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Ranger, you can get the following class features. Result points to Result Tice: 1d10 per ranger level Score points 1st Level: 10 + your constitution modifier Score points at higher levels: 1d10 (or 6) + your constitution modifier on ranger level after 1st proficiencies Armor: Light armor, Medium Armor, Shields Weapons: Simple Weapons, Fighting Weapons
Tools: None Saving Throws: Strength, Skill Skills: Choose Three Animal Handling, Lightweight, Insight, Exploration, Nature, Perception, Stealth and Survival Equipment You Start with the Next Equipment , in addition to your background equipment: (a) scale post or (b) bumper (a) two short words or b) two simple manoeuvre e-weapons (a) dungeoneer's pack
or (b) explorer's pack longbow and quake 20 arrows favored by Enemy Start 1st level, you have considerable learning , tracking, hunting, and even talking about the type of enemy. Choose a certain type of favored enemy: anomalies, wild animals, selestic, structures, dragons, basics, fey, hellish, giants, monstrosities, oozes, plants, or undead. Alternatively,
you can choose between two race humanoids (such as gnolls and ordies) as favored enemies. You have the advantage of Wisdom (Survival) control to track your favored enemies, as well as intelligence control to recall information about them. When you get this feature, you will also learn one language of your choice that is spoken by your favored enemies
when they speak one at all. You choose another favored enemy, as well as the language associated with it, 6. As you get to the levels, your choices should reflect the types of monsters you have come across in your adventures. Favored enemy (optional) This 1st-level function replaces a favorable enemy function and works with the enemy killer function.
You will not benefit from the replaced function and do not qualify for anything in the game that requires it. When you press the creature with an attack role, you can summon your mystical bond with nature to celebrate the goal of your favored enemy for 1 minute or until you lose your concentration (as you were focusing on the spell). For the first time in each
of your turns that you hit the favored enemy and deal with the damage, including if you mark it, you will increase that damage to 1d4. With this feature, you can mark the preferred enemy several times equal to your level bonus, and you will restore all spent uses once you have completed a long rest period. The additional damage to this function increases
when you reach certain levels in this class: 1d6 to 6th level and 1d8 to 14. Natural Explorer Also 1st level, you are especially familiar with one type of natural environment and are adept at traveling and surviving in such areas. Choose one type of favored landscape: arctic, coast, desert, forest, grassland, mountain, swamp or Underdark. If you do intelligence
or wisdom related to your favored landscape, your level bonus has doubled when you use the skill that you're proficient in. When traveling an hour or more in your favored landscape, you'll get the following advantages: The difficult terrain won't slow down your group's journey. Your group can't disappear except by magic. Even if you are engaged in other
activities while travelling, such as food, navigation or tracking, you are still alert to the danger. If you are traveling alone, you can move insidiously at a normal pace. If you're baiting, you'll find twice as much food as you normally would. By observing other creatures, you will also learn their exact number, their size, and how long ago they passed through the
area. You're going to select additional armored terrain types 6. Deft Explorer (optional) This 1st-level feature replaces the Natural Explorer feature. You will not benefit from the replaced function and do not qualify for anything in the game that requires it. You are an insurmountable explorer and survivor, both in the desert and engaged with others on your
travels. You get canny benefits below, and you get additional benefits when you reach the 6th and 10th levels of this class. Canny (Level 1) Choose one of your skills proficiencies. Your level bonus is doubled for any ability to look at you using the selected skill. You can also speak, read and write another 2 languages of your choice. Roving (Level 6) Your
walking speed increases to 5, and you can climb at speed and swimming speed equal to your walking speed. Tireless (level 10) As an action, you can give yourself a number of temporary strike points that are equal to 1d8 + your Wisdom Modifier (at least 1 temporary impact point). You can use this procedure several times, which is equal to your level bonus,
and you'll get back all uses you've spent when you've finished a long rest period. In addition, if you stop short rest, your level of exhaustion, if any, has decreased to 1. Fighting Style 2. Select one of the following options: You can't take the Fighting Style option more than once, even if you later get a pick again. Archery. You get a +2 bonus to push the rolls
you make with strict weapons. Blind fight. You have a blind sight with a range of 10 feet. In this range you can effectively see everything that is not behind the full cover, even if you are blinded or in the dark. What's more, you'll see an invisible creature in this range if the creature doesn't hide successfully from you. Protection. While you wear armor, you can
get a +1 bonus ac. Druidic Warrior. You will learn two cantrips from your choice of Druid spelling list. They read ranger weather for you, and Wisdom is your spellcasting ability for them. If you reach a level in this class, you can replace one of these leeches with another druid spell list. Dueling. If you are wielding a melee gun in one hand and not other
weapons, you will get a +2 bonus for damage in the rolls of this weapon. Thrown weapon in the fight. You can draw a weapon that is thrown from the property as part of the attack you make with the weapon. In addition, if you hit a strict attack using a discarded weapon, you will get a +2 bonus damage roll. Fighting with two guns. If you are dealing with two
weapons, you can add your ability to modify the damage of the second attack. Close Quarters Shooter (UA). When it comes to a rigorous attack, if you are 5 feet hostile, you are not disadvantaged by the attack role. Your strict attacks ignore half the cover and three-quarters of the cover against targets within 30 feet of you. You have a +1 bonus for attacking
the reels of rigorous attacks. Interception (UA). If the creature you see hits a target that is 5 feet from you in attack, you can use your reaction to reduce the damage the target takes 1d10+ to your level bonus (up to at least O losses). You have to have a wielding shield or a simple or martial weapon to use in this reaction. Sailor (UA). As long as you don't wear
heavy armor or using a shield, you have a swimming speed and climb speed equal to your normal speed, and you'll get a +1 bonus armor class. Tunnel Fighter (UA). As a bonus action, you can enter a defensive stance that will last until the start of your next turn. While your defensive stance, you can make possible attacks without your reaction, and you can
use your reaction to make a snatch attack on a creature that moves more than 5 feet while at your fingertips. Unarmed Fighting (UA). Your unarmed strikes can deal with bludgeoning damage equal to 1d6+ for your strength modifier. If you hit with two free hands, the d6 becomes d8. If you successfully start wrestling, you can deal with a 1d4 bludgeoning
damage to a wrestler creature. Until the wrestling ends, you can also deal with this damage to the creature when you hit it with a scourge attack. Spellcasting By then you will reach 2. The spelling slots ranger table shows how many spelling slots you have to cast your weather at 1st level and higher. To cast one of these spells, you must spend the slot at the
spelling level or higher. You will restore all spent spell slots when you have completed a long rest period. For example, if you know 1. Weather known 1st level and higher you know two 1st-level weather in your choice ranger spelling list. Table Ranger column Weather Is known if you can find out more about ranger weather of your choice. All these spells
must be at the level for which you have Slots. For example, if you reach the 5th grade in this class, you'll be able to see if you're In addition, if you get a level in this class, you can choose one ranger for the weather you know and replace it with another spelling ranger spelling list, which must also be at the level at which you have spelling slots. Spellcasting
ability wisdom is your spellcasting ability in your ranger spells because your magic relies on your tunement for nature. You use your Wisdom when a spell refers to your spellcasting ability. In addition, you use your Wisdom Modifier to ensure you save a throw in D.C. for a ranger to spell you a cast and making an attack roll one. Spell save DC = 8 + your level
bonus + your Wisdom Modifier Spell Attack Modifier = Your Level Bonus + Your Wisdom Modifier Spellcasting Focus (optional) At 2nd level, you can use the druid to focus spellcasting to focus on your ranger weather. The druidal focus can be a mistletoe or holly, a wand or rod made of yew or other special wood, a living wooden whole-drawn staff, or an
object containing feathers, furs, bones and teeth in sacred animals. At Aboriginal Awareness Start 3rd level, you can use your activities and expend one ranger spell slot to focus your awareness around the area. For 1 minute on the level of the spell slot you spend, you can sense whether the following types of creatures are present at 1 mile of you (or up to 6
miles if you have your favored landscape): deviations, seles, dragons, elemental, fey, fiends and undead. This feature does not indicate the creatures' location or number. Primal Awareness (Optional) This 3rd-level feature replaces the primordial awareness function. You will not benefit from the replaced function and do not qualify for anything in the game
that requires it. You can focus your awareness through connections of nature: you will learn additional weather when you reach a certain level in this class if you don't know them already, as shown in the Primal Awareness Weather table. These spells don't count for the number of rangers' spells you know. You can cast each of these spells once without
expending the spelling slot. Once you've cast a spell this way, you can't do it again until you've finished a long vacation. Ranger Conclave Level 3, then choose to emulate the ideals and training of ranger conclave. Your selection will give you features on level three and again on level 7, 11 and 11. Abilities score improvement when you reach 4. As usual, you
cannot increase the ability to score above 20 by using this function. Martial versatility (optional) When you reach the level in this class, which gives the ability to score improvement You can replace the fighting style you know with another fighting style available to rangers. This replacement represents a change in focus in your martial arts. Extra Attack starts at
5th level, you can attack twice, not once when you take attack action in turn. Fleet of Foot from the 8th level, moving through the nonmagical difficult terrain will cost you no additional movement. You can also pass through non-magical plants without slowing them down and without taking any damage from them if they are thorns, spins, or a similar threat. In
addition, you have the advantage of saving throws against plants that are magically created or manipulated to prevent movement, such as those created by the Entangle spell. Hide Plain Sight From the 10th level, you can spend 1 minute creating camouflage yourself. You must have access to fresh mud, dirt, plants, soot, and other naturally occurring
materials with which to create your own camouflage. If you are masked in this way, you can try to push yourself up against a solid surface, such as a tree or wall, which is at least as long and wide as you are. You get a +10 bonus for Skill (Stealth) checks as long as you stay there without moving or taking action. If you move or take action or react, you need
to camouflage yourself again to get this benefit. Nature nature (optional) This 10th-century You will not benefit from the replaced function and do not qualify for anything in the game that requires it. You rely on the powers of nature to hide from view briefly. As a bonus action, you can magically become invisible, with any equipment you wear or wear until the
start of your next turn. You can use this feature multiple times, which is equal to your level bonus, and you'll get back all uses you've spent when you end a long rest period. Nor can you be traced by non-magical means unless you leave the trail. Level 18 will get you preternatural senses to help you fight against creatures you can't see. If you attack a
creature you can't see, your inability to see it won't disadvantage your attack. You're also aware of the location of any invisible creature within 30 feet of you, provided that the creature is not hidden in you and you are not blinded or deafened. Enemy killer 20. If each of your turns, you can add your Wisdom Modifier attack roll or damage the roll attack you will
make against one of your favored enemies. You can choose whether to use this feature before or after the roll, but before you roll any effects applied. Apply.
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