Druid – Ranger (Nature)

· Introduction

· Nature/plant/tree-hugging hippie people

· Often live in the wilderness, most often depicted in woodsy environments

· These are really less functional variants of other classes.

· Depending on edition this has been better or worse

· Druid

· Key Stats

· Wisdom

· Constitution or intelligence

· Races – variant human, elf for roleplaying (wisdom is not a popular racial stat)

· Description

· Robed figures or someone dressed in very simple clothing, often dirty and covered in leaves – looks like they are ghetto cosplaying a dryad

· They can range from environmental activist – protector of nature/animals/trees – to hermits who shun society and civilization and all that comes with that

· Can sit for hours in the wilderness, prefers to talk to animals instead of people, slightly fey in appearance.

· Unique to their role?

· Spellcasters — similar in role to cleric

· Spell list emphasizes nature and survival

· Access to full spell list – no preparation

· Wildshape – turn into animals

· Primarily small or weak woodland creatures

· Low CR – challenge rating (DnD term for difficulty of a creature)

· Fun

· Being able to transform into animals can be fun

· Can access places others might not be able to get to

· Can fly/swim/climb/run faster/etc. Depending on animal

· Good party support and utility

· Player Types – storyteller, specialist

· Personal Thoughts

· I like the idea of them, but I usually regret playing them every time I have tried playing one.

· Wildshape is a challenging mechanic – changes with each edition and tends to be overpowered or underpowered 

· To be fair, have not played much with 5e – seems mediocre

· Ranger

· Key Stats

· Dexterity and wisdom

· Maybe strength?

· Races – elf and halfling, variant human

· Description

· This is Aragorn (but not as cool). Compare Boromir and Faramir (Fighter and Ranger)

· Tracker, hunter, usually depicted with bow and arrows or with an animal companion (most often wolf).

· Stealthy in natural environments, can survive off the grid

· Unique to their role?

· Highly specialized fighter, without most of the combat benefits of fighter

· Hybrid Fighter/Druid

· Fighting Style – Archery, Defense, Dueling, Two-weapon Fighting

· Spells – similar to druid list, but smaller list and lest spells

· Most of their abilities are related to hunting and survival (foraging, navigating, etc)

· Favored enemy – due to knowledge of their habits, good at tracking them; learn their language

· Previous editions added extra damage but could be OP

· Tasha’s Cauldron of Everything adds a variant – we recommend using this as it adds a small amount of dmg

· Fun

· They’re not. Next to cleric, very unpopular class in 5e.

· They are fun in concept. Too specialized, especially in 5e, so that unless your campaign takes place in the wilderness where navigation and survival are going to be significant elements…. 

· Some of the fighting styles, but less attacks

· Overly specialized utility

· Player types – specialist

· Personal Thoughts

· This used to be the power gamer or buttkicker class

· We’ve been negative on this class, but if this is something you would enjoy by all means play it. 

· Maybe speak with your DM about homebrew adjustments to rules 

· Biggest challenge is going to be – underwhelming next to other classes/players at your table

· Conclusion

· Nature classes make good NPCs

· I like them in theory, but mechanically they are all over the place between editions.

· They have good ideas, but they are hard to balance in game

· And Remember….

· Red and yellow, kill a fellow; red on black venom lacks… or was it the other way around.
