
Ranger ArchetypeRanger Archetype
At 3rd level, a Ranger chooses their Ranger Archetype. The

following option is available along with those presented in

the Alternate Ranger Class; the Primeval Guardian.

Primeval GuardianPrimeval Guardian
While most rangers stand with one foot in the wild and one in

the civilized world, some side firmly with nature. Where cities

and industry threaten ancient groves and sacred woods, the

rangers known as Primeval Guardians stand as defenders of

the natural world. Wielding the primeval magic of creation,

these warriors can take on a terrible form, reminiscent of the

flora and fauna that they have sworn to defend.

Guardian FormGuardian Form
3rd-level Primeval Guardian feature 


The primordial forests you protect lend you their power. You

can use your bonus action to take on your Guardian Form. In

Guardian Form, you retain your game statistics, you takes on

tree-like appearance, and you gain the benefits below:

Your skin becomes like bark. Your Armor Class is equal to

10 + your Wisdom modifier + your Constitution modifier.

As a bonus action, you can grant yourself temporary hit

points equal to your Wisdom modifier (minimum of 1).

The reach of your melee attacks increases by 5 feet.

Your unarmed strikes deal 1d10 bludgeoning damage on

hit, and you use Wisdom for the attack and damage rolls.

You gain a bonus to any Strength (Athletics) checks you

make equal to your Wisdom modifier (minimum of +1).

Your transformation lasts for 10 minutes. It ends early if

you are reduced to 0 hit points or you choose to end it as a

bonus action. Once you transform, you must finish a short or

long rest before you can transform again. When you have no

uses of this feature remaining, you can expend a Spell Slot of

1st-level or higher to transform again.

Primeval MagicPrimeval Magic
3rd-level Primeval Guardian feature 


You always have the spells from the table below prepared

once you reach certain levels in this class. See the Ranger

Archetype class feature for how Archetype Spells work.

Ranger Level Spell

3rd entangle, goodberry

5th enhance ability, spike growth

9th conjure animals, plant growth

13th blight, giant insect

17th insect plague, tree stride

Piercing ThornsPiercing Thorns
3rd-level Primeval Guardian feature 


Your attacks are enhanced by primal thorns. Once per turn

when you hit a creature with a weapon attack, you deal bonus

piercing damage equal to one roll of your Favored Foe die.

Ancient FortitudeAncient Fortitude
7th-level Primeval Guardian feature 


You gain the endurance of the ancient forests. You gain the

following additional benefits whilein your Guardian Form:

When you enter your Guardian Form, you can grow by

one size category. For example, from Medium to Large.

When you enter your Guardian Form you gain temporary

hit points equal to twice your Ranger level (rounded up).

Vengeful ThornsVengeful Thorns
11th-level Primeval Guardian feature 


The magic of your primal thorns hinders the movement of

your foes. Creatures damaged by your Piercing Thorns have

their movement speed halved until the start of your next turn.

Shepherd of the ForestShepherd of the Forest
15th-level Primeval Guardian feature 


You can extend the vibrant primal magic of the forest to those

who fight beside you. When you grant yourself temporary hit

points while in your Guardian Form, creatures of your choice

within 30 feet also gain temporary hit points equal to your

Wisdom modifier (minimum of 1).
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Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark

owners who have contributed Open Game Content; (b)"Derivative

Material" means copyrighted material including derivative works and

translations (including into other computer languages), potation,

modification, correction, addition, extension, upgrade, improvement,

compilation, abridgment or other form in which an existing work

may be recast, transformed or adapted; (c) "Distribute" means to

reproduce, License, rent, lease, sell, broadcast, publicly display,

transmit or otherwise distribute; (d)"Open Game Content" means the

game mechanic and includes the methods, procedures, processes

and routines to the extent such content does not embody the Product

Identity and is an enhancement over the prior art and any additional

content clearly identified as Open Game Content by the Contributor,

and means any work covered by this License, including translations

and derivative works under copyright law, but specifically excludes

Product Identity. (e) "Product Identity" means product and product

line names, logos and identifying marks including trade dress;

artifacts; creatures characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork, symbols, designs,

depictions, likenesses, formats, poses, concepts, themes and graphic,

photographic and other visual or audio representations; names and

descriptions of characters, Spells, enchantments, personalities,

teams, personas, likenesses and Special abilities; places, locations,

environments, creatures, Equipment, magical or supernatural

Abilities or Effects, logos, symbols, or graphic designs; and any other

trademark or registered trademark clearly identified as Product

identity by the owner of the Product Identity, and which specifically

excludes the OPEN Game Content; (f) "Trademark" means the logos,

names, mark, sign, motto, designs that are used by a Contributor to

Identify itself or its products or the associated products contributed

to the Open Game License by the Contributor (g) "Use", "Used" or

"Using" means to use, Distribute, copy, edit, format, modify, translate

and otherwise create Derivative Material of Open Game Content. (h)

"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that

contains a notice indicating that the Open Game Content may only

be Used under and in terms of this License. You must affix such a

notice to any Open Game Content that you Use. No terms may be

added to or subtracted from this License except as described by the

License itself. No other terms or Conditions may be applied to any

Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this

License, the Contributors grant You a perpetual, worldwide, royalty-

free, nonexclusive License with the exact terms of this License to

Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing

original material as Open Game Content, You represent that Your

Contributions are Your original Creation and/or You have sufficient

rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT

NOTICE portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are copying,

modifying or distributing, and You must add the title, the copyright

date, and the copyright holder's name to the COPYRIGHT NOTICE

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,

including as an indication as to compatibility, except as expressly

licensed in another, independent Agreement with the owner of each

element of that Product Identity. You agree not to indicate

compatibility or co-adaptability with any Trademark or Registered

Trademark in conjunction with a work containing Open Game

Content except as expressly licensed in another, independent

Agreement with the owner of such Trademark or Registered

Trademark. The use of any Product Identity in Open Game Content

does not constitute a Challenge to the ownership of that Product

Identity. The owner of any Product Identity used in Open Game

Content shall retain all rights, title and interest in and to that Product

Identity.

8. Identification: If you distribute Open Game Content You must clearly

indicate which portions of the work that you are distributing are

Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish

updated versions of this License. You may use any authorized version

of this License to copy, modify and distribute any Open Game

Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with

every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the

Open Game Content using the name of any Contributor unless You

have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of

the terms of this License with respect to some or all of the Open

Game Content due to statute, judicial order, or governmental

regulation then You may not Use any Open Game Material so

affected.

13. Termination: This License will terminate automatically if You fail to

comply with all terms herein and fail to cure such breach within 30

days of becoming aware of the breach. All sublicenses shall survive

the termination of this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to the extent

necessary to make it enforceable.

15. COPYRIGHT NOTICE
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