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Torjun Hollowrock

2nd level Dwarven Enginee

Experience Points: 1,000



Strength

13
+1

Dexterity

  7
- 2

Constitution

15
+2

Intelligence

16
+3

Wisdom

  8
- 1

Charisma

11
+0



Hit Points

14

Armour Class
15

· Armour

+7

· Touch

- 2

Base Attack Bonus
+1

Initiative

- 2

Movement Rate
20’

Fortitude Save
+2

Reflex Save

+1

Will Power Save
- 1



Darkvision: Darkvision up to the range of 60’

Movement: Movement remains the same, despite armour or load.

Stonecunning: +2 search bonus to notice anything unusual about stonework.

Secret Passages: Moving within 10’ of a secret passage made into stone allows a dwarf to make a search check like they were actively searching for one.

Weapon Familiarity: Dwarves can use the dwarven waraxe as a martial weapon.

Stability: +4 bonus to resist being tripped or bull rushed.

Resistances: +2 save bonus against toxins and all forms of magic.

Battle Training: +1 bonus to hit orc-kin and goblin-kin. +4 dodge bonus to AC versus giant-kin.

Stone and Metal Working: +2 bonus to both appraise and craft checks when stone or metal is involved. This does include precious gems.



Appraise





INT
5
+8

Craft, Building




INT
3
+6

Craft, Trap Making




INT
4
+7

Diplomacy





CHA
5
+5 (+7)

Decipher Script




INT
5
+8

Disable Device




INT
5
+8

Knowledge, Architecture and Engineering
INT
5
+8

Knowledge, History




INT
3
+6

Open Lock





DEX
5
+3

Search






INT
5
+8 (+10)

Sense Motive





WIS
5
+4

Speak Languages




N/A
1
--

Use Magical Device




CHA
3
+3 (+5)



Languages: Dwarven, Faerunian Common, Giant, Gnomish, Orcish and Undercommon.



Natural Feats: Simple Weapons (including hand crossbow, rapier, short bow and short sword), Light Armour.

1st Level: Medium Armour Proficiency.

3rd Level: 

6th Level: 

9th Level: 

12th Level: 

15th Level: 

18th Level: 



Sneak Attack
+1d6 damage sneak attack when someone loses their dexterity bonus or is flanked

Trapfinding

Can use Search to locate traps with DC20 and higher

Evasion
No damage is received on a successful reflex save

Trap Sense
+1 bonus to reflex saves and AC against traps. Increases by +1 for every 3 levels

Uncanny Dodge
Retain dexterity adjustment to AC even if caught flat-footed or struck by an invisible attacker. At 8th level, a rogue can no longer be flanked

Special Abilities
At 10th, 13th, 16th and 19th, rogues may choose from a list of special abilities. See PHB for the list



Medium Hammer
Adj. +1
Damage 1d6+1
20 x2

10’

Light Blade

Adj. +1
Damage 1d4+1
19-20 x2
10’

Light Crossbow
Adj. - 2
Damage 1d8

19-20 x2
80’



Chainmail

Armour Bonus +5
Armour Check – 5

40 lbs

Heavy Shield

Armour Bonus +2
Armour Check – 2

15 lbs

Engineers Tunic
Armour Bonus +1
Armour Check +0

5 lbs

Heavy Fur Coat
Armour Bonus +0
Armour Check +0

7 lbs

Furnace Boots
Armour Bonus +0
Armour Check +0

2 lbs

Noble’s Outfit
Armour Bonus +0
Armour Check +0

5 lbs



	Equipment
	Weight
	Details

	Sturdy Leather Backpack
	2 lb
	

	Leather Shoulder Pouch
	1 lb
	

	Bedroll and Winter Blanket
	8 lb
	

	Rope 60’
	3 lb
	

	Box of Tindertwigs
	0 lb
	24

	Pack of Sunrods
	6 lb
	6, illuminates 60’, last 6 hours each.

	Signet Ring
	0 lb
	

	Crowbar
	5 lb
	+2 STR checks to open things

	Masterwork Manacles
	4 lb
	2, Escape 35, Break 28

	Masterwork Thieves Tools
	2 lb
	+2 open lock, disable device

	Masterwork Building Tools
	8 lb
	+2 building work

	Masterwork Trap Tools
	1 lb
	+2 building traps

	Magnifying Glass
	0 lb
	+2 to appraisal for fine items

	Merchant Scales
	1 lb
	+2 to appraisal for weighted items

	Flint and Steel
	0 lb 
	

	Spade
	3 lb
	

	Iron Rations
	5 lb
	10 days

	Tiger-Agate Necklace
	0 lb
	Worth 100 gold pieces

	Fire Ruby Gold Ring
	0 lb
	Worth 75 gold pieces

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	Total Weight:
	98 lbs
	Medium Encumbrance




Equipment that changes regularly and notes

Silver Pieces: 13

Gold Pieces: 33

Platinum Pieces: 4

Potion of Cure Light Wounds (2) – 1d8+3

Light X-Bow Bolts - 20
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