
School of Theology

A
lthough they may be rare, not all those who

worship the gods do so through faith alone. And

though the idea might seem equally strange, not

all those who study magic do so to selfishly

unlock the secrets of the universe for

themselves. A very few wizards, trained

academically in the ways of magic, choose to

follow the commandments of gods rather than their own

mortal whims. These scholars apply what they know of the

basic construction of reality to better understand the

workings of the divine, harnessing holy magic as easily as the

arcane.

Sometimes, these scholars are looked down upon by their

wizardly peers, who see divine magic as playing serving boy

to archaic and bothersome deities. Other times, the priests

and clerics of the gods these scholars worship and study are

the source of contention, as they argue that true faith cannot

be found through academics, only through prayer. But those

who are strong enough find these criticisms weak and

meaningless in the face of the discoveries that await them.

For those wizards of the School of Theology, no expression

of faith can ever match the sincerity of their desire to learn of

their god’s power and splendor. A cleric may pray nightly, and

a paladin may uphold their oaths with an iron will, but neither

will ever truly understand the teachings and nature of their

deities so well as the scholar.

Sacred Scholar
At 2nd level, you begin your study into the magic of the divine.

Whenever you can learn a wizard spell, you can choose from

the cleric spell list as well as the wizard spell list. You learn

and cast divine magic in the same way as normal wizard

spells. To learn a cleric spell, you add it to your spellbook. To

then cast the spell, you must prepare it during a long rest

alongside your other spells, with the same limit on number of

spells prepared as normal.

Additionally, you may copy cleric spells from spell scrolls into

your spellbook, as with wizard spells. You may also learn

cleric spells by reading divine texts, with results determined

by your DM.

When you reach 18th level and gain the Spell Mastery

feature, the spells you choose must come from the wizard

spell list. You may still choose a spell you learned through

study of divine magic, but the spell must also found on the

wizard spell list. When you reach 20th level, the spell you

choose as your Signature Spell may be any 3rd level spell you

know.

Heavenly Domain
Beginning at 2nd level, you focus your study in one of the

cleric domains. Choose a single Domain that reflects your

god’s powers in some way. Thus, if you are a worshiper of

Thor you might select either the Tempest Domain or the War

Domain, reflecting Thor’s powers as a god of thunder and a

god of battle.

At 2nd level, you gain the 1st level features of your Domain.

Additionally, you learn the Domain Spells of your chosen

Domain at the levels listed.

Divine Recovery
Beginning at 6th level, you can pray to your god for power.

Whenever you use your Arcane Recovery feature, you may

ask your god to recharge expended Channel Divinity uses in

the same manner that you regain expended spell slots.

Regaining one use of Channel Divinity counts as regaining 3

levels of spell slots, while regaining a second use counts as

regaining 4 levels of spell slots. You subtract these levels from

the total number of spell slot levels you can recover from

Arcane Recovery. This resets after a long rest.



Student of Words
At 6th level, you have reached a pivotal point in your

academic career. Your studies have made you an esteemed

scholar of your god, well-respected for the sheer breadth of

your knowledge of the divine. You learn either Abyssal,

Celestial, or Infernal, depending on your god. You also gain

any Channel Divinity option offered by your Domain at 6th

level, as well as one of the following Channel Divinity options.

If your Domain does not give a Channel Divinity option at 6th

level, you instead gain both of those listed below. You may

now use your Channel Divinity twice per long rest.

Channel Divinity: Scholar's Wish
As an action, you present your holy symbol or spellbook (your

choice) and ask for divine inspiration. For 1 minute,

whenever you roll a 9 or lower on an Intelligence or Wisdom

skill check with which you are proficient, you change that roll

to a 10 instead.

Channel Divinity: Prayer of Recovery
As an action, you present your holy symbol and spellbook and

ask for divine energy. You immediately regain a single

expended spell slot, up to 3rd level. You then subtract the

number of spell slot levels regained from your Arcane

Recovery feature, which lasts until you complete a long rest.

Priestly Honors
Starting at 10th level, your connection to your god is strong

enough that you can be considered a priest of their faith. You

may now use magic items restricted to the cleric class, as

long as you meet any other requirements for them. You may

only be attuned to a single cleric item at a time.

Additionally, you gain proficiency in the Religion skill. If you

are already proficient, you instead add your proficiency

modifier twice on any Religion checks. You are also treated as

a priest by most clerical and paladin orders, though some

might view you with disdain due to your wizardly origins and

practices.

Priestly Disapproval
In many ways, wizards of the School of Theology
are some of the most devout and sincere
worshippers any god will ever have. Their desire is
strictly to learn more about their deity, so they can
better embrace their teachings.

However, many clerics and paladins, as well as
others of more "traditional" faith, see them as
outsiders. Wizards are all power-mad and
egotistical, so surely one who professes faith must
have none in reality. This is the way of their
thoughts, and it is with similar ideas in mind that
many of the faithful look down on wizards,
regardless of their devotion.

When playing a wizard of the School of
Theology, ask yourself what effect this disdain
might have had on your character's development.
The way others react to their choice of practice
might have had a lasting effect on them, or they
might be of strong enough convictions that no
disapproval in the world will dissuade them from
their beliefs.

Radiant Infusion
At 14th level, your mastery of the divine allows you to imbue

your wizard spells with a spark of heavenly power. Whenever

you cast a spell from the wizard spell list, you can expend a

higher level spell slot than usual to cause one of the following

effects.

Wrathful. When you cast a damaging spell of 3rd level or

lower, you can increase the spell slot used to cast the spell by

two. The spell now deals half of its damage (rounded down)

as radiant damage. This only affects the initial damage dealt

by the spell, and a spell which deals damage as separate

attacks (such as magic missile or scorching ray) deals radiant

damage for half of the attacks (rounded down).

Blessed. When you cast a spell of 3rd level or lower on

yourself or another friendly target, you can increase the spell

slot used to cast the spell by one. The spell now also heals the

target for 1d8 per level of the spell slot. Any excess hit points

from this healing are added as temporary hit points that last

for the duration of the spell.

Damning. When you cast a nondamaging spell of 3rd level

or lower on a hostile creature, you can increase the spell slot

used to cast the spell by two. The target or targets have

disadvantage on the first saving throw against that spell.

You may use this feature up to three times per long rest.
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