
WARSLINGER CX1: CHARACTER CLASS CODEX 

The warslinger is a halfling “sling sniper”—an expert in the use of 
the weapon commonly associated with the halfling race. 

The prime requisites of a warslinger are Strength and Dexterity. 
If a warslinger has a score of 13 or greater in both Strength and 
Dexterity, the character will gain a +5% bonus on earned expe-
rience points. If a warslinger has an Strength of 13 or greater 
AND a Dexterity of 16 or greater, the character will earn a +10% 
bonus on earned experience. Warslingers attack and save as nor-
mal halflings.

RESTRICTIONS: Warslingers use six-sided dice (d6) to determine 
their hit points. They may advance to a maximum of 8th level 
of experience. Warslingers can use any type of weapon which 
has been “cut down to size”, but may wear nothing more protec-
tive than chain armor, and cannot use a shield. Warslingers must 
have a minimum score of 9 in both Dexterity and Constitution. 

SPECIAL ABILITIES: Warslingers possess the standard abilities 
of a halfling: +1 with missile weapons, –2 AC against larger-than-
man-sized creatures, +1 on initiative rolls (optional), 90% chance 
to hide in underbrush outdoors, 2-in-6 chance to hide in shadows 
indoors, ability to hear noise on a 1-2 (on 1d6). Warslingers are 
particularly versed in the use of the sling—particularly the halfing 
warsling (see New Warslinger Weapons, below). 

Warsling Damage Bonus. When making a success-
ful attack with a warsling and ordinary sling bullets, a 
warslinger does an additional damage bonus based on the 
warslinger’s Strength score (melee damage bonus). This 
bonus does not apply to skiprocks (see New Warslinger 
Weapons, below).

Sneak Attack. This ability is similar to the thieves’ ability 
to strike from behind unnoticed, providing a +4 bonus 
“to hit”. Ranged attacks only count as sneak attacks if 
the target is within 30'. The extra damage done for a 
successful sneak attack by a warslinger depends on the 
character’s level. It provides a +1d6 bonus to damage at 
1st level, and increases by an additional 1d6 every other 
level after that (+2d6 at 3rd level, +3d6 at 5th level, and 
+4d6 at 7th level). 

Sniper’s Vision. Beginning at 2nd level, a warslinger 
gains a a +2 bonus on sling attacks against targets with 
some degree of cover. This bonus effectively reduces the 
benefit of cover because the warslinger is adept at aim-
ing for the exposed part of the foe. 

Knockout. Beginning at 4th level, any warslinger who 
rolls a natural 20 “to hit” with a warsling and an ordinary 
sling bullet, causes the missile’s victim to be knocked un-
conscious (in addition to normal damage from the suc-
cessful attack). Skiprock cannot cause knockout.

Skiprock Expertise. At 6th level, the warslinger’s exper-
tise with the warsling becomes so advanced that when he 
or she bounces a skiprock off one target to hit another, 
the second attack roll is made without the –2 penalty. 

At any point that a warslinger has enough money, he or she may 
construct a stronghold, usually located near established halfling 
shires. Unlike a normal halfing stronghold, it will not attract a 
halfling community of its own. Instead, it will attract 2d4 1st 
level warslingers who will serve as protectors for the halfling 
communities surrounding the stronghold.

Warslinger Class Table
    Level Title                    Exp. Pts. HD
 1 Halfling Lobber 0 1d6
 2 Halfling Flinger 2,500 2d6
 3 Halfling Launcher 5,000 3d6
 4 Halfling Caster 10,000 4d6
 5 Halfling Hurler 20,000 5d6
 6 Halfling Slinger 40,000 6d6
 7 Halfling Warslinger 80,000 7d6
 8 Warslinger Sheriff 160,000 8d6

New Warslinger Weapons
Hafling Warsling. Perfect balance and sturdier construction 
distinguish this sling from its simpler counterparts. Ordinary sling 
bullets slung from a warsling deal 1d4 points of damage. If a 
warslinger throws skiprocks with a warsling, it only deals 1d3 
amage, but they can be ricocheted (at a second target) just as if 
they were thrown. The cost of a halfling warsling is 25 gp. The 
ranges for a warsling are: S:5'-50'/M:51'-100'/L:101'-150'.

Skiprocks. These polished, perfectly weighted stones are 
prized by halflings, for if thrown properly by a proficient user they 
ricochet off one target to strike a second. If the skiprock hits its 
target, it does 1d3 damage then ricochets toward another target 
of the thrower’s choice adjacent to the original target (within 5'). 
The thrower immediately makes a second attack roll, based on 
the second target’s AC, and with a –2 “to hit” penalty. If the skip-
rock hits the second target, it deals 1d3 damage to that target, 
but does not benefit from a warslinger’s Strength damage bonus. 
Skiprocks can be used as sling bullets, but cannot make ricochet 
shots when used as ammunition unless thrown from a halfling 
warsling by a warslinger. The cost of a skiprock is 3 gp.
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