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Dwarfs defend their mine from the ravages of the Ores.

Battle rages between the Dwarls and their Skaven attackers.
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PY Y0 the east of the Empire are the Worlds Edge
| Mountains. Here, between the so-called
3 d lands of Men and the desolated regions
he Dark Lands, are the ancestral holds of one of
wcient races of the Warhammer world — the
Their domains were once greater, but woe
rone who talks of decline in the company of
fl Karaz Ankor (as they call their realm)
resolute and unyielding as ever. In these
times the Dwarfs are a bastion of honour,
and courage in a world assailed by Chaos.

battlefield, the Dwarfs are known for their
ourage. Fighting on foot in close formation,
| finely crafted mail and armed with superbly
| deadly axes, they are the most resolute and
ined of warriors. They are also the most
folk in the world. Dwarfs have mastered the
of making black powder, learned the secrets of
ind a dozen other crafts that are a mystery to the
of the world. This creativity is manifest in the many
varied war machines they bring to battle with

From time-honoured Grudge Throwers and Bolt
to proven Cannons, to the more esoteric
uns, Flame Cannon and Gyrocopters, no army
‘powerful machinery.

e an opponent can smash himself against the
ding shield wall of the Dwarfs, he must first
bombardment of cannon balls, boulders
olts rained down upon him by the Dwarf
nes then, as he gets closer, bullets and quarrels
ded to the storm. Finally, they must face the
mselves, warriors as fierce and vengeful as
skilled. There are few things in the world that
a Dwarf — and none they would admit to — so
ies had best be prepared for a long, hard
for a Dwarf army will often stand and fight to the
rather than retreat and concede defear.

fs remember their friends and their enemies
well. They stick to their word, even when

a pledge leads them to war, and as a
\ce are a greatly valued ally. Once someone
an enemy of a Dwarf, however, they have
nemy not just for their own life but for the
their descendants as well. The Dwarfs do not
 grudges, indeed they harbour them, recording
shts and wrongdoings in great volumes. They
0 each affront can, in the course of time, be

‘army presents rank upon rank of bearded,
lad warriors with bright shields identifying their
ans, guilds and gods. As such, once you have
d the techniques for painting mail and beards,
approach painting a Dwarf army with
ence. For the more experienced modeller,
es provide more of a challenge and give
centrepieces.

INTRODUCTION

WHAT'S IN THIS BOOK

The History of the Dwarfs
Recounting the Dwarf history from their arrival in the
Old World to the present day.

The Dwarf Realms
In which the mighty holds of the Dwarfs throughout
the Old World are described.

Dwarf Society
Wherein we explain the culture of the Dwarfs, their
realms and their grudges.

The Dwarf Throng

This section explains the background of the troops
making up the Dwarf army, along with all the rules
nceded to use them in games of Warhammer.

Forces of the Dwarfs

A detailed army list specifies exactly what troops you
can include in your army and provides the
characteristic profiles for all the troop types.

Collecting a Dwarf army

This section shows how to begin collecting and
painting your army. It explains how to represent
different holds whilst still giving each Dwarf warrior a
distinctive look. In addition, the "Eavy Metal team has
provided a showcase of some of the best painted
miniatures in the world to inspire you to greater
efforts.

On our web site you will find exwra advice on
collecting, painting and using the Dwarfs:

www.games-workshop.com
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THE DWARFS

the Warhammer world. From the beginning of

time, their traditional homeland has been the
Worlds Edge Mountains, the vast, forbidding mountain
chain that marks the eastern boundary of the Old
World. Here in ages past, the Dwarfs built their massive
underground strongholds among the high peaks and
tumbling chasms. At its height, their realm spread from
the far north to the distant south, while their mines
stretched far bencath the earth itself. These days of
glory are now long gone; many strongholds lie in ruins
or are occupied by evil creatures, and the great
achievements of the past are now nothing more than
memories, ancient sagas sung in the halfempty halls of
the few surviving Dwarf strongholds.

The Dwarfs are one of the most ancient races of

Dwarfs are the greatest miners and tunnellers in the
world, delving deep beneath their mountain homes
for merals, precious stones and other mineral wealth
buried there. From this raw material they make all
kinds of precious objects, including weapons and
armour, marvellous vessels and jewels worked with
incredible skill. Beneath each Dwarf stronghold there
exists a labyrinth of caverns and tunnels created and
enlarged over centuries as the Dwarfs dug ever
deeper in search of new riches.

Dwarfs are supremely skilled craftsmen and take great
pride in everything they do. It is almost impossible for
a Dwarf to hurry his work, and no Dwarf could ever
bring himself to produce something slipshod or
cheap. Whether it be forging weapons and armour, the
construction of fortifications or the mechanical
inventions of the famed Engineers Guild, the ingenuity
and technical ability of Dwarfs is unsurpassed
anywhere in the Old World. No other race, not even
the great craftsmen of the High Elves, can rival the care
and skill of the Dwarfs.

Dwarfs obtain all they really need by trading raw
materials and artefacts with their neighbouring
peoples. A few basic crops are grown within the wals
of the Dwarf strongholds and hardy livestock graze on

the high pastures. Good land is scarce in the
mountains and Dwarfs are not great farmers, although
they are enthusiastic hunters, able to find meat and fur
even in the highest peaks. Grain and fruit are brought |
into the mountains by merchants and exchanged in |
the strongholds for metalwork and gold. If trade |
routes are cut by war and the strongholds are |
besieged, the dour Dwarfs tighten their belts and dine |
on Dwarf stone bread, a tough bread baked froma

mixture of wild grain and pulverised rock, made

almost palatable when washed down with good Dwarf |
ale! Indeed, Dwarf ale is so nourishing that Dwarfs can |
survive for weeks on this alone. Every stronghold has |
4 great store of barrels and takes immense pride in the

efficacy and unique flavour of its ale. |

AGE. WEALTH AND SKILL |

Dwarfs are a grim and exceptionally proud people,

They are sparing with their praise and often

disparaging about the achievements of other races. |
Dwarfs respect three things above all others: age
wealth and skill. Of course, a Dwarf will alway

carefully explain how his race is the oldest of all, how |
his ancestors earned unimaginable wealth, and how

the Dwarfs are the most skilled builders and smithsin -
the world. This is not boasting, it is just setting the |
record straight.

Unless slain in battle, or some other mishap 4
befalls them, Dwarfs live to a very great age. -
The relative length and fullness of a Dwarfs

beard indicate how old and wise he is,




Dwarfs are immensely proud of their beards
never cut or trim them. Whatever they are doing,
$ are in any doubt as to how to proceed, they
1o the Dwarf with the longest beard to tell them
10 do. This is invariably the wisest solution.

i have a great reverence for old things, valuing
for their memories and associations. When 2
Dwarf smith dies, his work lives after him and
‘a tangible connection to the past. The
ion and continuing use of some ancient
or construction is a form of respect and
ation for its creator. All Dwarf master craftsmen
adept ar reforging ancient weapons or
r'{poraﬁng ancient relics into their new works.

oarding wealth is a great passion among Dwarfs.
Tﬁeym an industrious race and work hard for their
es and possessions. When a Dwarf dies, his
~ possessions are divided amongst his family and so are
- passed on from generation to generation. A family’s

treasure is held most dear as it is both a source of
! th and a link berween the living and the dead. No
rf feels secure unless his treasure hoard is heaped
“high enough for him to sit on.

i€ hoards of some ancient Dwarf lords were of
ndary proportions. Even today, the riches of the
g Dwarf strongholds are a great attraction to
¢, Goblins and other would-be conquerors, but

—
i “i\:li, 4]
Nevertheless, over the millennia, several great and
proud strongholds have fallen to Orcs and other
invaders, their populations dispersed and slain, and

their hoards of gold and artefacts broken up and
scattered across the world.

All Dwarfs have a rigid sense of honour, which is
centred upon a bond or promise. If a Dwarf makes a
deal he will remember it and keep to it, even if it
costs him dearly to do so. A Dwarf will honour the
word of an ancestor even if it was made centuries
before. In turn, Dwarfs expect others to keep their
word, and look to the families of oathbreakers for
recompense.

It is the worst possible insult to break faith with a
Dwarf; it is also a serious mistake. A broken bond
will be remembered forever and inevitably
avenged. Great breaches of faith against the Dwarf
people are recorded in a massive tome kept in
Karaz-a-Karak, and known as the Great Book of
Grudges. No dealings are entered into with
anybody without prior reference to this book,
which almost amounts to a chronicle of Dwarf
history. It is part of Dwarf folklore and many
Dwarfs know by heart its fiery accounts of great
wrongs done to their ancestors.

Dwarfs have little knowledge of magic as it is
practiced by Elves and Humans, and they have no
wizards as such. The magical lore of the Dwarfs is
closely linked to their craftsmanship in weaponry,
armour and other artefacts. Dwarf Runesmiths make
many magical devices, including the finest weapons
and armour. They are masters of rune lore, the art of
using runes to entrap magic and imbue artefacts with
arcane power. Their knowledge has been passed
down by word of mouth from the days of the
ancestors, although knowledge of the most potent
runes is a very powerful secret known to only a few of
the most adept Runelords.
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A DWARF HISTORY

Mountains are remnants of the once great

Dwarf empire known by the Dwarfs as Karaz
Ankor. This means either the ‘Everlasting Realm’ or
the ‘Mounrtain Realm’, the Dwarf word for mountain
and extreme durability being the same. The grear city
of Karaz-a-Karak, called Everpeak in the tongue of
Men, lay at the centre of this vast empire. The history
of the Everlasting Realm is a long saga of war,
treachery and betrayal that has left a bitter legacy in
the minds of the Dwarf people.

Thc Dwarf strongholds of the Worlds Edge

The first Dwarfs migrated northward from their
ancestral homelands in the southern part of the
Worlds Edge Mountains. This all happened so long
ago that it is impossible to say exactly when the
Dwarfs began their journey or how long it took them
to reach the lands they now inhabit. Their progress
was probably a slow one as they followed veins of ore
northwards, mining out the exposed seams and
moving onwards in search of gold, iron, gemstones,
and workable stone. As they progressed, they left
clans scattered throughout the Worlds Edge
Mountains. In the most ancient times, the Dwarfs
lived in crude caves and fashioned stone tools from
flint. Then, as now, they were a tough hardy folk, and
they thrived and multiplied in the bleak inhospitable
lands.

As the Dwarfs spread through the Worlds Edge
Mountains they founded a system of strongholds. A
stronghold is really a small realm centred around a
fortified mine. Most strongholds lay over an especially
productive seam or source of precious gems.
Eventually, the Dwarfs reached the northernmost part

of the Worlds Edge Mountains, a desolate region
scattered with the bleached bones of many creatures.
They called this cold, barren land Zorn Uzkul, or the
‘Great Skull Land’.

From the Great Skull Land, many Dwarfs turned back
south, daunted by the cold and the sparsity of minerl
wealth. Others turned west into the land of Norsea
where they settled amongst the cold mountains there,
while some travelled east across the Great Skull Land

and entered the Mounrtains of Mourn. For a while,

these widely dispersed Dwarf kindreds maintained
contact with each other, but soon they would be

scparated by the coming of Chaos.

THE COMING
OF CHAOS

According to one account in the Great Book of
Grudges, the most ancient of all Dwarf books of lore,

the coming of Chaos rent the earth and sky, and tore

the very mountains apart. The skics darkened and

turbulent winds of multi-coloured magic clouded the

air. It was evident that something terrible was

occurring. The Dwarfs watched the skies, uncertain 25

to what was going to happen.

The Dwarfs maintain that it was Grungni himself who
warned the Dwarls of the coming of Chaos and
showed them how to delve deep beneath the
mountains. There, in the dark beneath the world, they
took shelter as the winds of magic scoured the earth,
In their wake, the winds left clouds that settled intoa
layer of fine black warp dust which mutated and
corrupted everything it touched. The Dwarfs huddled




mines and caves as everything on the surface
nted by chaos. Eventually the dreadful tempest
ed and the Dwarfs emerged once more into
ght. They found the world had changed.
ing monsters roamed the mountains and
daemons stalked the land in daylight.

The Dwarfs were not defenceless. The ancient tales
10w Grungni taught them how to inscribe magical
Ies onto their weapons and armour. He armed
Grimnic with two mighty axes and armour harder
than the bones of mountains. From their
erground strongholds, the armies of the Dwarfs
forth to do battle against the hordes of Chaos.
a protected the Dwarfs against the dark magic of
- the emies, and Grimnir slew many daemons with
‘axes. They did not have the numbers to turn back
the tide but at least they kept their mountain realms
| clear of the monstrous servants of Chaos.

4

| THE ORPHANS

?ﬁé Dwarfs that had crossed the Great Skull Land
¢ not so well defended. Their delvings were
nowhere near as deep as the older holds in the
Worlds Edge Mountains and no Grimnir, Grungni or
Valaya arose to lead them, or at least no heroes have
ecorded. The corruption of these Dwarfs into
05 Dwarfs is a consistent omission in otherwise
mplete Dwarfen histories. All that is recorded is that
1d this time the family trees of the most ancient
were all amended in some way. Clans with
5 who had gone east were now ‘adopted’ as

ins by clans that remained behind. Clans whose
marched east no longer recognised that they

€ Ancestor Gods, the disruption caused in clan
ords at this time makes it very difficult to be sure
lineages dating back beyond this point. The

Dwarfs have kept their silence on the Orphan clans
and it is still considered a grave insult to even
mention the Chaos Dwarfs in their presence.

THE ELVES

It was during the war against Chaos that the Dwarfs
first made contact with the Elves. A fleet of EIf
warships, captained by Caledor Dragontamer, had
been blown off course after a sea battle. This great EIf
mage had searched the coasts of the Old World
hoping to find clues to the source of the Chaos that
was destroying the world. The Elves encountered a
Dwarf army, led by Grimnir himself, that had been
drawn into the lowlands while chasing a band of
Chaos marauders.

It was a great moment in the history of both races as
one of the greatest and most subtle High EIf mages of
all time met the brutal and mighty incarnate Ancestor
God of the Dwarf people. What Grimnir made of the
tall and haughty Elf mage is not recorded, and what
the Elf thought of the tattooed Dwarf warlord is also
unknown. However, both realised that they were not
enemics. The matter was settled when a mighty force
of Beastmen arrived and was promptly smashed by
Grimnir’s axes and Caledor’s spells. The following
alliance of Elves and Dwarfs would save the world and
then all but destroy these two proud races.

From Caledor, the Dwarfs learned of the great Phoenix
King Aenarion and his struggle to free the distant land of
Ulthuan from the grip of Chaos. From Grimnir, Caledor
learned of the storm from the north that had preceded
the coming of Chaos. Caledor realised that a Chaos Gate
had opened in the uttermost north, a doorway between
this world and the unimaginable daemonic realms of
Chaos. Now Chaos had a foothold in the world and
would quickly overwhelm its inhabirants.




The Dwarf throng of Karaz-a-Karak marches to war.




With this information, Caledor returned to Ulthuan.
Probably he was already hatching the plan that would
lead to the creation of a mighty vortex to suck the
unleashed chaos power out of the world. Upon
Caledor’s departure, Grimnir presented him with a
runic amulet of sovereign protective power. In return,
Caledor gifted the Dwarf with the Crystal of Fire that
is kept to this day in the great vault of Karaz-a-Karalk.

THE DOOM OF GRIMNIR

The Dwarfs continued to fight valiantly against the
tides of Chaos. Having heard Caledor’s description of
the Chaos Gate, Grimnir decided to take more direct
action. Ignoring the advice of Grungni and Valaya, he
decided to trek north and close the gate himself, little
imagining what cosmic energies he would encounter.
Grungni told him he would surely die but Grimnir
snarled that it was worth the risk. He shaved his head
and beard save for one crest of hair that ran from the
nape of his neck to his forehead. Grimnir gave one of
his axes to his son, Morgrim, and departed for the
north, chanting his death song. Morgrim followed
him to the very edge of the wastes that lay around the
north, ignoring his father’s commands to turn back.
In the end, he respected his father’s wishes and
watched his mighty sire fade into the shimmering
haze of the poisoned land.

Grimnir was never seen again, and no one knows
what befell this valiant Dwarf. Perhaps he was pulled
down by an army of monsters. One tale says that he
fought his way to the mouth of the gate and held it
against an army of Daemons even as Caledor opened
his vortex on Ulthuan. Perhaps a stranger and more
terrible doom overtook him. Of the fate of Grimnir
the Dwarfs do not speak. They say only thar he fell in
darkness long ago. IHis axe was lost with him.

THE GOLDEN AGE

In the end, Caledor was successful in his attempt to
create the vortex and the armies of Chaos were driven
back to lurk in the shadowy corners of the world.
Grungni and Valaya vanished. Some say they returned
to the mountains’ heart where they were created and
will re-emerge some day. In the Worlds Edge
Mountains the Dwarfs prospered as never before, but
of their kin in the far north they heard no word.
During this age, mighty strongholds were built
around the cores of the old fortresses and a vast
network of underground highways was built to link
them together.

Trade was established with the Elves as they returned to
the Old World to build their colonies along the coasts
and in the woods. It was during this time that all the
great Dwarf cities were founded. A long age of peace
and prosperity ensued, which was to last for nearly a
thousand years.

ify




In Karaz-a-Karak, the Dwarf High King sat upon his
carved throne and presided over the Dwarf Lords who
ruled the other great strongholds. This was the great age
of the Dwarfs when, in friendship with the Elves, they
explored the Old World for its riches. Trade flourished
between these two ancient peoples and they lived side
by side in the trading ports and cities of the Old World.
At this time, Men were divided into primitive tribes,
eager to learn from older and wiser races.

Elves and Dwarfs were perhaps not as wise as Men
had believed, for EIf arrogance and Dwarf obstinacy

led to friction and eventually outright war. A terrible
long slaughter began which lasted for an entire age.

The Dwarfs put the blame for the war on the fickleness
of Elven friendship. So great were the works of the
Dwarfs, so prized for their craftsmanship and
ingenuity, that the Elves became jealous and avaricious.
The first acts of the war were attacks on Dwarf trading
caravans that slaughtered beardlings and maids, as well
as warriors. Evidence was found that Elves were
responsible and hastily organised pursuit brought
some of the perpetrators to summary justice.




The High King, Gotrek Starbreaker was a prudent and
wise lord, as could be seen by his beard, and not given
to hasty action. He halted any further war-making by
his thanes and sent envoys to far Ulthuan to resolve
the dispute peacefully and honourably. Tales tell of
how they were greeted with contempt and scorn. The
arrogant Elves deliberately conceived of an insult so
grievous that it could only result in war most terrible
and a grudge that would be passed from Dwarf father
to son down the ages. The envoys were shaved of
their beards. Humiliated beyond endurance, the
envoys were expelled from the EIf lands and
compelled to return home, across the lands of
strangers, without their beards or their pride.

There could be but one response: war! Even so, the
Dwarfs did not completely yield to anger, but made
their preparations well, Throughout the realm the
workshops laboured night and day to make ancient
war machines ready for battle and put a new edge on
heirloom axes. Provisions were drawn in so that each
hold could withstand a siege if need be. Finally, when

all was ready, the warhorns sounded from the high
towers of every hold and the High King sent for his
warriors. From every corner of the empire, kings

mustered their throngs (as Dwarf armies are known)

and marched to the call of the High King. Every Dwarf
was harnessed in the finest mail and cach axe bore a
favoured rune or three. Each army was accompanied
by the finest war engines of the day: powerful Bolt
Throwers, easily capable of shattering the flimsy toys
of the Elves, and ancient Grudge Throwers, their
missiles engraved with every just grievance, ready to
be hurled at the spindly towers of the Elves, and bring
them crashing down for their affront. Never before or
since has such a sight been seen; the full might of the
Dwarfs at the height of their power.

Perhaps the sons of Grungni and Grimnir were
overconfident in their power. In the carly clashes,
Snorri Halfhand, the son of King Gotrek fought with
Caledor, the Phoenix King himself. Such a deed was
courageous to be sure, but Snorri had overreached
himself. He lacked the wisdom to be ready for the
trickery of the Elves and, drawn into personal combat
with the most powerful Elf, was despatched by an

underhand blow that an older Dwarf would have
been wise to. Snorri’s army fought well and slew
many Elves, but were forced from the field.

The loss of Halfhand incensed Gotrek’s kin. Morgrim,
Snorri’s cousin, fuelled by his rage and greed,
marched on Oeragor. The Elves sought to avoid
battle, fearing Morgrim’s wrath but eventually, afrer
two days of manoeuvring, they were brought to
account. The battle was long, both sides firing upon
each other for hours, the Dwarfs intent on proving
they could withstand any arrow-storm the Elves could
muster. Eventually, in desperation, the Elves closed to
handgrips and the real slaughter began. Morgrim cut
into the heart of the EIf host and fought his way to
Imladrik, Prince of Ulthuan. In the name of Snorri
Halfhand, Morgrim cut the Elfling in twain thereby
earning the title of Elgidum or Elfdoom.

Even then neither side would relent. Years passed,
each of them marked by great battles as the Elves and
Dwarfs bled each other dry.

King Gotrek and his throng joined Morgrim in besieging
the port citadel of Tor Alessi. Here the grudges were
repaid in most literal fashion. Great rocks, bound in
iron, rained on the EIf city for a hundred days. By this
time, the walls were breached in a dozen places and not
one tower remained to halt the advance. The
Starbreaker and the Elgidum attacked together and




sought out the treacherous King Caledor. Unable to
flee, Caledor was forced to face Gotrek and the two
kings clashed in personal combat. Caledor sought swift
victory but King Starbreaker denied him. The Dwarf
king was content to fight on as day gave way to night
and gradually, the Elf's fortitude began to fail him. Still
Gotrek fought on, drawing the last reserves from his foe
before shattering Caledor’s light Elven sword with a
well-placed hammer blow. Defeated utterly, Caledor
pleaded for mercy but the High King carried the burden
of vengeance for his people. Mercy was not his to give,
merely justice, and so he ended King Caledor’s life with
asingle blow of his hammer.

As proof of the victory and testament to a grudge
settled, King Gotrek brought the crown of King
Caledor home to Karaz-a-Karak where it was to
remain to this day. The Elves withdrew from the Old
World, their arrogance shattered by their defeat.
Although the war was ended, the Dwarfs would never
forget, and distrust of the Elves became the most
common wisdom passed down the generations.
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THE END OF
THE GOLDEN AGE

The War of the Beard, as the war of Vengeance
became known to the Elves, should have ensured the
Dwarfs dominion over the Old World for ages to
come. The fates were not kind, however, and before
the Everlasting Realm could recover from the conflict,
the Dwarfs were beset by natural disasters
unparalleled since the first great Chaos incursion.

The end came amid carthquakes and volcanic
eruptions along the entire length of the Worlds Edge
Mountains. The great  walls surrounding  the
strongholds were broken, the subterranean highways
collapsed, and mine workings were shattered and
flooded. Lava poured into the cavernous vaults beneath
the Dwarf strongholds and the whole of the Everlasting
Realm was thrown into disarray. In the wake of these
natural disasters came hordes of Goblins, Ores, Skaven
and the vile followers of Chaos. They infiltrated the
Dwarf tunnels and overwhelmed beleaguered ourposts
with surprise attacks from deep below the ground.

Karak Ungor was the first stronghold to fall, its
caverns and halls becoming home to the Night
Goblins. Karak Varn was shattered by an earthquake
and soon afier fell (o the invaders. The mines at
Ekrund were sacked by Orcs, driving the Dwarfy out
of the Dragonback Mountains. The gold mines ar
Gunbad were taken by Night Goblins. Mount
Silverspear was eventually lost 1o the Ores, and rthe
whole of the eastern fringe of the Worlds Edge
Mountains was afterwards abandoned.

All over the Dwarfs’ Everlasting Realm, small
settlements, mines, and temples, were destroyed and
occupied by their enemies, dividing and isolating the
remaining Dwarf strongholds and changing the
nature of the Dwarf lands forever

THE GOBLIN WARS

For almost a thousand years the Dwarfs fought on,
sometimes winning back their lost settlements for a
while, at other times coming perilously close to
destruction. Eventually, the growing strength of the Orcs
and Goblins in the south led to the fall of almost all the
Dwarf strongholds in the southern part of the Worlds
Edge Mountains. Karak Eight Peaks fell afer a desperate
and protracted struggle in the vast network of tunnels
and vaults beneath the great city. Karak Azgal was
stormed and sacked, but its treasure horde was never
found. The Ores abandoned its vaults in anger, leaving
the ruins to become a nest for dragons and its catacombs
the lair of monsters. Karak Drazh was attacked and
captured, becoming the Orc fortress of Black Crag. After
a thousand years of resistance, the Dwarfs lost three
strongholds within a space of fifty years.

Following this second reversal in s fortunes,
once glorious Dwarf empire lay shartered and |
ruins, its power broken forever, and its treasun
scattered among the conquering hordes, Ores 2
Goblins infested the grear subterranean halls when
Dwarf bards once recited their herojc sagas. Trolls
desecrated the tombs of kings and gnawed upon their
bones. Foetid Skaven scuttled through the catacombs
and passages spreading discase and decay. The
Dwarfs grimly held onto their surviving strongholds
and honed their axes in bitterness.

This was the time when many Dwarfs forsook their
ancient homeland and wandered westward intg the
Grey Mountains where they built new and prosperous
strongholds, though naturally these could never rival
the great works of their ancestors, Indeed, at this
time, there was some dispute between the Dwarf
determined to fight on for the lost holds whatever the
cost and those willing to begin again clsewhere.
Though this did not escalate into a conflict, hag |
words and a few blows were exchanged. No marger
how the new holds prospered, there would always be
a view that they were second best to the holds of the
Worlds Edge Mountains.

At the time, however, there was no chance to reflect on
this. Between the Grey Mountains and the Worlds
Edge Mountains, the Dwarfs established new trade
foutes, or reopened routes used in the distant past
when they traded with the Elves. The lands themselyes
were full of Ores and Goblins, and the emerging tribes
of Men who fought the Greenskins for possession of
the land. The Dwarfs did all they could to encourage
the Men, seeing in them a natural ally against the Orgs,
Trade between the two races grew slowly, and the
Dwarfs taught Mankind many of their lesser secrets
such as how o work iron into weapons and armour.
When the High Ring Kurgan Ironbeard was captured
by Orcs, it was a man who rescucd him - Sigmar, the
mighty warrior founder of the Empire. This act forged
abond of friendship that has existed between Men and
Dwarfs ever since, for Dwarfs never forget a debt,
especially a debt incurred a long time ago.

It was at this time that the Dwarfs gifted Sigmar with
the mighty rune hammer Ghal Maraz which was to
become the symbol of the manling Emperors ever
after.

Togerther, the Dwarfs and Sigmar’s warriors drove the
Ores and Goblins from the western lands, and a new
age of peace and prosperity began. Many Dwarfs
moved into the Empire to set up as blacksmiths and
traders amongst the growing Human settlements.
There was plenty of work for Dwarf swordsmiths, for
there were still many Greenskins left in the forests 10
find and drive out. Men could make good use of
cvery sword the Dwarfs forged and would pay for
them in gold.







The alliance of Dwarfs and the descendants of Sigmar
has continued to the present day. The Dwarfs have
fought long and hard 10 re-establish their supremacy
over the mountains, but the Ores and their evil allies do
not give up their ground easily. Every cavern, tunnel
and vault must be fought for and paid for in Dwarf
blood. But Dwarfs forget nothing, and they will never
let a hammer rest or lay an axe aside while their
ancestors are dishonoured, and their tombs desecrated.

THE CHAOS WARS

Men, although much more dependable than Elves, are
short-lived and possessed of an unquenchable thirst
for glory and power. Properly harnessed, such
feelings were noble and courageous, but gradually
Men became aware of an easier, altogether more
seductive path to greatness: the path of Chaos. The
Dwarfs gave warning of the danger, knowing how
close Chaos had come to consuming the entire world
in death and madness in the past. Wise men heeded
them but many did not, and with a ready supply of
supplicants the Dark Powers grew strong again. The
Men of Norsca, the Kurgan and, in the east, the Hung,
barbaric peoples all, fell under the influence of Chaos
and their Champions looked at the civilised lands
beyond the Worlds Edge Mountains with rapacious
hunger.

Even in the Empire, where Sigmar had established a fine
realm, the power of Chaos waxed stwong. The Empire
was respected by the Dwarfs, knowing it to be built
around their gifts, notably the hammer Ghal Maraz and
the twelve Runefang swords, used by Men to identify
the Emperor and the Elector Counts who ruled beneath

him. But, in the forests, Men tainted and mutated by
Chaos grew in strength and the reach of the Emperor
did not extend far beyond the gates of his cities.

Eventually, raiding turned to open war and the
hordes of Chaos surged through the High Pass and
down from Norsca, filling the Troll Country with
marching armies. The port of Erengrad fell, as did the
great city of Praag, amidst horrors undreamt of by
Men and recalled only in ancient nightmares by
Dwarfs. It seemed that the Empire might fall before
the onslaught but Dwarfs do not forget their oaths.
High King Alriksson raised his banner alongside that
of the Emperor-to-be, Magnus the Pious. Together
they raised the sicge of Kislev, sundering the Chaos
horde and sending it scurtling and slithering back to
the Northern Wastes.

There could be no celebration though, for what
Chaos touches is rarely the same again. The city of
Praag was testament to this. Even after the tide of
Chaos recoiled, what was left was a place of dread that
could never be restored to its original grandeur.
Although Men gave thanks to their god, for that is how
they saw young Sigmar now, the Dwarfs grumbled in
their beards that the worst was yet to come and that
Chaos would return, though it would be many
gencrations of Men before it came to pass.

They were right. Beyond the civilised lands, in the
Chaos Wastes, a mighty Warlord arose, Archaon the
Everchosen was his name. He was favoured by the
Dark Gods, at least insofar as blood greed and
madness was a blessing, and at his command a new
storm began to gather that would eclipse anything
that had gone before.

B BATTLE OF EAST GATE

The loss of Karak Eight Pcaks, the most ancient and
magnificent of their holds, was a bitter blow to the
Dwarfs. When Lord Belegar recaptured the citadel, it was
seen as an opportunity to retake the entire hold. Belegar's
kinsman, Lord Duregar of Karaz-a-Karak answered the
call. Defeating an Orc force in the Battle of the Jaws,
Durcgar’s army marched through Death Pass to the East
Gate of Karak Eight Peaks. Their way was barred by 2
well-garrisoned watchtower and, as they advanced on it,
Goblin hordes swept down on them from either side of
the valley and Ores closed the valley behind them.

The Dwarf advance was first slowed, then halted, by the
sheer numbers of Night Goblins that confronted them.
Despite inflicting massive casualties on the Goblins, the

Dwarfs were being mexorably dragged down by the

!—cncmy hordes and had no choice but to take up a

defensive position on a low rise and chant their desth
songs. When all seemed lost, the East Gate exploded and
through the smoke and ruin the army of Belegar sallied
out. The Night Goblivs. confused and outflanked,
wavered for the first time and, seizing the moment,
Belegar's army forced its way to Duregar’s force
Together, the Dwarf armies marched back through the
gate and on to the relative safety of the citadel of Karak
Eight Peaks, fighting off further Greenskin attacks every
pace of the way.

Rarcly have such overwhelming odds been overturned;
this victory is a testament to Dwarfen courage and
discipline. Although the Dwarf enclave in Karak Eight
Peaks remains small, the victory at East Cate allowed
many freasures to be rescued and moved to safety

elsewhere.




High King Thorgrim Grudgebearer ruled in Karaz-a-
Karak and brought the strength and sureness of
tradition back to the Dwarfs. Thorgrim settled grudges
as other Dwarfs empty tankards. Even before he
became king, he led expeditions into the lost holds,
most notably recovering the Sceptre of Norgrim from
Karak Eight Peaks. As king he energised the Dwarf
people and sct an example that the other Dwarf kings
could not help but follow. King Ranulfsson of Karak
Hirn followed the High King's lead with considerable
success and even in worldly Barak Varr, King Byrrnoth
presided over a return to traditional values. Thorgrim’s
rule has reminded the Dwarfs that, although they no
longer held the power they once did, they were still a
force in the world. It was fortunate for the Empire that
such a strong king ruled among the Dwarfs.

When Chaos struck, Archaon’s attack was aimed at the
Empire city of Middenheim. Once again the Dwarfs
honoured their oaths to Men and rallied to fight Chaos,
just as their Ancestor Gods had millennia before.
Ungrim Tronfist, the Slayer King of Karak Kadrin, led his
orange-crested warriors to battle against the hordes of
Vardek Crom, the Herald of Archaon.

Meantime Ungrim’s son Garagrim, who had taken up
the Slayer Oath in his father’s stead, was determined
to take the fight to the enemy. Reaching Praag,
Garagrim met his avowed doom, slaying a monstrous
Chaos Giant and achieved the death in battle that his
oath demanded.

His father held Peak Pass against numerous
attacks but when the forces of the Chaos
Dwarfs entered the conflict, he was unable to
hold any longer. Hearing of the death of
Garagrim, Ungrim took upon himself the
Slayer Oath once again, thereby merging his
oath as king and his oath to seek death.

At the gates of Middenheim, the greatest
armies of the age clashed. The events of that
battle are well known, for the world did not
fall to Archaon. Suffice to say that at the
forefront of the armies of Men was the Exalted
of Sigmar, Valten, armed now with Ghal Maraz
and clad in the fine gromril armour presented
to him by Barak Grimjaw. The first blows to
fall on Archaon had in fact been struck
centuries carlier, when forging the mighty
rune hammer as a gift for the God of the
Empire.

Such are the lessons of the ages and none
know them so well as the Dwarfs. There ;
will be no respite — numberless Skaven and i «3{
Goblins will always press in on their realm 1
but Dwarfs will still honour their oaths and
their traditions and stand fast in the face of
whatever enemics dare to cross steel with
them.



DEEDS OF

The Dwarfs invented their runic script long ago and have used
it to make exacting records of their discoveries and dealings
ever since. Each stronghold has always maintained its own
library of history, written by scribes and concerned mostly with
the affairs of that particular stronghold. Over the years, some of
these huge books have been lost, or badly damaged, but even so
the history of the Dwarfs is extremely long and thoroughly
documented compared to that of the tribes of Men. Of
particular importance is the Great Book of Grudges in Karaz-a-
Karak, which is basically a record of long-standing vendettas.
The Great Book of Grudges (Dammaz Kron in Dwarfish) is
merely one of many books of this kind, for every stronghold
keeps its own Book of Grudges. Every Dwarf clan and guild has
its own too, and even families often keep written records of
ancient disputes with their neighbours. The wealth of historical
derail these books contain is enormous and far too great to be
summarised in any detail here. The following historical
overview describes only a limited selection of important events,
or events which have been considered of particular interest. The
Dwarfs employ a recording system based on the founding of
Karaz-a-Karak, but dates from the more commonly used
Imperial Calendar are given in the following descriptions.

Imperial Year

-4500 The Time of the Ancestor Gods. No written records of
these times survive but legend relates that the Dwarfs
began their slow colonisation of the Worlds Edge
Mountains about the Imperial year -5000. This age came
to a close with the coming of Chaos, the disappearance
of the Ancestor God Grimnir into the Chaos Wasres, and
the disappearance of the other Ancestor Gods shortly
afterwards. Dwarf tradition holds that Grimnir closed the
mighty Chaos Gate after battling with the Chaos gods,
thereby saving the world from certain doom. Shortly
before Grimnir's disappearance, the Dwarfs and High
Elves meet for the first time, and friendly relations are
established between the two races.

-4119 In this year, Malekith of the High Elves and Snorri
Whitebeard, the High King of the Dwarls, combine their
mighty armies and finally drive out the last remnants of
Chaos from the Old World. Afterwards, trade between
the Dwarfs and Elves flourishes and the Dwarls found
many new strongholds.

-2839 The High EIf Phoenix King Bel-Shanaar visits the newly
founded Dwarf stronghold of Karaz-a-Karak where he is
made welcome by the venerable Snorri Whitebeard. The
two great kings swear an oath of friendship, and
Malekith remains in Karaz-a-Karak as his king's
ambassador. For a while, Elves and Dwarfs prosper, until
the Elves are drawn back to Ulthuan where civil strife is
tearing their land apart.

-2188 After many centuries, the Elves return once more to the
0ld World. The Dwarfs learn of the civil war amongst the
Elves and the treachery of Malekith, The two races begin
to wade once more. Bargains arc struck and Dwarf
crafismanship reaches new heights of ambition and
accomplishment.

-2005 The Great Betrayal mars relationships between Dwarls
and Elves. Dwarf traders are ambushed and murdered,
Dwarf settlements are plundered and honest Dwarf
craftsmen cheated of their gold. The Dwarfs believe the
Elves are to blame. Their attackers are in fact Dark EIf
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raiders sent by Malekith to sow dissent between the two
races. Many Elves are slain by Dwarf travellers believing
themselves under atrack. The Elves retaliate in kind.
Soon both sides begin to muster their armies.

In this year, Elves come from over the sea and set up a
fortress near Krag Bryn. Their deceitful ways ferment ill
will between the Dwarfs of Krag Bryn and Kazad Thrund.
Eventually, Queen Helgar Thrundsdottir and Drong the
Hard unite, both in marriage and on the battlefield, to
settle their grudges. although it cost Drong his life.
Karak Zorn, in the grear mountains of the Southlands
comes into conflict with the Lizardmen that dwell there.
Little is heard of it hereafter.

Dwarf High King Gotrek Starbreaker sends an
ambassador to Ulthuan in a last ditch attempt to prevent
a war. Dwarf demands for fair recompense for EIf
hostilities are met with arrogance and the ambassadors
are thrown out. As a final insult, the Elves shave off their
beards, and it is from this incident that the following war
takes its Elf name of the War of the Beard. The Dwarfs,
not a people to take such matters lightly, refer to the
conflict as the War Against the Elves, or the War of
Vengeance.

Snorri Halfhand, son of the High King, is slain by King
Caledor II after challenging the EIf to single combar,
Morgrim, cousin of $norri Halthand, kills the EIf Lord
Imladrik at the Battle of Oeragor.

The Elf city of Athel Maraya is burned to the ground by a
Dwarf army led by Morgrim.

The Battle of Three Towers at the gates of Tor Alessi. The
Dwarfs defeat the Elves in a cataclysmic battle for
mastery of the Old World. Gotrek Starbreaker kills the
Phoenix King Caledor II and takes the Phoenix Crown as
recompense for the many wrongs suflered by his people.
The High Elves abandon their citics and sail back 1o
Ulthuan or retreat into the woods of Loren.

After the end of the War of Vengeance, the Dwarf
Empire enjoys only a few years of peace before the
Worlds Edge Mountains arc riven by earthquakes and
volcanic eruptions. The Dwarfs refer to this disaster and
ensuing period of anarchy as the Time of Woes. The
records of many strongholds are lost or disrupted for a
time, and even the Great Book of Grudges in Karaz-a-
Karak falls strangely silent. From what records remain, it
is clear that many Dwarfs were slain and countless
mincs and small settlements destroyed. Even the larger
holds were badly damaged as great rents opened in the
carth and whole levels were swamped with molten lava.
The Underway is partially ruined and blocked in many
places, cutting the strongholds off from one another.
The following period is known as the time of the Goblin
Wars, although if truth be known the Dwarfs' foes
included Ores, Ogres, Trolls, Skaven and all manner of
other evil creatures. The first hold to fall is Karak Ungor
in the Imperial year -1500. This hold is taken over by
Night Goblins and known thereafter as Red Eye
Mountain,

Karak Varn, already flooded when earthquakes split the
rock apart allowing water into the lower workings, is
destroyed by Skaven and Night Goblins.
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The mines at Ekrund are seized by Orcs after months
of heavy fighting by the wvastly outnumbered
Dragonback Dwarfs. In this year and afterwards, the
watchtowers of Mad Dog Pass arc abandoned or seized
by Goblins.

The gold mines at Gunbad fall to the Night Goblins after
many years of sporadic fighting. Gunbad was the largest
and richest mine in the Worlds Edge Mountains and the
unique source of brynduraz or brightstone — a brilliant
blue crystal rock much valued by Dwarf craftsmen.

Beginning of the Silver Road Wars. Battle rages around
Mount Silverspear, the richest remaining Dwarl mine.
Mount Silverspear is taken by the Orc Warlord Urk
Grimfang who fortifies the mines still further and
renames his conquest Mount Grimfang, a name it has
borne ever since.

The Dwarfs abandon the last of their mines and smaller
settlements in the eastern part of the Worlds Edge
Mountains.

About this time the voleano Thunder Mountain, long
quiet since the Time of Woes, erupts once more
driving Orcs, Goblins and Trolls northwards. They
attack Dwarf prospectors and miners. The setidlements
of Valhorn and Budrikhorn, south of Karaz-a-Karak, are
destroyed by rampaging Trolls. The cnsuing attempts
to contain and drive out these creatures are known as
the Troll Wars.

King Morgrim Blackbeard leads his forces southwards.
After several pitched batdes he drives away the Orcs
and other evil creatures [rom the mountains north of
Mad Dog Pass. Another Dwarf army led by Logazor
Brightaxe heads cast and succeeds in recapturing
Mount Gunbad, but is forced to abandon the mines
when Orc reinforcements arrive. Mount Silverspear is
attacked by the Dwarfs, but the army is compelled to
return westward when a horde of Trolls and Ogres
moves towards Karaz-a-Karak. The horde s
successfully repulsed from the Dwarf capital and the
bodies of many Trolls are piled into a huge mound and
burned.

Kadrin Redmane leaves Karak Varn in search of
vengeance upon the swarms of Skaven that have soiled

the tunnels of the hold.

An expedition led by Runesmith Kadrin Redmane
clears the ruins of Karak Varn, driving the Skaven
down into the deepest underhalls. He discovers a rich
vein of gromril and petitions the Iigh King to allow
him to resettle the old stronghold. Miners flock to
Karak Varn and gromril begins to flood into the High
King's coffers.

Kadrin Redmane is ambushed and killed beside the
shore of Black Water while leading a mule train of
gromril ore to the High King. Kadrin slays thirty-six
massive Orcs before he sustains a2 mortal wound and
falls. His last act is to throw his rune hammer far out into
the Black Water to prevent it falling into the hands of the
enemy. Following Kadrin's death, the Dwarfs’ hold on
Karak Varn becomes increasingly tenuous, until they are
eventually driven out by Skaven. Karak Varn once more
falls into the hands of the Dwarfs’ foes.

Battle of a Thousand Woes. King Skorri Morgrimson
leads a massive Dwarf army northwards in an attempt to
recapture Karak Ungor. The Dwarfs clear their enemies
from the southern valley and gate, but are ambushed and
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driven back when they attempt to enter the stronghold
itself. A few Dwarfs, including Furgil, Skorri's youngest
son, manage to infiltrate the lower halls, but they do not
return. Skorri leads the remnants of his army back to
Karaz-a-Karak and dies shortly afterwards.

Karak Azgal is attacked by Goblins. They are repulsed
after heavy fighting but go on to attack Karak Azul where
they manage to gain a foothold in the western halls and
lower regions. The Dwarfs continue to fight and slowly
gain the upper hand, expelling the invaders only after
many valiant defenders have been slain.

Baragor, the first Slayer King, dedicates the great Shrine
of Grimnir in Karak Kadrin. He takes the name of
Ungrim, which means ‘oath-bound’ or ‘unfulfilled oath’.
His descendants bear the name to this day.

The fall of Karak Eight Peaks. Over a period of more than
a hundred years, the number of Goblins and Skaven have
increased in and around the Dwarf stronghold until even
daily life becomes a constant battle for survival The
Dwarfs find themselves driven into an ever diminishing
realm as one after another of the eight peaks fall to the
invaders. The end comes suddenly. Skaven poison the
wells and use noxious gases to choke the Dwarfs. In the
final moments, King Lunn orders his followers to rune-
seal the tombs of the Kings of Old and the hold is
abandoned. The King and remaining Dwarfs vow to
return and one day reclaim their own.

Karak Azgal is attacked and destroyed by Orcs and
Goblins. Encouraged by their easy victory, the
Greenskins move on to attack Karak Drazh. Karak Drazh
falls after a long battle and is taken over by the Orcs and
renamed Black Crag. Over the following years, the lands
between Mad Dog Pass and Fire Mountain are taken over
by Goblins, save for the Dwarl stronghold of Karak Azul.
Karak Azul is besicged burt holds out, the number of its
defenders having been swollen by the influx of Dwarfs
from the lost strongholds. This is a sad time for the
Dwarfs. Many nurse bitter memories of defeat and
humiliation.

Orc Warlord Ugrok Beardburner leads the Ore hordes
northwards and attacks Karaz-a-Karak. Many smaller
settlements are destroyed, countless are
overwhelmed and many Dwarfs die. The Dwarf High
King, Logan Proudbeard, is caprured by the Orcs and
suffers great humiliation at the hands of his tormentors.
Driven into a fury by the seizure of their King, the
Dwarfs, led by Gorazin Silverhorn, finally drive the Orcs
away from the capital. Orc armies continue to rampage
throughout the Dwarf realms until the following year
when the Ores are defeated ar the Batle of Black Water.

mines

About this time the Dwarls intensify their trading
contacts with the tribes of Men in the lands that are to
become the Empire. Men are poor craltsmen and learn
comparatively slowly.

Daled Stormbreaker leads an expedition to recover the
lost treasures of Karak Azgal.

A trading convoy from Karaz-a-Karak is ambushed on its
way to the Grey Mountains. King Kurgan Ironbeard is
captured by the Orcs but is later rescued by Sigmar,
prince of the Unberogen tribe. This is to prove a
fortuitous event, for the friendship between Sigmar and
Kurgan Ironbeard will blossom into the grear alliance
between the races of Dwarf and Men. In gratitude for his
rescue, the Dwarf king gives Sigmar the rune hammer
Ghal Maraz, an ancient heirloom of his clan. ‘
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The Battle of Black Fire Pass. This battle is the culmination
of a long campaign waged by the Dwarfs and Sigmar. The
Greenskins are gradually driven from the lands west of the
Worlds Edge Mountains and many Ores and Goblins are
destroyed or flee into the mountains. At the Barile of Black
Fire Pass, a massive Orc army is destroyed by the
combined forces of Sigmar and Kurgan Ironbeard, ending
the domination of the land by the Orcs. Afterwards,
Sigmar becomes the first emperor of a united Empire.,

The creation of the Empire opens up a new age for the
Dwarfs. Many Dwarfs travel to the Empire where they
help the Humans build their first cities. Dwarf masons,
carpenters and smiths are much in demand, and Dwarf
workmanship is admired everywhere. As the Empire
grows, the Dwarfs and Men establish valuable trading
contacts and prosperity returns once more to the Dwarl
realms. Dwarf and Human armies keep the Ores and
Goblins at bay. Several expeditions are mounted to
reclaim lost strongholds, but none come to anything.

Dwarf miners discover the nest of the dragon Mordrak in
the mountains south of Karak Azul.

Thori Gundrikson discovers gromril in the caves west of
Black Water. The Dwarfs excavate substantial unnels
and extract great quantities of the ore over the following
years. The mines are eventually destroyed by Skaven
intruders, but not until the gromril is almost exhausted.

The discovery of the Lost Heartstone of Aldin Getgold in
the Dragonback Mountains by Dorin Heldour and
Katalin Kandoom.

The restoration of the Axe of Dail by Dorin Heldour and
Katalin Kandoom. The axe is discovered decp in the
ruins of Karak Varn and is recovered and brought back to
King Finn Sourscowl in Karaz-a-Karak.

Dorin Heldour brings the skin of the dragon Fyrskar to
Finn Sourscowl. Heganbor the Runesmith fashions the
skin into a cloak engraved with potent runes.

Dorin Heldour and Katalin Kandoom rescue Elmador
and Oldor Finnson from the dungeons of Black Crag.
Elmador later becomes High King,

In this year, Kragg the Grimm forges the Rune of Stone under
the eye of his master Morek Furrowbrow. He is to become
the greatest and most longlived Runesmith of his age.

Skalf Dragonslayer slays the dragon Graug the Terrible and
claims the kingship of Karak Azgal. The hold remains infested
by Goblins, Skaven and other monsters, and the Dwarfs make
no attempt to recapture it. Skalf and his descendants
establish a town in the valley below the old entrance.

The Black Plague sweeps the Old World. The Dwarfs seal
their strongholds. The Skaven rise from the depths and
attack the Dwarf strongholds in vast numbers, but the
Dwarfs hold out despite many casualties,

The lands around Karak Kadrin are tormented by the
grear dragon Skaladrak Incarnadine,

The Battle of Hunger Wood. The Dwarfs fight many battles
alongside the Empire in the Wars of the Vampire Counts.
They take part in the Night Sicge of Castle Tempelhof and
the defeat of the Vampire Countess Emmanuelle.

Battle of Black Falls. A Dwarf and Goblin army meet on
the shores of the Black Water. Dwarf High King Alrik and
Goblin Warlord Gorkil Eyegouger are slain while fighting
along the rim of the Black Falls. The Goblin Warlord is
mortally wounded by the Dwarf, but pulls his adversary
to his doom over the falls. The Goblin army is routed
into the icy water and most are swept over the falls and
perish with their leader.
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The Great War Against Chaos. Chaos armies pour down
from the north, devastating the lands as they come.
Karaz-a-Karal is attacked but holds out, The Dwarfs send
troops to Kislev, where Magnus the Pious lifts the siege.
The Battle of Bloodwater Sound. After destroying the
fleets of the Human realms, a Skaven flect rampages
along the coasts of the Old World looting and
destroying. Dwarf Ironclads from Barak Varr seek out
and defeat the Skaven in the Black Gulf

The Engineers’ Guild Hall in Karaz-a-Karak is destroyed
by explosions caused by Burlok Damminson and Sven
Hasscllriesian's pressure vessel experiments.

Goblin Warlord Grom rampages through the Worlds
Edge Mountains, destroying tombs, mines and small
settlements. Grom defeats a Dwarf army sent to oppose
him at the Baule of Iron Gate before heading westward
into the Empire.

Belegar, descendant of King Lunn, declares himself king
of Karak Eight Peaks having arrived there and set up
camp on the site of the old citadel. What began as a
treasure hunting expedition turns into an attempt to
recolonise the hold. The Dwarfs descend into the depths
and recover many treasures, but are hopelessly
outnumbered and live in a state of permanent sicge.

Baule of the Jaws. A Dwarf army heading south to
reinforce Karak Eight Peaks is attacked as it moves
through Mad Dog Pass. The Dwarfs, led by Duregar,
destroy the atracking Ores and move southwards. The
Dwarf army is ambushed once more at the Battle at the
East Gate of Karak Eight Peaks, but fights its way through
to the stronghold with heavy losscs.

Karak Azul is attacked by Orcs led by Gorfang Rotgut. Ores
get inside by means of a forgouen tunnel, and pour
through the hold looting and slaying. King Kazador's own
family is caught defenceless in his throne room, and many
are hauled off into captivity in the dungeons of Black Crag.
‘The king's son, Kazrik, is shaven and left behind, nailed in
place onto his father's throne as a final insult o the old
king. The Ores leave the stronghold and make their escape,
carrying much loot and many captives back to Black Crag,
Battle of Broken Leg Gulley. After ten years of constant
raiding and pillaging, the Orc Warlord Gnashrak is
defeated by King Ungrim Ironfist of Karak Kadrin,

Battle of a Mundred Cannons. A Goblin horde assails
Zhufbar without warning but fails to breach the defences,
An army from Karaz-a-Karak rapidly marches to the
beleagucred hold’s aid. The Goblins are quickly dispersed
but it soon becomes evident that the Goblins have actually
been flecing 4 greater threat. Within weeks a powerful Ogre
army bypasses Karak Kadrin and marches on the Moot. The
armics of Karaz-a-Karak, Karak Kadrin and Zhufbar unite
under ITigh King Thorgrim Grudgebearcr and give battle as
the Ogres ford the River Aver. Just as the Ogres turn at bay,
their forces divided by the river, an army of Men from Nuln
arrives on the scene. Caught between the Dwarfs and Men,
the Ogre ranks are swept by the largest concentration of
artillery yet seen in the Old World and utterly destroyed.

The Storm of Chaos erupts, Every pass through the
Worlds Edge Mountains becomes a battlefield and cvery
throng is mustered for war. Under the leadership of High
King Thorgrim, the Dwarfs honour their alliances and
defend their holds. While Ore tribes flock to Grimgor
Ironhide’s banner, High King Thorgrim commands King
Alrik Ranulfsson to clear the Sitver Road of Goblins and
attack Mount Gunbad. Without the fighting power of the
Ores to oppose him, King Alrik settles many grudges
with the Goblins and recovers many long-lost treasures.
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THE DWARF REALMS

East of the Empire rise the ancient, snow-capped peaks of the
Worlds Edge Mountains. Along their length, ridge afier jagged
ridge thrusts ever upward, marking the end of the civilised
world, Extinct and still smoking volcanoes mark the great fault
line that lics deep beneath the world's surface. The Dwarls delve
deep to find the rich veins of mineral wealth that occur in this
arca. As the Great Ice retreated from the world many thousands
of years ago, grinding and shattering the rock into twisted peaks
and deep chasms, the first Dwarf prospectors led their people
northwards in search of riches. They discovered the wealth of
the mountains, hewed their mines into the rock and founded
their strongholds amid the Iloftiest peaks and the most
inaccessible valleys.

The Dwarfs were not the only ones to make their homes in the
mountains. As their sertlements grew, they encountered other
ancient races such as Orcs, Goblins, Giants, Trolls and
Dragons. Both above the ground amidst the peaks and valleys,
and in the dark beneath the world, the Dwarfs were forced to
battle for their homes and treasures. Thus was forged the
Dwarf race: determined, defiant, enterprising and brave, and
s0 began the constant struggle for survival that the Dwarfs
fight even to this day.

KARAZ-~A-KARAK

The Dwarf language is complex and cannot be licerally
translated into the tongues of Men. Karaza-Karak can be
roughly interpreted as ‘Pinnacle of Mountains'. The Dwarf word
for mountain also means ‘a thing which endures’, so an
alternative translation is “The Most Enduring’. Men call this city
Everpeak, which is a good compromise in meaning, This mighty
and populous stronghold was the ancient capital of the old
Dwarf empire and its lord is the High King of all the Dwarfs. The
noble clans of Karaz-a-Karak can trace a direct line of ancestry
back to the Dwarf gods themselves. Here are the temples of the
venerated Ancestor Gods: Grungni, Grimnir and Valaya, Here is
kept the Great Book of Grudges and the Book of Remembering
that are objects of awe and veneration in their own right.

Karaz-a-Karak has never fallen to an invader. It is the biggest,
oldest and most fortified Dwarf stronghold. Here, the traditions
of the old Dwarf empire are kept alive in their purest form. It is
a city of ritual, temples, statues hewn from the rock and tombs
in deep vaults below the city. The High King holds court in a
vast vault large enough to engulf a small Human town, The
forest of pillars which forms the mile-long nave is of truly
colossal proportions. The whole vastness is illuminated by
shafis of light, glowgems and great braziers so that the glint of
gold, the gleam of bronze and the warm glow of the rock is
everywhere. The tumult of the great throng assembled before
the throne in council or in feasting is so raucous that it echoes
in the vaults. Karaz-a-Karak has endured through ages past and
will endure forever.

KARAK HIRN

Perched high above the world in the Black Mountains can be
found Dwarf mines and trading outposts, small holds and valley
settlements. These regions were settled slowly, and only grew in
relative importance after the fall of the old Dwarf empire. They
are not linked to the Underway, but are approached by
treacherous mountain passes and cliffhanging tracks. Rich
deposits of precious metals and iron are found here, but there
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are fewer lodes of the more rare metals and gems. None of these
settlements have become wealthy or powerful enough to rival
the great strongholds of the Worlds Edge Mountains., However,
they are closer and more accessible to the markets of the Empire
and Tilea and act as trading centres for Dwarf work brought
from further cast.

The chief of these holds is Karak Hirn or Hornhold, so called
because the winds blowing through an especially large cavern
act like a mighty warhorn, sounding a frightening blast
throughout the mountains. The Dwarfs have exploited  this
natural phenomenon by constructing additional sounding
chambers, and massive doors that they can open and close 1o
change the pitch and duration of the sound. By lighting fire in
the depths, they can draw air through the system to create noise
when they wish. The mountain horn is used to signal to outlying
settlements, summon warriors and [righten away simple
crearures such as Trolls.

KARAK AZUL

The name of this famed stronghold means ‘Iron Peak’ in the
Dwarf language. The richest deposits of iron in all the Worlds
Edge Mountains lie around Karak Azul. Other metals oceur here
o as well as gems in great quantity. The stronghold has
become a centre of metalworking where some of the most
skilled Dwarf weaponsmiths practice their art. Several of the
stronghold’s ancient clans claim direct descent from Grungni
himself, the grear Ancestor God.

Karak Azul is the last of the once great southern holds to
remain under Dwarfl control. Over the centuries, the other
holds fell to the Goblins or were invaded by Skaven, but Karak
Azul has endured, thanks in no small part to the
determination and skill of its weaponsmiths. These days,
Karak Azul supplics armaments to all the Dwarf holds and
there are few weapons that can match the keenness of blade
made by its craftsmen. Many rune weapons are forged here
where the secret art of runes is well understood. Weapons are
carried out through hidden mountain trails and along the
Underway to supply beleaguered outposts throughout the
Worlds Edge Mounrains.

KARAK KADRIN

Karak Kadrin means something like ‘Stronghold of the Pass’ in
the Dwarf rongue. It stands south of the great Peak Pass, which
in olden times enabled Dwarfs to travel between the western
and eastern sides of the mountains. The importance of the
route declined when the Dwarfs abandoned the castern edge
of the Worlds Edge Mountains. Today the pass must be
guarded carefully, for it is one of the main routes by which
invading Orcs and Goblins move westward from their lairs in
the east. The Dwarfs of Karak Kadrin guard the Peak Pass
against intruders.

Karak Kadrin is the home of fierce Dwarf elans who have set
themselves the task of keeping the pass open, and it has never
fallen, despite being besieged on many occasions. Karak Kadrin
remains a wealthy centre for trade with the outside world,
standing as it does overlooking the eastern part of the Empire
and Kislev.

In times past, the King of Karaz-a-Karak, a proud individual
named Baragor, sulfered a terrible loss which drove him o




become a Slayer, one of the cult of dishonoured Dwarfs who
seck out death by fighting large and powerful monsters.
However, as king his responsibilities to his kin could not be put
aside, and so he remained as Lord of Karak Kadrin and did not
disappear into the wilderness to find death. He became the first
Slayer King, and because he was unable to seck death
personally, he encouraged other Slayers to come to Karak
Kadrin. He built the Shrine of the Slayers and collected tales of
famous Slayers, paying the most talented bards to compose epic
songs to commemorate their deeds. Since that time his
descendants have been known as the Slayer Kings, and all carry
the burden of the unfulfilled vow made by their ancestor. The
current Slayer King of this tough and enduring stronghold is
King Ungrim Ironfist.

BARAK VARR

Barak Varr means ‘sea gate’ in Khazalid, the Dwarf tongue. It is
unique in that it is the only Dwarf stronghold located on the
coast, its tunncls and caverns carved into the towering sea cliffs
of the northern Black Gulf. Caves carved back into the rock carry
the waters of the Black Gulf deep under the cliffs. Here, in vast
water-filled caverns, the Dwarfs harbour their fleet. Dwarfs don’t
much like the sea or water, and their ships reflect their unease.
Unlike the graceful ships of other races, their craft are made
from iron and constructed very much like fortresses. With little
patience for vagaries of the wind or tide, the Dwarfs propel their
ships with paddles driven by pounding steam boilers,

Barak Varr is the most cosmopolitan of the Dwarf citics. Traders
from every realm intermingle in its harbours, bringing goods
from as far away as Araby and Cathay. The goods are carried up
Skull River by the Dwarf ships, and then up through the Old
Dwarf Road to Karaz-a-Karak and beyond. The Border Princes
benefit greatly from the Dwarf domination of Blood River Valley,
which would otherwise have been the front line against the Orc
onslaughts.

KARAK IZOR

The Vaults consist of deep ice-cut valleys and towering heights
and form the junction between the Black Mountains and the
Grey Mountains. There are rich lodes of iron, copper, tin and
other metals here and consequently some of the biggest and
deepest mine workings outside the Worlds Edge Mountains.
Many clans came here after the fall of their strongholds in the
east, including many of the Dragonback Dwarfs. The valleys
olfered them seclusion from the outside world where they
could work, remember the past and plan their ultimate return.
The valleys and chasms are so difficult to reach that few evil
creatures bother the Dwarfs of these highland areas. The most
important stronghold in this area is Karak Izor, which is known
to Men as Copper Mountain.

KARAK NORN

Although there are scattered communities of Dwarfs living
under the Grey Mountains, they have never been very numerous
or wealthy. The Grey Mountains are not blessed with the
mineral deposits that especially attract Dwarfs and what little
ore there is, is hard to mine. As a result, the Grey Dwarfs, as the
inhabitants of this region are called, tend to be poor and rather
simple in their tastes. Young Grey Dwarfs are likely to leave their
lands and travel east in search of riches, and many become fierce
prospectors and adventurers. The largest stronghold is Karak
Norn that lies in the mountains above the Loren Forest.
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THE WILD MOUNTAINS

The Dwarf strongholds are enclaves of order amongst the
barren wilderness of the mountains. There are still many Dwarf
settlements that lic outside the main strongholds, but these are
small outposts and fortresses which pale into insignificance
beside places like Karaz-a-Karak. Some of the most important
mountain areas are described below:

BLACK FIRE PASS

This pass is called Tlaz-Drazh-Kadrin by the Dwarfs, but is more
widely known as Black Fire Pass. It takes the form of a deep
chasm through the Black Mountains, formed when volcanic
eruptions rent apart the mountains in the distant past. Now the
chasm is an eeric cleft of twisted lava and high black cliffs of
polished volcanic glass. Strange black vapour blows from vents
at the base of the cliffs. The pass is a favourite route through the
mountains for invading Orc hordes and is also the principal
route between the Empire and the sparsely settled lands of the
Border Princes. An ancient Dwarf road leads through the pass
on its way to Karaz-a-Karak.

MAD DOG PASS

The Dwarfs call this pass through the Worlds Edge Mountains
Varag Kadrin. It is 2 common route through the mountains for
tribes of Orc and Goblin raiders from the castern side of the
Worlds Edge Mountains and the Dark Lands beyond. In the days
of the Dwarfs’ greatest power, this was the chief thoroughfare to
the eastern side of the mountains and the isolated mines of the
Dark Lands. Today, the Dwarfs use the pass only occasionally,
for it is studded with the fortresses of Night Goblins and its
steep sides are riddled with their tunnels.

VOLCANOES

During the fall of the Dwarf empire, the Worlds Edge
Mountains were shattered by carthquakes and riven by
volcanoes. Huge cracks opened up and whole settlements were
swallowed into the bowels of the earth. Boiling steam and
molten rock poured through the lower galleries of many Dwarf
strongholds, slaying thousands and sealing up areas forever.
Since that time, the mountains have become quiet, but there
are still a few volcanoes that sometimes erupt and cause havoc
in the lands about.

The southern part of the Worlds Edge Mountains is far more
temperamental than the north. There are three large volcanoes,
although there are many smaller ones. The whole area is subject
to minor earth tremors, and the Dwarfs often find their mines
damaged or destroyed as a result. The three large volcanoes are
called Karag Haraz, Karag Dron, and Karag Orrud. Amongst Men
these are known as Fire Mountain, Thunder Mountain, and Red
Cloud Mountain.

Volcanic activity in this region continually throws up new riches
from the depths of the world. Enterprising Dwarf prospectors
and miners come here to seek and extract the treasures of the
earth, but mines and mining sculements are frequently
destroyed by voleanic explosions or buried beneath ash or lava.
Even in the face of this danger, the lure of wealth draws a
constant stream of young Dwarfs from the faraway strongholds
of the north.



ZHUFBAR

Zbufbar stands in a de chasm down the
mountainside from Black ter, a day’s trek from
Karak Varn. High above the city, a huge waterfall
cascades from the lake and rushes fiercely down the
chasm. Here the ingenious Dwarfs have constructed
thousands of water wheels to ver their drop
hammers, ore crushers and washing The chasm
resounds to the noise of mining operations, creaking
wheels and the rushing waters. The city contains the
principle shrine of the Dwarf Engineers Galild and it is
a centre for metalwork and every kind of industry. At

ight, the chasm glows with a thousand fucnace fires.
The meteoric iron gromril, mined in Karak Varn, used
to be smelted here.

Zhufbar is surrounded by hostile Orc and Goblin
tribes, while below ground the tunnels of the Skaven
break into the Dwarf mines. Zhufbar has been
attacked many times but has always managed to hold
out. The deepest levels are dangerous places where
Dwarfs and Skaven vie for control of the lower
chambers.

BLACK WATER

In the Dwarf language, this vast lake is known
Drazh, which means ‘Black Water’,
name by which it is known to Men. The lake is formed
t crater filled with the melt water of the
surrounding mountains. In the ancient Past, a meteor
crashed from the sky to pound this huge gaping crater
out of the rock. All around the shores are to be found
valuable metal ores, including the much-prized
meteoric iron known as gromuril, from which the
hardest blades and armour are forged. Strongholds
were founded around Varn Drazh to mine the
meteoric metals, and also to harness the mountain
torrents that gush from the lake. These raging waters
wash the ore extracted from the mines and drive huge
water wheels which in turn power the drop-hammers
in the great subterranean for, The lake itself is
black and deep, and inhabi y dark and ancient
monsters.

THE UNDERWAY

In the great days of the Dwarf empire, all the largest
strongholds were linked by underground roads
hacked through the solid rock. This complex system

¢ or Ungdrin. From
the main tunnel, other snﬂl.lx.r tunnels led off to
individual mines, forts, watchtowers and outlying
strongholds. Nowadays, the system lies in ruins, It was
partly destroyed by the massive eruptions that
brought the Dwasf empire to its knees. This led the
way to the tunnels being invaded by Skaven and

Goblins, and many of the subsidiary branches were
lost to these or other creatures. Over the years, other
parts of the tunnels have collapsed or become
dangerous.

Today the Ungdrin is unsafe. Not only is it prone to
rockfalls, but alse its length is often broken by chasms
and pits that open up unexpectedly, Monsters of all
kinds lurk in even the broadest and most structurally
sound sections, and ‘there are many Night Goblins
living amongst the tunnels.

In recent years, routes through to the still-inhabited
strongholds and outposts have been red and
partially repaired. Although still dangerous, the
Dwarfs are able to travel through the mnnels once

ssmmore, although they only do so in large numbers and

fully armed. Dwarf expeditions are f equently
dispatched tolexplore and clear further sections of the
old system. This is a continual battle, and one that
faces constant setbacks and defeats. Nonetheless, the
Dwarfs are gradually opening up some of their
ancient mines and rediscovering the qba.nﬁoncd
treasures of their ancestors.
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DWARF SOCIETY

Each Dwarf hold is a self-contained cconomy. Most
are at the centre of a network of smaller,
subordinate holds that operate their own mines,
farms and workshops. A vigorous trade exists
berween these holds and the great hold to which
they owe allegiance. A more controlled trade goes
on with other holds and with the outside world in
general. The Empire, Tilea, Estalia and Bretonnia are
all eager customers for Dwarf goods and Tilean
merchants frequently act as middle-men ensuring
that some exchange still goes on between Elves and
Dwarfs despite both sides’ antipathy towards cach
other.

The demand for Dwarf trade goods will never be
sated. The Dwarfs are the finest artisans in the world
and craft goods that are both elegant and robustly
functional. The Dwarfs do not simply mass-produce,
however. No true Dwarf could ever tolerate doing
anything but his best work. Consequently, the supply
of trade goods is kept relatively low, which has the
fortunate effect of keeping the prices high.

There is little that the Dwarfs actually want for,
partially because they maintain a stubborn disdain for
other races’ produce, and partially because, with the
odd exception, Dwarfs have little use for fripperies
and luxuries. The Dwarf population is relatively small
and it is easy enough for them to provide for
themselves by farming upland meadows, terraced
fields within the boundary of the holds, fishing both
surface and subterranean rivers and herding hardy
mountain goats. This fare, while adequate, is less than
exciting, so is augmented by trade. Particular
artention is paid to different strains of hops and barley
as the Dwarf palate demands a wide variety of ales and
the brewer’s craft is highly regarded.

As the proceeds of their industry are considerable and
their expenses relatively slight, Dwarfs are able to
indulge their natural tendency towards hoarding.
They are also aggressive hagglers who will always seek
to get the best side of a deal. Whilst this gives the
Dwarf realm immense reserves of gold and gems,
their reluctance to spend any of it diminishes its
strategic value. Moreover, it helps to explain why Orcs
and Goblins are willing to risk so much when
attacking Dwarf holds. Even allowing for the fact that
the choicest treasures will be cunningly concealed in
vaults protected by traps of the greatest ingenuity, the
loot that can be gained from a fallen hold is a prize
unparalleled. Tt is no wonder that Orc Bosses spend
the lives of their followers so generously in pursuit of
such a prize.

SOCIAL STRUCTURE

Dwarf holds seem at first sight to have a social
structure similar to human society. This is nor
surprising given that the Dwarfs helped inspire and
shape the fle