




Gastronomy Domain
Clerics of the Gastronomy domain might follow different

gods, although followers of Caoimhin, Estanna and Hestia

are the more prevalent, but they all share the belief that the

world would be a better place if more people sat down and

shared a good meal together.

Traveling far and wide not only in search of culinaric bits of

knowledge to elevate their cooking, but also to spread the joy

and possibilites of good eating, it is not uncommon to meet

upon one of them in a backwater village, tasting local

specialities that most would politely label as "an acquired

taste".

Gastronomy Domain Spells
Cleric Level Spells

1st create or destroy water, purify food and drink

3rd heat metal, locate animals and plants

5th create food and water, Leomund's tiny hut

7th fabricate, Leomund's secret chest

9th animate objects, creation

Kitchen Savant
When you choose this domain at 1st level, you gain

proficiency with cook's utensils (including as weapons, stats

depending on most similar simple weapon), herbalism kits,

and heavy armor.

Additionally, whenever you make an ability check related to

food and drink, you add double your proficiency bonus to the

check, instead of your normal proficiency bonus.

You also learn the prestidigitation cantrip if you don't

already know it.

Feast for the Weary and Worthy
Starting at 2nd level, you can use your Channel Divinity to

imbue the food you prepare with divine properties.

As an action, you present your holy symbol and pray for a

blessing of the meal you are about to prepare. The blessing

speeds up the process, so you only need 10 minutes to make

a meal for a number of people up to or equal to your Wisdom

modifier, provided you have suitable food, cook’s utensils, and

other supplies on hand. At the end of the meal, each creature

who partook in it regains hit points equal to two times your

cleric level, and has advantage on death saving throws for 2

hours.

Culinary Magic
At 6th level, you can use your Channel Divinity to imbue food

with magic of your own. As an action, you can cast a cleric

spell of 5th level or lower you have prepared, targeting one

item of food with it. The spell is then stored in the item of

food until eaten, but only until you take a short or long rest.

When a creature eats the item of food, the spell is released,

targeting only the creature that consumed it. If the spell

requires concentration, the creature can, by focusing on the

lingering flavor, maintain concentration as normal. If it

doesn't, the spell ends at the start of the creature's next turn.

Divine Strike
At 8th level, you gain the ability to infuse your weapon strikes

with divine energy. Once on each of your turns when you hit a

creature with a weapon attack, you can cause the attack to

deal an extra 1d8 fire or radiant damage to the target. When

you reach 14th level, the extra damage increases to 2d8.

Food to Live For
Starting at 17th level, your mastery of the gastronomic art

has reached a level where simply eating your food puts a

spring in people's steps. After eating a meal you prepared

while being within 30 feet of you, a creature has its

movement speed increased by 10 feet, treats its exhaustion

level as it was one lower, and has advantage on initiative

checks. This effect lasts for three hours, and a creature can’t

benefit from it again until it finishes a long rest.

Credits
Created by redditor Groggen2.
Template provided by The Homebrewery
Art by Nord-Sol
This is version 1.1 (2017-01-31)

https://www.reddit.com/user/groggen2
http://homebrewery.naturalcrit.com/
https://no.pinterest.com/pin/454371049890802584/















	page
	cleric homebrew
	dark
	Gastronomy domain
	madness cleric v0-2
	technology cleric v0-2


