
 

PLAYTEST CONTENT​

Hello! This is Playtest Content! As such, it might change in time, this is not a final release. 
There’ll be channels to give feedback on this article and future articles soon! 

 
DISCLAIMER: This material is protected under the copyright laws of the United States of 

America. Any reproduction or unauthorized use of the material or artwork contained herein is 
prohibited without the express written permission of its author. 

This product is a work of fiction. 

 



The Cowboy ​

A Ranger Conclave 

 



“When we think of a protector of the natural world against those that mistreat it or wish 
to harm it, when we think of gaining magic through the connection with nature itself, when we 
think of unlocking the secrets that allow one to not only survive but thrive far from civilization, 
we rarely think of the cowboy, but those that belong to this often ignored conclave are rangers 
just as prodigious as any other. 

“Cowboy rangers did not follow the traditional creation of conclaves, but rather, ranger 
magic found them. Cowboys protected their ranches and their cattle, respected the land and 
learned its secrets so they could survive on it, they bonded with their animal companions, and 
that was enough for the first traces of ranger magic to manifest in these newborn rangers. 
Years of refinement, perfecting, and teaching, have made of this emerging ranger way a true 
conclave, complete with masters, disciples, and traditions and lessons to follow. 

“Those that foolishly believe cowboys to lack the mysticism of other rangers fail to look 
at them with eyes unclouded by preconceived notions of what a ranger can be. Cowboys hear 
the whispers of the plains and speak back, they feel the primal emotions that govern the 
actions of the cattle they tend to, and they know of the deep unknowable magic that watches 
expectantly, waiting just at the edge of the light of the campfire.” 

 
 

Overview: 

The Cowboy subclass is meant to bridge the surprisingly small gap between the ranger class 
and the iconic figure of the cowboy. It does not shy away from introducing ranger magic to the 
cowboy, but rather themes traditional ranger magic around iconic visuals associated with 
cowboys. The subclass tries to pay homage and draw inspiration from iconic cowboy imagery, 
while playing within the framework of the ranger class. 
The cowboy subclass gives a twist to other ranger subclasses by allowing it a semblance of an 
animal companion, although the relation between the cowboy and the beast is more of a friend 
with its own free will that has crossed paths with the cowboy and has decided to help them for a 
time, rather than a lifelong servant. This, along with countless uses clever players are bound to 
find, makes the cowboy perfect for feats that revolve around mounted combat, something that is 
both particularly appealing to players but hard to implement in actual games. The cowboy’s 
ability to befriend any beast it encounters and mount it (provided the beast’s biology permits 
this) makes it so the GM can plant specific opportunities for the cowboy to show off their animal 
handling skills, even deep inside a dungeon. 
The cowboy is also particularly centered around firearm combat, using the rules present in the 
DMG (but being particularly easy to adapt to being used with rules from other sourcebooks). 
This allows a player that chooses the cowboy to weave magic with shooting, and gives them the 
opportunity to perform the iconic cinematic feats that have made cowboys famous.​

 



3rd Level: Cowboy Magic 

Starting at 3rd level, you learn an additional spell when you reach certain levels in this class, as 
shown in the Cowboy Spells table. The spell counts as a ranger spell for you, but it doesn't 
count against the number of ranger spells you know. 
 
 

Level Spell 

3rd Animal Friendship 

5th Find Steed 

9th Haste 

13th Dominate Beast 

17th Hold Monster 

 

3rd Level: Cowboy Marksmanship 

When you choose this archetype at 3rd level, you gain proficiency with firearms. Additionally, 
you also gain proficiency with tinker’s tools, allowing you to craft ammo for any firearm for half 
the price it costs to buy it. Crafting a set of 10 rounds of ammo takes 1 hour. 
 

3rd Level: Beast Whisperer 

Also at 3rd level, your expertise and know-how of dealing with animals allows you to create a 
supernatural bond with any beast. As an action, you can attempt to befriend a beast that can 
see and hear you and is within 30 feet of you. You must make a Wisdom (Animal Handling) 
check. The DC for this check equals the 10 + CR of the beast, rounding up. If the check is 
successful, the beast is friendly to you, trusts you, and will heed some of your commands within 
reason. The beast won’t attack your enemies and it won’t engage in any action that will lead to 
its certain death. The beast will, among other things, bring you an object out of your reach, carry 
a message to someone it could reasonably find, indicate the way of a location it knows, scout 
ahead, or, if its biology permits it, carry you and be used as a mount. If you choose to do so, it 
gains +10 feet to its speed when you mount it. Willingly harming the beast will make it stop 
seeing you as a friend, at which point it might turn hostile depending on the nature of the beast 
in question, at the GM’s discretion. The beast will not leave the general location where it lives for 
more than 100 feet, as in, befriending an elk that lives in a particular forest means the elk won’t 
follow you anymore once you are 100 feet away from the forest it lives in. 
 



7th level: Hot Hand 
At 7th level, your expertise over firearms grows, making you an even more prodigious 
marksman. The range of all firearms is increased by 10 feet for you and you ignore the loading 
quality of firearms with which you are proficient 
 

11th level: Magical Bull’s Eye 
At 11th level, you gain the ability to infuse your bullets with your own magic, allowing you to 
perform a shot so precise it supernaturally tracks its target. When taking the attack action with a 
firearm, you can spend one of your spell slots to empower this attack. When you do so, this 
attack gains a bonus to its attack roll equal to the level of the spell slot used and a bonus to its 
damage equal to half the level of the spell slot used, rounding up. The attack also ignores any 
bonuses from half-cover, and is not made at disadvantage when firing at long range or against 
an enemy within 5 feet of you. 
 

15th level: Arcane Quick Draw 
At 15th level, spellcasting and shooting have become so natural to you that you are able to 
weave one and the other seamlessly. When you make a ranged weapon attack using a firearm 
against one creature, you can cast one ranger spell you know as part of the same action. You 
can use this feature a number of times equal to your wisdom modifier. You regain all uses of this 
ability after finishing a long rest. 
 

 



License​

​
OPEN GAME License Version 1.0a The following text is the property of Wizards of the Coast, 
LLC. and is Copyright 2000 Wizards of the Coast, 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 Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 
LLC. System Reference Document 5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors 
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arneson. 
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PRODUCT IDENTITY​
The following items are designated Product Identity, as defined in Section 1(e) of the Open 



Gaming License Version 1.0a and are subject to the conditions set forth in Section 7 of the 
Open Gaming License, and are not Open Content: 
 
All trademarks, registered trademarks, propernames, dialogue, plots, storylines, locations, 
characters, artworks, and trade dress. (Elements that have previously been designated as Open 
Game Content are not included in this declaration.) 
 
OPEN GAMING CONTENT 
All content from the System Reference Document 5.1 is Open Game Content as described in 
Section 1(d) of the License. No portion of this work other than the material designated as Open 
Game Content may be reproduced in any form without permission.  
 
 
 
 
 
 
 
 
 
 
 
 
 


