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Dormant Awakened

Divine Firestorm
Set Items
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Divine Firestorm Helmet
Wondrous item, rare (requires attunement by a
cleric or paladin)

This ornate half-plate helmet is embossed with
intricate designs that suggest a dormant power
within. When worn, the helmet's eye slits glow
faintly, and it feels unusually light on the head.

While wearing this helmet, you gain a +1 bonus to
AC.

When you cast a spell of 1st level or higher that
deals radiant damage, you invoke the helmet's latent
power. For the duration of the spell, you may add an
additional amount of fire damage to one radiant
damage roll of the spell. The additional fire damage
equals your proficiency bonus.
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Divine Firestorm Armor
Armor (half plate), legendary (requires
attunement by a cleric or paladin)

this armor is inscribed with sacred glyphs that
glow with a soft radiance. Its metal plates are
supernaturally resilient, offering divine protection
to those who serve the higher powers.

Whenever you use a spell or ability to restore hit
points to a creature other than yourself, your AC
increases by 2 until the start of your next turn.

When you deal radiant damage with a spell, you can
reroll one of the spell’'s damage dice. When you do
so, you add fire damage equal to your Charisma
modifier plus your Wisdom modifier to the damage
roll. You must use the new dice roll.
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2-Set Bonus

Dormant State. While wearing the full set in its
dormant state, you gain the ability to cast scorching
ray as a cantrip. When cast in this way, scorching
ray deals 1d6 radiant damage and 1d6 fire damage
on a hit, instead of its normal 2d6 fire damage. This
version of scorching ray cannot be cast at higher
levels.

Awakened State. When the set is in its awakened
state, the cantrip version of scorching ray you cast
is equivalent to the spell being cast using a 3rd-
level spell slot. Additionally, creatures hit by the
rays shed bright light in a 10-foot radius and dim
light for an additional 10 feet. This illumination
makes it difficult for affected creatures to gain the
benefits of being invisible or hidden. The light
persists until the end of your next turn.

Optional Evolution Stage. Upon defeating a
powerful servant of a fire deity while the set is in
its dormant state.




