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Rockhome from the Outside 

The foHowing descciptions can be seen by players in the campaign; they describe the opinions that reprcsentatives of dif­
ferem nations havc about Rockhomc and the dwarves. 

A T hyatia n trader, speaking to Ius apprentice before entering the Sacdal Pass: 

"Tidy you rself up. younglU1g. We're about to enter dW3If country and you shou ld be at your best. And I 
need to teU you a few tbings to remember about the dwarves we' ll be meeting. 

"First: Don't be boisterous o r boyish o r loud. The dwarves can be a merry lot, but they have to accept you 
first. And rhac takes yC1U"S, J've gradually become a friend to members of ODe of their dans, the traders of the 
Syrklim, and so I'ye been accept'cd; by associadon, you' ll be neared with less suspicion than you'd get oth­
erwise. But rJ,ey sti.ll don't like [otal strangcrs being [00 frjendlj'. tOO fast-acting Like traders in the market­
place, you know. 

"Second: When you're shown dwarven craft goods, speak your mind. Don't be compiimencary if the 
work doesn't deserve it. Thar works in human countries, bur nO[ bere. The dwarves respc[.l quality and 
minds that can recognize and evaluate it. If you compliment shoddy goods, they'll think you're an idiot. If 
you sptak your mind, cmicize fairly, compliment when appropn<lte. you'll earn their rcspet:t. 

"Third: Should you happen to seeothcr humans performing magi!..: in the dwarf-cities. dotl'rc.:omp!iment 
it. Tht" dwarves aren l

( cornforrable around magicians, even when they've hired the magicians themselves. 
"Fourth: Don't be alarmed if the dwarves in your presence Iiuddenly c105c their faces up and seem to 

beL;ome cmocionJcss ~nd strange. They may have .seen a stranger emer rheir midst, orft member of a clan they 
do not like, and so they have withdrawn into shells like tortoises do. Ooce me 'threat' is gone, they will 
rerurn to normal. 

"Fifth, ::md lust: They like for yisitors to learn rheir language and their custorns. They consider it a.sign of 
respect on the pan of the visitors, and makes it easier [0 deal with Lhem 

"Rcmembt:r all tbis, <l.nd you willl10l go tOO fat astray when visiting the dwarves." 

A Glantrian sorcerer, writ ing to a relative in Karameikos: 

"My dear. chank you for your btt'St letter on your experiences and observations in thaI benighted and bar­
barian land. 

·'1 am nOt surprised that the dwarves ofKarameikos despise tbe sorcerers of the Principalities; they merely 
rake afte.r their Rockhome cousins. 

"It's all baffling [0 me. though. Ir's true [har, during the Years oftnfamy. quite a few dwarves wcre thased 
OUt of Glaoui and back ro dH:ir own land. And it's "Iso true that nota few dwarven criminals recei.vcd the 
benefits of Glanrrian scienrific researc.h. The Littlc fellows seem to have an innatc resistance co sorcery­
particularly the older and more experienced ones-and it's vitallh:tt we find OUt why, to furrher rhe ( .. uses of 
science and sorcery, 

"But srill, none of rhis is suffidcnt cause for [he entice oauon all bUl [0 declare W:1f on Glantri. Ourside 
OUI borders. Rockbome dwarves (and even some bumans) provoke fights with Glamrian mages. or even 
ambush and assassinate us through their fear and hatred. ( don't know why; we really couldn'c catt' less 
'about them, except for their scientific va lue ... and now, because of their random and inexplicable attacks. 

"So. keep yo ur eyes open, dear, that you don '[ fall prey co one of chese strange acts of violence. And if you 
ever do find OUt why these dimInutive lunatics so hare-the Glamriotns. please pass rhe word back [0 me. 1 am . '. CUClQUS. 
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WelCOMe to Rocl{)JOMe 
The Dwarves of Rockhome is a source­
book. Some of it is written for players, 
the rest for the eyes of Dungeon Masters 
only. It describes, in great detail, the 
dwarven nation of Rockhome, irs great 
cities and ocher imporcam sires, and its 
people: the dwarves. 

Dwarves have been mentioned 
throughout the D&O<ll game system's 
series of fulebooks and modu les, bur 
always on a bit by bit and piece by piece 
basis. In one place, we explained how to 
roll up a dwarf character; in anomer, we 
told how to build strongholds; else­
where, we presented little facts and rules 
about dwarven non-player characters 
and dwarven life. 

In The Dwarves ofRockllOme, we put 
it all rogether. You learn the history of 
the dwarves; you're introduced to a new 
character class, rhe dwa rf-cle ric, a rare 
specialist responsible for me philosophi­
cal well-being of me dwarves; you learn 
why dwarves are the way they are (gold­
mad, work-mad, fonder of stalactite 
roofs than open skies, suspicious and 
surly one moment, open and merry the 
next), 

You'll see the homes of the dwarves, 
both their open cities and cheir subter­
ranean capitals; you'll pierce the veils of 
secrecy which shield their politics and 
master craftsmanship from prying eyes, 

You'll also learn how to use the 
dwarves and thei r cities in your cam­
paign: as friends and places to visit, as 
the sites of important adventures, and 
even as the seuing of an all-dwarf cam­
paign, if you wish, 

W!]O SljoulO REaO 'Ojis 
GazEttEER?----------­
Everyone, players and OM alike, should 
read all the chaprers of the Players' Sec­
tion. Only the OM should read the 
Gazetteer Section and the Adventure 
Section. 

ARRaNGEMENt QftljE 
GazEttEER------------
The Dwarves of Rockhome is arranged 
in this fashion: 

The Players' Section is written for 
eve ryone who will be playing in a dwar­
ven campaign; anyone can read it, 

The firsc chapter is "Welcome to 
Rockhome," which you're reading now, 

The second chapter, "Character Crea· 
tion;' shows how to creare dwarven 
characters from Rockhome, how to cre­
are an optional character class, the 
dwarf-cleric, and how (Q use the 
opt ional rules fo r general skills, 

"Owarven Sociery and Politics" dis· 
cusses JUSt what it is to be a dwarf, Here 
are the explanations on the extensive 
dan structure of the dwarves of Rock­
home, cheir politics, the dwarven army, 
and more, 

"Special Dwarven Tasks" is a chapter 
devoted to things the dwarves, and 
dwarves alone, do-such as the attain­
ment of a fantastic level of engineering, 
the creadon of dwarven magical items, 
and the development of dwarven sci­
ence. 

The Gazetteer Section is the Dun­
geon Master's guide- and travel-book to 
Rockhome; players should nOt read it, 

"History of Rockhome" describes the 
hisrory of the area and its inhabitants, as 
known to the OM and the lmmonals; it 
also discusses what the dwarves and 
ocher historians chink they know, where 
they're wrong and where they're right. 

"The Nation of Rockhome" is a basic 
description of the dwarven homeland, 
its geog raphy, and its geological 
makeup, 

"Dengar" describes the capital ciry of 
Rockhome- both the su rface-leve l 
Upper Oengar and the subrerranean 
Lower Oengar, 

"Other Sites of Interest" describes 
the other nmable sites wichin the bound· 

aCles of Rockhome: its other cities, 
towns, fons, and seruements, 

"Characters" expands on informa­
cion presented in earlier chapters by 
providing character sheets for the most 
important and interesting characcers in 
Rockhome. 

"Monsters," in turn, describes new 
creatures nacive to Rockhome, and lists 
which monsters given in previous D&D 
game rulebooks can be found within 
this nation's borders. 

The Adventure Section talks about 
the whole dwarven campaign-how to 
arrange it, play it, sustain it. 

"The Rockhome Campaign" talks 
about using the RDckhome seuing-as a 
place fo r existi ng player-characters to 

visit and as a setting for an aU-dwarf 
campaign. 

After chat chapter follow three fu U­
length adventures wrirren specificaUy 
for dwarvcn characters-though, with 
infotmation provided in the teXt, you 
can adapt them for existing heroes who 
are visiting Rockhome. 

At the end of the book you'll find 
nume rous adventure ideas berh for 
dwarf-characters and for visitors to the 
nation of Rockhome, 

And in the inside covers, you'll find 
handouts wh ich you may give to you r 
players: descriptions of RDckhome from 
the viewpoint of foreigners, 

PiNal NotES----------
This sourcebook, and in fact this whole 
series, has been written fo r you ro use in 
your campaign and to your own end s, 
This means you can, and should, change 
whatever you don't like before fining ie 
intO your campaign, Do you want your 
dwarves to be fr iendly and outgoing to 

strangers? Do you nOt want ro deal with 
dwarf-derics? Change whatever you 
want, and have fun. 
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In this section, we'll show players and 
the DM how to creare dwarven charac­
ters from Rockhome. 

Rocl{IJoMe ------
Rockhome is the name of the ancestral 
nation of dwarves. In the 0&0$ game's 
Known World, Rockhome lies in the 
northeastern part of the continent, bor· 
dered to the north by the Ethengar 
Khanare and Vestland, to the east by the 
Sode rford Jaddoms, to the southeast by 
Ylaru am, to the west and southwest by 
Darokin. It's a landlocked mountai n 
region, beautiful with its ice-ca pped 
mountaintops, green valleys and large 
clear lakes. 

Though the human eye first norices 
the land's narural beauties, it is the 
nation's mineral resources which endear 
it to the dwarven inhabitants. The 
mou ntains are riddled with caves and 
extensive cavern nerworks, the prefe rred 
homes of the dwarves, and are rich in 
various metal ores. 

Additionally, the rough and rock" 

Ct}anacteR CReatiON 

nature of the land-there are only three 
major roads which enter Rockhome, all 
along easily-defended mountain passes 
-makes Rockhome easy ro defend. 
Standing garrisons, and in some places 
the terrible winters, keep the nation safe 
from invasion. 

Dwanves-------­
Rockhome is widely known as the King. 
dom of the Dwarves. Though the hardy 
dwarven race is nOt confined to Rock­
home, and can make a home JUSt about 
everywhere (excepting the politically 
dangerous Principalities of Glanrri). 
this nation is the dwarven homeland, 
celebrated in legend as the birthplace 
and cradle of the dwarven race. 

Dwarves! of course, are rough, short 
humanoids. As a race, they are expert 
miners and engineers, smiths of pre­
cious metals and jewelwrights, as well as 
fierce fighters. Humans regard them as 
parcicularly greed).' when it comes to the 
acquisition of gold and jewels. Dwarves 
tend to be suspicious and sullen around 

strangers, giving them a reputation for 
rude behavior and standoffishness. 

A little later in th is section, we'll show 
you how to create dwarf characters­
and what these character trairs, real and 
imagined, actually mean ro the dwarf 
character. 

HistORY-------­
As the dwarf of Rockhome knows it, 
here is a brief hisrory ofrhe land and its 
inhabitants. 

In the dim ages of the world's past, 
the land that was ro become Roc.khome 
lay under thick ice. It was nOt devoid of 
life, for monsters and creatures su ited to 
icy existence lived and bred beneath the 
frosty crUSt, but it was inhospitable to 
human and dem ihuman inhabitants. 

The Immortal known as Kagyar­
celebrated in differem pam of the world 
as Kagyar the Artisan and Flasheyes 
Kagyar-saw this d im landscape as 
nothing but an unpainted canvas. He 
whipped the curtain of ice from it and 
began ro alter it to his liking. 
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To begin, he created a creature which 
would be maSter of th is land and cele­
brant of Kagyac's philosophies. From a 
boulder, with his magics and consum­
mare artistry, he fashioned a powe rful 
mortal being, short of stature, strong of 
thew, clever of mind, long of patience. 
He called th is being " Rockborn"-in 
the dwarven language, Denwa rf. 
Oenwarf was the fi rst of [he dwarves 
and thei r first king as well. 

Kagyar created ma ny more of 
Denwarfs folk, separating them into 
males and females in the fashion of 
narure's creatures. He infected them 
with a desire akin to his own, a desire to 

craft beauty from all things which come 
from the land. He gave them a language 
which was uniquely their own. He 
taught them ahout both hunting and 
agriculture, as he had seen them prac­
ticed by humans and demihumans else­
where on the continent_ He gave them 
abilities which would allow them to 
thrive both above and below the ground 
-and to enjoy and revere the subterra­
nean world as no other intelligent mor­
tal race could. Then he withdrew from 
the land of these folk to see what they 
would do. 

In the ages which followed, the 
dwarves increased in population and 
explored their mountains, learn ing to 
mine out precious materials, ro craft 
them into wondrous th ings. In these 
times, they believed that their moun­
tains were the center of the ir world and 
that there were no other worthy intelli­
gent races ro be fo und: they encountered 
only the warlike and primitive goblins, 
orcs, gnolls, and hill giants wh ich were 
also to be found in these lands. The 
dwarves, always pursuing the glorious 
cause of creating art from whatever 
materials were put in their way, had no 
time or affection for races which merely 
wanted lands on which ro hunt. In terr i­
ble barnes and wars, they drove the 
other races from the mountains and 
made eternal enemies of these tr ibes. 

Denwarf never did grow old. Decade 
after decade he served the dwarves as 
king. He was known for his srony impas­
siveness, his merciless fighti ng ability, 

his chilling imparciality in judgment of 
crimes. Larger than the other dwarves, 
more hardy, jusr bur unsympathetic, he 
was revered but was never precisely 
loved. In the 400th year of his reign, he 
discovered a massive cavern complex in 
the footh ills east of Lake Stahl, and com­
manded that the clans he directly gov­
erned move [Q this lovely subterranean 
land. He named the place "Dengar," 
which translates as Rockhome in other 
tOngues. Then he set about exploring 
the deeper and darker passages of the 
caverns, and was never again seen by 
dwarven eyes. 

Eventually the dwarves, in thei r 
explorations of the lands surrounding 
Rockhome, encounre red the higher 
forms of life known to the world­
higher, in the ir eyes, because they had 
crafts and made things of beauty. 

The humans elicited both their admi­
ration and their scorn: admi ration, 
because they were capable of leaps of 
fancy and imagination beyond even 
those of the dwarves, and could craft 
many wonderful things, especially from 
materials (such as glass and cloth and 
leather and wood) which the dwarves 
had neve r tr uly mas tered; scorn, 
because so few of them really were cre­
ators, or heroes, or visionar ies, most 
being like the orcs and goblins, content 
with a stretch of woods to hunt or a plot 
of ground to farm. So relations between 
dwarves and humans varied greatly 
from clan to clan and dwarf to human. 

The elves mainly elicited scorn-and 
a grudging envy. These tall and light­
hearted folk could craft gold and silver 
and jewels as well as dwarves, and in 
fashions and designs far different from 
those of the dwarves. But they were such 
a shallow race, imagining that they saw 
as much beauty in a song as a crown, or 
in an abstractly-carved piece of wood as 
an inlaid axe·head. They were impos­
sible people: toO frie ndly tOO fast, no 
sense of restraint, no idea of the slow 
and comfortab le pace whic h the 
dwarves needed ro learn the character of 
another before showing him inner faces 
and inner thoughts. The elves were toO 

free, too embarrassing, too flighty-a 

pity all that craftsman brilliance had ro 
be locked up in a silly and vapid m ind. 

In the gnomes, the dwarves found 
kinship-if the gnomes did nOt bear the 
mark of Kagyar's creation, they at least 
had similar d rives and characteristics. 
Dwarves and gnomes found friendship, 
mutual interests and similar habits. 

T he halflings, toO, were comfortably 
similar-but sadly, like the humans, not 
all had the craftsman's drive and the 
ex plorer's itch. 

So Rockhome-regarded from out­
side and from within now as a nation, a 
dwarven nation-gradually began trad­
ing OUt its surplus craft goods and even 
raw ores fo r the goods created by neigh­
boring tribes and States. For its expor ts, 
Roc khome rece ived foods, d r inks, 
leather and wooden goods, work ani­
mals, and mo re. Info rm arion , tOO , 
flowed from aU d irections. The dwarves 
had become quire expert in the tech­
niques of mining and engineering; as 
this expertise was sought by the human 
lands, so they learned from the humans 
more sophisticated means of growing 
food, record ing facts, waging war, and 
many other things. 

By the time the first emperor of Thy­
atis was crowned, the king of Rock­
home, toO, was wide ly known in 
surrounding lands. Rockhome was 
known as a small but strong and weU­
defended land; fi ne profits could be had 
from working with the dwarves there. 
The great cicy of Dengar, built in the 
caverns found by Denwarf, thrived, and 
a new city-called Upper Dengar-was 
built in the lands above the caverns, as 
the trade city from and to which all these 
goods moved. 

In the centu ries that fo Uowed, the 
kings of Rockhome began a determined 
and aggressive p rogram of sending 
dwarves our into the surrounding lands: 
to learn and send their learnings back, 
to colon ize, to establish relations with 
human lands, even to establish com­
munities within human communities. 

This was successful in some areas, 
unsuccessful-even disastrously so-in 
others. 

Dwarven dans made inroads and 



established good, strong colonies in the 
mountains of Darokin, with whom they 
had good trade relations; Vestland and 
the Jarldoms, who admired the sturdy 
fight ing dwarves; Traladara (later Kara­
meikos), whose gnomish community 
welcomed them as allies; and Ylaruam, 
whose humans liked dwarvish crafts­
men and the dwarves' lack of affinity for 
things magical. They found less of a wel­
come in Thyatis, with itS labyrinthine 
politics and p rocedures for colonization 
and trade. And they suffered disaster in 
the Principalities of Glantr i: there, 
when they arrived some twO hundred 
years ago to pursue rumors of a gold 
ru sh, they appeared at about the same 
time as a devastating plague. Suspected 
of bringing the plague, and fascinating 
to the sorcerers of Gianni because of 
thei r resismnce to magic, dwarves there 
were hunted down, driven Out, cap­
tured, studied and tortured over a 
twenty-year period. Since then, dwarves 
have spoken only in terms of contempt 
or harred fo r the magocracy of Glantri. 

Today, Rockhome is as solid as ever, 
the center of dwarven civilization and 
trade. Dwarf colonies and communities 
in other pam of the continent keep in 
communication with the ir motherland. 
In the face of harsh winters, trade wars 
and occasional invasions by orc and gob­
lin tribes, Rockhome stands powe rful 
and indomitable in itS own corner of the 
world. 

~eMap----------
Fot a benet idea of Rockhome's layout 
and lands, take a look at the map on this 
page. 

In brief, these are the important sites 
on the map: 

Altan Tepe Mountains: This moun­
tain range for ms the southern and west­
ern boundaries of Rockhome. 

Darokin Tunnel: This is a game [fail 
and pass through the Altan Tepe Moun­
tains and intO Darokin . The pass, which 
is not known to the humans of Darokin, 
is often used by adventuresome young 
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dwarves for quick raids into the Alfheim 
forestS. 

Dengar: Th is is the capital city of the 
dwarves. Upper Dengar lies at the foot 
of Point Everast, while lower Dengar, 
the greater city, is builr within the vast 
caverns fa r beneath. 

DenwarfSpur: This is me small, cen­
tral spur of mountains between the 
Altan Tepes in the west and the Makkres 
Mountains (also called the Broken Teeth 
and the Rockhome Mountains) in the 
east. Point Everast is one of the Denwarf 
Spu r mountains. 

Evekarr Pass: This is a dangerous 
high-mountain pass which allows hardy 
travelers to cross the mountain ridge 
where the Kur River has its headwaters. 
Mostly passable in warm-weather 
months, absolutely impassable in cold· 
weather months, itS name ttanslates as 
" High Death." 

Evemur: This is a large city responsi­
ble fo r about a third of the fertile Stahl 
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lowlands; its ma in business is the 
growth and distribution of crops. Many 
humans live here. 

Fort Denwarf (&k Denwarf); This 
fon, built at the narrowest point of the 
Stye Valley, is the nonhern defense of 
Rockhome, responsible for p rotecting 
the nation from possible invasion from 
that direction. 

Fort Evekarr (Rak EvekMr); This is a 
large, gloomy, miserable fo rtress built in 
the grim Evekarr Pass. Its business is ro 
p rotect Rockhome from possible inva­
sion along the Evekarr Road. It is 
manned from the begi nning of spring to 
the end of faU, abandoned for the win-

"". 
Greensron: This is a mostly human 

community, settled with the permission 
of the kings of Rockhome abom a hun­
dred years ago. It is a farming commu­
nity which produces much grain needed 
by Rockhome; dwarven adm inistratOrs 
here govern this pan of the Stahl low­
lands. (Dwarves, in general, do nOf 
thin!..: much of the farming profession, 
and are quite willing for humans to help 
provide the agricultu ral bounty neces­
sary to supply Rockhome.) 

Karrak: (Also called Karrak Castle 
and Death Rock Fon) This enormous 
citadel sits over the Sardal Pass south of 
Dengar to protect the pass from any pos· 
sibility of invasion from the south. 
Though technically a forr, it is effectively 
a major city with guard garrisons, min­
ing and engineering projects, and a 
large civilian population. 

Klinresr Lowlands: These fertile low­
lands surrounding Lake K1intest supply 
Rockhome with about a third of its agri­
cultural needs. It is not so extensively 
fa rmed and developed as the western 
Stahl Lowlands. 

Kurdal: Th is is a town which farms 
this part of the Klintest Lowlands; it is 
also a penal colony where criminal 
dwarves are fo rced to farm while serving 
their sentences. It is a gloomy and 
unhappy tOwn. 

Lake Klincest: This is a large fresh­
water lake fo rmed from the rive rs 
Eve rasr, H ra p , Kur, Kl inrest, and 
Makkres; it becomes ve ry deep very 
quickly and is perhaps bottomless. It is 
notOrious for the " Lake Klintest Mon­
ster" which inebriated shoredwellers 
tend to see from time to time. 

Lake Stahl.' This is a large freshwater 
lake formed from the rivers Larodar, 
Evemur, Norden, and Stahl, and from 
which the mighty Styrdal River flows 
nonh into the Ethengar Khanate. Not as 
cold as Lake Klintest, it may be JUSt as 
deep, and is famous fo r the shade of 
blue water which generations of painters 
and enamel-craftsmen have t ried to 
duplicate. 

M akkres Mountains: These moun­
tains, high, jagged, and ugly, form the 
eastern and southeastern border of 
Rockhome. 

Point Everast: This, the highest 
mounmi n of the Denwarf Spur, is (in 
dwarven tradition) sup posed to be 
where Denwarf, the fi rst and greatest 
dwarf.king, was created . At its southern 
foot lies the upper city of Dengar. 

Rockhome M ountains: This is an 
alternate name fo r the Makkres moun· 
tain range. 

Sardal Pass: This is a valley pass 
which ma rks the official division 
berween the Almn Tepe and Denwarf 
Spur Mounmins. It also allows fo r easy 
trade south into Ylaruam . 

Smaggefr: Th is is a smoky, homely, 
Soot-covered refinery city, notable fo r its 
numerous smelting and refining shops 
and for the remarkable mechanical con­
trivances which Smaggeft dwarven engi­
neers occasionally invent. 

Srnhl: This is the second·largest city in 
Rockhome; it is the beneficiary of trade 
with the Ethengar Khanate and oversees 
the agricultural use of this pan of the 
Stahl Lowlands. 

Stahl Lowlands: This is a fertile low· 
land terr itOry where cwo-thirds of Rock­
home's agricultural needs are grown. 

Stahl Road: This is the old and well­
built road from Dengar to Smh!. 

Sryr Valley: The Styrdal River has 
carved a broad and fe rtile valley as it 
heads north intO the Ethengar Khanate; 
numerous small farming villages dot the 
valley, becoming less nu merous as you 
reach the northern foothills region. 

Not named on this map, but an 
impormnr part of Rockhome, are the 
hundreds of small villages, particularly 
farming vi llages in the lowlands and 
mining villages dorting the Altan Tepe 
and Makkres Mountain ranges. Some 
are above-ground, but the majority are 
underground settlements, some estab­
lished in existing caverns and ochers dug 
from the living rock. 

C/Janacten CReatiON --
Now that you have an idea of what 
Rockhome looks like, let's talk about 
creating dwarven characters from the 
Rockhome area. 

There are rwo dwarven character 
classes. The fi rst, the dwarf, is familiar 
to you from the D&D® games and su p­
plements. The second, the dwarf-cler ic, 
IS new. 

'Cl)e DwaRf------­
To create a normal dwarven player­
character, you need only follow the rules 
from the DUNGEONS & DRAGONS® 
Basic Set. Rockhome dwarves, and con· 
sequencly all the dwarves of the Known 
World, have some distinctions from 
what's been written about dwarves in 
general: 

(1) Dwarf Women and Beards. 
Female dwarves do nOt have beards. 
Their faces bear the Strong, craggy fea­
tures of the dwarven race, but do not 
have fac ial hai r. 

(2) Prime Req ui site , Min imum 
Scores, Hit Dice, Armor, Weapons. All 
the listed requirements and restr ictions 
for dwa rves apply to Rockhome 
dwarves. 

(3) Special Abilities. All nOteS on 
dwarven Special Abilities do apply to 



Rockhome dwarves. However, a lirtle 
fu rther on, we describe an optional sys­
tem fo r using various types of skills in 
the O&O<Si game; if your OM decides to 
use this system in your campaign, then 
the dwarves' special ab ilities of detec­
tion become general skills. 

(4) Exper ience. Rockhome dwarves 
gain experience levels just as described 
in the rulebooks. 

(5) T itles. In Rockhome, dwarves do 
not refer to themselves by the descrip­
tive ti tles given in the O&D~ game, 
titles such as Veteran, Warrior, Sword· 
master, etc. Think about it- the dwarf­
characters don' t know that they're at 
some specific level of experience, or 
how many hit points they have, or what 
their saving throws are. The dwarrs 
playe r may let the other players know 
what his level is if he so wishes, but it's 
not knowledge which the characters 
have; they'll only have an idea of who is 
benet than whom in combat. 

D)~ Dwanf·C1~nic---­

Though humans and other dem ihuman 
races are mostly unaware of it, there are 
cle ri cs a mong the dwa rves . The 
dwarves, tOO, have a relationsh ip with 
the Immortals, and need to have their 
spi ritual needs attended to, and so some 
cake oaths of service to Kagyar, the 
Im mortal who created the dwarven race, 
and lea rn how to wield c1etical magic 
similar to that of the humans, how to 
ad vise and counsel their dwa rven 
charges on matters of honor and emics. 

H owever, dwarves are very private 
about their clerical studies and their 
philosophies regarding Kagyar and the 
other Immorcals. For this reason, a 
dwarf-cleric will almost never reveal co a 
nondwarf that he is a cleric. He would 
have to have been a close friend of the 
nondwarf for a matter of several game· 
years, and there would have co be some 
pressing reason fo r him to make this 
admission. For inscance, a dwarf-cle ric 
would only use healing magic on a non· 
dwarf if the other were a close friend or 
if che survival of the parry depended 

upon it. 
It 's easy fo r a dwarf-cleric co mai ntain 

me illusion that he's an ordinary dwarf, 
though, as the following rules will 
describe. 

If, in your own campaign, the players 
have me habit of looking at one anoth­
er's sheets, or secrets are hard to keep, 
ask your OM if you can keep twO d iffer­
ent record sheets fo r your dwarf-cleric 
character. One, which you use in normal 
play, JUSt conta ins the normal informa­
tion about the character 's dwarven fight­
ing abilities, anributes, hit points, level, 
equipment, and so on. The mher, which 
you don't drag out at a game except 
when you ca n be sure you aren' t 
observed , also contains the informacion 
about his clerical spells and his actual 
experience totals. This way, you can 
keep the rruth about the character 's 
class from the other players fo r a longer 
time, and it will be more of a surprise if 
and when the uuth finally does out. 

For now, though, lee's talk about the 
dwarf-d er ic and how to become one. 

DwaRf-CleRic EXpeRieNCe 
l:alJl~-------­

Dwarf-cle rics, . like ordinary dwarves, 
are able ro attain the 12th level of expe­
rience. 

Level XP Spel1s/Level 
2 3 4 5 6 

I 0 
2 4,000 I 
3 B,OOO 2 
4 16,000 2 1 
5 32,000 2 2 
6 64.000 2 2 1 
7 120,000 2 2 2 
B 250,000 2 2 2 1 
9 400,000 3 2 2 2 

10' 600,000 3 3 2 2 1 
II ' BOO,OOO 4 3 3 2 2 
12' 1,000,000 4 4 3 3 2 

· Connitucion Adjustments no longer 
apply. 

C17anacten Cn~atioN 

DwaRf-CleRics aN() 
Ali<iNM~Nt------­

Player·character dwarf-cle rics are all fol· 
lowers of Kagyar and Lawfu l in align­
ment, 

It's possible for there to be N PC 
dwarf-clerics who follow other, chaotic 
Immona ls. This is left to me discretion 
of (he OM , na turally. No playe r­
character dwarf can choose to Start play 
as a chaodc cler ic, but it's possible fo r a 
chaotic warrior·dwarf to be approached 
by a chaotic Immortal, be swayed to his 
worshi p, and change character class ro a 
fi rst-level chaotic dwarf-cle ric. Again, 
that's at the DM's discretion. 

DwaRf-CleRics aN() t:l]eiR 
Spells--------­
Dwarf-derics may learn any spell which 
their hu man counterparts could use 
(subject to DM approval, of course). 
They use and regain them in precisely 
the same manner that human clerics do. 

Nme, however, that the dwarve n 
Immortal patron, Kagyar, is a creator. 
He does not approve of destructive 
speUs, particularly the reversed versions 
of clerical spells. Should a dwarf-cleric 
begin using these spells roo often, the 
OM can decide that the character is fa ll­
ing or has fallen out of favor with 
Kagyar. This can have one of twO results: 
either the character is reprimanded by 
Kagyar, in dream or by the application 
of a geas or quest, or-if it's already toO 
late- he becomes an ordinary dwa rf. 
The OM subtracts the amount of experi­
ence necessary to keep the character in 
his same experience level on the Dwarf 
experience table, and the dwarf charac­
te r never again may wield clerical 
magic. 

One last ming: Dwarf-cle rics may 
only raise other dwarves with the raise 
dead spells. Dwarf-derics, by Kagyar 's 
defi nition, are avatars fo r their own race 
and no other race. Thus, they can not 
bring representatives of any other race 
back co life. 
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DwaRf-CleRics aND 'CURNiNG 
UNlleall-------­
Dwarf·derics do not have the human 
clerical power of turning undead. 
Kagyar found it difficult enough to ere· 
ate a race which was resistant ro magic 
but could wield cle rical magic; he 
couldn't give the dwarf·clerics the power 
ro rum undead. 

PRiMe ReQuisite ----­
Dwarf·c1erics have two Prime Requi· 
sites: Su ength and Wisdom. If a dwarf 
has a score of I3 or more in both Ability 
Scores, the character gains a S % bonus 
ro experience points earned in every 
adventure. if the Wisdom score is 16 or 
greater (along with Strength of 13 or 
more), the XP bonus is 10%. 

MiNiMUM SCORes - ----
A dwarf·de ric must have Constitution 
and Wisdom scores of9 or greate r when 
fi rst played. 

Hit Dice-------­
A six·sided die (ld6) is used ro deter· 
mine a dwarf·cle ric's hit points. A 
dwarf·c1eric Starts with 1·6 hit points 
(plus Constitution bonus, if any) and 
gains Id6 more hit points (plus bonus) 
with each level of experience. 

The dwarf·cle ric only gains Id6 hit 
points per level up ro 9th level; above 
9th level, he earns + 2 hit points per 
level thereafter. 

ARMOR--------­
A dwarf·deric may wear any kind of 
armor, and may use a shield. 

WeapONS aNIl Fi<;l)tiNG-­
The dwarf·clerics are supposed to be 
exemplary leaders of dwarvenkind. For 
that reason, their order severely restricts 
the types of weapons they may use­
weapons wh ich are considered to be 
dwarven racial weapons. For this rea· 
son, a dwa rf-cle ric may only use axes 
(rwo·handed banle axes and hand axes) 
and war hammers under ordinary cir· 

cumstances. 
If you are using the Masters set of 

rules, a dwarf·cle ric can also use the 
throwing hammer, the halbe rd , the pole 
axe, the bardiche, and the lochaber axe 
- but remember that a dwarf using any 
pole arm suffets a -3 hit roll modifier 
because the dwarf is undertall for the 
weapon. 

However, a dwarf-cler ic can, in des­
perate situations, use any weapon an 
ordinary dwarf can-but only with the 
ability of a normal man. A dwarf·c1eric 
can never increase his fighting ability 
with weapons other than axes and war­
hammers. 

Dwarf-derics attack on the Fighters 
column of the Character Hit Rolls table. 
Therefore , a 12th·level dwarf-deric try· 
ing to hit AC 3 with a war·hammer 
would have to roll a 10; if he were forced 
to use a dagger or a sword, however, he 
would have to roll a 17. 

DwaRf-CleRic SaviNG 
'O)ROWS--------
The dwarf·deric saving throws are iden­
tical to the ordin ary dwarf sav ing 
throws . (Don't fo rget, though. that 
dwarf·derics with a Wisdom of 13 or 
more will receive bon uses to some sav· 
ing throws.) 

Special Abilities----­
Dwarf·clerics have the same special 
dwarven abilities of infravision, extra 
languages, and detection that ordinary 
dwarves have. 

Hicil7-ExpeRieNce 
DWaRf-CleRics-----­
Dwarf·derics, like ordinary dwarves, 
can improve their fight ing ability even 
after they've reached 12th expe rience 
level. This isn't at the same experience 
point totals or in the same order as ordi· 
nary dwarves, however, as you will see 
on the table below. 

As with ordina ry dwarves, fou r 
attacks per round can nOt be gained , and 
the Disarm option cannot be used sue· 
cessfully against a giant-siz.ed opponent. 

Also as with ordinary dwarves, dwarf· 
clerics become more resistant to magic. 
But dwarf·cler ics atta in this m agic 
resistance before they ga in the fighte r 
options, unlike ordinary dwarves. 

OwarfXP 
1,000,000 
1,200,000 
1,400,000 
1,800,000 
2,000,000 
2,200,000 
2,400,000 
2,600,000 
2,800,000 
3,000,000 
3,200,000 

Attack Rank 
,) C 

o 
E 
F 

b) G 
H 
1 

c) J 
K 
L 

d) M 

(a) Automatically takes 112 damage 
from any damage-causing spell or 
spell· like effect. 

(b) Gain Combat Options for Fighters. 
Two attacks are possible at this level. 

(c) Same as a Fighter of levels 22·24. 
Th ree attacks per round possible at 
this level. 

(d) Same as a Fighter of levels 25·27. 

Cl)anacteR 
BaCRGROUN!Js fOR 
Rocl<l)oMe DwaRves-­
Now that you've created a dwarven 
character- either a dwarf or a dwarf· 
cleric-you can begi n to fill in the 
details of his background, his standi ng 
within the nation of Rockhome, etc. 

ClaN aNIl FaMily----­
Every Rockhome dwarf belongs to a 
dwarven family, and every dwarven fam· 
ily belongs to one of the seven major 
clans of Rockhome. If your OM will 
allow it, you may simply choose one of 
the seven clans to which your dwarfs 
family may belong. Otherwise, roll per­
centile dice and consult the table below 
to fi nd your family's clan. 



t:ypical DWanVf2:N weapONS 

(Roll ld 100) 
Roll Clan Description of 

Clan 
01·10 Buhroclar Theocratic Do-

Gooders 
11·20 Everasr High-Brow Arisro-

crars 
2 1·30 Hurwarf Isolationist Zealots 
3 1-40 Skarrad Progressive Techno-

crats 
4 1·60 Syrklist Free-Trade Agitators 
61·80 Torkresr Military ImperialistS 
8 1·00 Wyrwarf Dwarven Pariahs 

What do these dan designations 
mean? Let's describe each dan in rurn. 

BUl)nOllan ClaN -----
Meaning of Name: The Buhrodar 

Family is descended from a dwarven 
religious fighti ng b rotherhood, the 
" Ord er of Golden Ban!e"-o r 
" Buhracl-hrodar." The order, conceived 
nearly cwo thousand years ago, regarded 
the struggle against nonhumans (such as 
orcs and goblins) [Q secure Rockhome's 
borders as a holy crusade. Over a period 
of 500 years, the Buhracl-hroclar were 

0003"" • 

instrumental in pushing the nonhumans 
out of Rockhome's borders, but their 
numbers were whittled down to practi­
cally nothing in the process. Around 
:>00 Be, when Rockhome's borders had 
become more or less secure, the O rder 
was fo rmally disbanded, but certain of 
irs members banded tOgether as a fam­
ily. This Buhrodar family was deeply 
involved in the spiriruaJ needs of the 
Rockhome dwa rves, and a dispropor· 
tionate number of Buhrodars were (and 
are) dwarf·clerics. Gradually, the Buhro­
dar family grew large and prosperous, 
coming to dominate omer fam ilies of 
similar interests. 

Description: Today, the Buhrodars 
are a theocratic clan: mey believe that 
the power of Rockhome government 
should be in the hands of the cler ics 
devoted to the Immortal Kagyar. Kagyar 
had given them thei r first laws and com­
mands, and what is government, after 
all, but an organization dedicated to the 
carrying Out of Jaws? They are nOt, how· 
ever, malevolent clerics plotting to rake 
over the nation; patient and industr i­
ous, they work to fu lfill the needs of 
their people, and take on all me duties 

Cl)anacten CReatioN 

• 

and responsibilities they can manage, 
thus keeping a strong hand in the man­
agement of the kingdom of Rockhome. 

Relations With Other Clans: The 
Buhrodar families tend to be on good 
terms with the mili taristic Torkresrs. 
They are on fair terms with the Everast 
clan-would be on better terms but for 
their slow, patient efforts to jockey 
power away fro m the Everasrs. They are 
on more or less neutral terms with the 
Hurwarfs, Syrklists, and Wyrwarfs, bue 
do nOt like the Skarrads, believing thac 
the intense pursuit of technology 
detracts from the pursuit of faith and 
philosophy. 

Ewnast ClaN------
Meaning of Name: "Everast," which 

has been often mispronounced in 
human tongues as " Everest," simply 
means " High Mounrain."' It is the name 
of one of the oldest dwarven clans: 
dwarf genealogists say that the legend· 
ary dwarf-king Denwarf was created on 
the slopes of the highest of Rockhome's 
mountains, itself called Everas{ or The 
High Mountain, and that one of the first 
dwarves created to serve Denwarf rook 



~, ,-". . .., .... ". ~, 

.,~.'_~ .•.• '.'. ,_ .. ' " '" '.',.~ ".;-~_ '.~:..-~.'~_' ....... _ ... "'c...:..L, ..... • '.. ~-'....,... •. ,.~ _ ..... r. I." .... 

CljanadEn CREat ioN 

that name as his own. Since that time, 
and since the legendary disappearance 
of Denwarf, many members of the 
Everast clan have been kings of Rock· 
home. They usually took the name 
Everasr as their coronation name, as has 
the current king. 

Descripcion: By tradition, the 
dwarves of the Everast clan are thor­
oughly grounded in the trades of diplo­
macy and admin istration. The general 
belief among the families is that ruling 
is a profession, best accomplished by 
trained specialists (nobles), and that all 
the best interests held by clerics and 
traders and builders won't mean a thing 
if the nation is poorly run. Conse­
quently, the Everast clan families rend to 
be very aristocratic, but also very accom­
plished at organization and at rulership. 

Relations \Vich Ocher Oans: The 
Everast families are on fair rerms with 
the Buhrodar and Torkrest clans, and 
would be on better rerms but for those 
clans' meddling attempts to increase 
their power. They are on good terms 
with the Skarrads and Syrklists, whom 
they see as of pursuing ends very much 
in the inreres[S of &o<khome. They are 
neutral to the Wyrwarfs, and on bad 
terms with the Hurwarfs, whom they see 
as working against the best interes[S of 
Rockhome. 

Hunwanf ClaN -----­
Meaning or Name: The clan name 

translares lirerally as "Caveborn." 

Description: There is acrually no 
Hurwarf Family; the Hurwarfs sprang 
not from the leadership of a specific 
fam ily but from the cooperation of sev­
eral families which share a philosophy, 
That philosophy is Isolationism: The 
theory that dwarves have their nation 
and their mountains, and that they 
don't need any other race, nor does any 
race need them. Were the Hu rwarfs to 
come into power, trade with the outside 
world would gradually be shut off, the 
mountain passes to the outside world 
further fortified , and the dwarves of 
Roc.khome would live their existences 

with little or no contact with the human 
world. Despite the unsociable nature of 
this philosophy; the Hu rwarfs are nOt 
mean·spirited or angry dwarves; they 
are as merry and industrious among 
their kind as any other dwarves, but are 
ten times as surly and suspicious when 
in the presence of nondwarves. 
Hurwarfs are good miners, engineers, 
and explorers of cavern systems. 

Relations With Other Oans: The 
H urwarfs are on bad terms with the 
Everast families, whom they feel are rul· 
ing along poor and harmful lines; with 
the Skarrnd families, who encou rage the 
exchange of information with outside 
nations and races; and with the Syrklist 
fam ilies, who thrive on trade with OUt­
side races and nations. They are on neu­
tral terms with the Torkrest, Buhrodar, 
and Wyrwarf clans, whom they feel are 
doing proper dwarven tasks, even if 
they're nOt helping to crack down on all 
this free uade and communication with 
nondwarves. 

Sl<annao ClaN----- ­
Meaning or Name: The clan name is 

corrupted from "Skyr.rad," or "Iron· 
forge." 

Description: The Skarrad families, in 
general, are experts in me advancement 
of architecture and engineering, but are 
more widely known for their develop­
ments in the creation of machinery and 
technology. Though a dwarf belonging 
to one of the Skarrad families does nOt 
have to be a technological wh iz himself, 
he is likely to be a firm believer in the 
Skarrad philosophy. This is the idea that 
only by pursuing the arts of mechanical 
engineering and mechanical sciences 
can dwarves keep enough of an edge or 
advantage over the other humanoid 
races to rema in powerful and free. Con­
sequendy, they strive to puc Skarrad rep­
resentatives in key dwarven 
policy·making positions to advance 
their cause. They are notorious work­
horses, even fo r dwarves, 

Relations With Other Clans: The 
Skarrads are on bad terms with (he 

Hurwarf families (because the Skarrads 
oppose the Hurwarfs' isolationist ide­
als) and the Buhrodar clan (as the 
Skarrads don't have the time or inclina­
cion for all the philosophical fol-de-ro l 
about which the Buhrodars are so con· 
cerned). They are on a neutral basis 
with the Torkrests and Wyrwarfs-they 
have nothing against these dans, and 
very little in common with chern. They 
are on good terms with the ruling 
Everast and Syrklist dans; the Everast 
families support the increase of science 
in Rockhome, and the Syrklists domi­
nare trade, which helps make scientific 
advance possible. 

Synklist ClaN------
Meaning or Name: The term 

"Syrklist" refers to a very specific color 
-in human terms, the hue of freshly­
polished plate silver in the brightest of 
light. It is the name of the mining and 
trading family which evenrually came to 
dominate other such families and 
became the head of the Syrklisr Clan. 

Descriprion: Members of Syrklisr 
families rend to be miners, craftsmen, 
and traders, They are disinterested in 
politics, except to keep restrictions on 
mining and trade light and rolerablc; 
they are interested in adventure as a way 
of ga in ing precious materials and 
knowledge about the level of craftsman· 
ship among orner races in the outside 
world, Collectively, the Syrklist families 
are wealthy and inOuencial. 

Relations Wich Ocher Clans: The 
Syrklists are on good terms with the 
Everast and Skarrad dans, because of 
the mutual interests the three dans have; 
they are neurral to the Torkrest, Buhro­
dar, and Wyrwarf families, who JUSt do 
their duties and leave the Syrklis[S more 
or less alone; and they are bitterly 
opposed to [he Hurwarfs' isolationist 
policies, more so even than the Skarrad 
families, 

'ConknEst ClaN-----­
Meaning of Name: The Torkrests are 

another of the oldest of Rockhome 



dwarven fami lies. famous for thdr figlu­
ing 9biLities_ The name is a corru pted 
ve rsion of "Tor-Kres," meaning 
"Strongroom," who WIlS me eponymic 
fo u nder of me- clan and was a he-tO dur­
ing me re ign of me Ie-gendary King 
Denwarf. 

Description: The Torkrest familie-s 
are mosdy fighttr-dans, and Torkrests 
dominate me officer ranks of the Rock­
home military. They work h9rd to infl u­
ence Rockhome polidcs; they wane to 
make sure of profit fo r the cream of 
Rock home socie ty and sc ien ti fic 
advances to strengthen the already­
fo rmid9ble Rockhome army. It is a rea­
sonable assumpt ion of the Torkrest 
minds that members of the disciplined 
and efficient military are beSt suited to 
the rule and futu re planning of the 
nation's dwarves. There is no likelihood 
in the near furu re of a mi lir:ary coup­
Rockhome is sound, its dwarves are 
happy, and there is no need (yet) fo r a 
miLirary takeove r_ Should the nation go 
soft or slack. though, the Torkrests are 
ready to rake the responsibility for the 
fu ture' of Rockhome. 

Rdacions With Ocher Clans: The 
To rkrests are on good trrms with the 
Bllhrodars. who have a history of precise 
military application in the interestS of 
the dwarves. They are on fai r terms with 
the Everast families, who understand 
the nation's need for these capable mili­
tary personnel bur mistrust them. They 
are neutral to the 5karrads, Hurwarfs , 
and Syrkiists, with whom they have little 
in common. They are on bad te rms with 
the Wyrwa rfs, whom they hold in con­
tempe. 

Wynwanf ClaN - ----
Meaning of Name: T he te r m 

" W yrwarf ' translates roughly as " Born 
to Hunger." It 's a de-rogatory term the 
dwarves apply to a variety of lower-class 
families: crimi nals and descendants of 
cr imina ls. outcasts from the more 
respectable dans, and farmers (espC'­
ciaUy farmers). The dwarves hold the 
menial chore of growing food to be the 

work of the most lowly and unforrunatt 
dwarves. 

Description: It was during a long-ago 
meeting of the dwarven Grand Council 
that one dwarven senator laughingly 
referred to the nation's fa rmers and 
other unfortunates as the "Wyrwarf 
Clan;' a cruel and joking comparison of 
the most desp ised segment of the 
nadon's populadon to a powerful dan. 
It was a prophetic jest, though. Not long 
after, several far ming families of the 
Stahl Lowlands banded together to pro­
teSt the abuse that the 5rahl garrison 
tended to heap upon them. They did so 
by withholding crops due to the taX­
takers and then ambush ing and savagely 
bead ng a company of soldiers that 
arr ived to seize the taxes by fo rce, 
Brought before the King of Rockhome, 
the protesters we re exonerated and 
freed, the Stahl garrison punished, and 
the " Wyrwarf Oan" had its fim suc­
cess. Over the next several decades, the 
farmers of Rockhome banded together 
and began to exert more and more pres­
sure on the nobles of Rockhome, based 
on a simple and unspoken threat: 
"Leave us be or go hungry." Over a 
period of twO centuries, this political 
leverage has given the Wyrwarfs official 
recognition as a clan and places on the 
Senate. Most of the other clans of Rock­
home have chose n to ig nore the 
Wyrwarfs, now regarding them as JUSt 

another dan with a working specialty, 
albeit a sorry and somewhat despised 
one. 

Reladons With Orner Clans: The 
Wyrwarfs are on neutral terms with 
most of Rockhome's clans. The excep­
tion is the Torkrest clan, wh ich Still con­
siders the Wyrwarfs to be contempdble 
upstarts who need to be broken up and 
put back in their place. 

Wl)at t:/Jis M~aNS----
What it means, when you c.hoose or 

roU up the dan to which your character's 
family belongs, is that you're choosing a 
philosophy with which your characttr 
grew up. The character may adhere to 

Cl)anact~n CReatiON 

this philosophy, which wiu help you 
define his personality; he may defy his 
clan's philosophy, in which case you've 
decided that he is on bad terms with his 
fam ily (which wiu also help you define 
his personality). These philosophies 
have li ttle or noth ing to do with charac­
ter align ment. For the record, here are 
these general philosoph ies. 

Buhroc/ar Clan: All a dwarrs duties 
and activities should be considered in 
light of his spir irual development and of 
the Immortal Kagyar 's philosophies; aU 
of Rockhome's dwarves should let them­
selves be substantially guided by the 
nation's dwarf·der ics; tech nology is a 
distraction from spir ituality. 

Everase Clan: Everyone- in Rockhome 
has a place and a role; the dwarf-c.leric 
advises, the engineer builds, and the 
Everast ruler rules, and d .... 'atves should 
confi ne themselves to their own proper 
roles. 

H urw:uf Clan: Dwarf society is 
slowly being poUured and stretched out 
of shape by all this iU-advised contact 
with outSide races; the only reason for a 
dwarf to adventure outside Rockhome is 
to gain information on the outside 
wo rld which should be used against it; 
trade and co mm u nicatio ns wi th 
humans and other races serve only to 
turn dwarves intO pale reflections of 
these other races. 

Skarrad Clan: O nly by learning how 
the world and the sciences work can 
dwarves continue to be the craftsmasters 
of the world; every new scientifi c devel­
opment enriches the craftsman's art; 
nothing should be allowed to sr:and in 
the way of tech nological progress. 

SyrkHsr Clan: If Rockhome is to 
remain rich. strong, and in the fo refront 
of the craftsman's an:, it mUSt keep up 
frequent and prosperous trade with the 
nondwarf nations outside Rockhome. 
particularly with the busy and inventive 
humans. 

Torkresr Clan: Rockhome can only 
remain Strong through the maintenance 
and strengthening of its army. and so 
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long as the Rockhome government con­
siders the military to be merely equal 
with its trade fam ilies and engineering 
dans and dans fostering other, lesser 
funCtions, the military must conti nue to 
seek to increase irs role in Rockhome 
politics. Let us nOt forget the need to 
remind these othe r dans of their true 
place in the , .... orld, particularly the 
much-despised diggers in soil, the 
farmers. 

Wyrwarf Clan: If they bother you, let 
'em Starve. If they bother you some 
more, stick 'em with a pitchfork. W ith­
our food, the nation dies: we are there­
fore equal in importance to the most 
bombastic of senatOrs, mightiest of gen­
erals, and cleverest of engineers, and we 
shall let no slight go unpunished. 

W/Jat '07is DoeSN't MeaN­
Th is doesn 'r mean chat your charac­

ter has to belong to the profession for 
which the clan is best-known. 

In every clan, there are one or t\\"O 

occu pations for whi ch [he cla n is 
known, but with in every clan are exam­
ples of every profession. There are sol­
diers from the Wyrwarf famil ies (they 
receive conside rable contempt from 
thei r officers and many of the other sol­
diers, but they improve thei r families' 
conditions). There are mechan ical tin­
kerers from the Everast families; there 
are farmer families in the SyrkJist d an 
(usually associated with mountain min­
ing villages, providing the majority of 
their food); there are dwarf-cler ics from 
Torkrest clans. 

So, basically, once you've chosen your 
dwarf-character's dan (or had it chosen 
for you by the OM or the throw of the 
d ice), you' re not sruck in a profession or 
characrer class you don't want. If you 
use the general skills system described 
later, you may wish to learn the family's 
best-known skill, at least at a basic level, 
bur this does nor prevent you from 
learning other skills dearer to your 
heart. 

faMily aNt> 
SOcial StaNOiNG-----

Once you've rolled up or chosen your 
character 's clan, you should talk with 
your DM and make up more details 
about your character's fam ily, which is a 
subordinate fami ly within that clan. 

First, you get an idea of its standing 
within the clan and within Rockhome. 
With your DM's permission, you can 
choose what SOrt of social stand ing your 
family enjoys (but remember that low­
and middle-class characters are JUSt as 
much fun ro playas higher-class charac­
ters, often more so). If you don't have 
that pe rmission, you must roll on this 
table. 

(Roll ld 100) 
01 -30 Poor & Despised 
31-60 Struggling 
6 1-7 5 Comfortable 
76-85 Influential 
86-95 Influential/Posted 
96-97 Ruling 
98-99 Ruling/Clan Head 
00 King Everast's Family 

DefiNitiON Of Social 
StaNOiNG--------

When you roll on or choose from the 
above table, you're determining at what 
social level the character's fam ily is. The 
character himself is a member of that 
family, but nOt the head of it ... nOt even, 
necessarily, an important member of it. 

Regardless of his family's social stand· 
ing, the first-level dwarf or dwarf-cleric 
character begins with (3d6) X to in gold 
pieces as his start ing money. For poor 
dwarffamilies, this represents a fortune, 
a large amount lavished on a son or 
daughter in the hopes that it will help 
him become a success, then rerum to 
help the family. For wealthier dwarf 
famil ies, this is JUSt the amount given ro 
children when they leave the home to 
begin training as apprentices or derics, 
or when they join the military Ot begin 
an advenruring life. 

Here's what these various social 
standings mean: 

Poo r & Despised: The character's 
family is a dwarven farming family. It 
does not necessarily belong to the 
Wyrwarf clan; it could just as easily be a 
farming family associated with any 
other dan. Most of the family members 
spend all their lives in backbreaking 
farm labor; some few go into the mili­
tary or trades, where they suffer con­
tempt for years, perhaps forever if they 
acquire no respect or power. The playe r­
character's "starting gold" represents 
every coin that the fam ily could save, 
and the fami ly is hoping that the charac­
ter will become famous andlor wealthy 
by advenruring and will rerum home to 

elevate the family's Starus. 

Struggling: The fami ly is poor; fam­
ily members, regardless of their profes­
sions, work all their lives for very little 
ga in. The character's "starting gold" 
represents seve ral years' wo rth of 
sc rimping and saving for the head of the 
household, and the fam ily is hoping that 
the character, in his life and advenrures, 
will become wealthy and influential so 
that the family may gain in Starus. 

Comfortable: The fa mily is nOt rich 
but does not suffe r from want. Family 
members make a decent living with 
occasional periods of prospe rity or 
financial rurmoil. The character 's "start­
ing gold" represents the approximate 
amount the family gives to every youth 
in the family when he leaves the family 
for the military, an apprenticeship, or 
advenruring. The fami ly hopes the char­
acrer will prove worthy of the family 
name and will bring honor to it. 

Influential : The family is wealthy; its 
members do not suffer from want, its 
members make a decent living from 
their effom, and the fa mily is high in 
the eyes of the family that heads the 
Clan. The character 's "starting gold" 
represents the approximate amount 
given to every youth in the family when 
he leaves for the military, an appremice­
ship, or advenruring. The family hopes 
that the character will live up to or sur­
pass their reputation. 

'--. . . . . . . . .. . ..... - .. -............. --....... -.. -.... -. ... 
," 
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t:ypical ClaN /)"IMEts 
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SkanJtab NO"Rl~RN RE3C/)ES DwaRf 

Influential /Posted: The family is 
wealthy, like " Influential," above, except 
that the head of the family has a post in 
the Rockhome government. The p rec ise 
POSt is up to the OM. Sample postings: 
senawr, governor of a community, cap­
tain or general in the military, minister 
to the king, ambassador to another 
nation. 

Ruling: The family is very wealthy, as 
" Influential;' above. Though it does nor 
rule a dan, it is probably the second­
most or third-most prosperous family 
within the clan, and the family is in 
charge of some important enterprise; it 
may have a monopoly on one point of 
trade, or have numerous military gen­
erals or several ministers among its 
members, enough ro apply substantial 
leverage upon the government. 

Ruling/Cla n H ead : This family 
dominates one of the nation's seven 
great clans. Since there is a limited num· 
ber of such clans, the names of the fami· 
lies a re already establ ished; th e 
character rolling this social starns will 
look at the clan he chose or rolled earlier 
and compare it to this list to learn the 
name of his immediate family. The 

seven famil ies currently heading the 
seven clans are: Buhroda£, leading the 
Buhrodars; Eve rast, leading the 
Eve rasts ; Lhy r rast , leading the 
Hurwarfs; Nordenshield, leading the 
Skarrads; Syrldist, leading the Syrklists; 
Torkrest, leading the Torkresrs; and 
Kurutar, leading the Wyrwarfs . The 
player-character himself, especially at 
first level, hasn't gOt much political pull, 
bue his family certainly does. 

King Everast's Family: The charac· 
ter belongs ro the immediate family of 
King Everast, and is probably his own 
daughter or son. Ifhe's ro advenrn re, the 
character may wish to do so under an 
assumed name. This prevents political 
enemies from easily kidnaping him and 
lets him learn about Rockhome and the 
outer world as other people do. 

OtlJeR ClJaRacteR 'CRaitS ' 
Hav ing creared you r characrer and 
determined the social standing of his 
family and the clan to which his family 
belongs, you' ll want ro figure out a few 
more things about him. 

NaM"s----------------
Dwarven names are very simple to 

work up. Most dwarven names are 
derived from the same set of prefixes; 
different suffixes are added to indicate 
whether the dwarf is male or female . 
Take a look at the following list: 

Given Names 
MALE FEMALE 
SUFFIXES SUFFIXES 

-" -a 
oed -as 
·ic -, 
-on -" 
·Ium -if 
-0' -il 
-00 -os 
-u, -J. 
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PREFIXES 
BaI- Gor-
Belf- Kon· 
Bif- Ko,-
Bof- Kur-
Bol- Mor-
Bomb- Na-
D- No-
Dar- Nor-
Dorf· 0-
Our· 0,-
Dwal- Thor· 
Far- Thra-
Fil- Thro· 
Gil- Tor-
Glo- Whar-

The list above is not the sum [Oral of 
dwarven name componems, but you 
can create quite a few names from it, 
and can invent other name components 
as you see fit. Also, see the dwarven dic­
tionary in the "Dwarven Society and 
Politics" chapter for more name compo­
nentS and the meanings of many dwar­
ven words. 

Use common sense when combining 
the componentS; some names just don't 
sound good. Thoric, for example, is a 
fine male dwarf name, as Kori is a fine 
female dwarf name; but Moror, Bel.fto, 
and Oil don't sound very good. 

Epitl)as'-------
If you wish, your dwarf-character can 

have a secondary name, a descriptive 
name called an epithet. 

The epithet is a name added to the 
end of the dwarfs true name, and used 
[0 describe some featu re or feat and add 
some color lo his name. 

Some sample epithets: Shieldcracke r, 
Orcslayer, Cliffsca ler, Blackb row , 
Redhand, Longbeaed, Skullsplitter, 
Rockcutter, Goblinsbane, Manfriend . 

Make up your dwarfs epithet if you 
wish him to have one, then make up the 
srory describing how he acqu ired his 
epithet (make sure chis previous history 
is fine with your OM as well). Many epi­
[hets are nicknames the dwarves 
acqu ired as chi ldren; JUSt as many are 
honorific names given [0 them because 
of remarkable feats on the banlefield or 
in adventures. 

fORMS Of AOORESS----

When introducing himself to some­
one during an adventure, the dwa rf 
rends to follow a precise and unvarying 
pattern: "(Name), son of (Name), and 
well-met." For example: " Thoric 
Redhand. son of Dorto. and well-mee." 
A female dwarf would introduce herself 
as her mother's daughter, in this fashion : 
"Kori Fire-eye. daughrer of Filia, and 
well-met." 

When introducing; himself to some­
one he already respects, or to another 
dwarf of Rockhome, the dwarf will gen­
erally include his family name in the 
introduction: "Thoric Redhand, son of 
Dorto of the Buhrodars, and well-met." 

The dwarves will often introduce 
themselves with impeccable polireness 
to an enemy JUSt before they begin fight­
ing. They prefer fo r an enemy to know 
the name of his slayer. 

LaNGuaGES--------
As stared in the 0&0* Basic Set, 

dwarves learn to speak a varie[), of Ian· 
guages from youth. Their birth-tongue is 
Rockhome Dwarvish, naturally called 
Dengar by the dwarves. They learn to 
speak gnomish, goblin, and kobold, 
again with a Rockhome accent which 
marks where they learned the lan­
guages. 

Each dwarf can learn a human Com­
mon tongue. Choose one human lOngue 
for your character. The most common 
human tongues in Rockhome, because 
of the way trade is conducted, are Ylari, 
Darokin , Ethengar, and Vescland. 

Each dwarf learns the combination of 
recognition-words and hand-signs which 
are referred to as his "alignment 
tongue." Whichever language he is 
speaking, he can su rreptitiously use 
these cues, especially the hand-signs, 
and know that those who respond with 
the same signs are of his same moral 
philosophy, or alignment. 

Exceptionally intelligent dwarves may 
learn extra languages, in the same way 
humans do, as described in the Basic 
Se,. 

HOME----------------

Finally, you should decide on your 
character's home city. You can JUSt 
choose your dwarfs home, or you can 
roll on the table below, whichever you 
and your OM prefer. 

(Roll Id20, add modifiers listed below) 
01-02 Ku rdal 
03-04 Minor Village (choose name) 
05-06 GreenstOn 
07·08 Evemur 
09-10 Ft. Denwarf 
11-12 Karrak 
13·14 Smaggeft 
15-16 Stahl 
17 + Dengar (upper or lower, choice) 

Character is a Dwarf-Cleric: + 4 
Characrer's Family is Poor/Despised: -6 
Character's Family is Ruling: + 6 

(fhese modifiers are cumulative. If 
all these circumstances are in effect, use 
all the modifiers.) 

If the characrer has rolled a Rulingl 
Clan Head family, ask you r OM where 
the clan fam ily's center is (he'll find out 
larer in this book). If the character has 
rolled himself a place in King Everast's 
family, then he's from Dengar. 

Howevet, families belonging to every 
clan live in every communi[),. so your 
clan choice has very little effect on 
where you r character is from. However. 
you can be sure there are more EverastS 
and Buhrodars in Denga r, more 
Wyrwarfs in Evemut and Greenston , 
more Torkrests in Karrak and Ft. 
Denwarf, and so forth. 

GeNeRal SltiJls ----
If the OM wishes, he may allow charac­
ters ro know certain ski lls not directly 
related to the dwarf or dwarf·c1eric char­
acter classes. 

This is an optional addition [0 your 
campaign, and if the OM does nOt wish 
to deal with it, these rules will not be 
used. 

Howevet. we do recommend the use 
of these skills in your campaign; they 



add considerably to the characters' role­
playing options and help you develop a 
better undersrnnding of you r character 
and orner cha racters in the campaign. 

BeGiNNiNG GeNenal SI,ills­
A beginning (fi rst· level) dwarf or dwarf· 
cleric knows four general ski lls. Some 
will be chosen fo r him, and some he 
may choose himself. 

A beginning character knows more 
skills if he is particularly intelligent­
exactly as a character knows more Ian· 
guages if he is intelligent. If he has an 
InteUigence of 13-15, he knows one 
extra skiU(for a tOrnl offi ve). Ifhe has an 
Intelligence of 16- 17, he knows twO 
extra (for a tOml of six). If he has an 
Intelligence of 18, he knows three extra 
(for a tOrnl of seven). 

How SldllS ane Useo--­
Each general skill is based on one of the 
character's Abi lities (specifically, Intell i· 
gence, Wisdom, Dexterity, or Chao 
risma). 

Whenever a ci rcumstance arises in 
which che DM feels the character's sk ill 
is appropriate, he will ask or allow the 
player to roll one twenty-sided die 
( I d20) against his cu rrent pertinent 
Abil ity. If the roll on the Id20 is equal to 
or less than the Ability, the skill has been 
used successfutly. A roll of 20 always 
fails. 

Example: Thorie has engineering 
skill as all dwarves do. Engineering is 
based on Intelligence, and TIlOric has an 
Inrelligence of 13. Thoric is trying to fig· 
ure our if a chamber wall has a sliding 
panel in it. The DM decides thar this is 
an application of Thon'e's engineering 
skill and has Thoric roll Id20. Thorie 
rolls a 10, which is less chan his Intelli· 
gence of 13. TIlOric has successfully 
used his skill, and the DM tells him chat, 
yes, rhe wall has a sliding panel in it. 

SaMple SI'illS-----­
Following are sample skills which are 
appropriate to a fantasy campaign, and 
are particularly appropriate to a Rock· 

home campaign. This is far from a com­
plete list; players and the OM may add 
to it as the OM sees fit. When a skill is 
added to che list, the OM determines 
which Abi lity the skill pertai ns to. 

You should think in terms of what 
your cha racters will probably know, 
based on thei r backgrounds, and choose 
skills appropriate to those backgrounds. 
In add ition, some skills will be pre· 
chosen for dwarf characters. 

Class· related skills, such as a thiefs 
abili ry with locks, are not included in 
rhe lim below. 

l ite racy, which in the game is nor­
mally given to anyone of apptopriate 
Intelligence, is nOt in the lists below, 
though it can be placed there if che DM 
wishes. Bur if it is placed in this list, any· 
one can learn it, rega rdless of Intelli­
gence, but nobody gets it free, also 
regardless of Intelligence. 

Intelligence Skills 
Craftsman (one eype of craft, choice; 

examples include smithing, goldsmith· 
ing, silversmithi ng, armoring, gemcraft· 
ing, sculpti ng , weaponmaking, 
engraving, etc.) 

Knowledge (one field of study, choice; 
examples include history, knowledge of 
another culture, knowledge of another 
land, military tactics, etc.) 

Labor (one type oflaborer profession, 
choice; examp les include farm ing, 
bricklaying, stonecutting, min ing, etc.) 

Profession (one eype of non·labor 
profession, choice; examples appropri· 
ate for dwarves include engineering and 
architecture) 

Science (one branch of science, 
choice; the DM may wish to disallow 
choices such as alchemy and poisons; 
examples appropriate for dwa rves 
include memllurgy and geology) 

Survival (one type of terrain, choice; 
mountainous is mOSt appropriate to 
dwarves) 

Tracking (nOt common to dwarves, 
but some know it, especially military 
dwarves; outdoor tracking is one skill, 
underground tracking another, and if a 
dwarf wants borh he must buy them sep­
arately) 
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Wisdo m Skills 
Caving (the ability of nOt getting lost 

while explor ing underground cave and 
cavern complexes, underground r ivers, 
etc.) 

Codes of Law and Jusrice (good fo r 
noble or judiciary dwarves) 

Gambling (a favorite dwarf pastime) 
Guidance/Counsel (a good sk ill for 

dwarf·cle rics, who must advise othe r 
dwarves on the courses of their lives) 

Teaching 

D exterity SkiUs 
Cheating/Gambling (the skill of win· 

ning through con games, deali ng cards 
from the bottOm of the deck, etc.) 

Climbing (handy fo r mountaineering 
and caving dwarves) 

Juggling 
Riding (not common among most 

dwarves, but known to many of those in 
the adventu ring business or the mili· 
tary) 

Charisma Skills 
Bargaining (another skill appropriate 

to dwarves, especially to trader·dwarves) 
Music (one group of related instru­

ments, choice; groups include stringed 
instruments, brass, percussion, etc.) 

Persuasion (also good fo r traders!) 
Singing (yes, even dwarves have their 

bards) 
Scoryrelling (another favor ite dwarf 

pastime) 

IMpnoviNG Skills----­
If you wish, you may increase your skill 
roU (Q a higher score than the Ability on 
wh ich it is based. For instance, you may 
wish your character to be a superior 
goldcraftsman, and wish his goldsmith· 
ing skill roll to be better than his normal 
Intelligence ability. 

To do this you can "trade in" one or 
more of the other skill choices in order 
improve this sk ill roll at a rate of + I per 
skill choice traded. 

Example: Thoric is a dwarven histO­
rian; his sk ill is dwarven history, and the 
perrinenr Ability is Inrelligence. Bur he 
wants his roll to be better chan a 13, 
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which is what his Intelligence is. He is 
supposed to have five general skills, like 
all beginning characters with 13 Intelli­
gence ((our for being a beginning char­
acrer, + I for his higher inrelligence). 
He takes mining and engineering, as all 
dwarves do, leaving him widt three 
choices. Insread of rnking chree different 
choices, he uses chern all for dwarven 
hisrory The first choice gives him his 
Intelligence score, 13, as his skill roll. 
Each addieional choice gives him a + 1 
to the roll. When he 5 through, his dwar­
yen hisrory roll is a 15. 

L~aRNiN" MOR~ 51,;IIS--­
As rime goes by, your character may 
choose to pu rchase mo re skills or 
improve existing ones. 

All characters get a new skill choice 
every four experience levels, or the 
equ ivalent of four experience levels. 
Thus. dwarves and dwarf-clerics get 
their first skills at Level I, then a new 
skill at Level 5, and another at Level 9. 

Above 12th level, the ceiling for 
dwarf and dwarf-cler ic characters, 
dwarves may still acquire new skills. 
They get one more at 1,200,000 experi­
ence poims, and an additional skill 
choice for eve ry 800,000 experience 
points earned after that_ 

Each new skill choice may be used to 
buy a new skill or to improve one old 
skill in the manner described above_ 

AppRopRial~ 51'; 11 Cljoic~­

Imporranr Note: All dwarf and dwarf­
cleric characters muse rake chese rwo 
skills: mining and engineering, rwo 
Intelligence skills. 

Regardless of whether they' re being 
raised as a lowly farmer or the next king 
of Rockhome, all dwarves receive a 
strong education in mining and engi­
neering, the ['.1.10 skills at which dwarves 
traditionally excel. 

Other than that, you are free to 
choose your dwarfs other skills. Think 
abom choosing some skills wh ich relate 
to your character's family background; a 
dwarf from a Torkrest family might have 
military tactics, for instance, while one 

from a Wyrwarf family might have agri­
culture or animal husbandry. 

The OM is within his rights to insist 
that some of your beginning skills be 
appropriate to your character's origin. If 
you've established that your character is 
from a small silver-mini ng village and 
that your fam ily is noted for itS silver­
sm ith ing efforts, the OM may insist that 
your character take the skill silversmith­
ing; it's only reasonable, 

We recommend that all adventuring 
dwarf characters buy riding as one of 
their skill choices, Of course, dwarves 
cannOt sit astride destriers or even ordi­
narily large horses, but they can ride 
ponies, donkeys and mules, Without 
riding skill, the character may still sit 
atOp a mount to travel, but any time 
there's trouble the mount will do pre­
cisely as it pleases, possibly throwing 
and trampling the character in the pro­
cess. 

51<iIIs aNI> II)~ Cljanact~R 
51j~"'-------­
Record your skills on your character 
sheet in this fas hion: 

Find a blank spot on the sheet. Write 
"Number of Skill Choices:" there and 
leave room beneath that line. 

Record the number of starring skill 
choices you received in the blank. Below 
the line, record the skills you buy. For 
each one, record its name, the Ability on 
which it is based, any permanent modi­
fi ers purchased by using extra skill 
choices, and itS current skill roll. 

Ex;unple: Kori Fire-eye is a dwarven 
woman of me Skarrad families, living in 
me industrial dry of Smaggefr. She is 
513,1]5, W8, DIO, Co 13, Cllll, and 
beginning her adventuring career. 
Because she has an Intelligence of 15, 
she gets one excra skill choice. Atrer she 
chooses her skills, her sheer looks like 
this: 

N umber of Skill Choices: 5 

Mining (l) 15 
Engineering (1) + 1 16 
Metallurgy (l) 15 
Riding (D) 10 

As you can see, she has chosen to cap­
italize on her high Intelligence and her 
Skarrad clan background. Most of these 
skills will be of very little use in the ordi­
nary p rogress of a campaign. Visiting a 
distant city, though, she may be able to 
earn large fees for her technical knowl· 
edge. Trapped in a ruined tower with 
her adventuring companions, she may 
be able to turn her surroundings into a 
series of brutal death-traps for her ene­
mies, These are some of the praCtical 
and role-playing uses for these sk ills. 

Sldlls aNI> tl7e DM --­
It's the responsibility of the OM to see to 
it mat the players don 't abuse these sk ill 
rolls, achieving results tOtally inappro­
priate to the skills. It's also the responsi. 
bility of the OM to reward characters 
who use their skills cleverly and in the 
context of me adventure. 

WIjO D~ciI>eS------
It 's the OM who decides when a char­

acter may try his skill roll, and the OM 
also decides what sort of effect the skill 
can have in th is situ ation. 

Example: A characrer wishes to use 
his persuasion skill to convert a chaocic 
vampire-lord to lawful behavior, Jer him 
and his comrades go, and cease a1J chese 
nasty actions. The DM can ignore chis 
silly request urrerly, or (at best) can allow 
me characrer co use his persuasion co 
keep che characters alive for one more 
day co see me results of the vampire's 
evil plans. 

WIj~N 10 ROII-----­
The DM shouldn't make the charac­

ters roll over and over again for the same 
taSk-only at critical points in play, 

Example: A party of dwarves is hold­
ing a hilltop againST a large force of 
attacking goblins. The commanding 
dwarf makes his military tactics roll co 
derermine how best ro fortify me rop of 
the hill, what approaches to cover, where 
ro station archers, etc. , a1J based on wh aT 
he knows of goblin tactics. He only 
needs to roll once; if lle succeeds, the 



OM gi~'es him truthful advice, and if he 
Fails, the DM gives him misleading 
advice, As die bactle begins and con­
tinues, che commander will not need ro 
roll again unless circumsrnnces chtln# 
dramatically: for insrnnce. if the hill is 
O\'errun, or if the dwaT\'es suddenly dis­
cavt'r chllr. human magic-user is Ilmong 
the goblins .nd tossing fireballs IIC me 
cop of the hilL At chis poinr. die dwarf. 
comm.nder can rt:1nlf!rp~c the situa­
tion with sm other miJirary cacrics roll. 

In the \'(/ar Machine rules, this skill is 
good (or commanders to have. W hen 
roUing to determine the Combat Resuh. 
the com manders of both sides (one com· 
mander ptr side) rolls his military C1(. 

tics skill. If he makes it. the number by 
which he made it, multiplied by 10, is 
added ro the Combat Roll. If he fails it, 
the number by which he failed it, multi· 
plied by 10, is subtractW: from the Com· 
bat Roll_ if he made it only exactly, he 
r«eives no modifier ro the Combat Roll 
from his skill, This skill is rolled once 
ptr bartle. 

PositiVE aNI) Ne<;atiVE 
MOl)lfiEnS- ------

When the characttr has ro use a skill. 
the OM may wish to assign him positive 
or negative modifiers to make his roll 
easier or harder. These modifiers are 
based on the current circumstances the 
chamcttr is encounttring, 

Example: Kar'- Fire-Eye is on a moun· 
min slope, crying desperaedy co rig a 
landsb'de trap co roll boulders onco hu 
pursuers. If che mountain slope is 
mostly bare of vt'gemdon. wim some 
boulders to be had, her engineering skill 
roll should be adequaa' co me cask. Buc 
chis mounaain slope is IIt'ry green and 
hilS anly a ~' srones co work with. The 
DM assigns Kor; 11 -4 modifier co her 
skill roll. Her normal roll of l' becomes 
tin J I , Trying co rig her crap, she roJJs a 
12. Ordinarily ellis would be a success 
for her, buc under che~ circumsmnces it 
is a failu re. Had che m ounaain slope 
been entirely bare of gref!nery and 
chock-full or boulders, che D M might 

have assigned her a positi,~ mooJ'fier: a 
+ 2 or + .3 m make ie cwn easier ror 

her to be successfuL 

Ci rcumstances which make the job 
slightly more d ifficult warrant a - l or -
2 modifier. Ci rcumstances which make 
the job substantially more difficult war­
rant a -3 or -4 modifier. Circumstances 
which make the job very hard-such as 
blinding rainfalls, eanhquakes. metrOe 
showers, mass ignorance. uner lack of 
materials, or whatt'VC!r-can """arrant 
modifiers of -5 on to -10 or - 15. 

Co nversely, circumstances which 
make the job ea.sier-such as having all 
the mareriaJs needed, having locs of time 
or lacs of help-warrant positive modi­
fien, at the same approximatt scaJe, 

The characttr always has a chance of 
success, hov.-n-er bad the odds. as long 
as the OM says it 's remOttly possible_ A 
natural roll of I on Id20 is an automatic 
success. 

'LiMe Use--------
The OM decides how l'Ong each skill 

roll takes. The time it takes to look ever 
a pier of ground and make a tracking 
roll will be about thi r[)' seconds; the 
time it takes to make a superier cross· 
bow may be several days: the time it 
takt!s ro u~ ~olegy science skill ro rec­
ognize a type of stOne may be a sec'Ond 
or [WO. 

Ot/Jen Uses fon SkillS --­
The OM must also allow or deny 

other uses for charnctt rs' skills as he sees 
fit. 

Fo r ins tance, a character with 
weaponcrnfting should not allowed ro 
make "free" warhammen for C'\'(!ryone 
in the party. The OM should rule that he 
can make them such equipment for as 
little as haJf the price they'd pay tlse­
where, but the OM musr insisr thar the 
charucttr miss some adventures thar his 
friends are perfo rming (otherwise the 
weapons would never be made!). 

The OM can also use these skills as 
"hooks" ro get charaettn involved in 
adventures, especially if a characttr has 

ClJanacten CReatiON 

a peculiar or unusual mlent . Represenca­
tives of orner narions are otten hiring 
dwarves ro perform compLicattd engi­
neering or mi ning tasks in ocher places, 
for example. which often precipitatts 
the dwarves inro exciting adventures, 

A hi red dwuf laborer will receive 
moneys when hired for work_ To find 
our how much dwarves tarn, read the 
rules on " Playtr-Characttrs and Jobs" in 
the " Owaeven Socitey and Policics" 
chapter. 

FiNal Notes------­
In general, there are cwo th ings the 

OM shou ld remember whe n using 
skills, 

Fint, many of these skills are for use 
on non-ployer characttrs only. A charae­
tt r cannot roll his persuasi'On skill to 
convince anothtr playtr 's characctr ro 
d'O something; he may 'Only use tht skill 
on a characttr controlled by the OM . 

Second, the OM should always try to 
recognize when a character is trying ro 
abuse a skill and gec some foolish result 
frem the skiU use. He should ignore or 
penalite such behavior. Conversely. 
whtn the character is using his skill to 
role-play bener or because it is very 
appropriatt ro the sctne at hand, he 
should reward such behavior (by letting 
plans succeed with more ease, by letting 
the character make new friends and 
allies, etc.). 

'0]10 OM aND ClJanacteR 
BaCJ(GROUND-----
By now, you 've created your chanlcctr 
from top to bottOm. Y'OU know his class 
(dwarf or dWllrf-cleric), his abilities. his 
social and economic background. and 
his skills. 

This putS the ball in the OM', coun. 
Hc should spend some time looking 
over each character. He'lI creare NPCs 
whom the characttr knows-family 
members, ptrsonal friends and ene­
mies, etc.; hc' lI work out a way fo r rhe 
playtr-characttrs to come tOgether into a 
like·minded party. and hc' U launch that 
patey on ia: path ro advenrure. 
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DWaRV€N Society aN() Politics 
Th is seCtion discusses life in Rockhome 
-what it is to be a dwarf and to live in a 
nation of dwarves, 

'O]e CfJanacten Of tfJe 
Dwanf------­
Fir.a-what is it to be a dwa rf? To think 
li ke o ne? Here. we ' ll discuss how 
dwarves think and what they thi nk 
about various things, Among the dw2t­
ven arrirudes which humans and orher 
races find curious are these , 

VVOnk---------
If there is a race of workoholics, it is 

the dwarven race. Laziness, as a charac­
rer trait, is practically unknown among 
them; when it appears, it is considered a 
d isease of the mind . From the lowliest 
convict or fa rmer worki ng rhe land to 
rhe king crafting a cunning crown to 
leave to his heir, eve ry dwarf works an 
average of ten hours a day. 

If denied work- by illness or lack of 
opportun ity-a dwarf will fee l edgy, 
uncomfortable, and irritable. Adventur­
ing dwarves, who spend a lot of t ime 
between workshops or opportunities to 
do creative work, will often spend much 
time planning their next projects; some 
keep track of thei r plans in their heads, 
others carry portable drafting kits or 
craftsman's rools on their adve ntures. 

Play aNt) Sleep---------
The dwarves' work-mania doesn't 

mean that they' re incapable of relaxa­
tion. Dwarves enjoy company, the telling 
of stories, feasting (heavily), swilling 
alcoholic beverages, playi ng games, 
gambling, wrestling, and dancing, 

They also en joy a good night's sleep, 
which fo r a dwarf is about six hours' 
worth. 

CnaflsMaNSlJip ---------
Tied in with their need to work is a 

Strong d rive to create things, strong, taC­

tile works of art which will outlaSt them 
and say to hund reds of fu ture genera­
tions that they were here and they were 
talented, 

Every dwarf, from bi rth, is trained in 
the trades of mining and engineering: 
how to dig intO the earth and how to 

make things out of what is dug. These 
are cons idered the cornerstOnes of dwar­
ven education. 

However. many dwarves don't want to 
limit themselves to these twO profes­
sions. For every type of meml or gem 
there is another craftsman skill, Some 
dwarves even delve into ~-oodcraft or 
leathercraft, but most prefer the less 
perishable med ia of stone, gold . silver, 
steel, bronze, and precious gems, 

It 's importanr not to diminish the role 
that the creao ve urge has in the dwarven 
player-characre r or NPc. If a dwarf sees 
a boulder, some inner pan of his mind 
is turning it into a sculpture or a rock­
trap. Every construction he sees is sub­
jeered to his professional scrutiny, every 
wall or building or tower or road . Th is 
d~sn' t mean that the dwarf-cha racter is 
constantly harping about how every­
thing he sees is inferior to dwarven 
craftsmanship, but it d~s mean that 
some part of the dwarven mind is con­
standy, incessantly devoted to evaluating 
the craftsmanship and engineering he 
sees around him , and learning from it, 

'CnaNsitony Ants--------­
Dwarves, in general, have less affec­

tion for perishable or u ansirory arts 
rhan humans, elves, and mher races do, 

For example, thi ngs such as embroi­
dery, paiming and even flower arrange­
mem tend to make them a lirrlesad . It's 
not that they don't recognize rhe beauty 
of these th ings- on the comrary, they do 
-but they feel bad because the art has 
been perfo rmed on media which will 
soon disappear, in a few days or only a 
couple of centuries. 

Dwarves appreciate music; though a 
song goes up into the air and disap­
pears, it can be sung again. However, 
few dwarves tend to be imagi native 
bards; they eagerly record and sing good 
music creared by other races, but few 
write memorable music themselves. 

Srorytelling is a craft much prized by 
the dwarves, but to be really apprec i-

ated, the we must be a [fue one, and 
told in exactly the same manner in each 
reDing. When a Story is embroidered or 
embellished to make it more to the lik­
ing of an audience, the dwarves con­
sider it to be showing signs of spoil; they 
do not like it so much then. The only 
ti me they accept fiction is when it is a 
cautionary tale with an unnamed pro­
tagon isc. Human drama and thearer 
hold no pleasure for them. 

A<iRicultune -------­
As you've probably noticed , rhe 

dwarves have a curious attitude about 
agriculture-especially about fa rmers , 

Though they know they cannot sur­
vive without agricultu re, and though 
they understand that someone has ro do 
the job of raising food , they still hold 
farmers in contempt or pity. This is 
because fa rmers, as fa rmers, contribute 
nothing lasting ro dwarven cultu re-as 
the dwarves see it. They raise a crop of 
grain. and with in a year or twO it is gone 
- Utterly, completely gone , with no trace 
left of itS passage . Dwarves have no 
respect for [hose who leave so lime trace 
of thei r passing, 

Peculiarly, though, the dwarves are 
expert fa rmers! W ith techniques they 
have developed over [he centuries (the 
use or nitrare fe rtil izers, crop rotadon, 
mOil! efficient plowing tools and irriga­
tion rechniques). rhey grow much more 
food per acre than humans. This is the 
result of a simple phi losophy: the more 
food each dwarf can grow, the fewer 
dwarves have to grow food . The end 
result is that on ly 10 % of dwarves are 
full-time farmers, and yet they provide 
60 % of the food needed by the non­
farm ing population. Another 10 % is 
grown by human farme rs living in Rock­
home, the remaining 30 % imported 
from Da ro kin , Ves tl and , a nd th e 
Jarldoms, 

VVanfane----------------
Though their main d rive is for rhe 

crearion of phys ical works of an , the 
dwarves like ro fight as much as humans 
do, Fighting makes for good stories. it 
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prOtectS the country, it earns gold, it 
keeps dwarves fit. So they do lavish a 
good deal of their creative time on mak· 
ing glorious weapons and suits of armor, 
and then take their goods ou( in the field 
-as mercenaries for the human realms, 
or in raids intO orc or elf terri tOry. 

PROGRess Of tl7e 
DwaRveN Life ----

DwaRveN AGe------
The dwarven lifespan averages about 

200 years. Dwarves who kept them· 
selves fit and healthy inra their old age 
have lived as long as 275 years. 

The dwarves divide their lives intO 
50·year periods. 

In (he firS( 50 years, or Youth , 
dwarves grow to adulthood. They are 
considered children fo r the first 20 
years; during this time they Stay with 
their parents and receive the traditional 
dwarven grounding in min ing and engi· 
neering skills. At the end of this time, 
around age 20, they approx imate adult 
size and are ready to begin thei r trades. 
At this time, all dwarves eme r an 
apprenciceship, the military, the clergy 
-or go on Learnings (i.e., forego fo rmal 
education to go ou( advenrur ing in the 
wild world). In the next 30 years, they 
are expected to learn their trades and get 
all of the advenru ring craziness out of 
their systems. Youths may not be posred 
to government positions, nor may they 
take the thro ne. Player-c harac ter 
dwarves should choose to be between 20 
and 49 years of age. 

In the next 50 years, or Adulthood, 
dwarves are expected to become adult 
members of their community. They are 
expected to leave behind apprentice· 
ships and journeyman status and attain 
mastery in the ir p rofessions. Many 
marry and commence families at this 
time; it is to be noced, though, that 
nearly 40% of all dwarves die unmar' 
ried, tOO wrapped up in their work ro 
live fa mily lives. Adult dwarves may take 
government POStS and are eligible to 
rule. Some few continue to advenrure, 
particularly those who have been very 

successful at it (from a standpoint of 
reputation and financial reward). 

In the next 50 years, or Seniority, the 
equ ivalent of human middle age, the 
dwarves are expected to pass on what 
they have learned. Senior dwarves teach 
the children, write manuals of instruc­
tion, chronicle histOries, co rrespond 
with dwarves and nondwarves outside 
Rockhome, collate information, plan 
and attena councils designed fo r the 
exchange of information, etc. The heads 
of dans and large families are atmost 
always Seniors. 

In the last part of the ir lives, the 
~nerarjon, dwarves are tradition ally 
not required ro do anyth ing. Typically, 
they continue to work, at their own 
pace, doing precisely as they please; 
some achieve the ir ultimate levels of 
craftsmastery during this period. Some 
prefer to continue to teach. Only those 
who are much diminished by illness or 
age do no work at all, and of these, 
many are so tOuched by despair that 
they die of sadness. Venerable dwarves 
are treated with respect, even those 
severely afflicted by age or senility. 

When they die, dwarves are 
enrombed with solemn ritual. Larger or 
wealthier dwarf fami lies have great cave 
chambers rese rved as their family 
crypu; very poor fam il ies, such as 
surface·dwelling farm families, content 
themselves with burial or mausoleum 
entOmbment. Dwarves refer to death as 
" reru rning to earth," and believe that 
thei r dead sleep until, in some fantasti· 
cally distant furure, all (he dwarves will 
awaken and build a world of glorious 
design. They consider this death and 
afterlife opposed to the son of ends 
which ThanatOs, Immortal of the Sphere 
of Entropy, tries ro bring about. 

MaRRiaGe aN!! PaMily---
Dwarves are not particularly roman­

tic beings. When consideri ng marriage, 
they rend to look fo r a mate who is simi­
lar in interests, opin ions, and tempera­
ment; many dwarves also consider the 
political ramifications of alliances with 
particular families. 

DwanveN SOcietY aND POlitics 

Dwarves often ma rry their co· 
workers, thus miner to miner, goldsmith 
to goldsmith, engineer to engineer, and 
so fo rth. Dwarves who are or were 
advenrurers often marry representatives 
of other trades; they've been out in the 
world and have met more dwarves of 
different backgrounds. 

There is no sexual discrimination 
among the dwarves; female dwarves are 
represented in every profession that 
male dwarves are, including the military, 
and in sim ilar proportions. Female 
dwarves also lead families and clans. 
The husband and wife theoretically 
exert identical control over their fa mi­
lies; in practice, the Stronger personality 
of the twO tends to cake more control, 
but that has no relationsh ip to gender. 

Father and mother, sim ilarly, are su p· 
posed to be equally responsible for the 
care and rearing of their children. In 
practice, it's the Seniors of the family 
who do most of the work; the parem 
who is more temperamentally suited to 
it rends to be in charge of disciplining 
children. 

CRiMe--------­
The dwarves don't possess many of 

the traits which lead ro the majority of 
human crimes. 

In particulat, laziness and irresponsi. 
bility, the banes of human culrure, are 
practically unkn ow n among the 
dwarves, and the crimes which result 
from them are similarly rare. 

What constirutes crimes, and how 
crimes are punished, are discussed in 
the Law and Punishment description, 
late r on. 

DwaRveN DReSS aNO 
EQuipMeNt-----

C101t)es--------
The dwarves don't think much of 

clothes as orname ntat ion. Most 
dwarves, male and female alike, tend to 
wear heavy clothes in muted colors­
browns, rusts, and black, especially. 

A typical dwarven OUtltt, for male or 
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female, is something like this: heavy 
boots and broad belt of leathe r ; 
breeches of heavy cloth or th in leather; a 
tunic of heavy cloth, often flannel; a vest 
of heavy c1mh or leather. Outdoors, he 
wears a heavy, short cloak of wool and a 
cap or bonnet of felt or suede. 

Such an outfit is suited to mining or 
ro court (though Court affairs call for 
very dean clothes), to commoner or ro 
noble. The reason that dwarven clothes 
are so dull and so similar is because. 
once again, they see no need to lavish 
craftsmen's efforts on objects wh ich wiU 
be ","'Om out or deca~'Cd in a few years. 

JeWEls aND AccoutReMeNls­
On the other hand, the dwarfs accou­

trements will show off his social statuS 
and reflect the event at hand. 

A wealth ier dwarfs metalworks-the 
brooch on his cloak. his belt buckle, 
ornamental buckles and studs on his 
boms, his shirt and breeches butrons, 
his rings, his dagger and its sheath, his 
axe or hammer, his crown-in the case 

of the King and his family-aU reflect 
his stand ing and the pride his fam ily has 
in its work. A wealthy dwarf may be an 
odd contradiCtion of drab, du rable 
brown clothes set off with glitteri ng 
gold-and-d iamond jewelry, beautifully 
engraved axe-heads, shining finge r-rings 
and necklaces, and so on. 

ADveNtuReRS aND Nobles-
The adventu ring dwarf tends to leave 

his fine jewelry back with the fami ly; the 
jewelry he carries will be marvellously­
crafted but plaine r, or carr ied in a 
pouch under his runic so as not to 
attract thieves. 

Dwarves, particularly the noble 
dwarves , do occas ionally dress in 
brighter outfits, such as white corona­
tion robes, bright red or yellow runks 
(designed to attraCt the eye when the 
dwarf is clamor ing fo r attention at a 
Grand Counci l meeting), or even color­
ful garments imported to Rockhome 
and derived from human clothing ... but, 
in general, most dwarves are content 

with simple, tough clothing fo r most 
events. 

~apONS-------­

Most dwarves carry around a dagger 
at all times, fo r simple rool use and for 
eating. 

It is not inappropriate fo r a dwarf to 
carry an axe; It's one of the dwarf ances­
ual weapons. Adventu ring dwarves tend 
to prefer various types of axes and ham­
mers; fo r missile weapons, they lean ro 
crossbows. 

Fool) aNl) DniNI<-----
Though dwarves have peculiar preju­
dices about where their food and d rink 
come from, they certainly consume 
enough of each. Items normally fou nd 
in the dwarven diet include the fo llow­
ing. 

Apples, widely grown in the Rock­
home lowlands; 

Beer, domestic and imported; 



Breads, made from both barley and 
wheat; 

Cheeses, from Rockhome cattle and 
goats (cartle from the lowlands, goats 
from all over Rockhome); 

Cider, from domestic apples; 

Fungus, extensively grown in the cav­
ern systems-mostly giant mushroom-
like fungus , often cut intO large strips 
and cooked as "steaks"; 

Liquors, mostly imported (a vodka­
like potato liquor is made locally); 

Mead, imported; 

Meat, including beef, murtOn, and 
goat; 

Milk, from Rockhome cattle and 
goats; 

POtatoS, domestic; 

Puddings; 

Spices, moscly imported; and 

W ines, mostly impo rted from 
warmer climates, 

G reen vegetables are almost com­
pletely absent from the dwarven diet, 
and they are apparencly unimportant, 

In the event that the dwarves have to 
keep to a subterranean city for a long 
time-because of siege, or perhaps the 
d isaster that Kagyar was preparing for 
- the dwarves wouJd subsist moscly on 
underground springs and on their fun­
gus crops, This is a dreadfullY,d,u11 diet, 
but they 'd m a nage. AddltJonally, 
dwarves, being careful planners, lay in 
huge stores of d ried and preserv~d 
foods; every city will have great supphes 
of foods laid in against hard times, usu­
ally several months' to a year 's worth, 

DwaRveN GoveRNMeNt-
The dwarves have a relatively simple 
government and social structure, h 's 
based on family relationships and clan 
cooperation, all under the ruling hand 
of a royal family and its head, the dwarf­
king. 

Classes Of SOciety ---­
Every dwarf and nondwarf in Ro~k­
home falls into one of several SOCIal 
classes. In order of ascending impor­
tance, these classes are: 

The Wretched (Hraken); Convicts and 
prisoners of war 

The Worker (Toren): Most dwarves, spe­
cifically ordinary workers, craftSmen, 
non-officer military dwarves, etc. 

The Leader: Includes the head of a fam­
ily (Dotar) and the dwarven company 
commander/captain (Evedar) 

The Official: In cludes the senatOr 
(Krey), ambassador (Sarkrey), commu­
n ity governor (Du lga rdar), minister 
(l arodin), and army comma nde rl 
general (Rasdar), 

The Lord; The head of a clan (Evedotar) 

The Noble: Includes the members of the 
royal family (Tordar, literally " Patient 
Chiefs," i,e, those waiting to inherit the 
kingship) and the king (Gardar). 

VisitOrs to Rockhome are typically 
given the courtesy and calle.d by the 
titles most closely corresponding to the 
rank they bear in their home nation, 

Most player-character dwarves will 
begin playas Workers, regardless of the 
social level of their fami ly. (Exception: If 
they were rolled up as members of King 
Everast's own family, naturally they are 
Nobles.) We discuss means for them to 
increase their social standing later in 
this section, 

All these social ranks, except Worker 
(the rank at which most dwarves are 
born) are considered to be earned ranks, 
This even includes the family and dan 
heads and kingship; a dwarf "earns" 
these positions by making himself the 
best dwarf suited to inherit the title. 

In practice, in a campaign, social 
ranks rend to mean very lirtle among the 
dwarves, A dwarf of a lesser rank should 
normally address one of higher rank by 
his title and name, or jUst ticle, Thus, in 
a campa ign situation, a lower-rank 
dwarf should address Thoric Redhand, 

DwanveN SOciety aNt> politics 

Court Histori an (Le., Minister of Histo­
ries), as " Larodin Thotic;' or just "Laro­
din;' or (if you don't want to bother 
memor izing lots of dwarf-language 
titles) "Min ister Thoric" or JUSt "Min is­
ter." To address him as JUSt "Thoric," or 
" Redhand," you'd have to be of an equal 
or superior social StatuS or a good friend 
of his, 

GoveRNMeNt 
SmudURe----------­
'Cl)e Dwanf-J{iN<;,-----

Rockhome is ruled by a king, the 
Dwarf-King or Gardar (" Home­
Chief'), The kingship is an inherited 
ticle, The king makes and interprets the 
laws of Rockhome, He is the overall 
commander of the Rockhome military, 
He sets trade policies for his people. He 
makes taxation policies and allots those 
taxes berween such things as military 
expenditures, building programs, inci­
dental expenses, and his own personal 
wealth, 

'CI7e SeNate-------
After the king, the next most­

powerful political body in Rockhome is 
the Senate. The Senate was introduced 
into the government structure more 
than a thousand years ago and the 
dwarf-kings have never been able to get 
rid of it, 

The Senate is composed of one repre­
sentative from each family which countS 
more than a chousand members, (We're 
talking about extended families her~: 
usually several Venerable dwarve,s; their 
Senior children and the Semors to 
whom they're married; their Adult chil­
dren and the Adults to whom they're 
mar:ied; their children; adopted chi l­
d rens, foste rl ings, apprentices from out­
side the family, etc.; all under (he 
leadership of one or rwo dwarves who 
lead the extended family,) 

In a nation of dwarves, who are a 
clannish people, and in a nation of jUst 
over half a million dwarves, chis means 
that there are usually about 250 Sena-

'"", 
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In essence, me Senate meetS (in what 
is called the Grand Council) to vote on 
whether it will obey the king's laws as 
they're introduced. AU new laws are 
debated and votes taken. If more than 
two·thirds of the rotal number of Sena· 
tors VOte against a law, the king repeals 
it. (It's nOt that there's some document 
which says that the government is laid 
out in this fashion and that the king 
must do so. It is, instead, that the king 
who makes laws which are contrary to 
the overwhelming opinion of his people 
soon finds himself in the position of a 
Worker serving another Dwarf- King.) 

The Senare also serves as an effective 
tool of communication. Say something 
inreresting to a senatOr, and it will be all 
over Rockhome with amazing speed. 

The senatOrs can also vore to intro­
duce a law before the King. They struc· 
cu re the wording of the law, constantly 
revising it until they can achieve a twO­

thirds majority, and then present it 
before the King. For the reasons listed 
above, the King usually then introduces 
it into law . 

In Grand Council, each senator tends 
to VOte according to the opinion of the 
leader of his clan . Effective politicking 
in Rockhome, then , consists of persuad­
ing the clan leaders to a particular opin­
ion . No law says that a senatOr has to 
VOte according to the whim of his clan 
leader, but those who don't are sure to 
face the anger of their clan heads. Such 
incidents can result in struggles within a 
clan, someti mes leading to the rise of a 
new clan leader. 

Below, we'll talk about the ind ividual 
clans and the amount of power each 
holds. 

'O)e DwaRveN ClaN 
StRuctuRe------------
You've already seen that everyone in 
Rockhome (excepti ng nondwarves) 
belongs to one of seven greater clans. 
Each clan is composed of many, many 
families recognizing the leadership of 
one particular family; the leaders of th at 
fami ly, the clan heads (or Evedocars) 
wield a great deal of power in Rock­
home. 

You've already read about the histO­
ries and philosophies of the clans (in the 
" Character Creation" chapter). Here, 
let's p resent a little more concrete infor­
mation about each one and its power in 
government. 

BulJnOllan------­
Prim ary Interest : Phi losophical, 

clerical 
Clan Leaders: Lord Dorto and Lady 

Koris 
Power in Government: Controls 33 

SenatOrs (13% of Senate voting power) 

Evenast---------------

Primary Interest: Aristocracy, 
professional rulershi p 

Clan Leader: King Everast (his 
quee n is deceased) 

Power in Government: Co ntrols 
35 senators (14 % of Senate voting 
power) 

Hunwanf--------
Primary Interest: Isolationism from 

rest of world 
Clan Leaders: Lord Duric and Lady 

Bifi a 
Power in Government: Conrrols 25 

senatOrs (10 % of Senate voting power) 

SkannaD--------------­
Primary Interest : Techno logical 

development 
CIan Leader: Lady Thrais (her hus­

band is deceased) 
Power in Government: Controls 23 

senatOrs (9 % of Senate voting power) 

Synldist --------------­
Primary Interest: Mining and (fade 
Clan Leaders: Lord Dwalur and 

Lady Dia 
Power in Government: Controls 5 1 

senators (20 % of Senate voting power) 

'Conknest-----------­
Primary lmerest: Mili tary might 
Clan Leaders: Lord Kerin and Lady 

Bali 

Power in Government: Controls 49 
senatOrs (20 % of Senate voting power) 

VVynwanf--------------­
Primary Interest: Protection of agri· 

culcu ral families 
Clan Leaders: Lord Belfin and Lady 

Gilia 
Power in Government: Controls 36 

senatOrs (14 % of Senate voting power) 

ClaN RelatiONS --------
As a quick and convenient reminder, 
below is a table showing how these 
dwarven clans get along. Select one clan 
from the columns and one from the 
rows, and where you cross-index them 
you'll see a letter which describes how 
the twO clans generally get along. For 
instance, if you take the Torkrest row 
and the Wyrwarf colum n, you get a let­
ter " P," wh ich, as you see below the 
table, means the twO clans en joy a Poor 
relationship. 

, 
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Bu hrodar F N P N G N 
Everast F P G G F N 
Hurwarf N P P B N N 
Skarrad P G P G N N 
Syrklist N G P G N N 
Torkrest G F N N N P 
Wyrwarf N N N N N P 

G = Good 
F = Fair 
N = Neutral 
p = Poor 

Some ways to introduce dwarven poli' 
cics intO your campaign adventures are 
d iscussed in the " Rockhome Cam­
paign" section. 



OtI]ER DwaRVEN 
ORGaNizatioNS: 
Guil~ FEII9V1(Sl]ips, 
SECR". SOCldiES -'--..:......--
Dwarves form themselves inro mutual­
interest societies, and here are some of 
the ones wh ich will appear in a Rock­
home campaign. 

'CIJE Guil1>s-------
Owarven guilds are noc economic 

organizations designed to improve the 
financial conditions of their members. 
They're more like hobbyist dubs: a col­
lection of several dwarves of the same 
profession meeting once or twice a week 
in their off-hours in order ro ross back 
some ale, exchange stories and tech­
niques, and relax. 

Every ciry will have seve ral guilds 
dedicated to the same an or hobby, and 
competition between them can be fie rce 
-sometimes fr iendly, sometimes nOt. 

Guilds rend to take involved and 
peculiar names, such as "The King's 
Plaza At The Fountain Goldleafers," 
"The Quail-Before-Us Wrestlers;- "The 
Easily-Distracted Stonecutte rs;' and 
"The Treacherous Footsteps In The 
Night Bakers:- These peculiar appela­
cions are more evidence of an off-beat 
sense of humor which dwarves have but 
which few other races recognize In 

chern. 

LnE'CIjORNS------------
The name is shore for "The Thorns 

In the Sides of Those Blasted Elves," a 
society of dwarves who are toO old to 
stay at home and roo young to know bec­
ter. Every few weeks or months, they 
moum a small party of adventu rers, take 
a hidden pass through the mountains 
(the Darokin Tunnel), and cross through 
a narrow band of Dar ok in territory into 
Alfheim. There, they perform misch ief 
against the elves, setting ((aps, some­
times ve ry involved ones such as rigging 
mudslides to cover entire villages. 

Naturally, the Alfheim elves know 
their forests a lot better than the 
dwarves do, and so the Thorns are often 

caught in the act. This usually results in 
a runni~g several-days battle back to the 
mountaIns. 

The dwarves don't set out to kill the 
elves, and the elves don't attack to kill 
the dwarves; so, wh ile injuries, even 
serious ones, are common on both sides, 
death is nm. If it became so, it's possible 
that the situation would escalate to more 
formal battles berween the nations. 

Though the elves have complained to 
King Everast, the Dwarf-King either 
does nOt know and not believe thae his 
dwarves are doing this, or does know 
and secretly approves. 

'CIjE ClERGY'------
The clerics of Rockhome do fo rm a 

SOrt of society; they meet in forum on a 
regular basis to discuss thei r philoso­
phies, the cu rrem spiritual State of the 
narion, how they can better guide the 
dwarves in communion with Kagyar 
and the earth, etc. 

About 50% of dwarf-de rics are from 
the Buhrodar clan, and the remaining 
50% are more or less evenly divided 
among the other clans. 

'CIJE HaMMER,-------
This society is a rather nasty one. 

Composed mostly of Torkresr military 
dwarves, ics purpose is to keep the 
wretched Wyrwa rfs and other fa rming 
families in their place. 

Every few weeks, the H amme r 
dwarves meet in secret places, don iden­
tical and featu reless black clothes and 
masks, and charge forth to wreak some 
havoc on fa rmers who have been behav­
ing in an uppity manner. Particularly 
irritating farm- leaders sometimes have 
thei r homes burned, their livestock run 
off, or offensive signs painted on their 
barns. 

Death sometimes results from these 
raids, as over·eager Hammers do a little 
toO much pounding on their viccims, or 
when their victims are unexpectedly 
ready fo r their attacks, and respond 
with lethal force. 

King Everast does not approve of the 
Hammer and does what he can {Q curb 
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irs activities, but it is im possible {Q con­
tain it completely. 

'CIJE UNtlEnsitlE-------
Every civilized community has irs cra­

zies, and though the dwarves aren't 
affiicted with them as much as humans, 
they aten' c immu ne, e icher. Some 
dwarves steal. Others like ro hide in 
shadows and bear the living daylights 
out of passersby. Some like {Q kill in a 
random manner. While the numbers of 
these " mad" dwarves are very low, they 
do exist. Sometimes they find one 
another and band together. 

In the city of Dengar, upper and 
lower, there is a small crim inal sub­
community consisting of a few dwarves 
and (in Upper Dengar) a few humans as 
well, whose purpose is merely to do 
exactly as they please, no matter how 
dangerous or unsociable cheir deeds are. 
This isn't a Th ieves' Guild, but it's as 
close as the dwarves have, and rhe dep­
redations of these dwarven criminals are 
a conStant worry for the King and his 
court. 

'07E ECONOMY Of 
Rocltl)OME --------
Though the Rockhome government is 
built on lines that are fui rly familiar to 

human eyes, its economy is a little 
strange. 

LIJE FaMily/COMpaNY---
Every Rockhome fami ly corresponds, 

in human terms, to a business or com­
pany. The husband and wife in charge of 
the family, or Dorars, correspond to the 
"company presidents," and all other 
members of the fam ily are employees. 

Each fam ily/com pany is unique in 
the way it handles irs finances. In gen­
eral, the members of the fam ily produce 
some service or produce-or, more com­
monly, a variety of them; the su rplus 
(ehat nm needed by the family) is sold or 
traded outside the family. The revenues 
from th is are kept by the heads of the 
fa mily, who assign monies to each mem­
ber of the family based on his productiv-
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icy- i.e., by how much his goods are 
going for. 

For instance, let's say a sample 
extended fami ly has twenty workers in 
it. The family consists of four engineers, 
fou r goldsmiths, twO stonemasons, four 
common laborers (haulers of stone or 
refuse, for instance), four weapon­
smiths. a min ister, and a brewer. 

T he engi neers receive fees for doing 
engineer ing projects-for the govern­
mem, for fo reign employers, for other 
families. The goldsmiths receive gold 
from the family head and make golden 
objeclS which may then be sold for fur­
met profit. T he stOnemasons do scone­
(urting work for the same types of 
employers as the engineers. The com­
mon laborers have jobs in rhe city: carry­
ing swnes in engineer ing projects, 
acting as sanitation engineers, promot­
ing and ass isting the family's engineers 
and masons, etc. The weaponsm iths 
receive supplies from the fam ily head 
and turn OUt wea pons, The min ister 
does advisory work fo r the government. 
The brewer makes beer and sells the 
excess outside the family. 

All these workers receive moneys 
from their employers. All the moneys go 
to the fam ily head. Some of that money 
goes to maintai ni ng the family: buying 
food, cloth ing, raw supplies for the gold­
smiths and weaponsmiths and brewers. 
Some of that money, roughly 35 %, will 

go to government taxes. The rest will go 
back to the workers, usually in propor­
tion to the profitS they are bringing inro 
the fami lies; naturally, a good goldsmith 
or weaponsm ith can br ing in a high 
profit, and will receive a lor more money 
back than the common laborers. 

An exception to this arrangement is 
the Rockhome m ilita ry. Mil itary 
dwarves receive salaries from the gov­
ernment (derived from the taxes, of 
course) and keep all (heir salaries. 
While employed by the army, they do 
not live with their families, cost their 
families nothing in food and upkeep, 
and so do nor advance their salaries to 
the families. When a dwarf reaches offi· 
cer rank , though, he is generally 
expected to "re-enter his Family" and 
send his salary to the fa mily head ; most 
or all of it is generally returned to him, 
unless the fami ly is poor and needs his 
suppOrt. 

Playen-<:I)anadens aNt> 
IOb5-----------------

If a character is spending a lot of time 
becween adventures with his fa mily, he 
may be participating in a trade and 
earning money. If you spend a lot of 
time between adventures, you may wish 
to allow him to benefit for his job-time. 

To calculate how much a dwarf makes 
at a steady employment, you must use 
the General Skills rules from the "Char-

acter Creation" chapter. 
Begin by taking the skill roll fo r the 

dwarfs main employment-related skill . 
Ifhe has more than one job-related skill, 
use the one with the highest skill roll. 
Now apply the appropriate modifier 
from the followi ng table. 

Poor and Despised 
Struggli ng 

Comfortable 
Influenti al or InfluentialfPosted 
Ruling or Ruling/Clan Head 
Ki ng Everast's Family 

x .j 
no 
change 
x2 
x4 
x6 
xlO 

Round up all fractions to the next 
whole number. 

The number you've achieved is the 
characte r's gross monthly income, in 
gold pieces. Subtract half that amount, 
or a minimum of 5 sp from that to 
account for minimum living expenses 
and taxes, and you have the character's 
net monthly income-how much he still 
has left in his pocket at the end of a 
month. (If the amount is zero or nega­
tive, wh ich is possible in low-skill and 
low-rank fa milies, well, that's what pov­
erey is all about. Treat negative amountS 
as zero.) 

As you can see, steady work, espe­
cially in highe r social ranks, earns a fair 
amount of money, but adventur ing is 
usually more profitable. 

AOwNtuniN(J INCOME: ------
Dwarves are expected to give one­

third of their adventuring incomes, the 
money they earn from exciting careers 
outside Rockhome, co the Rockhome 
government as part of their fa mily's 
taxes. Naturally, when the dwarf is out­
side Rockhome, there's usually no one to 
keep track of their incomes. But most 
dwarves feel the family obligation and 
do send on one·third of their revenues to 
the family, particularly when the family 
is Struggling. 

If a dwarf doesn't do so, and mher 
dwarves find out, he's likely to be 
scorned and reviled by them for ducking 
his fam ily obligations. Ifh is fam ily fi nds 
out, he may be disi nheri ted and CUt off. 
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The Rockhome coins are minted in 
gold, silver, and copper. They include: 

The Sun. This is a large gold coin 
worm IO gpo On the obverse, it shows 
the sun r ising over Point Everasr; on the 
reverse, it shows the (presumed) profile 
of the mythic king Denwarf and is 
inscribed with the word "Sun" in 
dwarvish runes. 

The Trader. This is a gold coin of 
ordinary size (worth 1 gp) and is. as the 
na me hints, the usual means of 
exchange by traders in Rockhome. On 
the obverse, ie shows a cart piled high 
with goods; on the reverse, it shows the 
profUe of King Everast Xv, the cu rrell( 
king, and is inscribed with the word 
" Trader" in dwa rvish ru nes. (The 
Trader coi n always bears the profile of 
the current king, and collecrors try to get 
collections of all the Rockhome kings' 
profiles on this coin.) 

The Moon. This is a large silver coin 
(worth I gp) and is anomer common 
trader coin. On me obverse, ir shows the 
moon over Karrak Casrle; on the 
reverse, it bears the dwarvish rune for 
the word " Moon:' 

The Star. This is an ordinary silver 
coin (worth 1 sp). On the obverse, it 
shows a dwarven silhouette surrounded 
by Stars; on the reverse, it bears the 
dwarvish rune for the word "Stars." 

The Stone. Th is is an ordinary cop­
per coin (worth 1 cpl. On the obverse 
and reverse it shows a boulder carved 
with the dwarvish rune fo r the word 
·'StOne." 

'07e Rock/JoMe MilitaRY-
Rockhome has a population of about 
half a million dwarves, some 2 % of 
whom belong to the military- in other 
words, the narion has a standing army of 
10,000 dwarves. 

Most of these military dwarves man 
me fortresses proteccing the passes and 
cities of Rockhome. In times of war, 
though, Rockhome can moum a mon­
StrOUS defensive army. All dwarves are 
trained in the use of arms; aU dwarves 
acquire weapons and armor before 

they're 20; aU dwarves are expected to 
come to the defense of meir country in 
times of invasion. In shorr, a fo rce 
invading a dwarven community wiU 
find that 95 % of me population is 
armed and armored and ready to fight. 
Perhaps only 60 % are fir to fight, but 
the resr are sriU wining to fighr and die 
to protect their fami lies and ciries. It 's a 
daunting prospect for invaders. 

However, th is doesn·t mean we have 
an offensive fo rce half a miUion dwarves 
strong. If Rockhome chooses to launch 
an offensive force, it sends ouc abour 
half its standing army, bolstered by 
squads of new recruirs; this new army is 
called a dwarven expeditionary fo rce. 
Nor quite so disciplined as the standing 
army, it's stiU a fo rmidable group. New 
recruits are also mixed intO the garri­
sons Stin manning Rockhome's forts, so 
the fo rtress garr isons wiU, during times 
of expeditionary assaults, be of the same 
type as me expeditionary force . 

The standing forces in Rockhome, 
bu ilt accord ing to me "War Machine'· 
rules from the Companion set, are 
div ided intO d ivisions, each of which is 
divided iO(o compa nies. For role­
playing purposes-such as a campaign 
where the player-characters are military 
dwarves-each company is also divided 
into squads. A division wiU be com­
manded by an 8th-12th-level dwarf or 
dwarf-deric general (Rasdar), and com­
prises a variable number of companies, 
up to eight; a company is commanded 
by a 4th-8th-level dwarf or dwarf-deric 
captain (Evedar), and compr ises 250 
dwarves; a squad is commanded by a 
3rd-4th-level dwarf or dwarf-deric ser­
geant (Dar), and comprises 25 dwarves. 
In times of invasion intO Rockhome, 
when everyone fights, the typical militia 
company wiU be led by a second-level 
dwarf or dwarf-cler ic carrying the brever 
rank of sergeant (Dar). 

Dwarven generals tend to have an 
average of + 3 in adjustmems for IN , 
W I, and CH, and average hit points for 
their level (includ ing an average + 2 per 
level fo r Constitution adjustmenrs); 2 % 
of their forces tend to be at name level. 
Dwarven captains tend to have an aver-
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age of + 2 in adjustments for IN, W I, 
and CH, and average hit poinrs for their 
level (includi ng an average + ! per level 
for Constitution adjustmenrs); 0 % of 
their fo rces are name level. Dwarven 
sergeants tend to have an average of + I 
in adjustments fo r IN, WI, and CH, 
with average hit poinrs fo r their level; 
0 % of their forces are name level. 

The average officer level is 4, and 
average trOOp level is I, wim no recent 
wars (or victOries or rours, aside from 
occasional dashes with humanoids), 
giving most dwarven forces an Experi­
ence FactOr of 14. 

Dwarven troops are very weU-trained, 
training for 20 weeks per year, with 
their leaders, and being on dury for 12-
monm hitches. 

Dwarve n equ ip ment is Good. 
Dwarves receive a Spec ial Troop Faceor 
of 15. 

About 20% of dwarven troops carry 
crossbows, which do have ra nges over 
100'. 

The resule is that the dwarven arm ies 
are fairly strong. In War Machine terms, 
their stars are these. 
Karrak Castle Garrison, at SaroaI 
Pass 

MV 4, BR 132 
Personnel: 1,000 (four companies 

under one general and fou r capta ins) 
Troop Class: Excellent 

Fort Denwarf Garrison , on Styrdal 
Road 

MY 4, SR 132 
Personnel: 1,000 (four companies 

under one general and four captains) 
Troop Class: ExceUent 

Evekarr Fort Garrison, at Evekarr 
Pass 

MV 4, BR 121 
Personnel: 250 (one company under 

a captain) 
Troop Class: ExceUent 

Dengar Garrison, in Dengar 
MV 4, SR 132 
Personnel: 1,000 (four companies 

under one general and four captains; 
twO in Upper Dengar, twO in Lower 
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Dengar. general in upper city) 
Troop Class: ExceUent 

Evemur Garrison, in Evemur 
MV 4, BR 121 
Personnel: 250 (one company under 

a captain) 
Troop Class: ExceUent 

Scahl Garrison, in Stahl 
MV 4, BR 132 
Personnel: 500 (twO compa ni es 

under one general and twO captains) 
Troop Class: ExceUent 

Greenston Garrison, in Greenston 
MV 4, BR 12 1 
Personnel: 250 (one company under 

one captain) 
Troop Class: ExceUent 

Smaggeft Garrison, in Smaggeft 
MV 4, BR 12 1 
Personnel: 250 (one company under 

a captain) 
Troop Class: ExceUent 

Kurdal Garrison, in Ku rdal 
MV4,BR 12 1 
Personnel: 250 (one company under 

a captain) 
Troop Class: ExceUenc 

Typical Village Squad, in Vi llages of 
Populat ion 1,000 o r More 

MV 4, BR 116 
Personnel: 25 (one squad under one 

sergeant; approximately 20 such villages 
in Rockhome) 

Troop Class: Good 

Dwarven Expeditionary Force (not 
part of the standing army; only fo r 
wars waged outside Rockhome) 

MV 4, BR98 
Personnel: 1242 (four companies 

under one general and fo ur captains; 
extra personnel divided as reserves 
among companies) 

Troop Class: Good 

Wartime Militia Company (not part 
of the standing army; invasion cir­
cumstances, defensive only) 

MV4, BR 36 
Personnel: 250 (one company under 

a sergeant; approximately 900 such 
companies in times of fuU·sca le inva­
sion, scatrered th roughout Rockhome) 

Troop Class: Poor 

OtI)En MiJitany 'Casl<s--­
O ne last nOte on the military: In addi­
cion to protecting Rockhome's borders 
and launching occasional expeditionary 
fo rces in times of war, rhe dwarven army 
also acu as Rockhome's police force and 
Corps of Engineers, aU roUed into one 
enforcement body, 

Law aNi) PUNiSIJMENt­
SuspiciON Of CniME----

When a dwarf is suspected of doing 
something reprehensible , he is reported 
to rhe leaders of his family. If the dwarf 
is the leader of his family. he's reported 
ro the clan leader, If he's the clan leader, 
he's reported to the king, If he's the 
king, it 's better to keep quiet. 

There are no written codes for what is 
a cri me and what is nor among the 
dwarves; they rely on the precedent of 
their ancestors, In general, the same 
things which humans consider crimes. 
including assault, theft, murder, and 
destruction of private property ate con­
sidered crimes by the dwarves. 

t:nial---------
When a dwarf is suspecred of a 

crime, a trial is conduned, If the crime 
is against another dwarf in the same 
family, rhe fami ly leaders conduct the 
trial. If the crime is against a dwarf in 
anoeher family in the same clan, the clan 
leaders conduct the [tial or appoint 
someone to do so. If [he crime is against 
a dwarf in another dan, the trial is con­
ducted by the Minisrer of Justice or a 
dwarf appointed by that Minister.. The 
dwarf conducting the trial is solely in 
charge of the trial dec isions; there is no 
jury, 

The suspected dwarf speaks for him­
self, The accuser, or accusers, speak for 
themselves, The dwarf conducting me 
trial questions the wimesses. Then he 
makes a decision, 

PuNisI)M~Nts------
For minor transgressions-such as 

negligently letting a dwarf or object of 
arc come to harm, or assaulting another 
dwarf without provocation (without use 
of weapons}-the dwarf, if convicted, 
wiU be se ntenced to imprisonment for 
several weeks of forced inactivity. If the 
family is too poor to afford one of irs 
members not working, too bad: this is 
another reason not to commit cri mes, 
for your family suffers too, 

For major transgressions-such as 
intenrionaUy causing harm to an object 
of arr, or assaulting another dwarf with 
a weapon (when the other had none), or 
lying in testi mony, or theft-the dwarf, 
if convicted, faces one of a number of 
different sentences, He may receive a 
beating and a period of exile outside 
Rockhome, He may be disinherited by 
his fam ily and dan, forever, which is a 
harsh sentence to these family·loving 
dwarves. He may be disinherited by 
family and dan and permanently exiled 
from Rockhome, which is even worse. 
Or he may be sentenced to spend several 
years as a convict-farmer in the penal 
colony of Kurdal, the ulrimate humilia· 
tion for a dwarf, 

For capita l crimes-specifi cally, 
unwarranted murder-the dwarf, if 
convicted, faces one of three sentences. 
He wiU be disinherited by family and 
clan and permanently exiled from Rock­
home; he wiU be sentenced to life in the 
penal colony of Kurdal; or he wiU be 
kiUed, The Dwarf-King must approve 
any sentence in a capital trial. 

'0710 calENoon Of 
Rocl<IJOME ------

Below is the calendar of Rockhome. 
It is derived from the human calendars, 
and uses the same day-names and 
month divisions, but they use their tra­
ditional dwarvish month names. Each 
month-name has a meaning; for 
instance, " Hralin," the first month of 
sp ri ng in Rockhome. translates as 
"Greenmonth;' the month in which 
plants begin to grow again after the hard 
winter. 
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Dates Of IMpontaNce--­
On the calendar, the following daces are 
of particular importance to Rockhome 
dwarves. 

I HraJin (Thaumonc): This is the: dwarv­
ish New Ye:ar and is celebrate:d by much 
fe:asting and swilling, trade shows in the 
open air where the dwarves show what 
they've been working on throughout the 
cold winter, singing, da ncing, and 
wicked hangovers. 

15 Hralin (Thaumonc): Trad itionally, 
(he fi rst dwa rven caravans (wagons 
puUed by oxen and donkeys) leaving 
Rockhome fo r the human realms depart 
at this time. 

7 H wyrlin (FJaurmonc): Arrangements. 
This is me traditional date fo r dle begin­
ning of the yea r's negotiations for mar· 
riages. AU over Rockhome. dwarves 
who've JUSt reached Adult starns begin 
the fea rful ,,"'Ork of asking one anomer 
fo r the privile~ of matrimony. Humans 
visiting Rockhome should be aware that 
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these youthful dwarves rend to be unde:r 
stress, jumpy, and irritable during [his 
twO-" -c:e:k period. (Matrimonial arrange· 
ments are not limiced to mis time. but as 
this is the uadirional dace, more of the:m 
are negotiated at this time than any 
other.) 

21 Sryrlin (Yanhmonr): Th is is the: date 
of what is caUed the Clerics' Forum. a 
grand conclave of dwarf·derics from all 
over Rockhome who meet in Lower 
Dengar for seven days to discuss [he 
stare of clerical philosophy and practice 
among the dwarves, The 2 1st of every 
month is the dare for the lesser Clerics' 
Forums which rake place in every com· 
mun ity. 

7 Bahrlin (Klarmonc): Weddings, As 
humans have their " K1armont Brides," 
dwarves, toO, arrange fo r many of their 
marriages to a ke place in the month of 
Bahrlin . This is therefore a month of 
heavy. heavy celebration in dwa rven 
communities. 

16 Buhrlin (Fdmonr): This is the anni-

DwanveN SOciety aNt> Politics 

venary of the legendary Banle of Sardal 
Pass, and is also high summer. The 
dwa~s celebrate with military games 
and demonstration. 

3 Barrlin (lunbyrmonr): This is the 
Showing Day, a SOrt of "Show and TeU" 
celebration day of the dwa~s. Great 
fairs are held fo r the sale and trading of 
crafts and, especially, for the demonstra' 
tion of new ~chniques in craftsmanship 
and engineering, By this dare. humans 
from aU over the continem wiU have 
flooded into Rockhome to see the great 
fa ir held in Upper Dengar and learn 
from the dwarves. 

15 Jhyrlin (Eirmonc): Trading dwarves 
try to rerurn ro Rockhorne by this date, 
caUed Caravan Day_ Th is is a major cele­
bration of and fo r the (faders of the 
nation. It is quiet and peaceful. a 
thanksgiving among dwarves for their 
traders ' and craftsmen's prosperity, 
charac~rized by wonderful feasu and 
reflective srorytelling. 

1 KuldHn (KaJdmonr): This is the final 
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day by which all dwarves must have paid 
their taXeS. If they fail, they are subjeCl ro 
stiff fines if they pay by 1 Hralin instead. 
If they fail even to pay by I Hralin, they 
are tried of the major crime of tax avoid· 
ance. Naturally, this date is not a very 
happy one in the dwarven year: it's also 
the first day of winter. The fon at Eve­
karr Pass is abandoned on this day and 
its garrison travels to gloomy Kurdal for 
the winter. 

DwaRfLaNGuaGe-----
The language of the dwarves sounds 
rough, gurrural and harsh co human 
ears, even more so co elves. It's not d iffi­
cult to learn, and most human traders 
into Rockhome pick up at lean a smat· 
tering of the language. 

However, it 's practically impossible to 
pick up a native level of ability with the 
language. While it 's simple ro learn 
enough of the language ro get by, the 
dwarven tOngue features littraUy thou· 
sands of djfferent descriptive adjectives 
for different colors, artistic effectS, tex· 
tures, and so forth . There are dozens of 
various words for "blue," each describ­
Ing a subde difference in the hues. 
There are at least sixteen words for 
"smooth:· each describing a discrete 
degree of smoothness, and (Wice that 
many for different sortS of ·'rough." In 
shan, the rough·sounding language is 
the most descriptive tongue in the world 
for precisely and accurately describing 
craftsmanship, metals, engineering, and 
any SOrt of physical object wrought by 
nature or by the hand . Many dwarven 
words have entered the technical termi· 
nology of the engineers and craftsmen 
among the humans. 

Below is a shorr glossary of dwarven 
words-those the player-characu:rs are 
most likely ro encounter, especially in 
city, site, and family names. Naturally, 
only the moSt general descriptive terms 
are included in the list, else this book 
would be a dwarven dictionary and 
norhing more. 

AtS: 
Bahr: 
BaI, 
Barr: 

Belf 
Bif: 
Blys: 

Bof: 
BoI, 
Bomb: 
Buhr: 
Buhrad: 
Oal: 
Dar: 

Den: 
Dor: 

Dorf: 
Dotar: 

Oul: 
Oulgardar: 
Our: 
Dw.]' 
Dwarf. 

Eh, 
Est: 
Eve: 
Evedar: 
Evedotar: 
Far: 
Fil: 
Fotar: 
Ful: 

Gar: 
Gardar: 
Garr: 
Gil: 
Glo: 
Gon: 
Gor: 
Ghyr: 
Hra: 
Hrak: 
Hraken: 
Hrap: 
Hrodar: 

(noun) axe 
(noun) sun 
(noun or adj.) tan 
(noun or ad;.) yellow or 
blonde 
(adj.) noisy 
(adj.) nimble 
(noun) blood or (noun or 
adj.) red 
(adj.) sroUt. husky 
(noun) crater, hole 
(adj.) huge. fat 
(noun) fire 
(noun or adj.) gold 
(noun) valley 
(noun) war·chief, or ser· 
geant 
(noun) stone. rock 
(adj.) impressive, won· 
drous 
(adj.) slow or ponderous 
(noun) parent or fami ly 
head 
(adj.) low, deep 
(noun) governor, mayor 
(adj.) low, deep (variant) 
(noun) hill. hillock 
(noun) dwarf; corrupted 
fro m "denwarf;' literally 
"rock·born 
(noun) top or mountaintop 
(noun) eye 
(adj.) high 
(noun) captain 
(noun) dan head 
(noun) wrecker, ruiner 
(noun) dusk 
(noun) father 
(noun) west or (adj.) west­
em 
(noun) home 
(noun) king 
(adj.) safe 
(noun) noon 
(adj.) big 
(ad j.) bigger 
(adj.) b iggest 
(adj.) solid. sound. thick 
(noun or adj.) green 
(noun) chain, shackles 
(noun) convict, prisoner 
(noun) frog 
(noun) games, competition 

Hrokar: 

Hruk: 
Hrum: 
Hur: 
Hurgon: 
Hwyr: 

)hy" 
Kagyar: 

KaratS: 

Karodar: 

Karr: 

Ker: 

Klint: 

Klist: 

Kon: 
Kor: 
Kres: 
Krey: 
Kroten: 

Kuld , 

Ku r: 
Larodar: 

Larodi n: 
u.yn: 
u.yr: 

Lin: 
Mak: 
MOl3r: 
Mar: 
Mur : 
Na: 
Nar: 

No: 

Nor: 
Norden: 
Or: 

(adj.> dangerous, treacher­
ous, shifting 
(noun or adj.) granite 
(adj.) sloping, slanted 
(noun) cave 
(noun) cavern 
(noun) bellows. or the 
wind 
(noun or adj.) orange color 
(proper name) Immortal 
patron of the dwarves 
(noun) great axe or bactle 
axe (literally ··death axe") 
(noun) bactle. war (cor· 
rupttd "karr·hrodar;' liter· 
ally "death·games") 
(noun) death or (proper 
name) alternate name for 
Immortal called Thanaros 
(noun) rooth, fang (plural 
"kres" 
(adj.) shining, flashing, 
fiery 
(adj.) sparkling, flashing, 

''1' 
(noun) dawn 
(noun or adj.) gray 
(noun) teeth, fangs 
(noun) speaker or Senator 
(adj .) slung or worn on 
b.ck 
(noun) north or (adj.) 
northern 
(noun or adj.) black 
(adj.) wandering, meander­
ing 
(noun) minister 
(adj.) straight, flat, linear 
(ad j.) smooth (most gene ral 
term) 
(noun) moon or month 
(adj.) broken. rui ned 
(noun) mothe r 
(noun) pond 
(noun) lake 
(adj.) cutting (as an edge) 
(noun) CUt, incision. 
wound 
(adj.) clever (as with CUt· 

dng wit or a sharp mind) 
(adj.) cut (damaged) 
(adj.) jagged, notched 
(noun) gravel 



Puhn: 
Pyr: 
Rad , 
Radas: 
Rak 

Rasdar: 
RaSt: 
Rutar: 
Sann: 

Sar: 

Sarkrey: 
Shyld: 

Skyr: 
Smag: 

Stahl: 

Styr: 

Syhar: 
Syr: 

Syth: 
Tar: 
Thor: 

Thra: 

Thro: 

Tor: 

Tordar: 
Toren: 
Torrad: 

Warf: 

Whar: 
Wyr: 

(noun) hammer 
(noun or adj.) purple 
(noun or adj.) iron 
(noun or adj.) marble 
(noun) citadel, castle, fo r· 
tress 
(noun) general 
(noun) mountain 
(noun) hand 
(noun) east or (adj.) east· 
"n 
(noun) south or (adj.) 
southern 
(noun) ambassador 
(noun) shield (borrowed 
from human tongues, 
sometimes speUed in 
human fashion, as in 
"Nordenshield" ) 
(noun) forge, smithy 
(noun) smoke or (adj.) 
smoky 
(noun or adj.) blue (spe· 
cific hue) 
(noun or adj.) blue (gen-
eral) 
(noun) moon 
(noun or adj.) silver 
(metal), silver or white 
(colors) 
(adj.) quiet 
(noun) beard 
(adj.) coUoqu ial variant of 
"Tor" 
(adj.) glassy·smooth (also 
refers to mannerly person· 
ality) 
(adj,) oily-smooth (also 
refers to conniving person· 
ality) 
(adj,) Strong, enduring, 
hard, hardened 
(noun) nobleman 
(noun) worker 
(noun or adj.) steel (liter· 
aUy " hardened iron"') 
(prep.) from, or (adj.) born 
from, made of 
(adj.) pitiless 
(adj .) empty, as in hoUow 
or hungry 

DWanV€N SOcietY aNt> Poli1ies 

DWanV€N M€cl7aNical liql7t cata pult 

O»t )OOgp. Encumbrance immobile, AC 2. HP 20, 
Full Crew 12, Range 801160/240. Damage 2d4, Fire 
Rate 6 per I. BR +6, Ammo O»rlWI:, '.000. 

Thu weapon u found only in dwvven fortifica. 
riom. The piVOt system enables the: machine to tra· 
verse }60°. It is a self· loading seriC$ of very light 
c::uapults which fires six, ten pound Slone balb per 
round. The range shield bc:nth the Sled bow arms and 
determines the range. Dwarf power is l15c:<i to ctanl: 
the :u.le. Two dwarves stabilize the axle ends and the 
remaining fouf feed the ammunition hopper and 
adjust the range shield. 

DEtail OF LoaDeR 

SiDe view OF axle 

The hoobare pushed aside by the bow'scup, The cup 

Detail OF Pivot 

-also pushes the loading.lock up 10 receive the ne,t 
ball. 

The pivol arm is $1:1 in the slone of the fortifica· 
tions. The catapult is lraversc:d. at a rate of 60" per 
round by me six dwarves that (ranI: the axle. 
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PnONuNciatioN Guit>e--­
Unless otherwise indicated, letters are 
pronounced more or less as they are in 
English, 

Vowels 
a: Prortounced as the aspiration "ah" 

(as in an exclamation of satisfaction, the 
" h" somewhat gurru ral). 

e: Much like the short "e" in "met," 
but lips held tightly ro teeth. 

i: Much like the " i" in " kill," but lips 
held tightly ro teeth. 

0: Long 0 (as in "cold"), but very 
short, almost like a cough. 

u: Long u (as in "brute"), but very 
short, like a cough or grunt. 

y: Long e (as in "green"), but lips 
held tightly ro teeth. 

Diphthongs a nd Letter Com bi na­
tions 

dw: Much like "dv" or "df' (the 
word "dwarf," then, would be pro­
nounced much like "dvarf ' or ··d fa rf' 
in the dwarvish rongue). 

gh: Like the hard g in "get," but 
mostly internalized- little or no ai r 
passes the speaker's lips when pro­
nouncing chis. 

jh: Like the "zh· ' sound in che word 
" pleasu re," but teeth rogether. 

rr: Slight "d·· sound to each r, as in 
Spanish pronunciation. 

[5: Halfway berween " tS" and " dz;' 
teech clenched. 

Cl)anacteR 
ADvaNceMeNt iN 
Rocl{/JOMe ------
Before we go on to talking about the 
geography and communities of Rock­
home, let's discuss player-characters in 
Rockhome ... and how they can become 
important and influential dwarves in 
this nation. 

In your campaign, it 's likely that one 
or more dwarves will want to better 
themselves and, perhaps, cbeir clans, by 
seeking greater statuS and· influence in 
the court of Rockhome. 

All dwarven characters-except those 
who were rolled up as part of King 
Everast 's family-scarr OUt at the 
worker, or toren, social rank. It's per­
fectly all right for a dwarf-character to 
remain a worker through most of his 
adventuring career, but eventually he 
may wish to become more influential. 
So, how does a dwarf r ise above worker 
status? 

The leaders (domrs, or fami ly heads, 
and evedars, or military captains) are 
the next step up from workers. To be a 
dotar, a character must be of Adult age 
(50 + ) and inheric leadership of his 
family from his parent or parentS; usu­
ally the character will be expected to 
marry and sire or bear children as well. 
This can be done in the ord inary cou rse 
of a role-playing campaign, as the OM 
wishes; if it will prove interesting for the 
campaign, he can have the character's 
parentS perish or choose to Step down as 
family leaders, dropping that responsi­
bility squarely in the lap of the player­
character. But don't let bori~ family 
doings dominate the campaign from 
that poim: keep things interesting. Per­
haps this is a military family that likes to 
go on adventures tOgether; perhaps your 
campaign iS1heavy into Rockhome poli­
tics, and ure characters have to deal with 
policical/maneuvering in the Grand 
Councj( berween fighting expeditions. 

To become a military captain, the 
character should have been playing as a 
military dwarffor several levels, proving 
himself ca pable of command and of 
shouldering responsibility. In che course 
of the campaign, he can be promoted to 
the sergeant rank, prove himself there, 
and then receive a normal or field com­
mission to the rank of captain. 

In either case, a character shouldn't 
receive a leader posicion until he·s at 
least at 6th experience level, for either 
dwarf or dwarf-cleric. 

Then, there's the officia1. There are 
several ways to become one. He'll be a 
senator auromatically if he becomes che 
head of a family with at least a thousand 
members, wh ich could be managed as 
early as 6th level. Otherwise, he·ll have 

to prove himself to appropriate higher­
ups and receive an appointment. A 
dwarf who was adept at dealing with 
humans and learn ing languages could 
find himself posted as ambassador to 
some foreign land. One who proved 
capable at rulership might be appointed 
as governor or mayor of some Rock­
home community. One who was partic­
ularly able at advising the King on one 
fi eld of importance (such as trade, for­
eign policy, tradition, etc.) might be 
appointed a ministerial position. A 
long·time military dwarf could receive a 
generalship. 

In most of these cases, the dwarf 
should be at least eighth level, or tenth 
in the case of the generalship. 

Alternatively, the dwarf reaching 12th 
level could petition the King to allow 
him to found a new colony or commu­
nity-in Rockhome or elsewhere. How­
ever, the Dwarf.King would only grant 
such a request to a dwarf who was well­
known ro him by reputation. Who 
would co nfer such a tid e on an 
unknown ? This means that, to become 
the leader of a new clan or community, 
the dwarf will have to role-play in the 
context of Rockhome family, clan, and 
governmem politics; it wouldn't hurt to 
be famous as an adventurer eiche r. 

Also at 12th level, the dwarf could 
come under conside ration for the tide of 
dan Jeader (evedorar), particularly if he 
is the ch ild of the current clan leader or 
if the clan is in a leadership crisis and he 
is a strong and well.respected leader of 
dwarves. 

There are only cwo ways to become a 
noble dwarf (romar); to be born into the 
family or to marry into the family. If the 
player rolled up a noble origin when cre­
ating his character, he doesn·t have ro 
worry about it. If not, the character 
could conceivably become interested in 
(qr of interest to) one of the young noble 
dwarves, eventually resulting in a mar­
riage alliance ... but that's something 
that has to be played out in the context 
of the campaign. 
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In this seCtion, we'lI talk about some of 
the things that dwarves do wh ich no one 
else does, and other tasks at which 
dwarves excel. 

DwaRveN PROfessioNS­
Assuming you're using the General 
Skills section from the "Players' $ec­
tion," you may be asking you rself, "But 
what do these skill rolls mean within 
dwarven society? Is a roll of 12 good? 
How about a 15 ? Is a 9 terrible?" 

WileN 'Co ROII - -----
In general, a dwarf-character should 

only have to make the skill rolls for his 
dwarven crafHelated skills in extraord i­
nary circumstances and for extraordi­
nary projects. 

On an ordinary, day-co-day basis, a 
dwarf will nOt have to make his skill rolls 
JUSt to earn his living. The means by 
which he uses his skill to earn his living 
are given in the " Owarven Society and 
Politics'· chapccr. When crearing ordi­
nary objects, the dwarf JUSt devoccs the 
hours necessary and, voila, the object is 
created. This is best for assembly·line 
sore of crafting, such as when a dwarf is 
trying to crank OUt a lot of weapons in a 
shorr time. The OM can make the 
dwarfs craft roll fo r each object that is 
significant to a sroey or upon which an 
important cha racter's life depends; the 
OM should remember to gi ve the dwarf 
bonuses for extra time taken , if any, and 
for the quality of his tools and faci li ties. 
If the roll fa ils, the object will, toO, at 
some critical juncture in the narrarive­
chosen by the OM. 

Now, when the dwarf is using his 
skill ro try something unusual, very 
important to the plot, or difficult, he 
should roll it himself.. after you've 
assigned him the appropriate positive 
and negative modifiers. For instance, 
the dwarf may be trying to design a 
rockfall trap under circumstances of 
very li ttle rime or insufficient dwarfpow­
er. He'll need to roll his skill ro see if he 
is successful. 

You may not wam him ro know 
whether he's succeeded or failed in his 

Special DwaRveN t::asl{S 
attempt. Have him close his eyes when 
he rolls, or have him roll the d ice 
between your hands, where he cannOt 
see them. A spectacularly bad or good 
roll means he knows immediacely chat 
he failed or succeeded; a more ordinary 
roll, within. say, 4 of success or fa ilure, 
means he can't be sure he 's succeeded 
until che actual event when the tra p is 
sp ru ng. In fac t , wi th enginee red 
devices, the trap may work perfecdy 
when ie's being tested and then fail in 
the acrual application (another possible 
outcome of a dwarfs failed skill roll). 

WIlat DiffeReNt 
Rolls MeaN ------­

So, what do different levels of skill 
rolls mean? 

If che sk ill roll is 3-5, it ind icates a 
basic understanding of the skill (or any­
th ing else, fo r that matter). Someone 
with this level of metalsmithi ng, for 
example, has a basic grounding in the 
skill and is ca pable of forg ing simple 
objects; he can te ll the difference 
between shoddy goods and well-crafted 
metals. However, in a pinch (such as 
having to forge a magical ieem, or setting 
up a smithy by himself), the character 
would have ro make his skill roll and 
would probably fail. 

If the skill roll is 6-8, chat indicates a 
fa ir grounding in che skill but an inabil­
ity to r ise above apprentice level. Some· 
one with this level of woodcrafting, for 
example, is capable of evaluating woods, 
of doing basic carving tasks, and of 
using the oils and treatments necessary 
for preparing the woods, Given enough 
time, he can work up detailed and pro­
fess ional woodca rvings, and could set 
up a woodworkers' workshop; in a situ­
ation where haste is necessary, he would 
have to make his skill roll, and would 
probably fa il. 

If the skill roll is 9- 12, the charaCter 
has a good, solid grounding in the skill 
but will never rise to true mastery; his 
ultimate rank in this skill will be jour. 
neyman (the rank between apprentice 
and master). Someone with this level of 
engineering. for example, is capable of 

working up plans for a fine, solid build­
ing or wall or dam or road, and then 
overseeing the building. He can set up 
workshops necessary to his profession 
and can train subordinates as appren­
tices. Given a difficult task, such as an 
intricate building facade or secret tu n· 
nels which don't weaken the bu ilding 
superstructure or bu ilding a wall under­
water, he'd have to make his skill roll, 
perhaps at mi nuses, and could fail. 

If the character's skill roll is 13- 15, he 
has an excellent command of rhe skill. If 
he continues at th is skill level fo r many 
years (20 among humans, 40 or so 
among dwarves), he wi ll grudgingly be 
considered a master at it. Someone with 
this level of goldsmithing, for instance, 
is able to create golden objects of excel­
lent design without usually having to 
make hi s skill roll; he can train subordi­
nates th rough journeyman level of abil­
ity; he can set up workshops for his 
craft. Given a d iffic ult task, such as 
duplicating another master 's work, he'd 
have to make his skill roll. 

Ifrhe charaCter 's skill roll is 16- 17, he 
has a marvelous command of the skill, 
defin itely a master's level of ability. 
Depending on the craft·guild's politics 
and the character 's own personality, he 
should be granted the tide of master 
within a fa irly shan span of years (e ight 
among hu mans, 15 or so among 
dwarves). Someone with this level of 
jeweicrafting, fo r instance, is able to cre­
ate jewelled objects of marvelous design 
without having ro make his skill roll; he 
can trai n subordinates through master 
level of ability; he can sec up workshops 
fo r his craft, and act as an "efficiency 
expert·' for lesser maSters and their 
workshops. Given a difficult task, such 
as duplicating another master's work, 
he'd have to make his skill roll, but is 
likely ro be familiar with almost eve ry 
master's works in his fie ld. 

If the skill roll is 18 or mo re, that 
indicates a genius-level command of the 
skill. The character wi ll achieve mastery 
about as fast as someone with a roll of 
16· 17 (craft politics only allow for a cer­
tain speed when achieving mastery). 
Someone wieh th is level of engineering, 
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for instanc~ . is able ro design s(tucrures 
which baffie lesser masters with me 
genius of their design. Someone with 
this level of ability is, on occasion, able 
to make significant contr ibutions ro the 
anistic level or his craft. A genius·level 
craftsman can train subo rdinates 
through maste rs level of abili£)'; in addi­
tion, he can set up workshops for his 
ernft and act as an "efficiency expert" 
for lesser masters in his craft. Given a 
difficult cask. such as dupli cating 
another master's work, he has to make 
his skin roll. but will probably succeed . 

Since, with the General Skills rules 
given in rhe " Players Section:' most 
craft-related skiUs are based on a charllc­
rcr 's JnreUi~nce, a character with an 
Inrelligence jf 13 is likely to have several 
skills at a skill roU of 13 and one wim an 
Intelligence of 18 wiU have several at a 
genius-level skill roU of 18. What this 
indicates is that many dwarves (and 
humans, elves, halflings, etc.) arc Ren­
aissance men, masrers of several crafts tU 

once, which is not uncommon. 

t:iME! aND M aNpoWEn.---
So. how much time and manpower 

does it take ro build things, ro make 
weapons and armor, ro sculpt starnes, 
and so on? 

We derermine this by find ing OUt 
what ry~ of job chis is (craft or con­
struction), how many dwanoes a~ work ­
ing, and what the object is warrh (in gp). 
Then we apply these numbers and facts 
ro the following formulae. 

in the followi ng figu res, be aware that 
the average dwarven working day is 10 
hours. If a job takes 500 hours, then, 
one dwarf can do it in 50 days, or five 
dwarves can do it in 10 days. 

Craft o r Connrucrion? 
As a general guideline, a "craft " job 

is one mat involves the making of a 
weapon , piece or suit of armor, or work 
of art. A "COnStruction " job is one that 
involves the making of a dwelling, build­
ing, sh ip, wagon, or public work (such 
as a dam or road). 

Value of Jo b 
The value of a job is usua lly deter­

mined by the tables and figu res given in 
the various D&D~ games and supple· 
mentS. Fot exam ple, if you look at the 
equipment list in the Expert set, you'll 
see that a sword is worth 10 gp; if you 
commission a sword ro be made, the 
value of the job is to gpo You can com· 
mission especially artistic jobs, worth 
more than absolutely necessary. For 
example. you might wam a sV/Ord with a 
gold-inlaid blade and gem-studded hilt, 
and so commission one for whatever 
extra amount you wam (the more gold 
you spend, the more gold and gems you 
get), for 15, 100. or 1,000 or more gpo 

Time Taken: Craft 
Take a look at the following table. The 

left column shows the gold'piece COSt 

(market price) of the job. The mjddJe 
column ("Divisor" ) shows you what co 
multiply that gp CO$( by in order co get 
the number of days' work the job will 
take. 

Example: A piece of jewelry is worch 
500 gpo To find out how long it mkes ro 
make. mu/o'ply 500 by the Divisor of 1/ 
20. The result is 25; char's how many 
days it rakes co make. 

The third column lis(5 me Skill level 
mat me craftsman dwarf must have in 
order to create something of this value. 
If more than one dwarf is working on 
the project , all must have me skill perti­
nent co the job at the listed Skill level. 

GP Value of Job 
1-8 
9-32 
33-1 25 
126-500 
501 -1,000 
1,001·2,000 
2,00 1-16,000 
Above 16,000 

Divisor 
1/2 
115 
1/10 
1/20 
1/50 
1/100 
1/250 
1/500 

Time Taken: Construction 

Skill Level 
3 
5 
7 
9 
12 
14 
16 
18 

A construction job rakes one day (in 
the game-world) for every 500 gp being 
spent on the construction. 

Dwarfpower Necessary: Craft 
The figures given alxwe for " Time 

Taken: Craft" a re figured for one dwarf 
craftsman working on the job. The OM 
determines if the job can have moce 
than one crafudwarf working on it. If it 
can, the work may be divided equally 
between the available dwarves. Thus a 
50-day job worked on by 10 dwarves 
\\'Odes out to taking only 5 days. All 
dwarves working on the job must be at 
me minimum skill level necessary fo r 
the job (see below). 

Dwacrpower Necessary: Construc­
(ion 

The larger a project is, the larger the 
work·force must be in order ro maintain 
mat one-day·per·500·gp figure . This is 
because more grandiose projeers requir-e 
more workers and specialistS. and with 
larger reams you 'll see a Unle more inef. 
ficiency than with smaller reams. But 
the larger number of workers doesn '( 
make me p roject COSt any more: me sala­
ries of all workers are figured in the con­
struction COStS, as given in the Expert 
rulebook, page 23. 

Work Boss's 
GP Value Force SkiU 
of lob Size Level 
I I 3 
2 2 3 
3-4 2 3 
5-8 3 4 
9- 16 3 5 
17-32 4 6 
33-64 4 7 
65-125 5 8 



Work Boss's 
GP Value Force Skill 
of lob Size Level 

1·2.50 10 9 
251-500 20 10 
501.1,000 25 I I 
1,00 1-2,000 30 12 
2,00 1-4,000 35 13 
4,00 1-8,000 40 13 
8,001-16,000 45 14 
16,001-32,000 50 14 
32,001-64,000 55 15 
64,001- 125,000 60 15 
125,001-250,000 65 16 
250,001-500,000 70 16 

For job COS tS above 500,000 gp, add S 
men (or dwarves, or wharever) per 
100,000 gp value , 

omen Notes------­
The numbers given for the above 

objects represent buyers' figures, This 
means that, when a buyer wants to com-

mission an object, the above rules say 
how long the craftsmen take and how 
much they charge the buyer, 

The numbers aren't to be used by 
player-characters, ever, They don't mean 
that a PC dwarf can sit down during a 
three-year game hiarus and create some­
rhing worth half a million gp and sell it 
fo r that amount, Most of that money 
goes inro materials and labor COStS; 
much goes to taxes, We already have 
rules for finding OUt how much money a 
dwarf craftsman can earn (see " Owar­
ven Sociecy and Politics"); these rules 
don't overlap those, 

Dwarves, as migh cy craftsmastetS, are 
able to craft magical items-even 
though they are beings who tend to be 
resistant to magIc. 

In ge neral, they only create magical 
arms and armor, but sometimes they 
Stray into the field of miscellaneous 
magIc. 

Special DwanveN t:a.skS 

'Cl)e Basic Pnocess----
In order to create a magical item, a 

dwarf-craftsman spends time, spends 
money, and spends (loses) some of his 
own experience points. 

This is how it 's done. 

Needed Abilities 
To create a magical Item, a dwarf­

craftsman must: 
(A) Be 12th level, at least 1,400,000 

experience (for a dwarf) or 1,000,000 
experience (for a dwarf-c1eric)-that is 
to say, at the expetience level where he 
automatically takes 112 damage from 
spell effects; 

(B) Have a skill pertinent to the crea­
tion of the magical item (i.e., if the mag­
ical item to be created is a weapon. the 
dwarf requires smithing or weapons­
mithing skill; if it's a ring, he requires 
goldsm ithing or jcwelcrafting skill; etc.); 

(e) Have access to workshops, tools, 
and mater ials pertinent to his needs. 



, ,",-. ." ~ 
• -, •• , .• ~ '"'' .... ""'''''~''¥~ - ,7; ~"'I., .......... ,-,",,~,~.. -'. . 

SpE:cial DwanvE:N t:aSI<s 

VVeapONs--------------
In order to bestow "to-hit" and 

" damage" bonuses on a weapon, the 
dwarf enchants the weapon as he him­
self creates it. He'll spend rhe time and 
money necessary to creare the ordinary 
weapon, plus time and money to 
enchant ir. 

To find out the base enchantment 
cost (in gp), take the COSt of the basic 
weapon (in gp), multiply that by the 
weight of the weapon (in en), and then 
multiply dm by 5. 

Example: The Base Enchantment 
Cose of 11 battle-axe is 2, I 00 gp: 7 (gp, 
original weapon cou) x 60 (en, original 
weapon encumbrance) x 5. 

This base encha ntment gives a 
weapon + I to hit and damage-or a 
-I, if the dwarf is creating a cursed-type 
weapon. 

To create a weapon with a greater 
plus (or minus), multiply the Base 
Enchantment Cost by rhe plus_ 

Example: Taking that new battle axe 
with the + 1 enchanunenr and then 
improving ie ro a + 3 weapon, we acw­
ally spend 6,300 gp: 2, 100 gp (the Base 
Enchanunenr Cose) x 3. 

Important Note: The Base Enchant­
ment COSt for weapons should be nOt 
less than 100 gp, and fo r armor nOt less 
than 3,000 gp_ Daggers are considered 
short swords for purposes of calculating 
their Base Enchantment Cost. 

Experience Spent 
Whenever he creates a magical item, 

the dwarf-craftsman loses some of his 
own experience: basically, he's purring 
some of himself into every magical item 
he creates. 

The amount of experience he loses is 
equal to three times the SP in the 
enchancment cost. 

For instance, if creating a battle axe 
+ 3, the dwarf-craftSman loses 18,900 
of his own experience poi nts (enchant­
ment COSt 6,300 gp x 3). 

This experience is gone forever; of 
course, he can always earn more experi-

encl'. 
If the experience spent drops the 

dwarf craftsman to the next lower expe­
rience level. subtract rwo of his hit 
points (he's at an experience level where 
he gains twO per level, so it's easy ro 
keep track). 

Time Spent 
When creating a magical item, the 

dwarf spends the rime necessary to cre­
are the ordi nary object, plus one week 
for preparing the magical ingredientS 
and elements of the enchantment, plus 
one day per 1,000 gp for the enchant­
ment COSt. 

(Preparing magical ingredientS and 
elements consists of find ing interesting 
magi cal components-such as the 
blood of a red dragon, used to temper 
weapons for magical bonuses, or the 
hide of a gargoyle, used to imparr rough­
ness intO armor-and rhen transporting 
them back ro the forge and preparing 
them for use.) 

Skill Roll 
There's one imporcant danger when a 

dwarf is creating a magical item: the 
chance that the enchantment process 
will fail. 

When the dwarf is creating his magi­
cal item, he must make his perrinem 
Skill Roll_ 

He receives a -2 ro his skill roll for 
every plus or minus to the weapon or 
armor bonus. For inscance, a battle axe 
+ 2 would be a -4 to his roll, a + 4 
weapon would be a -8, and so on. 

If he makes rhe roll, the weapon is 
enchanted. If he fails it, the enchant­
ment did nOt cake and the weapon is 
ord inary, bur the dwarf loses that experi­
ence COst anyway. 

For this reason, only the most gifted 
of dwarf-craftsmen tend to create magi­
cal items. 

limits of Bonus Enchantment 
A dwarf-c raftsman can only enchant 

weapons and armor up to a bonus/ 
penalty or + 5 or -5. 

Here's an example, from start to fin­
ish, of how a dwarf creares a magical 

weapon. 
The dwarf wants to create a (normal) 

sword + 3 fo r a human aUy. 
A normal sword, as explained in the 

Expen rulebook, page 19 ("Weapons 
and Equipment," weapons list), COStS 10 
gp and weighs 60 cn. 

As we see in the "Craft Goods" table 
earlier in this section, a lO-gp item takes 
2 days to make (multiply the lO-gp value 
by the divisor of 1/5) and requires a skill 
level of5 . Well, a dwarf craftsmaster cer­
tainly has char. So, JUSt to fo rge the 
sword will cake him twO days. 

The enchantment cost for the weapon 
is going to be 9,000 gp (cost 10 gp )( 
weight 60 cn )( 5 )( 3 for the " + 3"). 
The time the weapon will cake ro fo rge is 
18 days (2 days for the basic weapon, 
one week for doing magical prepara­
tion, and 9 days- l day per 1,000 gp 
spent on the enchantment)_ 

The dwarf loses 27,000 experience 
pointS (9,000 gp enchantment COst )( 
3) in the forging of the weapon. and he 
must make his weaponsmithing roll at a 
-6 for the + 3 bonus. (If he fails , he's 
left with an ord inary sword.) 

High-Quality Goods 
If a dwarf wishes to starr with a high­

quality item as the basis for his magical 
item (for example, a 500-gp hammer as 
the basis for a hammer + 2, he doesn'r 
use the acrual COSt of the weapon as the 
basis fo r his base enchantment COSt. 

To get the base enchantment COSt, he 
uses the statistics for an ordinary, 5-gp, 
50 cn wa r hammer_ 

However, he adds that base enchant­
ment COSt and time ro the COSt and time 
fo r creati ng a 500-gp craft item (15 
days, 250-gp COSt). 

So, a beautiful, inscribed, etched, 
gold-inlaid dwarven war hammer + 2 
would cost 2,750 gp (250 8P fo r crea­
tion of the initial item, plus 5 gp X 50 
cn X 5 X 2 fo r the + 2). 

To make it would cake 25 days ( L5 
days for the beautiful normal weapon, 
plus one week, plus three days for the 
2,500 gp of the enchantment cost), 

It would COSt the craftSdwarf 7,500 
experience points (enchantment COSt of 
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2.500 gp x 3). He would have ro make 
his weaponsmithing roll at a -4 (for the 
+ 2 bonus). 

I('s possible to spoil [he creacion of a 
magical item by starding or interrupting 
the craftsdwarf at critical points in the 
forging process. Such critical points 
occur once per day that the dwarf is 
crafting the object. An enemy cou ld wait 
fot this critical juncture-easily recog­
nized by the meditative state the dwarf 
has sunken inro. by the magical/mystical 
sparks flying off the fo rb'f as he works­
and then sta rtle, shove. or otherwise 
interrupt the dwarf to the extent [hat the 
whole project is ruined. It's a good thi ng 
ro do when heroic dwarves are trying ro 
Stop the forg ing of an evil object; but 
enemy dwarves can do it to ou r heroes 
as well. 

ARMOR---- -----
Creating magical armor is done in a 

very similar fashion. with one differ. 
ence: 

To get the Base Enchantment COSt. 
take the normal armor price, multiply 
by [he encumbrance. and then divide 
that tOtal by three. 

Example: Base Enchantment Cose (or 
plaremail armor is 60 (gp) X 500 
(encumbrance) divided by 3, or 1000 
gp roail. 

As with weapons, the Base Enchant· 
ment gives the armor a + I bonus; fo r a 
highe r bonus. mult ip ly the Base 
Enchantment COSt by dle fi nal bonus. 

Use the time-fo r-creat ion ru les, 
chance of success ru les, and experience 
COSt rules as per weapons. 

MiscellaNEous MaGic---
Dwarves, working by themselves, can 

create arms and armor with magical 
bonuses to hit and damage, but that's all 
they can enchant, working by them· 
selves. 

To create a " miscellaneous" magical 
item (thar is, one which duplicates a 
spell effect> or to PUt a spell effect in a 
weapon or piece of armo~ they need the 
help of a magic·user. (Because the 
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dwarves are usually suspicious of magic­
users, such magical items tend to be 
rare_) 

The rules for this son of enchanunent 
are fo und in GAZ-3. nu~ Principalities 
orG/aneri. 

Some general notes for using these 
magic-creacion rules with those: 

CosrorEnchantmenr: The dwarf pays 
his experience for the enchantment of 
plusses or minuses intO the weapon or 
armor. But the COSt for spell-effect 
enchanunent is paid only in gold, as per 
the GAZ-3 rules. The dwarf and the 
magic-user will work out for themselves, 
in the context of the campaign, who is 
paying how much gold for whar. 

Enchanrmenr Success: The dwarf 
makes his skill roll for the success of the 
weapon/armor bonus/penalty. and the 
magic-user makes his success roll (as 
shown in GAZ-J) for the successful 
enchantment of other effects. 

Effects of the Forge o f Power 
If the dwarven crafunaster is allowed 

by his dan leader to use the dan's forge 
of power (see the Companion rules) to 

create his magical items, the time spent 
on the object is cut in half (round 
down). Gold and expe ri ence COSt 
remains the same. 

In order to allow a human magic-user 
to emer the smithy where the forge of 
power resides, the dan leaders would 
have to know the human very, very well; 
he would have to have been a dan-friend 
fo r years. 

DwanveN ScieNCe ---
Dwarves are also known fo r thei r 
strange scientific developments, mostly 
in the field of mechanical engineering. 
They create new types of engines, new 
conveyances (i.e., traveling machines), 
new fa rming equipment, etc. 

From a campaign penpective, dwar­
ven science has three applications: ena­
bling devices, adventu re opportun ities, 
and comedy effects. 

ENabliNG Devices----
An enabling device is a plot device 

which allows the characters to do some­
th ing they couldn't do before, in order 
to provide them with some story oppor­
tunities they wouldn't have othe rwise. 

For instance. while dwarves can run­
nel and explore caverns, they can't gen­
erally dig down 500 miles in order to 
d iscove r the lost world which exists in a 
massive cavern deep beneath the su r· 
face of the earth. But if the dwarves just 
happen co create a mole-shaped digger­
machine with a great spinning drill at 
the nose , and if the player-characters JUSt 
happen to be receiving the grand tour of 
the d ri lling machine just as a mechani· 
cal accident causes the door to slam shut 
and the drill co begin its descent imo the 
earth, then the characters have been 
enabled to visit ch is setting when other­
wise they wouldn't. 

So, dwarven science can be used to 
open new realms for the p layer­
characters to explore. Some sample 
devices which do this are: 



Th~ Proro-Z~p~Jin, a rigid airship 
consuucced of dragon-hide. with a fire 
eJem~nmJ (conju red by a friendly non­
Glantrian magic-user) heating the con­
rained air fo r lift , a woven-wic ker 
gondola slung underneath for passen­
gers, and pedaJ-powered propeUors for. 
travel. It aUows the dwar~s to visit aer­
iaJ realms such as kingdoms built on 
clouds. 

The Steam- Powered Dim ension­
Launcher, a giant ungainly machine 
which includes a factOry-sized coal­
burning steam boiler, which can launch 
dwarven parties intO alternate dimen­
sions and realities (and sometimes even 
retrieve them). 

Til e D rill·No se M ole Digge r, 
described above. 

All these dev ices will allow characters 
ro have advenrures where they ordinarily 
wouldn't. 

AOVeNtune OppontuNities­
AU th is new technology can p rovide 

fo r some Straightforward adventures in 
ordinary settings, as well. 

For example, see the " Menl Amok" 
adventure in me "Advenrure Ideas" sec­
rion: new gianr war-craft can be stolen 
and used against the dwarves, prompt­
ing the player-characters to destroy or 
recrieve the objects. 

A new device can be built to help 
heroes deal with an otherwise unstoppa­
ble monster. A dandy example is the 
"Apocalypse Then" adventure from 
GAZ·3, The Principalities orGJanrrj. If 
the OM has that Gauneer, he should 
read that adventure; players should not. 

COMEDy EffEctS-----

Perhaps most commonly, dwar~n 
rechnology should be used as a comedy 
element. New devices that don't work 
right (the experimental train that con­
sisrencly jumps its cracks and heads 
straight for the nearest ravine. the siege 
engine that rends to catch u p and hurl 
it'S operators, the new flying device that 
won't come down again and so carries 
its i n~ntors away ovtr the mounains, 
and so forth) should frtqutntly be in the 

background as evtnts unfold in the 
dwarf nation, both to provide comic 
reuef and to reinforce the idta that the 
dwarves are consantly learning, devel­
oping, and engineering. 

Wlja! You SljoulDN'! Do--
It 's important, though, thac this dwarf 

technology nOt usually develop inven· 
tions truly important to the scitnti tic 
progress of the world. 

If, for instance, the dwarves create an 
effecti ve and viable zeppelin , then 
within a few years aU the nations wiU 
have them. 0 0 you. tile OM, wanc zep­
pelins all over your world? If so, then 
this is fine ; if nOt, tOO bad. You've estab­
lishtd that the d warves have creared an 
effi cie nt and viab le lighter·than-ai r 
craft . O nly OM inrervention can keep 
the invention from spread ing, and toO 

many occasions of OM intervention will 
strain your players' willing suspension 
of disbelief in your game-world . 

So, in general, when the dwarves 
invent something which the player· 
characters use in an advenrurt, the 
invention should be irreplaceable, and 
be destroyed during the ad~nru re, or 
be experimental, and not live up to 
expectations, so the inventors ake the 
wreckage back and dtcide to tinker on it 
for anomer couple of decades. 

(Your players shouldn't worry about 
this tOO much. Down the line, there'U 
always be anomer such invention ... ) 

Every so orren, every few game·years. 
me OM may wish for the d warves to 
introduce some new sciemific device­
somt thing that other countr ies can 
duplicate and introduct on a more or 
less mass scale. The OM should try ro 
keep the inventions from being big, 
specacular ones, the sort'S which witi 
have a profound effect on socit()'­
unless you wane to change the face of 
your campaign world. 

Examples of inventions to permit: 
wind- and water-m ills, suspe-nsion sys· 
tems fo r wagons and chariou, collaps· 
ible grappling hooks, inrerior plumbing 
(very expensive). 

Examplts of inventions you shouldn't 
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permit (unless you're in the mood for 
profound changes): gunpowder and fi re· 
arms, sream engines, locomotives, cars, 
airplanes. air cond itioning. 

AJso (OM Only) see AC 11-Th(' 
Book or Wondrous Invenuons; it gives 
numerous and humorous examples of 
inventions that can and do cause trouble 
in a fanasy \1,'Orld. 

DwaRveN Cities ----
The dwarves have a very interesting 
manner of building their ci ties. They 
have committed to memory a dozen or 
so " ciry block" layout plans. and their 
cities generaUy consist of these few city 
block patterns repeated again and again 
and again . sometimes angled different 
ways, always individuali zed to the 
whims of me owners and residents. 

For this reason, we've included twO 

ma ps of Dengar, the dwarven capital 
ci()" with this supplemenr: one shows 
the ci()' in a normal fashion , and the 
other, much smaller, shows Oengar with 
tht method described below under 
"The Dwarf Cicy Map." 

Following, we'lI tlllk about the indi­
vidual ci()' block eiemtnts, then about 
how they come togerher, and fi nally 
about the appearance of dwarven cities. 

Dwam leN M ODulaR City 
BIOckS-------­
Now, let's look at the dwarven cicy block 
patterns. Take a look at the back of the 
fold·up map; it shows you the block pat­
terns. 

Each is individually lettered. You can 
photocopy these blocks and arrange 
dwarf cities of your own (permission is 
granted ro photOCopy for personal use 
only); the key numbers printed on them 
are printed in a shaded color. and 
should show up very faintly or nOt at all 
on ord inary copying machines. 

You 'U notice thac all these block pat· 
terns show walls around them. In an 
actual dwarven city, noc all cicy blocks 
have walls around them, though many 
do. Under the heading "The Owarven 
Ci(), Map;' below, we'U d iscuss how you 
d istinguish bety,'een chose that do and 
those that don' t. 
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A: Palace Main Building 
This is the main building of any large 

dwarven palace Structure. A palace 
main building can have several of these 
floor plans "smcked" atop one another, 
as extra floors, so th e key below 
describes what the d iffe rent rooms are 
used for on different floors. 

0) These are steps up to the front 
entrance to the palace. (On upper 
floors, th is area can be squared off and 
ex ist as balconies over the first-floor 
smirs.) 

(2) Main HaU, 
(3) Antechamber into the Throne 

Chamber. Secret doors, righc and lefr, 
open into (4). 

(4 ) In these sma ll c hambers , 
crossbow-ar med guard s watch all 
entrants into the Th rone Chamber; 
these rooms can also be rigged with hid­
eous weapons and booby-traps to d is­
pose of invaders. On upper floors. these 
rooms can have the same pu rpose, or 
can have regular doors and be closets 
and storage rooms. 

(5) The Throne Chamber. It has rows 
of massive columns along irs length and 
an upraised dais at the end , where the 
Dwarf-King and his family sic. Armed 
guards usuaUy stand behind chern. On 
upper floors, this chamber can be a 
massive d ining hall; the larger columns 
are removed and the rear most 30' of the 
hall is walled off as a separate kitchen. 
This chamber, on upper floors , cao also 
be a dancing-hall (for celebmtions); 
again, the la rger colum ns are removed. 

(6) These are offices for ambassadors 
and min isters to the Dwarf-King. On 
upper floors, they can be small suites 
(one outer room, one bedroom) for visi­
tors and for the more important palace 
workers. 

(7) This is the outer chamber fo r offi­
cial meeting· room suites. In upper 
floors, these are the outer chambers of 
living suites fo r members of the royal 
fam ily. 

(8) This is the main meecing room of 
these suites, usually furnished with one 
long table and many comfortable chairs. 
In upper floors, chis is the bed·chamber 
of the living suites for members of the 

royal family. 
(9) This is a secondary meeting room, 

for subcommittees and private conversa­
tions. On upper floors, this is a private 
library or workshop of the suite resi­
deor. 

(0) This is also a secondary meeting 
room. On upper floors, this is the 
clothes-chamber and armory of the suite 
resident. 

(J J) This is a water closet (dwarven 
bathroom), complete with ru nning 
water (in all but the smallest of dwarf­
communities). 

B: Palace Wing 
This wing is a primarily residential 

add-on ro the palace main building 
(above). The indiv idual chambe rs 
include: 

(I) On all floors, this is the outer 
chamber of a living suice. 

(2) On aU floors, th is is the bed­
chamber of a living suite. 

(3) On all floors, this is the private 
library or workshop of the suite resi­
dent. 

(4) On aU floors, this is the cloches­
chamber and armory of the suite resi­
dent. 

(5) This is a water closet, with run­
ning water. 

(6) This is a chamber for menial 
dwarf servants. 

C: Estate House 
This is the sore of building in which a 

wealthy branch of a family lives; within 
the estate walls there may also be other 
buildings (such as apartment and cene­
menc quarters, smithies and store­
houses). 

( I) Main H all fo r dining and convers­
ing. On upper noors, a massive work­
shop fo r the family or a library fo r the 
family. 

(2) Kitchen. On upper floors, a store· 
house fo r the workshop or a se parate 
room for ancient and delicate manu­
scripts. 

(3) Quarters fo r Family Members. 
On upper noors, the same. 

(4) Water Closet. On upper floo rs, 
the same. 

0: Apartment Quarters 
These bu ildings are for dwarves who 

are nOt poor or struggling but also nOt 
members of a family with immediate 
wealth. Each floor of each of these build­
ings generaUy houses about 15 dwarves 
in fair comfort. 

These apartments can be several StO­

ries high. Or, a block can have apart­
ments at gro u nd leve l and then 
tenements (block E) at upper levels; 
notice that che stairwells of Blocks D 
and E match up. 

(1) Open Area. It can contain a well, 
a foun tain , a statue, a pen for animals 
(usually in above-ground cities only). 

(2) Entrance into area. 
(3) Main Entrance to bu ilding. 
(4) Secondary Entrance ro bu ilding. 
(5) Stai rcase. 
(6) Bed-chambers, usuaUy for twO 

mature or 3-4 juvenile dwarves. 
(7) Large water-c1osec, ofren with a 

terra-cotta bathtub and a large fireplace 
(ro heat the tank of water in che wall). 

(8) Secret Room. In case of invasion, 
some of the apartment dwellers can 
squeeze into this chamber ro hide. This 
chamber also holds warer tanks and 
pumping machinery for the bu ilding. In 
apartment buildings with tenement 
buildings atop them, this is solid stone. 

(9) Kitchen. 
( 10) Dining haU. 
( II) Bed-chambers of important fa m­

ily members. 
(12) Bed-chamber and outer cham ­

ber of family heads. 
(13) Family workshop. 
(14) Sroreroom. 

E: Tenement Quarters 
Note: Though this block is labelled a 

'·tenement;' it is not ID be compared with a 
human tl!nement or slum. Ic 's JUSt a large 
residential build ing in which many 
dwarves live. It contains many single-family 
suiteS where d'W3CVeS in the ··poor" and 
··struggling·· categories live; it is also me 
dwacven version of the military barracks. 
Dwarven tenemenrs tend to be clean, 
heavily-populated, and noisy. 

( I) Entrance ro block and inro build­
ing. 



(2) Atrium at [he conjunction of the 
six main halls of the building. This is the 
socializing area of a dwarven renement 
building. 

(3) Durer chamber-living or "fam­
ily" room-of the dwarven quarters. 

(4) Bedchamber for 1-4 adulr or 3-6 
juvenile dwarves (in a barracks, fo r 4-6 
adult dwarf-soldiers). 

(5) Workshop for the family (in a bar­
racks, a bed-chamber for 4-6 adult 
dwarf-soldiers). 

(6) Kitchen and dining area for fami ly 
or soldiers. 

(7) Warer-doset. 
(S) Stairs. 

F: Smithy/Workshop 
This is a block entirely given over ro 

the dwarves' creative work. Such build· 
ings are almost always only one srory 
high. 

(1) Main Area. In the center is the 
workshop's main forge, kiln, foundry, or 
other element. Surrounding are rnbles 
ropped with raw materials, tools, half· 
completed projectS, etc. 

(2) Srorage Rooms. Raw materials. 
uncompleted projects, and completed 
projects are srored in these rooms. 

(3) Secondary workshops. NOIr that 
these chambers tend ro have th ick walls 
and multiple sets of doors; this is ro help 
keep noise ro a minimum. 

(4) Resting room. On those rare occa­
sions when the dwarves need ro Stop 
working and rest their ears and ~s, this 
chamber is set up with cors, chairs and 
rnbles fo r relaxation or qu iet work. 

(5) Water doset. 

G: Storehouse 
Like the smithy/workshop, the store· 

house is usually only one floor, though 
the building may be 30' tall and higher. 
The floorplan for rhe building shows four 
individual chambers, bur they share a 
common roof and are part of one contino 
uous build ing. 

(I ) Main Access Way. 
(2) Secondary Access Way. 
(3) Sroreroom. It may be filled with 

chestS of foreign products, boltS of fo r· 
eign doth, domestic or imported grains, 

racks of beverages, shelves of craft-goods, 
or any number of other things, 

(4) Records Office. 

H: Small Park 
Th is area is used for quiet en joyment; 

the dwarves have less need of such things 
than humans, but they do have small 
parks in all their larger cities. 

(I) Entrance. 
(2) Paved or narural-earth path. 
(3) Bridge over stream. 
(4) Upraised pool, with small waterfall 

cascading into (5). 
(5) Stream; flows under the bridge at 

(3), to the pool at (6). 
(6) Downstream pool; the watercourse 

ends here, with the water being pumped 
by machinery to other parks or places in 
the city. 

(7) In above-ground dwarven cities, a 
tree; in below-ground dwarven ciries, a 
giam fu ngus. 

(S) In above·ground dwarven cities. 
grass; in below-ground dwarven cities, a 
lichen-like plam growing on srone. 

I : Forum 
Though the Senate Grand Council in 

Lower Dengar is most famous. many 
dwarven cities have a forum where citi· 
zens may air grievances or political 
bodies may conduct debates. 

(1) Small Meeting Rooms. 
(2) Mai n Foru m. Raised scaring 

around the floor accommodates hun· 
dreds of speCtators (or senators). On the 
floor is mote seating surrounding an 
upraised dais upon which the debate 
moderaror or senior (moderating) sena­
tor sirs when the fo rum is in session. 

J: Main Streer 
This is a primary traffic conduit 10 

dwarven cities. 
(I) Main entrance into the block. 

although this end of these blocks is sel­
dom walled. 

(2) Secondary, or alley, entrances into 
the block. often walled. 

(3) This area may be open for traffic, 
or may be set up with merchants' stands, 
especially in Upper Dengar, Greensron, 
and other areas heavy with humans. 
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(4) Main room of a sereetSide busi­
ness, usually a shop specializing in one 
specific type of goods. 

(5) Main room of some large screetSide 
businesses; this may be the display room 
of the shop, or the taproom of a tavern, 
for instance. 

(6) Storeroom. 
(7) Workroom. 
(8) Office. 
Stairs lead up to what are usually the 

operators' quarters on the second floor; 
with taverns, the second floo r is often 
mostly inn rooms. 

K : Plaza 
This is a large public plaza and is inci­

dentally a four-way intersection for main 
streee blocks. 

(1) Entrance. This matches up with 
the main entrances to rhe main sueet 
block. 

(2) Plaza Center. This can be a large 
fou ntain, a huge starue on an upraised 
Step dais, a speakers' platform, or any 
other monument. 

(3) Main room of small business. 
(4) Stairs to upper room. 
(5) Sroreroom or preparation room, 
(6) Office or workroom. 

L: Cit)' Wall Compo nents 
Owarven city waUs are massive con­

struCtions, usually 50' thick: twO 10' 
thick sections of stone wall with 30' of 
earth or rubble in the center. Circular 
srnircases allow access to the rop; battle· 
ments facing the outSide line the top of 
the wall. 

Along the center of each wall is an 
access runnel, straight down the cenrer, 
never varying left or right, but d imbing 
and descending fro m twenty feet below 
ground level to near the top. This is so 
that enemy sappers have a very low 
chance of runnelling into the dwarven 
access runnel. 

These dwarven access runnels allow 
the dwarves ro use secret exit runnels to 
places outside the cicy walls, for sorties 
against the enemy, to get supplies inro the 
city. or to get important persons into or 
our of the city. 

The walls also fearu re defensive tOW-
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ers with missilier windows which are Cut 
into the stone at an angle; they allow the 
mjssile-firer great freedom of angle while 
providing him very good protection from 
incoming missiles. 

This block section is designed to be 
CUt into three pieces; if can be cut in half 
horizontally across the center, and then 
the upper half can be CUt in half verti­
cally. When it's apart, you get: 

(1) Wall Corner: This is where the 
dwarven wall takes a 90·degree rum . It 
fearures the usual staircase and defensive 
tower. 

(2) Gatehouse $eetion. This is where 
major entrances into the walls are built 
and defended . The square extension in 
the center of the wall is a gatehouse, and 
under it is a 30' wide access into the ci£)f. 
This access is protected by a drawbridge 
and gate on the outside, gate on the 
inside, and two heavy portcullises, at 30' 
intervals, on the inside. The gatehouse 
over the access is riddled with holes 
allowing dwarves in the gatehouse to 
drop molren lead and oil and fire cross­
bow bolrs into invaders who manage to 
get into the access. 

(3) Wall Section. This is the ordinary 
wall section which comprises most of the 
city wall. 

DI<' DWa nV<'N City Map-­
So, to show you a dwarven ci£Y map. all 
we need do is show you small adjoin ing 
blocks labelled ''A,'' "C," and so for th. 

On these reduced maps, solid lines 
beto;veen blocks mean that the boundary 
walls shown fo r those blocks are in 
place. If there are dotted waUs instead, 
the boundary walls are nOt in place. 

Each block is 300' from side to side. 
So, if we show you a map that looks 

like this: 
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It actually means terrain that looks 
like that on page 40. 

You can make photocopies, for your 
use only, of the city block modules; 
when you're runn ing an adventure, you 
can lay them our in the panern of the 
neighborhood in which the characters 
are adventuring, and they' U be able to 
envision thei r surroundings with greater 
prec ision. 

When running such advenrures, be 
sure [() indiv idualize each area as much 
as you can. Though a block's build ing's 
floorplans may be identical, rhe shops 
won't; the apartments of indiv idual 
dwarf fa milies will be dissimilar; exte­
rior buildi ng carvings may differ from 
neighborhood to neighborhood and 
clan ro clan; and so fo rth. 

IN 11)<' DwanV<'N City --­
Lastly, he re are some details of dwarven 
cities and buildings which you can use 
when describing these settings [() your 
players-especially fo r nondwarf char­
acters visiting dwarf senlements. 

Stone. Dwarves like to build with 
big, heavy, dressed stone blocks, some­
times decorated with statu ary. Wooden 
construction is very rare. Stress the 
weighry, dark, ponderous, solid· looking 
natu re of dwarven bui ldings. 

Shor[. Dwarves are short. by human 
sta ndards. Dwarf-building ce ilings 
(except fo r great halls) tend to be about 
6' high. Doorways tend to be about 5' 
high. Humans, especially tall ones, will 
be bumping their heads a lot. However, 
their underground streeu have very high 
ceilings (often vaulted, when artificial; 
often decorated with sralactites when 
natural). 

Air Circulation. Dwarves engineer 
cun ni ng devices to provide air circula­
non 10 their underground cities and 
even in above·ground buildings. These 
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air ci rculation systems involve runnels to 
the surface (often on blind faces of the 
mountain above, places where climbers 
can't see or reach, always protected by 
sequences of heavy grates) and large fans 
at the ciry level (operated by Rockhome 
lizards in the lizard·scale version of 
squirrel cages; they run around in circu­
lar cages. thus powering the fans). 

Water-Pumping. Dwarves are very 
proud of their water-pumping equip­
ment. Most residential blocks have 
water pumped to them. Many buildings 
have tanks on the roofs or in the walls, 
ranks where water is held and some· 
times heated fo r cooking and even bath­
ing purposes. Dwarven cities always 
have large water-sources available to 
them , making sieges hard and tiresome 
fo r the besiegers. 

City Block Walls. You saw that all 
blocks are shown with walls and gates 
around them. Not all are walled in 
actual city·build ing practice. but many 
are-see the maps of Upper and Lower 
Dengar and Stahl fo r examples. This is 
done because dwarves love to build, 
(these waUs are a good traini ng exercise 
for the study of engineering), and 
because all the walls and gates make it 
maddeni ng for invaders to enter and 
sack a dwarven city. Imagine be ing an 
orcish chiefta in and finally penetrating 
the th ick dwarf city walls, only to find 
that you have to batter down a second 
set of gateS just to get into another block 
of territory ... and by the time you do 
mat, mOst of irs residents have retreated 
beyond anomer set of walls, into the 
next block ... and the next.. and the 
next. Laying siege to and taking a dwar­
Yen city is a very dishearteni ng project. 
Ic's usually nOt worth the effore 
expended. 
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A reminder: Only the OM should read 
this and following sections. Players 
should read no fu rther. 

OwaRveN HistORY as tl)e 
OM aND tl)e IMMORtals 
KNOW It------
Dwarven tradition dearly stares that the 
dwarven race-the Rockbam, as they 
often refer co themselves-were creared 
by Kagyar the Artisan, an Immortal 
pauon of arts and crafcs. 

Th is is true, but nOt the complete 
story, which is known only to the 
Immortals ... and to the OM. 

PnEljistottY aNt> tljE 
DWanVES--------
Four thousand years ago, the world was 
very djfferent from what it is today. 
What are now the north and south poles 
were in temperate zones of the planet; 
the area which is now the north pole was 
then the seat of a flour ishing civiliza­
tion, known as Blackmoor. 

The Blackmoor civilization was pos­
sessed of marvelous magical and techno­
logical devices, but unfortunately did 
not have the wisdom always ro use them 
safely. 

So it was that four thousand years 
ago, certain of the Blackmoor devices 
exploded with catastroph ic force and 
effects. The very axis of the planee was 
shifted. Blackmoor became the north­
ern polar region. The previous pole, the 
continent where rhe modern nations of 
Darokin , Thyatis, Ylaruam and Rock­
home are located , was rotated inro the 
temperate region. This continent began 
a thaw (fast by geological standards) 
which was to make it a habitable area. 

The Blackmoor disaster was so cata­
strophic that it even alarmed some of 
the Immortals. Particularly d isturbed 
was Kagyar, an Immortal of the Sphere 
of Matter. Kagyar, fo nd of mortals and 
their creativity, foresaw the possibility 
that they could again destroy themselves 
in the futu re-perhaps wholly annihi­
lating themselves and even destroyi ng 
the planet'S ability to sustain mortal life. 

Eventually, as a means to safeguard ae 
least some of the creative results of mor­
tal cultures, he decided to create a race 
which stood a good chance of surviving 
another such annihilation. 

As his "basic model," he chose the 
Blackmoor-era dwarf race. An ancient 
race, perhaps as old as humankind, the 
dwarves were perfect for his experi­
ment; they were fond of subterranean 
homes, they were skilled crafcsmen, they 
were physically rough. 

He rook these prehisror ic dwarves 
and washed their memories from them, 
that they m ight develop a culture 
untainted by the poison of Blackmoor. 
He created a new language for them and 
instilled them with knowledge of the 
techniq ues of engineering a n d 
metalcrafting. 

He made their nannal affi ni ty for 
underground dwelling inro a drive so 
strong that he knew the techniques of 
subterranean mining and engineering 
would never be lost by the race, would 
always be there for the dwarves ro use. 

He also gave them the potential to be 
very, very resistant to radiation poison­
ing. In so doing, he accidentally gave 
them the potential ro have a similar 
resistance ro magic. As each dwarf 
ga ined in knowledge and experience, he 
would become mystically tied, more and 
more, with the planet itself; at a certain 
point, the link with the mystic forces of 
the earth would give the dwarf a sub­
stantial resistance to radioactivity (and 
to other energy patterns, such as magic). 

By this means, Kagyar ensured that if 
mere were another super-catastrophe, 
there would be a race left, many of 
whom could survive in the deep earth 
during the most punishing times of the 
disaster 's aftermath, the most experi­
enced and learned of whom would be 
able co sire healthy chi ldren in times of 
radiation poisoning. 

With the help of interested Immortals 
from the spheres of Time and Energy, 
Kagyar greatly increased the numbers of 
underground rivers and cavern systems 
in me area he'd chosen for his race·s 
homeland. Even in areas which, geologi­
cally, should nOt have great cavern net-

works, he introduced them, so that h is 
race would have many safe areas i.n 
which to live. 

Finally, and almost as an afret­
thought, he created a prOteCtOr for the 
dwarven race. This creature-the leg­
endary Denwarf-was a golem creared 
from granite, and given the semblance 
of a dwa rf. Unlike many golems, 
Denwarf was fully sentient, capable of 
independent acrion, able to heal in the 
mOftal manner. Like other golems, he 
was more or less emotionless and unag­
ing. 

Denwarf was given knowledge of the 
codes of behavior Kagyar expected of 
the dwarven race, and was instructed to 
protect the dwarves in the infancy of 
their race and to leave them when no 
longer needed. 

Kagyar p laced Denwarf and the 
"new" dwarves upon che slopes of whac 
was to be called Point Everast, and then 
went about his other interests. He d id 
keep a " line of communication'· open 
with the dwarves, by granting clerical 
powers to some of them and listening to 

meir prayers mrough the centuries. 

Eanly ROCI</JOME HistottY­
In the fi rst few centur ies of the Rock­
home dwarven tribe. Denwarf guided 
them on a plan of controlled increase in 
the tribe's size, careful exploration of 
the mountains around them, cautious 
construction of settlements and mining 
enterprises th roughout their lands. 

As the dwarves spread out through 
the mountain region and began settling 
more or less independent communities, 
Denwarf made sure that he, and only 
he, could confi rm each settlement's 
leader in his position, and mat each set­
dement sem a representative to stay at 
Denwarfs court. In so doing, he set the 
precedents fo r Rockhome·s modern sys­
rem of appointed governorship and for 
the modern dwarven Senate, or Grand 
Council. 

The individual communities grew 
from small fam ilies to large fami lies to 
great multi-family villages and cities. At 
the end of four centuries, the dwarven 
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population had grown from the five 
hundred or so Kagyar had placed here 
to a substantial base of 125,000 
dwarves. There were citadels at every 
known pass into the dwarven moun­
tains. And Denwarf, in his ongoing 
explorations, had d iscovered a vast cav­
ern system deep beneath Poim Everas( 
and its surrounding hills, a cavern suit­
able to be the capital of the dwarven 
race. 

Denwarfs programming told him it 
was time to leave me race to its own 
devices. However, deep within, me part 
of him that was capable of independent 
mought and emotion resented the fact 
that he must now surrender his throne 
and leave his charges. Nevertheless, he 
named the great cavern Dengar. Rock­
home, and tOld his followers to build 
their great capital there. Then he nomi­
nated his heir, a worthy dwarf of the 
Everasr family. Giving his companions 
the ominous prediction that someday he 
would rerum to lead his people when 
they most needed him, he left his king-

dom for the dark places below Dengar. 
The early Everast kings greatly slowed 

the growth rate of the dwarven popula­
tion-clever and knowledgeable plan­
ners, they inruitively undersrood the 
hazards of having their population swell 
unchecked. They continued the tradi­
tion of exploration, defense, mining, 
and craftsmanship which Denwarf had 
promoted for so long. 

Some fout hundred yeats afte r 
Denwarfs disappearance, in the reign 
of the tenth king after Denwarf, the con­
tinent saw one of its periodic move­
ments of nonhuman and demihuman 
tribes. This is a sort of domino effect: a 
strong tribe finds itS ancestral lands are 
no longer able to suPPOrt the uibe. The 
tribe moves and takes the more ferti le 
lands of another tribe, which itSelf 
moves and squeezes our other tribes .... 

In this case, the net effect was that 
hordes of hungry and desperate orcs and 
goblins began to move into the lands 
around Rockhome, and eventually intO 
the dwarven mountains. It was obvious 
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to these non humans. because of me 
health and wealth which meir dwarven 
opponents possessed, that tile lands 
within the mountain ring must be fer­
ti le; all they had to do was slay or drive 
off the dwarves and they would once 
again have a homeland. 

Naturally, the dwarves weren't at all 
amenable to the idea, and so began a 
period of several centuries of warfare. 
Each spring, new tribes and attack par­
cies of orcs and goblins would try to 
force themselves in through rhe Sardal 
Pass or over mountains which had no 
convenient access to me Rockhome ince­
rior. The dwarves fought (0 protect their 
homeland. Fortifications were overrun, 
then recaprured and rebuilt; above­
ground dwarf villages were burned; the 
dwarves sent pun itive expeditions out 
into nonhuman territOry to rerurn the 
favor. 

During [his time, the dwarves and 
the orcs developed a deep, fierce harred 
fo r one another. Though the goblins and 
dwarves were enemies, they were merely 
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fighting one anomer for survival; but 
the orcs and dwarves discovered real 
hatred for one anomer in chis centuries­
long conflict. 

Finally, however, in 492 Be (492 
years before the crowning of the first 
Emperor of Thyatis. the date from 
which many humans dare their caleo­
dars), [he greatest ore army was broken 
and scattered [0 the winds in the famous 
Baetie ofSardal Pass. From chac time on, 
future orc attacks we re weak and inef­
fective; the dwarven frontiers were more 
or less safe. After chac time, years were 
measured as so-aod-so many Years Since 
Sardal, and so the Battle of Sardal Pass 
became "Year 0" in the dwarven caleo­
dar. 

DwaRves aN!) Il)e Dll)eR 
Races-----------------­
In me time of comparative peace follow­
ing the Battle of Sardal Pass, the 
dwarves discovered thac they were not 
the only "civilized" race in existence. 
The comparatively advanced N ithian 
civilization had perished in the east 
before the dwarves had ever encoun· 
tered it, but exploring panies from 
Rockhome now encountered Alasiyan 
nomads and, later., representatives of 
other human and elf cultures, as 
described in the Character Creation 
chapter. 

Encountering humans and elves, the 
dwarves were introduced to the idea of 
writing. They rejected the human and 
elven wri ting systems, and derived their 
own, uniquely dwarven, run ic writing 
system and began ro commit their four· 
teen hundred years of oral traditions to 
writing. 

In the ensuing centu ries, the dwarves 
graduaUy increased the amount of trade 
they conducted with other races. Dwar· 
ven goods and dwarven knowledge 
came intO more and more demand in 
me human realms; conversely, human 
ideas, foodstuffs , and products became 
ind ispensable to me dwarves. By the 
time of the crowning of the first 
emperor of Thyatis, dwarves and thei r 
abilities were so well·known in the 

human realms that the Thyat ian 
empero r commissio ned Rockhome 
dwarves to design and oversee the con· 
strunion of his new palace. 

MObeRN ROCkJ)OM12 
HiSl0RY---------------­
Slowly, cautiously, in me dwarven man· 
ne.:, Rockhome colonists were sent out 
into the surrounding lands, generally 
with the permission or approval of 
frie ndly lands, to senle in mountainous 
areas elsewhere in the continent, some· 
times to senle among humans as fight­
ing families or engineering clans. In 
general, they were welcomed; poli te 
(though usually distant), hard-working 
and neat, the dwarves were exemplary 
membe rs of the comm unities chey 
entered. 

In the year 98 BC (394 Since Sardal 
by dwa rven reckoni ng), BoUo I, the 
most infamous despot ever to sit on the 
Dwarf.King's throne (a Torkrest king ... 
but the Torkrests say he gOt his evil 
nature from his Everast mother) drove 
me dwarves to rebellion after decades of 
excess taxation and abuse of his people. 
H is successor, Eve rast VII , was largely a 
puppet for the newly·formed Senate, a 
body made up of representatives from 
all the major families. Gradually, the 
throne regained most of its previous 
power, but the Senate still exists as a 
body to monitor and limit the powers of 
the throne. 

Mostly, though, Rockhome hisrory 
has been a smooch and steady chronicle 
of mining, exploration, colonization, 
occasional wars with orcs and other 
nonhumans, frequent spats and clashes 
with the elven clans with whom they 
have so linle in common, and gradual 
su engchening of the dwarves' economic 
and military power. 

One bizarre low point in Rockhome's 
histOry of d iplomacy with the humans 
nations occurred about twO hundred 
years ago, scarting in AC 802. Word 
reached the dwarves that there were rich 
deposits of gold to be fo und in the 
mountains of the nation of Glanrri, 
northwest of Rockhome. The dwarf-king 

of the time, S£Yrklint 11 of the Syrklists, 
permitted bands of overeager miners ro 
depan Rockhome fo r Glantr i without so 
much as a letter of intent to the Glantr­
ians-hardly surprising, as the Glantr· 
ians were then in the throes of civil war 
and there was no central government. 

Unfortu nately for the dwarves, they 
arrived in Glantr i at about the same 
ti me as a devastati ng plague. T he 
dwarves were suspected of br inging the 
disease, and Glanrrians began to hunt 
them down to c.apture or kill them. J USt 
as unfortunately, these Glantri an mages 
d iscovered that some of the dwarves 
were strongly resistant to magic. This 
intrigued the mages, and long after the 
plague and the hatred resulting from it 
were gone, the mages captured dwarves 
to subject them to study, including ror­
ture, mu rder and autopsy. After a 
quarter-century, all the dwarves who 
had entered Glantri had been run off or 
captured, and the bitterness and hatred 
the dwarves fe lt fo r the Glanrri ans have 
neve r dimi nished. Since then, the 
dwarves of Rockhome have bided their 
time and waited fo r a chance to achieve 
revenge agai nst the Glantrians; certain 
old dwarves who participated in those 
events are still alive and keeping the old 
hatreds alive. 

The Years of Infamy in Glantri, 
though not technically a war with that 
country, was the last significant clash 
that Rockhome has had with a civilized 
nation. At the same time the Glantrians 
we re anni hi lating the dwarves, the 
WyrwarfClan was coming into be ing, as 
described in the "Character Creation" 
chapter-a reason the Torkrests doubly 
consider this era the "Years of Infamy." 

Today, the Ylar i are allies of the 
dwarves, as are the Darokin humans, 
who also try ro mediate in d isputes 
between Rockhome and the elve n 
nation of A1fheim, which is near enough 
fo r eager dwarven adventurers to make 
occasional raids into. Rockhome merce­
naries sometimes help in Ethengar bor­
der actions against Glantri, but there 
still have been no major wars in the last 
few centuries. 



HistORical t:iMeliNe --
This calendar is dated in {he Thyarian 
dating system: Be means Before Crown­
ing, or before the crowning of the first 
Thyarian emperor; AC means After 
Crowning. 

3000 Be: The current Known World is 
in its Ice Age. The Blackmoor world, 
in the fa r northeast, comes to an 
abrupt end: Some Blackmoor devices 
explode, causing the Great Rain of 
Fire, shifting the planet's axis. Black­
moor becomes the north pole and its 
civi lization disappears. One of rhe 
devices is located in [he Broken 
Lands (see module Xl). The world 
slowly becomes habitable as ice 
recedes from the region. 

1800 Be: Kagya r the Artisan, an 
Immortal of the Sphere of Marrer, 
and a patron of mortal artS and 
crafts, decides to create a race which 
will prove resistant to annih ilation 
like that which destroyed Blackmoor. 
From the ancient dwarven race, he 
constructs the "modern" dwarves, 
even more craft-oriented. and very 
resistant to radiation poisoning. 

1500 BC: The Nithian culture begins 
its r ise in the lands east of Rock­
home. They perform no exploration 
in the west and never encounter the 
dwarves. 

14 00 BC: Denwarf d iscovers the great 
cavern he calls Dengar and decides 
his time is done. He disappears into 
the lower caverns. T he second dwar· 
ven king, Everast I. is crowned. TIle 
dwarves begin to build the ir greateSt 
ciry within the Dengar cavern. 

Be 1,000 : In the time of [he eleventh 
dwarven king, Blystar Ill , nonhuman 
t r ibal movements p it maraud ing 
tribes of orcs and goblins against the 
dwarves. This is the same tr ibal 
movement wave that sends the gnolls 
into ancient Traldar lands in what is 
now modern Karameikos. 

500 BC: The eastern N ichian culture is 
destroyed and erased from che minds 
of man by vengeful Immortals. 

BC 492: The Rockhome borders are 
finally secured against the nonhu­
mans in the BattIe of Sardal Pass. 
This is Year 0 in the dwarven calen­
dar. 

475 BC: The dwarves begin a program 
of exploration ourside Rockhome. 
They meet Alasiyan nomads and 
begin trade with them. 

BC 98: The dwarves rebel against Bolio 
I and set up the dwarven Senate. 

AC 0: The first emperor of Thyatis is 
crowned; the architect of his new 
impe r ia l palace is a Rockhome 
dwarf. 

AC 200: The dwarven policy of coloni­
zarion outside Rockhome is well 
underway. Human communiries and 
nat ions gene rally welcome the ir 
dwarven additions. 

AC 802: The Glantr ian gold rush, 
plague, and b izarre afte rmath resu lt 
in irreconc ilab le hatred of the 
dwarves for the Glamrians. 

AC 803: The prophetic "Wyrwarf 
Clan" remark is made, eventually 
resulting in the creation of an actual 
Wyrwarf Clan. 

AC 828: The last of the dwarves are 
expelled from Glantri. 

AC 1000: Today. Th is is the modern era 
ofthe D&D'" game world, the time in 
which all Gazetteers are set. In the 
dwarven calendar, it is the Year 1508 
Since Sardal. Everasc XV is on the 
throne of Rockhome. 

AC 1200 : G reat War between the 
Republic of Darokin and the Master 
of the Desert Nomads (see modules 
X4, X5 and X 10). Everast XVII is on 
the th rone of Rockhome. 

HistoTtY Of Rocl<i)OME 

SysteM 
• WINO FlOW -;-/.~;::;~ 

- DlnECltoNal Aln VENts 



.~. ,-~.-. 

,:-. '-' .... ~- .~ .. "'''' '~ --'.' ._, ~~. - - -, ., ',. , 

'07€ NatioN Of Rocl{]JOM€ 
Open up and look at the full-color map 
of Rockhome folded up in me middle of 
this rulebook, and we'll take you on a 
rour of the nation of Rockhome. 

BonO€ns ------
Rockhome is bordered on the soum by 
the Emirates of Ylaruam; to me eaSt, by 
the Soderford J arldoms and, farther 
north, by the Kingdom of Vestland; to 
the north, by the Ethengar Khanate; and 
to me west by rhe Republic of Darokin. 

The southern border is recognized, 
by ancient tradition between dwarf and 
desert warrior, as being where the desert 
sands rise into mountain footh ills. The 
sands belong ro Ylaruam, the hills and 
points nonh to the dwarves, 

The eastern border, roughly, is where 
the eastern foothills graduate into the 
Makk1'es mountain range. The eastern 
humans have the foothills, the dwarves 
have the mountains. That's the ancient 
interpretation, but the precise boundary 
has been established for the last century 
or so by official treaty between Rock­
home and the Jarldoms and Rockhome 
and Vestland. 

The northern border is roughly where 
the northern foothills fall away into 
steppes: Rockhome has the hills, the 
Khanate has the grasslands. This is rec· 
ognized by ancient trad itiOn between 
Rockhome and the Khan ate; the 
Ethengarians have no use fo r desolate 
hilly territory. 

The weStern border is roughly where 
the Altan Tepe Mountains fall away to 
foothills in the west. However, the 
humans of Da rok in are not so 
mountain·shy and so have interests in 
the western and northwestern Altan 
Tepe Mountains, so official boundaries, 
those shown on the maps, have been 
carefully negotiated between Darokin 
and Rockhome over a per iod of 
decades. 

MOuNtaiNs-----­
Rockhome is largely composed of three 
d istinct mountain ranges which come 
together. 

Western Rockhome is made up of the 
Altan Tepe Mountains. an enormous 
mountain chain which starts in north­
eastern Darokin (a spur pointing at the 
Broken Lands), continues southeaSt 
through Rockhome and then through 
northeastern Karameikos and northern 
Thyatis. 

Eastern Rockhome is made up of the 
squat Makkres range-also called the 
Rockhome Mountains (by humans) and 
me Broken Teeth Mountains (a transla­
tion of the dwarvish word " makkeres"); 
they are so called because of their jag­
ged, inhospitable appearance. 

Between the cwo ranges is a small 
"bridge" of mountains called th e 
Denwarf Spur, which runs from the 
Ethengarian footh ills to the foothills of 
the Alasiyan desert, bordered east and 
west by ferti le lowlands. In the Oenwarf 
Spur is the single tallest mountain in 
Rockhome, Point Everast, where the cit­
ies of Upper and Lower Dengar are 
buil t. 

These three mountain ranges consist 
of numerous high, inhospitable moun­
tains which are notOriously bare of 
accessible passes or convenient uails. 

LowlaNtls------
Between the Altan Tepes and Denwarf 
Spur is a valley called the Stahl low­
lands; between the Denwarf Spur and 
the Makkres Mountains is another 
called the KJintest Lowlands. Both these 
lowlands slope gently down from the 
surrounding mountains tOward central 
lakes. Lake Stahl lies in the Stahl low­
lands, and Lake KJintest in the Klintesr 
Lowlands; though they are nor nearly so 
large as the vast inland sea of Lake 
Amsorak, in Darokin, they are sti ll twO 

of the largest lakes in th is area of the 
continent. 

These lowlands rece ive a good 
amount of rainfall and, because of pre­
glac iation volcanic activity, are rich in 
minerals; in all, thei r soil is good for 
growi ng crops. They provide the major· 
ity of agriculrural products to the dwar­
ven nar ion, and rhere are a few 
decent-sized human farming communi-

ties among the dwarven farmi ng vil­
lages. 

The Stahl Lowlands are much more 
densely populated and developed agri­
culturally than the Klintest Lowlands. 
The Stahl Lowlands supply Rockhome 
with abom cwo-thirds of its national 
agricultural production, or about 47 % 
of its total agriculrural consumption ; the 
Klintest Lowlands supply the nation 
with abour one·third of its narional agri­
cultural produccion. or about 23% of 
its total agricultural consumption. 

The Styr Valley is a northern exten­
sion of rhe Stahl Lowlands, where the 
Styrdal River has carved a broad and 
fertile valley as it heads north into the 
Ethenga r Khanate; nu merous small 
farming villages dot the valley, becoming 
less numerous nearer to the northern 
footh ill region. 

Rivens-------
The major rivers wh ich flow through 
Rockhome include: 

Everast River: This river fo rms in 
the mountains of the Denwarf Spur and 
flows northeast into Lake KJintest. 

Heap River: This small river forms 
in the mountains northwest of Lake 
KJintest and flows intO that lake; it hits 
lowlands long before it reaches the river 
and is famous for the frog population 
fou nd along its banks. 

KJintest River: This river fo rms in 
Lake Klintest and flows east into a gorge 
in the Makkres Mountains, 

Kur River: This mountain stream 
forms in Lake Klintest and flows north­
east in a se ries of rapids tOward The Sea 
of Dawn. 

Larodar River: This river forms in 
the southern Altan Tepe Mountains and 
feeds into Lake Stahl. See also Nirhia. 
River, below. 

Makkres River: This river, forming 
in the Makkres Mountains, flows north 
into Lake Klintest. 

Nithia River: This branch of the 
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Larodar River flows. cold and fast, for a 
few miles, men enigmatically ends in a 
large mountain·vaUcy pool from which it 
does nOt emerge again_ NOte: Makiswu 
mapmaken from Ylaruam label the 
southern Larodar, from its headwa[l'rs (Q 

the point where the Nithi. branches off, 
as the Nithia River. and regard me laro­
dar as a branch of me Nithia, 

Norden River: This river forms in 
me Altan Tepes and nows northellSt into 
lake Stahl. 

Styrdal River: This is the broad, cold 
river which nows north au[ of l ake 
Stahl. 

The nadon is characterized by many 
more streams and smail rivers than we 
can put on the nation map; suffice it to 
say, Rockhome is weU·irriga[l'd. Most of 
these sU('ams and rivers form up in the 
high mountains; many now into the two 

la~ of Rockhome, and others flow out 
intO the surrounding realms. 

Passes aND Accesses-­
There are only a few easy accesses intO 
Rockhome-four, to be precise. They .,,, 

The Oarokin Tunnel: This is a 
game trail through along mountain 
slopes and through a couple of moun­
min passes; it CUtS through most of the 
Alran Tepc Mountains and into Daro­
kin . The trail ends at the northeastern 
base of a small mounrain , and travelers 
must make a difficult climb over this 
mounrain to reach the foothiUs of Dato-

kin. The elves of Alfheim and the 
humans of Darokin know thai such a 
trail exists, but do nOt know where it is. 
The Tunnel is often used by advenmre­
some young dwuves for quick ra.ids intO 
the Alfheim forestS . 

Evekarr Pass: This is a dangerous 
high·mounrain pass which allows hardy 
travelers to cross the mountain ridge 
where the Kur River has its headwaters. 
A fine d\\'Rrven road has been buile 
through these mountains, through this 
pass and down into dIe kingdom ofVes· 
tland . Mostly passable in warm-weather 
months. absolutely impassable in cold­
weather months, the name of this pass 
uanslates as " High Death," 

Sardal Pass: This is a valley pass 
which marks the official divisi on 
between the AlCln Tepes and Denwarf 
Spur. It also allows for easy trade south 
intO Ylaruam. It is guarded by the garri. 
son at Karrak Castle. 

St}'rdal Valley: The valley CUt by the 
Styrdal River allows easy access into 
Rockhome during all seasons, but is 
guarded by the garrison at Fo rt 
Denwarf. 

PlaNt Life --- - -­
The mounrains of Rockhome are heavily 
fort"S1rd for a few thousand feet of their 
ascent, mostly by pines; above the 
3,OOO-foot mark, the mounrains are 
mostly bare. 

The lowlands, toO, have their great 
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srands of trees. especiaUy in the KJintrsr 
Lowlands. but the forests which once 
thrived there have httn heavily cut away 
for tUrning enterprises. Rockhome does 
have a logging industry sufficient to han· 
die its softwood needs; it has to import 
mOSI of its hard\\'OOds. 

The lowlands are heavily plantW with 
a variery of crops and orchards, includ­
ing hops. barley, wheat, malt, apples, 
pocuoes, and grasses (for livestock). Few 
vegetBbles are grown. except in com­
munities with large human populations. 

ANiMal Life -----
In the lowlands and settled areas, one 
sees domesticated and livestock animals 
(horses, ponies, donkeys. canle, sheep, 
goatS, and swine in particular); in cav· 
ern dwellings, one also sees the noerur· 
na l Rockh ome lizard, which is 
domesticable. Dwarves don't tend m 
cart for the animals humans choose as 
pets; catS irrimte them and they have no 
f«lings one way or another for dogs. 

In wilder rtgions. particularly the 
mounrains, one ~es mountain lions, 
wild Rockhome lizards (at night only­
s« the " Monsl:trs" section). wolf-packs, 
and birds and small game appropriate 
to mounrain rtgions. 

COMMUNities -----
The commu nities shown on the nation 
map-< ities, fortS , and ruins-are dis­
cussed in the rv.'O seerions following. 



In mis chaprer, we'Ulook at the capital 
of Rockhome: Dengar, both me upper 
and 1000'er cides. 

Uppen DeNGan --- -
Upper Dengar is a dwarven community 
built on me lower southern slope of 
Point Everasr, ta.Uest mountain of Rock­
home. Though it is a decent-sized city, it 
is merely the prelude to Lower Dengar. 
which is described larer in mis chapreL 

Population: 1'.000. 
Population Mix: 89 % dwarven, 

10 % human, 1% halfli ng. 
Mil itary Strength : ,00 (twO compa­

nies; (he Upper Dengar ga rri so n­
commander general also commands the 
'00 dwarf-sold iers of the Lower Dengar 
garrison). 

Geograph ical Details: The south 
face of Point Everast is a very sheer 
series of cliff faces and slopes. and looks 
nearly vertical when seen from its base. 
A fa irly gentle slope at its base. rising to 
about three hundred feet above grou nd 
level in altitude, ends abruptly at a 
craggy cliff face , and it is there thar 
Upper Dengar is bui lt. On thar clifT 
face, at its bottOm, is the cave-mouth 
open ing to Lower Dengar. the great 
dwarf-city. 

Notes: Upper Dengar has a more 
broad and wide·open look ro it than 
many other dwarf commun ities, mainly 
because so many of its residents are 
humans (one in ten) and because mere 
is so much trade into and our of the city. 
Most inns and taverns in me city are 
built with human-height stories and 
roofs (though in the dwarven neighbor. 
hoods ceilings are at thei r usual 6' alti­
rude), Possibly because of prolonged 
contact with humans, many dwarves in 
the city are mOre outspoken man their 
cousins in other cities. The Upper City 
holds the srronghold of the military 
Torkrest clan. 

City Map Notes: The following sites 
appear on the map of Upper Dengar 
which appears in this chapter: 

(I) Three-Roads Gate. The main 
gare of Upper Dengar allows access 

from Three-Roads, wh ich is the joining 
of the Sardal, Stahl, and Everast Roads 
(shown south of the gare). 

(2) Sardal Road . Afrer the roads 
branch , this road conti nues south and 
then southeast, toward the Sardal Pass 
and Ylaruam, beyond. 

(3) Stahl Road. After me roads 
b ranch, this road heads west and then 
north around Lake Stahl, end ing up in 
the city of Stahl. 

(4) Everast Road. After the roads 
branch. this road veers north through 
the mountains and evenrually rums east 
into the K1inrest Lowlands. 

(5) High Towers. Though the city 
has no walls on irs north face (the sheer 
cliff obviates the need), the dwarves 
have built some defensive and observa· 
tion towers on the cliff fact'. These can 
be reached by climbing narrow and 
treacherous StepS CUt into the rock. 
These towers are 300 feet above the 
uppermost level of the ciry and are good 
for observation and crossbow fire . 

(6) Escape Tun nel Exit. On an unre· 
markable, small cliff face is a secret rock 
panel which looks JUSt like cliff-face; it 
opens quietly and is large enough to 
allow mounted riders to enreL This is 
the end of a brOlld emergency runnel 
which begins at (14), the pumping sta· 
tion. While not appropriare for the 
evacuation of an enti re city, ir allows the 
sold iers of me Upper City ro get messen· 
gers in and out of the city in times of 
siege, and can allow the dwarves to 
launch commando-type rnids in similar 
circumstances. It can't be opened from 
me outside, only bashed in , and it is a 
granite plate I' feet th ick. Even if dis­
covered by an enemy, it's a tOugh obsta­
cle to break through. 

(7) The Gauntlet . This is one of 
Upper Dengar's main streets. It Stays 
alive afte r dark, with taverns and inns 
which cater to dwarves and humans 
alike, and is the place for gangs of 
toughs (both hum ans and, often, 
Torkrest dwarves) to cruise when in 
search of trouble. Wyrwarf dwarves 

should be-Nare here in the nighttime 
hours, and it is this street that human 
thieves like best. 

(8) Res ide nt ial D istri c t . These 
areas, indicared by the number (8) 3( 

thei r corners, are densely. populated 
dwarven residential districts. [n Upper 
Dengar. dwarf residents are about 30 % 
Torkrest, 20% Everast, and about 10% 
of each of the other clans. 

(9) Storage District. This area, indio 
cared by the number (9) at its corners, is 
an industrial traders' area where trade 
goods-both ente r ing Denga r and 
slated to leave by caravan-are stOred. 
Most of the storehouses are owned by 
Syrklist dwarves, but all the clans own at 
least one or two storehouses in tllis area. 

(1O) Human Q uan er: This area, 
indicated by the numbe:- (10) at its cor­
ners, is where the permanent human 
residents of Upper Dengar live. Many of 
the homes are built of wood as well as 
stOne, and all are built ro human scale, 
with higher roofs and doorways than 
dwarf dwellin,ss. Their noorplans rend 
to dev iare dramatically from those of 
dwarven dwellings, so fee l free ro indio 
vidualize these human city blocks. 

(I I ) To rk rest Stro nghold . T hi s 
walled enclosure is where the Family of 
Torkrest, head of the Torkrest Clan, has 
its stronghold. The A·B·B-A series of 
blocks is where me Torkrests have their 
enormous and osrentatious palace: the F 
is where its smithy and forJ:;e or pov.·er 
lie; the D's and E's are residential 
blocks; the G 's a re stOrehouses. This 
whole stronghold has a very spartan, no­
nonsense, milituy look about i(. 

( 12) Upper Dengar Garrison. This 
area , simi lar in fee l to the Torkrest 
stronghold, houses the garrison defend­
ing and policing Upper Dengar. The D 's 
are officers' quarters, the E's are bar­
racks, the F is the armory smithy, and 
the G is the srorehouse. 

( 13) City Well. This is not a natural 
draw.well, but is where warer is pu mped 
up by the Pumping Station at (14). At 
the center of the area is an enormous 





fountain with numerous smaller troughs 
and fo untains around ir. Some of the 
troughs are for watering animals; some 
of the fountains are deep pools where 
the young and young at heart may play 
at water·sports; the main areas are fresh 
water for those who need it. Since much 
of the city receives water piped to them, 
these fountains are most often used by 
those roo poor to afford piped water ser­
vice and those who disli ke the taste 
afforded the water by the pipes. 

(14) Pumping Station. An impor­
tant operation m Dengar is the Pump­
ing Station, which treats and ci rculates 
water throughout Upper Dengar by use 
of high-pressure pumping apparatus. 
With it, clean, potable water is instantly 
avai lable to most of the city's residents, a 
novelty not known to have been dupli. 
cated anywhere else in the continent. 
(Old Dwarven Saying: " Dwarves did it 
firse," usually applied by dwarves to any 
engineering feat, is truly applicable mis 
time.) The Pumping Station also hides 
the emrance to the Escape Tunnel at (6). 

(15) The Arena. Here, humans can 
conduct the fisffighrs before the audi­
ences they seem to love so much; the 
dwarves have gotten into the spirit of the 
thing, and there are many wrestling 
matches held here, human vs. human, 
dwarf vs. dwarf, human vs. dwarf. This 
is helpful as it enables the humans and 
dwarves to achieve a measure of respect 
for one another. Ie is rumored that 
Torkrest military dwarves sometimes 
hire the whole arena so that their high­
ranking officers may settle disputes 
secretly (and pe rmanently). 

(16) Entrance to Lower Dengar. 
Finally, here is the cave entrance to the 
Lower City. O riginally JUSt a cave lead­
ing to a descendi ng tunnel, this has been 
ca rved into a broad, winding descent 
featuring gentle slopes and stairs, all 
worn by the passage of centur ies' worth 
of dwarves passing through. The 
entrance is guarded by a secondary mas­
sive wall at the surface, and again by a 
te rtiary massive wall at cavern level. 

Lowen DeNGaR----
Lower Dengar is a massive dwarven 
community built into a series of five 
large caverns, mOSt of which have been 
somewhat reshaped at the hands of the 
dwarves over me cenruries. 

Population: 40,000. 
Population Mix: 99% dwarf, t % 

human, and halflings (fractions of a per­
ceor). 

Military Strength: 500 (rwo compa­
nies), parr of the overall Dengar garri­
son; general and other twO companies 
are in Upper Dengar. 

Geographical Detai ls: Lower 
Dengar is made up of extensive dwarven 
construction in a complex fearuring five 
large caverns. The y include: 
Dwarfheart, largest and deepest of the 
caverns, home of King Everast and 
stronghold of the Everast Clan; The 
Singing Chambers, a sequence of cham­
bers th rough which air circulates to 
make piping noises, stronghold of the 
Syrklist Clan; Highpoint Cavern, a 
higher-alrirude cavern, expanded by d ig­
gers to the point that except for the cav· 
ern roof it seems wholly artificial, 
stronghold of me Buhrodar Clan; River­
run Cavern, a winding cavern (origi­
nally the bed of an underground river) 
which is the stronghold of the Hurwarf 
Clan; and Black Lake Cavern, water 
source for much of Lower Dcngar 
because of the underground river end· 
ing in the cavern 's Black Lake, and 
growing area for acres of the dwarves' 
giaor fungus foodstuff. (It is to be 
remembered by the OM, mough nOt 
necessary to hint to the players. that 
these caverns were artificially crafted by 
the Immortal Kagyar as a home for his 
dwarves, and so contain many features 
nOt ordinarily found in natural cavern 
formations.) All these caverns have been 
cur into and carved upon by the dwar­
ven residents, who perceive this as beau­
tification and improvemeor upon me 
natural splendors of the cavern; most 
visitOrs tend to agree. 

Lighting: The entire cavern series is 
li t by a strange variety of phosphores· 
cent fungus carefully cultivated by dwar-

ven agriculturalists. This fungus clings 
to rocky surfaces and, in areas where 
they can spread across large stretches, 
provide light equal to dusk. The streets 
have extra lighting, in me more normal 
form of hanging braziers holding slow­
burning oil. Some particularly rich 
areas of tOwn (such as the palace) have 
streets lit by hanging globes enchanted 
with conrinual light spells (purchased 
from dwarf-cle r ics). Individual homes 
are lit in different ways, depending on 
family wealth: by candles, torches, smaU 
oil lamps, and continual light globes. 

In the following descr iptions, each 
cavern will be described in terms of its 
depth in the earth, the highest point of 
the cavern ceiling, various other notes, 
and nores on the Lower Dengar map. 

Depth is given in feet above or below 
ground level; "ground level" is defined 
at the point where the dwa rves consider 
Denwarf Point to begin distinctly up 
from the flatland south of the mountain. 
Since all these caverns are within a 
mountain, most of them have depth s 
higher than ground level. 

D wanft)Eanl----- - ­
Cavern Depth: At cavern mouth «(1) on 
the Lower Dengar map), 100 feet below 
ground level, sloping gradually down to 
200 feet below ground level at the cav­
ern's northern end. 

Ceiling Height: At its greatest alti· 
tude, the Owarfhearr ceiling is 140 feet 
above floor level; this is directly above 
the areas marked (15) on the Lower 
Dengar map. For mOst of the cavern the 
ceiling is nearly 100 feet above floor 
level. The ceiling is thick with stalactites. 

Notes: Dwarfhearr Cavern is of stag­
gering size, being nearly cwo miles long. 
It is densely populated, and many of the 
dwarven residence buildings are five to 
seven stories in height (a building tr ick 
which human engineers haven't quire 
learned to pull off yet); on the average, 
they' re about three sto rie s high . 
Dwarfheart is the capital of the whole 
nation of Rockhome; the palace of the 
Dwarf-King is here , as well as [he 
stronghold of the Everast Clan. Of 





major interest ro visiting human charac­
ters: Dwarfhean , like aU underground 
dwarven communities, is lit during the 
day by veins of crystal, which conduct 
sunlight from the surface. The resulting 
light is strategically aimed by well­
placed mi rrors. At night light is pro­
vided by phospho rescent algae·like 
growths which are cultivated by dwarves 
and allowed ro grow on cavern ceilings. 
While their luminescence is only equiv­
alent to rorchlight, it is enough to travel 
by; individual buildings are usually lit 
by lamplight. 

Map Notes: On the map of Lower 
Dengar, the following details are to be 
found in Dwarfheart Cavern : 

(I ) Entrance. The Upper Dengar 
entrance cavern and tunnel descends a 
winding cou rse about half a mile in 
length, descending four hundred feet (to 
a depth of about 100 feet below ground 
level). The tunnel finally broadens out 
into Dwarfheart; a massive, 60'-tall wall, 
comi ng within 20' of the cavern ceiling, 
has been built across the entranceway. 

(2) Garrison . This area, indicated by 
the number (2) at its corners, is the 
walled enclosure which houses the 500 
soldiers of the Lower Dengar garrison. 
In th is area, the D's are officer quarters, 
the E's are enlisted dwarves' barracks; 
the F is the weaponers' and armorers' 
smithy; the G is the base storehouse; 
and the undesignated square is the 
training yard. 

(3) Residences. This area, indicated 
by the number (3) at its corners, is a 
densely·populated residential neighbor· 
hood occupied mostly by Buhrodar and 
Everast families. 

(4) Residences. These [wo areas, 
indicated by the number (4) at their cor· 
ners, are densely· populated residencial 
ne ighborhoods occupied mostly by 
Everast and Syrklist families. 

(5) Estates. These are small estates 
owned by wealthier Everast families. 

(6) Estates. These are larger estates 
owned by wealth ier Everast famil ies. 
The largest one, on the west wall of 

Dwarfheart Cavern , is owned by the 
Everast family (as opposed to clan), and 
so is the personal property of King 
Everast XV, though he does not live 
there. 

(7) Storehouses. These are store· 
houses belonging to the Everast Clan 
and managed by the king; they contain 
stores of grains and supplies to mainmin 
Lower Dengar for a time in case of 
siege. 

(8) Palace Grounds. This area, indi­
cated by dIe number (8) at its corners, 
encompasses the royal palace and palace 
grounds of King Everast XV. An exterior 
wall encloses all the grounds, and an 
incerior wall encloses only the buildings; 
the open area berv.'een the twO walls is 
ove rgrown with the dwarves' giam 
fungi, and many small artificial streams 
run through it. In this area, blocks B·A· 
B are the royal palace (and the Strong· 
hold residence of the Everast Clan); the 
blocks labelled E are dwellings for low· 
level families serving the King and his 
clan; the blocks labelled F are the clan 
workshops (the one in the northwest 
corner being the smithy containing the 
Everasts' forge of power); and the block 
labelled G is the parts and materials 
storehouse servicing both smithies. 

(9) Everast Pum ping Station. In th is 
end of Dwarfheart Cavern, water seep· 
age tends to collect; the area indicated 
by the number (9) in its corners is where 
you find the pumping stations (the three 
blocks labelled F) which treat and pump 
the water back out. This is also a SOrt of 
informal school for waterway engineers, 
and many such engineers, Everast and 
others, live in the blocks designated D. 

(10) Senate Grou nds. This enclo· 
sure, indicated by the number (10) at its 
corners, holds the Senate and its forum, 
where the Grand Council meets. The 
building labelled I is the actual Senate 
Forum; the buildings labelled B, instead 
of be ing palace wings, are actually wings 
full of government offices, including 
libraries, ministerial offices, and so 
forth. The blocks labelled C are indeed 
estate houses , one belonging to each 

clan; there, Senators from the same clan 
can meet and plan in relative secrecy. 

(11) Senate Workers Residences. 
Low·level dwarves working for the Sen· 
ate or maintaining the Grand Council 
grounds and buildings live in these tene· 
ment buildings. 

(12) King's Guard. This is not reaUy 
a military compound, though it ce r· 
minly looks like one. The King's Guard, 
which actually does protect the King, is 
composed of young Everast (and only 
Everast) dwarves receiving training as 
warriors; this "garrison" includes 100 
such warriors. When through with their 
training, the warriors act as the King's 
Guard for twO years and can then seek 
their careers. The King has set this up as 
a channel for the ene rgies of young 
Everast dwarves who might otherwise 
go out and gec into trouble when they're 
not yet trained to handle it. The block 
labelled D is the officers' quarters; the 
blocks labelled E are the tra inees' qua r­
ters; block F is the armory, and block G 
is a foodstuffs stOrehouse. 

(13) Craft Quarter. Th is area, indio 
cated by the number (13) at its corners, 
contains the single heaviest concentra­
tion of smithies, forges, and other work­
shops to be found in aU Rockhome. Th is 
is the noisiest area of all Dengar, busy 
24 hours a day. It is worked by craft­
representatives of all seven clans, though 
each sm ithy or workshop (the blocks 
labelled F) and materials srorehouse (the 
blocks labelled G) tend ro be owned by 
one specific family belonging to one spe· 
cific clan. Here, characters can find spe· 
cialises to do anything that 
dwarf-craftsmen can do. 

C 14) The Human Quarter. Once 
upon a time, this area (which is indio 
cated by the number (14) at its corners) 
used ro be the stronghold area fo r the 
Buhrodar dwarves; when H ighpoint 
Cavern was completed and the Buhro­
dars moved there, a conclave of human 
traders from Darokin and Thyatis nego· 
tiated wim the Buhrodars and pur­
chased these blocks from them. Now 
this area is Lower Dengar's Human 



Quarter, whe re most of the city's 
humans live and where most of me 
human visirors to me city Stay. In this 
area, me B-A-B blocks are a huge cara· 
vanserai (hotd), "The Uncracked Pate" 
(a reference to the fact that the buildings 
here are consrructed on human scales, 
so humans don't bang meir heads on 
the ceilings). The H's are parks; the K's 
are broad streers where goods and ser­
vices oriented for humans are sold (by 
born dwarves and humans); the E's are 
less luxurious hotels and apartment 
buildings where rooms can be rented. 
Everywhere in this area, ceilings and 
fu rnirure and doorways are built to 
human scale, and human visitOrs are 

much more comfortable here man else­
where. 

(15) Ambassadot$' Section. This 
area is where ambassadors to Rockhome 
are assigned quarters; the D's are apart· 
menr dwellings fo r ambassadors (aU 
built to human scaJe), the E's quarrers 
for thei r servants and retinues (also 
human·scaled), and the H is a small 
park for their enjoyment. 

Blacl, Lal'~ cav~nN---­
Cavern Depth: One hundred feet 
below ground level (at the entrance m 
Ov.tarfheart), rising ro ground level (the 
level of the main body of the cavern). 

Ceiling Height: Averages about 40 
feet above noor level. 

Notes: This cavern, owned by the 
Everast Clan and farmed by Everasts, is 
a " fungus farm"-an area where the 
dwarves' giant fungus is grown. IntO the 
cavern runs a strong underground river 
of fresh warer; pumping machinery 
sunk inro the lake pumps this water aU 
over Lower Dengar. There is no con­
struction in this cavern. 

Map Notes: These are the key map 
areas of this cavern: 

(6) Entrance. This is the entrance 
ioro Black Lake Cavern. The floor of 
this tunnel rises about a hundred fect as 
it continues a thousand or feet so v.-eSt­
ward, inro the cavern. 



, , , 
~ .... '"'" .~~""~'<:.IL""'" ~ , " _ ,_ . , . ~ . 

(17) Black Lake. This is me large 
body of water in the cavern, from which 
the cavern was named. The wate r is nor 
actually black, of course, but looks black 
in the dim phosphorescence which 
lights the cavern. 

(IS) River. This is the river which 
flows into Black Lake Cavern. No dwarf 
has ever explored the water-filled runnel 
because of the potential fo r drowning. 

Hi<;l)poiNt caVERN ---­
Cavern Depth: Reasonably level at one 
hundred fee t above ground level. 

Ceiling Height: Mosely artifici al at 
forty feet above floo r level; some namral 
cave rn room, over the main street 
blocks, rises to 7 S feet above floor level. 

Notes: Highpoint Cavern started out 
as a much smaller cave accessed by a 
treacherous and winding tunnel. 
Claimed by the Buhrodar Clan 300 
years ago (they were then living in what 
is coday the H uman Quarter in Lower 
Dengar), it was reshaped and built upon 
by Buhrodar engineers fo r more than 
200 years, The original access was 
blocked up (though it's rumored that 
secret switches could open both ends in 
case an emergency exit were needed); 
the current access runnel is a narrow 
(30' wide) ramp which rises 200 feet 
across its 400-foot length (i,e" has about 
a 30-degree upward slope). The Buh re­
dar Stronghold was moved here 75 years 
ago. Most of the buildings in this cavern 
are four stories high, built from floor to 
ceiling; though they're shorter than 
many buildings in Dwarfhearr Cavern, 
they look taller because they do reach 
the cavern ceiling. 

Map Notes: The key map element 
here is: 

(I 9) Buhrodar St rongho ld. This 
walled enclosure is where the Buhrodar 
Family, head of the Buhrodar Clan, has 
its personal estate. The B-A-B blocks are 
the family palace, built from the cavern 
floor m its ceiling. The F block in this 
enclosure is where the Buhrodars' forge 
of power lies. The twO G 's are StOre­
houses, one for foodsruffs , one for mare­
r ials fo r the forges, 

RiwRRUN caveRN----­
Cavern D epth : One hund red feet 
below ground level at entrance to 
Dwarfhea rr, rising to ground level at the 
first bend, r ising to 150 feet above 
ground level by the northernmost bend, 
rising to 200 feet above ground level at 
the last bend. 

Ceiling Height : Averages about 60 
feet above floor level. 

Notes: Riverru n Cavern is the strong· 
hold for the isolationist Hurwarf clan. 
It's the lower exu emiry of a mighry 
underground rive[, now dry. Access to 
the cavern is restr icted by a mighry wall 
buik at the ennance. Of all the caverns, 
th is is the most densely-occupied; every 
tenement block is several srories high, 
and every D apartment block has twO or 
three E tenement bui ldings atop it. It's 
rather a gloomy place, 

Map Notes: T he important map note 
IS: 

(20) Hurwarf Stro ngh old. Th is 
walled enclosure is the stronghold of the 
Hurwarfs, A is the lyrrast Family palace 
(the l yrrasts are leaders of the Hurwarf 
Clan), surrounded by tight and heavily­
populated blocks of servitor dwarves 
(the D and E blocks), one smrehouse 
piled high with stored grains (G), the 
clan's main smithy (F) where the 
Hurwarf forge or power is located (their 
forge is almoSt always in blackness and 
collecting up oil or darkness), and a 
small park with high fungus·growths 
and a running stream (H). 

DJE SiNGiNG Cl)aMbERS-­
Cavern Depth: One hundred feet 
below ground level (at entrance to 
Dwarfheart), risi ng to ground level (at 
entrance to western chamber), rising to 
fifty feet above ground level (at entrance 
to northern chamber). 

Ceiling Height: Averages thirl:}' feet 
above floor level (eastern chamber), 
forry feet above floo r level (western 
chamber), twenry-five feet above floor 
level (northern chambe r). 

Notes: The Singing Chambers are 
characterized by runnels which rise to 
open air on the upper mountain slopes: 

these entrances have been "moved" 
(runnels dug to better locations, the orig­
inal accesses filled in) to mountain faces 
which are hard m see and get to by 
mountain-climbing intruders. Strong 
winds pour intO these runnels and tear 
down through the numerous shafts, 
making strange, eerie whistling and 
singing noises-hence the "Singing 
Chambers." The winds are helped along 
at cavern level by mighry fans creared by 
dwarf engineers as parr of lower 
Dengar's air-circulation system. The 
Singing Chambers are the monghold of 
the Syrkiist clan and are characterized 
by a JOt of smithies and workshops com­
pared to the number of residents. 

Map Notes: The Singing Chambers 
map nOte is: 

(2 I) Syrklis( Stro n g h o ld_ This 
heavily-waUed enclosure is where the 
Syrkiist Family, head of the Syrkiist 
Clan, has its stronghold. In this area, A 
is the family palace, flanked by two 
storehouses full of supplies for the twO 
giant smithies (F on the map); the 
smithy to the east is the one which holds 
the Syrklists' Forge or power. There are 
also twO multiple-stOry buildings occu­
pied by craftsmen for the smithies and 
advisors to the Syrkiist Family heads. 

O tt}ER caves aNt) 'CUNNels­
On the map. you'll also see this item: 

(22) Tunnels Into the Unknown. 
Shown on the map are the largest of the 
runnels which delve deeper into the 
mountain and the rock that lies under it. 
Most of these tunnels have been 
explored at one rime or another, both by 
adventur ing parries and by dwarf­
juveniles; sometimes both rypes of 
explorers fail to rerurn. The exploring 
expeditions have charted maps, which 
are nonetheless incomplete, for some of 
these caves and tunnels go down intO the 
earth, seemingly fo rever, breaking off 
inm new passages and recombining five 
hundred or a thousand feet later, etc. 
Some, particularly those dangerous with 
chokers (see the "Monsters" section), 
are walled off from eorry. 



On the map of Rockhome, you'll see 
numerous ciry, fort and village names, 
Here are details about all of them, 

Cities--------

D~NqaR---------------­

See the " Dengar" section. 

EV~MUR------------------

Populatio n: 12,000, 
Population Mix: 9:; % dwar f, 

5 % human. 
Major Clan lnflucnces: Of the 

dwa rves in Evemur, 30% are 
Wyrwarf, 30 % are Syrklist, and 
30 % are Skarrad. 

Military Strength: 2:;0 (one com­
pany). 

GeographicaJ Details: Evemur is 
where pan of the Denwarf Spu r of 
mountains descends sharply into the 
Stahl Lowlands. Evemur itself is built on 
the lakeshore (the ciry name means 
"Highlake" in the dwarven tongue), less 
than a mile from where the moumains 
begin sloping steeply upwards. The 
entire city is above-ground, though it 
has escape tunnels and storehouses dug 
into the ground. The ciry is walled. 

Notes: Evemu r is responsible for gov­
erning about a third of the fe rtile Stahl 
Lowlands; its main business is the 
growth and distribution of crops. The 
human population is about 600. 

F~RRYVVay---------------

Population: 2,000. 
Population Mix: :;0 % dwarf, 

:;0 % human. 
Major Clan Influences: Of the 

dwarves in Ferryway, 80 % are 
Syrkiis[s. 

Military Strength : 25 (one squad, 
mixed human and dwarf). 

Geographical Details: Ferryway IS 

an entirely above·ground ciry built on a 
rocky outcropping which jUts a couple 

Ot17eR Sites Of INteRest 
of miles into the northern end of Lake 
Stahl. It is a small communiry and its 
walls are mostly earthenworks instead of 
stone. It boasts many good piers and 
numerous fe rry-craft. 

Notes: Ferryway was founded by 
humans from Greenston about SO years 
ago. A family decided it could make a 
profitable business of fe rrying travelers 
from this point straight across co Stahl: 
weary travelers, on the last leg of their 
trip from Dengar co Stahl, would pay fo r 
the opportu nity to rest for a three- or 
fou r-hour ferry trip instead of having to 
ride or walk the 2:; or so miles the road 
rook to reach Stahl. The gambit was a 
success, and soon there were several 
ferry businesses here, making regular 
runs to and from Stahl. Other families 
settling in the area engaged in fishing, 
farming, and prospecting in the nearby 
Denwarf Spur. 

GR~~NstON -------------

Populatio n: 6,000. 
Populatio n Mix: 80% human, 

20% dwarf. 
Major CIan Influences: Of the 

dwarves in Greenston, 80% are 
Wyrwarf, 18 % are Torkrest. 

Military Strength: 250 (one com­
pany, mixed, 40% human and 60 % 
dwarf). 

Geographical Details; Greensron is 
an above-ground flatland community 
built on the shores of Lake Stahl. The 
ciry is built along hu man scales, with 
human-sized bui ldings; most of the 
building construction is of wood, and 
the city walls are wooden palisades 
(gradually being replaced by srone, 
along the western face especially, by 
dwarf contracrors). 

Notes: This is a mostly human com­
muniry, settled with the permission of 
the king of Rockhome about a hundred 
years ago. The original settlers were men 
of Darokin; since the city's fo unding, 
humans from other realms have settled 
here as well. Agriculture makes up 7:; % 
of the ciry's produCtion, fishing 20%, 

miscellaneous crafts the other 5 %. It 
admini sters about half the Stahl low­
lands (the area south of Lake Stahl). 

JI)yRnaO (RuiNS)-----

Population: None. 
Population Mix: None. 
Major Clan Influences: None. 
Military Strength:None. 

Geographical Details: Jhyrrad is a 
ruined dwarven village daring back ro 
about 600 BC; the tumbled-down 
wreckage of its stone buildings lies 
across the upper slope of a low moun· 
tain in this part of the Altan Tepes. Jhy­
rrad, at its height, was a mining village 
of about 2,000 inhabitants; half the ciry 
is built above-ground and the other half 
in dwarf-made tunnels going deep into 
the mounta in. The mountain is criss· 
crossed with deep, dangerous, old min­
ing shafts from played-out veins of gold. 

Notes: According ro dwarvish legend, 
Jhyrrad (whose name translates as 
" Ruscy"-literally "Orange Iron") was 
a mining viUage which dug up a lot of 
gold, beginning ahout 1,600 years ago. 
The veins were played OUt 200 years 
later and the village population began ro 
drop. Then, abruptly, the 1,000 or so 
remain ing villagers JUSt disappeared one 
day. There were signs of a vigorous fight 
-a good deal of blood spilled, no 
bodies rem ai ning-but the village exte­
ri or walls were not breached, the gates 
undamaged. Si nce then, the village has 
been avoided by the dwarves, who con­
sider it unlucky. 

What the residents of Jhyrrad d idn't 
know is that deep below their mountain 
is the d ry bed of a once-mighty under­
ground river. This powerful waterway 
once flowed from the mountains under 
Rockhome as fa r weSt as the Broken 
Lands, where it finally descended to 
unfathomable depths. The river ulti­
mately dried up, and what remains is an 
unprotected pathway some hundreds of 
miles long from Rockhome to the heart 
of ore terrirory. 



OtI)ER SitES Of INtEREst 

Unfortunately, earthquakes in the 
Broken Lands occasionally open access 
to that end orthe river, and the orcs find 
it. JUSt as unfonunare ly, sometimes the 
orcs are brave and prepared enough to 
explore it. The gold mines of Jhyrrad 
penctrart"d the river and led to an oreish 
slaughter of me village residentS aU 
those cenruries ago. The orcs responsi· 
ble for me slaughter removed the bodies 
to the de/p river caverns for looring, and 
most returned to me Broken Lands to 
rouse all the orc [ri~s ... only to be kiUed 
when another earthquake sealed the 
pathway up again. The remainde r died 
at dwarvish hands, but the dwarves 
believed them to be solitary intruders­
there weren' t enough orcs co h.we 
destroyed Jhyrrad. 

So. [he (iver pathway still exists, and 
can be optned by any of the numerous 
earmshakcs which affiict me Broken 
Lands. 

RuRoal - -------

PopuJadon: 2,000. 
Populadon Mix: 100 % dwarf. 

25 % free farmers , 50% criminal 
farmers, 12.5 % military garrison. 
12.5 % s~cialis( workers. 

Major Clan Influences: (Among 
free residems) 60% Wyrwarf, 25 % 
TorkreS(. 15 % Skarrad. 

Military Strength: 250 (one com· 
pany). 

Geograph ical Details: Kurdal is a 
walled, sectioned dty built on me shores 
of Lake Klimest. It has multiple sets of 
walls: The exterior city wall. wh ich pro­
teCts me dty from invasion, and an inte­
rior wall, which serves to keep aboUi 
half the city population imprisoned. 
The city has no underground section 
and. in fact. tunnelling of any sort is iUe­
gal in this area. 

Notes: Kurdal is a penal colony, a 
place of punishmem for dwarves who 
have done wrong and have to aCt as 
fa rmers fo r the duration of their senten· 

ces. Most dwarves who commit serious 
crimes (usually assaulu or manslaugh­
ters in fits of rage) end up here; few 
return. The thousand or so convict 
dwarves are released to the fields each 
morning to do their sowing and reaping, 
returning before dark; each group of six 
dwarves has a guard. Of me free popula­
don in Kordal. many (25 % ) are the 
guards, more (50 %) are fishe rmen, and 
the remainder are s~ciali sts <craftsmen, 
carters, etc.) who provide the spedal 
se rvices needed by any ciry. 

PopUlation: 15,000. 
Popul at ion Mix: 95 % dwarf, 

5 % human. 
Major Clan Influen ces: 80% of 

the dwarves in this city belong (() one 
of the Skarrad fam ilies. 

Military St rength : 500 (one com­
pany). 

Geograph ical Derails: Smagseft is 
built on flatlands on the southern shore 
of Lake Klintest. Approximately one­
half the city is below ground, built par­
tially in a series of caves there. mostly in 
artificial caves dug out by the dwarves. 

No tes: Smaggeft, whose name means 
.. moketOp" in the dwarvish tOngue, is 
Rockhome's most industrially-oriented 
tOwn . It is chock-full of refineries, smelt· 
ing operations, sm ithies-more per 
capira than any orner city in Rockhome 
-and metal craftshops. It is also the 
home of Rockhome's largest concentra­
don of mechanical engineers, who are 
consta ntly striving to create new, practi­
cal. efficient machines to improve their 
lives and the world. Sm3ggeft is also the 
refining point for 100% of the metal 
ores which come from the mining vil­
lages in eastern Rockhome; it all passes 
through Smaggeft and is refined before 
being sent on to Dengar and other 
poi ntS west. In Smaggeft, in one of itS 
artificial cavern areas, is the Stronghold 
of the Skarrad clan . Smaggeft residentS, 

especially inebriated fishe rdwarves on 
me lake at dusk. spread the sfOry that 
the Lake Klintest has some SOrt of swi m· 
ming monSter living in it. 

Sta l)l - -------

Populatio n: 30.000. 
Populatio n Mix: 98 % dwarf, 

2 % human. 
Major Clan Influences: Of the 

dwarves in tahl, 35% are Torkrest. 
25 % are Syrklists, 20% are Buhro· 
dan , I, % are Wyrwarfs. 

Mil itary Strength: 500 (twO com­
panies). 

Geograph ical Derails: Stahl is built 
across the lOp of a large hill near the 
banks of the norm shore of Lake Stah l. 
Dwarf construction caps the enure hiD 
and also CUts d ear through it; approx i. 
marely 40 % of the city is underground , 
and most of the underground opening is 
artificial. 

Notes: This is the second-largest dry 
in Rockhome; it is the beneficiary of 
trade with the Ethengar Khanate and 
oversees the agricultu ral use of this part 
of the Stahl Lowlands. Of the humans 
population, some are Ethengarians aC[· 
ing as traders in the dwarven land; same 
are relatives of me human farmers in the 
area . 

Map Notes: On rhe cil}' map ofStahJ, 
you'U see the following details: 

(I) Above-Ground section of map. 
(2) City gates. 
(3) Human Quarter. Here, the build­

ings are built to human scale; most o f 
the city's humans live here. 

(4) Market District. The grand o~n 
central area is where traders' stands are 
set up on a ~ar-round basis. 

(5) Openings infO me underground 
section of the city. 

(6) Underground section of map. 
(6) Estate of the Governor of Stahl. 
(7) Grounds of the Stahl Garrison. 
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Omen Sites Of INtenest 

Fonts-------
Font IKNwanf (Ral, 
DeNwanf)-------

Populatio n: 1,500. 
Populatio n Mix: 100 % dwarf. 

67 % military, 33 % civil ian/support. 
Major Clan Influences: Of the 

dwarves in Fort Denwarf, 60 % are 
Torkrest, 20 % Buhrodar. 

Military Strength: 1,000 (four 
compan ies). 

Geographical Details: Fort De nwarf 
is a large stone keep built right at the 
side of the Styrdal Road, JUSt before the 
point at which it crosses over the Styrdal 
River and enters foothill territory to the 
north. The fort has double curtain walls 
and has an outpost, fo ur miles ro me 
north, on the fi rst large hilltop. Most of 
the fo rt, except fo r deep storage cham· 
bers and a hidden access to a well, is 
above-ground . 

Notes: In times of invasion, the Out· 
post can communicate by signal fi re or 
the ringing of bells that there are ene· 
mies on the road , and the garrison can 
move to block the invasion. 

This fo rt, built at me narrowest point 
of the Styr Valley, is the normern defense 
of Rockhome. responsible for protecting 
the nation from possible invasion from 
the north . 

FontEvekann----- ---

Population: 500. 
Popularion Mix: 100 % dwarf. 
Major Clan Influences : 50 % 

Torkrest, 20 % Buhrodar. 
Military Strength : 250 (one com­

pany). 

Geograph ical Details: In th is area 
of jagged and uncrossable mountains, 
Fan Evekarr is built in a low pass 
between twO of the most obtrusive 
mountains-is built, in fact, on the on ly 
passable crossing between Rockhome 
and Vestland. The twO walls of me fo rt 
abut the mou ntains on either side, so 
the fort straddles me entire pass, and the 
road passes through the fo rt . The garri­
son building is built into the mountain 
on the eaSt side of the pass; even if the 
walls are gained , the keep is devilishly 
hard to take, being mostly contained 
within the mountain. 

Notes: This high-mountain fortress is 
in shadow most of the day, cold most of 
the year, gloomy all of the time. Irs busi­
ness is to proteCt Rockhome from possi­
ble invasion along the Evekarr Road. It 
is manned from the beginni ng of spring 
to the end of fall, abandoned fo r the 
wi nter; it is nOt thought that any 
invaders could reach as far as this fort 
from the onslaught of winter to the 
beginn ing of spring thaws. 

){annal'-- -----­
(Also called Karrak Casde and Death 
Rock Forr). 

Population: 2,500. 
Population Mix: 99 % dwarf, 

I % human. 40% military, 60% 
civilian/su pport . 

Major Clan Influences: 40 % 
Torkrest , 20 % Buhroda r, 15 % 
Eve rast, 15% Skarrad. 

Military Strength: 1,000 (four 
companies). 

Geographical Details: Karrak is 
built high on a cliffs ide overlooking the 
Sardal Pass and the road which travels 
its length. Broad stairs cut into me living 

rock allow fo r ascent to the fo n ; the 
dwarves can also be lowered in elevators 
depending from winches arrached to 

sw ing-out booms, should the staircase 
be blocked or should me dwarves need 
to descend by altern ate roUtes. O ne exte­
rior wall and a few bu ild ing faces can be 
seen from the outSide, but the majority 
of the fo rt-enough room to house 
3,000 residents-is CUt into the moun­
tain. 

Notes: Karrak is designed to p rOtect 
me pass from invasion fro m me soum. 
Though technically a fo rt, it is also a 
town with guard garrisons, mining and 
engineering projects, and a large civilian 
population. The humans living in Kar· 
rak are mostly experienced warriors and 
military tacticians from Ylaruam, Oaro­
kin, and Vescland , and act as military 
advisors. 

VillaGes --------
Not shown on th is map, but an impor­
tant part of Rockhome, are hund reds of 
small villages, particula rly fa rming vil· 
lages in the lowlands and mining vi l­
lages dott ing the Altan Tepe and 
Makkres mounta in ranges . Some are 
above-ground , but the majori ty are 
underground seniements, some estab­
lished in existing caverns and others dug 
fro m the living rock. 

These villages have populations rang· 
ing from a scant 100 to as many as 
1,000. The: larger ones are usually 
guarde:d by a typical village squad of25 
military dwarves. 
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The following characters are all men­
tioned at various points in the tex t . Each 
character is described by: 
N arne and ti tle(s); 
HistOry (background); 
Personaliry (behav ior); 
Appearance (description of character); 
DMing Notes (how co use the charac­
ter); 
Combat Notes (level, abilities, etc.); 
Spells, if any; and 
Magical Items in Possession. 

Note: Wherever a character's Lan­
guages are listed, "Dwarf' and "Dwarv­
ish" refer to the general Rockhome 
version of the language. Major cities 
have their own dialects, but we won't 
worry ahout them. 

BU/JRooaR ClaN --­

DORto, SoN Of DORic--­
Head of the Buhrodar Clan 
H ead of eIle Family of Buhrodar 

History: Dorto is a Senior dwarf and 
head of the Buhrodar family and Suhre­
dar clan, as hj~ father was before him. 
No advenrurer, he has spent his life lead­
ing his clan and family and acting as a 
waterway engineer for Rockhome. He 
knows much about underwater rivers 
and aboveground irrigation techniques. 
Naturally, as head of the Buhrodar Oan, 
Dorco lives in Highpoint Cavern, the 
Buhrodar stronghold. 

Perso nality: Dorco is a fair but Stern 
dwarf of narrow interests. Talk co him 
about his clan, his family. the boon co 
civi lization of proper water manage­
ment, or his children; otherwise he 
grows disinterested. 

Appearance: Dorto stands a little 
under average height for a dwarf (he's 
about 3'9 W

) but is very StOut (175 lbs). 
He is bald and heavily bearded; his 
beard and mustache are a beautiful 
silver-grey with no trace of their original 
color remaining. 

DMing Notes: Use Dorco as a knowl­
edge source fo r questions on rivers and 
waterway engineering; it's possible to 

have some influence on dwarven politics 
by becoming his friend, but it 's his wife 
who is the $enacor, not Darco. 

Combat Notes: 6th-level dwarf; AC 
9 (4 with chain mail and sh ield); hp 33; 
MY 120' (40') (90'/30' in chain); #AT 
1; D 1-6 ( + 1) war hammer; Save 06; 
ML 7; AL L; S 14 I 12 W 9 0 9 Co 12 
Ch lO; Languages: Dwarvish, Darokin, 
Alignment (Lawful), Gnome, Goblin, 
Kobold. General Skills: mining (I), engi­
neering (I), waterway engineering 
(I + 2). 

I{ORis, DaU(;m~R Of GORis­
Head of me Buhrodar Gan 
Senaror for me Buhrodar Family 
Head of me Family of Buhrodar 

History: Koris was a daughter of the 
Dulrad fami ly of the Buhroclar clan; 
when she wed Da rco, she joined the 
Buhrodar family. With her quick mind 
and agreeable temperament, she was 
given the post of Senaroe of the Buhro­
dar fami ly by Darco's parents some time 
before they stepped down as leaders of 
the family. She is a Senior dwarf. As 
cloes her husband, she lives in the 
Buhrodar Stronghold of Highpoint Cav­
ern, but is also often found in 
Dwarfheart, where the Grand Council 
meets. 

Personality: Koris is a cheerful and 
outgo ing dwarf; she makes frie nds 
within a couple of years, is pleasant of 
disposition, and is a good speaker. She 
is also fiercely lawful and an experi­
enced dwarf-cleric, vitally interesred in 
the doings of clerics and Immortals, 
both within and without Rockhome. 

Appearance: Koris is a plain but 
merry-looking dwarf-woman; her eyes, 
blue and intent, are quick to SpOt 
details. She rends ro dress in black with 
gold accoutrements. Her hair is graying 
from black. 

DMing Notes: Koris is a source of 
information fo r clerical questions. She 
generally has time co listen ro the ques­
tions, advice, and lobbying efforts of 
dwarves and visiting humans, but is her-

Ct}anact€RS 

self a seeker of information; if things are 
going on which may have an effect on 
he r family or dwarf-clerics in general, 
she will have her nose in it and will 
attempt to pry information from 
involved player-characters. Thus she is 
both a nuisance and a potential political 
aUy, depending on what positions the 
PCs take. 

Combat Notes: 8th-level dwarf­
cleric; AC 9 (4 in chain and shield); hp 
34; MV 120' (40') (90'/30' in chain); 
tAT 1; D 1-6 ( + 2, war hammer + I); 
Save D-C 8; M1 9; AL L; S 13 I 13 W 
16 D 12 Co 11 Ch 14; Languages: 
Dwarvish , Darokin, Ethengar, Align­
ment (Lawful), Gnome, Goblin, 
Kobold. General Skills: mining (I), engi­
neering (1), persuasion (Ch), counselling 
(Ch), knowledge of clerical orders (I), 
knowledge of Rockhome politics (I). 

Spells Normally Carried: First Level 
-cure light wounds, deteCt evil. Second 
Level-bless. find uaps. Third Level­
continual Hghr, locate object. Fourth 
Level-cure serious wounds. 

Magical Items in Possession : One 
war hammer + 1. 

t:lJoRic R~OIJaNO, SoN Of 
DORtO----------------­
Minister of Hisrories 
Clan of Buhrodar 
Family of Buhrodar 

History: The first-born son of Dorco 
and Koris is a dwarf-cleric JUSt reached 
Adult starus. He was an adventurer in 
the outer world particularly the south­
ern human realms) for 25 years and so is 
familiar with outs ide customs and 
naeional affairs. Since his return co 
Rockhome a few years ago, he has begun 
pursuit of his other love, hisrory and 
scholarship, and has been appointed 
court hisrorian by King Everast. Though 
Thorie grew up in and still has quarters 
in his parents' stronghold in Highpoint 
Cavern. he now lives in Dwarfheart, the 
cavern which houses the Everast Clans, 
the Senate buildings, the great dwarven 
library, and all the other government 
offices and quarters. 
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Personality: Tnoric, like his mother, 
is (by dwarven standards) outgoing. He 
makes friends in a relatively short span 
of years, and even much faSte r when 
adventuring. Cieric, scholar, and adven­
turer, he admires persons fo r in telli­
gence and courage, regardless of their 
race; he has even had amicable dealings 
with adventuring elves on occasion, 
though he doesn't admit this to other 
dwarves. 

Appearance: Thor ic is an Adult 
dwarf jUst reaching his prime. He is taU 
(4'4~) and powerfully built (170 Ibs., 
with little fa t). His hair, mustache and 
beard are a fiery red, and he rends to 
dress in tans and light browns which set 
off the color of his hair. In combat, he 
dresses in full plate and carries a dwar­
yen harne-axe of beautiful make. 

DMing Notes: Thotic is a resource 
on the histOry of Rockhome and several 
other subjectS (see his General Skills, 
below); when characters are stymied in a 
search fo r knowledge, he can often give 
them some information to pur them on 
the right course. In higher-level Experr 
adventures, he can even be persuaded to 

become a compan ion on the adventure, 
provided it has some historical signifi· 
cance. 

Combat Notes: 12th· level dwarf· 
cleric (1,000,000 experience); AC 8 
(Dexterity bonus) or 2 (plate mail plus 
Dexterity bonus); hp 49; MV 120' (40') 
(90'/30' in plate); *!J I; D 1·8 ( + 3, 
from Strength and battle· ax!!' + 1), 
Attack Rank C; Save D·C 12 (rakes '12 
damage from spells); ML 10; AL L; S 16 
I 13 W 16 D 13 Co 14 Ch 12; Lan· 
guages: Dwarvish, Thyatian, Darokin, 
Alignment (Lawful), Gnome, Goblin, 
Kobold. General Skills: min ing (I), engi· 
neering (I), dwarven histOry + 2 (I + 2), 
geography of human realms (I), rid ing 
(D), scholastic research (I). 

SpeUs Normally Carr ied : First Level 
-cure light wounds ( x 2), detect evil, 
light. Second Level-bless, find rraps 
( x 2), know alignment. Third Level­
coneinual lighe, cure disease, locate 
objecr. Fou rth Level-cure serious 

wounds ( x 2), dispel magic. Fifth Level 
- commune, raise dead. Sixth Level­
word of recall. 

Magical Items in Possession: One 
battle-axe + I , one ring ofplanr con rrol, 
and a scarab of proreco'on with five 
charges remaining, all acquired during 
his adventures. 

EVERasl ClaN ----­

l{iN" Evenast XV----­
(Born Bifin, Son of Bofin) 
King of Rockhome 
Head of the Everasc Clan 
Head of the Family of Everasr 

Hismry: Bifin is the son of Bofin, 
who was King Everast XIV. Bifin spent 
his youth in the Rockhome military; his 
career was competent but undistin­
guished, and he achieved the rank of 
Captain (Evedar). Upon reaching Adult­
hood, he resigned his commission and 
married his cousin Nais, also a former 
officer, and began to assume duties 
withi n the Everast family, learning from 
his father the proper ways to manage 
fami ly, clan and country. He was well­
trained and the best choice for kingship 
when his venerable father died forty 
years ago. He and Nais had three chil· 
dren before she perished, twenty years 
ago wh en a Ska rrad expe rimental 
engi ne exploded duri ng her official 
inspection. The Dwarf·King, natu rally, 
Jives in the royal palace and quarters in 
the great cavern called Owarfheart. 

Perso nality: Everast XV is a bit unu­
sual in that he's something of a chame­
leon. He is as glib and seemingly 
friendly as a human merchant·prince, 
bur it is aU politics; he keeps his [rue 
sentiments hidden. He is devoted to 
making sure that the state of dwarven 
knowledge never declines. In keeping 
with this phi losophy, whe n trouble 
occurs in Rockhome, he tends to assign 
compa rat ively youthfu l dw a rf­
adventurers (those who haven't had 
time to acquire crafts· mastery) or, even 
better, fo reign heroes and mercenaries, 
to deal with the trouble. If they succeed, 

he rewa rds them generously; if they fa il, 
well, he tries again , and at least no 
important knowledge or tech niques 
have been lost. 

Appearance: Everast XV is of ave r­
age dwarf height and weight (4', 150 
Ibs.); he's beginning to PUt on a few 
extra pounds. He is bald ing; his beard 
and mustache are greyi ng from their 
former blond color. He often wears 
human·designed, colorful robes in COUrt 

situations and celebrations, and carries 
a gold-plated, beautifully-crafted, gem ­
studded sceptre of his office (which can 
double as a war hammer if the situation 
demands). 

OMing Notes: Everas( is, of course, 
the king. He is generaUy not accessible 
to player-characters in Basic adventures 
(except when he has trouble he wantS 
them to quell); by the time the charac­
ters enter Expert adventures, they'U be 
well-known enough (or suffi ciently 
involved in politics) to have audiences 
with him. 

Combat Notes: 7th-level dwarf; AC 9; 
hp 33; MY 120' (40'); #/(f 1; D 1-6 
(war hammer sceptre); Save 07; ML 6; 
Ai N; S I3 I 17 W 11 D 12 Co 12 Ch 
1 S; Languages: Dwarvish , Ylari, Daco­
kin, Thyatian, A1ignment (Neutral), 
Gnome, Goblin, Kobold. General Skills: 
mining (I), engineer ing (I), riding (0), 
military tactics (I), persuasion (Ch), 
Rockhome politics (I), conversation (Ch). 

BofiN, SON Of BifiN ---­
Prince of Rockhome 
General of Karrak Casde 
Everase Clan 
Family of Everast 

H istory: The fifS[ ·bo rn child of 
Everast XV is Bofan, named for the 
king's fathe r. He is an /\dult dwarf and a 
career mili ta ry dwarf who has risen 
th rough the ranks to the generalship o f 
Karrak Castle, (he vital defensive bas­
tion to (he south of Dengar. He is also 
the leading contender to be the next 
Dwarf-King, though this is not likely to 



occur soon, as his fam er en joys excellent 
health. Bofin lives in Karrak, bur natu­
ra lly has secondary quarrers in his 
father's palace. 

Personality: Bofin is a dark, brood­
ing, somber dwarf, much more person­
ally "correct" than his fathe r. He is a 
great tactician and planner, fa ir in his 
judgment, and possessed of much fore­
th ought, but even among his friends he 
tends to be quiet and unsmiling. To 
become his fri end , a dwarf must be 
intelligent, courageous, always there 
when Bofi n needs him, and patient 
enough to be his ally fo r years and in the 
absence of any sort of encouragement. 
Consequendy, his fr iends are few. 

Appearance: Bofin is a massive 
dwarf, standing more chan four and a 
half feet tall and weighing around 180 
lbs. H is hair, beard and mustache, like 
thar of his mother's line, are thick and 
jet-black, and he tends to dress in black 
garments unrelieved by bright metals or 
gems, All in all, he is very imposing. 

DMing Notes: Bofin could be the 
player-characters' commander, if they 
are military dwarves; otherwise, they are 
likely to see him only when visiting Kar­
rak or during times of parade and cele­
bration. Should his father die, Bofi n will 
become king; he will break with tradi­
tion and have himself crowned as Bofin 
I, not taking his fami ly name as his 
name of kingship. 

Combat Notes: 12th-level dwarf 
(1,400,000 experience); AC 0 (plare 
+ 2, shield); hp 66; MY 120' (40') (90'1 
30' in place); fAT 2; 0 t -8 ( + 2) (battle­
axe); Attack Rank G; Save 012 (takes 
half damage from spells); Ml 10; Al L; 
S 16 I 13 W I I D 9 Co 16 Ch 10; l an­
guages: Dwarvish, Ylari , Echengar, 
AJignmem (l awful), Gnome, Goblin, 
Kobold. General Skills: mining (I), engi­
neering (I), riding (D + 1), Rockhome 
politics (I + 2), knowledge of Rockhome 
military (I), Rockhome economics ( I). 

Magical Items in Possession: p lare 
mail + 2. 

CI)anact€ns 

NORis, Dau<;l71en Of Nais-­
Princess of Rockhome 
Senator for Family of Everasr 
Everasr Clan 
Family o f Everasr 

History: The second child of the 
Dwarf-King, a sti ll-yo uthful Adu lt 
dwarf, has never had the mania! lean­
ings o f her sibli ngs or parents, bur she is 
a charismatic speaker and a very effec­
tive politician. Should Bofin nOt be able 
to take the dwarven throne, the king 
thinks, Noris may be a very effective 
leade r (assuming she gives up her opin­
ion that every problem can be solved 
with skillful negoti ation). As part of her 
trai ning, Everast XV, ten years ago, 
stepped down as Senator for his family 
and gave that position to her. Since then , 
she has ably represented her family in 
Grand Council. She keeps her quarters 
in her fathe r 's palace in the Dwarfheart 
cavern. 



Cl)anacteRS 

Personality: Noris is a very bright 
dwarf, with a Strong will and growing 
ability and confidence. She lives for pol­
itics, the skilled managemem of other 
dwarves. If she has a weakness. it is in 
her confidence that she can outsmart 
anyone and never has ro settle matters 
on the battlefield. If she ever has to con­
duct negotiations with hostile non­
dwarves, she could keep her 
negotiations open, convinced that all sit­
uations are resolvable through d iplo­
macy, long enough fo r her enemies to 

consolidate their power or enact some 
SOrt of master plan that will seriously 
hurt the dwarves; in other words, she's 
fully capable of outsmarting herself. 

Appearance: Noris is of average 
he ight and somewhat under average 
weight for a dwarf-woman. Like her 
brother Bofin, she has thick black hair. 
Unlike him, or most dwarves, she rends 
to wear ceremon ial white robes most of 
the time, which help her stand out in 
Grand Council. 

DMing Notes: As senaror for the 
Everasts, Noris is a valuable contact for 
player·characters ro have; if chey ever 
dabble in Rockhome politics, they'U 
have to meet her and convince her of the 
rightness of their cause if they want to 
enaCt laws or make changes. For lower­
level advenrures, they may find it easier 
to get an audience with the Dwarf·King 
by convincing her of their need; in times 
of trouble, she could be of much help to 
the player-characters this way. But they'U 
owe her a favo r, and she'U remember it. 
and evenruaUy coUect. 

Combat Notes: 2nd·level dwarf; AC 
9; hp 13; MY 120' (40'); tAT I; D 1-6 
(war hammer); Save 0 2; Ml 10; AL N; 
S8 1 17W9 D 12Co l3Ch 14; Lan· 
guages: Dwarvish. Ylari, Darokin. Thy· 
atian, Alignment (Neutral), Gnome, 
Goblin, Kobold. GeneraJ Skills: mi ni ng 
(I), engineering (I), persuasion (Ch), 
knowledge of Rockhome (I), knowledge 
of Roclrnome politics (I), espionage and 
information.gathering techn iques (I). 

DURis, DauGI}tER Of Nais­
Princess of Rockhomc 
General of Stahl Garrison 
Everasr Gan 
Family of Everasr 

History: The third and last child of 
the Dwarf-King and Dwarf·Queen was 
thei r daughter Duri s, who is now 
approaching Adulthood. She left home 
and entered the Rockhome military as 
soon as she was of age to do so (20), and 
has now spent 30 years in a rapid rise 
through the ranks. W ith wit, common 
sense and a love of battle, she has dis­
charged her officers' duties for the army. 
and sIiU personaUy leads charges in 
some engagements with invading non· 
humans. Appointed to the generalship 
of the Stahl Garrison five years ago, she 
has vowed to keep things safe and tidy 
there, and has secretly set her eyes on 
eventuaUy taking command of the Kar· 
rak Castle Garrison-when her brother. 
now in charge there, leaves the military, 
o r when she can show him up. She lives 
in the military quarters at the Stahl Gar· 
rison. 

Personality: Duris is a keen competi· 
tor fo r battlefield and military glory. Ie's 
nOt killing that delights her- it's win· 
ning. She delights more in seeing ene­
mies ruen tail and ru n, fea r on their 
faces, than see ing them strewn across a 
battlefield. And she appreciates a keen 
competiror. She has had an ongoing 
love/hate competition going with Balin, 
son of Korin, of the family Torkrest; 
Balin is the general of the Denga! garr i· 
son and her chief rivaJ in military 
accom plishment. The Dengar gene ral· 
ship is more prestigious man mat of 
Stahl, hence her desire [Q land the gener­
alship of Karrak Castle and be one up 
on Balin. She and Balin wiu evemuaUy 
either be bitter enemies, or wed; no one 
can now reU which it wiU be. If her 
father and siblings were to perish sud­
denly in a grand calami£Y, i{'s debatable 
whether or nor she'd take the {hrone; 
she prefers {he mjlitary life, and would 
probably nominate someone like Thoric 
Redhand of the Buhrodars and men 
scurry back to her beloved garrison. 

Appearance: Duris is a good·looking 
dwarf· woman, being vibrantly heaJthy, 
energetic, with piercing blue eyes. He r 
hair is a thick blonde mass, usually 
puUed back in braids in the fashion of 
the Jarldom women. To stand out in 
ordi nary events. she tends to wear doth· 
ing in reds and russet browns (when she 
and her black·dad brother and white· 
clad sister are rogether, it is by dwarven 
standards a kaleidoscope of colors); in 
combat, she wears a blood-red surcoat 
over her plare mail. 

DMing Notes: If you choose to run a 
military·dwarf campaign, Duris will be 
their commander if the campaign is 
based OUt of Stahl. In such a campaign , 
she will constantly be ·getting the pes 
into trouble by orde ring bizarre actions: 
mountain-scaling up the back side of 
enemy fortifications, using primitive 
hot·air balloons to get inro enemy forts, 
holding efforts against huge bodies of 
enemies in narrow passes, setting up of 
peculiar traps, e{c. She does not sacri· 
fice dwarves for her personal glory, but 
she will r isk their lives on new rech· 
niques and improvised military efforts. 
If the characters do not serve under her, 
they are likely to hear of her but nOt 
meet her until Companion·level adven· 
rures when they, tOO, are generals bat· 
tling by her side. 

Combat Notes: 12th·level dwarf 
(1 ,000,000 experience); AC 0 (plate 
mail, shield + 2); hp 60; MV 120' (40') 
(90'/30 ' in plate); tAT 2 (Attack Rank 
E); D 1·8 ( + 3, from strength and batrle 
axe + I); Save 012; ML 11; A1 N; S 16 
I 15 W to 0 11 Co 16 Ch 14; Lan· 
guages: D wa rvish, Ylari , Ethengar, 
Alignmem (Neutral), Gnome, Goblin, 
Kobold. General Skills: mining (I), engi· 
neering (I), trap engineering and con· 
struction + 2 (I + 2) , riding (D) , 
military tactics + 1 (I + 1). 

Magical Items in Possession: shield 
+ 2, battle axe + l , boors of traveling 
and leaping. 



HURwaRf ClaN ---­

DURic, SON Of l<uRic--­
Head of the Hurwarf Clan 
Senator for the Family of Lyrrasr 
Head of the Family of Lyrrasr 

HistOry: Durie was ro be heir ro one 
of the smaller families in the Hurwa(f 
Clan, but his parents had trained him 
very well in the Hurwarf doctrine of "us 
against them;' of dwarves against the 
world. Bifia, heiress co the Lyrrast family 
which controls the Hu rwarf Clan, met 
him, was greatly impressed with his pas· 
sionate devotion ro the cause, and with 
his accomplished craftsman skills, and 
evenru ally marr ied him; he left his fam· 
ily and came to the Lyrrasts. A bener 
speaker than his wife. he was given the 
SenatOrial position when her father 
died; she shares equally in all his Grand 
Council decisions. Duric lives in the 
Lyrrast stronghold in Riverrun Cavern, 
home of the Hurwarfs. 

Personality: Duric is actually an 
intelligent and personable dwarf­
among dwa rves. He despises non ­
dwarves. and in particular despises 
humans and gnomes, because mher 
dwarves seem ro like these races. He will 
nOt speak to nondwarves, and would 
probably go to his death rather than 
speak to a human or other demihuman. 
Bur he expresses his opinions in polire 
diplomacic language. Though his isola­
tionist doctrine does nOt share popular 
support outside the Hurwarf Oan, he is 
tireless in his quest to keep Rockhome 
pure for dwarvenkind. 

Appearance: Durie is a dwarf just 
reaching his Seniority; he is of average 
dwarven height (4') but slender (130 
Ibs.). He is mostly bald, his mustache 
and beard still greying from their origi­
naJ dark brown. His eyes are brown, 
keen, and usually friendly (when 
di recred wward dwarves). 

DMing Notes: Duric, though not 
evil of intent, is an antagonist for player· 
characters, assuming that the PCs do nOt 
completely share his views. If a PC is an 
adventuring dwarf who travels outside 
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Rockhome, or who has nondwarf 
frie nds, or is (worst of all) not a dwarf, 
Durie is up ro something co thwart or 
annoy him. He cries to push legislation 
to limit or eliminate trade with the 
human realms, ro launch official raids 
and acts of war inro Alfheim, ro man· 
date that dwarven children be brought 
up in a philosophy of unreleming oppo­
sition to nondwarves; he persuades his 
clansmen ro mock and deride dwarves 
who have nondwarf friends (often lead­
ing ro ravern-rype brawls); occasionally, 
and secretly, he arranges to spoil or ruin 
dwarven trade goods leaving Rockhome; 
he may even arrange for beatings of 
dwarves or nondwarves who oppose 
him. In short. he can be the catalyst for 
many ciry-rype adventures in Rock­
home. 

Combat Notes: 5th·level dwarf; AC 
9; hp 27; MY 120' (30'); RJoJ I ; D 1-6 
( + I, strength bonus) (war hammer); 
Save 0 5; ML9; ALN; S 13 11 4 W 8 0 
12 CO II Ch 13; Languages: Dwarvish 
(he has deliberately forgonen all other 
languages he was required ro learn). 
General Skills: mining (I), engineering 
(I), goldcrafting + 2 (I + 2), persuasion 
(Ch). 

Bifia, DaUGI)t"R Of Bifi-­
Head of the Hurwarf Clan 
Head of the Family of Lyrrasr 

History: Bifia was not or iginally 
intended to be hei r to rulership of- the 
Lyrrast fami ly and Hurwarf clan; she 
had an older brother who was well· 
trained in chat role. To compete with the 
favoritism shown co him, she threw her­
self into studies of the family philosophy 
and the outside factOrs influencing 
Rockhome so that in every way she 
would excel over her brother. It was a 
poindess exercise; her brorher, secretly a 
member of the Thorns, died duri ng a 
raid inro Alfheim. Bifia and her new 
husband, the equally fanatic Duric, 
inherited the fam ily leadership. She 
allowed Duric to take the Senate seat, 
while she does most of the work on gath· 
ering information to use in Grand 
Council. She lives with her husband in 
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the Lyrrast stronghold in Riverrun Cav· 
ern , home of the Hurwarfs. 

Personality: Bifia, having achieved 
leadership of the family as she desi red, 
has set her eyes on a new goal: Queen­
ship. She intends co be the Dwarf­
Queen, leading Rockhome in a proper 
fashion, with Durie by her side. So mosr 
of her energy is spent ro this end, gather­
ing information to help her husband in 
the Grand Council and to hure or 
dimin ish King Everasr XV when the 
opportuniry arises. She is pleasant ro 
Hurwarf, Buhroda r and Everast 
dwarves, neutral to the unfortunate 
Wyrwarfs. and cattily nasty to the 
Skarrads and Syrklists. 

Appeara nce : Like her husband, 
Bifia is of average height bur lean. Her 
hair is black, usually pulled back in a 
severe tail, and her eyes are gray-blue 
and very quick. 

DMing Notes: Bifia shares the same 
campaign function as Durie, with the 
added complication of her intentions 
tOward the throne. She will make the 
most of any time of social upheaval to 

wrest power from the Everascs and per­
haps the throne as well. 

Combat Notes: 5th-level dwarf; AC 
9; hp 29; MV 120' (40'); RJoJ I; D 1-4 
(dagger); Save 05; ML 11 ; AL N; S 11 I 
13 W 130 to Co I I Ch 12; Languages: 
Dwarvis h , Ali g nm e nt (Ne utr al), 
Gnome, Goblin, Kobold (she was not 
forced to learn a human tOngue as a 
ch ild as most dwarves are). General 
Skills: mining (I), engineering (I), Rock­
home politics (I), Rockhome economics 
(I), inform ation·gathering techniques 
(I), bribery and blackmail (Ch). 

SkannatJ ClaN ----

'CIjttais, DauGI)t"R Of t:l)oRi­
Head of me Skarrad Gan 
Senator for the Family of NordenshieJd 
H ead of the Family of NordenshieJd 

History: Thrais, daughter of a poor 
Wyrwarf fami ly in the ciry of Smaggeft, 
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made brilliantly-designed fa rm tOols 
and implements and so was noticed by 
Duro, me youthful head of the Norden­
shield family and Skarrad clan. A dozen 
years ago. they marri ed; she left her fam­
ily to come to the Nordenshields. A 
mere {wo years later, Duro and his 
brOther Balm were trapped in a mine 
collapse in the mountains south of 
Smaggeft. Du ro perished; 80lto lost his 
len arm and his desire to stay among 
dwarves who pitied him , and so begged 
and received a foreign posting from 
King Everase (he is now ambassador ro 
Karameikos). Abandoned by her hus­
band and brother-in-law, Thrais faced 
older leaders of clan families, dwarves 
who tried to wrest control from her on 
the assurance that they could do bener 
with their experience. Choosing to 
maintain her position and continue 
with the dreams she and Duro had had , 
she sent the usurpers from her presence, 
physically when necessary, and held on 
to the leadership of the fam ily and clan. 
She is now the most important dwarf in 
Smaggeft, including the city's governor, 
though she has many enemies within 
her own clan, dwarves who covet the 
dan-leader's position. 

Personality: Though she has the rep­
utation of being a vile-tempered dwarf, 
Thrais' coldness and evil temper are 
merely the results of her struggles with 
other Skarrads for the clan-leader posi­
tion and they are directed only at her 
opponents. Members of the Norden­
shield know her to be a kind and gener­
o u s dwarf-woman, possessing an 
indomitable will but Still nOt quite 
recovered from her early widowhood. 

Appearance: Thrais is a dwarf­
woman in her early adulthood. She is 
large for a female dwarf(4'1~ and 155 
Ibs.) and is sensitive to the perception of 
other dwarves that she is a clumsy and 
ungainly dwarf-woma n. She has b rown 
hair, usually worn loose, and is (except 
when she's in Dengar for Grand Coun· 
cils) often sooty from her daily work at 
the forges. 

DMing Notes: Th rais is a possible 

ally fo r adventuring player-characters, 
dwarf or nondwarf. With the constant 
political backbiting going on in her 
dan, she needs all the help she can ger. 
Her opponents try to get evidence to use 
against her and swing the support of 
loyal fa mily heads from her; radical 
opponents might kidnap her and take 
her some distance away from Smaggeft 
so that she will return to find the dan 
leadership in the hands of others. She 
can be brought intO the campaign by 
Kod Fire-Eye (below), a Nordenshield 
dwarven adventurer who is constandy 
on the lookout fo r talent to help her fam­
ily leader. She can also help player­
characters, as she is known as a dwarf 
who makes devices and gadgets; should 
a characte r need a spring-knife in a 
sheath or a crossbow that fires grappling 
hooks or any of the toys that adventurers 
love, they can find that she is well­
known as an inventOr of such stuff. 

Combat Notes: 4th-level dwarf; AC 
9; hp 30; MY 120' (30'); #IJ I ; D 1-6 
(+ 2 from strength) (war hammer); Save 
0 4; ML 9; AL L; S 161 13 W 15 0 9 Co 
16 Ch 13; Languages: Dwarvish, Ylari , 
Thyatian, Alignment (Lawful), Gnome, 
Goblin, Kobold. General SkiUs: mining 
(I), engineering (1), mechanical engi· 
neering + 2 (I + 2). 

l{oni Fine·EYE. Dau~t)ten Of 
Filia----------
Skarrad Clan 
Family of Nordenshield 

History: Kori is a young (20) dwarf· 
woman who has JUSt left home for the 
adventuring career. Daughter of Filia, a 
cousin of Duro and Bolto, she is a favor­
ite of Thrais and is anxious to help her 
family leader in these d ifficult times. 

Personality: Kori is an intent dwarf­
woman determined to make a name for 
herself and bring fame [0 the fam ily 
name. She longs for adventure in the 
way that Star-snuck ch ildren do; when 
she's had some of me bloodshed and 
nagedy that adventure often leads to, 
she will grow up fast but probably still 
continue on the adventuring career. 

Appearance: Kori is of ave rage 
he ight and we ight for a dwarf-woman, 
but her size is deceptive: she is very 
suong fo r a dwarf and is, even with her 
lack of experience, a powerful fighte r. 
She has amber eyes which seem almost 
to glow when she is angered; her hair is 
red and worn in a single braid. 

DMing Notes: Kori is a companion 
adventurer for begin ning player­
c.haracters if they need one. If they do 
not, she is still a catalyst for adventures. 
Carrying important messages fro m 
Smaggeft to Oengar (for Thrais) she 
could be waylaid by Thrais' political 
opponents, who steal the messages; she 
persuades player-character heroes [0 

retrieve memo Conversely, she can hi re 
PCs to undertake espionage adventures 
against Thrais' opponents, or to rescue 
Thrais if she is kidnaped. or to protect 
her against mat possibili ty, and so fo rm. 

Combat Notes: 1st-level dwarf; AC 5 
(chain mail); hp 10; MV 120' (40'); 
JAT I ; D 1-8 ( + 3 from strength) (bat­
de axe) or 1-6 (c rossbow quarrel); Save 
01; ML 10; AL L; S 181 15 W 8 0 10 
Co 16 eh 12; Languages: Dwarvish, 
Ylari, Thyatian , Alignment (Lawful), 
Gnome, Goblin, Kobold. General SkiUs: 
mining (I), engineering + I (I + I), met· 
allurgy (I), riding (D). 

SYRklist ClaN - ---­

D waIUR. SON Of Bel f UR-­
Head of we SyrkJisc Clan 
Head of we Family of Syrklisr 

History: Owalur became head of the 
Syrklist fami ly and dan through a politi. 
cal marriage. When the previous head 
of the clan (the venerable Fara of the 
Shieldkroten family) died fifty years ago, 
various factions in me family wanred 
different heirs to take the vacant leader­
sh ip. Some wanted one or the other of 
Fara's daughters, Dia and Bali , to take 
the leadership; others wanted thei r 
cousin, Dwalur, son of the master trader 
Belfur. Though all these dwarves were 
still theoretically Youths, JUSt approach­
ing Adulthood, they'd aU been well-



trained in their duties and were ready 
for them. Dwalur and Dia settled the 
marcer; in secret negotiations, they 
decided (0 ",'Cd and comb ine their sup­
port. They did !lnd were accepted as 
leaders by a majority of family leaders 
among the SyrkJistS. Bali, injured, mar­
ried into another family and dan. These 
eventS were some f'A'Cnty-five years ago; 
since that time, Dwalur and Dia have 
led their dan in a slow, cautious pro­
gram of uade, mining, and craftsman­
ship which has profited the dan. They 
live in the Singing Chambe rs, the 
Dengar cave rn stro nghold of th e 
Syrklists. 

PersonaJ iry: Dwalur is a sh rewd and 
crafty dwarf, weU·suited (0 his role as 
leader of the most unde-or iented of the 
dwarven dans. When meeting a stran­
ger, his eyes fli cker over the newcomer. 
assessing his physical cond ition, the 
quality of the goods he wears, the way he 
moves. He is nOt abnormally greedy for 
gold, but he is determined to keep his 
dan uade moving and (0 keep the king 
and his meddling from interrupting 
normal uade. 

Appearance: Dwalur is small for a 
dwarf, 3'8" and 120 Ibs., and has always 
faced mocking accusations that he's the 
so n of Belfur by a gnome misu ess-a 
joke that he doesn't particularly like. 
His hai r is stili thick: it, his mwrache 
and beard, are all snow.wh ite, though 
Dwalur is stiU short of reaching Senior­
ity. He moves in a very nimble fashion 
and is quire graceful as dwarves go. 

DMing Notes: DWiliur is most likely 
to interact with player·characters when 
they are involved in some SOrt of trading 
expedition. If they are bodyguards for a 
dwarven caravan, he wiU probably be 
their employer. If they are traders, or 
have accompanied uaders, from distant 
lands, he is likely to pump them for 
information about their employers or 
trade conditions in other lands. More 
importantly, if he h«omes aware that 
it 's the Hurwarfs who are responsible 
for the damage his goods often take, he 
may hire playe r-characters (0 be surprise 

guards for stOred goods or caravan ship­
mentS. 

Com bat Notes; 1st-level dwarf; !l.C 7 
(from dexterity bonus); hp 8; MY 120' 
(40'); #IJ I ; D 1-6 (war hammer); Save 
01 ; ML 7; AL N; S 10 114 W 13 016 
Co 12 Ch 11 ; Languages: Dwarvish. 
Ylari, Darokin, Alignment (Neutral), 
Gnome, Goblin, Kobold . General SkiUs: 
min ing (1), engineering (I), silversmith· 
ing (I), knowledge of [fade (I), dickering 
(Ch). 

Dia , D a U<iI)t" R Of Fana - ­
H ead of rite Syrklisr Clan 
Senator (or me Family of Syrklisr 
Head of the Family of SyckUsr 

History: D ia's history is given in the 
writeup for Dwalur. above. 

PersonaJ iry: Dia is a quiet, disci­
plined dwarf· woman; as Dwalur is in 
charge of dan policies and the actual 
management of trade, she is in charge of 
keeping the accounts and budgeting the 
dan. Because her father. Thruic of the 
Shieldkrorens (Fara 's husband), was one 
of the unlucky dwarves who visited 
Glanui in Ae 802 (bUt one of the lucky 
ones who escaped), she has a more·than· 
commonly-dwarvish hatred of all things 
Glanuian and wiU devote funds to harm 
the Glantr ians whenever possible. Her 
sister Bali is of like mind ; so is thei r 
cousin Th r umba r, a p ro m inent 
ravernkeeper in Specularum, capital of 
Karameikos. 

Appearance: Dia is an Adult dwarf 
approaching Sen iority. She is of average 
height, of pale complexion but with 
black hair. typically worn loo~. Unlike 
many dwarf-women, she wears tunics 
with fuU skirts of human design, stiU in 
proper muted dwarven browns. She 
usually looks serious, seldom smiling. 

DMing Notes: Dis's uses in a cam­
paign are similar to those of her hus· 
band Dwalur (above), with one 
exception. On her own, with funds she 
conuives from her books, she often 
bankrolls small expeditions of advenrur· 
ers to do harm to Glantrians. She 
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doesn' t care what SOft of harm it is, so 
long as it's hurtful. This is especially 
appropriate for human-oriented cam· 
paigns; human adventurers may be 
hi red by Dia or a Iov.'t'r-down Syrklist (0 

desuoy a Glanuian caravan, or (0 enter 
the country itSelf and wreak havoc in 
Glaned City. 

Com b at Notes: 1st-level; !I.e 9; hp 8; 
MY 1201 (40'); fAT 1; D 1-6 (mace); 
SaveDl;ML6;ALN;S 101 13 W 14 
D 12 Co 10 Ch 13; Languages: Dwarv­
ish, Da rokin, Alignment (Neutral), 
Gnome, Goblin, Kobold. General Skills: 
mining (I), engineering (I), bookkeep­
ing (I), economics (1), knowledge of 
Glantd (I). 

'Conknest ClaN ----

J{ORiN, SON Of ORiN--­
Head or me Torkresr Clan 
&naror for me Family ofTorkresr 
Head of me Family orTorkrest 

H istory: Korin, a dwarf JUSt turned 
Venerab le, left the military fifty years 
ago, late in his Life, upon the death of his 
father. and toOk up the reins of the 
Torkrest family and dan. He did not 
marry until then, and so his children are 
a century younger than he, which is 
unusu al for a dwarf. He lives in Upper 
Dengar, where the stronghold for the 
Torkrest dan lies. 

Personality: Korin is an old dwa rf 
and a rather bitter one, bitter that King 
Everast is such a flitterby and does not 
commit a more substantial portion of 
the nation's wealth toward the military. 
He has contempt fo r anyone who does 
not learn to fight (and so despises 
human magic-users and pacifist clerics), 
but, surprisingly, has respect for anyone 
who is an accomplished fighter or miLi· 
tary leader, which iocludes some 
humans, even the occasional elf or ore. 

Appearance: Korin, once a mighty 
figure of a dwarf, is now stoOped and 
aged, though he stiU stands a formidable 
4'~· and weighs around 165. He 
dresses entirely in blacks, like the much 
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you nge r Dwarf·Prince, General Boli n; 
his pure-white beard and mustache are a 
bright ccmrasr against his clOthes. He 
car ries a si lver-headed walking-stick 
which is actu ally a magical toy he cap­
tu red from a dead orc-king; it actS as a 
macC!' + 2. 

DMing Notes: Korin is most likely 00 
inter act with player-characters because 
King E~ras[ U USts his judgment in the 
choosing of adventurers fo r special 
tasks. Korin or one of his child ren is 
usually the first to contact adventurers 
when Everas[ XV wantS some sort of 
dangerous task accomplished. 

Combat Notes: 12th-level dwarf; AC 
9; hp 30 (down from a youthful (Oral of 
S8); MY 90' (30') (would be 120'140' 
but for old injuries); *AT 2 (Attack 
Rank C); 0 1·6 ( + 2 from mace + 2); 
Save 0 12; ML 9; AL L; S 12 I I I W 14 
o l OCo 9 Ch 13; Languages: Dwarv­
ish, Ylar i, Alignment (Lawful), G nome, 
Goblin, Kobold. General Skills: mining 
(I), enginee ri ng (I), riding (D), military 
tactics (I), weaponsmithing (1), Rock­
home policics (I). 

Bali, Dau<;t)len Of Fana-­
Head of che Torkresr Clan 
Head of che F:unily of Torkresr 

History: Bal i's history was given in 
the writeup for Dia of the Syrklists, 
above. When, fifty years ago, Dwalur 
and Di a wed and settled the question of 
the leadership of the Syrklisrs. Bali was 
hurr by their collusion and decided to 
ll!ave the entire Syrklist dan behind. 
When she beca me aware tha t che 
famous war·hero Korin of the TorkrestS 
was leavi ng the military to take the lead· 
ership of his own dan, she cou rted him 
(a practice wh ich scandalizes some 
human cultures, but which is common­
place among the dwarves) and he 
accepted her. Since then she has been 
his right arm in dan dealings, the capa­
ble quartermaster ro his aging general. 
She, roo, lives in Upper Dengar, in the 
Torkrest stronghold. 

Personality: Bali loves managing 
things; she considers it a SOft of crafts· 

manshi p equal to the other accomplish· 
ments of the dwarves. and thinks that 
she who manages a dan is likewise 
responsible for all itS crafts and build· 
ings and sculptu res. It was this desire to 
manage things, and the sudden realiza­
tion that she wouldn't be managing the 
Syrklists, that inju red her so; hav ing 
wed Kori n and become leader of the 
Torkresrs, her need to manage has been 
met. She has, in the last five decades, 
gradually become reconciled to her sis­
ter Di a and brother·in-Iaw Dwalur and 
is now on good terms with them. 
Though not intending to harm anyone, 
she is a compulsive meddler and has her 
fingers in the lives of every one of her 
relatives and subordinates. 

Appearance: Like her sister Dia, 
Bali is of average size, wich dark hair 
and a fa ir complexion. She dresses 
mainly in brown leathers and has com· 
pletely adopted the Torkrest military na· 
dition she d id not grow up with. 

DMing Notes: Bali serves the same 
DMing fu nctio ns as her husba nd, 
above. 

Combat Notes: lst·level dwarf; AC 
9; hp 8; MV 120' (30'); *Kr I ; D 1-4 
(dagger); Save 01; M1 7; Ai N;S9 1 II 
W 10 0 12 Co 10 Ch 12; Languages: 
Dwarvish, Darokin, Alignment (Neu­
t ral), Gnome, Goblin, Kobold. General 
SkiUs: mining (I). engine~ring (I), quar· 
termaster + I (I + I). 

BaliN, SON Of l<oniN - -­
General or Dengar Garrison 
Torkresr Clan 
Family of Torkresr 

H istOry: The first son of Korin and 
Bali is a typical Tork~st overachiever. 
He entered the military at a~ 20, was a 
noncommissioned office r by the time he 
was 2~ , a captajn by the time he was 3~, 
and general of th~ prestigious FOrt 
Denwarf Garrison by the time he was 
4~ , some five years ago. He has JUSt 
reached Adult statuS and is p redicted to 

be the Torkrest danleader and a serious 
political fo rce in the next generation. 

Perso nality: Balin is not the stiff· 
upper·lip military personality his fathe r 
is; he's dedicated to being competent in 
any endeavor he tries, and has generally 
been successful in this aim. He is aver· 
satile dwarf-milimry dwarf, craftsman, 
and patron of young dwarven craftsmen 
from impoverished families. For the last 
few years he 's had a great deal of mili· 
mry competition fro m Duris. second 
daughter of the Dwarf-King and now 
general of the Stahl Garrison; he hasn't 
yet decided whether he should resent 
her interfe rence or be flattered by her 
attention. 

Appearance: Balin is of JUSt over 
average dwarf-he ight (4'1-) and is 
rather trim (l-4~ lbs.). He has an open , 
personable face, framed by sandy brown 
hai r., bea rd, and mustache. He wears 
ordinary dwarven d othing and is orren 
chastised by the king for failing IX) ..... ear 
his rank designations. 

DMing Notes: Balin is a friendly fel­
low who could be the PCs' ally when 
they reach Expert and Companion· level 
adventu res, or who could be their com­
mander if they are military dwarves. He 
could become a key political fih'U re later, 
if he inheritS the leadership of the 
TorkrestS or marries Du ris. 

Combat Notes: 12th-level dwarf 
(660,000 experience); AC 2 (plate and 
shield); hp :57; MV 120' (40 ') (90'/30' 
in plate); *AT 2 (Anack Rank C); 0 1-6 
( + 4, from strength and war hammer 
+ 2); Save 012; ML 9; AL L; S 16 I 13 
W 10 D 10 Co 13 Ch 1-4; Languages: 
Dwarvish, Yiari, Darokin, Alignment 
(Lawful), Gnome , Goblin , Kobold. Gen­
eral Skills: mining (I), engineer ing (I), 
riding + I (D + I ). milimry tactics (I). 
~mcutting (I). je"\l.'elcrafting (I). 

Mag ical Items in Possessio n: War 
hammer + 2. 

Balis, Dau<;l)1en Of Bali-­
General of Fore Denwarf 
Torkresr Clan 
Family of Torkresr 

History: Korin and Bali's second 
ch ild also continues in the Torkrcsc era-



-," •.. ~-.,. 1 " 
...... < __ ._A __ ' ~ .. __ ... o_ •. ~, __ .~~ ........ ___ •.• _~ ..... ~o~~,'~~~~..., ___ • .....,~--....~, .... '""~ ........ "" ..... .....,.._-» .......... ;I 

dition of exceUent military service. Two 
years younger, she rose th rough the 
ranks at the same pace as he r brother 
Balin and was awarded her generalshi p 
three years ago. 

Personality: Balis is a stern and 
uncomprom ising dwarf, fa ir in judg· 
ments but given co sudden and violent 
anger. 

Appearance: Balis is a dwarf· woman 
of ordinary size and weight, Her hai r is 
dark brown and worn tied back. Unlike 
Bali n, she is circumspect about wearing 
her military designations, awards, and 
medals. 

DMing Notes: Balis is presented 
here in case the characters are military 
dwarves assigned to Fon Denwarf, or 
ever pass through on business which 
commands the attention of the general. 

Combat No tes: 10th·level dwarf; AC 
2 (chain mail + 2 and shield); hp 45; 
MV 120' (40'); f AT I; D 1-6 ( + 1 fo r 
strength) (war hammer); Save DIO; ML 
11;AL N;S13 1 J5W 14 D IOCo 12 
Ch 13; Languages: Dwarvish, Ethengar, 
Vestland, Alignment (Neutral), Gnome, 
Goblin, Kobold. General SkiUs: mining 
(I), engineering + 3 (I + 3), riding (0), 
mountainclimbing (0), mountain sur­
vival (I). 

Magicallterns in Possess ion: Chain 
m ail + 2. 

WynwaRf ClaN ---­

BElfiN Elf-PRieN!!_ SON Of 
DonfiN--------­
Head of me Wyrwarf Clan 
Senacor for me Family of Kurumr 
Head of me Family o f Kururnr 

HistOry: Belfin left home fo r the 
adventurer's life at age 20, about 70 
years ago. He was widely known as an 
adventu rer in the western human 
realms, and-offensive to Rockhome 
dwarves-admits thar he has many 
fr iends among the elves of Alfheim. He 
met Gilia, a dwarf from the Karame ikos 

com mun ity of H ighfo rge, and she 
returned with him to Rockhome as his 
wife 40 years ago. Within a decade his 
long-suffering mother, leader of the 
Wyrwarf dan, was dead and he and 
G ilia assumed the mande of leadership. 
For the last 30 years, they have, with the 
perseverance necessary to the ir task, led 
the iU-regarded fa rming dan, teaching 
(horrors!) pride in their craft and pride 
in the face of the mockery of some other 
dans. Belfin and Gilia live above· 
ground in Stahl. in the stronghold of the 
Kurutar family and Wyrwarf clan. 

Perso nality: Belfin is a confident and 
tOugh-minded dwarf who doesn't take 
guff from anyone, rhe Torkrests espe· 
cially. In the Grand Council, he fights 
against the prejudices which have trad i­
tion ally been held against his clan; 
secretly, at home, he arranges fo r the 
defense of his fam ilies when he suspects 
there will be Torkrest assaults, and 
sometimes responds with "preemptive 
raids" of his own. He seems to have 
advance warning of a lor of the assaults 
to be made on his terri tOries, and is vig­
orous in his defe nses. 

Appearance: Belfi n is a large dwarf 
(4'6~ and 175 Ibs.) with broad, merry 
features, dirty blond hair, beard , and 
mustache, and weU-healed but visible 
burn scars on the left side of his face, 
shoulde r, and to rso. Unlike most 
dwarves, Belfin defiandy dresses in col­
orful and extravagant clothing derived 
from human dothes. Though his clan as 
a whole is nor wealthy, he returned with 
much treasure from his adventures and 
doesn't mind showing off the beneficial 
effects of wealth, 

DMing Notes: Belfi n is a good 
encounter, particularly fo r nondwarf 
adventuring parties. He's sympathetic 
to nondwarves and fam iliar with many 
human cultures, and he's willing to hire 
strong-willed adventu rers, espec ially 
when he learns it's time fo r another 
Torkrest raid on his properties . He's 
also a merry and outgoing dwarf who 
makes friends easily. 

Cl)anactens 

Combat Notes : 12th-level dwarf 
( 1,400,000 experience); AC I (chain 
m ail + 3); hp 54; MV 120' (40'); fAT 2 
(Attack Rank G); D 1-8 ( + 4, from 
strength and barrie axe + 2); Save 01 2 
(autOmatic half·damage from spe:Us); 
ML 10; AL N;S 1511 4 W 10 D 11 Co 
13 Ch 12; Languages: Dwarvish, Thy­
ati an, Elvish (Alfheim dialect), Align­
me nt (Neutral), G nome, Gob lin, 
Kobold. General Skills: mining (I), engi. 
neering (0, human nations geography 
(I), riding (0), tumbling/gymnastics 
+ 2 (0 + 2), general knowledge of 
human cultures (I). 

Magical Items in Possession: Chain 
mail + 3, battle axe + 2, medallio n 
of ESP (used primarily on Torkrests). 

C;i1ia SONGSMitl). DauGl)ten 
Of l:onis-------­
Head of me Wyrwarf Clan 
Head of me Family of Kurumr 

His[Qcy: G ili a grew u p in th e 
StronghoUow fa mily of the H ighforge 
community of Karameikos; Highforge 
consists of both dwarf and gnome fami· 
lies (gnomes predominating) and so is 
considered a bit strange by Rockhome. 
Even stranger is Gilia, who is consid· 
ered mad even by Highforge standards, 
She rook early clerical training from the 
StronghoUow dwarf-clerics, but decided 
that her great caUing was in reaching her 
fe Uow dwarves to enjoy life and the tran­
sitOry artS. Leaving home for the adven­
turing life, she began to develop her own 
clerical viewpoi nt, still dedicated to 
Kagyar but not to the dwarven tradi­
tions of patience, craftsmanship of hard 
goods, hatred of elves and distrust of 
magic-users, etc. She learned bardcraft 
from the CaUari i elves of Karameikos, 
learned her own clerical speUs through 
meditation and scholarship, and led an 
adventurer's life. During its course she 
met and decided to wed Belfi n. the only 
dwarf she'd ever met who was crazed 
enough to P Ut up with her. She returned 
with him to the Wyrwarfs of Rockhome, 
and has used her natural inner calm to 

put up with the abuse generaUy heaped 
on the Wyrwarf fa milies. 



C1)anactens 

Pe~onaJjty: GHia is, by dwarven 
standards, flighty; humans would con­
sider her merry and hyperactive. What­
ever, she is always on the go, writing 
songs, providing cheer to the fami lies of 
the Wyrwarf clan, and (most important 
of all) reaching her fellow dwarves to 

think outside me constraints of their tra­
d itional th inking. This has led ro her 
being despised by rock-hard trad itional­
ists such as the Hurwarfs (and certain 
Buhrocla rs, among ochers), but the 
dwarves who have been learning from 
her teachings are the most free-thinking 
and tolerant Rockhome residentS of the 
next generation. 

Appearance: Gilia is a large but nO[ 
overweight dwarf-woman (4' I ~ and 140 
Ibs.), florid of complexion, with bright 
fed hair worn braided. She, like her hus­
band, dresses in bright garments 
derived from human dress, and is a 
splash of color in any event she attends. 
Though she is not particularly pretty, 
her face holds a lot of merry character 
and her eyes bespeak a great intelli­
gence. 

OM ing Notes: Gilia 's plot functions 
are much like those of her husband, 
above. 

Combat Notes: 12th-level dwarf­
cleric (1,000,000 experience); AC 3 
(plate mail); hp 38; MY 90' (30'); #AT 

I (Attack Rank C); D 1-8 ( + 2 from 
strength and bame axe + 1); Save D­
C 12 (automatic half effect from spells) 
MI.. 10; AL 1 (in spite of chaotic­
seeming fun behavior); S 13 I 15 W 18 
D 12 Co 12 Ch 15; languages: Dwarv­
ish (Stronghollow dialect), Thyatian 
(Karameikan diaJect), Elvish (Callarii 
dialect), Alignment (lawful), Gnome 
(Highforge dialect), Goblin, Kobold. 
General Skills: min ing (I), engi neering 
(I), riding (D), bardcraft (Ch), musical 
composition (I), persuasion (Ch), craft 
of making musical instruments (I). 

Spells Normally Carried: First l evel 
-cure light wounds (X 2), dereCt evil, 
proret:rion (rom evil. Second Level­
bless, hole person, know alignmenr, 
speak with animals. Third Level-cure 
blindness, cure disease, remove curse. 
Fourth level-cure serious wounds 
( x 2), neurralize poison. Fifth Level­
commune, raise dead. Sixth Level­
speak with monsrers. 

Mag ical Items in Possess ion: Battle 
axe + I , ring o f memory (from the 
Companion set). 

AMbassaoons. GuilO 
Leaoens aNO 000 
cnanadens----------
HynakSOS. LoRI> CONstaNs­
(Consrans, Son o( Lucien) 
Ambassador from Karameikos 

History: Born 35 years ago, Constans 
was raised in Thyacis until he reached 
the age of 15. Then his fathe r sent him 
to live with his uncle, Admiral Lucius 
Hyraksos, at the COUrt of Karameikos. 
Constans quickly developed quite a feel 
fo r diplomacy and became a ministerial 
aide at the age of 20. At the age of 25, 
he was appointed to be the palace con­
met for Bolro Nordenshield, ambassa­
dor from Rockhome. Fascinated by the 
dwarf and his stories of home, Hyraksos 
petitioned to become ambassador to 
Rockhome when the pOSt became avail­
able, and his wish was granted five years 
ago. During that time, he has kept lines 
of communication open and accurate 
between Everast XV and Duke Stefan, 
and has thrown himself into a compre­
hensive study of dwarven language, his­
tory, and culture. 

PersonaJity: Hyraksos is a sober, 
quier man who only becomes enthusias­
ric aboUl scholastic studies. His father 
had hoped that sending him to the bois­
terous Admiral Lucius Hyraksos would 
cure these strange patterns of behav ior, 
but life in the courts of Karameikos and 
Rockhome have only made them worse. 
He is a conscientious ambassador, 
though, and has done much toward 
increasing trade and improving trade 
terms berween Rockhome and Kara­
meikos. 

Appearance: Hyraksos is a tall man 
(6'2 W

), lean , in good shape. His hair is a 
thick black mass atop his head, usually 
graced with an annoying cowlick; he 
wears neither beard nor mustache. To 
make the dwarves around him more 
comfortable, he tends to dress as they 
do, in muted and utilitllrian browns and 
blacks. 



DMing Notes: ConsolOs Hyraksos is 
a comforable human conact for human 
p la~r-characters in a nation of dwarves. 
He is also an expert (by human stan­
dards) on dwarven history and customs; 
if the PCs have questions on any of mese 
subjectS, mey can ask any human in 
Upper Dengar where to find him. 

Combat Notes: Normal Man; AC 9; 
hp 6; MV 120' (40'); #/(T I ; 0 1-4 
(da~r); Save FI-I; ML 7; AL L; S 10 I 
18 W 13012 Co 10 Ch 13; Languages: 
Thyatian, Dwarvish; cwo more options 
not yet chosen. General Skills: riding 
(0), seamanship (1), teaching (W), scho­
lastic research (I), srorytelling (Ch), p ro­
fession of diplomat (0. knowledge of 
politics (I). 

Rockhome also has ambassadors 
from Darokin, Vesdand, Thyatis. the 
emiraccs of Ylaruam, and me Emengar 
Khanate. Not surprisingly, it has none 
from Alfheim or me Principalities of 
GLantri. 

'O)Roic, SON Of Oic ---­
Thorn-Caprain 
dan of Everasr 
Family of Kurpuhn 

H ismr y: Throic is another fine 
Torkrest who seems destined for a mili­
tary career after he gets some youmful 
craziness out of his system. Since he left 
home seven years ago, he's apparently 
been living off adventuring gains and 
not doing much constructive. What his 
family doesn't know is mat he's now me 
ch ief of the Thorns, me lunatic group of 
young dwa rves that frequently sli ps 
through the we5(ern mountains to 
bedevil the elves of A1fheim, 

Personal ity: Throic lives for combat 
and mischief, and would be a wormy 
protege of Pri ncess Duris if she knew of 
him, His interest in crafting is as mini· 
mal as it can be for a dwarf; he mostly 
wants to engage in wild adventures. 

Appeara nce: Throic is a you ng 
dwarf of average build and appearance, 
but for me crazed light in his blue eyes, 
His hair and beard are a Ught brown, 
and he wears normal dwarven d othing. 

DMing Notes: Throic existS as a tool 
to get player·character dwarves into 
crazy shenanigans. He's me dwarf mat 
the PCs will have a d rinki ng contest 
with, and they' ll find themselves agree­
ing ro a raid into Alfheim before they"ve 
sobered up. He's always ready with a 
mad scheme to gain money or mrow 
mud at me elves, and can usuaUy per­
suade more sensible dwa~s to go along 
with him_ 

Combat Noees: 5m·level dwarf; AC 
4 (chain and shield); hp 3 1; MV 120' 
(40'); 'fAT I; 0 1·6 ( + I from strength) 
(war hammer and hand axe); Save 0 5; 
ML 9;AL C;S 13112W6D 12Co 14 
Ch 16; Languages: Dwarvish , Darokin, 
Alignment (Chaotic), Gnome, Goblin, 
Kobold. General Skills: mining (I), engi­
neering (I), tracking (I), trap engineer­
ing (I), persuasion (Ch). 

MORUR Blackl)Eanl---­

Chief of the Underside 
Clan of Syrklisr 
Family of Dulgar 

Hismry: Fifty years it,gu, it pany or 
dwarf colonists returning from a failed 
colony in western Thyatis was set upon 
and massacred by orcs. Thyatian traders 
fou nd me caravan remnants and its sole 
survivor, a ten-~ar-old dwarf lad. They 
sent the child on ro Rockhome, where he 
was aken in by the Dulgar family of the 
Syrklist dan. He knew his name was 
Morur, but would nOt name his parents 
or rnlk about the massacre. Though the 
Dulgars treated him as one of their own, 
he grew up disrnnt from them, always 
absorbed in engineering clever little 
gadgets (often painful traps for treasu.re 
chestS and treasure rooms). When he 
was of age, he apprenticed himself to a 
Syrklist engineer from another family 
and left the Dulgars; when he'd learned 
what he wanted from his masccr, he left 
him, too, and began accepeing work cre­
ating vic ious traps for any SOrt of con· 
miner, work of art, or other situation. 
While he was doing so, he was a150 dis­
covering another hobby he took a 
delight in; hiding in shadowy nooks in 

C1JaRactEru; 

the Upper and Lower cities, and bang­
ing unsuspecting passersby on the head. 
Sometimes he took thei r goods. Some­
times he left memo JUSt hitting was 
enough ... usually. Sometimes he had to 

kill them to have fun. In shorr, Morur is 
the dwarven ec:u ivalent of a psychopath, 
and has, over the years, discovered a few 
other dwarves who like causing pain 
and consrernation for their own sakes. 
They. and some humans with similar 
proclivities. form the Underside . 
Dengar's equivalent of a chaotic crimi­
nal underground . His home. official 
workshop fo r himself and unofficial 
headquarters of me Underside, is in 
Upper Dengar. 

Perso nality: Morur is a su.llenly 
silent dwarf who has trouble meeting 
the eyes of omers. He accepts commis­
sions to make Little trapS and delivers 
exceUent ones, but is dithering and nero 
vous when dealing wim people, even 
other dwarves, in these circumsmnces. 
In the shadows, wim a club or a ham­
mer, hiding his face behi nd a mask, he's 
another Morur, happy as a lark and 
eager to avenge millions of anonymous 
wrongs done ro him by injuring and kill· 
ing dwarves and people he's never met. 

Appearance: Morur is a large (4'2- • 
170 Ibs.) and pD"o~rful dwarf, but Sl'ems 
smaller because of his perpetual slouch 
and the fact he has trouble looking 
another in the eye. He wears dark 
browns and blacks and he never, ever 
smiles or indicates chee rfulness or 
approval. His hair is black and not usu­
ally groomed. 

DMing Notes: Morur is a chaotic 
criminal and an opportunity for adven­
tures for the player-characters. He can 
pound a pla~r-character or favored 
NPC in his usual enterpriSl's, and be me 
hunred prey of a party of vengeful PCs 
(in an equal contest of abiUties, since 
he 's a n experie nced f ighte r and 
ambusher and knows the city weU). 
King Eve rast ca n hire the playe r­
characters, dwarves or nOt, to track him 
down, leading to interesting salk-and­
chase adventures. And don't forget that 
he has allies .... 
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Combat Notes: 8th-level dwarf; AC 
7 (leather armor); hp 40; MY 120' 
(40'); #AT 1; 0 ]·6 mace, club, brass 
knuckles, or ingenious gadgets; + 2 
from strength; often strikes co subdue. 
meaning that the damage is temporary 
and will nOt kill a victim, but will cer­
tainly leave him with a headache; Save 
D8; Ml 3; ALC;S 17 114W 3 D to 
Co 11 eh 6. Languages: Dwarvish, 
Ylari, Alignment (Chaotic), Gnome, 
Goblin, Kobold (one morc choice not 
yet taken). General Skills: mining (I), 
engineering (I), mechanical engineering 
(I), Cfaft of making vicious little traps 
+ I (I + 1), shadowing victims (D). 

1neNa Piotnev-----­
Irena, Daughter of Magda 
Hired M agic-User 

History: Irena is a student of the 
Magicians' Guild of Specularum, in 
Karame ikos. Daughter of an impover· 
ished wheelwright's family from the vil­
lage of Marilenev, she ran away from 
home ro escape her gloomy existence 
and begged Teldon , head of the Guild, 
to teach her: Fortunately, she did have 
the potential to learn magic and he 
accepted her as apprentice. After she 
had gained some exper ience with magic 
and graduated fro m apprentice to jour­
neyman status, he recommended she go 
out into the world and make her living 
with her skills for a while before resum­
ing her studies-in specific, he recom· 
mended she go to Rockhome, whose 
dwarves have occasional need of magi­
cal effects but abom inate any magic­
user with the taint of Glantrian 
teaching. She came ro Rockhome a year 
ago and has found both steady employ 
from the dwarves and an aUy in fellow 
countryman Ambassador Hyraksos. She 
lives in Upper Dengar, in the human 
commun ity, but travels all over Rock­
home in the pursuit of her work. 

Personality: Irena is still very young 
and insecure in her abilities and her 
own worth ; she is, however, slowly gain­
ing in confidence as she makes her own 
way in the world. She is fo nd of singing 
and dancing, and is good at both. Her 
painful shyness, which would earn her 
the reputation of wallflower in human 
commun ities, is misread by the dwarves 
as a very proper atti tude tOward social 
dealings with the dwarves, and so she is 
actually qui te well-regarded by her Rock­
home patrons and acquainta nces. 

Appearance: Irena is in her late 
teens, already tall (5'7-) and still grow· 
ing. Her complexion is very fai r; her 
hair is long, straight, and black; her fea­
tures are delicate. She is a Traladaran 
girl of Karameikos, meaning that she 
typically dresses in the gypsy-like gar­
ments of her people: plain blouse, 
multi-colored skirt, colorful scarves, 
clash ing jewelry (especially bracelets and 
anklets) in profusion. 

OMing Notes: Irena has several 
functions in a campaign. In episodes 
where human or other nondwarf charac· 
ters are visiting Rockhome, she can 
serve as a source of knowledge on the 
dwarves (at least being able to cell the 
characters how to deal with them, and 
how not to); in spite of her shyness, she 
may introduce herself to a party consist· 
ing mainly of humans, in order ro learn 
what's going on in the outer world, espe­
cially if one of the characters is evidently 
Karameikan. In a mostly-dwarf cam­
paign, Irena could assist the party on 
adventures, beginning when the charac· 
ters reach Expert level. In any case, as a 
magician in a nation which hates Glan­
trian magicians and despises elves, her 
ability is a rare commodity. 

Combat Notes: 6th-level magic-user; 
AC 7 (from Dexterity bonus); hp 17; 
MV 120' (40'); #AT I; D 1-4 (dagger); 
Save M6; ML 7; AL N; S B 1 I B W 11 D 

16 Co 10 Ch 15; Languages: Thyatian 
(Karameikan accent), Traladaran, Align­
ment (Neutral), Dwarvish (Rockhome 
dialect), Elvish (Callarii dialect). Gen­
eral Skills: riding (D). singing (Ch), 
dancing (0), scholarship (I), knowledge 
of Rockhome (I), knowledge of Kara­
meikos (I), farming (I), profession of 
wheelwright (I). 

Spells Normal ly Carried: First Level 
-floaring disk, lighr. Second Level­
knock, levirate. Thi rd Level-dispel 
magic, fly. 

Spells In SpeU Boo ks: First Level­
charm person, detect magic, floating 
disk, hold porod, light, magic missile, 
read languages, read magic, sleep. Sec­
ond Level-conrinual light, detect evil, 
detect invisible, knock, levirate, phantas­
mal force, web, wizard Jock. Third Level 
-dispel magic, fly, hold person, warer 
breathing. 

Magical Items in Possession: ring 
of celekinesis obtained through adven­
turing. 

Note to OM: You 've noticed that 
many dwarven names have been used in 
this section. It 's entirely likely that you r 
players, when creating names fo r their 
characters, wiU come up with many of 
the same names independently. There's 
no problem with that; this is why m e 
dwarves use epithets to set their names 
off, and onen introduce themselves as 
the son or daughter of another; it's 00 

d iStinguish " Bofin son of Bofur'" from 
"Bofin son of Oofin." 

Incidentally, if you want to know how 
dwarves say "son of' or "daughter of' 
in their own language, it's the dwa rf 
adjective "warf' used as a suffix to the 
pareoc's name: Thus, " Du ric son of 
Kuric" is " Durie Kuricwarf' and "Ko ri 
daughter of Filia" is "Kori FiJiawarf' in 
the dwarvish rongue. 



Rockhome docs have its share of mon­
ster life, from ordinary livestock to 
bizarre creatures known only in these 
dwarven mountains. This seCtion will let 
you know what they are. 

Olb MONstERS - ---
Monsters wh ich are already fami liar to 
the OM from previous publications, 
and which occur in Rockhome, include 
the foUowi ng: 

FROM tlJe Basic SEl----

An(, Giant . These occur in certain 
remore parts of the Rockhome moun­
rains. With the aid of dwarf-clerics and 
their speak with animals speUs, the 
dwarves have manahocd, in a few mining 
communities, to coopenue with these 
creatu res for mutual benefit. The anrs 
do the hard work of gold-mining; the 
dwarves ship in foods fo r them. 

Ape, Wh ite. These are found in 
mountain caves fa r from ordina ry dwarf 
settlements. 

Bat, NormaJ. 
Bear, Black . Found in wooded 

mountain areas. 
Boar. Found on .... 'Coded slopes near 

the dwarven lowlands. 
Cat, Greal. Mountain lions are found 

throughout the Rockhome Mountains. 
Dragon. Whire and red d ragons, 

though rare. are to be found in the 
mounta ins fa r from me d warven com· 
munities. Battles between dwarves and 
red dragons make up many epics in 
dwarven fo lklore. 

Goblin. Goblin tribes live in Rock­
home's mountains, far from the 
dwarves, usually near the borders to 
other lands. They make occasional raids 
into Rockhome. 

Gray Ooze. They are found in the 
wild, but art also used by the dwarves, 
kept in smooth stone and porcelai n pits; 
their acid is used ro etch designs into 
weapons, and they art also used to dis­
pose of rubbish. 

Hobgobli n. See Goblin. 
Kobold . See Goblin. 
Mule. Used by dwarves as a pack ani· 

mal. 

Og re . Found in the far eastern 
reaches of the Makkres Mountains. 

O re. See Goblin . 
Rat, Normal. 
Wolf. Wolves inhabit the mountain 

regions of Rockhome and can be very 
dangerous ro uaveling parties and smaU 
communities. 

FROM tlJe ExpeRt SEl-- -
Black Pudding. Afj with the Gray 

Ooze (above), found narurally and used 
as disposal creatures by dwarves, usually 
kept in stOne or porcelain pits or con­
miners. 

Giam . The eastern reaches of the 
Makkres Mountains teem with giants, 
particularly hill, Stone, and frost . Fi re 
and cloud giants arc unknown in these 
areas. It is rumored that there is a storm 
giam in those hills as well. but no dwarf 
docs much exploration in those lands to 
confirm this. 

Horse. Horses art used as pack ani­
mals and riding beasts, especially ncar 
Greenston. Draft: horses are most com· 
mon, riding horses nearly as frequent; 
there are no war horses in Rockhome 
except when wealthy human warriors 
visit. 

Troll. Trolls live in the wild eaStern 
region of (he Makk res Mou ntains, 
sometimes wandering near dwarven 
communities to catch the occasional 
lone uaveler. 

Vampire. Vampires are not a com­
mon threat in Rockhome. but when they 
do occur-especially when a dwarf is 
made into a vampire-they arc notori· 
ously d ifficul t to get rid of. Dwarven 
clerics cannm turn them, and (he Rock­
home mountains are riddled with hid· 
ing places, so they are a greater threat in 
the dwa rf-kingdom than in human 
lands. 

FROM tl)E' COMPa N iON SE't -
Beholder. These horrid monSters ~ 

rare but are encoumertd once every few 
years in the deepest and oldest of cav­
erns being explortd. 

Rock or Cave Toad. This da ngerous 
amphibian is found in the mountains 



MONsteRS 

and hills of Rockhome, especially along 
the course of me Hrap River. 

Snow Ape. This creature, toO, is a 
denizen of me eastern Makkres Moun­
tain range. 

FROM tl)e MasteRS set---
Beholder, U ndead. These are 

encountered even more rarely than me 
(fue beho lde r, above. Rockhome 
dwarves speculate that me ones which 
are encountered are created by the magi­
cians ofGlantri and floated over into me 
dwarf-kingdom for purposes of harass­
ment. 

Sasquatch. These reclusive beasts 
are reported in the northern parts of me 
Altan Tepes, and have been seen as far 
south as the Stahl River. 

New MONsteRS ----

CnOkeR-------------­
Armor Class: 
Hit Dice: 
Move: 

Through Rock: 
Arracks: 

Strangle Omg: 
Ripping Dmg: 
No. Appearing: 
Save As: 
Morale: 
Treasure Type: 
Alignment: 
XP Value: 

4 (9) 
3' 
10' 
I ' 
I (Strangulation or 
ripping) 
1-8 
1-4 
1-6 
F3 
4 
N il 
Chaotic 
50 

The choker IS a bizarre creature 
which is fo und in me caves and cave rns 
of Rockhome, particularly in me settled 
but less densely populated regions. 

Chokers are more or less humanoid, 
having twO arms, two legs, a torso and a 
head. But mough their torsos and heads 

are small and compact, me size of a 
baby human's. their arms and legs­
and fingers-are incredibly spindly and 
long, so that an adult choker, stretched 
to its full length, would stand nearly 6' 
talL 

Chokers' limbs are tentacular, having 
no bones to speak of, The choker lives 
by crawling along the crevasses, d ry 
underground riverbeds, and ai rshafts 
that accompany dwarven building-sites. 
Finding an opening into an area where 
dwarves or men pass, it lies in wait. 
When a lone dwarf passes, the choker 
reaches Out and begins to strangle him. 
If the arrack succeeds, the beast uses CUt­
ting cartilage on its fingers to carve its 
victim into readily-transportable pieces 
and carts him away. If, however, the vic­
tim putS up toO much resistance, me 
choker qu ickly turns and flees; chokers 
don't care for resistance. 

Chokers tend to be stony b rown in 
color. They are vaguely intelligent and 
have a primitive language. but do nOt 
make or use tOols. 



Lake KliNtest MONsteR--
Armor Class: 4 
Hit Dice: 13 
Move: 10' 

Swimming: 100' 
Artacks: I bite 
Bite Damage: 3-18 
No. Appearing: I 
Save As: Ft 3 
Morale: 7 
Treasure Type: Nil 
Alignment: Neutral 
XPValue: 1350 

There really is a Lake Klintcst Mon­
ster-several, actually, for there are sev­
eral examples of the species living in the 
lake. The Monster (nicknamed Klima 
by the locals) is a variety of watergoing 
dinosaur, adapted to cold-water life. It 
looks rather like a long (40') snake, 
rather fat in the middle, with four fl ip­
pers for movement and a large sau rian 
head atop its neck. 

It lives on fish; it cannot possibly 
swallow something as large as a rhrash­
ing dwarf, but may emerge to take a 
look at what's making all the noise on 

the surface. If it is attacked, however, it 
will ancmpt to kill its attackers; if it is 
injured and escapes, it will attack any 
creature (other than Klintas) it sees until 
its wounds heal. 

LizaRo, ROCI</JOMe----
Armor Class: 5 
Hit Dice: 3 
Move: 120' (40') 
Attacks: I (bite) 
Bite Dmg: 1-6 
No. Appearing: 2-8 (in me wild) 
Save As: F3 
Morale : 9 
Treasure Type: Nil 
Alignment: Neutral 
XP Value: 35 

If the dog is man 's best friend, then 
the Rockhome lizard is the best friend of 
the Rockhome dwarf. 

This liza rd, possibly an ancesror of 
the lizard man, stands on twO legs, aver­
aging about 5' high (about 9' from head 
to tail) and is roughly as intelligent as me 
domesticated dog. It has fairly weak bur 
long fo relimbs which it uses to catch at 

MONsteRS 

prey; it has strong jaws, and runs very 
fast. The Rockhome variety of this crea­
ture is, however, completely nocturnal; it 
lives in caves and can only emerge ar 
night, and seldom chooses to do 50 then. 

These creatures vary from pure white 
ro whitish hues of green and blue. 

In me wild, the Rockhome lizard lives 
in large cave complexes and feeds on 
rats and the occasional choker. If subter­
ranean food is rare , they emerge at night 
ro feed on small forest animals and, 
sometimes, wolves or lone travelers. 

However, me lizard thrives in captiv­
ity and can be trained to perform simple 
tasks, such as: 

Continually running in large wheels 
ro provide power ro mach ines; 

Catching ratS and chokers; 
Carrying dwarves on meir backs; or 
Being yoked together in groups to 

haul wagons, chariots, or heavy blocks 
of stone. 

Unfortunately, the Rockhome lizard 
dies when exposed to sunlight (suffers 
Id6 points for every hour in sunlight) 
and doesn't get along toO well with 
horses, else thcy·d be the dwarves' draft 
animal of choice. 
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'O]e Rocltl]oMe caMPaiGN 
In mis section, we'll tw.lk about cam­
paigns involving Rockhome: those set in 
Rockhome, and those whose characters 
are JUSt passing mrough the dwarven 
kingdom. 

'OJE OM aNt> Cl]anactER 
BaCI<GROUNOO ----
If your campaign's characters have been 
cl't"ated ror Rockhome, you ought to do 
some work on developing thei r charac­
ters ' histori es. fami lies, and back· 
grounds, before your campaign Starts. 
You don't have to do the equivalent of a 
master's thesis on (his tOpic, but you 
ought to PUt some work intO it. 

StantiNG POiNtS-----
Your player will hand you some of me 

necessary starring points on his charac­
rer 's background. With the information 
in [he Players' Section, they've come up 
wim their charaC(ers, including the 
background information of the charac· 
ters ' dan, family social stand ing, and 
home town . Now, i[ 's up to you to flesh 
out, and help him fl esh OUt, his charac­
ter 's background. 

If you're wondering why you should 
go to all this effort, rest assured that it 's a 
big help to the role-playing side of the 
game. The more the plarer knows about 
his characrer, whar he's experienced and 
whar he knows. me more thing; will 
occur ro the player- mings ro say, things 
ro do, things to try in the course of an 
adventu re. The more fully-realized the 
characters are, the better me campaign 
is, even if the campaign is normally 
devoted to mass warfare or tactical prob· 
lems or old-fashioned dungeon·delving. 

Quiz 1I)e Playen-----
The first thing you can do, to develop 

these characters and take some more of 
the work off yourselr. is to ask the player 
ro do some thinking about his family 
and background. Perhaps he'd like to 
come up wim the name of his ramily. 
Perhaps he'd like to wo rk up the names 
of his parentS and siblings and decide 
what his relationships are wim them. 

Take whar he gives you; ler him know 
that there's always the possibility you'll 
have to change some things to make it all 
fit becrer in your campaign . Then give it 
a read·through to see what will work 
and what won't. 

Be careful of players overstepping 
their bounds with this. If a player writes 
somethi ng like, " I am the favo rite of 
Buric, my fathe r, head of the family, and 
though we are poor and struggling, he 
always lavishes the spare gold and 
equipment he can gather upon me ... " 
he's giving you a line. This is an exam· 
pie of a player trying ro get around the 
economic circumstances which the die­
rolls have given him. For your part, you 
can leave the character the favorite of the 
family·head Buric, but make Buric a 
sensible leader who does not fu rther 
impoverish the reSt of his family to cod· 
die a spoiled son. The player·character 
will have to earn his gold . 

Having looked over the player's wri­
teup, chosen the elements you can use 
and eliminated those you can't, it 's now 
time for you to round out the character's 
background. 

ClaN--------
It 's quite possible, es{Xc ialiy if all the 

characters are dWArveS, that twO or more 
dwarf·characters come from incompati­
ble clans-such as the Wyrwarfs and 
Torkresrs. If they're good role-players, 
the twO characters are going to be at one 
another's mroats. There are a few th ings 
you can do ro keep this situation in line. 

Talk ro che PJa~rs. Tell each player of 
one of these antagonist characrers that a 
character from an opposing clan is part 
of the party. Tell him also that they 
should use this as an opportun ity fo r 
some intel't"sting fr iction in the party. 
disagreements and argumems, but not 
(00 many, and mac it shouldn '[ be result­
ing in challenges and attacks between 
me characters (except, ~rhaps, at the 
climax of a long Story). Suggest to them 
that there's always the chance that they 
can become friends th rough adversity if 
neither of them is totally unreasonable 
about their differences. 

Arrange for a Leader. If the party is to 

have a leader, make sure it is neither of 
the antagonistic dwarves. 

Make Them Need One Another. 
From time to time, throw the antago­
nises inro situations where they have ro 
rely on one another or die. If they don't 
rely on one another, they die and their 
players can roll up new and more rea· 
sonable characters. 

If none of the above looks like it wiU 
work in the ci rcumstances of your cam­
paign, tty this: 

Change che Clans. Tell one (or bom) 
of the players that the dwarf cannOt 
belong to that clan, for reasons of parry 
unity. Choose a new clan for me charac­
ter, or let the playe r choose one from 
choices you provide him. 

FaMily---------
Having decided on the character 

clan, you can now choose me characte r's 
family name, if the player hasn 't already 
done so. Review the clan philosophy and 
creare a fami ly that fits more or less 
..... ithin it. 

Don·t forget mar every profession and 
every social class is represemrd within 
every clan. In the aristoCratic Everast dan, 
there att poor fa rming fami lies and 
average·wealth families and renowned 
and Vt-ealthy families boasting many crafts­
masters. The same goes for all the other 
dans, Wyrwarfs included; there are rich 
Wyrwarfs, even if most of the clan consists 
of poor farming families. 

Hav ing come up with me family 
name and circumstance, you need ro 
come up with at least the names of the 
character's nearest relatives, and where 
their interestS and abilities lie, The 
pla}'Cr may have already done this for 
you , in which case you must at least 
review and approve the information, if 
not modify it. 

If the campaign leads the characters 
around ro interacting with the members 
of one character·s family, you can dig OUt 
your nOteS and work up the family 
members in more detail. at your conve­
nience, 
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FRieNDs, NPC------
Also as part of the character's back­

ground, you can create NPCs who are 
old frie nds of the character. Be sure to 

tell [he character who they are, the cir­
cumstances of their friendship, and 
their inrerests and abilities. 

These old friends are useful in a vari­
ecy of ways. 

Old Friend's He/p. If the characters 
find they need a particular skill or 
resource which none of chern has, buc 
which an NPC friend does, remind the 
character that his old friend can help 
them. Th is shouldn 't happen roo often 
-player-characters prefer to he inde­
pendent when possible-but, done 
occasionally and with interesting NPCs, 
chis will add some character and depth 
to your campaign. 

Old Friend Needs Help. That plot 
device CutS both ways: sometimes an old 
friend will need help. His family's in 
trouble, he's in trouble, he's under 
arrest, he's been kidnaped. Player. 
characters will respond quickly to this 
situation (assuming, again, that you 
don't use it too often). 

Avenging the Old Friend. Elaborating 
on the plot device above, you can give a 
character a strong emotional stake in a 
srory by having one of his old fr iends 
slain by the stOry's villains. Th is is cold· 
blooded, true, and shouldn 't be done 
more than once or twice in the entirety 
of a campaign, but is a good plot device 
anyway. 

l'RieNDs, PC - -----
You can, and should, also relate the 

player·characters to one another from 
their pre·game days. If twO or more 
characters belong to the same clan, they 
can have been taught by the same crafts· 
master for mining, engineeri ng, or any 
other skill they share. Even if characters 
do nOt belong to the same clan, you can 
establish that all of them had served for 
a few years in the Rockhome military, 
and were part of the same unir. 

Why? Well, if you establish that some 

of the PCs were friends in years past, the 
parry will be stronger for it: There will 
be less player·to·player argument and 
distrust. 

AGe ------------------
Finally, determine the ages of the 

player·charaners, if only because people 
tend to know how old they are. Unless a 
character really wants to be a specific 
age, you should establish mOSt of the 
characters as being between 35 and 40. 
This gives them up to age 20 in their 
childhood at home, and a few years 
afterward to have been trained as 
apprentices in other crafts and/or been 
part of the Rockhome military. Now, as 
youths approaching J\dulthood, they're 
wandering out in the great world to 
advenrure. 

Why this age? Because, after a few 
gameworld·years of adventuri ng, the 
characters will have risen several experi. 
ence levels and may be thinking about 
returning to their d ans and taking the 
Jeaderships of family and dan. In Rock· 
home society, they need to be J\dult (age 
50), or nearly so, to be accepted in these 
roles_ And if the characters don 'rwant to 
pu rsue these goals, there 's nothing 
wrong with them starting at these ages. 
The dwarven age of20 is rather like the 
human age 13, and the dwarven SO is 
similar to the human 20, in the eyes of 
aduJt dwarves. 

Now you've fin ished creating the 
dwarf·characters' backgrounds; you can 
go on to creating the campaign. 

'CypI2S Of caMPaiGNS--
There are several ways you can use The 
DwartItJ of f?pckhomt within your cam­
paign. Here are some of them: 

'OJe "LiviNG IN Rocl<l)oMe" 
caMPaiGN ------------

In this campaign, most or all of the 
characters are Rockho me dwa rves. 
Exceptions include hired magic-users 
and other visitors to the dwarven 
realms. Glantrians and elves won't be 
part of this campaign. 

'OJe Rocl<l)oMe caMPaiGN 

Numerous adventures and adventure 
ideas for this sort of campaign appear 
on following pages. 

In the early days of the campaign 
(Basic and lower Expert adventures), the 
characters deal with the threars that face 
Rockhome: monster attacks, invasions, 
explorations of d istant parts of the 
realms, and the lower-level resultS of 
high-level politics. 

In the later days of the campaIgn 
(higher Expert and Companion adven· 
tures), the player-characters are impor­
tant figu.res in Rockhome politics: they 
not only have to deal widl the usual 
action/adventure problems (monsters, 
orcs, explorations again, etc.) but have 
to deal with the shifting tides of Rock­
home politics. 

t:l)e "5010ieRiNG IN 
Rockl)oMe" caMpaiGN --­

In this campaign. all of the characters 
are dwarves-in particular, dwarves 
serving in the Rockhome military_ 

In the early days of the campaign 
(Basic adventures), the characters start 
OUt as common soldiers. Some of their 
advenrures are army-related: repeUing 
invasions, cleaning OUt infestations of 
monsters or nonhumans, bu ilding roads 
and fortresses in areas where the local 
creatures don't appreciate their pres­
ence. 

As the campaign continues (Expert 
advenrures), the OM should starr p ro­
moting the more cha ri smatic and 
leader-oriented characters to officer 
positions. They are put in the same situ­
ations, but now the player-characters 
have to make life-and-death decisions 
for PC and NPC subordinates. 

In the late period of the campaign 
(Companion and Master adventures), 
the characters can leave the military to 

return to their families and the prob· 
lems posed by them (as descr ibed above, 
under the '-Living in Rockhome" wri· 
teup), or can accept highe r officer 
appointments such as generalships and 
captainships and begin to shape the 
wars themselves. They get to decide 
when to launch campaigns against the 



gianes in the eastern hills, how to defend 
Roc.khome against the massive armies 
moving against the Sardal Pass, etc. 
Then, having made the policy, they get 
ro implement it, go into the field , per­
sonally lead their trOOpS, perhaps using 
the War Machine or BATTLE­
SYSTEM'" game mechanics to resolve 
their battles. 

Ole "Dwanves IN tl)e WiDe 
WOnIO" caMPaiGN ----

Perhaps more commonly, players will 
use The Dwarws 0/ R!xkhomt to create 
dwarf-characters who adventure outside 
the Rockhome setting, usually in parties 
with a mixture of character races. 

This is fine for Basic and Expert 
adventu res, and the dwarves wiU be a 
helpful parr of the campaign; the types 
of adventures mat are run and the char· 
acters' progression a re discussed 
throughout the D&D~ game books. 

Eventually, if they' re role-played in a 
proper manner, the dwarf-characters 
will want to settle down, at least by the 
time they reach Companion levels. They 
don 't have to rerurn to Rockhome if mey 
don 't wish; they can always marry or be 
inducted into local dwarf-dans, or peti­
tion the Dwarf-King to be allowed to 
colonize regions near the lands of their 
nondwarf friends. 

Ole "usual Henoes VisitiNG 
ROCkIJOMe" caMPaiGN---

You can use this supplement merely 
as a setting, an interesting place fo r you r 
usual pla~r<haracters to visit. Again , 
you should look at the adventures which 
are presented on the following pages, in 
particular at the advice given for non­
dwarf parties and campaigns. 

Dwanf Mastens 
Al>veNrtunes-------

Dwarves, roo, can attempt to achieve 
Immora.liry, along the paths of the 
Dynast, Epic Hero, and Paragon. If a 
dwarf chooses to attempt Immora.lity, 
though, he has a difficult path before 
him, perhaps more difficult than other 
races. 

This is because the dwarven patron, 
Kagyar, is an lmmortal of the Sphere of 
Matter, which is denied to dwarves and 
all other races but human. A dwarf can­
nOt ask for the patrona~ of the Immor­
tal whose phi losophies dominate the 
dwarven life. 

Here follow some notes on the indi­
vidual paths. 

The Dynast 
If a dwarf< leric undertakes this path, 

he must find a patron who is acceptable 
to Kagyar. If he does not, his derical 
abilities will be removed (though he 
lo~s no experience) for the duration of 
his dynastic trials. 

The dwa rf undertaking this path 
must colonize a land fa r away fcom 
Rockhome, build it to the stared strength 
of 10,000 or more dwarven inhabitants, 
and found the dynasty required of him , 
then undertake the second part of his 
path: fi nding the artifact that will let 
him uavel through time, and aiding his 
des cendantS at diffe rent periods 
throughOUt history. 

The Epic Hero 
Though this path typically favors the 

thief class, it is the path preferred by 
dwarves and dwarf-clerics. It is the 
dwarven favorite because it involves 
finding an artifact, destroying an entro· 
pic artifact (perhaps allowing the dwarf 
to srudy it before desrroying it), tra ining 
a successor (the dwarves do love to pass 
on knowledge), and, most importantly, 
to create a legendary weapon and some 
other great and miraculous construc· 
tion. 

But as with the Dynast, the dwarf­
cleric must find a patron agreeable to 
Kagyar or lose his clerical po'o\"Crs fo r the 
duration of his path . 

The Paragon 
This is the second favori te of the 

dwarves. It involves the creation of a 
new magical item, and so appeals to the 
dwarves' creative urge. Training appren· 
tices is suited to the dwarfs character. 
Reshaping all the land within a 100-
mile radius is a mighty task, and-

without the benefit of magic-use r sor­
cery- a very challenging one , but a 
dwarf engineer can do it with enough 
rime and manpowec And, finally, the 
prospect of doing harm to magic-users. 
and driving them out of a I ,OOO-mile 
radius, appeals to the dwarven mind . 

Unfortunately, it's not a simple thi ng 
to do; a 12th-level dwarf, regardless of 
his experience, is seldom a match fo r a 
36th-level magic-user. So the path of the 
Paragon, though appealing to the dwarf, 
almost always resules in death for the 
dwarves who try it. 

DwaRf Politics ---­
A lot of che information given in the 
" Owarven Society"' and " CharaCters" 
chapters involves the politics of Rock· 
home: how the clans interact, how the 
dwarves make and pass laws, and so 
forth . 

However, that shouldn·c be mistaken 
fo r an invitation to dump dwarf politics 
into every aspeCt of the Rockhome cam­
paign . Politics should be used only to 
make a campaign more interesting ... 
you use them to complicate the charac­
ters' lives, ~s, but without complicating 
che players ' lives. So let's talk about JUSt 
how to do mat. 

Basic AbVEN1unes-----
In the characters' early advenrures, 

dwarf politics affect thei r lives in a 
·' uidcle-down" manner. A clan-leader 
decides to send a caravan to Ylaruam: 
the p la~r-characters are the guards and 
teamsters and carters on the caravan. A 
clan-leader decides to secredy despoil 
another's goods: the p la~r-characters 
are chosen to do the despoiling (or are 
hired to prOteCt che goods). A general 
decides to have some reconnaissance 
done deep in the Makkres Mountains: 
the player-charaarcs' squad is chosen to 
do the dirty work. 

The PCS, if they dig deep enough, can 
often find Out who's behind what, but 
politics should only be entering their 
lives as the caa.lyst fo r advenrures. 
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ExpentAOveNtunes-------
In the characters' middle adventu res. 

politics are affecting their lives in [he 
same manner as above, but they tend to 
have more say in what's going on. As 
junior officers, famous adventurers, and 
Likely prospects for fami ly and clan lead­
ership. they can often pick and choose 
the ir assignments; they can initiate 
actions against chose who displease 
them; they can trade favors (their ser­
vices) for favors (political help from 
political figu res). They will often be 
aides-de-camp to the most imponant 
figures in Rockhome, and pick up a 
good idea of what's going on at the Sen­
ate level of rulership; however, again, it's 
(he adventure which is important, nor 
the voting sessions. 

COMPaNiON AbveNfunes--­
In theif higher-level advenrures, the 

characters are becoming the politicians, 
Those who don't become family and 

clan leaders may still be appointed Sena· 
rors, ministers, and ambassadors. 

At ch is poim, you can present them 
with difficult tasks which take place on 
both the diplomatic and action I 
adventure levels. 

Example: The player-character is 
now a Senator and leader of a major 
family within the clan, While he is in 
Grand Council, the dwarves are debat­
ing the King's new trade concessions to 

a Darokin mercllant. But the character 
knows the mercllane: under another 
name, years ago, when they were both 
adventurers, rhe merchane was rhe PC's 
enemy. The characcer knows rhe mer­
chane is treacherous and usually work· 
ing for evil powers. He also knows that if 
he JUSt yells this out in rhe Grand Coun­
cil, he'll do no good without proof and 
will alere rhe enemy to his presence. He 
will come to ehe conclusion, or be 
advised by his clan·leader, that he must 
acquire the proof of what the merchant 
is doing and present it to IGng and Sen-

'Ll)e ROckljOMe caMjlai<;N 

lite, This means rhat he has to duse off 
his fighting rogs, bring his friends 
rogether, and investigate the merchant: 
sneaking inro his caravan or forti fica­
tion, finding out what traps and evils lie 
there, getting out again. getting back co 
rhe Senate Forum on rhe day of the final 
vote, preseneing the proof, and dealing 
with rhe merchant's certain wradl and 
arrack ... all these are adventure elements 
influenced by ehe polirical dealings 
within Rockhame. 

Powen Connupts-------
Some players will become a Iinle 

strange when cheir characters acquire 
power. A military commander may sud­
denly decide to lead his troops in an 
unofficial blood·and·thunder raid intO 
AJfheim, creating a major international 
incident. A character could theoretically 
become king of Rockhome and then 
dec ide to devote all his nat ion's 
resources to some idiotic plan which 
ruins the campa ign for the other play· 
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D7e ROCk/jOMe caMjlaiGN 

ers. What to do? 
Your best bet at th is point is to face 

the characrer wirh rebellion. A military 
commander who is about to ruin the 
campaign fo r eve rybody concerned 
could be faced with the prospect of his 
troops mutinying. He could die in the 
rebellion. A king who acts in a foo lish 
manner could face civil war or assassi­
nation. 

In shore, if some player suddenly 
loses his fee l for the " internal reality" of 
the campaign when his character is pre­
sented with power, take immediate steps 
to let him know-both in the context of 
the game and outside it- th at he's mess-
109 up. 

First, let him see the initial negative 
effects of his actions. Established N PCs 
will lose the ir respect for him, will 
accuse him (rightly) of stupid ity, will 
expel him from their families. Innocent 
N PCs may be hurt or killed because of 
his acrions: Present him with their 
bodies. 

Second, give him a way to abandon 
his plan. Ifhe's leading his minions on a 
mad course of action, give him some­
thing else to do with them (prevent an 
invasion that he JUSt blunders across, for 
instance); once he's through, he may 
decide to abandon his original plan. 

Thi rd, tell him, OM to player, that 
he's about to mess up your campaign 
(and how), and that you don't want him 
to do it. 

Fourth and last, if he cannot be per­
suaded to change his plans, let him fee l 
the results of his actions whi.le preserv­
ing as much as you can of the campaign 
for the other players. A lunatic m isusing 
his minions and resources is a fai r target 
for assassination, challenges, mutinies, 
and even barnes to the death with old 
enemies or old friends, even player­
characters, who happen to disagree with 
him. 

MasteRS ADveNtunes ---
When a character reaches Masters­

level play, politics in general begin to 
mean less and less. Ifhe follows the path 
of the Dynast, the politics he must deal 

with are those that he faces as the ruler 
of a new dwarf-nation or colony. If he 
follows the path of the Epic Hero, he's 
going to spend years and years questing 
away from home; Rockhome politics 
will mean lirne to him then. When it's 
time to accomplish his nearly impos­
sible task, he'll be doing the minimum 
politicking necessary to get it accom­
plished. If he follows the path of the Par· 
agon, again, the only politics he' U be 
facing are the consequences of trying to 
force magic-users OUt of a l,ODO-mile 
radius. In this case, politics translates 
into death-duels, nOt debates or legisla­
tu re. 

CaMPaiGN PRObleMS--
You face a couple of problems in dwarf­
based campaigns, specifically: 

DwanveN MONOtONY---
You may find, if you' re basing a cam­

paign in Rockhome and aU your player­
characters are dwarves, that things get a 
lirne dull. You have only the choice of 
dwarf or dwarf-cleric for character 
classes: there are no magic-users or 
thieves (or even druids) to add color to 
the proceedings. 

So we recommend thar your cam­
paign not be 100% dwarves. Even if it 
starts our thar way, you can introduce 
other character races and classes later. A 
party consisting of three dwarves (with 
d ifferent general skills and personali­
ties), one dwarf-cleric, as well as a hired 
(or friend) human magician and a thief 
or halfling will be a lot more colorful 
rhan all dwarves, even though it consists 
mainly of dwarves. In fact, were Alfheim 
ever to establish diplomatic relations 
with Rockhome, there could even be 
elves in Rockhome, with perhaps an 
elven aide adventuring with the player­
characters. 

DWanV€N "CRaNSpontatioN -
A minor problem: Do remember that 

dwarves can't ride large mounts. They 
can't ride draft or war horses. If they're 
on standard riding horses, give them a 

-3 modifier for riding roUs; even these 
mounts are a bit tOO large for dwarves. 
In general, dwarves should be confined 
to ponies, mules and ponkeys fo r above­
ground transportation, and Rockhome 
lizards for underground u anspon. 

At>aptiNG GazetteeRS to 
tlJe AO£>O° GaMe ---

Adva!i\~d 
Dun3eon~ra3ons® 

Many of you may be avid players of the 
AD VAN CE D D UNGEONS & 
DRAGONS~ Game. For your conven­
ience, we included this section to heJ~ 
you use the Gazetteer in your AD&D 
campaIgn. 

The differences between the D&D® 
game and the AD&D game are small 
enough the adaption should not be 
much of a problem. However, for those 
of you who are nOt familiar ar all with 
0&0 games, thete are a few details that 
need to be clarified. For more simplicity, 
tOpics appear in alphabetical order. 

AlignmentS: 0&0 game characters 
have only three alignments-Lawful, 
Neucral, or Chaotic. In AD&D games, 
assign Good, Evil, or Neutral align. 
men.ts, depending on the context. 

Classes: In 0&0 games, elves, 
dwarves, and hal£lings actually are char­
acter classes. 0&0 game elves corres­
pond to AD&D game e1ven fighte rl 
magic-users. 0&0 game dwarves and 
halfli ngs are fighters. At high levels, 
0&0 game demi·humans use Attach 
Ranks, which are abilities to fight bener. 
Ignore these in the AD&D game. 
Human fighters, clerics, magic-users, 
and thieves are unchanged. 

Coins: The cn abbreviation stands 
for coin and is a measure of weight 
equal to the AD&D game gpo 



Dominions: They are lands und~r a 
charnc~r's rul~, lik~ AD&D gam~ bar· 
oni~s . Rulers receive taX~s from inhabit· 
ants as \\'~U as income from natu ral 
resources and services. O&O'*' gam~ 
dominion populations grow an av~rage 
1)%-' .10 p~ople per month. At '0 
inhabitanu per square mil~ . rhe growth 
IXIpS out at "'%-).10 people. Use 
AO&O- game tUlldon. 

Equipment: Th~ lrrminology in the 
0&0 game is very similar to the AO&O 
game. Equipment COSt, encumbranc~, 
damagt! in combat, or AC protection are 
lighcly different, bur not enough to be 
worth m~nrioning . Use th~ AO&O 
game statistics. 

Encumbrance: See cn or Coins. 

Experience: Total accumulated expe· 
rience for characters is also different 
between the twO games, but agai n, nor 
enough ro have a substantial eff~ct on 
play. Everybody understands the differ· 
ence between a level I magic·user and a 
level I) wizard ... hopefuUy! 

Immona.1s: They ate equivalent ro 
the AD&O game deities. ImmonaJs 
often are NPCs who reached level 36, 
and compl~ttd a heroic quest of some 
SOrt . Immonals b~long co va rious 
"sph~res", such as: 

Matter : usually related to lawful 
beings, fighte r types, or th~ eanh el~ · 
memo Opposed ro the Sph~re of Time. 

Energy: usually related to chaos, 
magic·users, or the element of fir~ , 
Opposed ro the Sphere of Thought. 

Ti m e: usually related to neutral 
beings. c1~ric types, or the element of 
water. Opposes th~ Sphere of Matter. 

Thought: usually related to any 
alignment, thief typ~s, or me element or 
air. Opposes the Sphere of En~ rgy. 

Entropy: nOt rrlated to anything 
except destruction, it opposes all other 
spheres. It correspondJ to AD&D game 
lower planes. Lords of Entropy are 
demons, 

Morale: Whenever NPCs or mono 
sters run into di fficulti~s, ~specially duro 
ing combal, ther~ is a possibility they 
would surrender or fl~ . Use the AD&D 
gam~ reactionlJoyalcy sysrr:m. 

Monsters: Some monsttrs mentioned 
in this supplement do not exist in the 
AD&D* gam~. Simply replace them 
with another appropriate creatu r~. 
Keep an eye on play balance; diff~rences 
in HO and special abiJjries may occur at 
(im~s, calling for adjustments, 

Movement: MOYement rateS in 0&0 
gam~ are gi~n in feet/rum, and th~n in 
parenthesis, in fe~tlfound . In 0&:0 
games, loo'/turn equals 1O-'round in 
AD&Dgam~. 

Ranges: All distances are expr~ssed 
in f~et, rather than inches. Assume: 10 
f~et are ~quivalen[ to I- in AD&D 
game. 

Rounds: Rounds and tu rns are ~ 
the sam~ way in both games. The O&D 
game does not use segments. A 0&0 
game round equals on~ minute; a D&O 
game rum equals 60 rounds-for more 
simplicity use the AD&D game equiva· 
lents, without converting, 

Spells: Some 0&0 game spells have: 
slightly diff~rent names than their 
AD&D gam~ counrerpan . Modify the 
number of memori.ud spells listed fo r 
spell·casters, ro match the AD&D<& 
game rules. 

War Machine: It is a mass combat 
S}'5lJ!m deve-Iopc'd in the D&O game, 
that has no equivalent in AD&D game. 
DR smnds fo r a anle Rating and is only 
used fo r th~ War Machi ne. We suggest 
the BA1TlESYSTEM '~ Panmsy Combat 
Supplement which works for both 
games. 

Weapon Maslery: Igoore decails fo r 
D&D game weapon ma5t~ry and 
replac~ with the DacO game equivalent. 

Wiccas: Si milar to witch·doctOrs (see 
AD&D Game Tribal Spell·Casters). 

Final Notes: Keep in mi nd when 
adapting your 0&0 adventures. that 
AD&D characters are slight1y rougher at 
low Icvd, but D&D characters can 
deli,~r much more damage III mid 10 

high lev~1. 

The gam~ is designed to handle very 
high lev~ls of play, up to a maximum of 
Jeve136. It is suggeslrd that you keep the 
Silme le\l~ ls of experience in th~ cwo 
games, up IXI I~l 20. Beyond, assume 
that each twO D&:D game levels equal 
one character level in the AD&D game, 
rounded up. Using this. a I~I 36 wiz· 
ard would turn out to be a leveJ 28 arch· 
ma~ in the AD&D game. 

Gneneer nations can now be set up 
in other game ",-otlds, such as those 
d~scribcd in th~ FORGOTTEN 
REALM S '~ Campaign S~[ , or the 
WORLD OF GREYHAWK* Fanrasy 
Game Setting. This offers interesting 
alternative: developmentS to regions not 
~t charted, allowing you ro continue 
your campaign without having ro switch 
m th~ other game. The beSt of tWO 

worlds could creatt the greatest cam· 
paign ever! 

A near way to link Roc.khome to other 
worlds be through the plane or earth . 
Assume that a magical rock hidden at 
the heart of ~ngar allows entntnce to 
the plane of earth. Prom there, hardy 
adventures could r~ach the dwa~n 
nation of the Great Rift in the Forgot~n 
Realms, or the Lortmill Moun{llins in 
the Grcyhawk. ~ngar's Magical Rock 
could be located in the Old City (se~ 
pa~ 'I in this booklet). 
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For Characters Levels 1·3. 

Basic Plot ------
This adve nture presupposes ,hll.[ 
Throic. the manic leader of the Thorns, 
can persuade the p layer<h~racte~ ~ 
accompany him on onc of tns ~n~lc 
fo rays into Alfhdm fo r somt' m,sch,~f. 
Ways he can do this persuading .~ d iS­

cussed btlow. The expedition into 
Alfheim OCCUI'S, and can be futile or suc­
cessful. But on me way back, the charac­
ters disc~r that an army of orcs has 
discovered the Darok in Tunnel and is 
marching on Rockhome. They must 
sneak past the orcs and either delay 
them or simply OUImet them back to 
rouse the dwarvish army. 

How Cl]anactens Get 
INVOlveD 
For Dwarf Parties: Throic, in dlC~ city 
of the player-characrers. wlU invite them 
to a drinking·plIny in some inn or 
another. While they '~ drinking, he'll 
alk .bout his exploits in Allheim, paint· 
ing a picrurt of merl')' antics against the 
t'hu. Finally, when the pla~r-cha~c~rs 
are more or less crocked, he'U propose a 
new expedition, to begin in a ~ew days. 
in GreenStOn: would the PCS like to be 
involved? 

If they would, fine: go on to the next 
part of the adventure. If nOt. he' II con­
rinue trying to persuade them, If du~ 
PCS still ace JUSt not inreresrtd, you ha.ve 
a problem: adventurers are supposed to 
be more adventuresome. Try another 
advenrure, from the "Advenrure Ideas" 
section, in the meantime, and then have 
Throic try them again at a la~r dare. 

For Military Dwarf Parties: Military 
dwarves have a problem with this 
adventure: it takes at least sixteen days 
to accomplish from the time the charac­
trrs reach GreenstOn. Perhaps the char­
acttrs can be persuaded to do the uip 
on a month-long leave; perhaps their 
commanding captain is a lirtle crazy and 
a friend of Throic·s. and is wlUing to 
gi\'C them the time off if they wish to 
take it. 

For Non-DwarfPanies: This adven­
ture is only appropriall' to nondwarf 
parties if you establish that Throic is an 
old friend of one or more of the player­
characters and so is willing ro trust them 
wim the secret of me Darokin Tunnel. 

INciDeNts aND 
ENcouNtens---------­
ONe, GettiNG to caNollJantt) -

The charaCters collect in the mixed 
human/dwarf cicy of Greensron before 
setting out. If you wish , )"Ou can gi\'C 
them "night on the tOwn" city encoun­
ters-a human thief steals an ir.em 
be lo ng ing co one of tht! player ­
characters, lead ing to a mad chase 
through the streetS, or the chara~ters get 
plasr.ered and faU inm a dwarvish bar­
b rawl, for insmnce, 

In the morning. the characttrs ~[ 
out. h 's a day's march through farm ter­
ritOry, due southv.'Cst, to get to the foot­
hills and the place where the so-called 
Darokin Tunnel (actually nothing more 
than a game ttail through other~ise 
seemingly- impenetrable m~untalns) 
begins to follow the Norden River. 

It 's fl\-e more days of hard trekking 
along the [Tail before the! cnanacrers 
reach the foothills beyond the Almn 
Tepe Mountains. They'll pass one or [WI) 

anonymous mining cor:nmunities ~t up 
along the Norden River; the mlOers 
indulgently watch the characr.ers go by, 
knowing that it 's JUSt another spot of 
mischief in Alfheim. 

At any rare, the foothills ~eyond the 
mounmins mark the border IntO Daro­
kin, Beyond that, it's another day's 
march ro the edge of the Canolbarth 
Forest the border ro Alfheim. 

Du;ing these matches, you ca n either 
gloss O\'er the rra,vel time (" Fi\'C days 
through the mountains and another one 
through the Darokin foothills and th~~ 
you ace, standing before Canolbarth .. _ ). 
or you can give the characters com.bal 
and ad\'Cnrure incidentS. Appropriate 
incidentS: Dealing with chokers or wild 
Rockhome lizards in the hills during the 
night; dodging a rockslide; helping one 
of the mining communities with a prob-

lem (giant rats in the deepest mines, for 
insmnce). 

'Cwo: AbWNtURE:S iN 
AIft)eiM---------

Once the characters have reached the! 
border, Throic leads mem intO the for­
ested nation, only half a day's march 
within itS borden. There, hiding in the 
forest verge, ht! shows the! characters a 
small elvish village built at the foot of a 
hill along the course of a broad stream. 
It 's a village, he says, which he has never 
led a Thorn expedition against be!fore; 
they won't be expecting a thing. 

Then he admits-if he hasn 't already, 
in conversa ti on with the playe r­
characters-that he hasn 't the fai ntest 
idea of what he's going to do to the vil­
lage. He was going to impro ... is ~, and he 
invites the chafilcttrs to help him come 
up with the idea. This is really the 
opportunity for the plar~l"$ to come ~p 
with the ide!a, and the OM. as ThrolC, 
can comment on the advisability of vari­
ous propoSC!d schemes. 

This adventure can't predict every· 
thing the! characters may wish ro do, Per­
haps they'll want to sneak upstream 
during the night and build a quic~ dam 
to dh'Crr the su eam mrough the Village. 
(That's Throic's fallback idea, in caSe! 
the chancttrs come up with no ideas.) 
Pt!rhaps they'U want to string cords 
through the fo rest at about a four-and-a­
half-fOOt level (roo hjgh ro interfere with 
dwarves, but high enough to catch elves 
every time) and then yell and run away. 
lending the elves into a painful pursuit. 
Whlltever, allow the characters ro come 
up with and implement their plnn. 
game OUt the effectS. and assign them 
success based on their own c1~-erness 
and effectiveness. 

The vlUnge has 7) elf residentS; the 
Ilverage elf villager looks like this_ 

Combat Nores: 1st-level elf; Ae 9; hp 
6 ' MV 120' (40'); IAT 1: 0 1-6 (short 
~'Ord) ; Save: EI ; MoraJe 9 (6 in Darokin 
ttrrirory); .AL N; SpeU: 2) % d~CNr 
magic, 2) % light, 2) % magic missiit', 
2) % read magic (roll Id4). 
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You can modify the armor classes if 
the elves have time to organize a real 
huming expedition; most will then be 
AC 6 and some will have bows. 

L/Jnee, FIiGI)t to ROCI<I)OMe-
Whether or nOt the characters are 

chased all the way home sore of depends 
on how successful and how destructive 
their mission was. 

If it was completely successful, com­
pletely surprised the elves, delayed them 
long enough to give the dwarves a sub­
stantial head start, and didn't result in 
the serious injury or death of an elf, 
then elven pursuit will be more or less 
nonexistent. 

If it was moderately successful but 
immediately surred up the elves like 
bees, and didn't result in the serious 
injury or death of an elf, the dwarves 
will be hotly pursued to the border of 
Darokin. The dwarves will have rocks 
hurled at them 0-3 damage, and the 
elves will not kill a dwarf with the StOne· 
throwing) and may have a brief battle 
with an equal number of elves; they'll 
withdraw from the battle the first time 
some.o~e on either side takes a signi fi· 
cam inJury. 

If it was successful or not, if the prank 
resulted in the serious injury or death of 
an elf, the elves will hotly pursue the 
dwarves as far as the mountain border 
to Rockhome. At least once, the dwarves 
will run into a party of elves, equal ro 
them in number, armor, and arms, who 
will battle with them to the death. Th is 
is an effective reminder that pranks 
should be pranks and not murder. 

Evenrually, however, after a fast run 
th rough the AJfiteim forest (they took 
haJf a day coming in, and it will proba· 
bly be only half that on the way out), and 
then a day's march back through the 
Darokin hills, the characters are once 
again before the Rockhome mountains. 

Foun, 'Clle Onc AnMY---
As the characters climb over the fi rst 

mountain to find the Darokin Tunnel 
again, they see signs that a large parry 
has passed this way, a day or mere hours 

ago. As they follow in the parry's ttacks 
-for they lead straight to the Darokin 
Tunnel and up that trail-they realize, 
from the shape of the tracks and the 
leavings dropped by the side of the trail, 
that they're fo llowing a large band of 
orcs-orcs have found the Darokin Tun­
nel! By their estimates, the arc parry 
may have as many as five hu ndred memo 
bers. 

The characters will be able to move 
much faster than the large a rc party. By 
day's end, they'll catch up to it where it 
is encamped. It is indeed five hundred 
strong, quite strong enough ro wipe out 
the mining villages between here and 
the lowlands, 

What are the characters going to do? 
Ask them. The orcs have encamped on 
the tOp and sides of a hill; the characters 
can't cause a convenient rockslide to 
destroy the whole army. 

If no one else makes suggestions, 
Th roic suggests the obvious: T he 
dwarves should split up, with some 
going on to warn the miners and then 
get ro Greenston to rouse the dwarf gar· 
rison there. T he other dwarf or dwarves 
should scay beh ind to harrass and delay 
the orcs. 

Naturally, you should keep the player· 
characters tOgether. The PCs should be 
one of these parties, and Thcoic (and 
other NPCs if any) should be the other. 
Let the PCs decide which they want to 
be: Do they want to Stay to harrass the 
orcs, or rush off to warn the dwarves? 

Either way, they'll have ro sneak 
around the encamped arc parry. Make 
this an exciting time: The dwarves 
aren't known for their stealth, and the 
orcs do have guards on watch. It·s likely 
that a dwarf will have to sneak up on or 
trick an arc guard and take him our of 
the action before the reSt of the PCs can 
sneak around and get ontO the fa r side 
of the trail. 

Five (A), GOiNG 'CO 
GneeNstoN-------

If the characters want to rush back to 
Greenston, that's fine, Normally, this 
would be four more days through the 
mountains and another day to Green· 
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ston; under these circumstances, they' re 
likely to push themselves to go much 
faste r, getting through the mountains in 
twO days and to GreenstOn another half· 
day after that. 

They'll be notifying the twO mining 
villages that orcs are coming, naturally. 
The miners say that they'll join fo rces 
and try to fortify a pass against the orcs, 
in case the characters' fr iends aren't 
scrong enough to hold back the orcs for 
long enough. 

But en roure, they've got to have an 
encounter with the orc SCoutS, who are 
moving faste r than and much farthe r 
ahead of the main arc party. This should 
be a pitched fight between an equal 
number of orcs and player·characters, or 
half agai n as many orcs if the PCs are all 
hovering around 3rd level and are in 
good shape fo r combat. 

The orcs look like this: 
Comb at Notes: \·H D Orc; AC 6 

(leather and shield); hp 3; MY 120' 
(40'); #AT I; D \·6 (by weapon); Save 
Fl; ML 8 (6 if leader killed). 

If the characters can win this combat 
and repel or exterminate the dwarves, 
they can get to Greenston. The captain 
there will move out his entire company 
(250 dwarves); volunteer dwa rves and 
humans will make up another 250. 
W ith the player·characters (one hopes), 
this army will make its way hastily to the 
Daroki n Tu nnel. 

Five (8), HaRassiNG tile 
Oncs------------------

If the PCS want to stay beh ind and 
delay the orcs, fine, Lee them come up 
with aU the ways they' ll be doing th is. 
Persuade them to make creative use of 
their pertinent general skills, particu· 
larly engineering. With these skills, they 
can arrange for aU sorts of wicked traps 
to befall the advancing arc parry. 

Naturally, the orcs will become aware 
that there are dwarves bedeviling them. 
If the dwarves aren'c careful, orc·scouts 
sent ahead to ambush the next trap 
bei ng laid may do precisely thac. 

Reward the characters' efforts with 
success dictated by thei r skill success 
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and by their personaJ cleverness. The 
first rockslide·rrap may catch a lot of 
orcs by surprise and slay and hun quire 
a few of them; rhe second and subse· 
quent slides will hurt few or none of the 
orcs. Each of the characrers' naps and 
surprises mUSt ~ new and original to 

have any success. 
E,'cnruaUy, though the dwarves may 

have significant successes against the 
orcs, rney will find themselves pushed 
back to the very mourn of me Darokin 
Tunnel. where the foothills open onto 
the Stllh! Lowlands; this will be afrer 
about three days of constant trapping 
and moving. Here, they'll find about 
fifty miner-dwarves, those warned by 
rhe other dwarves, ready to fight to 
defend Rockhame. 

Six, ~I)e BiG FiGI)t--- -
By the rime the harassing dwarves are 

pushed back to the Stahl Lowlands, the 
army roused by the other dwarves will 
be reach ing the same place. There the 
twO armies, orc and dwarf with human 
trOOps), will clash. 

Depending on the success of the har· 
assing dwarves, the rwo armies may be 
approximately equal in size (if the har­
assing dwarves were nO( particularly 

successful). or the dwarf army may be 
noticeably larger (if [he harassing 
dwarves were very successful). 

In either case, game OUt the resulting 
clash between the lVo'O armies. Don't roll 
for all the ind ividual dwarves. You can 
use the \Var Macl1ine rules, or can sim­
ply base the armies' success based on 
the success of their champions: The 
player-chllrocu=ts on one side, some 
tough orcs on [he other. 

The battle takes place in a narrow hill 
pass; the area mat is suitable for trOOps 
to stand upon is only 30' across. with 
steep hills on eIther side. The dwarves 
can have crossbowmen on the hills. fir­
ing down into me orc ranks; the orcs 
arrived roo late to do so. but may send 
orcs up me hills to deal with the cross­
bowmen. 

If the dwarves win, the orcs will nee 
in consternation. If the orcs win, they 
will still, after due time, rurn and leave 
Rockhome, sacking the mining com­
municies on the way. TIH.-y were nor 
expecting resistance, and are disheart­
ened because they received stiff opposi. 
tion, and expeCt more to come. 

CONSEQUENCES - --­
Since this is a major affair involving the 
use of the Darokin Tunnel, and the first 

one to involve nondwarves discovering 
irs existence, King Everast can hardly 
ignore the affair. 

He will commend the characters for 
their part in the defense of RockhamI.'. 
Throic he also commends. but says enig­
matically that a dwarf so anxious to 
command should do so in a proper 
capacity, and orders that Throic enrer 
the army of Rockhome-an obv ious 
chastisement for the dwarrs part in the 
AHheim raids. 

He will command that a proper road 
be built along [he Darokin Tunnel, for 
easier trade with Darokin. and a proper 
fortress established at irs end to defend 
Rockhome from future invasions of this 
sort. 

He will also give me PCs a moneClry 
reward for their efforts: Each gees 200 
gp and a gold ring inscribed with Point 
Everast on it. as a sign of me king's 
favor. The ring is only worth 20 gp from 
a money viewpoint, but is a good 
memenro of me adventure. 

Give [he player-characters meir expe­
rience. and in panicuJar give them exua 
pointS for parti cularly cleve r role­
playing and skjIJ use-50 exp per inci­
dent. up to a maximum of 250 extra. 



For Characters Level 4·6 

Basic Plot ------
In western Rockhome, a cavern has dis­
appeared-or rather been sealed off 
from the outside world, trapping the 
colonist dwarves living there. The 
heroes have to force their way into the 
caverns, then find, confront, and defeat 
the deadly antagonist which now occu­
pies the caves. 

How Cl)anactens Get 
INVOlveO - ----­
For Owarf Parties: By now, the player­
charaCters should have some notoriety in 
Rockhome as a group of adventuring 
dwarves. When the troubles Start, King 
Everast himself will summon the charac­
ters, explain the situation, and ask them 
to uncover the cause of these we ird 
events_._ and defeat whatever evil might 
have caused them_ Naturally, he will pay 
a reward for thei r success, but he 
doesn't mention this unless some greedy 
character asks about compensation_ If 
there are no magic-users among the 
parey (which is natu ral in an all-dwarf 
parey), he will procu re the services of an 
NPC (magic-user Irena Piotrev from the 
"Characters·' chapter) to help the PCs 
on their quest, if they wish. 

For Military Owarf Panies: If the 
campaign is based around military 
dwarves, move the lost caverns m a place 
near the characters' station. Once wei rd 
things start happening, they'll be the 
dwarves assigned to going in, finding 
OUt what's going on, and solving the 
{foubles. There will probably be no MU 
among the pany, but the characre rs' 
commander will assign some NPC 
dwarf-fighters to help the characters. 

For Non-Dwarf Panies: Since he 
prefers for nondwarves to be killed 
instead of dwarves, King Everast will 
hire the player-characters to investigate 
the mystery of the lost caverns. He'll pay 
them, of cou rse (see "Consequences·' at 
the end of the adventure). 

'O}e Lost caveRNS 
Note: T his is a b lood y adventure, 

and a good o ne for large panies, 

INCiCleNts aNO 
ENcouNtens------

!3aCI<GROUNIl-----------
In the mountains northwest of Stahl. 

Syrklisl dwarves recently discovered the 
openi ng to a large and accommodating 
series of caves and cave rns_ On the 
orders of Dwalur and Dia, heads of the 
SyrkJist clan, and with permission of the 
Dwarf·King, several fami lies of the Clan 
moved to these caverns in the expeCta­
tion of colonizing there, build ing a nice 
strong city in this mineral-rich te rritory. 
They moved in and began building 
three months ago, and there has been 
weekly communication from the cav­
erns since_ 

Yesterday, a dwarf from the caverns 
staggered into the nearest mini ng vil­
lage_ He was Out of his mind with fear 
and had jagged wounds all over his body 
which did nOt correspond to any sort of 
bite or weapon wound any of the 
dwarves had ever seen_ He d ied while 
babbling incoherently about "the balls, 
the balls" coming to get him. 

When the miners reached the site of 
the cavern opening, they fo und it m iss­
ing. The cave open ing lnm the cavern 
had completely collapsed, and the slope 
of the hill above it seemed to have been 
pulled, like a piece of cloth or leather, 
down across the rubble-filled opening. It 
tOok the investigators some time m find 
where the opening should be. The first 
dwarves on the site began digging and 
sent word back to the capital of these 
strange doings. 

The next day, the miners re-camped 
more than a mile from the site. The 
night after the first day's d igging, the 
miners, one by one, were filled with an 
overwhelming terror of the site and ran 
screaming from the cavern opening. 
Since then, no digging has occurred at 
the site. 

Now, the player·characrers have been 
hired or assigned to find out what's 

going on, (and one hopes) m save the 
sixty or so colonists trapped within the 
caverns, 

ON~, GEttiNG IN------
To get into the collapsed cave open· 

ing, the characters have to dig. But dig­
ging is one th ing that dwarves are good 
at. So there are a few days' worth of dig­
ging to do, probably three, and you, as 
DM, should gloss over most of the bor­
ing hard work they have to manage. 

If they decide to investigate the hill­
side above and below the cave opening, 
they will find nothing abnormal. 

The first night, if they encamp near 
the cavern opening, the camp suffers a 
large rock avalanche which starts much 
higher up on the hill. For ten rounds, 
rocks pour through the camp on their 
way downhill. Each round, each charac­
ter will receive an "attack" from one 
rock, which attacks as a Normal Man 
against the dwarves' current armor 
classes; if they hit, the rocks do Id6 
damage_ If the characters make clever 
use of terrain, magical items, or clerical 
spells, they can dimin ish the damage 
from the attacks or even avoid them alto­
gether_ 

There's nothing to d iscover from 
investigating the slope afterwa rds; 
though if a character casts a dececr evil 
up the slope as the rockslide is going on, 
he will see a dim, fo rmless glow which is 
already disappearing about 60' up the 
hill. The characrers won't be able to d is­
cover anything there, JUSt rocks lying 
loose on the slope. 

The next night, whether the charac­
ters have moved their camp or not, early 
in the morning (nearly at dawn) the 
camp will be attacked by a local mon­
srer. If you've left this settlement near 
Stahl or put it elsewhere in western 
Rockhome, the monster will be a sas­
quatch. If you've put it in eaStern Rock­
home, it's a hill giant. 

These are the StatS for the sasquatch_ 

Combat Notes: 5-HD sasquatch; AC 
6; hp 20; MV 150' (50'); *AT 2 claws or 
1 boulder; D 2-8/2-8 2 ( X 2d4) or 2- 16 
(2d8); Save F5; ML 6; AL N; Experi-
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ThC!H: art the Stats for the hill giant. 

Combat Notes: 8·HD Hill Giant; 
AC 4; hp 32; MV 120' (40'); fAT I 
(club); 02·16 (2d8); S". F8; ML 8; AL 
C; Experience Value 6)0. 
Wha~r the monster is, it has been 

charmed by the th ing that lies in the cav­
ern and persuaded that it should kill 
these bothersome dwarves camping in 
this UtI!.. So it wiU srumble in. attack, 
and srumble OUt agai n once it has sus­
tained half iu HP in damagt (or per­
haps not, if it's killed), 

If me monster is a sasquatch, it wiU 
seem especiaUy stnoge. as the dwuvcs 
know that these shy beasts don't attack 
large camps; rem ind them of this once 
chI! battle is over, ifthqr don't ask. 

t:WO,INSIl>E-----­
Early on the third day, the chanclCtS 

will make: an opening through the land­
fall and be able to get inro the cavern. 

When they cnler, what mey see wiU 

, 
, 

, 
, , , , , , 

probably disturb them pady. Take a 
look at the advenrure map on this page. 

(0) This is the se:t of apartment-style 
quarttrs the familjes have built for 
themselves; they ate soHd and standing, 
but have had very linle polishing or dec­
orative work done on them. 

(F) This is the community smithy and 
workshop area stiU under construction. 
Buildi ng foundations are sec and certain 
walls, beams and columns are up, but 
the area is mosdy empty and unfin­
ished. 

(I ) Every place you see a (I ), there are 
the remains-mostly bones and skin, 
merely days old-of a dwar f. They show 
signs of being kiUed and eaten by many 
small ravenous mouths. 

(2) Every place )1)U se:e a (2), there is 
a dwarf-or. rather, the: statue: of a 
dwarf. Most of these Slarues are of 
dwa rves ru nning, wich frightened 
expressions on their faces, often looking 
back over their shoulders. Many are 
huddJing in crevasses and nooks and 
other hiding places, looking up, afraid. 

as if caught while trying to hide. 
(3) Straigtn up from the cavern floor, 

in the ceiling. is this dark and nearly 
invisible: hole about 4 ' across. It leads [Q 

(4). 
(4) This small cave is the lair of 

Kruagg. a very old and evil beholde:r 
(see: the Companion sec). Recently, while 
floating about looking fo r someplace to 
spawn-for it was big with young-it 
sponed this dwarven settlement and 
decided to settle here to bi rth and mise 
its young. All it had to do, it decided, 
wus use relekillesis to bring down the 
opening. then flesh ro scone on all the 
inhabilants. Then. it could survive fo r 
weeks. Whenever its young gOt hungry, 
it cou ld recurn a dwa rf [Q fles h, then let 
its young desce:nd upon and devou r the 
dwarf. And so it d id. It also found this 
cave, above the level of the main cavern; 
chis cave has an opening to the slope 
above. With a clever use of telekinesis, 
Kruagg has plugged the opening with a 
boulder; it was from thac opening chat it 
se:nt the rockslide down on the playtrs. 
and, days earlier, from which it emerged 
to 'tulthily use its cause rear rayon the 
miners. Most of the lime. Kruagg and 
its six young float in this chamber. 

'OJREe, t:I)E stall'-----
Now, the characters have broken intO 

Kruagg's larder. and the beholder is not 
happy about it. It intends to kill the 
intruders and settle back to rearing its 
young. 

Once the characters have entered the 
cavern [Q investigate it, perhaps splitti ng 
up intO smaller panies to search more 
areas at once, Kruagg will descend into 
the main cavern and float over [Q the 
entrance. With blasts of its disillttgrlltt 
and telekinesis powers, it win collapse 
the opening again. trapping the miners 
in with it . 

Then. it will begin to smlk and attack 
the characters one by one. beginning 
with those: who are aU alone. It will not 
use its flesh co Slone, disintegrate, or 
death spdJ powers unless its situation is 
desperate: instead, it wants to taSte the 
blood of chose who have d isru rbed it. 



Once it has attacked one or cwo char­
acters, it will also begin ro munt the 
characters, using the dwarven language. 
It will describe what it has done here 
and why, and how me characters are 
going to end up as food fo r its young. 

Remember that the caverns are pitch­
dark except when lanterns are used. The 
dwarves do have infra vision, but at long 
range the blurry red shape of a dwarf 
doesn't look that much different from 
the blurry red shape of a beholder. 

When taunting me dwarves, Kruagg 
will float up near me ceiling, ducking 
among the rock formations mere to 
keep out of easy view, or float down 
among me dwarven construction, to 

make it hard to hit wirn missile attacks. 
It will not approach the hole to its lair; it 
naturally wishes to protect its young. 

Unfortunately for Kruagg, it is an 
overconfident monster. h may damage 
or kill several dwarves, but will doubt­
less sustain damage from each encoun­
ter. Once its hit points get down below 
10 (for the main body), it will try to flee 
to save its own life. 

It may be toO slow; the characters 
could finish cuning it down as it flees. 
After all, it flies at a fourrn or rn ird the 
speed of a running dwarf, and certainly 
can't outrun crossbow bolts and spells. 
If they do kill it, its young, alarmed by 
its death-cries, will descend to attack 
them, prolonging the climactic battle. 

If it does get away, rnough, it will fly to 

its cave, open the exit, and depart with 
its young, calling down a fina l rnreat of 
vengeance. And, game-years later, it will 
return-wirn its six grown offspring 
and perhaps orner minions-to bedevil 
the characters in their Companion-level 
adventures. 

Co mbat Notes: Kr uagg th e 
Beholder. Il -H D Monster; AC 0 (body), 
2 (main eye), 7 (eyesralks); hp 50 (body), 
20 (mai n eye), 12 (eyestalks); MV 30' 
(W'); #AT 2 (one bite and one special, 
eye projection); 0 2-16 (2dS) and spe­
cial eye projeetion; Save Mil; ML 12; 

AL C; XP Value 5100. Powers: anti­
magic ray (main eye), charm person, 
charm monster, sleep, telekinesis, flesh 
to srone, disintegrate, cause fear, slow, 
cause serious wounds (the origin of me 
wounds on the first dwarrs body), death 
spell (one fo r each eyestalk). 

Combat Nmes: Immature Beholders 
(six). 2-HD Monsters; AC 2 (body), 4 
(main eye), 9 (eyestalks); hp 5 (body), 2 
(main eye), 1 (eyestalks); MY 30' (10'); 
#AT I (bite or special, eye projection); 
o 1-4 (ld4) or special eye projection; 
Save M2; ML 12; AL C; XP Value 40 
each. Powers (each young beholder has 
one active power, 33 % for each of me 
following): sleep, cause fear, cause lighr 
wounds. 

CONseQueNces-------­
If me characters win rnis adventure­
which they probably will, either by kill­
ing or dr iving off Kruagg- King 
Everast will be, as he promised, graceful. 

t:l)e Lost caveRNs 

To each su rviving character, he will 
give 600 gpo If me characters had not 
been promised payment, this is a 
reward; if they were hired, this is the ir 
fee. 

Narurally, there are 55 statues that 
used to be dwarves in mat cavern. This 
is considered a nuisance but nor a cams­
traphe. King Everast will hire a high­
level magic-user to use stone to flesh 
spells on rnese colonists, and eventually, 
after a few weeks, all will be returned to 
normal. It 's toO late fo r me five dwarves 
who were fed upon, but the characters 
prevented an even greater catastrophe. 

If you feel that me treasure men­
tioned above is tOO low for your own 
campaign, increase the gold amounc ro 
suit your tastes; also, the rescued 
Syrklists of rnese caverns will promise 
each participant a gift for rneir valor, 
and over me next few months will forge 
a + 1 weapon for each character, the 
weapon best suited to the character. 



ClaN Wan 
For CharaCters Level 7 + 

Basic Plot ------
Clan War is a big. nasty mlm-series 
which can take place within your Rock­
home campaign. 

In it , the dwarven folk-hero and leg­
endary king Denwarf reappears-and 
wreslS the throne from Everast XV, 
declaring mat it is time for him to lead 
the dwarves along the proper paths once 
again. Some clans support Denwarf, 
some don'c ... and what resules is a civil 
war which leaves Rockhome chaQ{ic and 
vulnerable. 

How ClJanadens Get 
INVOlvet>------
Characters will be involved in Clan War 
merely by being in Rockhome when 
events scart taking place. What they do 
about these events is enti rely up to 

them, of course. 
By now, the characters, if they are 

dwarves, should be well-known ad~n­
rurers and her~5. Some may be taking a 
mOre active part in the ir fami ly politics. 
If this advenru re cakes place lare enough 
in their careers, they may be fa mily and 
clan leaders or military generals. 

This adventure makes as much use of 
role·playing and thinking encounters as 
combat situations, and 50 is best suited 
lo players who like role·playing. 

INCibeNts aNt> 
ENcouNtens -----

ON~' Ean1tJQuak~ aNI> 
AflenMatl)---- ---

In the great nation of Rockhome, an 
earthquake is felt; it lOpples walls and 
collapses some buildings. It is ... ,'Orst in 
lower Denga r, whi ch seems to be 
directly above the epicenter. 

For the characters in Dengar, provide 
exciting disaster·movie encounters. O ne 
character is near a caged monster, sud· 
denly released by the collapse of its cage. 
In order lo save a trapped dwarf·child, 
another muSt b:ude his way through a 
buildj ng filled with burning woodwork 

and furni shi ngs. Another sees a dwarf 
drop into a hole which suddenly opens 
below his feet: he must lower himself in 
the hole to rescue the adler, in the face of 
a hungry choker trying ro kill them 
hom. 

When all the excitement dies down, 
the dwarves will begin putcing things 
back in order. The damage was not roo 
bad: a few buildings roppled, a section 
of wall down, a few deaths, many inju­
r ies. And there's a marvelously ghastly­
looking hole which has opened on the 
palace grounds. 

A few hours after the earthquake, 
Denwarf will emerge from that selfsame 
hole. If the characters decided ro explore 
that hole, they'll meet Denwarf coming 
up. If they d idn'[, try CO contrive to have 
at least one player·character at the pal· 
ace when this happens, so that all the 
players will get firsthand accounts of 
these events. 

There's no mistaking Denwarf: a 
dark-complected dwarf standing nearly 
six feet taU, carrying a double-bitced 
iron axe roo big for any ordinary dwarf, 
with an expression of uner impassivity 
on his face. His face, roo, does greatly 
resemble that which appears on the 
reverse of the dwarves' 10 gp coin, the 
" sun", and on the various statues 
erected in his honor. He will not attack 
the characters or the dwarves he meets 
on emerging; if asked, he will say that he 
is coming to/has come to Dengar ro 
regain his throne. If attacked by the 
characters, he will fight, naturally; one 
hopes that the PCS are not so aggressive 
as to attack a legendary king just 
because he's come OUt of a hole in the 
ground. 

Denwarf does indeed march on the 
palace. and the palace guards make way 
fo r him. He marches inco Everast's 
throne chamber (to the wide eyes of the 
entire couer), and, in archaic but under· 
standable Dwarvish, announces who he 
is and that he must see the current 
Dwarf-King in private counsel . 

Everast complies. He and Denwarf 
depart. And the rumors Start flying. 

Denwarf 
Denwarf stands 6' I- m11 and weighs 

320 Ibs, none of it fat: He's propor­
tioned JUSt like a normal dwarf. His 
thick hair, beard, and mustache are gray­
black. His eyes are black and emotion­
less. 

He wears leather garments thar seem 
somehow both musty and stOny, as if 
they've picked up color and texture 
from gran ite walls. He wears only pants, 
boots, and vest. 

He ca rries a huge double-bitced 
barne·axe. In game terms, it works like a 
ha/~rd + 2, and so is hard for an 
ordinary-sized dwarf to wield. 

If a knowaJignmenr is cast upon him, 
he will " read" as Neutral but the caSter 
will feel the alignment "flicker"-a con­
dition he can't really describe to anyone. 
He cannot tell if it is " flickering" toWard 
Lawful or Chaotic. or indeed if he reaUy 
felt what he felt. 

Combat Notes: Denwarf the Dwarf· 
King (Granite Golem). AC 0; HD 15; 
hp 80; MV 120' (40'); tAT 2 (weapon) 
or 1 (squeezing); 0 1·10 ( + 5, from hal· 
berd + 2 and strength) or 2·8 from 
squeezing); Save D 12 (auromaticaUy 
takes half damage from s~ll effects); 
ML 12,ALN (O,S 1 8 11 ~W 100 10 
Co 18 Ch 18; XP Value 3 150. lan­
guages: Dwarvish. General Skills: min­
ing (I). engineering (I), dwarven codes 
o f law (I) , survival/mountain (I), 
survival/u nd ergro und (I), meta ls· 
mithing (I). 

Unfortunately fo r Denwarf, and for 
the world at large, Denwarf is erratic 
and mosdy mad now. He is of calm dis­
position and Neutral alignment most of 
the t ime, punctuated by occasional 
lengthy fits of Chaotic behavior. 

He was n apped deep, deep under the 
earth by an earthquake enginee red by 
the immortal Kagyar, who wanted to 
keep him out of the way. There he has 
stayed for the past 2.400 years. Even for 
a being such as Denwarf, created to be 
emotionless, this has proven to be too 

much fo r the mind to rake. Over the 
centu ries, he has developed the (correct) 
assumption that he was used and aban· 



doned and the (paranoid and deluded) 
tho ught that he is the one true leader of 
the dwarves and must rerum to lead 
them. 

When the earthquake (uncommon 
but not supernarural) occurred, he was 
freed. Kagyar, an Immortal with other 
things ro do on a myriad of planes in the 
muitiverse, didn't notice and may not 
for qu ite some time. Denwarf climbed 
straight up m Dengar and his goal. 

'Cwo: DnawiNG Of LiNeS--
When, hours later, Denwa rf and 

Everas[ XV emerge from the palace to 
address [he people who wait in d roves 
before the palace (and it's a good idea 
for one or more PCs to be there), Everasr 
looks shaken. 

Denwarf speaks: 
" By grace of the Immortal Kagyar 

have ' been returned to Dengar. Know 
ye this, 1 am not well pleased by the sight 
of this nation. Foreign intruders speak 
and the Rockborn take it as wisdom. 
The fruits of the Rockbom's craft are 
sem out into the world in return for 
common grain and common drink. A 
body of aging dwarves dictates to the 
king, who is grown weak in power. This 
ends now. 

"Today, I , Denwarf, resume the 
th rone of Dengar. My heirs I appoint 
now: Du ric and Bifia, leaders of the stal­
wart Hurwarf dan. The Senate and 
Grand Counc il I do dissolve this day. To 
the ambassadors of fo reign realms I say 
this: Go home, and Stay, and tell the 
dwarves there to come to Dengar. To the 
traders of the Rockborn, I say: Trade 
on ly within our borders, fo r the fruits of 
the Rockborn will never again leave this 
realm. 

"This do I ordain. Go forth and 
spread my words among [he dwa rves." 

Impassive as ever, he turns and 
recurns to [he palace. Everast does nor. 
Shaken and ill of appearance, he enters 
the crowd of dwarves who swarm over 
him, looking for answers and buzzing 
with the news. 

What do the characters want ro do? 

Hear From Everast XV 
Everast, obviously rattled, will still 

answer questions if pressed. " I t is he, 
Denwarf," he says. " 1 am certain of it. 
He has the face, he knows secrets of the 
Everast Clan dating back to his day." 

Whar will Everast do? He doesn 't 
know. He must go off and think. 

And he does. 

Sp read the News 
The characters can fly like the wind 

with the news; the dwarves will take it 
with a mixture of surprise, good cheer, 
bad cheer, and consternation. Mostly, 
the dwarves of Rockhome want to know 
what this means- what changes this 
will wreak in the nation. 

Auack Oenwarf 
The characters who do so wiU be cur 

to pieces (or, if they're lucky, merely 
chased off and then declared traitor) by 
the masses of Hurwarf dwarves in the 
crowd, who are all fo r th is change of 
ruler-because it means their own dan 
rulers are now the heirs m the throne. 

Offer Service to Denwarf 
Should one or more characters do 

rhis, Denwarf will accept, of course. 
"You need not have offered;' he will 
intOne emotionlessly, "for service is 
required of all my subjects." 

At the current time, he will not assign 
any player-character any specific casks. 

Commune 
If a dwarf-cleric uses a commune 

spell, Kagyar will answer his three ques­
tions. In general. the answers will be 
along these lines: 

[s chis truly Denwarf? Yes. 
Should we supp Ort Denwarf? 

Denwarfs rime is pase. He should nor 
be king of Rockhome. 

What is his meneal scare? Denwarf is 
d riven mad by his long Stay away from 
the world of dwarves . 

How besr can he be bearen? In ordet 
that his popular favo r be ended fo rever, 
he should be beaten in plain sight of the 
nation, on the battlefield , his army on 
the one side and yours on the other. 
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The deric may ask other questions 
instead, in which case you 'll have to 
improvise the answers. 

T h e Word of Everast 
By late in the same day, Everast's deci­

sion has been made. If characters are 
nOt close to the king and p rivy to his 
mind, they'll find out when everyone 
else does that Everast, with a large body 
of rroops and family members, has 
departed in haste fo r the Klintest low­
lands. He announces thar he is still 
Dwarf·King and that all who wish to 
join him against the usurpet may do so. 

By now, it's pretty evident where the 
various clans have thrown their lots. 

The Hurwarfs, of course, are with 
Denwarf. 

So are the leaders of the Torkrest mili· 
cary dan. Not all the TorkrestS are in 
agreement, but at least three-fourths of 
the family is obeying the party line. 

The EveTilStS are scaying loyal to 

Everast Xv. 
Of the Buhrodars, many of the ir der· 

ics have communed and received the 
word that they should not fo llow 
Denwarf. Consequently, the dan sup· 
ports Everast XV. 

The Syrklists are divided. The rrader­
fa milies violently oppose Denwarfs pol· 
icies and suppOrt Everasr. The mining 
and crafting fami lies seem to be caught 
up tOO mu ch in he ro·wo rshi p of 
Denwarf and suppon the legendary 
ki ng. This dan is split in [WO. 

The Skarrads, under Thrais, oppose 
Denwarf. From their capital in Smaggeft 
they are prepared to oppose him. 

The Wyrwarfs, divided over the issue 
between Everast and Denwarf, still see 
that the Torkrests have joined Denwarf 
and so they join Everast. 

This is how the nation looks at the 
end of this long and peculiar day ... the 
q uestion is , where do [he playe r­
characters sit and what would they like 
to do? 

Those who are not clan leade rs 
should be called in by the ir clan leaders, 
who seek their counsel. The clans will 
follow the pattern above when announc­
ing their loyalty; the player·characters 
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may foUow meir dans, defy the ir dans. 
or go 0« on their own. 

For the most part, it should be obvi­
ous ro the PCS mat Denwarf should nOt 
be followed. 

t:ljnee, t:l)e FiRSt ClaSIj--
Everase XV charges in all haste north 

and then eastward. along the Everast 
Road, ro get to the Klintest Lowlands. 
He wants aU loyal supporters to be wich 
him or following sha rdy afire Among 
them, one ho~s, are some or all of the 
player-characters. 

Denwarf prepares h is armies ro 
march on and capture or slay Everast 
XV, whom he calls the " Pretenclet" 

When Everast XV reaches the last 
mountain pass before the road descends 
into the Klintest lowlands, he digs in his 
heels, sets up camp , and prepares to for­
tify this pass. If he can hold this pass, he 
can prorect all the Klintest Lowlands to 
be the sear of his power during dti s civil 
war. 

He also dispatches a force of about 
2 ~O dwarves to march on and take the 
Evekarr Fort, so that itS garrison, about 
half Torkrest, win not be able to fa il on 
him fro m the rear. 

He also dispatches a few choice 
ambassadors to the penaJ colony of Kur­
daJ, offering am nesty ro any prisonerl 
fa rmers the~ wiUing to fi ght for their 
king. 

It has raken Everasr XV and his fo rces 
three da)'$ to ~t here. On the fourth , 
fi fth, and sixth days, other bands of sup­
pom come and join him. The last 
batches report that Denwarf's army was 
right behind them. 

On rhe seventh day, at morning, 
Denwarf's army marches to clash with 
Everast 's. 

Denwarf has haJf the Dengar Garri ­
son (see " Dwarven Society and Poli­
tics"), or (WO companies of250 dwarves 
each (MV 4 , BR 132, Troop Class Excel­
lend, and the equivalent of 40 Typical 
ViUage Squads each (a squad of 2 ~ 
dwarves, MY 4, BR I t 6 , Troop Class 
Good). 

Everast XV has one-qua n er the 

Dengar Garrison one company of 2~0 
dwarves (MV 4, BR 132, Troop O ass 
ExceUent) and the equivalent of four 
Wartime Militia Co m pa n ies (250 
dwarves, MV 4, BR 36, Troop Class 
Poor). 

Everas( XV wiU be reinforced on day 
{Welve by the ent ire Smaggeft garrison, 
and on day eighteen by the entire Kur· 
daJ Garrison and {wo more Wartime 
Militia Companies. 

There are severaJ ways you can run 
this advenrure . 

First , you can run along \'qar 
Machine rules. The battle is being 
fought in a narrow mountain pass, and 
only fifty men in a line can enga~ at any 
one time. Run one battle a day and add 
reinforcements on the days indicated . 

Or, you can JUSt game it out fo r effect, 
actually roiling dice and running bardes 
only when the player-characters are 
fighting .. . which they wiU be, The char­
acters can use the three days they have 
befo re Denwarf reaches them to rig up 
booby-u aps and ro develop tactics ro use 
against Denwarf's army. The battle goes 
fi ercely and many weil-Joyed NPCs are 
wounded or slain. If Denwarf's forces 
are pushed back, they'll merely drop 
back a few miles and fo rtify their own 
pass. IfEverast's fo rces are pushed back 
our of the mounmins, they'U fall back to 
Smaggeft and prepare to weather a siege 
there . 

You can aJso, if you want 00 , run the 
player-characters as me expeditionary 
force which is designated 00 tak-: Eve­
karr Fan . W ith the ir 250 dwarves, l" e 
equivalent of one com pany from the 
average city garrison, they have to take 
the rocky forr and its garrison, or at least 
keep it from falling on Everast from the 
rear. .. 

But then, when you've concluded 
your first set of battles and are either 
[ired of dwarf.vs.-dwarf warfa re o r have 
seen one side or another gain the imme­
diate advanta~. somethi ng very inter­
esting happens. 

FOUR: INvasioN-----­
Some Sort of word reaches Denwarfs 

a rmy. In the midst of a battle ill which 

Denwarfs fo rces are doing very weU, 
those selfsame forces perform a surprise 
reereat from the battlefi eld. 

Shortly af"trr, someone well-known ro 
[he PCs w ill s ee p fo rwa rd fro m 
Denwarf's lines- probably Kori n of 
Clan Torkrest- and ask 00 be adm itted 
ro Everast's li nes ro speak ro the Pre­
~nder. He has news of im portance ro 
bom armies. Everase will permit it. 

Korin will be in conference with 
Everase for JUSt a few minu~s and then 
emerge, and EveraS{ wiU have all h is offi· 
ce rs and advise rs- incl udi ng, one 
hopes, the player·characrers-called 
into his tent. 

He tells them that Denwarf has had 
word that a large army (at least 20,000, 
and sciU growing by all accounts) of 
allied nonhuman tribes- orcs, goblins, 
even ogres and trolls-has pushed its 
way into the Sardal Pass and is battering 
the de ple~d Karrak garrison 00 pieces. 
The Castle will fall soon, if it hasn't 
aJready, and Dengar will be next. 

Denwarf p roposes a truce bet\\-een 
himself and Evera5t so that his army, 
and perhaps Everast's as weil, in tempo­
ra ry accord, can march on the invaders 
m(eatening Rockhome. What do the 
othe; vfficers, especially PCS, think of 
the proposal? 

Everast will listen ro all the characters ' 
commentS on the proposal. H e then 
decides that he wiU accept Denwarf's 
proposaJ and march on the SardaJ Pass 
beside Denwarf. If one or more player­
characters expressed me opinion that 
this was a trick, o r mat je could be used 
to trick Everast, the king wiU assign that 
character or those characters 00 watching 
our for creachery and making sure mese 
things do nor happen . 

The next day, the twO armies march, 
sdll distinctly separate, Denwarf's a day 
ahead of Eve rasc's, both forces moving 
at aU speed toWard Sardal Pass. 

Fiw: POOIiN(i Of RESOURCES­
En roUte ro Dengar, the characters 

and me armies will learn more of this 
invasion. 

It seems that news of the dwarven 
civil war fled outside Rockhome nearly 
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as fut as it had nown within the dwarf 
kingdom. And only a few days a~r 
Denwarrs return, It had reached anum­
be.r of nonhuman tribes living in the 
mountains on the three·", .. y border of 
Rockhame, Darokin, and Ylaruam. 

One nonhuman leader, a powt:rful 
and charismatic orc,chief named Thar, 
whipped his and several other orc·tribes 
inro a war-frenlY by promising them the 
spoils of Rockhome. And then, by virtue 
of sheer penuuiveness and the right· 
ness of his cause, he also managed to 
penuade cribes of other races ro join 
him-nOt as subordjnates, but as allies, 
because there was going ro be enough 
fighting and riches fo r everyone. Gob· 
lins came, and hobgoblins, and men­
mercenaries from the southern realms, 
mosdy-and ogres and (roUs and even 
the occasional hi ll giant. One human 
who W1ItS pare of a mercenary unit join­
ing Thar left his unit and. in a dan~r­
ous trek. made it ro Karrak Casde ahead 
of the army ro warn the garrison . He 
continued on to Dengar, and that's how 
the dwa~s know the whole soory. 

By the time the dwarf·armies reach 
Dengar, the Upper City has already 
been penetrated and some of it is in 
names; the lack of command, morc so 
than the lack of dwarven manpower, led 
lo the nonhumans being able lo pene· 
trate it. The Lower City is sciU secure, 
but the nonhumans are at jes gatn:. 

By mutual consent, Denwarf leads his 
army 00 attack Dengar's invaden while 
Everast leads his to K2rrak Casrle, ro 
~ke the garrison and SlOp the flow of 
nonhumans into Rockhome. 

This gives the characters the opportu· 
nity for locs of interesting combatS. King 
Everast will puc them in the advance 
guard of his force as they ma rch south 
along the Sardal Road. 

Give them one or twO shore battles 
with small fo rces of nonhumans enter· 
ing Rockhome. This wiU bring them lo 

Karrak Casde. 
If they're players with a liking fo r lots 

of battle with interesting tactical prob­
lems, then the nonhumans will have 
raken Karrak Castle and the player. 
characters' unitS will have lo retake it. 

If they' re in more of a mood for [he 
climax ro the mass·combat side of the 
adventure. then Karrak Castle is ray· 
aged and empry. The characters' forces 
wiU meef a la~ force of monslZrs, the 
monster mix mentioned above. trying lo 

enlZr Sardal PIUS. Give each charaCter a 
tough monster enemy during this b:u:de: 
A trOll. a batch of ogres. a giant, etc. 

Assuming that the nonhuman 
advance is SlOpped, Everast can reo 
garrison Karrak castle and NPCs can do 
the holding action at Sardal P1lss. No 
more nonhumans will enlZr RDckhome 
this ~asoD. 

ClaN Wan 

For more information on Thar, see 
the upcoming "Orcs of Thar" Guet· 
IttL 

Six, Cl)alleNC;E Of tl)E I<iNC;S -

Meanwhile. Denwarfs army has 
lifted {he siege of Dengar and the 
dwarves. now on [he offensive. run ro 
earth (and capture or kiU) me remain­
de r of Rockhome's invaders. 

According lo [he stories which drift 
back to K2rrak. Denwarf went mad dur­
ing one of the fights and began killing 
dwarves and nonhumans alike. He 
eventually recovered and laid waStr to 
the enemy. bur the confidence of some 
of his foUowers is more shaky. 

Dc:nwarf. once Rockhome is again 
secure. sends word to Everast XV. H is 
letter reads: 

"There can be only one Dwarf·King, 
and you have proven yourself .... ,orthy to 
meet the challen~ of the combat of 
kings. 

" I, with six follOY.·us-rwo each of 
the Hurwark. Torkreses, and Syrklists­
will encamp on the Sardal Road halfway 
berween Dengar and Karrak. You. with 
six of your own champions, must meet 
me there. Only one side shall survive, 
and determine who wiU be King." 

Denwarf knows that he can reestab· 
Iish his dwarves' faith in him by such an 
honorable act, and he will foliOVo' his 



.... " ~~ , 
~,,,. '~~'~""'~~-:.""'I.::-~77'":~ •••• ----~"",-."",~,-"",,~.-~~ 

ClaN wan 

plan to me letter. Him~lf, six champi· 
ons, no more. 

Everast XV also plans to fo Uow th is 
plan to the letter. He wiU choo~ the 
most effective playtt-characrers as his 
champions; if that doesn't make six, 
he 'll also add NPCs such as his son 
Boftn, Thoric Redhand, and other 
12th + level dwarves. 

NaruraUy, word of the challenge has 
spread . When the King and his champi­
ons arrive, Denwarf and his champions 
a~ already there. A crowd of nengar 
onlookers is there, and Evecast XV's 
force has been fo Uowed by other specca­
a",. 

Denwarfs announcement is brief. 
After E~rast and his party have had 
time to rest awh ile, he p icks up his 
weapon, announces " Kagyar and holy 
battle will choose the Dwarf- King;' and 
then he comes after EvecaS[ XV. 

That commences the barde. E~rast is 
no match for Denwarf; one or more 
playtr·characters may wish to take on 
the legendary king ro save their own 
ruler. 

Denwarfs champions are all fighting· 
dwarves (no dwarf·cler ics) of 9th ro 12th 
level, looking on the average like this: 

Combat Nmes: 9th·level dwarf; AC 
4 (chain and shield); hp 50; MY 120' 
(40'); fAT 1; 0 1·6 ( + 2 from suength) 
war hammer or hand axe; Save 0 9; M L 
12; AL N ; S 17 I 10 W 10 0 12 Co 13 
Ch 12. 

The player·characren; may be less 
experienced on the average, but are 
likely ro have better weapons and more 
diversity. If some of the player-characters 
are human , Everast would stiU have let 
one or tWO be on his team of champions, 
ro show the suppon he has among the 
human realms as well as within Rock­
home. 

Ou t ing the barde, Denwarf will go a 
little mad again. In fact, if the bad guys 
art doing coo well and you wam ro keep 
the battle close ro the end, you may have 
Denwarf kiU one or more of his own 
dwarves. He will rant and moan and 
spit foam, a crazed light in his eyes. But 
he will fight like a trained kiUer. 

CONS€QU€NC€S-------­
The battle, everyone knows, is to the 
death. Everyone on one side must die. 

If Denwufs side wins and Denwarf 
survives, then he is Dwarf·King. Rock· 
home closes up and becomes insular. 
Denwarf wiu not have the rocal support 
he wanted because many dwarves saw 
him go strange on the battiefield and are 
worried by him. Many of the player­
characters are dead, unfortunately; per­
haps some can be raised by clerics or 
dwarf-clerics. The civil war is over, but 
may spark up again lattr. Evecast's sur­
viving children flee Rockhome but may 
return at the head of an army at some 
larer time. 

If Denwarfs side wins but Denwarf 
dies, then Duric and Bifia of the 
H urwatfs become Dwarf-King and 
Dwarf-Queen. Rockhome closes up and 
becomes insular. The civil war con­
tinues, led by Evecast's surviving chil­
dren and (one hopes) by the surviving 
player-characters. 

If Everast's side wins and Everasr su r­
vives, then he is Dwarf-King. The civil 
war ends. Rockhome contin ues on 
much as before. Duric and Bi fia of the 
Hurwarfs are convicted of rebellion and 
exiled from Rockhome. Their successors 
as heads of the clan are JUSt as bad, 
though_ He wiu reward his staunchest 
supporters (especially those who were 
with him as champions), particularly 
with ministerial and other govern ment 
pom. 

lfEverast 's side wins but Everast dies, 
then his oldest living child becomes 
ruler- either Bofin or his sin!!r Noris. 
The civ il war continues, with Du ric and 
8ifia as the opposition leaders. 

In any case, if you wish CO furthe r the 
storyline, you can also provide clues ([l!S­

timony from captured nonhumans) that 
their leader, That, was rold to invade 
Rockhome at this ti me by a human 
man , one who concealed his identity 
behind a mask but always "''O~ dapper 
uniform-style clothes; Thar called the 
human "Uruk-Yaam ." If you have The 
Principalities of GJancri, this is Prince 
Jaggar von Drachenfels at work. In the 

course of this adventu re, he has struck a 
blow at the dwarves who are becoming 
so aggressive, observed a lot of tribal 
warfare for his studies of combat, and 
kidnapped several dwarves for Glancr­
ian expe riments. You ca n use (he 
dwarves' investigations of this " Uruk­
Yaath" character to springboard inro a 
new advenrure, an investigative mission 
inro Glantri. 

PlayiNG D1is AOV€Ntun€ · 
In some ways, Clan Wars is a difficult 
advenrure to OM. What's given here is 
the skeleton of the adventure; the char· 
acters' activities pur the meat on the 
bones. 

What you need to do is ro introduce 
each of the situations in turn, find out 
what the player-characrers want ro do, 
game out those incidents, and then 
assess their effect on the other events 
described for the "skeleron." The char­
acters don't, in faer, have ro be along for 
many or any of the major events listed 
for the advenru re, so long as they are off 
performing their own advenrures which 
have effects on these selfsame events. 

For example, when Denwarfs army is 
marching on Everast's at the entry pass 
into the Klinrest Lowlands, the player­
characters could instead be rushing to 
help the king's daughttr Duris, General 
of the Scahl Garrison, fortify her posi­
cion from the branch ofDenwarfs fo rces 
which will narurally be coming after her. 
Or they could be esca ping OUt through 
the Darokin Tu nnel ro try to raise an 
Ylari or Darokin army to help Eve-cast. 
The Emirates are allies of Rockhame, 
and Darokin would help ro prOtect its 
business interests- if Rockhome, an 
important trading partner, falls, Daro­
kin's economy is hurt. Or they could be 
descending through the hole from which 
Denwarf emerged in order ro find where 
he was hidden all these years in the 
hopes that it will provide them a clue ro 
his mind and his weaknesses. None of 
these events are in the listed plot For the 
StOry ... but they' re all things the player. 
characters could thi nk of, and with 
which you'd have to cope. 



FoUow ing are a number of adventure 
ideas for dwarf-cha racters of aU levels; 
the adventures can easily be adapred for 
nondwarf parties visiting Rockhome_ 

You can also take an advenrure idea 
presented for one characrer level (Basic, 
Expen, erc_) and rerocl it fo r another. 
Increase or decrease the levels and num­
bers of monsters, and you've suited the 
advenrure idea to your own campaign. 

Basic AtJV€NtuRl::S ---­

GuaRDD~-----­
For Characters Level 

Basic Plot: The characters must pro­
teCt a storehouse fuU of Syrklist trade 
goods from a gang of thugg ish 
dwarves hired by the H urwarf clan. 

H ow Characters Get Involved: 
Dwarves of most clans can simply be 
hired for the task; Hurwarf dwarves are 
not likely to be hired fo r this task. The 
same goes fo r human advenrurers. This 
is nor an adventure for military dwarves. 

Slary Progress: Dwalur and Dia 
(from "Characters") hire the characters 
to guard one of the Upper Dengar 
Syrklist storehouses fo r a few nights, say­
ing that their ordinary guards are ofT on 
a caravan expedition. Use the "G" map 
component for the site. On the third 
night, in the deep of night. Hurwarf­
hired dwarf-thugs (one for each player­
character, all first-level, weari ng nothing 
heavier than leather armor) will come to 
destroy the trade goods in the storehouse 
-by burning it ro the ground. They 
don't expeCt the guards to be there and 
will flee when half of them have sus­
tained half their hit pointS or more in 
damage. 

Consequences: None significant; 
the characters will be paid off by the 
Syrkiisu, who wiU keep them in mind 
fo r futu re missions. 

At)V€NtuR€ ]t)eas 

ON tne RoaD---------­
For CharaCters Level t -2 

Basic Plot: The characters, again on 
guard dury, proteCt a caravan heading 
out from Rockhome. 

H ow Characters Get Invo lved: 
Once again, this is a siruation where the 
Syrklists hire the characters-either 
dwarves or nondwarves visiting Rock­
ho me. Milita ry dwa rves cou ld be 
assigned to protect the caravan, espe­
cially if there has been a lot of recent 
attacks on dwarf-ca ravans on these 
roUtes. 

Story Progress: The characters are 
hired by the SyrklistS to be guards (or 
other specialistS, depending on their 
general skills) fo r a caravan going to one 
of the human trading cities. Choose a 
city based on your imrrest or on the 
other Gazetteers you own; it could be 
Ylaruam (in the Emirates), Norrvik (ill 
Vestland), Selenica (i n Darokin), 
Ethengar (in the Khanate), or even as fa r 
as Specula rum (i n Karame ikos) or 
Kercndas (in Thyatis). Provide episodic 
adventu re opportunities: A band it 
attack, a bad weather siruation, an 
encounter with a local ruler who won't 
let the caravan pass unless the caravan 
guards perform an important [3.sk fo r 
him. In the great ciry mat is the destina­
tion, they can have ciry encounters, and 
then m USt proteCt the traded-for goods 
on the road back to Rockhome. You can, 
if you wish, connect all the encounters 
by having a master villain-a dwarf who 
is an enemy of the Syrklists or the 
player-characters, or a fore ign magic­
user-dogging the footSteps of the cara· 
van and causing all sorts of trouble until 
the characters figure out who it is and 
put a StOp to him. 

Consequences: The probable conse­
quences are that the characters will be 
praised for a job weU done. rewarded 
financia lly, and (again) kept in mi.nd for 
futu re and more lucrative Syrklist entrr­
prises. 

'O)e LizaRD ROUNDUp ----­
For Characters Level 1-3 

Basic Plot: This is an opportuniry 
for a silly and very merry dwarf 
advemure. In the market district of 
Upper Dengar, a corral fu ll of Rock­
home lizards is acciden[3. lly opened 
and the stupid creatures immediately 
go running through the city streets. 

How Characters Get Involved: 
Charamrs, whether they be dwarves, 
mili tary dwarves, or nondwarf visitors to 
Rockhome, get involved merely by being 
there when things Start happeni ng. 

Story Progress: A whole JOt (40 or 
50) of Rockhome lizards have been 
herded intO an Upper Dengar corral, an 
empry, walled enclosure the same size as 
other dwarven city blocks. Some idiot or 
pe rhaps Mo rur Blackheatt (from 
"Characters") opens one of the gates 
and letS the beasts run out intO the ciry 
streetS. ~mind the characters that the 
lizards, though stupid, may sciU injure 
ciry dwarves or even kill small ones, and 
show chern how other dwarves are run­
ning about trying to round them up and 
having no success. Then give the PCS a 
crack at it_ Give each character a couple 
of lizards to capture, one after another; 
present them with inte resting situations. 
One lizard may be running aU over a 
bazaar, snatch ing edible foodstuffs up 
from carrs, zigzagging all over the place. 
One may be charging all ove r a dwarven 
tenement, frightened by all the noise but 
unable to descend the stairs it climbed 
so easily. One may have gone nasry and 
is biting dwarves and will have to be 
fought. One may have gracious ly 
allowed a dwarf-child to climb up on itS 
back before ru nning uncontrollably all 
over the ciry. And so on. 

Consequences: None sign ificant. 
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At)veNtuRE It>eas 

'CI)~ KiDNapiNG Of 'Cl)nais­

For Characte~ Level 2-3 

Basic Plot: Thrais, leader of the 
Skarrad dan, has been kidnaped and 
carted off imo the southern moun­
tains. The pes, of course, have the 
lovely job of rescuing her from a toO­
large party of enemy dwarves. 

How Characters Gee Involved: 
Normal dwarves will be approached by 
a desperate Kori Fire-Eye, who cells 
them thac her clan leader has been kid· 
naped by rival fanions within [he dan, 
and will chey please, please help her? 
She could also approach a nondwarf 
parry of adventurers, particularly well­
known ones, on the assumption chac any 
group of dwarves she approaches could 
comain one who is sympathetic to the 
kidnapers. Military dwarves could also 
be dragged iom the adventure. particu­
larly if they were part of the Smaggeft 
garrison: Kori wou ld approach their 
commander with the same srory, and the 

pes' squad would be assigned ro the res' 
cue. 

Story Progress: According to Kori, 
she rerurned, only hours ago, to the 
home of Thrais, wim reports on some 
engineering projects in Smaggeft, only 
to find Thrais missing and her quarters 
a shambles. Questioning dwarves living 
in the stronghold, she fo und out thar 
dwarves she knows ro be competitors for 
me clan leadership paid Thrais a visit 
earlier in the day and then left hastily, 
apparently leaving me city by me soum 
gates. She's sure that Thrais has been 
kidnaped and hauled off for a while, 
until a com petitor can settle himself in 
the clan·leadership role. The characters 
have ro follow the kidnapers' party intO 
the southern mountains and rhen find 
our a way to rescue Th rais. Complica· 
rion: The kidnapers' parry contains 
about three rimes as many dwarves as 
there are player·characters and aUies. 
They have to use their brains to come 
out of rhis one in one piece. 

Consequences: If they succeed, 

many Skarrad dwarves from the "oppo· 
sition party" will be tried and convicted 
of kidnaping, though the opposition 
leader will remain untouched by the 
scandal: None of his dwarves would 
name him as the ringleader. The charac­
ters will have the gratirude of Thra is, 
Kori , and their (ruling) faction of the 
Skarrad clan, and will also have the 
u.ndying enmity of the kidnapers' fac­
non , 



ExpentAbveNtunes---­
HaMMeRfall------­
Foe CharaCters Level 4-6 

Basic Plot: Belfin , leader of rhe 
Wyrwarf clan, with his medallion of 
ESp, recendy d iscovered that the 
Hammer, the underground anti­
fa rmer ruffian sociery, p lans a raid on 
a farm near Stahl. He heard this stray 
thought wh ile using his medallion on 
a crowd full of Torkrest dwarves. 
Now he must collect a band of 
defenders to repel this attack. 

How Characters Get Involved: If 
any of the player-characters is a Wyrwarf 
dwarf, Belfin and Gilia will ask the 
character to help, and ro round up any 
of his friends who might be eager for 
some fighting. If none of the characters 
is Wyrwarf, he'll offe r ro hire them. If 
any of the dwarves is a Torkrest dwarf, 
he'll offer to hire them, bur not volun­
teer the information that it's [he Ham­
mer; JUSt that he expects some SOrt of 
calamity. If the characters are nondwarf 
visitors to Rockhome, SO much the bet­
ter; it's less likely that news of his 
defense will reach the Hammer. If the 
characters are military dwarves, relocare 
the farm to somewhere near their garri­
son; Belfin will appeal to the local mili­
tary commander fo r help and be 
assigned the player-characrers' squad. 

Story Progress: The characters arrive 
at the farm the day the attack is to begin, 
early in the morning. It 's an ordinary 
farm: fields full of grain, a pasture with 
cattle , a large wooden fa rmhouse (the 
dwarven tenemem plan, letter E of the 
modular city blocks. with wooden wall) 
and wooden barn nearby. Give the char­
acters free reign to set up defenses and 
traps as they please; take nOte of how 
clever they are. Then, that night, a force 
of Hammer dwarves arrives on pony­
back to fi re the fie lds and the farm­
house. The H ammers will outnumber 
the defenders cwo or three to one, so the 
characters' traps and ambushes had bet­
rer be successful. This adventure is 

merely a grand opportunity for trapset­
ting and a pitched battle; let the battle 
run to its conclusion. The Hammers will 
flee when half or more are down or 
injured. 

Consequences: Naturally, the char­
acters will not be on the Hammer's list 
of favo rire people, but will have earned 
the gratitude, plus reward money or 
fees, from the Wyrwarf dan leaders. 

WaR Witl) me UNC><!nsiC><!­
For Characters Level 4-6 

Basic Plot: King Everast has deter­
mined that there is indeed a criminal 
element operating in Dengar and 
commands or hires ehe player­
characters to gec rid of it. All he 
knows is that someone is attacking, 
brutalizing and sometimes even kill­
ing dwarves in the less-trave led 
streets of Lower Dengar and that it 
must stOp. 

How Characters Gee Involved: The 
characters by now being well-known 
adventurers, whether they're local 
dwarves or fo reigners visiting Dengar, 
Everasc will have Korin of the Torkrests 
summon them to an aud ience. He will 
ask chern to help (and then reward them 
upon success); if they ask for fees, he 
will hire them instead, but will not be 
particularly grateful to them afterwards, 
If the campaign is a military one, he will 
have asked the characters' commander 
for a discreet squad of good fighters for 
this mission. 

Story Progress: The characters are in 
charge of puuing their approach 
tOgether, They may wish to dangle 
"bait," a dwarf walking alone (disc reedy 
followed by his frie nds, at a distance) in 
the hopes that the attackers will jump 
him, They may wish to infiltrate the 
Underside by faking attacks on local 
dwarves and coming to the attemion of 
the head of the Underside. You'll have 
the improvise {he adventure based on 
their approach, but keep some surprises 
for the player,characters: Specifica lly, 
don't let them know until it's toO late) 

At>Vf2NtURf2 ItK;as 

that Morur Blackheart has similarly­
inclined friends, and that it's not JUSt a 
case of finding and capturing one crazy 
dwarf... they have his whole criminal 
organization to deal with. 

Consequences: If the characters suc· 
ceed, they'll have the notice (and 
rewards) of King EverasL Also if they 
succeed, they'll have enemies in any 
members of the Underside who might 
have escaped. 

RoaD Of WOe----------­
For Characters Level 4-6 

Bas ic Plot: After the events of the 
adventure " Race for the Ciry," King 
Everast orders a road built on the 
Darokin Tunnel and a citadel built at 
its end. But a number of elves, hav­
ing at last learned where the dwarves 
were sneaking into Alfheim, have 
entered Rockhome by the same path 
and intend to bedevil the dwarves 
doing the constructing. 

How Characters Get Involved: Any 
dwarf character might be hired as an 
engineer on the Darokin Tunnel project. 
Dwarves with especially appropriate 
general skills might be hired for specific 
phases of the project, such as bridge­
building or engineering traps imo the 
new citadel. Other dwarves, military 
dwarves, and nondwarf visitors to Rock­
home might be hired (or, in the case of 
military dwarves, ordered) to guard the 
corps of engineers as they go about their 
duties, 

Story Progress: Hiding in the sur­
rounding hillsides, and following the 
road crew as it does its duty, is a party of 
3rd-to-5th level elves from Alfheim. 
They're here for the same reasons that 
the dwarves used to invade Alfheim: To 
play mischief on the dwarves. They'll 
only be able to enter Rockhome until a 
permanent guard is stationed ar the 
Darokin end of the Darokin tunnel. 
Using their magical spells, ~ey'll play 
tricks on the dwarves, undoing their 
engineering, creating illusions of obsta· 
cles to their progress, growing plants 
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over their construction, and othe rwise 
interfering with [he dwarves' lives on an 
average of twice a day. Let the player­
characters figure our how to rid them­
selves of the pesky elves; do remind 
them, should they become parricularly 
blood·thirscy, that the elves are playing 
by the same no-bloodshed rules that the 
dwarves did, and are acting in revenge 
fo r incidentS such as the onc in which 
the pes may have participated . If you 
wish ro form a bond between a group of 
elves and a group of dwarves (uncom· 
mon, but possible), you can end the 
andcs when some horr id monSter, such 
as a frost giant, decides ro encamp in 
this terrirory and destroy every living 
thing within mi les. T he elves and 
dwarves must cooperate to destroy the 
giant or even JUSt survive. 

Consequences: The Darokin Tunnel 
road and Darokin Tun nel Citadel are 
built. If the last option is used, the 
p layer-characters may find themselves 
with some e1ven allies. 

MEtal AMOk--- --­
For CharaCters Level 6-8 

Basic Plot: Th is is anomer opportu­
nity fo r mindless action and adven­
tu re. In the city of Smaggeft, a 
Skarrad ream of engineers has cre­
ated a giant war-mach ine which 
Evtrast would someday like to use 
against the Glanrrians. Ir's shaptd 
like a gigantic Komodo dragon, some 
60' long, and supposed to be 
manned by a crew of a dozen 
dwarves. It can birr for 4·24 damage 
(4d6) as an 8th·level fighte r; it can 
stomp for ,-18 damage Od8) like­
wise; it get'S one bite and one stomp 
per round. It has AC -8 vs, weapons 
(though it is ordinarily vulnerable to 
magic). But someth ing goes wrong in 
its consuucrion and one fine day ir 
heads off on irs own, without benefit 
of dwarven crew, plowing through 
Smaggeft and heading in a beeline 
for Dengar. 

How Cha racters Get Involved: 
W hether the charaCte rs are dwarf 
adventurers, military dwarves, or fo r· 
eign adventu rers, they'll be called in by 
the frantic Smaggeft governor, who 
wants to Stop the " monster" before 
King Everast even hears that it is amok. 

Story Progress: This episode is an 
opportunity 00 uy some crazy gadgets 
and tactics. provided eirher by the PCS 
or by the Skarrad dwarves of Smaggcft. 
The objective is to get aboard and sh ut 
things down. To try this, the Skarrads 
wiU olTer experimental hang·glider·type 
craft, dwarf-launching catapults, hot air 
baUoons. grapnel·launch ing crossbows 
so that the characters can climb up dan· 
g1ing lines. magnetic climbing appara· 
tus so the characters can clamber up the 
lurching legs. ere. Remember that the 
"monster" will try 00 stomp or bite any­
thing it sees, so d iversionary tactics are a 
must. Once the characters are aboard, 
you can give them more problems: Per­
haps the monSter ran amok because it is 
man ned by a party of drunken orcs or 
the Underside. 

Consequences: The characters will 
be rewarded by Smaggeft's governor, 
and may know 00 go to the Skarrads of 
the city when it's time to have suange 
experimental devices built. 

FeaR aNO Loa1l)iNC; iN tile 
RllaNales-------­
For Characters Level 6-8 

Basic Plot: The Ethengar Khanates 
are nor admirers of the Glamrians. In 
faCt. because of the Glantrians' anti· 
cleric policies, the Ethcngars despise 
the Glanttians almost as much as the 
dwarves do, Should war ever erupt 
between rhe Principalities and the 
Khanatc, Rockhome dwarves will 
help S\\'eU the Khanatc armies. 

How Characters Get Involved : It 's 
pretty much up to the player-characters 
whether they will get involved in these 
events, Let them know mat Ethengar is 
marching on Glantri, and that free 

Rockhome dwarves are forming into 
mercenary bands to help the Khanate.,. 
and would the player-characters also like 
00 join? 

Sto ry Progress: This adventure is an 
excuse for pitched batties between 
dwarf.troops and human uoops led by 
magic-users. You can use the War 
Machine rules with the army descrip· 
t ions given for Glantti in GAZ 3, T he 
Principalit ies of Glantri, or perhaps 
the characters wouJd prefer to engage in 
commando raids into Glantti territOry 
-sabotaging mountain passes and so 
fo rth. 

Consequ e nces: A war between 
Glantti and the Khanate, especiaUy one 
in which Rockhome dwarves partici· 
pated , wiU have long·standing political 
consequences, The hatred of dwarf for 
Glantrian will have new fuel; whenever 
Rockho me dwarves visit "neutra l" 
human cities. they will oftrn clash with 
visiting Glantr ians. for instance. Bur 
King Everast will be proud of them, and 
if the dwarves are successful in the Glan· 
uian campaign th~ may rerurn with 
much war-booty. 

DRaC;ONlaiR------­
For CharaCters Level 9-11 

Basic Plot: A family of red dragons 
-one large and twO small-have set· 
ded into the mountains north of 
Denga r. They constitute a menace 
that cannot be allowed 00 exist; they 
are beginning to fly fa r afield. setting 
fire to dwarven communities and 
stealing dwarven treasures. The 
player-characters are dispatched to 
deal with the threat. 

How CharaCters Get Involved: In 
his typical fashion , King Everasr wiD caU 
on weU-known adventurers. dwarf or 
foreign, 00 drive the monsters out of the 
land , If they wish, he'U give them trOOpS 
00 assiSt, bur don't forger that most 
dwarven trOOpS are first-leve l dwarves 
and of little use against giant monsters. 



Story Progress: The d ragons are set­
cted iOlO a series of caves in the moun­
eains north of Point Dcnwarf. Let the 
player-characters know that it would 
probably be faeal to confront all three 
dragons in a pitched battle; they have to 

use their brains and personal skills to 
separate the three dragons and slay them 
individually, You'll have to improvise 
the adventure based on the player­
characters' approach and tactics, 

Consequences: NaruraUy, me drag­
ons' hoard will be awarded OJ the char­
acters who did the work of driving mem 
forth or exterminating them, 

RE!JtOOtl)'-------­
For Characters Level 9-1 I 

Basic Plm: Bad news: A dwarf has 
met his ends at the hands of a vam­
pire, Now, he has risen from his 
tomb and is preying on the dwarves 
of Lower Denga r. 

How Characters Get lnvolved: The 
dwarf,vampi re, called Blysker or 
"Redtooth " by the dwarves, shou ld 

attack (though nOt kill) one or more of 
the family members of one or more of 
the player-characters. This will give 
chern sufficient motive to cry to find and 
destroy him. 

Story Progress: The characters must 
figu re out the pattern of Rcdtooch's 
attacks (where in Lower Dengar he con­
centraces his attacks, and why), then 
attempt to discover his lair and dispose 
of him. Of course, his lair will be in one 
of the romb-chambers of Lower Dengar, 
and he may have found some means to 
animate other dead dwarves (perhaps 
mher family members of the player. 
characters) into dwarf-zombie mi nions. 
With his shapechanging powers, he'll be 
very hard to find; his sarcophagus may 
be difficult to get to. He's still a dwarf, 
and so may have engineered many nasty 
tricks and traps for invaders of his 
home. And, unless there are human 
derics among the parry, rhe characters 
will find him a tough enemy in the cli­
maceic battle. See the Expert Set fo r 
details on me Vampire. 

Consequences: None in particular. 

AOvENtum: Itteas 

COMpaNiON AOvENtunES-­

'eI)E BEast fROM 1I)E ){IiNtEst 
DEptI)S-------­
For Characters Level 12 + 

Basic Plot: For reasons which li re 
not known to the dwarves, the leg­
endary Lake Klintest Monster (also 
called "Klima') has recently been 
overturning dwa rf-boats and drag· 
ging dwarves under the surface. So 
the dwarf-engineers ofSmaggeft have 
come up with a device to allow the 
characters m pursue Klima right 
down into the depths. If a charaCter is 
a member of rhe Skarrad dan or an 
engineer living in Smaggeft, he may 
have been parr of that project. 

How Characters Get Involved: The 
governor of Smaggefc will eicher call for 
volunceers (if the player-characters are 
rhe sorts who are likely to respond to 
such a call) or personally request me 
help of those famous adventurers, the 
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PCs. If the Characters are military 
dwarves, they will be assigned to the 
testing of this underwater dev ice. 

Srory Progress: The characters, at 
the Smaggefc wharves, are shown the 
experimental device, which looks like 
the l ake Klintesc Monster all done up in 
metal-tubular body, flipper propul. 
sion, and a periscope which looks like 
Klinta's neck and head. This submers· 
ible lires "rorpedos" which act like bal­
lista javelins (d IO+ 6 damage); it can 
fi re one torpedo every rwo rounds, and 
carries rwenty torpedos. The characters 
will also be familiarized with Klinta 's 
picture (describe it from me notes given 
for the Lake Klimest Monster in the 
"Monsters" section). Each character will 
be given a djvjng suit, a cum~rsome 
outfit with a big beU helmet me diving 
suit gives an AC of 4 and allows the 
character to breathe underwater as with 
a breache warer spell of half an hour's 
duration: a spear gun Which acts exactly 
like a heavy crossbow and four spears 
(quar rels); and a tridem (treat it like an 
ordinary spear), one of the few weapons 
which can be used to normal effect 
underwater, The charaaers can also 
Strap mei r ordinary weapons on outside 
their diving suits, but these other weap­
ons only do half-damage underwater, 
~cause warer slows them when they are 
being swung. 

Each character is assigned a position 
on the submersible, which has been 
Christened "The Sitting Duck." One will 
be captain, one pilot. one the weapons 
engineer (fi ring the torpedos), one me 
engineer (keeping his eyes on the 
engines. and making his skill rolls when 
something got"s wrong with them), one 
the observer (sitting in a mong crystal 
cupola and looking in all direCtions, 
shouting directions down to the pilot), 
etc. When the characters board their 
vehicle, they'll see, a half-mile or so 
away, a dwarven fishing boat being over· 
turned and dragged under. Bur when 
mey submerge and pursue rhe beast inco 
the Klinrest depths, they'll nOt find what 
they expected , It's not Klinta they' re fol­
lowing- but a dragon rurde! (See the 

Companion set for details of this horrid 
monster.) The characters can engage in a 
mighty battle with mis denizen of me 
deep. Obviously, because the dragon 
turtle is so mighty, the cha racters will 
have to inflict most of their damage 
from me "Sitting Duck," Don't worry 
about me !l.C and hp rotals of their ves· 
sel: it will be taking damage from me 
dragon turtle at about me same rate as 
the monster is taking damage. Once me 
dragon turtle is down ro about 30 hp, 
the "Sitting Duck" is completely 
breached, water flooding in, and sinking 
fast; the characters must put on their 
helmets and meet the beast face-co-face 
in the climax of the light, Once it's 
killed, it returns ro its original form­
mat of a frog,.. It had ~en poly· 
morphed inro the monstrOus fo rm by 
some mighty enemy, perhaps an evil sor· 
cerer or a giant with a magical artifact. 
And deali ng with chsr foe can be the 
object of yet another adventure, 

Consequences: None in particular. 
except mat the engineers of Smaggeft, 
after pumping the characters for details 
of their craft's " fie ld test," may ever after 
want me player·characters co rest their 
new vehicles and devices, whatevtr they 
may be. 

Rail:> ON JotuNI)~iM---­
For Characters Level 12 + 

Basic Plot : The giants, which are 
becoming more numerous in the cen­
tral Makkres Mountains, decided a 
few years ago to build a new gianrish 
ca pital. Numerous frost giants lead· 
ing stOne and hill giants, not to men­
tion lesser servito rs, have been 
build ing a large giantish city in mest 
mountains, unknown co the dwarves. 
Recently, a dwarven explorer, or per­
haps some non·Glantrian sorcerer, or 
someone with a flying carpet, spotted 
me construction and reported it to 
King Everast. The characters, as part 
of a massive war-party, must invade 
and deStroy this giants' city before it 
is finished and becomes impregna­
ble. 

How Characters Get Involved: This 
is a massive military expedition. Mili· 
tary dwarves will be in charge of army 
contingents; non.military dwarves can 
be hired or recruited because of the ir 
adventuring reputations; nondwarves 
can be hi red or recruited for meir par· 
ticular expertises human thieves and 
magic·users will be very helpful; rhe sit­
uation is so desperate that even elves 
would be welcome in this assault. 

Story Progress: The dwa rf fo rces 
have to make their way through some 
very wild and untamed mountain ter­
rain, often making no more than live or 
ren miles of progress per day (average 
one map-hex per day). By the time tile 
dwarf fo rces are within mree days of the 
giam construction, the giants will be 
aware of them. They'll have at least one 
major battle per day-orcs the first day, 
goblins and allied wolves the second , 
stone-throwing hill giants the third­
before coming within sight of the giants' 
walls, Then it 's time for big, nasty bat' 
des between dwarves and their allies on 
one side and giantS and their allies on 
the other. The giant city's walls are not 
all up, so the dwarves will concentrate 
on the less·built sections, perhaps send­
ing commando raids (using human 
speci alists and mighty dwarf pla)-er­
cha racters) into me city to destroy 
important things, such as giant com­
manders, giant siege maChines, giant 
storehouses full of food, CtC, Base the 
dwarves' success on the ingenu ity and 
success of the player-characters. 

Consequences: If the dwarves win, 
the giants will be scanered to the winds 
and will try again a few decades later. If 
[he giants win, the dwarves can try again 
the following yea[. The dwarves wiU be 
better-prepared... and the city wiU be 
more complete and bener-defended. 











































An Ali'heim Elvish advenrurer, speaking to friends in a t"vern in Selenica: 

" Dwarves? Yes, we have ou r problems with them, They're a wild bunch over in Rockhome, all working 
away day and night and st ill havmg enough time to bring grief to us, 

"On the one hand. they JUSt ignore Alnlcim on an officiall('vel. Alfhelm doesn'( exist If, by some cala­
mity, they absolutely have to communicate with the Elf-King, (hey send word through the Darokin ambassa­
dor, won't even deign to have dwarves deliver tbe messages, 

"Then, on the other hand, the)' keep sniping al us-on an unofficial basis, For instance, when rhey can. 
the)' undercut our trade with the human realms-mher (han Darokill. Of course, when we can, we do [he 
same (0 them . 

.. And then (here are tht" raids. The)' havt" some son of secret pass through the mountains in {he southwest 
pan of rheir realm . We've never found It. Every so often, a mad bunch of dwarves comes across, cro~sts into 
Alfheim . 

"Usually, we JUSt chase them out agam. Sometimes, though, they get lucky, and enter the Canolbarth for­
est undetected, and cause a lot of mischiefbc:fore we c.hase them OUt again. 

"Once, when I was growing up in the Village of Greenleaf, we were all ~urprised to see a full-grown dwarf 
warnor walk iOio the village. boJd:u brass , a bucket m Ius hand . He walked right up to the VIllage leader and 
heaved the buckel'S contems into his fJce . It was norhmg morc than t:rushed grapes, but il was quite an 
affront . 

"Then he turned and ran. and those dwarves can run . in spne of their slumpy linle legs. 
"\'(te gave (hast", all of us howling mad . But the)' had snares all over the forest; they'd haul us up IntO the 

air and dump other things down on us, mOfe grapes, SULky honey- and ants , mud. whatever. 
"And while the village sa.{ there, ne2rly emptied. rht: second half of the dwarf team Gllmly walked in and 

disassembled half the village dwellings, then w:wdered oue agam And got away without a single scratch or 
bruise, 

"This goes on all the time . Sometimes they WIO , somettmes we win . And. you know, Ithmk that if the 
Elf-King gOI his way and managed to SlOp thal traffic, I'd probably miss it The dwarves afe surly, cunnmg. 
persistem, and thoroughly disagreeable, but they do make life interesting . .. 

An Ylari warrior, training his son and heir: 

"Look you, my child, to rhose moun tams to the norm . We call them the Dwarven Peaks or the mountains 
of Rockhome. and It is there the dwarves live in [heir cilies built of stone. 

"learn of the: dwarves, child, for in many wa>'s the>' arc like the men of the Emir.ates, more like the ciry­
dweller than the nomad 

"They fight with excellence and courage. We are so closely m:mhed that , in war with the dwarves, it IS rhe 
terrain that would dictate the Winner. On the shifting sands. the Yl:tri would have the day : tn the high hills 
and moumains, or dark places under the canh, the Dwarves would gain victory. 

"TI,eir customs are different from ours. but they have cusroms, and nOt wild and random behavior like so 
many of [he southern men. And ther are polite to stra.ngers, even if it i .. hard to learn their heans. 

"They are!lOl led by AI·Kalim and the Eternal Trurh, and do not have the viSion of the Desert Garden, 
but 1 think they have a similar quest They work tirelessly [0 make their land mID the type of garden (hey love 
best. 

"They are properl>' cautious of the Wielders of magic, as are we, and only allow a few, as hirelings. into 
their nation. As do we, (hey have their own derics who maintain [he pursuits of their faith . 

,. And b~' their own campaigns they keep down the number of [he lesser races whic.h infest the mountains : 
orcs, goblins, kobolds, and the rtst of that revolting litany of inferior tribes . 

"So they are our allies-nOt necessarily close, bUI allies . Be rc:specnul around them: do nor harm them 
un lesslhc:y 3{[(:mp[ first to harm you. This is how we deal with the dwarves. and so long as lhis is done we 
have nothing to fear from our norlhern fronners ." 
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