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Ranger
The rangers are warriors who have forged a connection to the divine
essence of nature. In the Majestic Fantasy Realms, warriors who forge
this type of connection are found either as tribal hunters working closely
with the tribe’s shaman. Or as Rangers who are part of the Trehaen a
vast organization dedicated to protecting the free peoples of the Majestic
Realms and maintaining harmony between them.

1st Level

As a ranger you gain 1d10 HP/Level as well as max hit points at first
level.

Proficiencies

Your training as a ranger has taught you how to fight in and maintain
different kinds of armor. You gain proficiency in light armor, medium
armor, and shields.

Hours of sparring have trained you to use weapons of war. You have
proficiency in simple weapons and martial weapons.

Your training in the wilderness has given you proficiency in saving
throws involving Strength, and Dexterity.

Patient study of the natural world has taught you several skills. You gain
proficiency in three skills from the following: Animal Handling, Athletics,
Insight, Investigation, Nature, Perception, Stealth, and Survival.

Favored Enemy (1st

Your mentor has guided you to learn how to track, hunt, and talk to an
enemy of the free peoples. Choose a type of favored enemy: aberrations,
beasts, celestials, constructs, dragons, elementals, fey, fiends, giants,
monstrosities, oozes, plants, or undead. Alternatively, you can select two
races of humanoid (such as gnolls and orcs) as favored enemies.

You have advantage on Wisdom (Survival) checks to track your favored
enemies, as well as on Intelligence checks to recall information about
them.

When you gain this feature, you also learn one language of your choice
that is spoken by your favored enemies, if they speak one at all.




Natural Explorer (1st

Your mentor’s training has taught you to be particularly familiar with

one type of natural environment. You are adept at traveling and surviving

in such regions. Choose one type of terrain from the following list: arctic,

coast, desert, forest, grassland, mountain, or swamp.

When you make an Intelligence or Wisdom check related to your favored

terrain, your proficiency bonus is doubled if you are using a skill that

you're proficient in.

While traveling for an hour or more in your favored terrain, you gain the

following benefits:

e Difficult terrain doesn't slow your group's travel.

e Your group can't become lost except by magical means.

e Even when you are engaged in another activity while traveling (such
as foraging, navigating, or tracking), you remain alert to danger.

e Ifyou are traveling alone, you can move stealthily at a normal pace.

e When you forage, you find twice as much food as you normally
would.

e While tracking other creatures, you also learn their exact number,
their sizes, and how long ago they passed through the area

2nd ]Jevel

Your first adventures have honed your skill in a fighting style. You can

pick one Fighting Style from below.

e Archery, You gain a +2 bonus to attack rolls you make with ranged
weapons.

e Defense, While you are wearing armor, you gain a +1 bonus to AC.

¢ Dueling, When you are wielding a melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls with that weapon.

e Two-Weapon Fighting, When you engage in two-weapon fighting, you
can add your ability modifier to the damage of the second attack.

Druidic Spell Casting

You have received training from druids and learned how to connect to
the divine essence of the natural world. You can now cast spells shaped
by your will.

The training you receive allows you to learn complex spell forms you can
use to cast spells. You learn two spells from the Ranger spell list. As you
level you learn additional spells as shown on the spell table.

You can focus the divine essence of nature into your spell forms you
learned to cast a spell. You can do this twice a day between long rests. As
you level you can focus on more spells along with higher-level spells as
shown on the spell table.

Your understanding of nature’s divine essence causes your Spell DC to
be equal to 8 + your proficiency bonus + your Wisdom modifier.

Your understanding of nature’s divine essence causes your Spell attack
modifier to be equal to your proficiency bonus + your Wisdom modifier.
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3 Level
Your mentor begins teaching you his secrets. Choose a ranger archetype.
You learn the archetype’s first feature.

Primeval Awareness

Your experience in the wilderness has allowed you to develop a primeval
awareness of the surrounding region. You can use your action and
expend on ranger spell slot to focus on an area 1 mile around you. Or 6
miles if you are in one of your favored terrains.

For 1 minute per level of the spell slot you expended, you can sense if the
following are in the region: aberrations, celestials, dragons, elementals,
fey, fiends, and undead. You don’t know their precise location or
number.

4th Level

Ability Score Improvement

Continued training allows you to increase one score by 2, or two scores
by 1. No ability scores can be raised above 20. As an option allowed by
your referee. You may take a feat instead. This will occur again at higher
levels.

5th Level

You have developed lightning-fast reflexes with your weapon. You can
attack twice, instead of once, whenever you take the Attack action on
your turn.

6th Level

Natural Explorer (2nd

Your journeys have taught you to be particularly familiar with another
type of natural environment. Choose one additional type of terrain from
the following list: arctic, coast, desert, forest, grassland, mountain, or
swamp.

Favored Enemy (2nd

Your wanderings have allowed you to become experienced with another
enemy of the free peoples. Choose an additional type of favored enemy:
aberrations, beasts, celestials, constructs, dragons, elementals, fey,
fiends, giants, monstrosities, oozes, plants, or undead. Alternatively, you
can select two races of humanoid (such as gnolls and orcs) as favored
enemies.

7th Level

Ranger Archetype Feature (2nd
You learn more secrets about your chosen path. You learn your Ranger
archetype’s second feature.




8th Level

Ability Score Improvement

Continued training allows you to increase one score by 2, or two scores
by 1. No ability scores can be raised above 20. As an option allowed by
your referee. You may take a feat instead. This will occur again at higher
levels.

Land’s Stride

Your skill at traveling has been honed to its peak. Moving through
nonmagical difficult terrain costs you no extra movement. You can also
pass through nonmagical plants without being slowed by them and
without taking damage from them if they have thorns, spines, or a
similar hazard.

In addition, you have advantage on saving throws against plants that are
magically created or manipulated to impede movement, such as those
created by the entangle spell.

10tk Level

Natural Explorer (3rd

Your wide-ranging journeys have allowed you to become particularly
familiar with another type of natural environment. Choose one additional
type of terrain from the following list: arctic, coast, desert, forest,
grassland, mountain, or swamp.

11tk Level

Ranger Archetype Feature (34

You developed a deeper understanding of the path you have chosen. You
learn your Ranger archetype’s third feature.

12th Level

Ability Score Improvement

Continued training allows you to increase one score by 2, or two scores
by 1. No ability scores can be raised above 20. As an option allowed by
your referee. You may take a feat instead. This will occur again at higher
levels.

14tk Level

Favored Enemy (3¢

Your sacrifices in defending the free peoples have allowed you become
familiar with another one of their enemies. Choose an additional type of
favored enemy: aberrations, beasts, celestials, constructs, dragons,
elementals, fey, fiends, giants, monstrosities, oozes, plants, or undead.
Alternatively, you can select two races of humanoid (such as gnolls and
orcs) as favored enemies.




You learn to quickly take cover to remain hidden from your enemies. As a
bonus action you can use the Hide action on your turn. Also, you can’t
be tracked by non-magical means unless you choose to leave a trail.

15tk Level

Ranger Archetype Feature (4th
You have completed understanding the path you have chosen. You learn
your Ranger archetype’s fourth and final feature.

16th Level

Ability Score Improvement

Continued training allows you to increase one score by 2, or two scores
by 1. No ability scores can be raised above 20. As an option allowed by
your referee. You may take a feat instead. This will occur again at higher
levels.

18th Level

Feral Senses

You gain preternatural senses that allow you to fight creatures that you
can’t see. You no longer have disadvantage on attacks against creatures
you can’t see.

Through subtle signs and shifts in the air, you also aware of the location
of any invisible creature within 30 feet of you. Provided that the creature
isn’t hidden behind cover or you are not blinded or deafened.

19th Level

Ability Score Improvement

Continued training allows you to increase one score by 2, or two scores
by 1. No ability scores can be raised above 20. As an option allowed by
your referee. You may take a feat instead. This will occur again at higher
levels.

20th Level

Foe Slayer

Your skill at hunting the enemies of the free people is unparalleled. Once
on each of your turns, you can add your Wisdom modifier to the attack
roll or the damage roll you make against one of your favored enemies.
You can choose to use this feature before or after the roll, but before any
effects of the roll are applied.




Starting Equipment
You start with the following equipment, in addition to the equipment
granted by your background:

(a) scale mail or (b) leather armor

(a) two shortswords or (b) two simple melee weapons
(a) a dungeoneer's pack or (b) an explorer's pack

A longbow and a quiver of 20 arrows

Explorer’s Pack

A backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations,
and a waterskin. Fifty feet of hempen rope strapped to the side of the
backpack.

Dungeoneer’s Pack

A backpack, a crowbar, a hammer, 10 pitons, 10 torches, a tinderbox, 10
days of rations, and a waterskin. Fifty feet of hempen rope strapped to the
side of the backpack.
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Archetypes

Tribal Hunter

You work closely with your shaman to defend your tribe. From the
shaman you learn how to forge a connection to the divine essence of the
land. You have learned to use this connection to train in specialized
techniques for fighting threats to the tribe, from rampaging ogres, hordes
of orcs, towering giants, and terrifying dragons.

You learn how to be fast with your spear. When wielding a spear,
quarterstaff, or a weapon with the reach property you can use your
reaction to attack an enemy that enters your reach.

You learned a mediation from your tribe’s shaman that can send you into
a frenzy against your foes. You do this a number of times equal to half of
your wisdom modifier (round down, minimum of 1) between long rests.

A rage lasts for 1 minute or 10 melee rounds. It ends early if you are
knocked unconscious or if your turn ends and you haven't attacked a
hostile creature since your last turn or taken damage since then. You
can end your rage on your turn as a bonus action.

While in a rage, you have advantage on Strength checks and Strength
saving throws.

While in a rage, when you make a melee weapon attack using Strength,
you gain a bonus to the damage roll equal to your proficiency bonus.
While in a rage, you have resistance to bludgeoning, piercing, and
slashing damage.

You have continued to develop lightning-fast reflexes with your weapon.
You can attack three times now, instead of twice, whenever you take the
Attack action on your turn.

In addition, if you are wielding a spear, quarterstaff, or a weapon with
the reach property, you can make a single attack with your bonus action.

Foe Slayer (15th)

You learned how to kill your foes with a single blow. When you
successfully hit with a melee or ranged weapon attack against one of
your favored enemies. Your target must make a Constitution saving
throw versus a DC equal to 8 + strength modifier + your proficiency
bonus. If it was a ranged weapon attack then use your dexterity modifier.
If the target fails their saving throw, they drop to O hit points and begin
dying. As an option you can opt to only render them unconscious and
stabilized at O hit points. If the target succeeds then they suffer an
additional 4d12 damage.




The Trehaen

The Trehaen are an ancient order of allied races led by the Elves and
dedicated to the defense of the free people and maintain harmony
between the races. The Trehaen divine patron is Silvanus the god of
forests and dreams.

The Rangers are the Trehaen in action. They provide the Trehaen with
their eyes, arms, and shields. Very secretive they are present thought
the Majestic Realms even in areas where the Trehaen are not present or
prosecuted.

The Rangers are trained in one of three paths forming three archetypes:
Warriors of the Moon, Hunters of the Trees, Runners of the Waters.

The Warriors of the Moon

These Rangers are most common and honor Artemis the Mistress of the
Hunt. They are the strike force of the Trehaen. When a menace has to
be taken out or a place protected the Warriors of the Moon are the ones
to do it.

Warrior’s Prey (3rd

At 3rd level, you learn a specific technique that is useful against those
who try to destroy the free peoples. Choose one of the following
techniques:

Colossus Slayer. Your tenacity can wear down the most potent foes.
When you hit a creature with a weapon attack, the creature takes an
extra 1d8 damage if it's below its hit point maximum. You can deal this
extra damage only once per turn.

Giant Killer. When a Large or larger creature within 5 feet of you hits or
misses you with an attack, you can use your reaction to attack that
creature immediately after its attack, provided that you can see the
creature.

Horde Breaker. Once on each of your turns when you make a weapon
attack, you can make another attack with the same weapon against a
different creature that is within 5 feet of the original target and within
range of your weapon.
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Defensive Tactics (7th

At 7th level, your experience at fighting the enemies of the free peoples
also allowed you to hone your ability to defend yourself. Pick one of the
following defensive techniques to learn.

Escape the Horde. Opportunity attacks against you are made with
disadvantage.

Multiattack Defense. When a creature hits you with an attack, you gain
a +4 bonus to AC against all subsequent attacks made by that creature
for the rest of the turn.

Steel Will. You have advantage on saving throws against being
frightened.

Multiattack (11th

At 11th level, you are now sent out to fight threats who numbers are
legion. You learn a fighting technique that aids you from being
overwhelmed by your enemies’ numbers. Choose one of the following
techniques.

Volley. You can use your action to make a ranged attack against any
number of creatures within 10 feet of a point you can see within your
weapon's range. You must have ammunition for each target, as normal,
and you make a separate attack roll for each target.

Whirlwind Attack. You can use your action to make a melee attack
against any number of creatures within 5 feet of you, with a separate
attack roll for each target.

Superior Warrior’s Defense (15th

Your ability to defend yourself has reached its peak. You can learn one of
the following defensive techniques.

Evasion. When you are subjected to an effect, such as a red dragon's
fiery breath or a lightning bolt spell, that allows you to make a Dexterity
saving throw to take only half damage, you instead take no damage if
you succeed on the saving throw, and only half damage if you fail.

Stand Against the Tide. When a hostile creature misses you with a
melee attack, you can use your reaction to force that creature to repeat
the same attack against another creature (other than itself) of your
choice.

Uncanny Dodge. When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack's damage against
you.
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The Hunters of the Trees

The Hunters honor Herne the Hunter. While the Warriors of the Moon
wander from place to place going as needed. The Hunters associate with
a specific grove, aiding the Trehaen in serving his community.

A Hunter’s Skill (3rd

Your mentor taught you the most important skills for hunting. You gain
expertise in three skills. Your proficiency bonus is doubled for
Perception, Stealth, and Survival.

In addition, your mentor has taught you the specific weakness of the
enemies of the free peoples. you gain +1d4 damage to your ranged or
melee weapon attacks against your favored enemy.

Knowing the Enemy (7th

Your experience at hunting has given your expertise in knowledge about
the enemies you hunt. You gain expertise in tracking down your enemies
as well as their lore. You gain double your proficiency bonus when
making Wisdom (Survival) checks to track your enemies as well as on
Intelligence checks to recall information about them.

You also learn more about those who prey on the free peoples. Choose an
additional type of favored enemy: aberrations, beasts, celestials,
constructs, dragons, elementals, fey, fiends, giants, monstrosities, oozes,
plants, or undead. Alternatively, you can select two races of humanoid
(such as gnolls and orcs) as favored enemies. If your choice can speak a
language you also learn their language.

Knowing their Weakness Improvement (7th

Through hard battles, you learn more about the specific weaknesses of
your enemies. you gain +1d6 damage to your ranged or melee weapon
attacks against your favored enemy.

A Hunter’s Prowess (11th)

You have continued to develop lightning-fast reflexes with your weapon.
You can attack three times now, instead of twice, whenever you take the
Attack action on your turn.

Enemies Multiply (11th

You have fought numerous enemies of the free people. Choose an
additional type of favored enemy: aberrations, beasts, celestials,
constructs, dragons, elementals, fey, fiends, giants, monstrosities, oozes,
plants, or undead. Alternatively, you can select two races of humanoid
(such as gnolls and orcs) as favored enemies. If your choice can speak a
language you also learn their language.

Knowing their Weakness Improvement (11th

You have learned even more about the weaknesses of your enemies. you
gain +1d8 damage to your ranged or melee weapon attacks against your
favored enemy.
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Mastering the Enemy (15th

You have learned all there is known about the weaknesses of your
enemies. you gain +1d12 damage to your ranged or melee weapon
attacks against your favored enemy. Also, your critical threat range is
now 19 or 20 when fighting your favored enemy.

Finally, you can choose an additional type of favored enemy: aberrations,
beasts, celestials, constructs, dragons, elementals, fey, fiends, giants,
monstrosities, oozes, plants, or undead. Alternatively, you can select two
races of humanoid (such as gnolls and orcs) as favored enemies. If your
choice can speak a language you also learn their language.
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The Runners of the Waters

These Rangers primarily honor Mannan, Lord of the Waters. They train
greatly in the arts of stealth and tracking. It said that a Runner can
track a man even in water. The Runners are mainly solitary in nature
and specialize in scouting and finding information. It is also said the
best Runners can even walk on water for days without his or her feet
touching the earth.

Eluding Foes (3

You learn from your mentor how to be quick and agile on the battlefield.
Any attack of opportunity against you is at a disadvantage and you can
perform dash, dodge, or hide as a bonus action.

Whispers of the World (7t»

You are able to use your connection to nature’s divine essence to learn of
any nearby danger. You can use Commune with Nature a number of
times equal to your Wisdom modifier between long rests.

The Hidden Ways (11t

At 11th level, the Trehaen has taught you the hidden pathways of the
natural world. As a bonus action, you can touch a natural object and
then exit out of another natural object like a rock or tree to an
unoccupied space within 30 feet.

If within the bounds of an attuned taigh (see Druid, Circle of the
Trehaen), as a bonus action, you can teleport and exit out of any natural
object within the taigh’s bounds. This is similar to the transport via plant
spell but usable with any natural feature. The ranger can do this once
between long rests.

Supreme Sneak (11th)

At 11th level, you learn how to sneak past even the most observant of
enemies if you move slowly. You gain advantage on all Dexterity (Stealth)
checks if you move less than half your move in a turn.

Nature’s Cloak (15th

Your connection with the divine essence of nature now extends beyond
you. You can open the hidden pathways to your allies and while traveling
allow those near you to remain hidden. You can use an action,
Dimension Door in a natural setting including caves. You can do this
once between short rests. In addition, you and any ally within 30 feet of
you is subject to the effects of a Pass without Trace spell.
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