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GUNSLINGER 
“Flash and thunder, lead and black powder—
warfare is changing, and I will not be left behind.” 

CLASS TRAITS 
Role: Striker. You specialize in relatively short-ranged 
fire, staying just outside the thick of the melee 
while dealing massive damage to specific targets. 
You lean towards controller as a secondary role, 
especially with the scattershot gunslinger build. 

Power Source: Martial. Your combat capability 
depends on careful training, natural talent, martial 
grit, and superior technology. 

Key Abilities: Dexterity, Wisdom, Charisma 

Armor Proficiencies: Cloth, leather, hide 
Weapon Proficiencies: Simple weapons, firearms 

(see below) 
Bonus to Defense: +1 Fortitude, +1 Reflex 

Hit Points at 1st Level:  12 + Constitution score 
Hit Points per Level Gained: 5 
Healing Surges per Day: 6 + Constitution modifier 

Trained Skills: Acrobatics. From the class skills list 
below, choose three more trained skills at 1st level. 
Class Skills: Acrobatics (Dex), Athletics (Str), Bluff 
(Cha), Endurance (Con), Heal (Wis), Insight (Wis), 
Intimidate (Cha), Perception (Wis), Streetwise 
(Cha), Thievery (Dex) 

Build Options: Duelist gunslinger, scattershot 
gunslinger, sharpshooter gunslinger 

Class Features: Quick Draw, Grit, Firearms, 
Gunslinger Arts, Gunsmithing 

Gunslingers are cunning combatants, at the cutting 
edge of martial technology. They dart in and out of 
the fray, firing deadly armor-piercing shots from 
their thunderous weapons. Drifting rootlessly across 
the rough frontiers of the world, they often find a 
home among like-minded daredevils as adventurers. 
 As a gunslinger, you have an unusual weapon, 
which you likely built yourself—a firearm. This 
wonder of battle is unreliable, even in your skilled 
hands, but you consider the danger well worthwhile. 
You know how to weigh risk or reward, and the rush 
of a lucky break pushes you to accomplish legendary 
deeds. You might be an experimental alchemist, 
trying to develop a better powder mix and testing 
your creations in the field. You might be an outlaw, 
bringing down those who wronged you one shot at a 
time. Perhaps you are a hunter, taking down the 
toughest beasts with the only weapon that can 
pierce their hides. 

 In the end, you answer only to fate—that 
mystical force which guides your shots and your 
footsteps across the wide world. What does it have 
in store for you? 

CREATING A GUNSLINGER 
Gunslingers depend on Dexterity for their attacks. 
They also have several powers that make use of 
Wisdom and Charisma for their other effects. There 
are a variety of gunslinger builds, mostly 
differentiated by choice of equipment, but three 
stand out—the gun tank, the scattershot gunslinger, 
and the sharpshooter gunslinger. 

DUELIST GUNSLINGER 
You dart around the edges of the fray, picking off 
prime targets while leaping from cover to cover to 
avoid return fire. Your best ability score, as for all 
gunslingers, should be Dexterity. You can make good 
use of Charisma both for damage from deadly duelist 
and if you want to dabble into some of the 
gunslinger’s more controlling powers, so it should be 
your second-highest score. You could make Wisdom 
your third-best score for even more damage. 
 Suggested Feat: Dry-Gulching 
 Suggested Skills: Acrobatics, Athletics, 
Endurance, Heal 
 Suggested Weapon: Pistol 
 Suggested At-Will Powers: deadeye, pistol whip 
 Suggested Encounter Power: guarded shot 
 Suggested Daily Power: daring vault 

SCATTERSHOT GUNSLINGER 
You fight at near point-blank range with a volatile 
scattergun, augmenting it with even more volatile 
alchemical ammunition. You have more close and 
area attacks than the other builds of gunslinger, and 
can pick up powers that inflict debilitating 
conditions to function somewhere between a striker 
and controller role. Your best ability score should be 
Dexterity, since you use it for your attacks, and you 
should consider Charisma for your second-best 
score to get the best use out of Art of the Vanguard 
and the gunslinger’s more controlling powers. You 
might take Wisdom as your third-best score, since 
depending on your feat and power choices it might 
help you deal more damage. 
 Suggested Feat: Scattergun Expert 
 Suggested Skills: Acrobatics, Bluff, Intimidate, 
Streetwise 
 Suggested Weapon: Blunderbuss 
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 Suggested At-Will Powers: deadeye, flash and 
shock 
 Suggested Encounter Power: scatter shot 
 Suggested Daily Power: thunderous shot 

SHARPSHOOTER GUNSLINGER 
You keep your distance from the battle, sighting your 
targets carefully and picking them off one by one. 
Your best ability score should be Dexterity, since you 
use it for your attacks. Your second-best ability score 
should be Wisdom, to maximize the effects of Art of 
the Marksman. You should consider Charisma as 
your third-highest score if you want to use some 
more controlling powers in your build as well, or if 
you want to make use of the Dry-Gulching feat. 
 Suggested Feat: Spotter 
 Suggested Skills: Acrobatics, Heal, Insight, 
Perception 
 Suggested Weapon: Carbine or musket 
 Suggested At-Will Powers: deadeye, steady shot 
 Suggested Encounter Power: resolute shot 
 Suggested Daily Power: bloody murder 

GUNSLINGER CLASS 
FEATURES 
You have the following class features. 

QUICK DRAW 
You gain Quick Draw as a bonus feat. 

GRIT 
When you score a critical hit, until the end of your 
next turn, each of your at-will attack powers gains a 
special benefit. This is detailed in the description of 
the power. 

FIREARMS 
You have a unique and deadly weapon—a firearm, 
selected from the table below. Firearms have a 
proficiency bonus of +0; however, this is readily 
compensated for by their armor-piercing 
capabilities, as almost all of your powers attack 
Reflex rather than AC. All firearms normally have 
the loading property, and require 1 minute to reload; 
in the hands of a gunslinger, this is reduced to a 
minor action. 

GUNSLINGER ARTS 
 Art of the Pistolero: As long as you have a free 
hand, you get a +2 bonus to AC and Reflex. 
Additionally, you gain the deadly duelist power. 
 Art of the Marksman: Once per encounter 
when you miss a ranged attack roll, you gain a bonus 
to the attack roll equal to your Wisdom modifier as 
a free action. Additionally, you gain the duck and 
cover power. 
 Art of the Vanguard: Whenever an enemy 
enters a square adjacent to you, you gain temporary 
hit points equal to your Charisma modifier. 
Additionally, you gain the black powder rhythm power. 

GUNSMITHING 
At 4th level, you can spend 8 hours working with a 
set of gunsmith’s tools, a magic ranged weapon, and 
your gun to give your gun the magical properties of 
the other weapon. The other weapon is destroyed, 
and you gain residuum equal to 1/5 the value of any 
previous enchantment on your gun, which is 
replaced. A gun can have any enchantment a 
crossbow or sling can. 

GUNSLINGER POWERS 
Your powers are called exploits. They reflect your 
skill and your ability to take advantage of advanced 
technology; several of them have specific restrictions 
on your choice of equipment. 

CLASS FEATURES 
The Gunslinger Arts class feature grants each 
gunslinger one of the following powers. 

Black Powder Rhythm Gunslinger Feature 
You direct the battle like a conductor, the beat laid down 
by the steady crack of your matchlock. 

Weapon Damage Range Properties

One-Handed

Pistol 1d12 5/10 —

Two-Handed

Blunderbuss 1d12 3/6 Brutal 3

Carbine 2d6 8/16 Small

Musket 2d6 12/24 Brutal 1
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Encounter ✦ Martial 
Free Action  Close burst 3 
Requirement: You reduced an enemy to 0 hit 

points this turn 
Target: One enemy in burst 
Effect: The target becomes marked by an ally of 

your choice in the burst (save ends). 

Deadly Duelist Gunslinger Feature 
With your foe dead in your sights, you make sure it 
won’t get a clean shot back. 
Encounter ✦ Martial 
Free Action  Personal 
Trigger: You hit a creature with a ranged attack 

and none of your allies are nearer to your target 
than you are 

Effect: The attack deals extra damage equal to your 
Charisma modifier, and the target takes a penalty 
to attack rolls equal to your Charisma modifier 
until the end of your next turn. 

Duck and Cover Gunslinger Feature 
The best time to step out of cover is when you know you 
can get back to it before anyone takes advantage of the 
opportunity. 
Encounter ✦ Martial 
Immediate Interrupt Personal 
Trigger: You become the target of a ranged attack 
Effect: You move up to 3 squares. 

LEVEL 1 AT-WILL EXPLOITS 
Deadeye Gunslinger Attack 1 
You fire a well-aimed shot that blasts right through 
armor. 
At-Will ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Grit — Attack: Dexterity + 4 vs. Reflex 
Hit: 1[W] + Dexterity modifier + Wisdom or 

Charisma modifier damage. 
Increase damage to 2[W] + Dexterity modifier + 

Wisdom or Charisma modifier at 21st level. 
Special: This power counts as a ranged basic 

attack. When a power allows you to make a 
ranged basic attack, you can use this power. 

Flash and Shock Gunslinger Attack 1 
You take advantage of the sound and flash of a firearm 
at close range to dazzle your foe. 
At-Will ✦ Martial, Weapon 
Standard Action Ranged weapon 

Target: One creature within the normal range of 
your weapon 

Grit — Effect: You can shift 3 squares before the 
attack. 

Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage, and all 

creatures have concealment from the target until 
the end of your next turn. 

Increase damage to 2[W] + Dexterity modifier 
damage at 21st level. 

Miss: Dexterity modifier damage. 

Pistol Whip Gunslinger Attack 1 
A smack with the blunt end of your weapon puts a blunt 
end to your foe’s shenanigans. 
At-Will ✦ Martial, Weapon 
Standard Action Melee 1 
Target: One creature 
Attack: Dexterity vs. Fortitude 
Hit: 1d6 + Dexterity modifier damage, or 1d8 + 

Dexterity modifier damage if you’re using a two-
handed firearm.  
Grit — You also knock the target prone and can 
push them 1 square. 

Increase damage to 2d6 + Dexterity modifier or 
2d8 + Dexterity modifier at 21st level. 

Special: This power doesn’t use ammunition, and 
can be used as an opportunity attack. 

Predictive Shot Gunslinger Attack 1 
You aim not where your opponent is, but where you’re 
confident they’ ll dodge to. 
At-Will ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Will 
Hit: 1[W] + Dexterity modifier damage, and you 

slide the target 1 square. 
Grit — 2[W] + Dexterity modifier damage, and 
you slide the target 2 squares. 

Increase damage to 2[W] + Dexterity modifier, or 
to 3[W] + Dexterity modifier with grit, at 21st 
level. 

LEVEL 1 ENCOUNTER EXPLOITS 
Guarded Shot Gunslinger Attack 1 
You brace your gun on the barricade, firing from cover. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage, and you 

gain a +2 power bonus to AC and Reflex against 
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attacks you have cover from until the start of 
your next turn. 

Point Blank Gunslinger Attack 1 
You fire desperately at a nearby enemy, trying to get 
them out of your face and open the range. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature within the normal range of 

your weapon 
Special: This attack doesn’t provoke opportunity 

attacks. 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage, and you 

push the target 1 square. 

Resolute Shot Gunslinger Attack 1 
You let the distractions of combat slip away as you sight 
your foe. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex, ignoring penalties for 

concealment and being marked 
Hit: 2[W] + Dexterity modifier damage. 

Scattergun Shot Gunslinger Attack 1 
You blast the field, dispersing your foes with a whiff of 
powder. 
Encounter ✦ Martial, Weapon 
Standard Action Close blast 3 
Requirement: You must be wielding a 

blunderbuss. 
Target: Each creature in blast 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage. 

LEVEL 1 DAILY EXPLOITS 
Bloody Murder Gunslinger Attack 1 
You fire a single shot, then leave your wounded foe 
behind, letting them bleed out. 
Daily ✦ Martial, Reliable, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage, and the 

target takes ongoing 5 damage (save ends). 

Daring Vault Gunslinger Attack 1 
You leap into action, gun blazing. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Effect: You can jump 4 squares horizontally and 2 

squares vertically before making the attack. 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage. 
Miss: Half damage. 

Staggershot Gunslinger Attack 1 
The stopping power of your weapon gives even the 
toughest pause. 
Daily ✦ Fear, Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Will 
Hit: 2[W] + Dexterity modifier damage and you 

push the target a number of squares equal to 
your Charisma modifier. It’s slowed until the end 
of your next turn. 

Effect: Until the end of the encounter, whenever 
you hit the target with an attack, you may push it 
a number of squares equal to your Charisma 
modifier. 

Thunderous Shot Gunslinger Attack 1 
You fire a thunder stone modified to detonate on 
impact, staggering your enemies with sonic power. 
Daily ✦ Martial, Thunder, Weapon 
Standard Action Area burst 1 within 

weapon range 
Target: Each creature in burst 
Attack: Dexterity vs. Fortitude 
Hit: 1[W] + Dexterity modifier thunder damage, 

and the target is dazed (save ends). 

LEVEL 2 UTILITY EXPLOITS 
Blast Lock Gunslinger Utility 2 
You fire a special breaching charge, filled with metal 
dust that ruins any locksmith’s day. 
Daily ✦ Martial, Weapon 
Standard Action Ranged 1 
Target: One lock within range 
Effect: Destroy the lock if it’s made of iron or a 

softer material, unlocking the door. At 8th level, 
this power can destroy steel or softer locks. At 
21st level, it can destroy adamantine or softer 
locks. 

Cauterize Gunslinger Utility 2 
You press your still-hot barrel against a bleeding 
wound, staunching the flow. 
Daily ✦ Martial 
Minor Action  Close burst 1 
Requirement: You made a firearm attack this turn. 
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Target: You or one ally in burst 
Effect: End each ongoing damage effect on the 

target a save can end. 

Scoot Gunslinger Utility 2 
A perfectly aimed trick-shot pushes a small object 
around. 
At-Will ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One Tiny or smaller unattended object 
Effect: Push the object up to 3 squares. 

We Are Many Gunslinger Utility 2 
You and your allies form a strong defensive line. 
Encounter ✦ Martial 
Minor Action Close burst 1 
Target: You and each ally in burst 
Effect: Each target gains a +2 power bonus to AC 

and Reflex until the end of your next turn. 

LEVEL 3 ENCOUNTER EXPLOITS 
Glue Shot Gunslinger Attack 3 
You fire a vial of alchemical glue. While it lasts the 
everlasting nature of true sovereign glue, it’ ll keep your 
enemies stuck for a few vital moments. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage, and the 

target is slowed until the end of your next turn. 
Make a secondary attack against each other 
creature within a burst 1 of the target. 

 Secondary Attack: Dexterity vs. Reflex 
 Hit: The secondary target is slowed until the end 

of your next turn. 

Shot on the Run Gunslinger Attack 3 
A quick shot keeps your enemies busy while you dash to 
cover. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier + Wisdom modifier 

damage. 
Effect: You shift your speed. 

Startling Shot Gunslinger Attack 3 
The fury of your attack draws your foe’s full focus. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Dexterity vs. Will 
Hit: 1[W] + Dexterity modifier damage. 
Effect: The target grants combat advantage to you 

and your allies until the end of your next turn. 
You may mark it until the end of your next turn. 

Weakening Shot Gunslinger Attack 3 
You interrupt an enemy’s attack with a well-timed shot 
to their weapon hand. 
Encounter ✦ Martial, Weapon 
Immediate Interrupt Ranged weapon 
Trigger: An enemy in range hits an ally with an 

attack 
Target: The triggering enemy 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage, and the 

target is weakened until the end of their turn. 

LEVEL 5 DAILY EXPLOITS 
Dead Shot Gunslinger Attack 5 
You take careful aim and fire a single deadly shot. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. AC, Fortitude, and Reflex. You 

make one attack roll and compare it to all three 
defenses. 

Effect: 1[W] + Dexterity modifier damage. Increase 
the damage to 2[W] + Dexterity modifier if you 
hit one defense, 3[W] + Dexterity modifier if you 
hit two defenses, and 4[W] + Dexterity modifier 
if you hit all three defenses. 

Gut Shot Gunslinger Attack 5 
You aim for your enemy’s vitals, hoping to land a lethal 
shot. 
Daily ✦ Martial, Reliable, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Special: The attack can score a critical hit on a 

natural roll of 19-20. 
Hit: 3[W] + Dexterity modifier damage. 

Unreasonable Demand Gunslinger Attack 5 
A gun to the face can provoke all kinds of irrational 
behavior. 
Daily ✦ Fear, Martial, Weapon 
Standard Action Ranged 3 
Target: One creature 
Attack: Dexterity vs. Will 
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Hit: The target is dominated until the end of its 
next turn. 

Miss: You may use a gunslinger at-will attack 
power or ranged basic attack against the target 
as a free action. 

Wingclipper Gunslinger Attack 5 
You shoot for the arms or wings of your enemy, 
disrupting their grip and their flight. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage. 
Effect: The target drops a held item of your choice. 

If the target’s flying, it falls 4 squares. 

LEVEL 6 UTILITY POWERS 
Desperate Evasion Dare Gunslinger Utility 6 
When every attack is potentially deadly, it pays to be 
where the attacks aren’t. 
Daily ✦ Martial, Stance 
Minor Action  Personal 
Effect: Until the stance ends, you take no damage 

from missed attacks. Additionally, when an 
attack misses you, if another attack missed you 
since your last turn, you gain the grit benefit of 
your at-will attack powers until the end of your 
next turn, 

Jury-Rig Gunslinger Utility 6 
You adjust your weapon to fire in an unconventional 
way. 
At-Will ✦ Fire, Martial, Stance, Thunder 
Standard Action Personal 
Effect: You gain one of the following benefits until 

the stance ends. After you score a critical hit, you 
may change your choice: 

✦ Your firearm attacks deal 1d6 extra fire damage. 
✦ Your firearm’s short and long ranges are 

doubled. 
✦ Your firearm deals 2d10 extra thunder damage 

on a critical hit. The extra damage increases 
to 2d10 at 11th level and 4d10 at 21st level. 

Point-Blank Dare Gunslinger Utility 6 
Up close and personal’s where the fight’s most exciting. 
Daily ✦ Martial, Stance 
Minor Action  Personal 
Effect: Until the stance ends, whenever you 

provoke an attack of opportunity by making a 
ranged attack targeting an adjacent enemy, the 
attack of opportunity takes a -2 penalty to hit 

you and you gain the grit benefit of your at-will 
attack powers until the end of your next turn. 
(This doesn’t apply to the triggering attack.) 

Run Like Hell Gunslinger Utility 6 
There’s a time to stand and fight, and a time to get out 
of dodge. 
Daily ✦ Martial, Stance 
Minor Action  Personal 
Effect: Until the stance ends, your speed increases 

by 2 and you don’t grant combat advantage for 
running. Additionally, whenever you end your 
turn 20 squares or more from the nearest enemy, 
you gain the grit benefit of your at-will powers 
until the end of your next turn. 

LEVEL 7 ENCOUNTER POWERS 
Kneecapper Gunslinger Attack 7 
You aim for your enemy’s legs, trying to destroy their 
mobility. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage, and you 

knock the target prone. 

Satchel Shot Gunslinger Attack 7 
You fire an incendiary explosive shell from your 
scattergun. 
Encounter ✦ Fire, Martial, Weapon 
Standard Action Close blast 4 
Requirement: You must be wielding a 

blunderbuss. 
Target: Each creature in blast 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage. Each target 

who doesn’t take a standard action on their next 
turn to bat out the flames takes 20 fire damage 
at the end of their turn. 

Superior Shot Gunslinger Attack 7 
You eschew fancy trick-shots and focus on mastering 
the basic techniques that brought you this far. 
Encounter ✦ Martial, Weapon 
Free Action  Personal 
Trigger: You use a gunslinger at-will attack power. 
Effect: Each target hit by the triggering attack takes 

+2[W] extra damage. 
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Twin Shot Knockback Gunslinger Attack 7 
You fire twice in rapid succession, the combined force 
knocking your target off its feet. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex, two attacks 
Hit: 1[W] + Dexterity modifier damage per hit. If 

both attacks hit, the second deals +1[W] extra 
damage and pushes the target a number of 
squares equal to your Charisma modifier. 

LEVEL 9 DAILY POWERS 
Art of the Gun Gunslinger Attack 9 
You are a tempest of leaden death; none can stand near 
you and live. 
Daily ✦ Martial, Stance, Weapon 
Minor Action  Personal 
Effect: Whenever an enemy leaves a square within 

3 squares of you, if they didn’t shift, you can 
make a ranged basic attack against that enemy 
as an opportunity action. 

Fungal Shot Gunslinger Attack 9 
You fire a vial filled with an exotic fungus, which 
releases a flash of bright blue light when exposed to air. 
Daily ✦ Martial, Poison, Weapon 
Standard Action Area burst 2 within 

weapon range 
Target: Each creature in burst 
Attack: Dexterity vs. Will 
Hit: The target is stunned and blinded (save ends). 
 Aftereffect: All creature have concealment from 

the target (save ends). 
Miss: The target is stunned and blinded until the 

end of your next turn. 

Hobbling Blast Gunslinger Attack 9 
A painful shot leaves your foe limping. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier + Wisdom modifier 

damage, and the target is slowed and takes a -2 
penalty to AC and Reflex (save ends all). 

Miss: Half damage, and the target takes a -2 
penalty to AC and Reflex until the end of your 
next turn. 

Menacing Shot Gunslinger Attack 9 
Your precision and lethality induce panic in the enemy. 
Daily ✦ Fear, Martial, Weapon 

Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Will 
Hit: 3[W] + Dexterity modifier damage. You slide 

the target twice its speed and it’s stunned until 
the end of your next turn. 

Miss: Half damage. You slide the target its speed 
and it’s dazed until the end of your next turn. 

LEVEL 10 UTILITY POWERS 
Effortless Deed Gunslinger Utility 10 
Any gunslinger worthy of the title can do the 
impossible. You make it look easy. 
Encounter ✦ Martial 
Free Action  Personal 
Effect: You gain the grit benefit of your at-will 

attack powers until the end of this turn. 

Through the Fire Gunslinger Utility 10 
You rush forward heedlessly into a hail of projectiles, 
determined to close the range for the perfect shot. 
Encounter ✦ Martial 
Immediate Reaction Personal 
Trigger: An enemy targets you with a ranged or 

area attack 
Effect: You can shift a number of squares equal to 

2 + your Charisma modifier. You must end your 
shift closer to the triggering enemy. 

No Name Gunslinger Utility 10 
You fade away, one more nameless drifter on a 
heartless frontier. 
Encounter ✦ Martial 
Free Action  Personal 
Trigger: You make a Bluff check to disguise yourself 

or otherwise obscure your identity 
Effect: You get a +5 power bonus to the skill 

check. 

Sustaining Grit Gunslinger Utility 10 
Your luck and determination keeps you fighting where a 
lesser warrior would fall. 
Daily ✦ Martial 
Standard Action Personal 
Special: If you gained the grit benefit of an at-will 

attack power this turn, you can use this power as 
a free action. 

Effect: You regain hit points equal to your healing 
surge value and gain a +2 power bonus to 
Fortitude, Reflex, and Will defenses until the 
start of your next turn. 
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LEVEL 13 ENCOUNTER POWERS 
Duelist’s Determination 
 Gunslinger Attack 13 
You snap off a quick blast, bracing yourself for 
retaliation. 
Encounter ✦ Martial 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier + Wisdom modifier 

damage, and you gain resist 10 to all damage 
until the start of your next turn. 

Finishing Shot Gunslinger Attack 13 
You sense your enemy’s weakness, and take aim for a 
killing round. 
Encounter ✦ Martial 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity + 2 vs. Reflex 
Hit: 2[W] + Dexterity modifier damage. If the 

target is bloodied, increase the damage to 4[W] 
+ Dexterity modifier. 

Shredding Blast Gunslinger Attack 13 
You fire a deadly blast from your blunderbuss, shrapnel 
tearing into the onrushing horde. 
Encounter ✦ Martial, Weapon 
Standard Action Close blast 3 
Requirement: You must be wielding a 

blunderbuss. 
Target: Each creature in blast 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage. 

Up Close and Deadly Gunslinger Attack 13 
At this range, you can’t possibly miss. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature within the normal range of 

your weapon 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + 10  + Dexterity modifier damage. 
Miss: 10 + Dexterity modifier damage. 

LEVEL 15 DAILY POWERS 
Blood and Thunder Gunslinger Attack 15 
As your first target fails to staunch their wounds, you 
focus your attention on the next. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage, and the 

target takes ongoing 15 damage (save ends). 
Miss: Half damage, and the target takes ongoing 5 

damage (save ends). 

Double Vault Gunslinger Attack 15 
You bounce from pillar to pillar, evading enemies and 
lining up the perfect shot. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Effect: You can jump 4 squares horizontally and 2 

squares vertically, then optionally make a second 
jump of 4 squares horizontally and 2 squares 
vertically from any square you jump through 
that’s adjacent to a wall, column, or other solid 
structure. You can make the attack before, after, 
or between the jumps. 

Attack: Dexterity vs. Reflex 
Hit: 5[W] + Dexterity modifier damage. 
Miss: Half damage. 

Noxious Vial Gunslinger Attack 15 
You’re not precisely sure what was in the vial you just 
fired; merely that it contained a mixture of all the most 
unpleasant reagents you had to hand. 
Daily ✦ Martial, Poison, Weapon, Zone 
Standard Action Area burst 2 within 

weapon range 
Target: Each creature in burst 
Hit: 2[W] + Dexterity modifier poison damage. 
Effect: The burst creates a zone until the end of 

your next turn; all squares in the zone are lightly 
obscured. Each creature that starts its turn in the 
zone or enters the zone takes a -2 penalty to 
attack rolls (save ends). 

Stunning Shot Gunslinger Attack 15 
The force of your fire leaves the foe reeling, about to 
break. 
Daily ✦ Fear, Martial, Reliable, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Will 
Hit: 3[W] + Dexterity modifier damage, and the 

target is stunned (save ends). 

LEVEL 16 UTILITY POWERS 
Distracting Bluster Gunslinger Utility 16 
The faster you talk, the less attention your enemy pays 
to your hands—and more importantly, your weapon. 
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Daily ✦ Martial 
Immediate Reaction Melee 1 
Trigger: An enemy enters a square adjacent to you. 
Effect: The triggering enemy’s turn ends. 

Focusing Breath Gunslinger Utility 16 
You pause amidst the chaos around you, taking a 
second to clean your gun and shrug off your burdens. 
Daily ✦ Martial 
Standard Action Personal 
Effect: Shift 5 squares, make a saving throw, and 

reload your weapon. 

Opening Shot Gunslinger Utility 16 
You fire your gun in the air, warning your allies of an 
ambush. 
Daily ✦ Martial, Weapon 
No Action  Close burst 6 
Trigger: You roll initiative and one or more of your 

allies is surprised 
Target: You and each ally in burst 
Effect: The targets aren’t surprised. This uses 

ammunition. 

Powder Burns Gunslinger Utility 16 
The muzzle flash of your weapon scalds nearby 
enemies. 
Daily ✦ Fire, Martial, Stance 
Minor Action  Personal 
Effect: Until the stance ends, whenever you hit a 

creature with a firearm attack, you may deal 
ongoing 5 fire damage (save ends) to an enemy 
adjacent to you. 

LEVEL 17 ENCOUNTER POWERS 
Cheap Shot Gunslinger Attack 17 
You take deadly advantage of your target’s distraction. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage. If the 

target is marked by one of your allies, increase 
damage to 4[W] + Dexterity modifier. 

Lethal Patience Gunslinger Attack 17 
You snap off a casual shot, calm in the certainty that 
even if this one doesn’t get them, the next one will. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 3[W] + Dexterity modifier damage. 
Effect: You get a power bonus to the next attack 

roll you make against the same target before the 
end of your next turn equal to your Wisdom 
modifier (minimum +2). 

Lightning Agility Gunslinger Attack 17 
You move and fire too quickly for your foes to react, 
darting from cover to cover. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Special: This power can’t trigger opportunity or 

immediate actions. 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage. 
Effect: You move your speed. 

Sovereign Glue Gunslinger Attack 17 
You fire a vial of everlasting sovereign glue. While your 
foes may eventually escape, they’ ll be leaving their boots 
behind. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage, and the 

target is immobilized until the end of your next 
turn. Make a secondary attack against each other 
creature within a burst 1 of them. 

 Secondary Attack: Dexterity vs. Reflex 
 Hit: The secondary target is immobilized until 

the end of your next turn. 

LEVEL 19 DAILY POWERS 
Black-Powder Dance Gunslinger Attack 19 
You fire at your target’s legs, wounding them and 
knocking them off-balance as they jump away. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 5[W] + Dexterity modifier damage, and you 

knock the target prone. 
Effect: Until the end of the encounter, whenever 

you hit the target with a ranged attack, you 
knock them prone. 

Fan the Hammer Gunslinger Attack 19 
You fire a quick barrage of shots, dropping foe after foe. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One, two, or three creatures 
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Attack: Dexterity vs. Reflex, three attacks 
Hit: 1[W] + Dexterity modifier + Wisdom modifier 

damage per attack. 
Miss: Half damage per attack. 

Reaping Round Gunslinger Attack 19 
You consign their soul to the Raven Queen and fire. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. AC, Fortitude, and Reflex. You 

make one attack roll and compare it to all three 
defenses. 

Effect: 2[W] + Dexterity modifier damage. Increase 
damage to 3[W] + Dexterity modifier if you hit 
one defense, and 4[W] + Dexterity modifier if 
you hit two defenses. If you hit all three defenses, 
increase damage to 5[W] + Dexterity modifier, 
and kill the target instantly if the damage 
reduces it to 40 hit points or less. 

Under the Gun Gunslinger Attack 19 
You bark commands at the enemy, weapon ready to 
punish any sudden moves. 
Daily ✦ Fear, Martial, Weapon 
Standard Action Ranged weapon 
Attack: Will 
Hit: The target is dominated (save ends). 
 Aftereffect: You may use a gunslinger at-will 

attack power or ranged basic attack against the 
target as a free action. 

Miss: You may use a gunslinger at-will attack 
power or ranged basic attack against the target 
as a free action. 

LEVEL 22 UTILITY POWERS 
Fortune’s Favored Gunslinger Utility 22 
With luck on your side, your weapons never fail you. 
Daily ✦ Martial, Stance 
Free Action Personal 
Trigger: You roll a natural 1 with a firearm attack 
Effect: You calculate the result of the die roll as if 

the natural roll had been a 10. Additionally, you 
treat natural rolls of 1 as natural rolls of 10 until 
the stance ends. 

Gunslinger’s Resolve Gunslinger Utility 22 
Your determination allows you to shrug of the most 
vital of attacks. 
Encounter ✦ Martial 
Free Action  Personal 
Trigger: A creature scores a critical hit against you 
Effect: The triggering attack is instead a normal hit. 

Master of Escape Gunslinger Utility 22 
You’re great at getting out of tough situations 
Encounter ✦ Martial 
No Action  Personal 
Trigger: You begin your turn with an effect that 

dazes, entangles, grabs, immobilizes, paralyzes, 
restrains, or stuns you and a save could end 

Effect: You make a saving throw against the 
triggering effect. If you fail the saving throw, you 
regain the use of this power at the end of your 
turn. 

Vortex Shot Gunslinger Utility 22 
Your firearm creates an explosive torrent of air, clearing 
away fog, smoke, and spellcraft. 
Daily ✦ Martial, Weapon 
Standard Action Close blast 6 
Requirement: You must be wielding a blunderbuss 
Target: Each zone overlapping the blast 
Effect: The zone is destroyed. All concealment from 

fog, smoke, and other cloud effects in the blast is 
removed. 

LEVEL 23 ENCOUNTER POWERS 
Deadly Draw Gunslinger Attack 23 
Before anyone realizes the fight has begun, one foe is 
already out of it. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 4[W] + Dexterity modifier damage. Increase 

the damage to 5[W] + Dexterity modifier if the 
target was at full hit points when you hit it with 
this attack. 

Eminent Shot Gunslinger Attack 23 
You’ve learned and forgotten a thousand tricks and 
gimmicks, but the fundamentals of your art are eternal. 
Encounter ✦ Martial, Weapon 
Free Action  Personal 
Trigger: You use a gunslinger at-will attack power. 
Effect: Each target hit by the triggering attack takes 

+2[W] extra damage and is dazed until the start 
of your next turn. 

Special: You can’t use this power and superior shot 
to modify the same attack. 

Inferno Shot Gunslinger Attack 23 
You load your weapon with an explosive shell filled with 
hellfire. 
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Encounter ✦ Fire, Martial, Weapon 
Standard Action Close blast 6 
Requirement: You must be wielding a blunderbuss 
Target: Each creature in blast 
Attack: Dexterity vs. Reflex 
Hit: 2[W] + Dexterity modifier damage, and each 

target who doesn’t take a standard action on 
their next turn to bat out the flames takes 40 fire 
damage at the end of their turn. 

Triple Tap Gunslinger Attack 23 
You quickly spin in place, reloading your gun in an 
instant as you drop target after target. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One, two, or three creatures 
Attack: Reflex, three attacks 
Hit: 1[W] + Dexterity modifier damage per hit, and 

you push each target 2 squares for each attack 
that hit it. 

LEVEL 25 DAILY POWERS 
Larger than Life Gunslinger Attack 25 
Your reputation and shadow loom long, and your 
enemies scatter before you. 
Daily ✦ Fear, Martial, Stance, Weapon 
Minor Action  Personal 
Effect: As a free action when you enter this stance 

and as a minor action once during each of your 
subsequent turns, make the following attack in a 
close burst 5. It doesn’t use ammunition. 

 Target: Each enemy in burst 
 Attack: Dexterity vs. Will 
 Hit: Slide the target 3 squares. It gains vulnerable 

5 to your attacks until the end of your turn. 

Overcharge Gunslinger Attack 25 
You load your gun with double-charges of powder; it 
won’t be good for you or the gun but you can worry 
about that after you’ve won the battle. 
Daily ✦ Martial, Stance, Weapon 
Minor Action  Personal 
Effect: Your ranged weapon attacks deal +2[W] 

extra damage. Whenever you make a ranged 
weapon attack, you take 10 fire damage. 

Storm of Lead Gunslinger Attack 25 
You whirl across the battlefield, musket-balls scything 
through your enemies. 
Daily ✦ Martial, Stance, Weapon 
Minor Action  Personal 
Effect: Whenever an enemy leaves (including 

shifting) or ends their turn in a square within 3 

squares of you, you can shift 1 square and then 
make a ranged basic attack against that enemy 
as an opportunity action. The attack can score a 
critical hit on a natural roll of 19-20. 

True Grit Gunslinger Attack 25 
Impossible deeds have become so commonplace for you, 
it requires conscious focus to not perform them. 
Daily ✦ Martial, Stance, Weapon 
Minor Action  Personal 
Effect: You always gain the grit benefits of your at-

will gunslinger attack powers. Whenever you 
score a critical hit, the attack deals 2d10 extra 
damage (not maximized). 

LEVEL 27 ENCOUNTER POWERS 
Fieldsweeper Gunslinger Attack 27 
The force of your blunderbuss’ blast scatters your foes 
and disperses their rush. 
Encounter ✦ Martial, Weapon 
Standard Action Close blast 3 
Requirement: You must be wielding a blunderbuss 
Target: Each creature in blast 
Attack: Dexterity vs. Fortitude 
Hit: 3[W] + Dexterity modifier damage, and you 

push the target 3 squares. 

Leaden Vanguard Gunslinger Attack 27 
You rush into battle, enemy fire sloughing off you as you 
aim and shoot. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 4[W] + Dexterity modifier damage, and you 

gain a power bonus to all defenses equal to your 
Charisma modifier and resist 15 to all damage 
until the start of your next turn. 

Raven’s Hunger Gunslinger Attack 27 
Death is hungry for souls this day, and you gladly 
shepherd them to their end. 
Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex; against a bloodied 

target, this attack can critically hit on any natural 
roll that hits 

Hit: 2[W] + Dexterity modifier damage. 
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LEVEL 29 DAILY POWERS 
Dragon Leap Gunslinger Attack 29 
You soar over the battlefield, gravity admitting defeat 
before your surpassing skill. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Effect: You can fly twice your speed to a square of 

solid ground, making the attack at any point 
during that movement. 

Attack: Dexterity vs. Reflex 
Hit: 6[W] + Dexterity modifier damage. 
Miss: Half damage. 

Mindbreak Shot Gunslinger Attack 29 
Panic flickers across the enemy’s face as you once again 
level your gun to fire. 
Daily ✦ Fear, Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Will 
Hit: 4[W] + Dexterity modifier damage, and the 

target is dazed (save ends). 
Effect: Until the end of the encounter, whenever 

you hit the target with an attack, you may make 
a secondary attack against it. 

 Secondary Attack: Dexterity vs. Will 
 Hit: The target is dazed until the end of your next 

turn. If it hasn’t succeeded at a saving throw 
against this power yet, instead it’s stunned until 
the end of your next turn. 

One Last Shot Gunslinger Attack 29 
No tricks left. Nowhere to run. Just you, your rival, and 
one more charge of powder in the horn. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 7[W] + Dexterity modifier damage. If you have 

no encounter attack powers remaining and the 
target is reduced to 40 hit points or less, you 
instantly kill the target. 

Miss: Half damage and no instant kill. 

Universal Solvent Gunslinger Attack 29 
Cleans the residue from your barrel, the enemies from 
your sight, and the regrets from your conscience. 
Daily ✦ Acid, Martial, Weapon 
Standard Action Area burst 1 in weapon 

range 
Target: Each creature in burst 
Attack: Dexterity vs. Fortitude 

Hit: 3[W] + Dexterity modifier damage, and the 
target is weakened, takes a -4 penalty to AC, and 
takes ongoing 20 acid damage (save ends all 
three). 

 Aftereffect: The target takes a -2 penalty to AC 
and ongoing 10 acid damage (save ends both). 

Miss: Half damage and the target is weakened until 
the end of your next turn. Additionally, the target 
takes a -2 penalty to AC and ongoing 10 acid 
damage (save ends both). 

PARAGON PATHS 

HINTERLANDER 
“This village is under my protection, demon—begone!” 

 Prerequisite: Gunslinger class 

The liminal spaces at the edge of civilization are 
dotted with villages, too far from the cities for lords 
and armies to protect yet too far from the wild for 
druids to care for. When deadly beasts and 
outlandish monsters wander into those small towns, 
you are there to stop them, a creature half of the 
wilderness and half of civilization, primal magic in 
one hand and hot lead in the other. 

HINTERLANDER PATH FEATURES 
 Monster Hunter (11th level): You gain 
bonuses when fighting non-natural creatures 
depending on those creatures’ origins. 
 Aberrant: You gain a +2 bonus on saving throws 
against conditions imposed by aberrant creatures. 
 Immortal: You treat all immortal creatures’ 
resistances as 10 lower. 
 Elemental: You don’t provoke attacks of 
opportunity from elemental creatures. 
 Fey: You gain a +2 bonus to Reflex and Will 
against the attacks of fey creatures. 
 Shadow: Your ranged attacks against shadow 
creatures ignore concealment, total concealment, 
and incorporeality. 
 Hinterland Stride (11th level): When you 
spend an action point to take an extra action, before 
or after that action you may shift 2 squares, ignoring 
difficult terrain. 
 Way-Marker Travel (16th level): You can 
create a way-marker in any settled area by spending 
1 hour communing with the local primal spirits. You 
can maintain up to five way-markers at a time. Once 
per day, as a move action, you can teleport yourself 
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and up to six willing creatures you’re touching to any 
of your waymarkers. Additionally, you gain a +2 
bonus to initiative while in a settlement with a 
waymarker, and you can sense the presence (but not 
type, number, or location) of non-natural creatures 
within 5 miles of any of your waymarkers. 

HINTERLANDER EVOCATIONS 
Seedshot Hinterlander Utility 12 
Your musket-ball is a seed, sprouting thorns and roots 
within your target. 
Daily ✦ Primal, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage, and the 

target is slowed and takes a -2 penalty to attack 
rolls until the end of your next turn. 

Guardian Spirits Hinterlander Utility 12 
You call upon the spirits of the wind to protect your 
allies. 
Daily ✦ Primal, Zone 
Minor Action  Area burst 1 within 5 

squares 
Effect: The burst creates a zone filled with guardian 

spirits that lasts until the end of the encounter. 
While within the zone, you and your allies gain a 
+2 power bonus to AC and Reflex. As a move 
action, you can move the zone 5 squares. 

Aspect of the Falcon Hinterlander Attack 20 
Wings of smoke take shape on your back, your eyes 
widen to assess the scene, and you rise above the fray to 
take deadly aim at your foe. 
Daily ✦ Primal, Stance, Weapon 
Standard Action Ranged weapon 
Effect: Before the attack, you fly your speed and 

must land on solid ground. 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 3[W] + Dexterity modifier damage. 
Effect: You enter the falcon-aspect stance. Until the 

stance ends, you gain a +2 power bonus to 
Perception checks and ranged attack rolls, and 
deal 2d6 additional damage with ranged 
weapon critical hits. Additionally, you can fly 
your speed as a move action, but must land on 
solid ground at the end of the action. 

POWDER CHEMIST 
“Light ‘em up!” 

 Prerequisite: Gunslinger class 

On the cutting edge of new technology, you 
compound your own powder, make your own 
primers, tweak the proportions a bit and try to get 
those few extra percentage points of efficiency 
without blowing your own head off. And your 
innovation’s paid off, in faster fire times, unique 
ammunition, and a handful of demolitionist’s tricks. 

POWDER CHEMIST PATH 
FEATURES 
 Fulminator (11th level): You can reload your 
gun as a free action. 
 Volatile Action (11th level): When you spend 
an action point and hit two or more creatures with 
one or more attacks, you deal 5 extra fire damage to 
each of those creatures. 
 Shake the Room (16th level): When you hit a 
creature with a close or area attack power, you may 
knock that creature prone. 

POWDER CHEMIST EXPLOITS 
Flashfire Powder Chemist Attack 11 
You shoot an explosive round which sparks while your 
target staggers away, then explodes in a plume of fire. 
Daily ✦ Fire, Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 1[W] + Dexterity modifier damage, and you 

slide the target a number of squares equal to 
your Charisma modifier, then make a secondary 
attack. 

 Secondary Target: Each creature within 1 square 
of the primary target’s new location 

 Secondary Attack: Dexterity vs. Reflex 
 Hit: 2[W] + Dexterity modifier fire damage. 

Smokescreen Powder Chemist Utility 12 
You fire a smoking canister that creates a thin cloud of 
smoke, obscuring forms and disguising motion. 
Daily ✦ Martial, Weapon, Zone 
Standard Action Area burst 1 within 

weapon range 
Effect: The burst creates a zone of lightly obscured 

squares that lasts until the end of the encounter. 



CyberChronometer’s Gunslinger for 4E | CC BY 4.0

Turathi Fire Powder Chemist Attack 20 
You’ve rediscovered an ancient alchemical formula, an 
incendiary that leaps from foe to foe as it burns. 
Daily ✦ Fire, Martial, Reliable, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 4[W] + Dexterity modifier fire damage, and it’s 

covered in Turathi fire (save ends). Whenever a 
creature covered in Turathi fire begins its turn, 
make the secondary attack. 

 Secondary Target: The triggering creature and 
up to one creature within 1 square of it 

 Secondary Attack: Dexterity vs. Reflex 
 Hit: 10 fire damage, and the target is covered in 

Turathi fire (save ends). 
 Miss: 5 fire damage. 

URBAN MARSHAL 
“Tell them the law’s coming, and the Nine Hells with me, 
you hear?” 

 Prerequisite: Gunslinger class 

Amidst dusty towns and twisted spires, honest folk 
make easy prey for the cunning and deceitful. You 
stand among them, a bold hero wearing the silver 
star of the law, and before the muzzle of your gun, 
cities reform and justice prospers. 

URBAN MARSHAL PATH 
FEATURES 
 Labyrinthine Cunning (11th level): You 
ignore difficult terrain in an urban environment. 
You can open or close a door as a free action once 
per turn. 
 Marshal’s Action (11th level): As you roll 
initiative, you can immediately spend an action 
point to take an extra action. If you do and you 
would be surprised, you aren’t surprised. 
 Marshal’s Sense (16th level): Creatures don’t 
gain combat advantage against you as a result of you 
not being able to see them. Additionally, you gain a 
+4 bonus to initiative checks, increasing to +8 in 
urban terrain. 

URBAN MARSHAL EXPLOITS 
Destructive Judgement 
 Urban Marshal Attack 11 
You recite a litany of the laws your foe is in violation of, 
bolstering your confidence and steadying your aim. 

Encounter ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity + 3 vs. Reflex 
Special: This attack can score a critical hit on a 

natural roll of 19-20. 
Hit: 2[W] + Dexterity modifier damage, and until 

the end of your next turn you get a +3 power 
bonus to attack rolls and your attacks can score a 
critical hit on a natural roll of 19-20. 

Bulletproof Judgement 
 Urban Marshal Utility 12 
You shrug off your foe’s volley, bracing to return fire. 
Daily ✦ Martial, Stance 
Immediate Interrupt Special 
Trigger: An enemy hits you with a ranged attack 
Target: The triggering enemy 
Effect: You gain resist 10 to damage from the 

target’s ranged attacks until the end of the 
encounter. 

Invigorating Judgement 
 Urban Marshal Attack 20 
Your hunt for a particularly pernicious villain sustains 
you. 
Daily ✦ Martial, Weapon 
Standard Action Ranged weapon 
Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 4[W] + Dexterity modifier damage. 
Miss: Half damage. 
Effect: Until the end of the encounter, you gain 

regeneration 2. 

EPIC DESTINY 

GUN ARTIST 
 Prerequisite: 21st-level gunslinger 

You have mastered your chosen fighting style, 
calculating in your mind every position and 
movement to be as deadly as possible. All that 
remains is the actual execution; moving and firing 
according to your elegant plan with as much flair as 
a mortal body is capable of. Gravity, momentum, fate
—all quiver before the perfected art of ballistics. 

IMMORTALITY? 
Your final quest is the ultimate test of the fighting 
style you invented, the chance to prove its eminence 
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as you fire perfectly without aiming and dance 
between counterattacks. When the last duel is done 
and your art proves true, you herald the dawn of a 
new age, one of powder and lead. Not even fate can 
catch you now; your path from there on is up to you, 
but one possibility is described below. 
 Sage of the Gun: As new weapons spread 
across the land, your name spreads alongside them, 
the pinnacle of the changing ways of warfare. In 
trenches and foxholes, warriors whisper your name, 
hoping to embody a trace of your legend. And as 
dark days dawn, the greatest of the next generation 
of gunslinging heroes may seek you out beyond the 
furthest frontiers in the hopes of learning the secrets 
of the perfect shot. 

GUN ARTIST FEATURES 
All Gun Artists have the following class features. 
 Wall Run (21st level): You can move across 
vertical surfaces as if they were floors. 
 Vanishing Speed (24th level): You are 
invisible while moving. If you move multiple times 
consecutively across multiple actions on your turn, 
you don’t reappear between movements. 
 Cheat Death (30th level): At 30th level, the 
first time during an encounter you would be 
reduced to 0 or fewer hit points, you’re reduced to 1 
hit point instead. Whenever you score a critical hit, 
you regain the use of this ability. 

GUN ARTIST POWER 
Gun Kata Gun Artist Utility 26 
Each fluid position represents a maximum kill zone, 
inflicting maximum damage on the maximum number 
of opponents. 
Daily ✦ Martial 
Standard Action Personal 
Effect: Once before the end of your next turn, you 

can choose to critically hit with an at-will or 
encounter attack power instead of making an 
attack roll. Until you do or the end of your next 
turn, you gain a +10 power bonus to AC and 
Reflex defense. 

FEATS 

HEROIC FEATS 
ADAMANT SHOT [DEADEYE] 
 Prerequisite: Gunslinger; deadeye power 

 Benefit: When you hit an enemy with deadeye, 
you can push that enemy 1 square. If you have grit, 
push them up to 3 squares instead. 
 Special: Apply only one Deadeye feat each time 
you use the deadeye power. 

AMATEUR GUNSLINGER 
[MULTICLASS GUNSLINGER] 
 Prerequisite: Dex 13 
 Benefit: You gain and can use a firearm. You 
must still spend 1 minute reloading it between 
shots. Additionally, once you’re at least fourth level, 
you gain the gunslinger’s Gunsmithing feature. 

ARSENAL SAGE 
 Prerequisite: Sage, gunslinger 
 Benefit: When you use the power you gained 
from your Applicable Knowledge feature to make an 
attack with a firearm, you may choose to target 
Reflex instead of any other defense. 

DESPERADO 
 Prerequisite: Criminal, gunslinger 
 Benefit: When you hit an enemy you have total 
concealment from with a firearm attack, you get a 
+2 feat bonus to the damage roll. This bonus 
increases to +3 at 11th level and +4 at 21st level. 

DRY-GULCHING 
 Prerequisite: Gunslinger 
 Benefit: Whenever you make a ranged attack 
against a creature who hasn’t acted yet in combat or 
a creature granting you combat advantage, you deal 
extra damage equal to your Charisma modifier. 

FIREARM EXPERTISE 
 Benefit: You gain a +1 feat bonus to weapon 
attack rolls you make with a firearm. This bonus 
increases to +2 at 11th level and +3 at 21st level. In 
addition, while wielding a firearm, you gain a +2 
feat bonus to Intimidate and Perception checks. 

FOCUSED SHOT 
 Prerequisite: Gunslinger 
 Benefit: When you hit a creature within 3 
squares with a ranged attack, you deal extra damage 
equal to your Wisdom modifier. 
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GUNRUNNER 
 Prerequisite: Smuggler, gunslinger 
 Benefit: When you become bloodied for the 
first time in an encounter, until the end of your next 
turn, you gain the grit benefit of your at-will 
gunslinger attack powers. 

GUNSLINGER’S DETERMINATION 
 Prerequisite: Gunslinger 
 Benefit: When you use your second wind, you 
gain the grit benefit of your at-will powers until the 
end of your next turn. 

GUN TWIRLING 
 Prerequisite: Charlatan, gunslinger 
 Benefit: Your lies and violence background power 
can target any creature within the normal range of 
your weapon. 

GUTTER PUNK 
 Prerequisite: Urchin, gunslinger 
 Benefit: When you use your second chance 
background power, you gain the grit benefit of your 
at-will powers until the end of your next turn, 

MARKSMAN’S INSIGHT 
 Prerequisite: Hermit, gunslinger 
 Benefit: When you use your hermit’s insight 
background power to increase an attack roll with a 
firearm attack, add 1d10 instead of 1d6. 

SCATTERGUN EXPERT 
 Prerequisite: Gunslinger 
 Benefit: Once per day, when you use a close 
blast gunslinger power, if you’re wielding a 
blunderbuss, you can increase the size of the blast 
by 3. 

SPOTTER 
 Prerequisite: Wis 13, gunslinger 
 Benefit: When you hit or miss an enemy with a 
ranged attack, you and your allies treat the effective 
range to that creature as 5 squares less for the 
purposes of making ranged attacks until the end of 
your next turn. 

SHIFTY SHOT [DEADEYE] 
 Prerequisite: Gunslinger; deadeye power 

 Benefit: When you hit an enemy with deadeye, 
you can shift 1 square. If you have grit, shift up to 3 
squares instead. 
 Special: Apply only one Deadeye feat each time 
you use the deadeye power. 

PARAGON FEATS 
FORTUNATE HUNTER 
 Prerequisite: 11th level, outlander, gunslinger 
 Benefit: When you score a critical hit with an 
attack you rerolled with your  hunter’s precision 
background power, deal 1[W] extra damage and 
regain the use of hunter’s precision. 

LUCKY DODGE 
 Prerequisite: 11th level, gunslinger 
 Benefit: When an enemy you have combat 
advantage against scores a critical hit against you, 
the hit is a normal hit instead. 

PARTING SHOT [DEADEYE] 
 Prerequisite: 11th level, gunslinger; deadeye 
power 
 Benefit: Whenever you use deadeye, you can 
shift 1 square before making the attack. If you have 
grit, you also gain a +2 feat bonus to speed until the 
end of your turn. 
 Special: Apply only one Deadeye feat each time 
you use the deadeye power. 

SHOOT THE SON-OF-A-GUN 
 Prerequisite: 11th level, archaeologist, 
gunslinger 
 Benefit: Whenever you use your reliquarian 
background power, you can make a ranged basic 
attack against the creature that imposed a condition 
you end this way as a free action. 

SKIRMISHING GUNNER 
 Prerequisite: 11th level, gunslinger 
 Benefit: Whenever you hit a creature with a 
firearm attack, it can’t make attacks of opportunity 
against you until the end of your next turn. 

STUDIED RELOAD 
 Prerequisite: 11th level, any multiclass 
gunslinger feat, paragon multiclassing as a 
gunslinger 
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 Benefit: Whenever you use a gunslinger attack 
power, you can reload your firearm as a minor 
action. 

EPIC FEATS 
BLOODY CRITICAL 
 Prerequisite: 21st level, gunslinger 
 Benefit: Whenever you critically hit an enemy 
with a firearm attack, you also deal ongoing 10 
damage to the target (save ends). If the attack 
already deals ongoing damage on a critical hit, 
instead increase the ongoing damage by 10. 

CAREFUL SCATTERSHOT 
 Prerequisite: 21st level, gunslinger 
 Benefit: Your close and area firearm attacks 
automatically miss your allies. 

ENDURING GRIT 
 Prerequisite: 21st level, gunslinger 
 Benefit: When you gain the grit benefit of an at-
will power, you gain temporary hit points equal to 
one-half your level + your Wisdom modifier. 

FIREARM MASTERY 
 Prerequisite: 21st level, gunslinger 
 Benefit: When you make a ranged weapon 
attack with a firearm, you can score a critical hit on a 
roll of 19-20. 

RICOCHET EXPERT 
 Prerequisite: 21st level, gunslinger 
 Benefit: You can treat any wall or piece of solid 
terrain you have line of sight and effect to within the 
normal range of your weapon as the origin point of 
your ranged attacks. 

VITAL LUCK 
 Prerequisite: 21st level, gunslinger 
 Benefit: Whenever you score a critical hit with 
a gunslinger attack power, you can make a saving 
throw. 


