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NEW RANGER ARCHETYPE
Rangers guard the realms against all manner of evil, both 
natural and unnatural. These intrepid hunters are as capable 
of felling great beasts as they are hiding in plain sight. Mas-
ters of tracking and survival skills, rangers are often the first 
to discover and warn others of impending danger, calling 
upon natural magics to aid them in their attempts to rid the 
world of corruption. Depending on their origin and focus, a 
ranger is just as likely to be seen traversing cursed swamps 
as they are to be leaping from rooftops in new and mysteri-
ous planes of existence.

MARSHWARDEN
Marshwardens take their cues from nature’s most challeng-
ing terrains and capable— amphibious—explorers. In doing 
so, these rangers become world-treading athletes with pow-
erful magic toxins at their disposal. Marshwardens often seek 
to protect the world’s most endangered subjects and dive 
headfirst into new challenges, knowing full well that no mat-
ter what obstacle stands in their way, they almost certainly 
have the means to overcome it.

M A RSH WA R DEN M AGIC
Starting at 3rd level, you learn an additional spell when 
you reach certain levels in this class, as shown in the 
Marshwarden Spells table. The spell counts as a ranger spell 
for you, but it doesn’t count against the number of ranger 
spells you know.

Ma r s h w a r d e n Sp e l l sMa r s h w a r d e n Sp e l l s

Ranger Level Spells

3rd grease

5th find steed (takes the form of a Large giant frog)

9th stinking cloud

13th control water

17th cloudkill

A MPHIBIOUS A L ACRI T Y
When you choose this archetype at 3rd level, you gain a 
climbing speed and swimming speed equal to your walking 
speed, and you can hold your breath for a number of minutes 
equal to five times your ranger level.

Starting at 7th level, you can jump your full long jump and 
high jump distance, with or without a running start.

When you reach 11th level, you gain the ability to move 
across liquids on your turn without falling during the move.

T OX IC S T RIK E S
Beginning at 3rd level, you ignore the loading property 
of blowguns, and attacking with a blowgun at long range 
doesn’t impose disadvantage on your ranged weapon attack 
rolls with it. Further, when you’re hidden from a creature and 
miss it with a ranged attack using a blowgun, making the 
attack doesn’t reveal your position.

In addition, your strikes are magically toxic. Once per turn 
when you hit a creature with an attack, you can deal an extra 
1d6 acid or poison damage to the target (your choice). This 
extra damage increases to 1d8 when you reach 11th level in 
this class. When you deal this extra damage with a blowgun 
or a dart, you can treat the dice for this acid or poison dam-
age as having rolled their maximum value.

P OISONOUS DEF ENSE
Starting at 7th level, when a creature successfully physically 
grapples or restrains you, it takes acid or poison damage 
as if it was hit by your Toxic Strike. The creature takes this 
damage again at the end of each of its following turns that it 
continues to grapple or restrain you. 

In addition, when an attacker that you can see hits you 
with a melee weapon attack, you can use your reaction to 
cause it to take your Toxic Strike damage, plus bonus acid or 
poison damage equal to half your ranger level (rounded up). 
You can use this feature a number of times equal to your pro-
ficiency bonus, and you regain all expended uses of it when 
you finish a long rest.

CRIPPL ING T OX INS
At 11th level, whenever you deal damage from your Toxic 
Strike or Poisonous Defense feature, the target’s speed is 
reduced by 10 feet until the start of your next turn.

UNS T OPPA BL E M A RSH A L
By 15th level, you have immunity to poison damage, and you 
are immune to the poisoned condition. Additionally, you are 
always under the effects of the freedom of movement spell.
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