








A character who wishes to specialize in the art of
card throwing may walk the path of the deckslinger.
Deckslingers traditionally forge their own connections
to the elemental gamblers, and it is through this energy
that they fuel some of the class features and powers, as
well as gain their ability to create their own huxtropy
decks.

A deckslinger uses the class statistics and powers of the
ranger, as found in the D&D 4E Prayer’s HANDBOOK,
with the following changes.

4 Power Source: The deckslinger can be considered to
use the martial power source, but some of its power
is elemental as well. Since the powers they borrow
from the ranger are martial, though, this can be con-
sidered the predominant power source.

4+ Key Abilities: Dexterity, Charisma. Deckslingers
use a ranged build, and so favor Dexterity and not
Strength (though they may still use Strength for
other ranger powers they pick up). However, deck-
slingers use Charisma instead of Wisdom as part of
their connection to the elemental gamblers. Replace
all instances of Wisdom in ranger-related powers
and abilities with Charisma.

4 Trained Skills: All deckslingers are trained in
Thievery, while both Dungeoneering and Nature are
removed from the class skill list. Bluff and Gambling
are added to the list.

4 Fighting Styles: The deckslinger uses the Cards
Fighting Style, detailed below.

4 Elemental Hex: Deckslingers have an Elemental Hex
instead of the Hunter’s Quarry feature. This feature
is the same other than the name. Replace all men-
tions of the quarry in deckslinger/ranger powers and
abilities with the hex.

4 Prerequisites: Deckslingers qualify as rangers for
prerequisites and requirements, and can also enter
paragon paths that require the Archer Fighting Style.

A deckslinger uses the Cards Fighting Style option of the
Fighting Style class feature, rather than Archer Fighting
Style or Two-Blade Fighting Style.

Cards Fighting Style: Because of your focus on
throwing cards, you gain Card Throwing as a bonus
feat, granting you proficiency with weapons in the card
weapon group. When you throw a card from a standard
deck with a damage die of “—”, you can infuse the card
with elemental energy through your own connection
to the gamblers, thus increasing the weapon’s damage
die to a d10. (This has no effect when the damage die is
otherwise altered, such as with a huxtropy deck.)

In addition, you can use the Enchant Magic Item ritual
for the purposes of creating or upgrading a huxtropy deck.

Deckslinger Build Option
All deckslingers use the Cards Fighting Style, but there
are still many options when building your character.
One possible deckslinger build is detailed below.

Deckslinger
You are a wielder of the cards, and a scion of the
elemental gamblers. When without a huxtropy deck
of your own, you can infuse any standard card with
elemental power—an untyped explosive energy. You
prefer ranged attack powers and a wide berth to your
enemies, giving you room to aim and throw your cards.
Your attacks should use Dexterity, so that should be
your primary ability score. Charisma is your second-
most-important, for Bluffing and as a connection to the
elemental power that helps fuel your powers. If you wish
to mix in some two-weapon melee attacks, you should
also have a reasonable Strength score.

Suggested Feat: Aces High

Suggested Skills: Acrobatics, Bluff, Perception,
Stealth, Thievery

Suggested At-Will Powers: nimble strike, twin strike

Suggested Encounter Power: two-fanged strike

Suggested Daily Power: split the tree

Deckslingers and Elemental Power
Some deckslingers may wish to forego the elemental
connection to the class. These characters have little
work to do: simply describe the d10 damage upgrade
of cards to a trained practice in throwing, and revert
the Elemental Hex feature to something more like
the original Hunter’s Quarry concept. They use such
enchantments to their cards as magic weapon, vicious
weapon, and later, the phasing weapon.

Deckslingers who wish to fully embrace the elemental
theme may wonder where the energy is in the original
class features. These deckslingers should quickly strive
to come into possession of a huxtropy deck, or else a frost
standard deck, flaming standard deck, or something of the
sort.

Alternatively—or additionally—you may roll 1d4 each
time you attack with your cards that you've infused with
elemental energy. If the attack would have otherwise
dealt untyped damage, it instead deals a type of damage
according to the die roll: 1-necrotic; 2—fire; 3—cold;
4—lightning. Unless modified by some other factor, your
Elemental Hex damage is the same type as the attack
that it's added on to.

A deckslinger of any style or preference would do
well to take a careful look at his or her suite of powers
and rename and describe them according to the card-
throwing theme. For example, while split the tree is very
evocative mechanically as throwing two cards at once,
the name has a very rangery feel not fitting a 'slinger.
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