spell save DC or 
become charmed by the priest. If not given verbal 
commands by the priest, or if the priest is absent, 
the animals will ignore other worshippers, go to 
the idol and make obeisance before departing. 
After 1 hour, or if the animals leave the aura, the 
charmed condition gradually ends and the animals 
return to their natural behavior and depart. If 
attacked by the priest or worshippers, the charmed 
condition instantly ends and they return to their 
natural behavior and may attack.

Non-supernatural animals with INT 5 or higher 
instinctually recognize the idol for what it is but 
aren’t compelled to worship or obey the priest.

Necromantic Aura (Death) (bonus action)
The priest can spend 1 boon to raise any creature 
who died in the idol’s aura in the current combat 
as a zombie. The aura effect is identical to the spell 
“Animate Dead” with the following modifications:

• Both humanoid and animal zombies can be 
created.

• The zombie returns to death and becomes an 
ordinary corpse at the end of the combat.

Plague Idol (Death) (continual)
Creatures damaged by the idol’s Inviolate Aura 
must make a Constitution saving throw against the 
priest’s spell save DC. If they fail the save, they 
are poisoned for 1d6 rounds and infected with a 
disease of the priest’s choice. Use a disease from 
the DMG (pages 256-257) or invent one, such as 
one of the following:

• leprosy (skin goes numb, extremities 
gradually drop off)

• rotting disease
• boils and pustules
• mange: victim’s hair falls out and their skin 

develops scabs
• green moss grows over the victim’s body
• fungus grows from the victim’s nose, ears 

and mouth, spreading over the victim’s body
• victim weeps tears of blood, eventually 

developing into blindness
• intestinal worms; victim periodically vomits 

worms or pieces of worms
If the damage from Inviolate Aura is enough to 

reduce the target to 0 hit points, the creature 
instead drops to 1 hit point but the disease is 
incurable by normal means. Even “Lesser 
Restoration” will not cure this magical disease, 
which can only be cured by “Remove Curse” or 
another healing spell of 3rd level or higher.

Illusionary Idol (Trickery) (bonus action)

At will, the priest can make the idol look, sound 
and smell like a different discrete object (a rock, 
tree, pillar, treasure chest, piece of furniture, pile 
of coins, different idol, etc.) The illusionary object 
must be of the same size as the original idol. The 
idol may be disguised as a living creature, but it 
cannot move or speak (unless a power like 
“Awaken Idol” is used).

If an unbeliever touches the idol, they can 
attempt a Wisdom saving throw against the priest’s 
spell save DC. If they fail the save, the illusion has 
a tactile component as well (although the weight 
of the idol is unchanged, which may give away the 
ruse). If the make the save, they can feel the true 
shape of the idol underneath the illusion.

While this power is in effect, the idol’s 
Inviolate Aura ability is suppressed. The priest can 
drop the illusion at will as a bonus action. 
Creatures touching the idol when the illusion drops 
aren’t affected by Inviolate Aura.

Inscrutable Idol (Trickery)
Strange and inexplicable, but mostly harmless, 
effects follow the idol wherever it goes.

Whenever a priest casts a spell of 1st level or 
higher, or a priest or worshipper spends a boon, the 
DM can have you roll a d20. If you roll a 1, roll on 
the sorcerer’s Wild Magic Surge table (PHB page 
104). On a result of 99-100, instead of the result 
listed on the table, the idol comes to life a a living 
idol for 1d8 rounds under the control of the DM.

Blessing of Gilgamesh (Sea) (continual)
The priest and other worshippers can breathe 
underwater (as per the “Water Breathing” spell) 
while in the idol’s aura. In addition, all creatures 
and objects within the aura are immune to damage 
caused by the cold or pressure of the deep sea.

Idol of Navigation (Sea) (continual)
The idol automatically dispels all magical fog, 
smoke or magical darkness within its aura, as well 
as nonmagical fog or smoke within 5x its aura (i.e. 
25 feet for a Tiny idol, 50 feet for a Small idol, 
100 feet for a Medium idol, etc.).

In addition, the idol always indicates true 
north, either by turning or nodding in that 
direction, or by other means, such as the north side 
being warmer or colder than the others.

As an action, the priest can spend 1 boon to 
dispel any illusion or enchantment terrain effect 
(such as Hallucinatory Terrain, Maze, etc.)

As an action, the priest can spend 4 boons to 
cast the spell “Find the Path.”



The priest always knows the direction to the 
idol and its approximate location.

Sacred Hoard (Resplendent) (continual)
Any nonbelievers who touch the idol’s treasure are 
affected by Inviolate Aura as if they had touched 
the idol itself.

Beautiful Idol (Resplendent) (continual/action)
Humanoids, giants and fey who enter the idol’s 
aura are awed by the idol’s beauty. Such creatures 
must make a Wisdom saving throw against the 
priest’s spell save DC or become charmed until 
they leave the idol’s aura or until the priest or 
worshippers do anything harmful to it. The 
charmed creature regards the priest and the idol 
with awe and respect. When the charm ends, the 
creature may or may not realize they were 
charmed, at the DM’s discretion based on their 
personality and gullibility.

The priest can spend 1 boon to cast the 
“Suggestion” spell on any creature charmed by 
this effect.

Green Aura (Fertility) (action)
The priest can spend 1 boon to cause grass and 
weeds (of types native to the region) to burst from 
the earth in the idol’s aura. The grass clutches at 
all creatures who do not worship the idol, counting 
as difficult terrain for all creatures except the priest 
and worshippers. All plant-based spells the priest 
casts while within the aura have +1 to the priest’s 
spell attack modifier and spell save DC.

In addition, while the green aura is active, if 
preexisting trees or shrubs are within the grassy 
area, the priest can spend an action and 1-3 boons 
to bring those plants to life. This effect is identical 
to the “Awaken” spell except that the trees and 
shrubs return to normal at the end of the combat. 
For 1 boon, the priest can awaken a shrub or a 
similar plant of CR 1/4 or below. For 2 boons, the 
priest can awaken a tree or similar plant of CR 1 or 
below. For 3 boons, the priest can awaken a Huge 
tree of CR 2. The Monster Manual has statistics 
for awakened trees and shrubs.

When the combat is over the new plantlife 
remains but becomes nonmagical.

Blessing of Cybele (Fertility) (continual/action)
The idol produces a slow but steady trickle of 
manna, honey or milk from its eyes, breasts or 
other orifices. The idol can provide food or drink 
from a number of people per day depending on its 
size: Tiny (2 people), Small (4 people), Medium (8 
people), Large (16 people), Huge (32 people). 

In addition, while within 5 feet of the idol, the 
priest or other worshippers can spend 1 boon as a 
bonus action to cause the idol to produce 
especially rich milk; one boon’s worth, about a 
pint, causes the drinker to regain 1D8+4 hit points 
and removes the poisoned and paralyzed 
conditions. If taken out of the idol’s aura, the milk 
remains potable but loses its curative powers.

A creature who respectfully touches the idol to 
collect or drink its milk does not trigger the idol’s 
Inviolate Aura.

Idol of Shame (Mortifying) (continual)
Humanoids and giants (except the priest, but 
including worshippers) who enter the idol’s aura 
are stricken by an overwhelming sense of guilt and 
worthlessness. Such creatures must make a 
Wisdom saving throw against the priest’s spell 
save DC or become frightened while they remain 
in the aura and for 1d6 rounds afterward. When the 
effect ends, creatures realize it was magical, but 
may still involuntarily feel lingering shame and 
guilt for days afterward.

Unlike the usual effects of the frightened 
condition, creatures frightened by the Idol of 
Shame may approach the idol as long as they drop 
prone on the ground and crawl. They are unable to 
stand up while in the aura.

Martyr’s Aura (Mortifying) (reaction)
When damage from an enemy attack or spell 
reduces the priest or a worshipper to 0 hit points, 
they can spend 1 boon to make a Constitution 
saving throw against DC 5 + the amount of 
damage taken, unless the attack is a critical hit. On 
a success, they drop to 1 hit point instead.

Idol of Psalms (Praisehungry)
The idol magnifies the sound of worshippers’ 
prayers, turning them into a grand echoing chorus, 
drowning out all other noises. As long as the priest 
or other worshippers are praying or chanting, the 
sound carries twice as far as normal, and all 
creatures within the idol’s aura have disadvantage 
on Wisdom (Perception) checks involving hearing.

In addition, the range of all the priest’s spells 
that have a verbal component and do not require a 
ranged spell attack are doubled. 

As an action, the priest can spend 3 boons to 
cast “Silence” within the idol’s aura (the effect is 
actually not silence, but an overpowering aura of 
sound that completely drowns all other noises). 
When cast in this way, the priest is immune to the 
silencing effect (although they are still deafened) 



and can continue to use spells with verbal 
components. 

Voice of God: Eloquent (Praisehungry)
The idol is capable of speech. The priest mentally 
controls what it says, although in some cases it 
may speak without the priest’s command, at the 
DM’s discretion. When the idol speaks, all 
creatures of Intelligence 4 or greater can magically 
understand it, although the priest does not gain any 
ability to comprehend languages so they may not 
understand the listeners’ replies.

When displeased, the idol does not speak.
The idol’s voice is soft and pleasant, even 

musical. The priest gains proficiency in Deception 
and Persuasion, or if they already have proficiency, 
may double their proficiency bonus for any 
Charisma check involving Deception or 
Persuasion.

In addition, enchantment spells cast by the 
priest don’t require concentration.

Voice of God: Wrathful (Praisehungry)
The idol is capable of speech. The priest mentally 
controls what it says, although in some cases it 
may speak without the priest’s command, at the 
DM’s discretion. When the idol speaks, all 
creatures of Intelligence 4 or greater can magically 
understand it, although the priest does not gain any 
ability to comprehend languages so they may not 
understand the listeners’ replies. 

When displeased, the idol does not speak.
The idol’s voice is loud (twice as loud as as 

human voice) and booming. The priest gains 
proficiency in Intimidation, or if they already have 
proficiency, may double their proficiency bonus 
for any Charisma check involving Intimidation.

In addition, any creature who becomes 
frightened by the priest’s spells or idol powers 
while within the idol’s aura suffers damage as if 
they were struck by the idol’s Inviolate Aura.

Moth to the Flame (Bloodthirsty) (bonus action)
The priest can spend 1 boon to draw a creature 

towards the idol. The creature must be able to see 
the idol or hear the priest. The creature must make 
a Wisdom saving throw against the priest’s spell 
save DC, or they instantly move at their speed 
towards the idol by the shortest possible route, 
ending their move adjacent to the idol if possible.

Since this is a magical effect, it doesn’t cost an 
action for the creature.

Furnace of Baal (Bloodthirsty) (bonus action)

The idol is designed to receive burnt offerings. 
Whenever the idol is subjected to fire damage, it 
takes no damage and instead regains a number of 
hit points equal to the fire damage dealt.

In addition, the priest can spend 1 boon to 
cause the idol to glow red hot. The burning idol 
ignites flammable objects not being worn or 
carried, and sheds bright light in the idol’s aura 
and dim light for an additional distance equal to 
the idol’s aura. Damage varies by the idol’s size:

Tiny: Touching the idol causes 1d6 fire 
damage (in addition to Inviolate Aura damage).

Small: Any creature that ends its turn within 5 
feet of the idol must make a Dexterity saving 
throw against the priest’s spell save DC. The 
creature takes 2d6 fire damage on a failed save, or 
half as much damage on a successful one.

Medium: As a Small idol, but 3d6 damage.
Large: Any creature that ends its turn within 

10 feet of the idol must make a Dexterity saving 
throw. The creature takes 4d6 fire damage on a 
failed save, or half as much damage on a 
successful one.

Huge: As a Large idol, but 6d6 damage.
The priest is immune to damage from the 

idol’s flame.
Unlike other idols, you can use your idol as a 

weapon, or force enemies to touch it, without 
displeasing the idol. In addition, any creatures 
killed by the idol’s flame aura, even not adjacent to 
the idol, grant boons from the Bloodthirsty Aspect. 

Idol of Slaughter (Bloodthirsty) (bonus action)
The priest or other worshippers can spend 1 boon 
to take an additional attack action with +2 to hit.

Sacred Dance (Ecstatic) (bonus action)
The priest or other worshippers can spend 1 boon 
to add 10 feet to their movement and gain +2 AC 
against Opportunity Attacks. The effect lasts until 
the end of combat, or until the worshipper ends 
their turn outside the aura.

Each turn that the worshipper takes the Dash 
action, and ends their turn within the aura, they 
regain the spent boon.

Divine Frenzy (Ecstatic) (bonus action)
The priest or other worshippers can spend 1 boon 
to enter a rage. This rage is identical to the 
Barbarian class feature with the following 
modifications:

• Rage Damage +2
• The rage lasts for 1D6+1 rounds. Once the 

rage is over, the rager gains 1 level of Exhaustion, 
but may use another boon to rage again.  



Priest Spells (italics=new spells)

Cantrips (0 Level)
Guidance
Light
Mending
Resistance
Sacred Flame
Spare the Dying
Thaumaturgy
Dancing Lights
Minor Illusion
Chill Touch
Shocking Grasp
Poison Spray

1st Level
Bane
Bless
Command
Create or Destroy Water
Cure Wounds
Detect Evil and Good
Detect Magic
Detect Poison and Disease
Guiding Bolt
Healing Word
Inflict Wounds
Protection from Evil and Good
Purify Food and Drink
Sanctuary
Shield of Faith
Comprehend Languages
Mage Armor
Silent Image
Sleep
Unseen Servant
Repair Idol (new spell)
Touch of Fertility (new spell)

2nd Level
Aid
Augury
Blindness/Deafness
Calm Emotions
Continual Flame
Enhance Ability
Find Traps
Gentle Repose
Hold Person
Lesser Restoration
Locate Object
Prayer of Healing
Protection from Poison
Silence

Spiritual Weapon
Warding Bond
Zone of Truth
Nystul’s Magic Aura
Phantasmal Force
Levitate
Detect Thoughts
Enthrall
Ray of Enfeeblement
Shamash’s Floating Disk (new spell)
Fist of God (new spell)
Faith in the Soil (new spell)

3rd Level
Animate Dead
Beacon of Hope
Bestow Curse
Clairvoyance
Create Food and Water
Daylight
Dispel Magic
Feign Death
Glyph of Warding
Magic Circle
Mass Healing Word
Meld into Stone
Protection from Energy
Remove Curse
Revivify
Sending
Speak with Dead
Spirit Guardians
Tongues
Water Walk
Fear
Hypnotic Pattern
Major Image
Stinking Cloud
Heaven’s Thunder (new spell)

4th Level
Banishment
Control Water
Death Ward
Divination
Freedom of Movement
Guardian of Faith
Locate Creature
Stone Shape
Compulsion
Confusion

5th Level
Commune
Contagion



Dispel Evil and Good
Flame Strike
Geas
Greater Restoration
Hallow
Insect Plague
Legend Lore
Mass Cure Wounds
Planar Binding
Raise Dead
Scrying
Dream
Dominate Person
Seeming
Creation
Rary’s Telepathic Bond
Modify Memory

6th Level
Blade Barrier
Create Undead
Find the Path
Forbiddance
Harm
Heal
Heroes’ Feast
Planar Ally
True Seeing
Word of Recall
Eyebite
Mass Suggestion
Programmed Illusion

7th Level
Conjure Celestial
Divine Word
Etherealness
Fire Storm
Plane Shift
Regenerate
Resurrection
Symbol
Mirage Arcane

8th Level
Antimagic Field
Control Weather
Earthquake
Holy Aura
Feeblemind
Antipathy/Sympathy

9th Level
Astral Projection
Gate

Mass Heal
True Resurrection
Weird

NEW DOMAINS
Sea Domain Spells 
1st summon fish, seaworthy
3rd gust of wind, alter self
5th water breathing, tidal wave (see Elemental 
Evil Player’s Companion)
7th control water, wall of water (see Elemental 
Evil Player’s Companion)
9th conjure elemental (water and air elementals 
only), maelstrom (see Elemental Evil Player’s 
Companion)

Fertility Domain Spells
1st entangle, ensnaring strike
3rd kiss of passion, locate animals or plants
5th plant growth, speak with plants
7th conjure woodland beings, blight
9th commune with nature, awaken

PLAYER’S HANDBOOK DOMAINS
Knowledge Domain Spells
1st command, identify
3rd augury, suggestion
5th nondetection, speak with dead
7th arcane eye, confusion
9th legend lore, scrying

Life Domain Spells
1st bless, cure wounds
3rd lesser restoration, spiritual weapon
5th beacon of hope, revivify
7th death ward, guardian of faith
9th mass cure wounds, raise dead

Light Domain Spells
1st burning hands, faerie fire
3rd flaming sphere, scorching ray
5th daylight, fireball
7th guardian of faith, wall of fire
9th flame strike, scrying

Nature Domain Spells
1st animal friendship, speak with animals
3rd barkskin, spike growth
5th plant growth, wind wall
7th dominate beast, grasping vine
9th insect plague, tree stride

Tempest Domain Spells
1st fog cloud, thunderwave
3rd gust of wind, shatter



5th call lightning, sleet storm
7th control water, ice storm
9th destructive wave, insect plague

Trickery Domain Spells
1st charm person, disguise self
3rd mirror image, pass without trace
5th blink, dispel magic
7th dimension door, polymorph
9th dominate person, modify memory

War Domain Spells
1st divine favor, shield of faith
3rd magic weapon, spiritual weapon
5th crusader’s mantle, spirit guardians
7th freedom of movement, stoneskin
9th flame strike, hold monster

Death Domain Spells
1st false life, ray of sickness
3rd blindness/deafness, ray of enfeeblement
5th animate dead, vampiric touch
7th blight, death ward
9th antilife spell, cloudkill

NEW SPELLS
Faith in the Soil
2nd-level transmutation
Casting Time: 1 action
Range: 100 feet
Components: V, S, M (piece of wood or plantlife)
Duration: 1 hour
Requirement: The priest must use a wooden idol.
The priest’s wooden idol explosively sprouts deep 
roots, rooting itself firmly in the nearby earth. If 
the idol is being carried by a creature when the 
spell is cast, the creature must choose to drop the 
idol (as a free action) or take piercing damage 
equal to twice the idol’s Inviolate Aura damage 
(i.e. 2d8+4 for an idol owned by a priest of levels 
1-6, 4d8+8 for an idol owned by a priest of levels 
7-11, etc.)

The idol must be adjacent to a rock, earth 
or wooden floor to root itself. A rooted idol has all 
the normal functions of an idol but cannot be lifted 
or moved by creatures with a STR of less than 25. 
In addition, if the priest is using Idol Awareness, 
the priest/idol has tremorsense with a radius of 30’ 
or the idol’s aura, whichever is greater.

The roots vanish after 1 hour, or sooner if 
the priest wills the spell to end.

Fist of God
2nd-level evocation
Casting Time: 1 bonus action

Range: 100 feet
Components: V
Duration: Instantaneous
Your idol comes to life for an instant, striking 
twice at an adjacent target, or once each at two 
different adjacent targets. Make a melee attack 
with your idol as the point of origin, using the 
attack bonuses based on the idol’s size and 
material as listed in the “Living Idol” statistics in 
the back of the PDF. In addition, if a target takes 
damage from the attack equal to more than 1/2 
their current hit points, it falls prone.

Heaven's Thunder
3rd-level evocation
Casting Time: 1 action
Range: 200 feet
Components: V, S
Duration: Instantaneous
The heavens shake, the sky darkens, and bolts of 
lightning and thunder strike the arrogant but spare 
the humble. Each non-prone creature, including 
yourself, within a 30’ radius sphere centered on 
either you or your idol must make a Dexterity 
saving throw. A target takes 6d6 lightning and 
thunder damage on a failed save, or half as much 
damage on a successful one. In addition, if they 
fail their save, they fall prone.

At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, the damage 
increases by 1d6 for each slot above 3rd. 

Kiss of Passion
2nd-level enchantment
Casting Time: 1 action
Range: Touch
Components: S, M (a drop of perfume)
Duration: Concentration, up to 1 minute
You kiss a willing creature and exchange vital 
energy. You regain hit points equal to 2d8 + the 
target’s Charisma modifier. The target gains 
temporary hit points equal to 3d8 + your 
spellcasting ability modifier. In addition, for the 
duration of the spell, both you and the target do 
not suffer any effects from exhaustion levels 1-5.

At Higher Levels: When you cast this spell 
using a spell slot of 3rd level or higher, the healing 
and temporary hit points increases by 1d8 for each 
slot level above 1st.

Repair Idol
1st-level transmutation (ritual)
Casting Time: 10 minutes (Tiny idol), 30 minutes 
(Small idol), 2 hours (Medium idol), 4 hours 
(Large idol), 8 hours (Huge idol)



Range: touch
Components: V, S, M (see below)
Duration: Instantaneous
Through a long process of prayers, ablutions, and 
offerings, you repair a broken or damaged idol. A 
priest can only use this spell to repair an idol of 
their own religious pantheon. The idol need not be 
intact as long as at least a portion of it is present. 
When the ritual is complete, the idol regains all hit 
points (and any remaining missing portions of the 
idol become nonmagical and irrepairable).

The material component of the spell is an 
offering of fresh food and drink, or fresh blood, as 
the caster prefers. Food and drink must have a 
total value of 1 sp per hit point of the idol. Blood 
must be drained from a living subject, costing 1 hp 
per 8 hit points of the idol. Evil, Death and War 
deities generally don’t mind if the blood donor 
dies in the process.

Seaworthy
1st level transmutation
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (piece of cork)
Duration: Concentration, up to 1 hour
You cause a number of creatures or objects you 
can see within range to become buoyant, able to 
float on the surface of water or similar liquids. 
Even objects made of metal or stone will float. The 
affected creature or object stays on the surface 
even through the roughest seas, although not 
through water-based spells and magical effects. A 
critically damaged ship can carry its full weight 
and does not sink for the duration of the spell. The 
spell does not impede a creature’s ability to swim.

If you target creatures, you can affect up to 4 
Small, 2 Medium or 1 Large creatures. If you 
target objects, you can affect up to 500 pounds of 
weight, or a small boat no bigger than a rowboat.

At Higher Levels. If you cast this spell using a 
spell slot of 2nd level or higher, the amount of 
creatures or weight you can float increases 
exponentially, doubling with each spell level 
above 1. If you cast the spell on a boat, with a 2nd 
level slot you can float a keelboat (1/2 ton of 
cargo). With a 3rd level slot you can float a small 
sailing ship. With a 4th level slot, you can float a 
typical longship or large sailing ship (100 tons of 
cargo). With a 5th level slot, you can float a typical 
galley or warship (150-200 tons of cargo).

Shamash’s Floating Disk
2nd level conjuration (ritual)

This spell is identical to Tenser’s Floating Disk 
except that, as a priest spell, it is 2nd level.

Summon Fish
1st level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (pinch of salt)
Duration: Concentration, up to 1 hour
This spell must be cast near a large lake or river or 
the ocean. You summon fish or other marine life 
that appear in unoccupied underwater spaces at the 
edge of the range of the spell. Choose one of the 
following options for what appears:
• One giant octopus (CR 1)
• One swarm of quippers (CR 1)
• Two reef sharks (CR 1/2)
• 30 pounds of harmless local fish or turtles, 

enough to feed up to 10 humanoids for 24 hours
The fish are natural animals and do not disappear 
when the spell ends. If the fish have CRs, roll 
initiative for them as a group. The summoned fish 
are friendly to you and your companions, and will 
obey verbal commands that you issue to them (no 
action required by you), but they only understand 
extremely simple commands (“attack”, “go there,” 
etc.). If commanded, they will even beach 
themselves or allow themselves to be killed and 
eaten, although they cannot be used as sacrifices 
for a Bloodthirsty Idol of you or your allies. If you 
don’t issue any commands to them, or if you break 
concentration, they swim away (if harmless) or 
become unfriendly and attack the nearest prey (if 
they have a CR).

The DM has the fishes’ statistics. At the DM’s 
discretion, different dangerous fish native to the 
area may arrive in response to the summons, as 
long as their total CR is 1.

At Higher Levels. When you cast this spell 
using a spell slot of 2nd level or higher, more fish 
appear. If you summon harmless fish, twice as 
many appear with a 2nd level slot, three times as 
many with a 3rd level slot, and so on. If you 
summon dangerous fish, the total CR of the fish 
increases: CR 2 (a hunter shark, two giant octopi, 
four reef sharks, etc.) with a 2nd level slot, CR 3 
(a killer whale, six reef sharks, etc.), with a 3rd-
level slot, or CR 5 (a giant shark, ten reef sharks, 
etc.) with a 5th level slot.



LIVING IDOLS
A living idol’s alignment is the same as that of the 
God it represents.

Standard living idols have the priest’s senses, 
plus Darkvision 120 ft. If the idol is carved 
without eyes, it instead has Blindsight 30 ft.

Idols animated with “Awaken Idol” can’t speak 
unless the priest has one of the “Voice of God” 
idol powers. Idols animated with “Body of God” 
can speak even if the priest doesn’t have this 
power. All creatures of Intelligence 4 or greater 
can magically understand the speech of an idol 
animated with “Body of God,” and the priest/idol 
can understand all languages as if using the 
“Comprehend Languages” spell.

Damage dealt by a living idol is bludgeoning 
as well as the type of the idol’s Inviolate Aura. At 
the DM’s discretion, idols with built-in carved 
weapons may do slashing or piercing damage 
instead of bludgeoning.

Living Idol (Wooden)
Construct (alignment varies)
Armor Class: 15
Hit Points: see below
Speed: 30 ft
STR see below DEX 9 (-1) CON 20 (+5)
INT 5 (-3) WIS 11 (+0) CHA 10 (+0)

Damage Immunities: poison
Damage Vulnerability: fire
Immutable Form: The living idol is immune to 
any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Multiattack: The idol makes 2 slam attacks.

STR To Hit Damage Hit 
Points

Tiny 8 +3 1d6+1 8

Small 12 +4 1d10+2 16

Medium 16 +6 2d6+3 32

Large 20 +8 3d6+5 64

Huge 24 +10 3d8+7 128

Living Idol (Stone)
Construct (alignment varies)
Armor Class: 17
Hit Points: see below
Speed: 20 ft
STR see below DEX 9 (-1) CON 20 (+5)
INT 5 (-3) WIS 11 (+0) CHA 10 (+0)

Damage Immunities: poison
Damage Resistances: piercing and slashing 
from nonmagical weapons that aren’t 
adamantine
Immutable Form: The living idol is immune to 
any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Multiattack: The idol makes 2 slam attacks.

STR To Hit Damage Hit 
Points

Tiny 10 +3 1d8+1 16

Small 14 +5 1d12+2 32

Medium 18 +7 2d8+4 64

Large 22 +9 3d8+6 128

Huge 26 +11 3d10+8 256

Living Idol (Iron)
Construct (alignment varies)
Armor Class: 19 Hit Points: see below
Speed: 20 ft (30 feet if hollow)
STR see below DEX 9 (-1) CON 20 (+5)
INT 5 (-3) WIS 11 (+0) CHA 10 (+0)

Damage Immunities: poison
Damage Resistances: fire; bludgeoning, 
piercing and slashing from nonmagical weapons 
that aren’t adamantine
Rust Weakness: An iron idol has vulnerability 
to water-based damage or spells. A rust monster 
does 8d10 damage per attack to an iron idol.
Multiattack: The idol makes 2 slam attacks.
Immutable Form: The living idol is immune to 
any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Siege Monster: An iron idol does double 
damage to objects and structures.
Hollow Idol: A hollow idol has Speed 30 and 
1/2 the hit points of a normal living idol.

STR To Hit Damage Hit 
Points

Tiny 12 +4 1d8+2 32

Small 16 +6 1d12+3 64

Medium 20 +8 2d8+5 128

Large 24 +10 3d8+7 256

Huge 28 +12 4d10+8 512



Living Idol (Bronze)
Construct (alignment varies)
Armor Class: 18
Hit Points: see below
Speed: 20 ft (30 feet if hollow)
STR see below DEX 9 (-1) CON 20 (+5)
INT 5 (-3) WIS 11 (+0) CHA 10 (+0)
Damage Immunities: poison
Damage Resistances: fire, bludgeoning, piercing and 
slashing from nonmagical weapons that aren’t 
adamantine
Immutable Form: The living idol is immune to any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Multiattack: The idol makes 2 slam attacks.
Siege Monster: A bronze idol does double damage to objects and structures.
Hollow Idol: A hollow idol has Speed 30 and 1/2 the hit points of a normal living idol.

Living Idol (Silver)
Construct (alignment varies)
Armor Class: 17
Hit Points: see below
Speed: 20 ft (30 ft if hollow)
STR see below DEX 9 (-1) CON 20 (+5)
INT 7 (-2) WIS 11 (+0) CHA 12 (+1)

Damage Immunities: poison
Damage Resistances: necrotic, radiant; 
bludgeoning, piercing and slashing from 
nonmagical weapons that aren’t adamantine
Immutable Form: The living idol is immune to 
any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Multiattack: The idol makes 2 slam attacks.
Hollow Idol: A hollow idol has Speed 30 and 
1/2 the hit points of a normal living idol.
Special: A silver idol grants a +1 bonus to the 
priest’s spell attack modifier and spell save DC 
on all illusion and enchantment spells.

Living Idol (Gold)
Construct (alignment varies)
Armor Class: 16
Hit Points: see below
Speed: 20 ft (30 ft if hollow)
STR see below DEX 9 (-1) CON 20 (+5)
INT 7 (-2) WIS 11 (+0) CHA 14 (+2)

Damage Immunities: poison, radiant
Damage Resistances: necrotic; bludgeoning, 
piercing and slashing from nonmagical weapons 
that aren’t adamantine
Immutable Form: The living idol is immune to 
any spell or effect that would alter its form.
Magic Weapons: The idol’s attacks are magical.
Multiattack: The idol makes 2 slam attacks.
Hollow Idol: A hollow idol has Speed 30 and 
1/2 the hit points of a normal living idol.
Special: A golden idol grants a +1 bonus to the 
priest’s spell attack modifier and spell save DC 
on all conjuration and evocation spells.

STR To Hit Damage Hit 
Points

Tiny 10 +3 1d8+1 16

Small 14 +5 1d12+2 32

Medium 18 +7 2d8+4 64

Large 22 +9 3d8+6 128

Huge 26 +11 3d10+8 256

STR To Hit Damage Hit 
Points

Tiny 12 +3 1d8+1 16

Small 14 +5 1d12+2 32

Medium 18 +7 2d8+4 64

Large 22 +9 3d8+6 128

Huge 26 +11 3d10+8 256

STR To Hit Damage Hit 
Points

Tiny 12 +4 1d8+2 24

Small 14 +5 1d12+2 48

Medium 18 +7 2d6+4 96

Large 22 +9 3d8+5 192

Huge 26 +11 3d8+8 384


