
The Dwarven Stormhammer Invented by Malakai 

 

Hailing from the depths of the mountain fastness of the dwarves, the Stormhammer wields the very powers of the icy 

mountains themselves, and the very weather yields to their purpose.  The echo between mountain passes, the frigid 

breeze waling through the caverns, the ice and snow battering the hillsides, these are the weapons of the Dwarven 

Stormhammer, and they use them well to protect their people and clans. 

 

Adventures: 

The Dwarven Stormhammer is not naturally predisposed to adventuring, their duty being to protect the fortress keeps of 

their people deep in the mountains.  However, sometimes a Stormhammer may be compelled to travel away from their 

home to right a wrong or study ways to make them more efficient at their duties. 

 

Characteristics: 

The Stormhammer wields the very powers of nature themselves, as found in the highest mountain ranges.  Ice and 

snow, rock and cliff, wind and blizzard, these are the most powerful weapons of the Stormhammer. 

 

Religion: 

There is no religious requirement for the Stormhammer, but most do serve Dwarven deities, paying homage to them for 

their special abilities.  Many, however, also worship nature itself, while others simply have a profound respect for the 

mountains and the powers that they have been granted through their association with them. 

 

Background: 

Stormhammers hail from the elite ranks of Dwarven armies.  They are generally solitary from the rest of the military, 

both because their magic is somewhat distrusted by their fellows, and because they simply have nothing in common 

with the average soldier.  Stormhammers are frequently found wandering the mountains alone, in blissful 

communication with the elements that they love so much. 

 

Races: 

Obviously, the only race that can become a Dwarven Stormhammer are dwarves.  It follows as common sense that no 

other race has this capacity.  It has, however, been recorded by unreliable sources that the occasional human living with 

dwarves, and even a half-orc became Dwarven Stormhammers, but these accounts are largely scoffed at. 

 

Classes: 

The Dwarven people that are most attracted to the Stormhammer class are of the military type.  Fighters, warlike 

clerics, and even particularly militant druids are all likely to take levels of this class.  Rarely, a particularly high-level 

warrior (NPC class) will become a Stormhammer, but as most warriors don’t make it to the necessary levels, this is 

unlikely. 

 
HD: d8 

 

Requirements 
To qualify to become a Dwarven Stormhammer the character must meet the following requirements: 

 

Alignment: Any Lawful; military discipline requires a keen sense of following orders. 

Base Attack Bonus: +5 

Skills: Wilderness Lore, +8 Ranks 

Spell Casting: The Dwarven Stormhammer has the ability to cast at least 3
rd

 Level divine Spells. 

Race: Dwarven; hence the name of the class… 

 

Class Skills 
The Dwarven Stormhammer class skills (and the key ability for each skill) are; Climb (Str), Concentration (Con), Craft 

(Metalsmithing, Armorsmithing, Weaponsmithing)(Int), Heal (Wis), Jump (Str), Sense Motive (Wis), Survival (Wis), 

Swim (Str), and Wilderness Lore (Wis). 

 

See Chapter 4 in the Core Rulebook 1 for skill descriptions. 

Skill Points at each additional Level: 2 + Int modifier 

 



Class Features 
All of the following are class features of the Dwarven Stormhammer: 

 

Weapon and Armour Proficiency: A Dwarven Stormhammer is proficient with all type of weapons, and armour.  

Note that wearing armour heavier than leather imposes a penalty to the ranger skills Climb, Hide, Jump, and Move 

Silently. Swim checks also suffer a –1 penalty for every 5 lbs. of armour or equipment carried. 

 

Storm Bastion: At 1
st
 Level the Stormhammer gains the ability Storm Bastion.  This ability allows the Stormhammer to 

ignore any penalties associated with inclement weather (see page 87 of the Core Rulebook 2 for information associated 

with weather hazards) from his native lands.  For most Stormhammers, this renders them immune to wind, blizzards, 

and extreme cold.  DM’s discretion should be used for other environs.  In addition, the Stormhammer gains a +2 on all 

saves against hazards such as avalanches and landslides. 

 

Nature’s Fury:  At 1
st
 Level, the Stormhammer gains the ability Nature’s Fury.  This ability allows the Stormhammer 

to use a Druid spell of a level equivalent to their Stormhammer level the listed amount of times per day (thus a 1
st
 Level 

Stormhammer may cast a single Druid spell (page 166-167 of the Core Rulebook 1 for the list) once a day.)  This is in 

addition to spellcasting abilities granted by previous classes. 

 

Master of Storms: At 10
th

 Level, the Stormhammer becomes a master of storms.  No form of inclement weather in any 

environment affects them in any way (though fog and such things will still impair visibility.)  Additionally, once per 

day, they may cast a spell from the following list: Call Lightning, Flame Strike, Sleet Storm, Ice Storm, Stone Tell, 

Control Weather, Sunburst, and Earthquake.  These are cast as a Druid of the 20
th

 level. 

 

Table: The Dwarven Stormhammer 

 

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Special Spells Per Level 

1
st
 +1 +2 +0 +2 Storm Bastion, Nature’s Fury 1/Day +1 Level of Existing class 

2
nd

 +2 +3 +0 +3  +1 Level of Existing class 

3
rd

 +3 +3 +1 +3  +1 Level of Existing class 

4
th

 +4 +4 +1 +4 Nature’s Fury 2/Day +1 Level of Existing class 

5
th

 +5 +4 +2 +4  +1 Level of Existing class 

6
th

 +6 +5 +2 +5  +1 Level of Existing class 

7
th

 +7 +5 +3 +5 Nature’s Fury 3/Day +1 Level of Existing class 

8
th

 +8 +6 +3 +6  +1 Level of Existing class 

9
th

 +9 +6 +4 +6  +1 Level of Existing class 

10
th

 +10 +7 +4 +7 Master of Storms, Nature’s Fury 4/Day +1 Level of Existing class 

 

Moderator’s Notes:  At first, the Storm’s Bastion ability may seem a bit unbalanced, due to the fact that it negates all 

weather effects that are not of the most extreme measure (the DM’s discretion is invaluable in deciding what the 

Stormhammer cannot stand against.)  It is, however, not that useful in battle, only against a limited selection of traps, 

and then only in the environment that the Stormhammer is familiar with.  Suffice it to say that the Stormhammer is, if 

anything, underpowered until they reach 10
th

 level and above. 

 


