Hill Dwarves

Anatomy

"Of course I like dwarves.  They're a little tough, but they roast well."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

When thinking of dwarves, few people ever get past the usual description of short, stout, and bearded.  Dwarves are more than just their external appearance.  The same applies to their psychology makeup, which is far more complex than a love of strong drink and precious metals.


The dwarven name for members of the hill dwarf race is adurek, which translates loosely as "born of stone." In days of old, people took this to literally mean the dwarves were born from stone, making them a sort of golem.  Of course, this is utter nonsense.  In truth, the name refers to the properties of stone—tough, resolute, and unshakeable—as well as their adherence to the old ways.  Like stone, hill dwarves are unchanging, weathering all attacks on their cultural heritage.  Humans invented the term "lowland dwarves" to distinguish the adurek from their cousins, the mountain dwarves.

Physiology

An average male hill dwarf stands 4 to 4 1/2 feet tall and weighs in the region of 160 pounds.  Females tend to be a few inches shorter and as much as 50 pounds lighter.  Both sexes are broad shouldered, barrel-chested, and compact.  Although dwarves look physically stronger than humans, their muscles are no more powerful.  As noted, dwarves come in two sexes, though few races have ever met a dwarf female.  Well, this is not exactly true, and the reason behind the myth that dwarves have no females can be found in the section on Beards.


Dwarven skin is invariably brown, though actual tone differs greatly.  Unlike their rock gnome cousins, dwarven skin tones do not alter greatly with age, though the texture becomes more leathery and rougher over time.  In rare cases the skin can become as tough as leather, though this usually points to stone dwarf blood somewhere in the family tree.


Dwarves possess two eyes, which are usually brown in color, though as with skin the exact shade can vary.  The eyes have a larger pupil than those of humans, which allows them to see in poor lighting.  Indeed, hill dwarves are capable of seeing in zero light conditions, though such vision is monochrome.  Modern dwarves rarely live in total dark conditions, preferring at least a minimal level of light as a mark of civility.

Despite rumors of them possessing special vision, their ability to detect changes in natural rock surfaces is not supernatural.  Ii is a combination of education in geology and stone working combined with a sixth sense about unusual stonework.  Even the most dim-witted fighter can detect stone traps and false stonework with an unerring degree of skill.  Their ability to estimate depth underground, once thought a supernatural power, is nothing more than an understanding of geological strata and sensitivity to subtle changes in pressure.


Both sexes have bodily hair.  Black and shades of brown are extremely common, though facial hair tends to gray as the dwarf ages.  Contrary to rumor, only male dwarves grow beards.  A fuller description of beards is given elsewhere.  Head hair tends to be worn long, though both sexes braid their hair to keep it tidy.  Eyebrows are usual quite long and developed as a means of keeping dust, stone chippings, and sparks out of their eyes.


Speed is not a dwarven trait and though not much shorter than some human races, dwarves walk at a pace similar to halflings and gnomes.  Though slower than humans, their greater endurance means they can travel for longer periods and cope better in rough terrain.  Though not bow-legged, dwarves tend to stand with their feet apart and their weight spread evenly.  This improves balance, vitally important when exploring caverns, and makes them harder to knock over or push back, which has proven handy when faced with hoards of goblins and kobolds trying to overwhelm their lines.


Many races joke that dwarves swim like rocks, but nothing could be further from the truth.  Many underground rivers and flooded chambers exist beneath the earth, and dwarven explorers have to overcome such obstacles if they are to locate precious mineral veins.  They can hold their breath longer than humans, but also use clever devices to extend their duration underwater, such as animal bladders filled with air.


The phrase describing someone as having "the constitution of a dwarf" is a truism.  Life underground is hard, not just because of the intense labor required to carve out a city but also because of poisonous gases and bad air.  Some foods are also edible to dwarves but not to other races, who suffer mild poisoning from eating such delicacies.  


Dwarven resistance to magic is a common talking point in taverns.  Although dwarves do not use much arcane magic, they have tough bodies, strong minds, and were around when magic was more commonplace.  In actuality, dwarves are not resistant to magic, just better at coping with the effects.


Dwarves age slower than humans, but not as slowly as the long-lived elves.  Adulthood is reached around 40 years of age, and dwarves can live as long as long as four centuries, baring premature death from accident or warfare.  Approximate age is relatively easy to deduce based on skin, hair color, and beard length, though few races understand the significance of the latter.

Psychology

Adurek are generally considered to be surly and ill-tempered, yet they are the most open of the dwarven subraces.  They are naturally suspicious of strangers, having learned from past experiences that humans especially value gold more than friendship.  Early encounters with goblinoids, whom the first dwarves originally thought potential allies, have also soured their demeanor.


The rigors of life below ground have also tempered their sense of humor, and dwarves are slow to laugh or jest.  This is not to say they do not enjoy a good joke, but their mind is usually on other matters, such as work quotas, forthcoming raids, and such like.  Perry frivolity is often replaced by singing and dancing, but rather than just recreational activities these are an important part of their culture and religion.


Though it takes many years for a dwarf to accept a non-dwarf as a friend, their generosity to such companions is nearly limitless.  As well as gifts of precious metals and worked items, they also extend the hand of hospitality, even allowing non-dwarves to partake in a few religious practices.  Such individuals, known as hederwenn ("honored friends") are treated as dwarves by their dwarven host, who will defend their rights as quickly as he would a member of his own family.


To break the bond of friendship is seen as dishonorable, and dwarves place great value on honor, as they do making oaths.  To a hill dwarf, his friendship and his word are indisputable truths, and if mocked even the most kind-hearted dwarf can become vengeful to an extreme not found in other civilized races.  Blood feuds, bitter disputes between dwarven families, are an accepted part of dwarven life, but they can extend to non-dwarves as well.  Blood feuds are further described in the section on Law and Order.


Courage and tenacity are tied into the honor system, and cowardice is seen as a sign of spiritual weakness.  Dwarves are not suicidal, but they do fight battles other races would consider lost causes.  More often than not, the dwarves win out, but the cost in terms of lives can make even the sweetest victory taste bitter.


Tied in to this is the dwarven lack of spontaneity.  Their traditions are millennia old and few individuals have the desire to break with tradition, even at the cost of their own life.  This is not a stubbornness born out of laziness or complacency, but out of a deep religious belief that change is bad.  Order promotes strength and unity, and new ideas are seen as dangerous to the stability of the race.  New inventions are rarely spontaneous ideas fuelled by a sudden burst of imagination, but from a long series of slow tests and alterations.  Indeed, dwarves have poor imaginations and stick to tried and tested principals, even in their artwork and stories.


Dwarves are renowned for their love of gold, jewelry, and raw precious metals and stones.  To many it is simple greed, but the truth lies much deeper.  Back in the days of yore, dwarves were seen as farmers of the earth, reaping precious metals and stones, but also ensuring their continued existence through lengthy rituals, effectively resowing the seeds that would transform into more precious minerals.  Their love of precious metals was not materialistic in the sense of wealth, but in the sense of beauty and awe such works produced.  To dwarves, the value of an object is in its crafting, not its intrinsic value.


Originally, dwarves held onto much of Tellene's mineral wealth, for elves traded with dwarves and did not mine the earth.  When the other races evolved, they began mining the earth for metal to use in coins and weapons.  Goblinoids especially exploited the great gift of metal, tearing great gouges in the earth to rob it of the bounty beneath.  The dwarven clerics foretold a time when the earth would run out of wealth, which would leave the dwarves without purpose.  Rather than let this happen, the dwarves vowed to begin hoarding as much metal, ore, and precious stones as they could acquire for the purpose of reseeding the earth.  To this day the practice continues, and metal and gems are stored away in reparation for the next resowing.


This desire to limit the amount of metal in circulation also explains their apparent reluctance to pay a fair price for anything.  Selling high means you receive more coins and buying low means you give fewer away.  While it makes perfect business sense to any merchant, it also slowly takes away metal coins from the races and delivers them back where they belong; in the hands of the earth farmers.


Some dwarves become fixated with gathering wealth for its own sake, succumbing to a form of madness known as kelbeger ("gold lust"), from which there is no cure.  Some say this madness is a curse laid upon the race by the Jealous Eye, others insist the race has lost its way.


Hill dwarves despise goblinoids and orcs, who they view as destructive, dishonorable, cowardly, and greedy.  In short, everything dwarves are not.  Near-constant warfare against these races has seen the great dwarven kingdoms decline in stature over the centuries, as the faster breeding foes drain valuable resources.  No mercy is shown to these foes, who dwarves consider barely sentient.

Social Structure

"Dwarves only have eight family names? Doesn't that limit marriage options?"

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Dwarven society is less flexible than that of many races.  Every dwarf, male or female, has his place and is expected to work for the betterment of the race in accordance with the law.  Promotion is slow, requiring many years of hard work, though not without its rewards.  Crafters can become master crafters, fighters can become courage nobles, and even the lowliest miner can work his way up the ladder to become a foreman or supervisor.


Despite the rigid structure designed to promote group unity and wealth, dwarven loyalties lie first with direct family, then blood relatives, then clan, and finally kingdom.  Of course, each unit is a cog in a much larger machine, but to dwarves, loyalty begins firmly at home, among those a dwarf trusts most.


The family is the smallest unit and comprises those related to the dwarf by close blood ties, such as his parents, his offspring, and their offspring.  Spouses may or not be treated as family, depending on the type of marriage.  A fuller description of marriage types can be found in the section on Cycle of Life.  One step up from family are blood relatives, such as uncles, aunts and cousins.  These close relatives are known as urslekt ("blood kin"), and while important, are not as important as direct family.


Beyond the blood kin is the clan.  Formed from families bonded by vows of loyalty and honor, it is a socio-political unit, led by a blood noble.  Dwarves only use a few family names (as detailed in Naming), but sharing a family name does not necessarily imply any direct connection more recent than a few millennia ago.  It is a common misconception that because dwarves share a familial name they hold any strong allegiance to each other.


Families may switch clans simply by declaring themselves removed from their original clan and sworn to another.  Transferring loyalty because of monetary gain is seen as abominable, but usually results from jealousy rather than any religious or social reason.


Lastly, there is the kingdom, formed from many clans answering to a sole ruler.  Kingdoms vary in size and power and again, there is nothing to stop an entire clan changing allegiance and moving elsewhere.  Such changes are rare, however, and the last recorded incident of a clan switching king was centuries ago.


A dwarven clan typically numbers around 500 adults, divided into as many as one hundred families.  With a clan, nobles account for some 1%, master crafters 5%, clergy 5%, warriors 20%, crafters 25%, and workers 42%.  The last 2% are comprised of dwarves not fitting into the typical categories, such as rogues or wizards.  The percentage for warriors is for professional soldiers, for in times of war the militia, made up of all able bodies males, gathers to fight.


Females make up one third of the numbers, but may hold any post.  Traditionally they were left at home to look after the children, but for the last millennia they have enjoyed much more freedom.  Sadly, the truth behind this does not stem from any sense of equality, but from a shortage of males due to deaths in combat.  Children add a further 25% to the clan's strength.

Blood Nobles & Royalty

At the top of the food chain are the blood, or hereditary, nobles, the jernherre ("iron lords").  Their right to rule was established during the earliest days of dwarves and, in most cases, remains unbroken through successive generations.  As one might expect, succession is passed from father to eldest son, or daughter when there are no sons.


Topping the list are the kings, or jerngan ("iron crowns").  Though few in number these days, there were once dozens of dwarven kingdoms, their domains stretching across Tellene like a chain of fortresses beneath the surface.  Today, there are but a handful, and most of these are weakened through countless centuries of attrition at the hands of goblinoids.  The days of the great kingdoms are but a distant memory, lamented in folk song.


Next come the king's children, who human title princes.  The dwarven term, engan, applies to both sexes and means "little crown." They hold power in their own right, usually as a clan leader within the kingdom.  A few, however, have branched out to form their own territories.  By tradition, no prince (or princess) can adopt the title jerngan while their father still lives, out of respect and because they are honor bound to serve him as their liege.  When the king dies, younger children have the right to leave the kingdom, adopt a kingly title for themselves, and start afresh.  Few choose to do so, for a king without a powerful kingdom is a wretch indeed.


Below the royal princes are the adugan, or "stone crowns," who humans call dukes or counts.  Serving as clan heads under a king, or in many cases these days as rightful ruler of a domain, the adugan are both military and political leaders, expected to govern their followers from the front.  When subservient to a king, they form the noble council.


Since the great kingdoms fell, many adugan have found themselves ruling large clans without a king.  They had become de facto rulers, though could not assume the title out of tradition.  Instead, they created a new set of lesser hereditary nobles, the nygan ("new crowns"), or barons, who serve as the heads of smaller clans.  No new nygan have been created in several centuries, for the dwarven kingdoms that remain are strong and unlikely to fall soon.

Courage Nobles

Courage nobles are the military commanders of a clan and are granted their title by their lord.  Unlike hereditary nobles, the title does not pass to children, but reverts back to the bestower, who may hand it out as he sees fit on the death of the holder.  The family loses its status, though there is no shame in this, and reverts back to its original standing.


The position comes with several key benefits, including the right to have an entourage of bodyguards, which form the key element of the clan's permanent army.  Indeed, it is a rare warrior who is not attached to a noble household.  Courage nobles inherit one or more mines, which are theirs to do with as they please so long as they hold the title.  A portion of the income, variable depending on the status of the individual, is kept to pay his retinue, while the rest goes to the central coffers.  A typical courage noble can expect to keep around a fifth of the income.  Courage nobles may fly their own standard, hold their own court, and dispense justice among their followers as they see fit.  Lastly, they have the right to sit on the Military Council.


It is important to note that courage nobles do not lead a clan.  They control a portion of the military within a clan.  Small clans may have just one or two nobles, whereas the largest clans may have a score or more.  Their first loyalty is expected to be to their clan leader, then the king (if one exists).


The dwarven term for courage nobles, kilgan, literally means "sword crown." Children of these leaders have no title, but receive an elevated social standing while their parent rules.

Master Crafters

Below the courage nobles are the master crafters, whose skill distinguishes them from the bulk of the crafter class.  One cannot be born a master crafter; one must achieve the position through hard work and recognition of one's social superiors.  As with courage nobles, the position is not hereditary, though most fathers ensure at least one child followers in their footsteps and adopts the family craft.


Known individual as a zedgan ("guild crown"), they control the activity of the appropriate guild within the clan.  In this respect, they are in charge of financial transaction, setting trading policy, quality assurance, dealing with industrial disputes, and such like.  Most have secretaries, paid for out of guild membership.


Every master crafter sits on the guild council.  Within a kingdom, there may be several master crafters from the same guild, each belonging to a different clan.  In a kingless domain, only one member per craft is allowed to hold the title.  Competition is fierce, for a master crafter has the ear of his lord and plays a direct role in the governing of the clan.  By law, they are also entitled to take a few percent of the guild's income as a stipend, on top of their own salary.


The stipend is supposedly to pay for the master's services on guild business, when he would lose income from his own workshop.  Many see it as a perk, however, especially those belonging to powerful guilds, whose income is a small fortune.

Clergy & Scholars

Next are the priests, or the drosgol ("mouthpieces").  They are the first of the traditional social classes, based on occupation rather than merit.  Dwarves do not have many adepts or shamans, and as such clerics are the only members of this caste.  Social status is bestowed on the individual, his spouse, and children until they reach adulthood.  A priest may hold this rank while his father is a lowly miner.


In theory all clerics are equal, with their exact status defined by their religious rank and applicable only to that particular faith.  In reality, the clan's leaders accord the priests of the four main gods, the Founder, the Speaker of the Word, the True, and the Powermaster, extra favors.

The high priest of each religion within a kingdom sits on the Religious Council.  In smaller domains, where a high priest may not be available, the highest-ranking priest assumes the seat.  When two clerics of the same faith are of equal rank, it is left to the clan leader to decide who sits on the council.  Nepotism is actually rare among dwarves, who believe that individual merit is stronger than blood.  Of course, few would dare say this in front of a blood noble.


Scholars, or thordros ("old tongues") in Dwarven, are grouped with in the same asocial class as clerics.  Dwarves can write, indeed, their language is extremely ancient, but oral traditions are preferred for remembering religious texts, historical deeds, and lineage.  Scholars do not receive this social class because they can read (most dwarves are literate), but because they can recall lengthy texts from memory.  Though bards use arcane magic, dwarves group them with scholars, and indeed rank them the highest of the scholarly professions.

Warriors

Below the clergy are the warriors of the clan.  Although every dwarf male is expected to serve in the militia, only professional soldiers, those who serve a noble, belong here.  The generic term for a professional warrior, preg adurek ("banner man") should not be confused with the word for the warrior NPC class, fem adurek ("arms man").  In return for their loyalty, professional warriors receive free food and accommodation, a monthly stipend of 5 gp per level, and, above all respect from other dwarves, whose safety rests in their hands.


Fighters make up around 80% of this class, most serving as infantrymen.  Their life is one of constant training, patrols, and battles, though it is not without its rewards.  A brave and skilled fighter can become a courage noble, and a leader in his own right.  Fighters spend around six hours each day training, practicing both weapon use and tactics in a series of simulated environments.  Once dwarves were an offensive race, taking war to the orcs and goblinoids they hate so much, but in recent times their attitude has changed to one of defense and consolidation.  


Though most fighters serve a noble, those of strong faith can find employment as temple guards.  Only the largest temples can afford to hire full-time soldiers, and most make do with a small squad loaned by the ranking noble.  Professional religious soldiers serve their faith before their clan lord, but few priests would deny their lord the use of their services when required.


Most non-dwarves see rangers as woodsy types, not suited to dwarven realms.  For the most part this is true, but rangers do exist among dwarves.  Though they are often deployed as missile troops or skirmishers, they primary role is to maintain vigil in the lowest levels of the domain, where the lack of carved tunnels makes formation fighting difficult.  Many serve as explorers, mapping out new cave systems ready for construction crews and determining the extent of enemy activity in the region.


Once the enemy's boundaries are determined, the infiltrators go to work.  Dwarven infiltrators serve two roles; the first is to construct traps along the border to deter goblinoid incursions, the second is to explore beyond the clan's domain, gathering intelligence on enemy numbers, current activity, and, more importantly, the location of traps and hidden barracks.  In pitched battles, infiltrators are used as assassins, taking down enemy commanders in order to weaken morale.


The elite warriors of the clan, the tenokthan ("boar warriors") are a remnant of the old days.  Trained to fight as a unit, their sole purpose is to drive a wedge through enemy lines, so opening up channels for other warriors to exploit.  Membership is highly prized, for these brave souls are well rewarded for their skill and bravery, receiving 100 gp per month from their liege.  Because of this expense, few nobles except kings can afford to maintain a full-strength unit, though lesser nobles may keep a handful in their retinue to spearhead attacks.


At the heart of any defense are the hiwal, or "defenders." Trained to maintain the line at all costs, these stouthearted individuals are placed along the shieldwall to maintain discipline and set an example to lesser warriors.  Most clans lack the strength to muster more than a handful of such individuals.  In many respects they are suicide troops, for they know that when called upon to form a single unit they are all that stand between victory and defeat.


A special form of warriors are the templars, or fulkaft ("sacred spears").  Rather than answer to a noble, they take orders from the senior cleric of their faith and serve as his bodyguard.  Usually too few in number to form an effective military unit, they can be sent into battle with clerics of their faith or to form part of larger units under the command of a noble.


As with rock gnomes, hill dwarves maintain a militia (adomkaft, "gathered spears") to assist the warriors in times of great need.  Every male of fighting age, typically viewed as 40 to 160, is expected to fight, regardless of his social rank.  Special dispensation is given to certain individuals, whose skills are more useful behind the frontlines, such as healers, weaponsmiths, armorers, and so forth.  Females may join the militia, but such eagerness to fight is frowned upon.  Old habits die hard, and most dwarves view fighting as male territory.


All males are required by law to own a suit of armor, a shield, and at least two weapons.  No stipulation on exact types of equipment is listed, so poorer dwarves often make do with leather, bucklers, and spears.  Regardless of equipment, the militia is drawn up in large, massed ranked formations under the command of their clan lord.


Because the militia train with regular soldiers, training takes place in rotation.  The population is divided into quarters drawn from a record of forearms listed alphabetically.  Each squad trains once every month, usually on Godsday, which is a public holiday.  Unlike rock gnomes, dwarves take their militia duties seriously, for the threat of destruction at the hands of goblinoids is very real, and most dwarves have relatives somewhere across Tellene who have suffered at their hands.


The section on Warfare details the weapons, armor, and tactics of these fighters.

Crafters

The generic term kezak ("shaper") covers any profession that actually produces a tangible, sellable product from raw materials.  As well as the regular crafts, such as leatherworkers and armorers, jewelers and sculptors, the class also includes more esoteric trades, such as alchemists and wizards who produce magic items, and rogues who specialize in trapmaking..


To become a crafter, a dwarf must pass his apprenticeship.  He need not own his own workshop, for many guilds have formed collective workshops to up production and cut down on overheads.  Recognition as a crafter requires a practical test and the agreement of the guildmaster that the apprentice has reached the necessary standard.  Apprenticeships can last many years.  Most clans specialize in just one or two crafts, though there are small numbers of other crafts.  Clans apprentice some of their young to other clans, a practice that helps foster unity.


Every crafter within a clan belongs to a guild.  Guilds act as a form of safety net, giving crafters protection from nobles.  In return for a monthly fee, usually a few gold pieces, crafters receive access to legal council, receive money if unable to work through injury, pay toward a benevolent fund in case they die in an accident, and, of course, receive a license to trade.  Every crafter has the right to bring concerns to his guildmaster, who is honor bound to act on them.


It should be noted that dwarves do not have a separate merchant class.  Although they do conduct trade, merchants do not actually produce anything and therefore rank among the masses.

The Masses

The masses, or thekog ("unskilled"), are something of a misnomer.  The term covers everything from miners, who are undoubtedly skilled at their work, to apprentices who have yet to learn a trade to entertainers.  In reality, the term applies to dwarves who do not belong to a guild and who do not craft objects.


As such, the thekog have no guild protection and work directly for a noble.  Miners, who form the bulk of the class, are paid a monthly wage, but the noble owns the stone, metal, or gems they produce.  He sells the raw mineral to the guilds, from where the workers are paid.  Miners are paid based on the amount of mineral they excavate, and a god worker can earn almost as much as a low-ranking crafter.  Most live on the breadline, however.  Accidents are common, but most nobles pay a minimum wage to the injured party while he is off work.  Widows can expect to receive a single payment equivalent to a year's wage to cover funeral expenses and allow her to survive until a relative takes her in or she remarries.


Merchants are a special case within the thekog.  Dwarves view merchants as a necessary evil, earning a living off someone else's hard work.  Merchants do not belong to guilds, but are freelancers, transporting cargoes as required in return for a nominal fee (usually a few percent of the cargo's base value).  Crafters are happy to pay for this service, as being away from their workshop on trading missions means no new goods are being manufactured, and trading, especially overland, is not without risks.  Bandits and goblinoids are a constant threat, though the clan noble provides security for a fee.

Outsiders

Placed under the blanket title dagterak ("those who do not fit"), many professions are considered strange to dwarves.  Like gnomes, dwarves consider these professions to be outside their social system rather than at the bottom.  Arcane spellcasters, barbarians, non-productive rogues, and adepts all fall into this category.
Classes

"Dwarves are predominantly crafters and warriors, what I like to call makers and breakers."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Adept

Dwarves generally mistrust adepts, with their combination of primitive magic, stage tricks, and hocus-pocus rituals.  As the dwarven saying goes, "If a dwarf has faith let him be a cleric; if he has sorcerous blood let him sing." Isolated communities, or those whose domains have suffered devastation at the hands of enemies, often lose faith in the gods and fall back to older ways.  Adepts are referred to as hulhettro ("hollow faith").

Aristocrat

Few except blood nobles are members of this class, though courage nobles often take a level or two to learn how to act in polite society.  As an exception to the rule, courage nobles may multiclass as aristocrats after first level, though their aristocrat level may never exceed half the level of their main class (rounded down).  Most nobles learn a more adventurous profession, typically fighter, as they are expected to lead from the front.  There is no general term for this class and individual noble titles are used instead.

Barbarian

With their strict codes of laws and centuries of tradition behind them, few dwarves voluntarily opt to become a barbarian, for to do so would mean turning their back on their heritage.  Those that do invariably hail from domains fallen into barbarity from constant war against goblinoids.  Though undoubtedly powerful combatants, barbarians fight better alone than in massed ranks, which dwarves prefer.  Barbarians are referred to as raserieks ("furious blades").

Bard

As noted above, bards are one of the few arcane spellcasters accepted by dwarven society as a whole.  Dwarven bards are more than just petty thieves and spellcasters; they are learned scholars who put the acquisition of knowledge before thievery.  In game terms, a bardic character should devote at least half his spell slots and skills to social or divinatory specialties.  Still, actual bards are uncommon and each clan has only a handful at its disposal.  Bards are called dyktigsprak ("clever tongues").

Basiran Dancer

Aside from their dislike of arcane spellcasters, dwarves avoid this class simply because they lack the grace and elegance it requires.  Those that opt to follow the profession are treated as odd by fellow dwarves and must endure the ridicule of other races, who see their ungainly dances as rather primitive and comical.  Dwarves do appreciate the skill of Basiran Dancers, but not among their own species.  The dwarven term for a Basiran Dancer, snurreseil, literally means "one who whirls and glides."

Brigand

Few dwarves voluntarily opt to become brigands, for but some it is the only way of life possible.  Since dwarves place great weight on familial ties and the bonds of kinship, being outcast from one's clan is a serious matter, and usually reserved for the most heinous crimes.  With nowhere else to go, banditry is often the only course open.  Of course, not all brigands are outcasts.  Many exiles from Karasta follow their path, waging a guerilla war on the Kalamarans, whereas other are the survivors of domains overrun by goblinoids.  The dwarven word for a brigand depends on the circumstances.  Outcasts are called gelender ("severed hands"), where as refugees and exiles are known as telsethan ("homeless warriors").

Cleric

Dwarven religious faith runs deep and strong, having developed over countless millennia.  While a few clerics have devoted their lives to chaotic, neutral, or evil gods, most follow the gods of law with a strong leaning toward good before neutrality.  Militant clerics are not unusual and even courage nobles have risen from this class.  The name of the class, drosgol, derives from their position as the spokesdwarves of the gods on earth.

Commoner

Farmers, shopkeepers, builders, and miners all belong to the commoner class.  As stated before, these workers do not produce anything from raw materials (though farmers have tried unsuccessfully to appeal against their position for countless centuries) and so differ from crafters.  Dwarves do not practice feudalism in the same way as certain humans, and all dwarves are considered freemen with rights and privileges.  Even the lowliest peasant may approach his lord without fear of being rebuked.  As stated before, the term for this class in general is thekog.

Druid

While dwarves respect nature, they lean heavily toward stone and metal rather than plants and animals.  As such, dwarven druids are rare and something of an oddity.  Most blame too much time spent above ground as the common cause of druidism, which they liken to a mental illness.  While considered wise, few dwarves have much interest in flora and fauna.  Druids are known as fargedros ("green tongues"), though the term alfrwenn ("elf friends) is sometimes used in a derogatory fashion.

Expert

Most experts fall into two clear brackets; crafters and scholars.  The former produce finished goods from raw materials, whereas the latter are master of lore, whether that is history or politics, law or anatomical research.  As mentioned earlier, dwarves place great respect on oral tradition, even though they can write.  Crafters are called kezak, whereas scholars receive the title thordros ("old tongues").

Fighter

The favored class of hill dwarves across Tellene is the fighter.  Whether elite boar warrior, infantryman armed with axe and shield, or crossbowman, fighters are the professional soldiers of the dwarven domains and the backbone of their defense.  Approximately one in five male dwarves are fighters.  While the term preg adurek covers members of the warrior social class, members of the character class are called mankil ("bonded swords").

Gladiator

Within their own society, professional gladiators are unusual and treated as entertainers.  Why a dwarf would choose to fight for sport rather than serve a lord is beyond most dwarves to reason.  As such, gladiators receive little praise for their skills and are often referred to as cowards behind their backs.  Among non-dwarves, they are famed for their stalwart fighting style and skill, if not their elegance and showmanship.  Millennia of warfare have taught dwarves to end fights quickly before the enemy can bring reinforcements.  Gladiators are referred to as wisthan ("show warriors").

Infiltrator

As mentioned above, dwarven infiltrators are used as long-range scouts, saboteurs, and assassins.  Their referred environment is underground, where their dwarven heritage and infiltrator training combine to make them deadly opponents.  When not working on a combat mission, most are used to explore new cavern systems, where their survival training comes in handy.  The dwarven word for an infiltrator, kamadom, literally means "one who lives as a rock."

Monk

Dwarves possess the lawful attitude required of monks, but find the entire concept alien.  Their culture allows little time for quiet meditation and few professions allow enough time for the training required.  In addition, most dwarves laugh at the idea of forgoing armor and heavy weapons in lieu of bodily weapons.  Monks also put their strongest loyalty to their monastery or mentor, which goes against the dwarf principal of "family first." Dwarves call monks slortthan, which loose translates as "unarmored warrior."

Paladin

Paladins are not as common as one might think.  While they require a lawful good alignment, something dwarves naturally practice, a paladin's first loyalty is to his faith, not his family.  Few dwarves have ever managed to completely break familial ties, except when outlawed (which naturally precludes paladinhood as the outcast is a convicted criminal).  Dwarven paladins are fiercely loyal and devout, but may find themselves torn between serving god and family.  Paladins are referred to as mankthan ("oath warriors").

Psions

Psionics is not unknown among dwarves, but the race has yet to decide if the power is spiritual or arcane.  For the most part psionicists are treated with respect, if a little curiosity, and allowed to do their own thing so long as no one gets hurt.  Due to their martial nature, dwarves favor the psychic warrior class over others.  Regardless of their powers, all psionicists are known as nedfalos, or "will workers."

Ranger

Rangers, like fighters, belong to the warrior social class.  Trained to fight underground, they are experts at close quarter fighting, ambushes, and concealment.  In addition, their training in geography, dungeoneering, rope use, and survival allows them to operate far from supply lines for extended periods, exploring vast networks of natural, and in some cases not so natural, caverns.  The name for rangers, snike, is derived from the phrase "one who walks in darkness" and alludes to their propensity for spending long months without ever seeing the sun.

Rogue

Even in the most lawful society there are rogues and thieves.  Dwarven thieves have a recognized guild in each domain, but the guildmaster never takes his seat on the council, for to do so would result in immediate arrest.  As such, the position is honorary.  Rogues accepted by society are those that specialize in a more honest aspect of the trade, such as locksmiths and trapmakers.  Rogues with a criminal bent are called forbryt (literally "lawbreakers"), whereas crafter-rogues receive the same title as crafters.

Shaman

Dwarves view the gods as a vital part of their society and brook no place for spirits.  Dwarves do refer to stones and metals as possessing spirits, but usually mean their particular characteristics rather than an actual entity.  Those few who opt to follow spirits, even those of the earth, are seen as natural magicians, able to use the harmonies within rocks and metals to produce magical effects.  Their peculiar ceremonies are viewed as odd, but dwarves do not see shamans as anything than arcane spellcasters, despite the latter's arguments.  Shamans are known as adusprik, or "stone talkers."

Sorcerer

While sorcery can occur in any race, it seems to give dwarves a wider birth.  Fewer than one in a thousand are born with the gift, and only a tiny fraction actually takes up sorcerous training.  As such, sorcerors are rarer than paper swords, as the dwarven saying goes.  Even those that are trained are rarely welcomed in dwarven society, for sorcerors, and arcane other spellcasters, were declared anathema long ago.  The term forurs ("foul blood") aptly sums up dwarven views on those with Zarduk's blood in their veins.

Spellsinger

Those dwarves born with sorcerous blood have a surprising talent for spellsinging.  Whereas elves and gnomes sing in higher pitches, dwarves produce a notably baritone rumbling.  Many dwarven spellsingers prefer to work together, forming a sort of arcane choir.  Dwarves claim that through group harmonies they can produce more powerful effects, but few others belief such tales.  Spellsingers can achieve recognition as entertainers, though most consider this a rather demeaning position.  Dwarves call spellsingers gasomsprik, which means "magical voices."

Warrior

Few professional soldiers follow the warrior class.  Virtually every male dwarf has at least one or two levels in this class from his militia training.  Because they serve as part time warriors, they receive the name fem adurek ("arms man"), which implies that while they carry weapons, they do not serve a lord as a soldier.

Wizard

Wizards, like sorcerors, are rarities in dwarven society.  While they have the temperament and capacity to learn magic, their society does not place any value on such matters.  Those dwarves that take up the spellbook are trained in foreign lands but may find a place in their own culture if they use their arts to produce magic items.  These wizards are referred to as crafters and, so long as their magic is kept to creation rather than destruction, they are tolerated.  Standard wizards are called astopra ("book casters"), in reference to their need for a spellbook.

Government

"Every great machine needs small cogs."


Traditional hill dwarf saying.

Lawful Good Society

As a whole, dwarves lean heavily toward lawful good alignment.  Some gamers see lawful good as highly restrictive and good only for paladins and certain clerics.  Let us take a few minutes to discuss what lawful good alignment, both individually and culturally, means to a dwarf.


The Player's Handbook says that a lawful good character " tells the truth, keeps her word, helps those in need, and speaks out against injustice." What could be more virtuous in any race than these traits? Let us not forget that alignment is also subjective.  Dwarves treat each other, and most civilized races, differently to evil races.  There are also degrees of honesty and help that allow lawful good characters chance to escape honor traps.


Dwarves do place great weight on spoken words and oaths, considering them to be binding in the eyes of the gods.  An oath breaker ranks among the worst kind of criminal, for his actions taint his entire family and shame his ancestors.  When a dwarf swears an oath he invariably means what he says.  What is most important is what he actually says.  Oaths can be worded to exclude certain circumstances without making them invalid.  Warriors swear to serve a lord, but not to lay down their lives on his whim.  In return, he offers them food and accommodation appropriate to their station.  He doe not go around giving away magical weapons to all and sundry.


In keeping with the honest nature, dwarves do not seek to lie or bend the spirit of oaths.  Whereas a human may soften the blow of bad news to his lord, perhaps fearing for his life, a dwarf tells it as it is.  A dwarf may lie to a member of another race, but does so only under extreme circumstances, and usually when such information would be to the detriment of himself or his race.  A dwarven thief caught stealing, for example, would likely admit his guilt, but he would never reveal the location of his thieves' guild if he took an oath never to betray his fellows.  It may be a thin line, but it can be walked.


The other alternative to lying is silence.  While some may see it as an admission of guilt, one cannot be sure what the silence actually means.  "Better to keep quiet than speak a falsehood," goes he old dwarven saying.  The same applies to oaths; if one does not utter an oath, one cannot break the oath.  Dwarves are not fools, nor are they slaves to their laws.


Dwarven society is geared around helping those in need.  One need only look at their welfare system to see that in operation.  No dwarf would aid a goblin or orc, unless perhaps there was valuable information to be gained, but most would consider helping another civilized race (hobgoblins can be an exception) if there was no life-threatening danger.  He may give a beggar a gold piece, but he does not have to furnish a ten-room house.  He may help a small village fight off bandits, but he may demand a reasonable reward, if only food and a bed.  Lawful good characters are not mercenaries, however, demanding a fee for every service.


They fight for just causes and accept what reward they are offered.  Grumbling about poor payment does not mean you cannot be lawful good.  Fellow dwarves and trusted friends are a different matter, however, and a dwarf would risk death to protect these, so long as he upheld his traditions and laws.


Lastly, dwarves value their ancient laws, for these are what keep their race bonded together.  Criminals endanger the entirety of their society and so must be punished.  For the most part, dwarves let the judges handle criminal cases, and guidelines ensure that the punishment fits the crime.  What really rankles dwarves is seeing other races flout criminal justice because the accused is a noble, or he pays a bribe.  


As a society, lawful good alignment covers cultures that "have a codified set of laws that most people follow willingly." Dwarven society is not about rigid codes of conduct enforced on members.  The laws and traditions are designed to promote good deeds and protect the culture, regardless of social standing, ability, or familial bonds.

The King (or Clan Leader)

A king or blood noble runs every dwarven domain in Tellene.  For convenience, all references to the title king in this section should be applied to ruling blood nobles as well.  By tradition, kings cannot rule alone, and few have the expertise necessary to control every aspect of the domain anyway.  Instead, the king lets his advisors run the domain under his overall guidance.  For the most part, he avoids interfering in day-to-day affairs and concentrates on the larger picture.


Whether a king ruling a twenty-clan kingdom or a blood noble with just one clan to control, dwarven rulers rely on their councilors to keep things running smoothly.  The ruler retains the power of veto of any decision they make, but most are content to let the government do its job.


By tradition, a dwarf may only sit on one council.  For example, the high priest of the Valiant, if also a courage noble, must choose between the religious and military council.  In this way, dwarves reduce the chance of a single individual influencing multiple spheres, as well as giving other dwarves a chance to prove their mettle.


The king appoints councilors and only he has the power to remove them while they live.  Unless the entire council unanimously opposes his appointee, the new candidate takes his seat at the next meeting.  As with appointments, the councils retain the right to veto the firing of one of their member, but again the decision must be unanimous.  In this way, the council retains some control over its membership and can preclude the ruler from stacking the body with lackeys and yes-men.


Different councils meet at different times of the year, and some more often than others.  Membership size varies considerably based on the numbers of clerics, crafters, nobles, and courage nobles within the domain.  Where there are less than five members or two or more councils, which can happen in single clan domains, no council is formed and the entire government acts a central body discussing all four aspects of rulership.  There is some cross over, of course.  If the guilds have failed to produce enough weapons, for example, the military council will demand answers, sending a representative to speak for the council as a whole.


Each council maintains its own chambers, usually in the administrative section of the domain.  By law, the king may not enter whilst a meeting is in progress without an invitation from at least two-thirds of the members.  Once a decision is reached on any matter, the chairperson, an honorary post appointed each year by general vote, relays the information to the noble council.


In addition to the councils, the ruler retains his individual councilors, such as a Treasurer, Chamberlain, and Lawspeaker, as well as diplomats and other courtiers.  Members of his military retinue are always present at his side, even in the most secret meetings.  Such individuals honor and integrity is beyond reproach.

Guild Council

Formed from the master crafters of the domain, the guild council, or kloksprik ("trade speakers"), handles all matters of craft production and trade.  They meet in early winter to discuss strategies for the forthcoming financial year, though as always with councils they can meet at any time to discuss important business.


The guild council sets trading prices, determines surpluses or shortfalls in exportable goods, sets import and mining quotas, listens to guild grievances (individual problems are handled by individual guildmasters), sets non-religious tax levels, and so on.  Merchants wishing to trade guild goods must be sanctioned by the guild council and issued a special license.

Military Council

Every courage noble is entitled to sit on the military council (bardunsprik; "war speakers").  Meetings are held every spring and fall equinox to discuss upcoming military endeavors, set militia training schedules, check weapon stocks, hear reports on enemy activity, and so forth.  In truth, the council tends to meet monthly, for their foes are numerous and ever restless.


What should be remembered is that the ruler is the supreme commander, the blood nobles are the senior commanders, and the courage nobles the unit commanders.  The council may design strategies, but they cannot carry out any military missions without the approval of the noble council.  For the main part, they serve as the military administration, saving the blood nobles the onerous task.

Noble Council

In any domain where there is more than one clan there is a noble council, or ursprik ("blood speakers").  Comprised of every blood noble holding power, which means just the clan heads, they meet every new moon (Veshemo) to discuss matter affecting the entire domain.  Emergency sessions can be called as needed, though usually only matters of imminent war or the death of a king without heir prompts such gatherings.


Collectively, they are the ruler's right hand man, keeping him isolated from petty issues.  The guild, military, and religious councils handle the most important matters, and report their findings to them.  The noble council, for the most part, simply stamps the paperwork before passing it to the king, though they have the right to return matters to the appropriate guild.

Religious Council

The religious council (korkesprik; "rite speakers") is formed from the high priests, or at least the highest-ranking priests, of every religion within the domain.  Of course, by "every religion," the dwarves actually mean all non-proscribed religions, for the priests of evil deities are forbidden from joining.  Unlike the other councils, where each member has a single vote, the religious council favors the four primary gods, and clerics of the Founder, the Speaker of the Word, the True, and the Powermaster receive two votes apiece.


By tradition, the council meets every Founder's Day, the day on which the first tunneling to create the realm started.  Their duty is to organize the festival calendar for the year, set religious taxes, organize inquisitions to purge heretical faiths, and so on.  Compared to the other councils, their duties are light and the council is more a social gathering.  Only when a dangerous faith is discovered do they have their work cut out.

Culture

"Change creates chaos.  Tradition creates stability."

Dwarf saying.

Dwarves are arguably the second oldest civilized race on Tellene.  Their culture extends back to the dawn of creation, when only the elves and gods walked the land.  Ever since dwarves formed their first laws, little has changed.  Tradition binds their race together, but it also stifles certain aspects, especially when it comes to creativity.  However, dwarf culture is as interesting as any other race and requires further examination.

Cycle of Life

"What is born from stone will go back to stone."

Dwarf saying.

Reproduction

As with all the major races, dwarves have two sexes and reproduce internally.  Males and females possess the same sexual organs as humans.  Like most civilized races, dwarves are slow reproducers and do not become sexually active until their fifties.  Dwarves remain fertile for approximately one hundred years but sexual reproduction is hindered by their biology.


Unlike humans, dwarven females produce only four eggs a year, one per season.  The egg can be fertilized only during the third month.  Males also possess low sperm counts and pregnancies are not guaranteed no matter how sexually active the dwarves involved may be.  Because males outnumber females by two to one, not every male will find a partner.  This is another contributing factor to their relatively low numbers.


Dwarven sex is a highly physical affair, though it can be intensely passionate.  Bonds between sexual partners run deep and few dwarves are promiscuous, not that many get the opportunity.  Dwarves rarely display their lover physically in front of others, even family members, and couples rarely hold hands or kiss in public.  Though human wags use this as proof dwarves are loveless, the real reason is one of respect for others who may not have a partner.  Dwarves express their feeling for each other with gifts, lengthy poems, and even, on occasion, musical recitation.  Invariably, such expressions revolve around traditional themes.


Human-dwarf relationships are usually political rather than for love, though the latter is not unknown.  Dwarves treat human partners with as much respect as they would a dwarf, but find the concept of physical touching in public strange to learn.  Because dwarves age much slower than elves, mixed race partnerships tend to work better, though invariably the human dies of old age first.


Gestation takes 14 Tellene months, the longest of any civilized race, and results in a single birth.  Twins are so rare that none have been recorded since the arrival of humans, though the two factors are not related.  Once a female has given birth, she will not become sexually reproductive for another three to five years.  As such, a typical female can produce no more than ten to fifteen children during her life, though few manage even a third of this.

Childhood

Dwarves age at roughly half the rate of humans, though individual cases are always an exception.  For the first two years of its life a child is wet nursed, moving onto to solid food only when its first teeth appear.  The dwarven diet involves tough, fibrous foods and children invariably develop their molars first.


For the first five years the child is kept at home, surrounded only its family, which includes more distant kin who come to visit the new baby.  The strong familial bond that permeates dwarven society is formed during this time.  Until the child walks, which can happen anytime between five and eight years depending on the individual's development, the child is not given its own name.  Once it has taken its first steps, the parents have the child blessed by a priest and named.  Traditionally, children are named after an ancestor, living or dead, in the hope the child will grow up with his ancestor's virtues.


Language skills develop around the same time as the child walks.  The child is taught basic words and, more importantly, the names of his relatives and parts of his lineage.  This is repeated parrot fashion until the child grasps the basics.  Once the child has a sense of who its family are, it is allowed to mix with other children.


Being sturdier than human babies, dwarven children are less susceptible to deadly diseases, though not completely immune.  Playing with other children not only develops social skills and a sense of kinship with clan members, but it also helps boost the child's immune system by introducing it to new environments.  Children play rough and tumble games that would scare a human parent witless.  Few suffer any real injuries as compared to more frail humans, who would undoubtedly break a limb or two during the friendly games.  


Schooling begins at 14, when the child is taken to one of the schools, usually run by the Brothers in Logic and Seekers of the Three Strengths, to learn basic grammar and arithmetic, history, language, and geology.  Children remain at infant school until puberty, which occurs sometime around 25 years of age.

Adolescence

As with humans, dwarves undergo physical changes at puberty.  Hair begins to grow in places other than the head, the voice drops, in both males and females, and coordination suffers a slight setback as the dwarf undergoes several rapid growth spurts.  As said before, sexual organs do not develop fully until into early adulthood.


Schooling continues during adolescence, but the curriculum changes.  Between 25 and 30 the child is introduced to basic craft skills with a heavy emphasis on stone and metal working skills.  Tuition begins with theory, and only when the child nears the end of this period of his schooling is he allowed to develop his practical skills.  Recognition of the value and properties of stones, metals, and gems is also conducted during this period.  


Children must also learn Merchant's Tongue and many learn one or more other languages in preparation for adult life.  The basic school curriculum covers only Giant, Gnome, Goblin, Hobgoblin, Orc, Terran, and Undercommon, but other languages can be learned from private tutors or family members.  Of all the extra languages, Goblin is the most common, followed by Orc and Gnome.


Regardless of sex, the child must undergo military training for three years.  Initial training involves stamina building, and the child is taught to move quickly wearing armor, though no actual training in its use is given, and bearing heavy loads.  What seems savage by human standards is a fundamental survival skill for dwarves, who rely on armor to make up for their lack of numbers.  Basic weapon practice includes learning how to use daggers and spears, as well as dwarven racial weapons.  The idea is not to teach the youngster how to become a killing machine, but to develop a sense of recognition and prepare him for the hard life ahead.


Lectures and physical practice against tutors fighting with orc and goblinoids tactics teach the child how to combat his most common foes.  Specific attention is paid to weak spots, flaws in tactics, and how to overcome weight of numbers with quick thrusts and mobility.  Few dwarves ever get to see a giant these days, but tradition decrees that all children learn the ancient ways for avoiding such beasts' blows.


For the last seven years before adulthood, the child can either return to more traditional schooling, with only periods of crafting and military training each week, or become an apprentice.  For those who remain at school, advanced history and geology, geography, engineering, languages, politics, and a myriad of other subjects are hammered home during long hours.  By the time the child reaches adulthood, he has enough basic knowledge to survive in the world.

Adulthood

The key defining factor as to when a dwarf becomes an adult is not his physical age, but when he first develops a beard.  Although only men sport natural beards, women do develop a light smattering of hair on their cheeks, though one could not call them hirsute because of this.


Having left school with as much knowledge as his teachers can cram into his head, the young adult must make a decision that will shape the rest of his life; what profession to follow.  For many the choices are limited.  It is either the mines, the family trade, or the church.  While it is possible to get an apprenticeship outside the family trade, such activity is unusual and expensive.  A would-be apprentice must live with his master and mentor, which places a burden on him.  Parents are expected to support a dwarf during his training and must therefore pay the crafter to take the child.


The same rule applies to the military.  While any dwarf may join, he must bring, at minimum, a suit of chainmail, two shields, a sword or axe, and three spears to boot camp.  Few families can afford this expense, and so young dwarves must spend a few years working in order to save enough funds.


Dwarves wishing to learn a non-standard profession, such as magic, must leave their home in order to do so.  Parents view this time with great sadness, or their child is turning his back on his heritage, but also with joy, for the child is now an adult and can make its own way in the world.


Traditional dwarves wishing to go adventuring head off into the wide world shortly after completing their training.  Having learned about the other races from books, they now feel they must encounter these races face-to-face and develop a new set of experiences to make them individuals.  Fortunately, most dwarves can boast a t least one distant relative in a nearby civilized town or city who will take the traveler in until he finds his feet.  


Adventuring dwarves that intend to return to their homeland do so before they reach middle age.  As with most adventurers, they return wealthier and most experienced than when they left.  Their deeds, if noteworthy, are added to the family history and their friends welcomed as siblings of the dwarf.  Sadly, many adventurers never return home.  Some find a new life outside the domain, but most are killed.  Returning a dwarf's corpse to its homeland is sure to earn the good Samaritan many favors, for dwarves feel the rightful resting place of the dead is with their kin.

Courtship

Once the biological clock reaches 45 or so most dwarves feel the sudden urge to settle down and raise a family.  Of course, with females in short supply this is not always possible and competition for mates is fierce, though seldom fatal.  Most courtships take several years to develop and follow traditional steps, starting with intention to court and ending in marriage (or separation).  Gift giving is common from both parties, though the most precious gifts are often the simplest, such as a lock of hair or a poem.  Physical contact is slight during the courtship, though not expressly forbidden.


Because dwarves only use eight family names, special investigators, called hakimak ("lineage judges"), are used to ensure that the two dwarves are not closely related.  By tradition, there must be at least three degrees of familial separation, so dwarves can marry their third cousins but no closer relative.  Most dwarves do not marry within the same clan, simply because it is very likely that one or more members are related somewhere down the line.


Females are choosy, however, and often have several suitors at any one time.  As well as superficial features, such as good looks and personality, females are also looking for strong constitution, which often implies good virility as well as resistance to disease, which will hopefully be passed to any offspring, wealth, so the male can look after her and their children, and combat experience, so the male has a better chance of surviving hostile actions.

Marriages

Dwarves recognize five distinct types of marriage.  All five marriages are legally recognized by the major religions and children produced in all cases are considered legitimate.  Dwarven custody battles over young children are unusual.  Until a dwarf becomes an adult, he retains his mother's family name and is always placed with her in the result of separation.


Honor marriage or sprokmank ("word bond"), is a renewable oath made between two individuals lasting for five years.  At the end of that period, the couple has the option of renewing their vows for another five years, separating, or changing to a different form of marriage.  Many couples take an honor marriage before tying the knot permanently.


During an honor marriage all property and wealth the female brings to the relationship remains hers and when the contract ends she is entitled to it back.  While it is only to be expected that one or both parties will spend some of their wealth during the five years, legal action can result if either party refuses to relinquish appropriate funds.  Typically, both couples agree on a separation fee before speaking the oath.


Love marriage, or kramank, ("soul bonding"), is rare among the nobles but more common among the masses, and lasts for life.  Divorce is extremely rare and considered dishonorable to both parties.  Dwarves look badly on any male who abuses his partner, and if the matter comes to court the female can be granted a divorce without dishonor, known as an uheldkat ("honorable parting").


Bed marriage, known to dwarves as midmank ("child bonding"), is much less common today than it was a few centuries ago.  An ancient practice, the female becomes the consort of the male rather than a wife.  Any children that result are considered legitimate but belong to the male, even though they retain they mother's name.  When the dwarven kingdoms were at their height this was the favored way of securing heirs, but as numbers have dropped so the practice has fallen out of favor.  Bed marriage is for life, or until the male ends it.  


Political marriage, the endermank ("hand bonding"), is usually reserved for nobles seeking to strengthen their family through alliances with another family or, in some cases, neighboring humans.  The couple rarely knows each other before the marriage, and in many cases have never even met.  Such marriages come with a wealth of clauses, promises, and exchange of goods, and cannot be ended without political, and sometimes military, repercussions.


Widow marriage, known to dwarves as narremank ("second bonding"), is far more common now than it once was.  They are a special case, which only the female can end.  The female must be a widow (hence the name) whose spouse died in battle.  Property bought to the marriage by the male becomes the woman's and she retains control if the marriage ends in divorce.  Existing children take the name of their biological father when they reach adulthood in honor of his memory.


In all marriages, gifts are given to the couple from family and friends to help them in their new life.  Families also swap gifts to celebrate the joining of bloodlines.  Such gifts are not considered to be dowries, which dwarves seldom offer except in the case of the endermank.


Adultery is severely punished in dwarven society, with both parties being outcast from the domain.  For women this is very shameful, for few males who know of her reputation will court her in the future.  Such shame can be expunged only by death.

Advanced Years

Even the long-lived dwarves are subject to the ravages of time.  A dwarf reached 125 years of age is middle aged.  By this time he has learned and mastered his craft, and the telltale signs of old age cause him to think about slowing down and cutting back his workload.  Few dwarves carry the adventuring dream beyond this age, and a dwarf that has yet to travel rarely does so now.


Old age begins shortly before the second century of life.  Noticeable physical changes include hardening of the skin, gray hair, creaky joints, and aching limbs.  Years of hard work in the workshops or mines have more often than not led to a hunched posture, and many dwarves suffer from arthritis as they age.  When a dwarf whines about his "aching bones," he means it, for few other races spend as much as a century performing the same labor-intensive work.


At last the dwarf enters the venerable stage of life, which begins around 250 years of age.  Few dwarves are active at this age, and most have retired to become advisors, teachers, or mentors to younger dwarves.  Most are gnarled, with stiff joints and crooked fingers, a legacy of hard work and the dwarven way of life.  Death from old age, something of a rarity these days, can happen any time after reaching 250, though most dwarves live another 100 years or so.  No dwarf in recent memory has lived for more than five centuries.  Funeral rites are covered in the section on Religion.

Habitat

"Their homes are quite cozy, but as I sat there I began to wonder where all the bodily waste goes."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

XXX BEGIN SIDEBAR XXX

Hill Dwarf Lands

Adurek tend to live in vast underground cities.  These communities rival human settlements in size, but this information is intentionally kept hidden from most humans.  Large extended families lie in smaller settlements of only a few hundred and these are scattered across Tellene, typically clustered around a rich vein of ore.  Lowland dwarves can be found in the foothills of any mountain, but there are high concentrations near the Kakidela and Ka'Asa ranges.  Because of their exile from Karasta, many adurek now live in southwestern Reanaaria as well.

XXX END SIDEBAR XXX

While most hill dwarf settlements have existed for millennia, new towns and cities are still being founded to this day, though they are considerably smaller than the like of Karasta.  When searching for a new home, hill dwarves seek two key components.  The first is mineral wealth, for this is what dwarves prize most highly.  The second is defensibility.  No dwarf wants to live in an area that can be easily overrun.  


When searching out a new home, teams of rangers and infiltrators, all trained geologists, are dispatched to the target area.  They explore suitable areas, looking for large natural caverns from which to start the new city.  Areas near external veins of ore are often ignored, for humans are capable of mining such veins and dwarves prefer to work underground and in secret.  The best veins are those lying deep beneath the earth.


The next step is to locate nearby goblinoid lairs.  The geologist teams are not expected to fight, but to bring back vital information on the defenses and strengths of such lairs.  In most cases, small tribes are attacked and destroyed to make room for the new settlers.  Larger concentrations may prohibit dwarven settlement, though if the mineral wealth is great they are willing to risk all-out war to secure the site.  In some cases, greed overrules common sense, and can lead to catastrophic loses.


Once an area has been cleared, a garrison is placed to stop the goblinoids returning and deter other races from excavating nearby.  While this can lead to racial tension, dwarves put such thoughts second to acquiring new mineral wealth.  Once secured, miners begin construct the city. Tunneling a shaft out toward the surface is the last step and by the time sunlight is reached the realm is all but completed.  As the last stage, the elaborate gates that mark dwarven strongholds are built.  The defenses of a dwarven stronghold are detailed in the Warfare section.

Layout

Unlike rock gnomes, dwarves live entirely underground.  This is not to say they do not work above ground, but no structures are built outside the subterranean city, save for a few stone shacks to house shepherds in bad weather.  These are not defensible positions.


Dwarven cities exist on multiple levels, but all have one thing in common; there is only ever a single entrance.  Escape tunnels are not used, as dwarves know that if they ever abandon a lair they are unlikely to recapture it.  Tenacity and solid defenses are the watchwords of dwarves.  Access between levels is via stars or elevators, all of which are heavily guarded day and night.


The first part of any city is always a military zone.  Hostile forces can often be held here long enough that they retreat, usually with heavy losses.  While the passage to the main city seems safe, hidden guardrooms, barracks, armories, and traps are plentiful.  Most visitors never see these workings and consider dwarven strongholds poorly defended compared to the lairs of goblinoids or kobolds.  Such misinformation serves the dwarves well.  Soldiers are posted to defend areas on a rotating basis, with each clan being responsible for the safety of one or more parts of the realm.


Non-dwarf guests are housed in a special annex near the entrance, complete with their own sleeping areas, kitchens, toilet facilities, and chapels.  Very few outsiders progress much further then these suites, and even merchants must wait here while their goods are brought from the central warehouses.  Further in, one encounters the outer habitation zone, which houses the poorer members of society.  While most settlements have a central avenue, smaller tunnels lead off to houses, barracks, storehouses, wells, and other features.  As always, hidden guardrooms and traps protect these areas from intruders.


Next are the workshops, those these are usually spread over many levels to reduce pollution and stop a single determined attack destroying the entire productivity of the stronghold.  More accommodation is dotted around this zone, though usually only the crafters live here.  Vast storehouses come next, though these are reached via concealed side passages.  Everything from food to gold bars is kept here under heavy guard.


Toward the core of the city are the main temples, though smaller shrines and chapels exist in the housing areas.  Clerics and higher status member of society have their chambers in this territory.  Lastly, one reaches the heart of the city, in which are located the ruler's throne room and private chambers, the council chambers, the vast treasuries, and so forth.


Agriculture may not be a renowned dwarven trait, but they have to eat.  While shepherds maintain herds of goats and mountain sheep, farmers look after vast caverns of vegetable crops.  For the most part these are fungi and mosses, for most vegetables require sunlight, which is lacking in dwarven realms.  Fortunately, as discussed in Diet, dwarves are primarily carnivores.


The mines, which comprise as much as half the area of the city, lie deep beneath the core living areas.  Hundreds of miles of passageways and tunnels zigzag through the stone, following the veins of minerals.  Many tunnels are disused, having been mined dry, but new ones are always appearing.  Only the poorest of the poor live down here, where the air is bad and the dangers of poison gas or cave-in ever present.


Passageways vary in size considerably.  The main avenues through the city may be as wide as fifty feet with arched ceilings towering dozens of feet overhead.  Columns provide support and decoration to otherwise bland corridors.  In the main habitation and housing areas, passageways narrow to ten feet with ceilings of similar height.  Arches are again prominent, but columns less so, as buttresses support the walls.  Oil lamps or everburning torches provide light, though little traveled areas are kept dark.


Only in the mines can one find truly narrow passages, for weak veins may only require a single dwarf, who works in a five foot passage, often kneeling or crouching in the low workspace.  Of course, large veins may extend over several hundred feet in height, with the entire area opened into a vast cavern with workers using scaffolding to work every available inch of the rock face.

Supplies and Dangers

Water is fed into vast cisterns from aqueducts and diverted underground springs.  Rainwater is collected in natural traps and fed into these cisterns as well, but sluice gates allow these to be cut off and diverted outside the city during a siege, when the risk of attackers poisoning them is too great.  Wells extend down into the cisterns, allowing the inhabitants to draw water as needed, though some realms have running water.  Flooding is rarely a risk.  The sluice gates can divert ground water, and deep pits dotted throughout the city lead to caverns far below the city.  Water can be channeled away to these pits using metal doors and sliding walls, so protecting the inhabitants.


One constant danger is poisonous gas, related to which is a lack of oxygen.  The deeper the tunnels go, the less fresh air is available.  Dwarven tunnels are designed to slope, though only by a single degree or so.  While this may not seem much, it does mean that toxic fumes, which are often lighter than air, can flow along the ceiling to catchment areas, where they are diverted into storage chambers.  


In most cases the gases are either burnt off using controlled explosions or transferred to workshops via pipes to provide fuel for the forges.  A small portion is harvested for use in gas traps, though dwarves are not fond of such tactics.  The sloping tunnels also mean water trickles downward, where it is fed into the cisterns through large grilles.


Oxygen near the main entrance is plentiful and rarely a problem during times of peace, when the gates are left open.  The further in and deeper down one goes, the more polluted the air becomes.  Dwarves use two methods for drawing in fresh air.  The first is to use vast bellows and air pumps, which circulate fresh air around the upper chambers.  Further down this method is less useful, as all it does is move bad air around the domain.


Fresh air can be drawn into the lower levels by using vast fires.  As the warm air rises, it draws in fresh air from other parts of the city, creating a breeze beneath the surface.  It also provides heating for the entire domain.  Vast chambers of subterranean mosses are also used to provide oxygen, though the dwarves do not fully understand the complex biology behind such matters.  Most dwarves just assume the plants give off breathable air.

Houses

The dwarven word for house is heldor, which means "shelter." A typical house consists of a central living area, in the middle of which is the cooking pit.  Hollow, stone benches, padded with furs for comfort and added warmth, line the longest walls.  Cupboards are rare, with most goods, including food, being stored within the stone benches.  The one exception are weapons and armor, which hang near the door for easy access.  A large stone basin is used for washing dirty dishes.  The water is heated over the central hearth and when used poured down a drain.  Bodily washing is performed in the same manner, though dwarves have communal bathhouses and toilets.


The central hearth provides warmth, light, and is used for cooking.  It is also the focal point of family activity.  It is worth noting at this point that where possible dwarves refer to use coal over wood in their fires.  Coal not only produces more heat, it burns longer and produces considerably less smoke.  Most domains have access to coal locally, but those lacking the resource are prepared to import it at great cost.  Whether because dwarves have never revealed its secret or because they keep the price artificially high, few humans except for smiths use coal in their fires.


Most family units comprise parents, children, and sometimes one or more grandparents, and each group has its own bedroom.  As with the living area, stone is predominant and the beds are stone blocks into which the sleeping area is carved.  Again, furs provide comfort and warmth.  Because dwarves do not use reeds or leaves for padding, regularly washing and airing the fur covers keeps pests to a minimum.  Storage space beneath the bed allows personal possessions to be stored away.


Hill dwarves are not fond of undressed stone, considering it vulgar and unsightly.  Walls are invariably smoothed with plaster and then tiled.  Traditional tiles are embossed with heraldic or religious motifs, though some families have poems or stories engraved upon them, especially when they honor an ancestor.  Other decorations are rare.  A family may keep a small statuette of one or more gods near the heart, where they can protect the house, but paintings and flower arrangements are simply not appealing to dwarves.  


Within any domain, members of the same clan tend to live near each other.  This is partly from a sense of camaraderie, but also from the traditional view that one should keep one's clan members close at hand to offer support and protection when needed.  Although most living areas containing fifty or more houses have a small storehouse (often called "the market"), well, and chapel, these are not just for the clan's use.  Any dwarf may use the facilities.

Temples

Whether actual temples or small chapels, religious buildings receive great love and care when created.  Rather than being simple rectangular structures, they are often carved in other geometric shapes, with hexagons and octagons being the most common.  Dwarves find such regularity pleasing, whereas pentagons, heptagons, and other odd-numbered sides are considered vulgar and "off center."


The heart of any religious building is the altar, which stands on a raised platform against the wall opposite the door.  Most altars are actually basins, in which a sacred fire burns continuously.  Behind the alter basin is a large statue of the god, carved from a hard stone, such as marble or basalt.  Carvings are not decorated in any way, as the craftsmanship speaks for itself.  Around the statue are inscribed parts of holy texts, usually simple prayers or psalms.


Worshippers invariably have to stand during the long ceremonies, and seats are only provided for elderly dwarves who frailty prevents such feats of endurance.  Few use cushions, however, as they are not at church to relax but to worship their god.


The most noticeable feature of any room is hard to see with the naked eye.  The skill involved in carving the ceiling and the dimensions of the chamber result in fantastic acoustics.  When the chamber is empty, a whisper can sound like a shout as it reverberates off the walls.  When the congregation gathers to sing prayers, the sound is like thunder, only much more beautiful.


Beyond the central room are small chambers where the priests robe, a library, one or more treasuries, private prayer rooms, guardrooms for any templars or paladins serving the temple, and the inner sanctum.  Within the inner sanctum, each temple retains a holy artifact.  In most cases this has no special powers, being a stone or weapon favored by the god and said to contain his spirit.  In this way, it is an object of faith and not a magic item.  Only the most power temples actually have magical relics, many of which, it is claimed, were used by the god during the early ages of Tellene.  Such claims are hard to disprove and these items do contain magical powers, some of them very dangerous in the wrong hands.


Unlike temples of other races, priests do not have bedchambers within their sacred walls, though they live nearby.  It is said that no dwarf can sleep in a temple, for these are the realms of the gods and to infringe on their house without invitation would be a breech of hospitality.  Rock gnomes joke that the snoring of a sleeping dwarf would sound like a dragon with toothache given the acoustics of the chamber and anyone sleeping there would go deaf.

Workshops

Large or small, workshops also contain two important features; workspace and a fire.  Workspace can vary from a large forge in the case of smiths to a small bench on which jewelers work their art.  Tools hang from racks on the walls, and raw materials are kept in secured chests.  Some crafters, mainly those working with precious stones and metals, employ magic to protect their workshops.  Even dwarves have thieves in their number, and the lure of such wealth can be tempting to the most hardened soul.


Whether or not the crafter uses fire in his work, there is always one present.  As well as light and heat, it helps draw fresh air into the chamber.  Coal is preferred over food as it burns longer and cleaner and is more readily available.  Some forges make use of natural gas, such as methane, but these are not commonplace in most realms.  Most workshops are crowded, for dwarves do not see the value in wasting space purely for the sake of comfort.  A crafter can work just as well in a small room as he can a cavern, or so they say.


Many factors determine the size of a workshop, but typically the number of workers and the craft being performed are the dominant factors.  While ten jewelers may fir into a room measuring thirty feet to a side, only one or two smiths can fill the same space because of the forge, the raw materials required (including fuel), and the oppressive heat.

Other Structures

Many other types of buildings exist in a dwarven domain.  Barracks and guardrooms are the most numerous but the least seen.  Even native dwarves may not know where every hidden security area is located.  Both types of room are designed to be functional rather than comfortable.  Barracks contain rows of beds, a small hearth for cooking, a food storage area, a communal toilet and bath area, and benches, but no home comforts.  Every barrack block contains a small statuette of Lusurk the Valiant, Lasterm the Powermaster, and Tragrim the Tactician.  Together they form the militant trio of bravery, strength, and comradeship.  


Likewise, guardrooms are not built for relaxation and lack even benches, though there is a small table on which to rest mugs and spare weapons.  Access is gained through a secret door, which can be opened only from the inside.  Typically five guards man the guardroom at any one time, with a further ten to fifteen stationed in the adjoining barracks.


Warehouses come in varying sizes, from the small markets found in the habitation area to the vast central stores that hold the entire wealth of the stronghold.  All crafters, merchants, and mine owners deliver their goods to the central warehouses, where they are appraised and priced accordingly.  By tradition, all stockpiles belong to the ruler of the stronghold, who has to pay the supplier a fair price as laid down by the guild council.  Further details on finances and trading methods are detailed in Trade and Tribute below.


Hill dwarves prefer smooth walls and flat surfaces.  In many cases they avoid using large caverns because of the work required to make them presentable.  Building bridges is an option (and forms a bottleneck for attackers), but this still leaves unsightly natural walls.  At the end of the day, their strong love of order overrides practical logic and they simply tunnel around large caverns.


Wells are distributed around the stronghold, each leading to one of the cavernous cisterns buried in the lowest levels.  Buckets and chains allow water to be hauled up from the depths, where it is stored in large clay urns until needed.  Wells are covered with a stone covering when not in use to prevent accidents.  Some realms have running water fed straight into houses, though water must still be heated over a fire.


Which leads onto to lavatories.  Dwarves are no different to any other race in that they produce biological waste.  Living underground, the last thing one wants is a pile of rotting waste stinking out the tunnels.  Although dwarves live separately, they bathe and remove bodily waste in communal toilet facilities, except in the mines, where they use buckets, which are emptied every hour.  


Each toilet block consists of a large, metal bath built over a fire pit and several small commodes.  Water for the bath is dispensed via a pipe from the ceiling, though this is icy cold.  Heating the bath can take several hours, and most fires are kept burning day and night, reheating the water once used ready for the next bather.  When the bathers have finished, the dirty water is sent down a second pipe into an underground stream used only for this purpose, never for drinking water.


Likewise, bodily waste is channeled along a gently sloping channel through which water constantly flows.  Waste matter is dropped into the same stream as dirty bath water.  Where possible, this underground disposal stream does not immediately run out from the stronghold.  To do so would pollute the surrounding land and, in some cases, run straight to the nearest human settlement.  To avoid any neighborly problems, dwarves ensure the stream stays subterranean for many leagues.

Mines

Perhaps the most well known aspect of any dwarven realm are the mines.  As mentioned above, mineshafts range from tiny crawlways to immense open-faced caverns.  What they all have in common is that they are workspaces and therefore lack comfort.  The air is dry and filled with dust, the temperature often stifling from the fires used to draw in air, the noise of metal on stone deafening, and the risk of cave-ins or breaking into a pocket of poison gas ever present.


Industrial accidents are actually rare, as dwarves place safety high on their list of priorities.  While this does cost money, they consider it better to have safe workers and workers who refuse to enter the mines.  Of course, even the best dwarf cannot spot every weak point in a rock face and cave-ins and avalanches are an unfortunate part of life.  As noted elsewhere, widows are catered for with compensation funds set up by the guilds and nobles.


Where possible, main shafts are smoothed on the floor and ceiling; the former to allow easy passage, and the latter to reduce head injuries and prevent build up of volatile or poisonous gas pockets.  The constant trickle of water coming down the tunnels would make the surface treacherous, so water channels are cut down the center to keep the main walkways dry.


All mines belong to a noble, who is responsible for ensuring their smooth running and paying the workers.  Naturally, this requires a steady influx of wealth and miners are expected to work long and tiring shifts.  By human standards they are compensated with high rates of pay, roughly double that of a human miner, compensation for injuries, and, in rare cases, a small bonus if the noble makes a good quarterly profit.  Slaves are never used in he mines.  For one dwarves abhor slavery, and secondly they are considered too unreliable.

Recreation

"Dwarven humor isn't deadpan.  It's dead!"

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

For all their dour and sullen nature, dwarves are sociable creatures; they just find frivolity pointless.  Dwarves do appreciate humor, but usually prefer it in the form of stories rather than short tales with a punch line.  Hearing how a fellow dropped his father onto a metal sheet which sounded like the gong to end work for the day, leading to an early mass walk out is much more humorous o a dwarf than a quick joke with no significance to their everyday lives.  Many dwarf jokes are centuries old, being retold to new generations as a form of parable, for most jokes do end with a moral conclusion.  In the case of the dropped hammer, the morale is "Not to jump to quick conclusions which go against tradition." Dull to most, but potentially hilarious to dwarves.


Dwarves enjoy singing and making music, though again these are often ancient songs with either an overt or covert message.  On the surface, the Tale of Two Suitors is seen as a love story where two males are fighting over the same female.  As one goes deeper, one actually reveals a lamentable story where women are in short supply and male dwarves cannot afford to be choosy.


Musical instruments come in a variety of forms, though drums, stringed instruments, notably harps, and wind instruments, with a preference for bagpipes, are the most common.  As with stories, most songs are passed down the generations and keep alive ancient traditions.  The sweetest music, according to dwarves, is the sound of metal on metal and metal on stone, for these activities lie at the very heart of their being.


Female dwarves enjoy sewing as a pastime as well as a trade.  Tapestries depicting ancestral endeavors are the preferred subject, though these are rarely put on display, being brought out on birthdays and other special occasions so the ancestor can partake in the festivities and be remembered.  Dwarf women also gossip, but rarely maliciously.  In a city which might stretch for dozens of miles, such gossiping is a vital way of maintaining communication and keeping abreast of news.


Simple boardgames are commonplace around the hearth at night.  Dwarves of all ages play a version of chess, which they claim they taught humans, called Shieldwall.  Unlike regular chess, there are more pawns and no knights, and the rules are more complex.  Pawns, for instance, move in pairs, so keeping the defensive shieldwall intact, whereas boars, which replace rooks, can punch through pawns at the cost of self-sacrifice.


Another favored game is a version of checkers, in which pieces move to capture each other and acquire wealth.  Even simple games like knife-parchment-rock are popular with adults while waiting for the evening meal to cook.  Card games are very uncommon, and dwarves are generally slow to learn new games, finding learning new rules frustrating.


Males also train with weapons regularly, in addition to their militia training, keeping their selves in practice for the inevitable day they are called to war.  Children are taught how to clean and maintain their parent's armaments in preparation for the day they become warriors.


Children are physical active creatures and often spend hours wrestling or pretending to be miners, which can lead to chastisement when the parents discover the hole they have excavated in the walls.  Mock fights with makeshift weapons are not unusual, though few youngsters want to play the part of the soon-to-die-horribly orcs or goblinoids.  Adults encourage such behavior, especially in males, for combat is prevalent in adulthood and any early training is seen as a boon.

Hospitality

Visitors to dwarven realms are not unusual.  Merchants, allied neighbors, diplomats seeking treaties, scholars wishing to consult ancient records, and even mercenaries seeking employment can be found in the outer parts of a realm.  Whether dwarf or outsider, the dwarven hosts are honor bound by the laws of hospitality to give visitors shelter, provisions, and safety in accordance with their status.


Guests are treated cordially, given private bedchambers, edible provisions, beer or mead to drink, and are guarded around the clock.  To many, the positioning of guards seems like a form of house arrest, but in fact the guards are there to ensure no harm befalls the visitors.  Aside from he risk of goblinoid attack, dwarven realms are littered with traps, and an innocent guests losing his way can easily end up crippled or killed by a trap.  Injured guests are entitled to compensation.


In return, guests are expected to obey the wishes of their host in staying within the confines of the visitor area, not take up arms against their host while under his protection, be polite and respectful of dwarven customs and traditions, and agree to fight in the defense of the realm should it be required.


According to ancient tradition, uninvited guests may stay for no longer than three days without offering the host a gift as payment for the extra drain on his resources.  The value of the gift varies according to the status of the host and the guest.  Guests refusing to honor the tradition are asked to leave on some minor pretense.

Diet

"A dwarven feast is a sight to behold.  None of this elf leafy food, just good old fashioned meat and ale."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Life underground limits dietary options and dwarves are primarily carnivores with a high protein diet.  Limited animal husbandry is practiced, though only with sheep and goats, which can cope with the rugged terrain above the dwarven realms.  Pigs and cattle are ill suited to such environs, except certain types of wild boar, though their dried or cured meat is imported.  Game meat, such as venison or pheasant, is eaten, as is rabbit and pigeon.  Unless desperate, dwarves shy away from eating rat, though it is a convenient source of protein.


Whether produced locally or imported, most meat is dried or cured.  Cold rooms do exist for storing fresh meat, but curing produces stronger flavors.  Meat can be salted, air dried, smoke dried, or pickled in vinegar, though the latter is an acquired taste for most races.  Cooking usually involves roasting over a roaring fire or boiling, in the form of stew, though dwarves do fry some meat in animal fat.


Chickens are not commonly found beneath the earth, so dwarves hunt for wild bird eggs to supplement their diet.  Fortunately, the forested slopes of their hills are abundant with such creatures and eggs form part of a meal at least three times a week.  


Fish is often plentiful in the stream and rivers surrounding the realm, and even blind cavefish are considered edible if not particularly flavorsome.  Fresh fish is boiled or fried, whereas smoked fish is thrown into stews where the flavor is allowed to enrich the broth.  Dwarves do not practice large-scale fishing, and certainly never use boats, and in most cases nets are strung over parts of a river to catch whatever comes along.  


A high-protein diet is not the most efficient way of taking in energy.  Meat must be cooked if it is to provide energy with any speed, as this allows the body to break down the protein quicker.  The best form of a quick energy fix is carbohydrate, especially sugars.  Fortunately for dwarves, nature provided sugar in the form of honey, which they harvest from wild hives.


Honey is eaten raw, spread on top of flatbread, or used to make honey cakes, which are popular with children and the elderly because they dissolve in the mouth and need little chewing.  The other use of honey, and some would say the best use, is in the brewing of mead, at which dwarves excel.


As for vegetables, dwarves eat a lot of fungus (which is actually another source of protein) and edible moss, which grows well below ground.  These can be cooked in a variety of means and can even be dried for use later.  Some of these are mildly toxic, but dwarves rarely suffer from nasty side effects.  The same cannot be said of visiting non-dwarves, who are warned not to eat any fungus they have not eaten before.


When it comes to "proper" vegetables, dwarves look to their neighbors.  Gnomes and halflings, common allies to their taller cousins, produce plenty of fresh produce and sell it dwarves in return for ore and manufactured goods.  In this way, dwarves eat carrots, radishes, cabbages, potatoes, turnips, parsnips, sprouts, and pretty much all other common vegetables.  They never eat them raw, but always boil them to the point where they become a thick paste.  Typically eaten with a meal, they can also be stuffed into flatbread along with some meat for use the following day as a snack.


Bread is made from wheat or barley and never contains yeast.  As such it remains flat.  Most bread is used to mop up juices left from a meal, though it can be eaten with honey, jam, or even cut in half and filled with meat.  Dwarven quern stones are efficient and the flour produced is very smooth.  Still, living beneath ground does mean that some dust and tiny chippings can find their way into the mix.  Dwarves have strong teeth, but visitors are advised to chew slowly to avoid chipping their teeth.

Fruit is limited to wild berries, though there are dozens of varieties edible to dwarves (and not all of which agree with the stomachs of other races).  Eaten fresh or dried, thrown into stews or casseroles, stuffed into roasting meat, or used to make jam and cakes, berries provide all the vitamins a dwarf needs to remain healthy.  Many dwarves brew wine using berries.


Which brings us on to alcohol.  If there is one thing dwarves do well, it is drink.  Their love of strong ale is renowned, as is their capacity to quaff large amounts, but few races ever stop to ask why.  Dwarves are not alcoholics, in that they do not need to drink.  They enjoy it, but they are not addicted.  Dwarves work long days and need to relax quicker than other races, so they drink alcohol.  Aside from water, non-alcoholic liquids are scarce; even goat's milk is something of a luxury.  Dwarves rarely drink water, which although full of minerals and generally clean, they find lacking in taste.


Another key factor is that dwarves have always drunk strong alcohol.  According to their traditions, it was a gift from the gods and is therefore to be drunk as often as possible in their honor.  Non-dwarves who regular drink with dwarves find alcohol has one of three effects on their comrades; they fall asleep, they suddenly develop a loud and crude sense of humor, or they become even more surly and withdrawn.  Few become violent, which is perhaps a good thing.


Dwarves brew beer and spirits from imported barley and grain, mead from honey, and wine either from fruit and vegetables or grapes, which can grow locally.  Beer varies in strength from small beer at 4% alcohol by volume to a potent 9% by volume.  Spirits range from 35% to 75%, and mead and wine tend to be 14 to 17%, the latter of which is slightly stronger than most human wines.  Some drinks are exported, though most do not travel well over long distances.  Outside of dwarven realms, their beer is best drunk in neighboring lands.


Dwarves eat five times a day.  Breakfast is taken when they wake and usually consists of porridge, flatbread, and small beer.  Sometime during mid-morning they stop work for a light lunch, which is usually cold meat, flatbread, and more small beer.  Lunch is a mid to late afternoon affair and meals vary depending on the diner's job.  Crafters and soldiers typically go home, where they are fed stew and herbs, bread, and small beer, with a sugary dessert for afters.  Miners, while they stop work, eat at their workplace.  Many eat the same as their mid-morning snack, whereas others bring bowls of stew or slices of meat (leftovers from the night before) and slabs of bread.  Either way, the food is heated over the nearest fire.


The main meal is the evening meal, which is usually eaten around eight o'clock.  Stews and roasted meats are most common, seasoned with herbs and a few vegetables.  Again flatbread is eaten as the primary source of carbohydrate.  Drink tends to be strong beer, mead, or spirits.  Before bed the dwarf will take his supper, eating a portion of the remains of the evening meal washed down with small beer.

Clothing

"It's sturdy and hard wearing, but the colors are very drab.  Anyone would think they were color blind."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Fashion ranks very low on the list of dwarven traits.  Compared to elves and gnomes, their sense of fashion is actually non-existent.  Instead, they opt for durable, practical clothes.  Both sexes wear leather boots, the height varying on particular taste and occupation.  Boots are rarely laced or buckled and simply pull on over thick woolen socks.  During winter months when the dwarf must travel outside, fur leggings are worn to keep the feet warm.  These are fastened at the knee with leather straps.


Men wear trousers made of leather or wool fastened at the ankle, knee, and waist by leather drawstrings.  Men involved in manual labor or military work have thick pads on the knees and bottom to provide extra protection.  Leather is tanned but undyed, though are woolen pants are stained brown or green using natural dyes from minerals or berries.  Formal wear consist of a woolen kilt or trousers, dyed with blues and reds in a primitive tartan effect.  Shirts are invariable woolen, with padded elbows and shoulders.  While the latter can make a dwarf look strange, the added comfort it provides when wearing heavy armor or carrying baskets of rocks is worth the ridicule of other races.  Hats are unusual indoors, but when traveling abroad they don wool or cloth caps for warmth.


Females also wear trousers, but favor long wool skirts much of the time.  Most skirts are worn straight, though pleated skirts may be worn on formal occasions.  When wearing a skirt, females wear loose wool shirts similar to those of their menfolk.  A variation of the skirt is the dress, which hangs over the shoulders on straps fastened by metal brooches and hangs from the bust down to the floor.  Again, a shirt is worn to cover the arms and upper chest.


Cloaks are hooded, made of wool, and worn to knee-length.  They fasten via brooches at the neck and can be drawn tight through a series of leather straps.  Wool is naturally waterproof, though beeswax is smeared on before long journeys to ensure added protection from the elements.


Both sexes wear belts but not to keep their clothes from falling down.  Instead, they use them to hang work tools, weapons, money pouches, or sets of keys.  Belts are typically one-inch wide leather bands fastened with an ornate buckle; the more precious the metal, the higher status the wearer.  Wearing gloves outside of work or travel outside in unusual, even in the coldest conditions.


As can be seen, dwarves do not make much use of cotton or silk, which they consider flimsy and ill suited for life below ground.  Nobles may wear such garments on important occasions, but never for everyday use.  Such materials are expensive, suffer mishandling poorly, and are considered by many too elvish for a good dwarf to wear.


Although dwarves manufacture their own clothing, gnome-crafted clothes, especially those made by forest gnomes, are very popular at the markets.  Gnomes have a better sense of fashion that their taller cousins and use stitching as decoration rather than just as something to hold the garment together.  Gnome tailors living near dwarves always keep a stock of dwarf-sized garments in stock and are quick to point out to visiting males how lovely they would look on their spouse.  Given the rivalry between males for a woman's attentions, a gift of fine quality clothing is a sure way to get one over on rivals.


Dwarves invented safety clothing out of necessity.  Miners wear metal caps with leather flaps to protect their head, neck, and ears from falling rocks and flying stone chippings.  Their boots are likewise layered top and bottom with a layer of metal, placed under the leather to avoid slipping or rust, to protect against sharp rocks underfoot and crushing their toes.  Crafters involved with fire wear thick leather gloves and aprons, which come up to the chin and enclose the beard.  Though dwarves have learned the secret of glassblowing, they rarely wear safety goggles.  Armor is covered in the section on Warfare elsewhere in this section.


Jewelry is common among females, who wear brooches, necklaces, armbands, and rings, but less so among men, who favor only simple rings.  Body piercing is rare and dwarves prefer to wear jewelry on rather than in their skin.  While most jewelry is metal, typically silver or gold even for the poorest dwarves, shale (a form of coal) bracelets and simple leather straps are popular when not at any formal occasion.  Precious stones are usually worn on necklaces or studded into bracelets, but never on rings.


Tattoos are common among male dwarves though usually refined to the forearms.  Most designs are heraldic, displaying clan loyalties, or runic inscriptions naming loved ones or notable deeds.  Facial tattoos are extremely rare, perhaps not surprising given the bears sported by males, but war paint is popular.  Made from crushed rocks mixed with water or vegetable dyes, it is only worn in battle and usually highlights the eyes of the wearer.  Some warriors have taken to dying their beards in bright colors both to intimidate foes and make themselves stand out in battle so as to attract (or possibly divert) their enemy's attention.

XXX BEGIN SIDEBAR XXX

New Equipment

Dwarves of all subraces have developed equipment to help them explore the underearth. The new equipment listed here is generic; different subraces utilize slightly different designs, but the end result is the same.

Rekzaki

Rekzaki ("stone cloaks") are stiff cloaks whose outer surface consists of gravel held to the cloak by glue.  The gravel is designed to blend in with the rocks of the underearth, granting the wearer limited camouflage.  When the wearer is stationary, the cloak grants a +2 circumstance bonus to Hide checks. A moving wearer has only a +1 bonus.


Cost 10 gp.  Weight 5 lb.
Gramok

Gramok, or "lung bags," are membranous bags constructed from animal bladders.  Carried flat, they are inflated by breathing into them when needed.  Used as a flotation device, each bag provides a +2 circumstance bonus to Swim checks.  They can also be used to provide air to divers or explorers by placing the opening over the nose and mouth, granting 3 minutes of breathable air.  When using an inflated air bag, the dwarf is immune to the effects of gas attacks.


Cost 9 gp.  Weight 2 lb.

Lukduk

Lukduk ("rope stairs") are twin lengths of silk rope joined with thin, hollow metal rungs of exceptional strength.  They come in fixed lengths of 10 feet but can be tied together to form longer ladders.  They function exactly as a regular ladder but are more portable. A lukduk can support 300 pounds in weight.

Cost 4 gp.  Weight 3 lb.

XXX END SIDEBAR XXX

Beards

"I tugged this dwarf's beard and it came off! I swear, those things are glued on."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Many folktales exist about dwarven bears, the most common of which is that women have facial hair as well.  Females do have sideburns, but do not grow beards of moustaches.  This does not mean they do not wear them, however.


A female dwarf is allowed to wear a fake beard in several circumstances.  The first, and most common, is when traveling outside the realm.  Dwarves are loath to let their womenfolk travel around for fear roving bands of goblinoids will take the opportunity to whittle down their numbers even further.  In this sense, they are disguised as men and take male names.  Since all dwarves have a deep voice, most races cannot tell the sexes apart when disguised this way.  In a similar vein, women dealing with outsiders must wear disguises.  Because of this paranoia, dwarven females are rarely, if ever, seen by outsiders, which has given rise to one of the most common misconceptions about the race.


The second reason for wearing a beard is when a female joins the military.  Ancient traditions state that only those old enough to sport a beard may fight with the army, so female warriors have no choice but to adopt the custom and become bearded.  There is also the added advantage that the presence of a woman does not attract arrows like flies around a dung heap.


Thirdly, a woman may wear a beard when she is head of her household, which usually means she has no older male relatives.  By tradition, she may then adopt the role of a male, performing any task to which she is skilled.  During her time as a man, she is treated as a male and is expected to adopt male customs.  Should she remarry, she must revert to her woman's role in society, no matter how skilled or powerful the male role she holds.


Males, however, are expected to wear beards and a dwarf is considered an adult when he grows a full beard.  Basing one's mental competence to handle life as an adult on a physical biological factor may not be wise, but dwarves rarely grow their first beard before they are 40 anyway.  So, if all men have beards, why do so many styles exist? As with many things, tradition plays its part.


The style of beard and its length denotes many factors in society.  A good rule of thumb is the longer the beard, the more important the dwarf.  Of course, beard lengths can be heard to judge on sight and dwarves dislike other races trying to measure their facial hair.  A non-dwarf should be very careful when using beard length to judge social rank.  Calling a dwarf "my lord" may be amusing to a commoner, but addressing a high ranking noble as a nygan is downright insulting.  Even within the same social class, beard lengths vary according to status.


As for style, this is actually easier to spot.  Nobles wear three-stranded beards bound with eight leather straps, representing the eight great families of dwarvenkind.  Whereas most dwarves sport unadorned straps, nobles have their engraved with the names of famous ancestors in honor of their memory.


Warriors wear their beards braided into two separate strands (a forked beard) and tied with leather straps.  Because military titles are based on social status as well as experience, length plays its part as well.  To add to the confusion, warrior nobles do not wear the three strands of their birthright but the twin plaits of their profession.  Non-noble soldier swear green straps, whereas nobles sport blue ones.  Boar warriors grow their beards to resemble a boar's horns, which looks similar to an inverted handlebar moustache.


Crafters wear their beards in a single bound strand, which makes it easier to tug out the way when working.  Master crafters are titled to wear to strands braided together to form a single length.  There is no differentiation between trades based on beard style, but most crafters wear their guild symbol branded onto their leather ties.


Miners wear their bears untethered and bushy, which helps keep dust and small chippings out of their mouths.  Clerics wear four-stranded beards as reverence to the four main gods of their race, though their bindings are decorated with the holy symbol of their specific faith, whereas scholars wear a bushy beard near their face, and divide it into strands once it passes shoulder length.


Lastly, convicted criminals wear close shaven beards as a mark of their status, whereas outlaws are shaved and branded with irons to prevent the beard from growing back along the chin, thus making them easily identifiable to other dwarves.


Moustaches are considered part of the beard and nearly always cover the top lip.  Style varies by personal choice, though most go for the bushy look or the trimmed option, which looks like they have a hairy comb stuck under their nose.  Outsiders should be very careful about insulting a dwarf's beard, for great reverence is attached to them and touching one without permission is insulting.  Cutting or burning it, even unintentionally, can lead to violent retribution.


Noble or pauper, dwarves take great care over their beards and groom them daily.  Barbers are visited every few weeks to keep the beard neat, and woe betide a barber who decides to shave a few inches off the bottom to make it look neater.  Dwarves know the significance of beard length and can accurately judge what length a beard should be, but humans are generally ignorant of the important.  Gnome barbers should be trusted at the dwarf's discretion, for rock gnomes are not above "accidentally" lopping off a few inches.

Medicine and Healthcare

"Only worry when it stops hurting."

Dwarf saying.

XXX BEGIN SIDEBAR XXX

New Alchemical Mixtures

Item

DC to make
Market Price per Mixture (Dwarves/Non dwarves)

Bakwask

15

5 gp/15 gp

Fotarurska
15

9 gp/ 27 gp

Proturs

13

3 gp/ 9 gp

Bakwask
A single bandage worn over night heals 2 hit points of burn damage in addition to the patient's own natural healing.  The salts quickly dissolve into the wound, and if worn a second night the bandage cures only 1 hit point.  Wearing the bandage for a third day has no effect.  If the patient has complete bed rest for an entire day and night, the restorative powers are doubled, but the bandage is still only good for two days.

Fotarurska
Any goblinoid or orc moving within 5 feet of the wearer )or spillage or if struck by a thrown potion) must make a Fortitude (DC 15) roll or suffer a -2 penalty to attack and skill rolls for ten rounds.  Other races are not affected unless they have orc or goblinoid blood.

Proturs
Each dose adds a +3% chance to the victim's stabilization roll, to a maximum of 21% (seven doses).  At this point the blood is saturated and cannot process any more.  Only one dose can be applied each round, it provides the bonus the round it is inhaled, and remains potent for ten rounds.

XXX END SIDEBAR XXX

Dwarven healthcare is remarkably advanced.  Given the near-constant warfare they wage against orcs and goblinoids it is perhaps not surprising they are experts at dealing with wounds.  Likewise, industrial accidents are commonplace and have led to some horrific injuries, which the dwarves have coped with admirably.


Most healers are Seekers of the Three Strengths, whose temples double as hospitals.  Many retain the religion's belief of avoiding physical confrontation, but a militant band operate as frontline combat surgeons, risking life and limb to save fallen soldiers.  Though kept in reserve until needed, they are prepared to wade into battle when called upon and pay little heed to those they kill and maim.


Wounded soldiers are either treated where they lie or dragged to the rear.  Minor cuts are treated quickly with poultices and alchemical brews designed to get the soldier back on his feet as quickly as possible.  Proper first aid can wait until the battle is won.  More serious injuries may involve the use of magic, but if a healer can provide a quick fix he will do so.  Few soldiers are prepared to leave their comrades fighting just because of a wound.  Though often seen as bravado and glory seeking, this is a common feature of the dwarven kinship bond and is considered to be one of the greatest acts of loyalty a dwarf can perform.


Most civil injuries are burns or crushing damage, caused either by falls, dropped objects such as hammers, or cave-ins.  Burns, even severe ones, are treated with chemical-soaked bandages and the patient kept in a humid environment.  Dwarves understand the cleansing properties of salt and use it on burns to prevent infection.  It can be applied neat or in a weak water solution, depending on the needs of the patient.  Crushing injuries involve splinting the area to secure it cannot move, but apart from pumping the patient full of medicine and praying, little else can be done.


As with most races, dwarven clerics cannot remove all ills from the world, and this includes injury and death.  There are far fewer clerics than there are inhabitants, and as service providers they charge for their spells and cures.  The religious council sets tariffs based on social class, with no differentiation on actual wealth or status.  Those who cannot pay often ask family and friends for help, and few are slow in chipping in a few gold coins to aid a fallen dwarf.


Dwarven alchemists rarely employ herbs or roots, of which they have little knowledge.  Their mineral knowledge, however, extends to levels undreamt of by most other races, and by mixing certain crushed rocks and mineral salts, combined with the usual alchemical boiling, distilling, infusing, and so forth, can devise a cure for all most all ills.


The three commonest alchemical brews available on the open market are described below.  Dwarven fighters routinely drink anti-toxin before entering into battle against orcs and goblinoids, who regularly use poisoned weapons.


Bakwask, or "glistening skin," is a specially prepared cloth bandage soaked in mineral salts for many days.  Used to treat burns, it is placed over the wound and tied in place.  The mineral salts are highly effective but once exposed to the wound the salts are quickly absorbed into the wound.  Bandages can be used for two days, but should be changed every day if the patient is to heal at the fastest possible rate.  The strange name comes from the two sources.  First, burns lead plasma and glisten with moisture.  Second, the bandages shimmer with light refracted through the copious quantities of salts.


In large battles, or when the battlefield is within labyrinthine goblinoid lairs, many warriors bleed to death before the healers can reach them.  Proturs ("powder blood") is a fine red powder carried by most warriors, who do not need to be healers to use it.  Even unconscious dwarves breath and dwarves inhale through their noses.  A small pinch of the powder is placed under each nostril, which is then sucked in when the patient next inhales.  Membranes in the nose allow the powder to quickly enter the bloodstream, which it works as an advanced clotting agent.  While it will not allow the patient to get up and start fighting, it will keep him alive until he can be healed.


Lastly there is fotarurska ("orc bane").  While not a medicine, it is included here for convenience.  Produced from a variety of ground minerals and diluted into solution, fotarurska is smeared over clothes and skin and acts as a chemical agent against orcs and goblinoids (including half-orcs).  To most races the dwarf smells a little ripe, as if he has not bathed in a week, but goblinoids find the stench repulsive.  Alternately, the potion can be spread over the floor to form an invisible barrier or thrown at opponents.

Law and Order

"At least dwarves give you a fair trial."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Dwarves pride themselves on their sense of justice.  Their ancient laws have remained unaltered since their inception and have served the race well.  While a written codex of the laws exists in every realm, lawspeakers, usually clerics of the True, are expected to know them by heart.  Given the size of these volumes, learning them takes many decades.


The dwarven legal system is broken down into two distinct parts, trial and sentencing, each governed by a separate court.  Three Truthspeakers judge the accused, regardless of his social status.  There is no tradition preventing the accused being tried by his own kinfolk, for Truthspeakers put the law and justice above family ties.  No special dispensation is shown just because the judge and accused are related.


The accused may speak for himself, or he may hire a junior lawspeaker to act on his behalf.  The same is true for accuser.  Defendants may call witnesses to attain to their character or provide alibis, while the prosecution witnesses are usually eyewitnesses and character witnesses (who are there to swear the accuser is of good moral standing and has been sorely done by).  Material evidence is accepted into court, though modern forensics does not exist.  A bloody sword found in the defendant's home is evidence, but a smudged handprint is not.


Witnesses play a vital part, for the number and status of witnesses is important.  A lonely rat catcher accused of a crime who musters only one witness stands little chance compared to a noble bringing in multiple kinfolk, clerics who will swear to his god nature, and so on.  Dwarves are less likely to lie under oath than other races, but it has been known.  Perjury is a very serious offensive.


The Truthspeakers only role is to evaluate the evidence, not to determine guilt or innocence.  Once all evidence has been presented, it is passed to a panel of three Builders of the Law, chosen by random lot to serve a month on the panel.  They listen to the accounts and then determine guilt or innocence based on the ancient laws.  Sentences are determined according to tradition and the Builders may not alter these based on mitigating circumstances.  Indeed, dwarven law has very few gray areas and legal wrangling over fine print and wording is an alien concept.


Once judged, the defendant is either free, his guilt expunged, or subject to immediate sentence.  Due to the backlog of cases, it may be weeks or months before sentence is past.  Depending on the crime and the defendant's status, he is either allowed to return to normal life or placed under house arrest.  Because interpreting the law is relatively straightforward, appeals are all but unknown.  Exceptions are made when a late witness comes forward, but such witnesses are also subject to trial for failing to present evidence at the correct moment.


Dwarven law breaks crimes into three categories; crimes of honor, crimes of passion, and crimes of malice.  Within each section, virtually every crime can be found.  The Truthspeakers hearing the evidence must determine in which category a crime belongs.  For example, a dwarf is accused of murdering a fellow dwarf who physically assaulted his wife.  The court must decide if he acted to defend her honor, lashed out in a moment of anger, or sought brutal revenge.  The same crime carries different penalties depending on the category.  It is possible to kill a dwarf in a crime of honor, openly admit the fact, and be found innocent of any wrongdoing if the defendant acted according to the law.  Such cases are rare and inevitably lead to blood feuds.  Oath breaking is always a serious offense and no mitigating circumstances can ever be applied.  An oath was either broken, or it was not.


Sentences vary according to the type of crime, but social status plays no part.  Nobles breaking the laws are judged as harshly as a rat catcher.  Fines, beard cuttings, and periods of indenture are common for low-level crimes, for dwarves do not believe in physical punishment.  The most serious offenses are dealt with by outlawing the guilty party from the realm on pain of death.  Cut off from family and friends, an outlawed dwarf is considered a worthless wretch among his own race.  Fines are paid to the injured party, with the court taking a 25% cut to pay for costs involved in the trial.  


Blood feuds, or nagedkat ("bad partings"), result when the courts fail to reach the verdict the accused was looking for.  Perhaps the defendant was freed, or maybe he was sentenced under an honor crime when the injured party wanted a crime of malice judgment.  Whatever the reason, blood feuds must be declared to the court and the other party.  Any crime committed by either party against the other (and this involves all kinfolk) is automatically judged as a crime of honor.  While this may sound bad, some honor crimes receive lighter sentences, including murder and theft (especially when trying to claim an unpaid crime in the latter instance).  A blood feud declared before the court has reached its decision automatically becomes a crime of malice in and of itself, for dwarves believe that the courts must be allowed to pass justice first and foremost.


In days of old, accusations could be settled out of court by duels.  Such practice is now considered antiquated (which is in itself a rarity) as it gave military and noble families an edge.  Such duels were legal but considered by many to be unjust.  The ancient Truthspeakers checked the records and agreed that "equal justice for all" was not possible in a duel.

Engineering

Dwarves are renowned as the leading exponents of technology.  As well as more mundane arts, such as metalworking, they are proponents of engineering.  Aqueducts and canals are controlled by complex locks and sluice gates, forges burn natural gas, which is much less polluting than coal or wood, and elevators allow travel between different levels of the realm as well as making moving large quantities of resources more convenient.


Pumps are used to clear flooded areas and to raise water from deep cisterns to more accessible cisterns.  These are manually operated but very efficient.  Waterwheels are used to power machinery, such as elevators and large grinding machines and even use gears, though clockwork mechanisms are in their early stages and never used to tell the time.  Durvak Angklin, an inhabitant of Dijishy, has been experimenting with steam powered machines but so far his experiments have met with failure; usually highly destructive failure.


In some realms water is fed into pipes within the natural rock, flowing through the city and accessible by opening a tap.  The water falls from high cisterns through the pipes (and is thus under some pressure) to a lower cistern, where it is pumped back to the upper cistern.  Running hot water is a problem the dwarves have yet to solve, though experiments with placing a series of coal fires at certain stages along the network are being carried out by several engineers.  Once cracked, dwarves will undoubtedly create the first true showers.


Engineering is not just limited to large works.  Lanterns emplaced in columns and corridors are fed oil through a network of pipes topped up from a central reservoir.  Flint and steel igniters are placed within the lantern, allowing the operator to light the lantern by wiggling a lever back and forth until the flint sparks.  Even locks for doors and chests are a dwarvish invention.  Most are common key locks, but dwarves know how to build primitive combination locks using cogs and levers.  Such inventions are rarely sold to other races, however.


Dwarves do not use beasts of burden to pull mining trucks, nor do they expect their miners to do such work.  Wooden trucks run on metal rails throughout the mines, pulled by a chain wound and released by waterwheels.  The operator activates the waterwheel to pull the truck up the slope and lets gravity take it back down.  Even in some workshop areas, trucks are used to transport raw resources and collect finished goods, delivering them to the central warehouses.  In these areas the trucks run on a carefully designed loop, stopping for a few minutes at selected spots in a never-ending cycle.  Dwarves thinking of catching a ride need to be careful, for the tunnels are barely higher than the truck and limbs can easily be crushed if not tucked inside the truck.


Despite rumors of a magical or alchemical black powder, dwarves have not invented gunpowder (or indeed any other form of explosive).  Their siege engines throw boulders through complex counterbalances and an in-depth knowledge of levers rather than hurling them from cannons.  Picks and shovels are used to mine ore, though there have been some experiments with automated mining machines.


Rock gnomes, no strangers to engineering themselves, often visit friendly realms to study the marvels of engineering.  Gnomes and dwarves live in different habitats, however, and most are not suited to rock gnome settlements.  That does not stop them coming to learn.

Relations with Other Races

Hill dwarves may not be the most gregarious of races, but they still interact with other races, both sociably and in war.  On the whole, dwarves rarely engage in casual banter, preferring to speak when something needs to be said.  Many civilized races consider them rude, but getting a dwarf to talk casually can be like getting blood from a stone.  Dwarves prefer the company of their own race most, feeling comfortable in a common language, religion, and culture.  They do not adjust well to new or unexpected situations and often become withdrawn until they have grasped the situation and developed a way of coping.


Presented here in the typical dwarven view of the other races inhabiting Tellene.  These are cultural views, and individuals may react differently.

Other Dwarves

Adurek are just one three dwarven subraces inhabiting Tellene.  Although the races diverged many millennia ago, their split was amicable and the races maintain good relations to this day.  Differences in their views on other races and religion aside, they are still brothers.


The commonest interaction is trade, and all there races trade with each other, carrying vast quantities of goods up and down the underearth.  In general, food and manufactured goods head down, and raw minerals head up.  As is typical with dwarves, they give preferential treatment to their own kind and buy and sell at much lower prices than with other races.  Cultural ideas also move between the subraces, though in practice these are typically limited to families rather than entire domains.


Although hill dwarves rarely send troops to aid the stone dwarves, whose foes are alien to the near-surface dwellers, mountain dwarves can expect to receive aid in the form of professional soldiers when they call.  Depending on the situation, the adurek may want payment, but more often than not the battles are against a common foe and the chance to remove an enemy is payment enough.


Intermarriage between the races is not unknown, though most alliances are purely political.  This helps strengthen the bonds behind the disparate kingdoms and reunites them in blood if not in faith.  Mixed race children are unknown, and any offspring are members of one race or the other rather than a cross.  Regardless of external appearance, they raised in the culture into which they were born.  In this way, it is possible to find a hill dwarf whose mannerisms are alien compared to others of his subrace.


Dwarves adventuring together, regardless of subrace, have a natural bond and understanding than runs deeper than mere friendship.  Both races understand the earth and are adept at underground exploration.  Slight differences in cultural and religious views do surface into heated arguments at times, but these are quickly resolved.  Adventuring with fellow dwarves also gives a dwarf the comfort of familiar surroundings, and he can speak his native tongue without having to continually wince at poor pronunciation or grammar.

Elves

For the most part, elves and adurek avoid each other.  Any trade between the races is usually conducted through middlemen, such as gnomes or halflings, whom both races tolerate.  No great animosity lies at the heart of their cool relationship.  In truth, cultural and religious differences separate the races.


Elves believe in freedom of will and an egalitarian society, whereas dwarves favor close bonds, a structured society where every dwarf knows his place, and a class system laid down by their ancient forebears.  Of course elven society works, but dwarves see it as a collection of individuals vaguely working together rather than a well-oiled machine serving the betterment of the race through hard work and dedication to a common cause.  Elven frivolity and stopping work to sing or dance is, to dwarves, a waste of precious work time, which could be better spent earning money for the kingdom.


The biggest sticking point is the view on nature.  Elves see the great forests and towering mountains as wondrous miracles, whereas the more practical dwarves see them as fuel and minerals respectively.  This is not to say dwarves do not appreciate nature, but their love is restricted to rocks, metals, and gems, about which their knowledge surpasses that of the elves.


Religious practices also differ, with elves favoring personal liberty, enjoyment of life, and nature.  Compared to the dwarven preference for hard work, loyalty, honor, and bravery, it is perhaps not surprising the two races have little to say to each other.  Any contributing factor is the different views of magic.  Whereas most elves understand and respect magic, both arcane and druidic, dwarves have only clerics in their society.  They dispensed with arcane magic many eons ago and druidic magic has little to offer them as a race.


Elven warriors are respected for their skill, if not their actual combat moves.  Elven archers are undoubtedly among the best in the world, but dwarves care little for a swordsman's leaps and dances.  Dwarves prefer to stand firm and meet their foes with strength of numbers rather than launch into individual battles.  Of course, this mentality reflects their culture differences as much as anything else.  


The only race hill dwarves hate are the drow, whose infrequent raids result in unnecessary deaths, enslavement, and material loss.  Most drow colonies lie too deep for the dwarves to attack, but any shadow elves encountered on the surface can expect a rough time.


When adventuring together, dwarves and elves have little in common about which to speak.  Elves tend to be flighty and act as they wish, whereas a dwarf looks to strengthen party bonds, devises plans for every possible encounter, and insists on everyone working to the same plan.  The two races can form long friendships.  Given their long lives, it is only natural that the closeness of an adventuring party will begin to rub off on both races and a happy middle ground form.  Of course, this may take decades, but both races are patient.


Dwarves refer to all surface dwelling elves as alfr ("woodland folk"), seeing little difference in their ways of life, but reserve a special name for the drow; slitealfr or "enslavers."

Gnomes

Dwarves and rock gnomes consider themselves to be distant cousins, though there is no biological or mythological link between them.  The belief stems from the shared love of crafting, knowledge of the earth, clannish attitudes, and the common bond shared between sub-surface races.  Although rock gnomes spend a great deal of time aboveground, their homes are familiar to dwarves and share many of the same features.


The famous rock gnome sense of humor is alien to dwarves, who fail to see how the gnomes can produce such quality workmanship and yet spend so much time fooling around.  Gnome jests that they are simply better crafters go down like lead weights in the ocean.  Arcane magic, which gnomes embrace, is accepted by visiting dwarves so long as it is not flouted in their face.  Gnome storytellers, whose particular magic enhances any tale, are often sought out, for appreciation of a good story is something the two races have in common.


Both races share common foes, and joint military ventures are not unknown.  For the most part, the gnomes hire dwarves as mercenaries to work alongside their own Granite Legion, whose tactics are very similar to those of the dwarves.  Dwarven crossbowmen can find employ in gnome armies, whose own weapon are lighter and have a shorter range.  Conversely, dwarves hire gnome soldiers for their skill with alchemical weapons and sneakiness, a trait lacking in dwarves.


Forest gnomes are far too elvish for most dwarves to fully appreciate.  Their religion differs greatly from the more familiar rock gnomes, their military tactics reek of elven influence, and they put individual rights above those of society.  These differences do not stop trade, and forest gnomes sell vast quantities of food to local dwarves in return for metal, which they do not mine.  Most trade goes through rock gnomes, who happily rake in the profits.


Forest gnomes sometimes act as a buffer between dwarf and elf merchants.  The forest gnomes' praises and compliments often sit well with dwarves, who appreciate being recognized for the advanced race they are.  Slandering dwarven culture as "rigid" or "restrictive" sits less well, however.


Deep gnomes are an oddity to most dwarves, but trade has been known between the two races.  Deep gnome and hill dwarf merchants meet with some regularity to exchange commodities.  Discussions are formal and restricted to business, resulting in little practical knowledge being known.  Rock gnomes, the deep gnomes' nearest relations, simply shrug their shoulders when asked about them, for in truth dwarves and deep gnomes meet more regularly than do the gnome subraces.


When adventuring together, dwarves and rock gnomes swap stories, discuss matters of metalwork, and regale each other with tales of their deeds.  So long as the gnome reins in his jesting, he can quickly become a trusted friend.  Forest gnomes and dwarves share little in common, although dwarves appreciate the constant stream of compliments, not realizing the true nature behind them.  Deep gnomes and dwarves share a common subterranean bond, but know very little about each other.  As such, dealings are likely to be awkward and very formal until both races have adjusted.


Dwarves call rock gnomes mulkt-sla, ("little cousins"), forest gnomes erklere ("tree imps"), and deep gnomes hellige ("lost ones").

Halflings

Dwarves and halflings are often neighbors, with the former living in the hills near the halfling communities.  Relationships are cordial, but not overly friendly.  Aside from food, the diminutive halflings have very little to offer dwarves.  Likewise, halflings buy raw metals but prefer to craft weapons more suited to their size than buy chunky dwarven versions.  Dwarven toys are popular with adults and children.


In desperate times halflings may be employed as scouts or missile troops, but dwarves prefer to employ rock gnomes when they have a choice.  Despite their ferocity when riled, halflings are simply too frail looking for dwarves to take seriously as warriors.  However, dwarves can find work protecting halflings and, in some areas, a defense agreement gives the dwarves responsibility for defending the halflings in return for tributes of food.  Both sides prosper and mutual respect can grow into friendship between the races.


Adventuring dwarves know halflings are very skilled thieves and spies, but have no faith in them in a standup fight.  As a result, they can be over protective toward them, even to the point of being unintentionally insulting.  Once the dwarf understands what the individual is capable of the relationship is much smoother and the pair can become friends.


The dwarven word for halflings is mulktreki, which means "little people."

Humans

Humans are a mixed bag that have both worked with and against the dwarves.  As such, dwarven views are split based on personal circumstance.  When dwarves live among humans, they invariably earn a living as crafters and engineers, putting their traditional skills to use building bridges, fortifications, and so forth.  Such creations endure the ages and are seen by many as a lasting legacy of human-dwarf friendship.  


Trade is quite common among peaceful neighbors, with precious ores and crafted goods heading out of the hills and caravans of food, leather, and cloth heading back in.  Regular contact with trading partners is often subject to fixed price contracts, imposed to overcome the belief on both sides that the others are greedy.  Humans insist on negotiating new contracts every year, which the long living dwarves find tedious.  Where contact is less frequent, both sides can find the going tough, for dwarves do not haggle and charge high prices for their wares.


Other branches of humanity, especially the Kalamarans and Brandobians, have repeatedly shown their true colors to dwarves, treating them as second-class citizens or slaves waiting to be chained.  Although Karasta was a mountain dwarf stronghold, its fall to the Emperor sent shockwaves through hill dwarf realms.  If mighty Karasta could fall, what hope was there for their realm?


How a human-dwarf adventuring relationship works out depends more on the human that the dwarf.  Dwarves are fixed in their traditions and beliefs and do not change their minds quickly, if at all.  A Kalamaran or Brandobian is likely to be treated with open hostility at the suffering of the dwarf's kin, whereas a Fhokki may be respected for his strength, a Dejy mocked for his backward view of technology, a Reanaarian treated as a potential ally who probably knows at least one of the dwarf's relatives living in the Bay area, and a Svimohz treated with respect because of his formal society.


Dwarves do understand the main differences between the human subraces, but prefer to lump them together under the title sesjon, which loosely translates as "latecomers."

Hobgoblins

Despite their so-called civilized society, hobgoblins remain high on the list of the adurek's foes.  Dwarves look upon the hobgoblin kingdoms with disgust, claiming their view that "nothing changes quickly for the better" remains as true today as it did eons ago.  Despite having cities and being included among the great races, hobgoblins remain callous, militaristic, and worst of all, oppressive.  No love is lost between hill dwarves and any of the hobgoblin subraces.


Relationships are limited to battlefield encounters.  No dwarf wishing to keep his beard would be caught dead socializing with a hobgoblin, yet alone trading with one.  While hobgoblins lack the tactics to overcome a dwarven stronghold, their courage should not be underestimated, for unlike their lesser cousins, the goblins, hobgoblins are persistent foes and learn quickly from their mistakes.


A dwarf and hobgoblin adventuring together share one common factor; they hate each other with a passion.  While the dwarf undoubtedly wants only to kill his foe, he must ensure his prowess is enough to overcome that of his stronger opponent.  To fail would mean certain death.


Regardless of subrace, the dwarves refer to hobgoblins by one name, diskmor ("vile ones").

Half Races

Dwarves recognize four distinct half races; half dwarves, half elves, half orcs, and half hobgoblins.  Half dwarves are covered elsewhere in this book.  Although half races often portray characteristics from both parents, dwarves treat them as members of the non-human race unless proven different.  Most of this stems from a traditional view that no matter what he looks like an orc (or other race) is still an orc.  Half races resulting from a forced union are considered labeled by their non-human status, even when the human parent was the perpetrator of the crime.


Dwarves label half races other than half dwarves as members of the non-human race with the prefix klyp, which loosely means "not pure."

Non-Civilized Races

Dwarves may live in subterranean realms but they are not isolated.  They know of, and regularly encounter, a variety of creatures.  The most commonly encountered non-civilized races are goblinoids and orcs.  No love is lost between dwarves and these races and bloodshed is the only acceptable outcome of a confrontation.  Dwarves view all goblinoids and orcs as rapacious creatures with no respect for the earth in which they dwell.  Rapacious, in this sense, does not refer to their mating practices, but to how they strip metal from the ground with no intention of returning any.  In short, they are desecrating Tellene with their activity.


Although variant species exist within each group, hill dwarves refuse to give these sub breeds any special favor by giving them their own title.  As such, the following racial names encompass all sub breeds, no matter how different they look from the major breed.  Goblins are called krengari ("filth dwellers"), bugbears are donsk-na-mare ("eaters of the dead"), and orcs are fotarurs ("savage bloods").


Kobolds have the sense to leave dwarves alone, for the most part, but will attack small realms when desperately short of resources.  Gnomes are of course their preferred foes, and kobolds lack the military strength to conduct anything other than attacks of opportunity against the sturdier dwarves.  For their part, dwarves view kobolds as an irritating nuisance and lacking anything the dwarves need.  Still, they do rape the earth and when encountered are usually attacked.  Dwarves call kobolds eselhingst, which translates as "yapping dragons."


While gnolls do not have the courage to venture into dwarven realms, they happily attack merchants and patrols of lower strength.  Gnoll tactics are not suited to combating dwarves, for while gnolls like to overpower their foes and knock them down, dwarves are hard to bowl over and resist such attacks with consummate ease.  Gnolls coming up against boar warriors often find their own tactics used against them.  Gnolls are referred to as likhran, or "corpse ravens," in reference to their scavenging any target of opportunity.


Despite having lived below ground for countless millennia, dwarves still encounter giants, though obviously not in the tunnels.  Giants living in the hills and mountains are a threat to dwarven expansion, the safety of merchants, and, of course, their goat and sheep herds.  Fortunately, dwarves have retained their tradition of teaching their young anti-giant tactics.  Of course, attacking a giant requires large numbers of troops and in most cases dwarves are happy to drive the beast off with missile weapons rather than engage in melee combat.  


Hill dwarves, who prefer to live in lower altitudes, rarely encounter cloud giants.  Some trade exists between hill dwarves and good-aligned cloud giants and non-aggression pacts are common in such instances.  Cloud giants are called aloskempe, which means "castle giants." Fire giants are again rarities to adurek, and are usually hostile.  Their name, thukempe, means "red giants." Only by hill dwarves living in the arctic regions encounter frost giants (emedkempe; "white giants") with any regularity, and as with fire giants are considered hostile creatures.


Of all the giants, hill giants are the most common in adurek lands.  They see dwarves as tasty treats, though are wary of the dwarves' weapons and armor.  Sheep and goat herders are at most risk from these brutes, and when a hill giant is spotted in the area rapid measures must be taken to ensure the safety of the flocks and their tenders.  Dwarves call hill giants tijkempe, or "brown giants."


Stone giants sometimes wander into adurek lands but for the most part prefer to leave the dwarves alone.  For their part, the dwarves are grateful of not having to wage war on another species of giant.  Since stone giants prefer stone weapons and leather armor, dwarves do not consider these giants to be a threat to their mineral wealth.  In most cases the giant can be persuaded to leave with gifts of ale or sheep.  Sacrificing a few tons of low-value resources is seen as a better option than risking valuable lives.  Stone giants are called adomkempe ("rock giants"), in deference to their skill at throwing boulders.


Storm giants are another friendly race, at least by other giant standards, with whom hill dwarves have some dealings.  Since storm giants till fields and value metal, dwarven traders find a ready market, albeit involving a treacherous journey into the higher mountains.  For their part, storm giants appreciate dwarven craftsmanship and are happy to sell what they see as minor quantities of food in return for precious metals.


Woodland giants, or fargekempe ("green giants") are viewed as a nuisance rather than a threat.  Dwarves prefer to burn coal or peat to wood (because of their higher calorific value), but timber is still required for scaffolding and pit props.  Rather than trade for lumber, dwarves prefer to cut it down.  Although this angers the elves, dwarves do not take more than they need and only take what can be spared.  After all, there is no point is draining a ready resource.  Woodland giants tend to be more militaristic against "thieving dwarves" and must be dealt with quickly before they kill the loggers.


As with giants, dragons rarely trouble dwarven realms directly.  Although universally greedy, dragons know they have no hope of defeating an entire realm.  Instead, they keep their activities to attacking merchants and patrols, seeking the legendary wealth of the dwarves in small portions rather than a single, vast haul.  Only dragons lording over kobolds launch attacks beneath the surface.  For their part, dwarves view dragons as gluttonous and greedy.  Their vast treasure piles have lured many dwarves to their deaths, both altruistic dwarves trying to reclaim the precious metal and greedy adventurers seeking a get rich quick victory.  All dragons are universally referred to derogatively as hingst ("treasure hoarders"), though each species does have a unique name.


Vermin, including rats, stirges, and poisonous spiders and centipedes, are ever present in dwarven realms.  No matter how thoroughly the dwarves check, such creatures always find somewhere to hide.  Fortunately dwarves are tough creatures and can cope with poison and disease better than other races.

Trade and Tribute

"When I asked about a discount I swear I could hear him choking."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Despite their desire to lessen the amount of metal in the world, no dwarf realm is self-sufficient and trade is the only way of securing vital resources.  Where possible the dwarves trade small amounts of metal for large amounts of wood or foodstuffs, keeping the value of ore artificially high among other races.  Dwarves do not give discounts, not do they haggle when selling (though they do when buying).  Unfortunately, this practice has proven detrimental over the ages, as it encourages humans to start their own mines.  Despite the loss of trade and the stripping of metal by other races, dwarves hold true to their tradition.


Dwarven merchants employ porters to carry their goods to market rather than use beasts of burden.  As well as saving on animal fodder, the porters double as guards, though most merchants hire professional soldiers from the clan or courage nobles.  Merchants invariably trade directly with wholesalers when possible, traveling into neighboring towns and cities to conduct business.  


Visiting merchants are allowed into the dwarven realm but guards must relinquish their weapons on entrance.  Trade is conducted in special areas near the entrance, so preventing nosy outsiders from learning the layout of the realm or making note of security measures.  As lawful good beings, dwarves would never stoop to attacking visiting merchants and stealing their cargoes, and most merchants know that when a dwarf noble offers them hospitality they are in safe hands.  Indeed, allowing a guest o come to harm dishonors the host, who must pay recompense to his guest.


Within a realm, the nobles control mineral production.  Ore is sold to the smelters, who extract the metal and in turn sell it to the crafters and armorers.  Finished goods are taken to the central stores, where they are evaluated and priced according to ancient rules.  From here, goods are sold to the smaller clan warehouses, or markets, where they are marked up and sold to the consumer.  Clan leaders receive a portion of income from each market, and in turn pay a tax to the realm's ruler.  A portion of all ore is sold to merchants for sale outside the realm, with the seller keeping the profit, Strict export quotas limit the quantities of each metal that can be sold according to its rarity.


Dwarves do not collect tribute from other races, but they do sell their services.  Soldiers are hired to trusted neighbors as mercenaries when needed to defeat a common foe, and even clerics and crafters can be employed, though the latter only when helping to rebuild a settlement destroyed by goblinoids or orcs.  Likewise, neighbors under threat may seek refuge in the safety of the dwarven realm for a fee.


Possessing an ordered society, it is only natural dwarves pay tax.  Taxes are usually paid to the clan or realm leader.  By law, maintenance of tunnels, water systems, and defenses within a clan's holdings are the responsibility of the clan ruler.  Since a king also governs his own clan, he must also maintain his holdings.  Nobles also equip their professional soldiers, pay their room and board, must ensure mines operate safely, and so forth.  In addition, they must pay their non-craft workers.  Miners, for instance, are paid directly by their employer based on production quotas and the value of the goods they excavate.

Business Tax & Guild Licenses

Any dwarf earning a living from supplying goods, whether as a crafter or a merchant, must pay business tax.  Ax levels are set at 1 sp per 1 gp profit (10%) and are payable directly to the central treasury.  Trading permits cost a fixed 20 gp per annum, payable directly to the guild involved.

Guild Dues

Dwarves belonging to a guild pay 4% of their monthly income to the guildmaster.  This payment is not a tax per se, but covers payments when the crafter cannot work through sickness or accident, legal support in disputes with nobles or other races, funeral provision, and such like.  Most guildmasters use the money to invest in business ventures, so increasing the actual capital available to the guild.  By law this money does not count as income for the guild and so is not taxable.


Nobles pay a similar amount into a worker fund for non-guild workers in their employ, such as miners.  The fund serves a similar purpose to that of the guilds.  Naturally the sum donated in considerably larger than a single crafter pays, but a noble may have hundreds of miners working for him.

Income Tax

All dwarves pay income tax to their social superior.  Common dwarves pay clan nobles, who in turn pay the ruler.  The ruler pays his portion of the tax into the central coffers.  Regardless of actual income, the tax is fixed at 3 sp per 1 gp earned (30%).  It is payable monthly.

Temple Tax

Every dwarf must pay 5% of his income to the temples to help maintain them and to pay for clerics and templars, who receive a stipend from the organization.  A dwarf may choose which temple he gives a donation and may spread out his payment to multiple temples.

Trade Tax

Any goods entering or leaving a dwarven realm are taxed according to their value.  Import tax is fixed at 2% of the value and is paid by the merchant wishing to sell his goods to the dwarves.  Export tax stands at 7% and is paid by the buyer.  As one can see, this favors the dwarves in both cases.  Dwarven realms accept any currency, basing its value on weight and purity rather than ephemeral exchange rates.

Calendar

"Ah yes, how notably the seasons change underground.  I know I'm being sarcastic!"

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."
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	Dwarven Month
	Translation
	Standard Name

	Blit Jar
	Start Year
	Renewal

	Klok
	Trading
	Sowing

	Zumol
	Wandering
	Mustering

	Hirthi
	Watching
	Declarations

	Ulgras
	Restocking
	Mid-season Harvest

	Imprago
	Strengthening
	Replanting

	Thulk Jar
	Mid Year
	Siege-hold

	Mone
	Warming
	Arid

	Ankalos
	Gathering
	Reaping

	Fal
	Waiting
	Harvest

	Udest
	Cooling
	Frosting

	Ritkum
	Axe Fall
	Snowfall

	Salk Jar
	End Year
	Famine


XXX END SIDEBAR XXX

The dwarven calendar is typically seen as being organized around the 13-month lunar year of Tellene as with other civilized races, but it was not always so.  The modern calendar was adopted to allow dwarves to deal with the surface-dwelling races, who were taught it by the elves.  The true dwarven calendar is extremely complex and never revealed to outsiders.


In the early days, soon after they discovered the surface world, it was the Brightstar that caught their attention.  Whereas the moons moved erratically Brightstar kept perfect time.  Dwarves call it Flamrok ("Celestial Heart"), believing it controlled the true rhythm of the universe and kept everything is order.  Dwarves later discovered that the moons do move in fixed cycles, but these take many centuries to complete.


Dates are calculated based on the movement of Flamrok, the three moons, and the sun.  Centuries of stargazing have enabled the dwarves to calculate eclipses and alignments with remarkable accuracy.  Because everything in the universe moves to a cycle, dwarves understand that solar eclipses and celestial alignments are regular events and therefore not portents of doom as some races believe.  They have effectively created the science of astronomy but lost much of the wonder of the heavens in the process.  Rhythm and order have replaced speculation and mythology.


Complex astrolabes and charts are required to perform even the simplest calculation, but to the orderly loving dwarves it is a labor of love.  Clerics of the Founder are responsible for maintaining the dwarven calendar.  Dwarves have enough understanding of the heavens that they no longer need to view it to tell the date; all the data they need is in their charts.


Calendrical notations varied with major events and dwarves have used many names over the eons.  Until recently the calendar was called the Time of Man and began when humans arrived on the mainland.  Following the fall of Karasta the hill dwarves took the unexpected move of following the new cycle started by the mountain dwarves.  The current year is now 15 N.M. (after the dwarven term Norjis Maklosh, meaning "Fall of the Great Realm").


Dwarves see the sky as the Amytral ("Great Smithy").  The sun is Amythom ("Great Forge") and the stars as sparks caused by the celestial hammer of the Founder striking Amythom..  The three moons are not viewed as planetary objects, but as heavenly representatives of the dwarven social stratum.  Diadolai, which spends much of its cycle hidden from view, is Kul Yak ("Dark Delver"), who mines the heavenly metals for the celestial forge.  Pelselond, or Ful Than ("Divine Warrior"), roams across the heavens, always searching for foes who would extinguish the forge, and Veshemo is Gomore ("The Supervisor"), who ensures the heavenly workshop runs smoothly.


Only during a meteor storm do dwarves look skyward.  During such events dwarves believe that hot metal, flakes fly off the forge. Most burn up in the sky but sometimes a flake falls to earth.  Dwarves will travel vast distances to claim such a prize, for the metal contained within (meteoric iron) is priceless, being divine in origin.  In game terms, treat meteoric iron as adamantium.

The Months

The year begins in Blit Jar, the traditional date for recording new events.  Enemy raids lessen throughout the month, with the cowardly goblinoids retreating to their lairs to begin breeding.  Goats and sheep are let out of their winter pastures to run free in the hills.


Being less bothered by adverse weather than other races, dwarves begin their trading year shortly after Blit Jar.  Merchants travel to close neighbors to buy excess winter stores of food and wood in return for metal ore and manufactured goods.  Few dwarves bother to travel any extensive distance, as most races are more concerned with planting new crops than trading.


Zumol is the first time the merchants from other races begin their journeys to dwarven realms.  Dwarven explorers begin their annual search for new mineral veins, both inside and outside the realm.  As the days lengthen so the goblinoid tribes slowly withdraw from open warfare, limiting their raids to subterranean forays the dwarves can usually contain with practiced ease.


Hirthi is named for the practice of sending scouts to keep an eye on neighboring troop movements.  During the spring months most races muster their armies after the winter break to take stock of equipment and begin drills.  Ever suspicious of the motives of other races, the scouts try to gather information on likely targets of aggression and troop strength.  Military aides are sent to friendly neighbors to discuss plans for joint raids.  Scouts also begin to explore nearby goblinoid lairs, gathering valuable information of defenses before the summer raids begin.


Once the first harvest is gathered the merchants travel further afield in search of foodstuffs.  Vast quantities of cereals are imported while hunters gather meat for the larders.  Non-dwarf merchants begin their first visits to the realm, bringing new goods to market, while dwarves travel further afield with their wares.  Goats and sheep have already given birth, and as the days warm they are shorn and the wool used to make clothes.


As spring turns to summer so the dwarves gather their military strength in Imprago.  Raids on goblinoid lairs are conducted during this time, the intention being to weaken their numbers before the winter, when goblinoids tend to be more active.  Adults are killed before the young, simply because it is the adults who will attack the dwarves in winter.  Particular attention is paid to destroying smithies and looting ore stockpiles, both to deny the enemy these resources and to reclaim the metal.


Depending on how success the raids were and the activities of neighbors, Thulk Jar can be a time of renewed military activity or peace.  Most races conduct surface warfare during this time, taking advantage of the long days.  Dwarven defenses are bolstered, especially in trouble spots, and visitors subjected to intense scrutiny.


Mone marks the height of summer and the inevitable slide toward fall.  Although comfortable living below ground, most dwarves take the time to spend at least a few hours above ground, basking in the fresh air and sunlight.  Mercantile activities die down during the height of summer in preparation for renewed efforts after harvest.  Military raids against hostile neighbors continue throughout the summer, the dwarves having replaced any losses with fresh recruits.


Ankalos is as important for dwarves as it is for other races.  Merchants travel far and wide to buy as much food as possible before winter seals the dwarves in their mountain realms.  Although harvest is not complete, the merchants travel in a circular route, buying and selling as they go.  Distant towns are visited first, with nearby settlements visited on the return leg of the journey, by which time the full harvest is in.


Fal is a time of renewed military activity, although this time of a defensive nature.  As the days shorten so the goblinoids grow braver and sentries must be ever vigil for enemy scouts and raiders.  Sheep and goats are brought off the mountain to their winter fields near the realm and patrols are doubled.  Civilized races rarely devote much time to raiding as gathering the harvest takes priority, so dwarves carry out raids against troublesome neighbors during this period.


Udest marks the transition from fall to early winter.  The nights grow long and the temperature drops low enough to form frosts.  Although this does not bother the dwarves (the temperature beneath ground tends to remain fairly constant all year), it does put a stop to trading.  Most dwarves pay their last visit of the year to close neighbors and prepare to seal their doors until spring.


Ritkum is the favored time for goblinoids to conduct raids against the dwarves.  Ever greedy for metal ore, manufactured goods, gems, and food, goblinoid attacks are relentless throughout the winter.  Depending on their strength, the dwarves may seal off parts of the realm, diverting miners and laborers to militia units to bolster the strength.  With food at a premium, visitors are rarely welcome, though fighters can always find lodgings in return for service.


The last weeks of the year are called Salk Jar.  Dwarves place no special significance to the end of a year, seeing it as just another revolution of the great cycle of life.  Naturally they are pleased that spring is coming, but winter gives them some respite from greedy neighbors and allows them to build reserves of ore ready for the new trading season.  Goblinoid raids continue in strength but by now the dwarves have usually contained the threat and are beginning to regain ground lost to earlier attacks.


Dwarves retain the day names of Merchant's Tongue when dealing with other races, but among their own race determine the date by the plurality of the word" day" combined with the month name.  Thus, the second Veshday of Fal is simply called dosa Fal ("day of Fal") with the last vowel of dosa held to indicate 14 days.  After the halfway point of a month, Dwarves sometimes refer to the day as being the preceding month less so many days.  For example, the 15th day of Fal can be referred to as Udest less 13 days.  Dwarves are equally at home with both methods of timekeeping.

Language

"To speak dwarven properly, first gargle with sharp stones."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Spoken & Written

As with much of their culture, the Dwarven spoken today has changed little from the ancient dwarven language that originated eons before the advent of humans on Tellene.  Dwarven vocabulary is comprised of short words with specific meaning; there is little ambiguity.  Many dwarven words are under three syllables long, and most words are only two syllables.  Double consonants are used infrequently, and double vowels used sparingly.


Both written and oral Dwarven revolve around the use of verbs.  When conjugated, all verbs end in a vowel, with the stress usually being placed on that last vowel.  The vowel used indicates the subject of the verb.  For example, the dwarven word for "to run" is dorom.  An "i" on the end means "She (or it, female) runs;" an "o" means "He (or it, male" runs;" and an "e" reflects first person (I run).


Plurality (they, male and female, and we) is reflected in the length of time the final vowel is held.  For example, an "o" held for longer than three seconds would indicate a large number of people or items (they); an "e" held for a full second would indicate two or three people (we).  Plurality in the written language is expressed by a series of backslashes (\) after the vowel.  The number of backslashes indicates the length of time the final vowel is to be held.


Because of the peculiarity of plurality, dwarves do not have specific words for numbers.  Everything is stressed on the final vowel.  Dwarves have no trouble differentiating plurality in their own language and are able to tell apart the slight difference between "three" and "four" items, whereas most races can only make an educated guess at the numbers involved.  Dwarves can determine longer numbers, such as thousands and tens of thousands, to the nearest hundred, though obviously telling 1317 orcs from 1340 is difficult and involves a long wait while the speaker finishes the final vowel.


Fortunately, dwarves use other terms to describe large numbers.  For instance, rather than count every single axe in the armory, dwarves count them in bundles of ten, fifty, or one hundred, each of which has a unique name.  Food and drink are weighed in pounds, hundredweights, and tons (and pints, gallons, and tuns for liquids) rather than individual items.  Groups of people are defined by military terms, which every dwarf understands, combining large and small groups to give a fairly accurate picture.


No, this is not a perfect way for a race to count, but it suited dwarves when they first appeared on Tellene and so it remains in use to this day.  However, times have changed and many dwarves now use Merchant's Tongue when counting to make life simpler.  Within another millennia, all counting is likely to be done in Merchant's Tongue, the numbers becoming part of standard Dwarven.


The Dwarven language consists of the following letters:

	A
	B
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M

	N
	O
	P
	R
	S
	T
	TH
	U
	W
	X
	Y
	Z



Dwarven is unusual in that every letter is pronounced the same no matter what letters precede or follow it.  A rough guide to pronunciations follows.  Dwarven is not easy for non-dwarves to pronounce correctly, but dwarves have long understood this "problem" and rarely bother to correct the speaker.

	A
	as in "apple"
	J
	as in "jig"
	S
	as in "snake"

	B
	as in "boat"
	K
	Short c as in "cat"
	T
	hard t, as in "it"

	D
	as in "dungeon"
	L
	as in "leg"
	TH
	as in "that"

	E
	as in "egg"
	M
	as in "mother"
	U
	as in "under"

	F
	as in "fun"
	N
	as in "nut"
	W
	as in "water"

	G
	as in "gully"
	O
	as in "orange" except at the end, when it is lengthened as in as "tool"
	X
	"dge" as in "judge"

	H
	as in "hen"
	P
	as in "pick"
	Y
	short I as in "it"

	I
	Long "e" as in "feel"
	R
	as in "rock"
	Z
	ts as in "its"



Dwarven is written from right to left or up to down.  Even though dwarven writers know how to use ink, they chiseled dwarven characters for centuries, and still scribe often in stone.  A right-handed scribe needs to chisel the letters from right to left, thus the language is written in that fashion.

Names

Dwarves are clannish and reluctant to break a family tradition by brazenly claiming to start their own dynasty.  Therefore, they have retained only a handful of family names for centuries.  These names belong to the first dwarven families and are considered sacred.  Dwarves typically name their children after deceased family members, often in the hope some of the relative's traits will rub off on the youth.  Children take the family name of their mother until adulthood, when they take their father's family name.


The full name of a dwarf includes his entire bloodline and is very sacred.  Thus, dwarves reveal their full name only to a trusted few, if anyone, and to a non-dwarf in only extremely rare circumstances.  Dwarves mingling with other races will typically choose first and last names based either on a personal trait, a stone, a metal, an element, or an occupation.  These names might be in Dwarven, but more often dwarves will choose names in Merchant's Tongue or the local human language.


Many dwarves take a nickname, which they use even among their own people.  Some nicknames are based on physical features (Big Nose, Greybeard, or the Short), others on deeds (Orcslayer, the Unlucky, Ore Finder), and others on reverse traits (Longshanks for a short dwarf, or the Stick for a portly dwarf).  Most nicknames are not chosen, but start with a single individual picking the name, the use of which grows over time until it becomes a part of the dwarf's self identity.

Warfare

"There is no such thing as an unprepared warrior."


Hill dwarf saying.

Dwarves have long been considered a martial race, and not without good reason.  They wage a relentless war on orcs and goblinoids, possess the secrets of advanced metalworking, and are renowned for their courage.  Given a choice, however, dwarves would rather mine than fight, but when called to war they do so with a ferocity and tenacity not found among the other civilized races.

Weapons and Armor

"Iron is strong, steel stronger, but courage strongest of all."


Hill dwarf saying.

XXX BEGIN SIDEBAR XXX

Dwarven Weapons

Throughout all the dwarven warfare sections you will find references to many weapons not common to D&D.  These are taken from the Goods & Gear sourcebook, which contains their full statistics, in addition to notes on non-mithral dwarven chainmail and a plethora of other useful equipment.


Players without access to Goods & Gear should substitute standard D&D equivalents for these weapons based on their description.  The player's section provides a detailed list of suitable substitutions.

XXX END SIDEBAR XXX

Metal armor is preferred over leather and hide.  Militia troops wear scalemail, which is restrictive but afford as much protection as a chain shirt.  Its dominance is due mostly to its low cost.  Since militia troops are trained to fight in tight formations, its restrictiveness rarely becomes an issue.  Professional soldiers prefer chainmail, both for its flexibility, protection, and because its higher cost denotes their status.  Chain shirts are worn on patrol on performing civil duties, whereas heavier chain suits are donned in times of war.  Wealthier soldiers wear banded mail to war, sacrificing maneuverability for protection.


Courage nobles typically wear breastplates to denote their status.  Many of these are ancestral possessions, and are decorated with runic inscriptions and heraldic devices.  Platemail is usually only found in the form of dwarven plate, which is made of iron.  The secret of its construction remains a closely guarded secret, passed on from master armorer to apprentice down the generations.  Few save the most powerful nobles can afford such garb, and so it has become a status symbol as much as a suit of armor.


Helmets are commonplace.  Steel caps, with or without nose and cheek guards, are the most common.  A standard variation has a hinged faceplate, complete with beard guard, which can be lifted to allow the dwarf to breathe more easily.  Full helmets, sometimes known as bucket helmets, are usually only worn with banded mail or plate.


For the most part, dwarves prefer round shields.  Constructed of metal and covered with a hide covering, which muffle the sound of weapons striking the shield, reduce light glint, and allow the wearer to decorate the front, they are common among all ranks of dwarves.  The other popular shield, the axe shield, is so named because of its unusual design.  A large metal shield, it has two divots in the sides, giving it the appearance of a double-bearded axe.  Although these divots allow the dwarf extra arm room to swing weapons or on which to rest spears, they prohibit the shield's use in a shield wall.  Skirmishers, missile troops, and pikemen, as well as support personnel such as healers and priests commonly carry bucklers.


When it comes to weapons, the axe is perhaps the most well-known and is considered by many to be the dwarven racial weapon of choice.  The zarvalk is the most common and is a one handed, long haft axe found among militia and professional alike.  When used with a shield it is a purely slashing weapon, but when carried by itself it is swung in a figure-eight pattern, providing both defensive and offensive uses.


Heavy infantry prefer the dwarven waraxe, which is usually a double-bearded axe carried and wielded in two hands.  While it inflicts more damage, it prohibits the use of a shield, which forms a key role in dwarven tactics.  As such, waraxes are carried by elite troops whose heavier armor makes up for the lack of shield.  Should the dwarves be caught off guard (a rare event), miners have ready access to pickaxes, which although not designed for warfare can inflict terrible injuries.  


In a similar vein, the urgrosh is rarely employed by frontline troops unless fighting cavalry or on battlefields with enough room for the enemy to charge.  When so employed, the axe end is set into the ground leaving the spear ready to impale opponents foolish enough to try and break the line.


Most races use some form of dagger, and hill dwarves use the forakek.  It has a thick blade making it useful for cutting or slashing, as well as a sharpened edge for piercing.  It is balanced for throwing, but few dwarves have mastered the art of the knife-thrower, preferring more powerful missile weapons.


Dwarves rarely use chain weapons in massed ranks, where whirling weapons can strike allies or become entangled in other weapons.  When they are used, the dwarves prefer the grumli, a heavy, spiked metal ball attached to a wooden handle by a short chain.  Unfortunately they are two-handed weapons and lack the reach to be used over a shieldwall.  When swung in an overhead arc, however, they enable a small number of dwarves to hold a narrow corridor against attackers.


Although dwarves are renowned smiths, hammers are considered weapons for second-rate troops.  As well as the traditional long-hafted, lightweight hammer, hill dwarves also use the nelzuk, a weapon used for both crushing and piercing.  It is not the easiest weapon to use, despite being a one-handed weapon, and few warriors bother to become proficient in its use.


Polearms are actually popular in defensive battles, where the long shafts allow the business end to protrude over the shield wall.  Most useful for this is the zormed, which has a straight, tapering blade.  Rather than used to impale foes, it is swung up and down or side-to-side to slash foes.  When a unit moves their blades in the same direction, the dwarves call the effect a gaz-ar-dirk-eks, which fully translates as "sea of shimmering blades." Although less effective, the ulmed, which has a hammer and axe head fitted to the same end, is used to push foes back or break up charges without leaving a heavy foe impaled on the end.  


Short spears, the favored weapon of the militia, can be used with the shieldwall to break up charges and thrust at foes without disrupting the integrity of the wall.  The gramduk is a short steel spear with a tanged, diamond-shaped blade.  A hand guard and grip are located halfway down the shaft, which stays protected behind the shieldwall.  A thrusting dagger is concealed in the butt, but is employed only when all other weapons are broken or to finish off foes.  The talduk, a longer, two-handed spear, is carried by troops in the second rank, and used to stab over and through the shield wall, doubling the number of weapons in the front rank.


As with most races, swords are popular weapons and come in a variety of forms.  The fargrum is a straight bladed weapon with a single blade save for the last few inches, which are double bladed for thrusting in and then ripping up through an opponent's flesh.  The gimzek is less common and has a single edged, curbed and forked blade.  The ongar is a slightly curved slashing blade with a reinforced back edge to extra strength in parrying and to add weight to the blade.  As with the fargrum, only the last few inches of the blade are double-edged, allowing it to use for slashing or piercing.


Dwarves rarely employ cavalry, yet the myth remains that the dwarven saber is used for mounted combat.  As with most curving swords, the principal purpose is to allow more of the blade into contact with the enemy during a slashing attack.  With a strait blade, only a small part strikes the foe, but a curved edge allows the blade to continue slicing during the arc.


Officers favor the gundmar, which is a slightly curved single-edged slashing sword with a spiked pommel.  The blade is highly decorated, usually with the deeds of the bearer.  Once a foe has been slashed, the spiked pommel can be driven into his head to finish him off.  Another popular sword for officers, and by default nobles, is the dueling sword.  Usually wielded two-handed, the dueling sword was once used in ritual duels, a practice dwarves no longer carry out except in very rare circumstances.  The blade is wide but thin, making it ineffective against heavier blades.  Most are carried for ceremonial purposes, but a noble facing an enemy commander may opt to stain his dueling sword.


Lastly, there is the zomburd, a heavy bladed, double-edged two-handed sword.  Since it prohibits the use of a shield, it is only carried by elite troops whose duty is to disable larger foes, such as giants or trolls, where a quick kill is preferable to a drawn out combat.


When it comes to missile weapons dwarves favor the crossbow, which they invented.  Although slow to reload, they require little skill to operate, being point and fire weapons.  As such, most missile troops are militia.  Throwing axes are popular with all classes of warrior, and dwarves usually carry two or three axes to use against charging foes before entering melee.  Throwing spears and daggers are uncommon, but do find use with individuals who prefer them to axes.  


The steelbow, a composite weapon perfected by the dwarves, is used by professional missile troops (when available).  Although it has a shorter range than other composite bows, it is perfect for use in tunnels where distance rarely favors either side.  Dwarven archers can be excellent shots, but elves remain the masters.

Ranks

"A glorious death is earned, not sought."


Hill dwarf saying.

The lowest rank with command powers is the gramthan.  Often called a sergeant by other races, the name means "senior warrior" and refers to the soldier having earned the title through service.  Always a non-noble, gramthan lead small units of soldiers both on the battlefield and during battles.  Like all officers, their beards denote their status, for dwarves do not wear rank badges or uniforms to denote rank.  Not every sergeant goes on to become a courage noble, but it is seen as the first step on the ladder.


Courage nobles hold the first true officer rank.  They retain their social name, "sword crown," as their military rank.  Although not born nobles, their valor and dedication has earned them the right to hold the title in absence of noble blood.  Humans usually refer to such leaders as "lieutenants," lacking the understanding to separate courage nobles from blood nobles.  Courage nobles do command fixed size units and serve as adjutants for captains.


At the top of the regular military command structure are the bardungan, or "war crowns," known outside dwarven lands as captains.  Each captain controls the entire military strength of a single clan.  Captains must be blood nobles, though if the actual clan leader is elderly or infirm, the position falls to his eldest son.  Daughters are usually only given command responsibilities when there are no sons and the female has served a military career all her life.  It is because of this they receive a unique title rather than carry their social title.


When more than one clan musters, overall command lies with the king or realm leader.  No specific military term applies to the commander, as all nobles are both political and military commanders.


Colored cloaks differentiate rank. Common soldiers wear grey, gramthan wear dark grey, courage nobles deep red, and captains sport dark blue. If the king is present on the battlefield, he wears a deep purple cloak. Scouts and saboteurs often wear grey and black striped cloaks for camouflage, regardless of any rank they hold.

Organization

"Be firm of mind and the body will hold."


Hill dwarf saying.

Unlike most races, dwarves favor a strong defense and fight static battles where possible.  Their greatest strength lies in solid lines, strong courage, and a tenacity to win at any cost.  Military units are expected to operate as part of a larger formation and unless issued orders are expected to stand fast, even when it looks like the enemy is routed.  Possessing fewer numbers than many of their foes, dwarves cannot afford to be lured into traps or break their strong defensive formations for a moment of fleeting glory.


The smallest unit, the starez, or "guard," comprises three to five warriors.  As their name implies, they are used as guards within the realm, operating in fixed positions or as roving patrols.  Dwarven realms lack a civil police force and warriors perform the same function.  When operating alone, authority lies in the hands of the oldest dwarf, though he has no official title.  Regular starez are never employed in battle as a standalone unit but comprise part of a larger entity.  The title is applied to other units, however.  An artillery team commanding a single weapon, a group of ranger or infiltrator scouts, and a noble's immediate bodyguards all form a starez and in such cases may operate independently of other units.


Although not technically a recognized unit, an am-herek ("half retinue") comprises two or three starez led by a sergeant.  Rarely operating alone, they actually form part of a larger unit known as a herek ("retinue").  Led by a courage noble aided by two sergeants, a retinue has between eleven and twenty warriors.  The name comes from the fact that the warriors are sworn to serve their commander, who in turn swears loyalty to his clan leader.  Except in very rare circumstances, all members of a retinue belong to the same clan.


The military strength of a clan is known as an eka-starez (or "clan guard").  The exact military strength varies by clan size, but typically numbers between thirty and one hundred professional warriors.  Sergeants are appointed to command each group of ten men with one courage noble commanding each herek.  Overall command lies in the hands of the captain, the clan's leader (or his appointed surrogate if he is too elderly to fight).


In addition to the soldiers, the eka-starez has an additional number of support personnel equal to roughly 30% of its warrior strength.  Included in this number are dedicated scouts, medics, priests, and so on.  Although capable of fighting, their primary use is to support the clan in warfare, ensuring logistical lines remain open and catering for the needs of the immediate soldiers.  Additional support personnel, such as stretcher-bearers and cooks, are formed from militia units.


The largest military structure is the maklok or "kingdom." Comprised of every professional soldier in the realm, its overall varies immensely.  The smallest maklok may be no more than two or three clans, whereas the largest can muster twenty or more.  As stated before, command is given to the realm's leader with his captains forming his battlefield officers.  Junior courage nobles may be used as aides and staff officers, with their retinue forming an extension to the leader's own permanent guard.


Should the militia be needed, they are formed into units known as fem adurek kek ("militia squads") and attached to herek as required.  Summoning the militia is an all or nothing affair within a clan, though not every clan may be called upon simultaneously to send troops.  Militia do not hold ranks and they are laced under the command of a courage noble and his sergeants.


When operating in their own realm supply lines are easily maintained and food, medicine, and reinforcements can be ferried back and forth with ease.  Operating in enemy territory or outside can involve complex logistical problems.  As a rule of thumb, each ten miles of supply lines are supervised by a single courage noble and his retinue and supported by a number of militia squads varying with terrain.  The easier, and friendlier, the terrain, the less guards are required.  Small scout units constantly patrol the flanks to limit enemy ambushes.


Dwarves fighting away from home are expected to carry supplies for two weeks.  This includes all provisions, tents, medical supplies, entrenching tools for constructing defenses, and so on.  A typical soldier carries double the weight of his armor and weapons in non-combat equipment.  Fortunately, dwarves are a hardy race and can bare such loads with greater ease than other races, even being able to fight with only a minimal reduction in combat effectiveness.


Dwarves can also suffer the physical effects of starvation longer than most races, but moral loss is a more serious consideration that must be addressed by commanders.  The old adage about an arm marching on its stomach refers to this more than to physical weakness.  Lacking the in depth knowledge of the world above ground, dwarves make poor foragers and must rely on their supply lines, or allied units, to provide food.

Troop Types

Infantry form the core of the dwarf armies.  Most professional soldiers are medium infantry, clad in armor and carrying shield, axe, and sword, and trained to fight offensively or defensively as required.  Supporting them are more specialist infantry types.  Units of pikemen stand behind the shieldwall to break up charges, skirmishers, consider medium infantry by the standards of other races, perform flanking maneuvers and whittle down foes with short range missile fire, and heavy infantry, whose task is to advance forward, pushing the enemy back.


Missile troops are invariably crossbowmen, though all dwarves are skilled with throwing axes.  Except when defending a realm, when they are the first line of defense, they are kept on the flanks to support the infantry.  Unlike missile troops employed by other races, they are heavily armored and expected to enter melee when called upon.


As noted before, there are three special types of troop available to dwarves.  Boar warriors are used to punch through enemy lines, opening a gap for the bulk of the army to exploit.  These hardy souls are never used defensively, for their training encompasses only attacking strategies.  Being the first in to battle does lead to a shorter than average life expectancy, but there are always plenty of would be recruits lined up to take the place of the fallen.


Forming the core of the defense are the defenders, known elsewhere as dwarven defenders.  Sturdy and brave, they are the last line of defensive, called to fight in the shieldwall to bolster the defense or to stand together when all else fails.  Some races see these dwarves as the least brave, waiting as they do for the enemy to come to them.  Such misconceptions serve well, for those that have never faced a dwarven defender tend to underestimate their resolve and defiance.  Their motto, "Never Step Back," sums up their willingness to die rather than yield valuable ground.


Lastly there are the templars, elite holy warriors serving a cleric or noble (when requested) and spurred on by their unwavering faith.  Templars are perhaps the rarest of the special forces and do not work well with members of different faiths, but as bodyguard units or shock troops leading a charge their value is incalculable.


Dwarves do not make good cavalry troops.  A life underground prohibits the deployment of such troops and even when fighting above ground dwarves prefer to rely on the courage of their men rather than the flighty temperament of animals.  Animal suitable as mounts also require foodstuffs not grown by dwarves and specialist medical knowledge to heal.  This is not to say that dwarves never use animals in combat, however.


Certain species of dog are employed to serve with scouts or clad in spiked metal armor and let loose on weaker foes, such as goblins.  Some clans keep dire weasels and badgers for the same purpose, letting them loose to roam through key areas in times of siege, attacking anything in their path.  Should actual cavalry be required, most realms hire gnome badger riders or human or elf cavalry.

Tactics and Strategy

"Victory is not won on the battlefield, but in the preparation."


Hill dwarf saying.

Dwarven military tactics evolved thousands of years ago and, for the most part, have never altered.  Once a tactics has been proven to work, it is forever fixed in military training regimes.  This rigid adherence to proven tactics has been detrimental more than once, but dwarven brains are not geared toward spontaneity.  Fortunately virtually every possible situation has been encountered at some point in the past and a counter-tactic devised.


Dwarves do understand that a battle plan rarely survives contact with the enemy and make adjustments as the battle ebbs and flows, though always using fixed tactics.  When fighting in large-scale battles, dwarves employ signal horns to control troop movements.  Each clan guard has a horn delivering a different note, so the dwarves can recognize the sound of their own signal.  A complex set of signals covers everything from advance to wheel left and engage the enemy.


One should never confuse dwarves' rigid adherence to set tactics to mean they are easy to fool.  Dwarven tactics may be fixed but they can be remarkably complex.  Their resolute nature, and centuries of experience, means it is hard to draw them into feints and ambushes, no matter how carefully they are executed.  Any easy way to defeat a dwarven army is likely to have already been used at sometime in the past and therefore been countered by a change in tactics.


Against the civilized races, save for hobgoblins, who barely count as such in dwarven eyes, dwarves take prisoners, ransoming them back for precious metals or gems.  Prisoners are well fed and their wounds cared for.  They are priced according to their social status and health, for according to the dwarf way of thinking a fit individual works better than a sick one and is therefore more valuable.


Orcs and goblinoids (including hobgoblins) can expect no mercy.  Ransoming such foes never takes place, for the dwarves know that a single goblinoid can father dozens and dozens of new foes before its death of old age.  Prisoners are killed quickly and cleanly, allowing the dwarves to get on with more important tasks, such as looting the dead.


Again, this has been misunderstood as pure greed, but battles are a way of gathering large quantities of metal in a single stroke.  As usual, much of this booty is returned to the earth, but some will be used to create new weapons, coins, and tools for the dwarves.  Even the crudest orc sword is a welcome sacrifice and takes both the weapon and metal out of circulation.

Ambushes

Dwarves use ambushes to weaken larger forces or destroy smaller ones entirely, but are not masters at the art.  The races that are considered experts at this form of warfare are usually skilled magic users, such as gnomes or elves, or can respond quickly to sudden turns of events, like halflings.  Other races favoring ambushes usually take the dwarf approach and use total aggression as the main form of attack.


The ideal terrain for a dwarven ambush is a steep sided gully with only one route passing through.  Dwarves are not skilled at camouflaging themselves in vegetation, not are they adept at moving stealthily through such terrain.  Give a dwarf some rocky ground, however, and he is as agile as a mountain goat.  This is not to say dwarves never employ ambushes in non-hilly areas, but they do so less often.


Once an area has been chosen, the attackers split into four forces.  The two largest units take up position atop the gully walls, where they have a good view of the trail beneath.  The remaining units take up position at either end of the approaches, with the force nearest the enemies' approach being further back from the road and concealed behind boulders or in gullies.  That they cannot see their foe is not important, for they only act when signaled to do so.


Scouts are deployed along the trail in both directions to watch for victims, reporting back in person with information.  Once a force has been spotted, the ambushers take cover and wait, leaving one scout to spy on enemy progress.  As soon as the victims reach a designated spot, the ambush is sprung.  


The flanking forces open fir with crossbows, aiming to take out officers, spellcasters, and mounts first.  While the first volley is being launched, the front and rear forces move to block the trail with a shieldwall, thus preventing the enemy from escaping.  If the ambush has been well executed, the defenders' initial confusion seals their fate.  Crossbows continue to fire into the trapped defenders while the shieldwall slowly advances, pushing the survivors into an ever-narrower killing zone.  Only when the defenders are severely weakened does one shieldwall break to enter melee.


Of course, shieldwalls are not unbreakable, and a determined push in either direction can cause a breech.  If this looks likely, one squad of crossbowmen abandon their post to reinforce the wall.  In extreme cases, missile fire may stop entirely and both shieldwalls be strengthened ready for the push forward.


When no ravine is available, dwarves favor steep (but not sheer) hillsides but require more troops to execute the ambush.  The bulk of the army is split again on the flanks, with both sides using crossbows in the first attack.  Rather than reload, however, one side charges into combat while the other forms a shieldwall to prevent foes from escaping.  The aim is to drive the defenders onto the spears of the shieldwall, trapping them against an immovable object.  The two end forces form shieldwalls to form three sides of a rectangle, leaving the attacking force to butcher their foes in a contained area.  Again, there is enough flexibility for the shieldwall to be strengthened in one area, though at the expense of another.  If enough confusion has been wrought in the first volley, the enemy is unable to mount a coordinated push on any one part of the wall.


Few divine spells are well suited to ambushes when compared to arcane magic, and for the most part dwarves leave fighting to warriors.  That said, certain spells are employed to aid the ambushers.  Any spells that negate an enemy officer's ability to command, such as cause fear, command, hold person, enthrall, or blindness/deafness remove their ability to coordinate their men.  Obscuring mist and darkness can cause confusion in the vital first moments of an ambush, preventing the enemy from detecting the attackers.  When targeting spellcasters, silence and hold person are especially useful, as are any damage causing spells that might cause a spellcaster to lose concentration.


Spells that directly aid the attackers, such as bless, aid, and bear's endurance, are also useful, though usually there are not enough available to affect more than a handful of troops.  Most dwarven clerics devote spells to offensive magics, especially area effect spells.  Offensive spells requiring touch are likewise all but useless, for an ambush is won or lost in the first few seconds.

Pitched Battles

Pitched battles refer solely to conflicts above ground.  Since dwarves rarely launch into mass battles without the entire realm's military might at their disposal, this section assumes the dwarves have a full range of troops, including militia units, at their disposal.  Tactics remain the same without militia troops, but in such cases the dwarves prefer more favorable terrain.


Although dwarves can run in armor without penalty their preferred tactic is to let the enemy come to them.  As such, terrain is always first and foremost in a commander's eyes when preparing for battle.  The ideal terrain is hilly, which allows the dwarves to station their troops on high ground and hampers the movement of foes.  Should dwarves have a choice, they always opt to take the most defensible position, and being hemmed in on two sides by natural obstacles is seen as an asset rather than a liability as it prevents outflanking.


The core of the army forms a long shieldwall facing the enemy force.  To form a shieldwall the defenders simply interlock their shields to form a solid wall.  The front rank kneels, their shields protecting their bodies and the legs of the second rank, who stand with shields locked.  Spears and polearms protrude through the gaps to form what resembles an armored hedgehog.  A solid shieldwall can withstand cavalry assaults but is only as strong as its weakest link.


Where terrain is favorable, natural obstacles, such as rivers or dense forests, protect the ends of the shieldwall.  Usually, however, the terrain is more open, requiring the ends to be anchored by additional troops.  Typically a small force of axe men is positioned at each end with crossbow troops supporting them.  The shieldwall is flexible, however, and can bend back to form an enclosed circle should outflanking be a possibility.  Its main purpose is to stand firm, allowing enemy charges to break on the spears and shields, while the flank units circle round to hit exposed sides.  Since most enemies carry shields in their left hands, it is more favorable to attack their right flank.


As an approaching army nears, the shieldwall is non-existent.  Two lines of dwarves stand ready to meet their foes and hurl throwing axes into the enemy ranks.  Only when the enemy nears is the command to form the shieldwall given.  The enemy, already weakened from axes and crossbow fire, suddenly finds itself facing an impenetrable wall.  If timed well, the enemy cannot halt its advance in time and the momentum of the charge is stymied.


A third rank of troops waits behind the shieldwall to reinforce areas under heavy attack.  This can be achieved by adding thrusting long spears through the gap to pin foes or simply by throwing extra weight behind the wall to keep it fixed.  These reserve troops can also be dispatched to aid the flanks or launch flanking attacks.  A relatively new tactic (by dwarven standards) is to feign a breech in the shieldwall, sucking in enemy troops and dispatching them with reserve troops.  When this happens, the wall folds back to form a corridor of shields, funneling the attackers into pre-selected areas where crossbowmen and infantry stand ready to engage them.


Ideally, the dwarves simply wait behind the shieldwall until the enemy is exhausted, at which point the wall is broken and the dwarves slaughter their tired foes.  Of course, ideals are rarely at home on the battlefield.  Foes used to fighting dwarves often form their own shieldwall, either static or advancing.  When two shieldwalls collide a pushing match takes place, with each side trying to form a breech.  Once a shieldwall is breeched, troops can pour through and attack the defenders from the rear.


When trying to break a shieldwall, dwarves employ their boar warriors.  Formed into wedge shapes known as the boars' head, the warriors charge the wall, attempting to knock back their foes and open a hole.  Casualties are often higher among these troops than regular units, but without their sacrifice many more dwarves would die trying to puncture the defenses.


As stated elsewhere, dwarves prefer a defensive fight and are hard to lure from their positions.  Charges followed by feint retreats may lure most races into following, but dwarves have met this tactic far too often to fall for such ruses.  Instead, fleeing foes are pelted with axes and crossbow bolts.  Only when the commanders are 100% sure the enemy is in full rout does the shieldwall break to follow.


Specialist units, such as templars, rangers, and infiltrators are dispatched to target enemy commanders.  Whereas templates prefer to charge their foes, rangers and infiltrators opt for stealth and long-range attacks.  Dwarves rarely employ poisons and so only the best marksmen are used in this role.  Artillery weapons may be employed if available and are used to smash enemy lines before they reach the dwarves.  The downside is their fixed position, which means retreating leaves them open to capture or destruction.

Sieges

Dwarves rarely conduct sieges and when on the receiving end use the tactics for defending lairs, as detailed below.  That said, they are masters of artillery use and have the patience necessary to conduct a siege.  The tactics below assume a small walled keep is being attacked.  When attacking larger obstacles, such as castles, dwarves employ these tactics against only a portion of the target, seeking to exploit a weak spot.


Artillery and troops are always placed out of enemy missile range.  Despite the ability to throw heavy boulders over long distances, artillery is not used to smash walls.  Rather, it is used to fire into courtyards and outbuildings, denying the enemy cover and creating obstacles that will, hopefully, prevent the defenders from organizing a line of resistance.  Flaming bales of straw are launched at wooden targets, both to cause destructive fires and also keep the enemy on his toes.  Sleep deprivation can bring even the strongest enemy to his knees and also leads to costly mistakes.  Despite rumors to the contrary, dwarves do not employ siege towers.


Dwarves also employ primitive psychological warfare.  As well as maintaining attacks day and night, they play loud music and make as noise as possible to stop defenders sleeping, and, in prolonged sieges, roast animals.  At night, when dwarven vision allows them to move unhindered, they light small fires near the walls and begin roasting meat.  The smell wafts toward the hungry defenders, who are then told they can eat when the surrender.  On more than one occasion starving defenders have killed their lord, who invariably eats better than they do, and surrendered en masse.  The dwarves remain true to their word and feed the prisoners.


To breech a wall, dwarves opt to tunnel, even through solid rock foundations.  Tunnels are started out of sight of the defenders, either in vegetation or behind wooden palisades.  The miners, either regular troops or civilians, tunnel to a point just beneath the outer wall, where they excavate a small chamber.  Stout wooden beams are used to prop up the wall to avoid it collapsing on the miners.  Wood and coal are piled into the chamber then ignited.  The aim is not to set fire to the wall (stone does not burn well), but to burn away the props, resulting in a collapse.  Dwarves are skilled enough to time collapses to within an hour, based on the wood used and size of the fire.


Once a breech is opened, the dwarves send in the boar warriors to secure the gap, followed closely by regular troops, then the militia.  Narrow breeches are obvious deathtraps, but the boar warriors are experts at driving through enemy lines.  As soon as they are through, the reserves follow to secure the tenuous hold.


Since defenders usually have the advantage of height, they place missile troops on the battlements.  Dwarves counter such tactics by forming a dret-nizek ("shield cavern"), where the front rank forms a shield wall to protect their advance while following troops interlock their shields to form a roof over the formation.  The flanks are left unprotected, but the dret-nizek is only employed after the boar warriors have breeched the gap and formed a bridgehead.

Attacks Underground

Aside from living underground, dwarves also fight their most common foes in subterranean conflicts.  When fighting below ground, dwarves endeavor to move quickly and overwhelm their opponents before they can mount a stiff defense.  Where multiple entrances to a lair exist, dwarves attack them all simultaneously to stop the enemy from coordinating his efforts and to split enemy troops into smaller units.


Whether the entrance to a lair is reached above ground or through tunnels, it is nearly always the strongest point of defense.  Denying an enemy access to a lair spares lives and protects stored resources.  As such, dwarves know to hit the entrance with their best troops.  Using lower quality troops may secure the objective, but more lives are likely to have been wasted.  When it comes to needing the best, dwarves utilize infiltrators or boar warriors, depending on the expected resistance.


The boar warriors are not used to capture the entrance, simply to smash the defenses.  Following closely behind are regular troops, who fan out to secure the area as soon as a path is cleared.  Infiltrators work to a different strategy, using their skill to circumvent traps and penetrate the defenses before the attacker detects their presence.  Infiltrators are not equipped for close combat and as soon as they have penetrated the outer defenses reinforcements are called up.


Once the entrance is secured, the dwarves begin their push forward into the lair itself.  Time is of the essence, for sound carries well along tunnels and securing the outer lair must be achieved before any resistance can be mounted if loses are to be kept low.  To achieve this, the dwarves advance without protection, simply charging through and slaughtering everything in their path.  Sooner or later, however, the enemy will respond with tactics that make such activities suicidal.


As soon as resistance is met, the dwarves bring tower shields to the front of the advance.  Sheltering behind these portable barricades, they push forward, using brute strength to overcome their foes.  Broken lines of resistance are exploited by troops pouring out from behind the shield, only closing ranks once the chamber is cleared and the next passage must be explored.  Should the enemy counterattack, the tower shield can be used as a barricade, propped up by dwarves and stout poles.  Should that fail, the standard shieldwall is erected to contain the attack while other units look for routes around the problem.


Traps are an ever-present danger, but dwarven tactics do not allow for rogues and infiltrators to spend time disarming them.  One tactic is to throw a heavy log on a rope down a corridor and then drag it back, hopefully setting off any traps along the way.  Heavy boards are used to bridge pit traps.  Helmets on sticks are poked around corners to draw enemy fire; as soon as the enemy fire, the dwarves surge forward before he can reload.  Always the dwarves keep moving as fast as possible, sacrificing a few lives for the greater good.


Given that surprise is lost very quickly in such battles, dwarves actively seek to make as much meaningless noise as possible.  Echoes from multiple directions confuse foes, especially those of weak mind such as goblins, and hamper lines of communication.  Fortunately, dwarves employ infiltrators as runners when fighting underground, carrying message between different units.


Slaughtering every inhabitant of a lair is next impossible.  Bolt holes and escape tunnels allow the defenders chance to flee.  Grabbing treasure, however, is more easily achieved as fleeing foes rarely stop to pick up their valuables.  Once the treasuries and armories are located, the dwarves halt their advance and form a solid line of defense.  While the frontline soldiers hold off counterattacks, other soldiers remove the treasure as quickly as possible.


Once all objectives are met, the dwarves withdraw, using shieldwalls to protect the troops and prevent counterattacks from catching them unawares.  Slowly but surely the dwarves move backward to the entrance, always vigilant for sneak attacks from hidden chambers, which they employ against foes invading their territory.

Defending Lairs

XXX BEGIN SIDEBAR XXX

Dwarven Traps

Within a realm, most traps are activated bot by pressure plates or tripwires but by levels operated by guards viewing the area through concealed viewing holes.  Because of this, traps within a dwarven realm are harder to detect and disarm.  Search and Disable Device checks are made at +5 DC.

XXX END SIDEBAR XXX

The most obvious feature are the vast gates that allow entry to the city, but these are actually the second line of defense.  Constructed around the gate are networks of small tunnels opening into chambers whose upper levels protrude just above ground.  These chambers are guardrooms, in which soldiers keep constant vigil.  Small slits allow the defenders to fire crossbows at approaching foes while providing maximum protection for the troops.  Cleverly concealed trapdoors, reached via metal rungs in the walls, allow the soldiers to reach the surface and enter melee.  Hoards of provisions, medical supplies, and crossbow bolts allow the defenders to last out many weeks without support.


Most cities have only a single trail leading to the main gate.  These are designed to restrict travel to a snail's pace, with many twists and turns, steep inclines, and, where possible, steep sided ravines to traverse.  Again, small bunkers provide firing platforms for troops against on-coming attackers.


Attackers traveling across country can expect to encounter large numbers of pitfalls, staged avalanches, and crossbow traps, though the latter are not favored as they require constant checking to remove dead animals and reset the traps.  Bunkers are positioned around ambush points, either naturally occurring ones or shaped by the dwarves to funnel aggressors into killing zones.  No matter how stealthy an army may be chances are dwarven sentries are watching their every step.


The tunnels extend back into the main settlement, but any attacker hoping to use them must be exceptionally brave.  Multiple thick iron doors bar entrance, and secret guardrooms with concealed crossbow slits allow defenders to isolate and slaughter foolish intruders.  At the end of the tunnel are several guardrooms, each manned constantly by hardened warriors.


As for the main gates, these monstrous structures stand a hundred feet tall and twenty feet wide.  In most cases they are carved to resemble the natural rock face and are all but invisible when closed.  When possible, they are constructed at the end of a canyon or ravine.  Within the rock face are multiple guardrooms, each allowing defenders to fire crossbows or drop boiling oil onto hapless attackers below.  Opening the gates from outside requires battering rams or magic, and the doors always open outward.  From within, just two dwarves are required to push open the cunningly weighted doors.


Within the main city the defenses are no less impressive.  The first part of any city is always a military zone, with numerous barracks, guardrooms, and armories stationed off what appears to be an unobstructed corridor.  Anyone who has veer tried to storm a dwarven domain knows from experience that such corridors are open invitations to die.


Once a portion of the attacking force has entered the corridor, metal doors slide shut at both ends.  Guards fire crossbow bolts from hidden firing slits to weaken the enemy force and then emerge through secret doors to finish the survivors.  In some cases, the entire corridor is a lever-activated pit trap, which dumps live attackers or corpses into a deep pit (from where the bodies are removed later).  When the doors reopen, the corridor appears empty, as if the trapped attackers vanished into thin air.  Large entrance corridors may have an upper level, from which defenders can pour boiling oil or use missile weapons through concealed trapdoors.


Against goblinoids, such terror tactics can deter a large force, sowing in them doubt as to the wisdom of pushing the assault further.  The tactic can be repeated endlessly, though a determined foe will allows succeed in overcoming his foe, whether through weight of numbers (leading to defender attrition) or magic.


Further in, hidden guardrooms allow the defenders to control a myriad of traps through levers, which makes disarming the traps much more difficult.  Pit traps are the most common, though spears, scything blades, and falling rocks are used.  Iron doors and sliding sections of wall can be used to block access or turn a simple set of corridors into a maze.  Usually, such mazes lead the attackers toward killing zones, where they can be dispatched easily.


Another favorite method of dispatching large numbers of foes is to seal a corridor and pump in poisonous gases "harvested" from the mines.  In such cases, dwarves run the risk of making the area impassable for their troops, but such self-imposed no-go zones are better than being overrun.  Enemies reaching the mines run the risk of being caught in a flood and drowned.  Again, dwarves consider the work involved in cleaning up afterward a small price to pay.


As for small unit tactics, dwarves adopt hit and run style raids, using the network of secret doors to encircle foes.  The favored tactic is to appear behind an enemy, draw off a small portion, retreat into a secret room, and kill them missile fire.  Though this may sound ineffective against an army, morale can be sapped quite quickly by just a few strike teams who, it seems, can operate at will, striking from shadow with impunity.  Other units form mobile barriers with shieldwalls, thus preventing the attackers from encroaching further while simultaneously giving allies chance to attack from the rear.


Non-combatants are sent to the lowest levels of the city, from where secret tunnels lead through a maze of traps and guardrooms to a storehouse of provisions and specially prepared accommodation.  Water is diverted to cisterns via underground springs not used elsewhere in the city to prevent an enemy poisoning them.  Once safe, huge stone blocks are lowered from the ceiling, effectively sealing the dwarves off from the conflict.  To all intents and purposes, they simply do not exist.  The provisions allow for a year's survival.

Religion

"I never pictured the Valiant as a short, beardy dwarf."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Adurek are a religious race, holding true to their gods and goddesses down the eons.  Religious practices have changed little over the centuries and the same prayers and hymns are used today as they were during the first days of the race.  Temples to the Founder exist in every realm and most clans have large shrines in their territory.  Other gods have temples only if there are enough worshippers to support the infrastructure, but shrines and chapels are common to the entire dwarven pantheon.


Unlike other members of the dwarven race, adurek believe in communal worship.  Temples, while not the power bases they can be among other races, are important structures and clerics treated with reverence.  To desecrate a dwarven temple is to dishonor the entire realm and no energy is spared hunting down the perpetrators.

The Pantheon

"Strength in heaven gives strength on earth"


Hill dwarf saying.

Dwarves recognize a wide number of gods, but pay special homage to only a few.  These are dealt with below, in order of importance.  Clerics of these deities always receive preferential treatment over servants of other gods, regardless of the comparative size of congregations.  The relationship between the gods and the great families is covered in History.
Hildal ("Cornerstone")

At the head of the pantheon is Hildal, who other races call the Founder.  His teachings are the cornerstone on which dwarven society is founded and all other gods are considered subservient to his laws.  Regardless of which deity a dwarf holds most allegiance to, the Founder is always in his heart.  Because of this unrivaled popularity, his temples are always the richest and largest within any realm.


The clerics of the Founder are learned in the law to a higher degree than the clerics of the True.  They are less concerned with truth than with facts.  Indeed, the two-tier dwarven legal system removes them from the evidence gathering stage and leaves them only to determine innocence or guilt based on the facts of the case.  Their decisions are based on the ancient laws and are not subject to appeal.  Assuming the evidence they receive is truthful (and no one would ever accuse a Truthspeaker of falsifying evidence) their decision is considered final.  To appeal would be to doubt the traditional laws that have seen dwarves prosper through the eons.


Junior clerics, usually Upholder rank of lower, patrol the realm alongside military patrols, acting as law keeper and ensuring society remains working smoothly.  They have no power to make arrests (that is a perk of the military, which keeps power in the hands of the nobles rather than the clerics) but may order their escorts to arrest suspicious characters for questioning on their behalf.


A council of senior clerics (Enforcer rank or higher) from every dwarven realm must approve any changes to traditions.  Perhaps because of their strict adherence to the old ways, or perhaps because of the difficulty in assembling such a body, no such changes have been made in centuries.


Clerics of the Upholder aspect are skilled architects and while they do not get their hands dirty in actual construction they are responsible for designing the realm.  From corridors to aqueducts, traps to mine shafts, the clerics design and oversee the construction of every aspect.  Virtually every chamber and corridor within a realm contains the mark of Hildal.  


By tradition, the ruler of the realm has a personal birthday (the actual day he was born) and an official birthday, which is on Founder's Day.  In dwarven realms, Founder's Day is held on the day the first work began on the realm rather than when the Founder's temple was consecrated.  Of course, it is no coincidence the two usually fall on the same day.

Seslik ("Oath Holder")

XXX BEGIN SIDEBAR XXX

Optional Rule — Warrior Boasts

Most races see boasting as a way of self-promotion.  Dwarves, however, see boasts that apply to something yet to happen as an oath.  A dwarf who has slain a hundred orcs and brags about it is not boasting (to dwarven ears); he is stating a simple truth.  The same dwarf boasting he will slay a hundred orcs is making a warrior boast, which Seslik hears.


Any dwarf character can make a warrior boast.  A warrior boast must have a single, well-defined combat objective, be less than ten words in length, and be made before a cleric of Seslik.  The boast can be as little as vowing to slay ten orcs in the forthcoming battle or swearing to kill the dragon that ate the king last winter.  A character may only have as many boasts currently unfulfilled as his Charisma modifier (to a minimum of 1).


Boasts do not have strict time limits but are considered forfeit after one month per level of the character when he made the boast or if an agreed time limit (such as killing the orcs in the next battle) passes.  Additionally, the character must fulfill the boast without any outside aid.  He may use any personal resources, as these are figured into his character level, but may not accept help from colleagues in any form, including healing.  Any interference, whether active or passive, automatically results in the oath being broken.  In short, warrior boasts are solo ventures, not group activities.


A fulfilled oath earns the character 100 xps times the difference between his level when he completes the boast and the CR of the monster he slays.  The DM is free to increase or decrease the reward slightly depending on the actual wording.  Slaying a bear is one thing, but boasting of (and succeeding in) doing it bare handed or without armor is another.


Any dwarf character who fails to live up to his word for any reason suffers an experience point penalty as punishment from Seslik.  Unlike the bonuses, the penalty is the difference between the foe's CR and the level of the character when he made the boast, not when he completed it.


This rule is not a tool to give away experience points.  Warriors boasts should involve risk (hence the creature's CR is important), be completed within a sensible timeline (no "I'll kill one hundred orcs before I turn 200" boasts), and achieve some goal that benefits the dwarf's family, clan, or realm.  Making oaths simply to earn extra xps is not in the spirit of the rules and should be disallowed.

XXX END SIDEBAR XXX

Adurek are an honorable race and believe that an oath is a solemn bond.  Dwarves do not give their word easily, especially to non-dwarves, but when they do it is an irreproachable truth.  Even agreeing to meet someone at a certain time is considered an oath, and rather than say "I will meet you at sunset" a dwarf is more likely to say "I will try to met you at sunset." In this way, the dwarf's honor is not stained if unforeseen events delay him, so long as he endeavors to keep his word.


Seslik, also known as the Speaker of the Word, oversees business deals, political treaties, warrior's boasts, and such like.  In dwarven society, he is not responsible for marriages; that falls to his younger sister, Manklim (see below).  While the dwarven legal system is heavily tied into the Word, the god's sacred book, Seslik's clerics do not act as judges.  They are present in court, however, for everyone involved with the case must swear an oath to uphold truth and justice.  


As noted elsewhere, oath breaking is a serious crime.  Although punishment is fixed according to tradition, clerics of Seslik have been known to hunt down such criminals and brand them on their face or hands, thus revealing their crime to all who encounter them.  Clerics conducting such activity can be tried, but invariable the crime is ruled one of honor and declared a legitimate act.

Salimak ("Final Judge")

As well as being honorable, dwarves are also truthful and have a strong sense of justice.  Because honor and truth are so intertwined, Salimak (the True), is seen as the twin of Seslik.  Unlike with most races, the True is male in dwarven eyes not female.  


Clerics oversee all matters of truth within the realm but do not act as judges.  Clerics of Salimak serve only to determine whether or not evidence is truthful; Builders of the law determine actual determination of innocence or guilt.  Their services are available to all dwarves, but it is the guilds who make most use of them in non-court matters.  Worker grievances are appraised by a cleric paid for out of guild dues before being handed over to the Builders for judgment.  All clerics are expected to be able to recite large portions of the law, though most specialize in a single area.


Because of their strong sense of justice and truth, dwarves find perjury abhorrent and impose strict punishments on perjurors.  Outlawing is not unusual, for any dwarf that lies in court has broken sacred oaths and blasphemed against Salimak in a single action.  

Lasterm ("Invigorator")

Lasterm, the Powermaster, is patron of medicine for the body, mind, and spirit.  His clerics are usually traditionalists, following ancient remedies to care for every aspect of dwarves.  Lasterm is the last of the major gods, whose holy places adorn every realm.  According to dwarven theology, he is the younger brother of Seslik and Salimak and was tutor to the first dwarves on Tellene.


His clerics serve a variety of roles.  Some act as teachers, operating alongside clerics of Gramlek to run schools, others join the military, where they serve as combat medics and battlefield surgeons, while other become counselors (the nearest thing dwarves have to psychiatrists).  Truly gifted clerics can become part of a noble's entourage, serving as tutor, physician, and bodyguard.


Temples have hospital wings attached, where clerics tend the sick and injured.  Their services are not free, but patients receive excellent healthcare during their stay.  Most temples operate a sliding scale to take into account differences in pay.  Many clerics are also skilled alchemists, brewing a range of potions and powders to heal body, mind, and spirit.  


By tradition, clerics of Lasterm may not carry weapons except when serving as a bodyguard or n the military.  Few choose to do so even when given the choice, for they try to avoid physical confrontation.  Despite this seeming cowardice, they are trained with the militia and many spend a few seasons acting solely as a warrior to learn the martial arts.

Suzek ("Earth Sister")

Although Suzek is only one aspect of the Mother of Elements, dwarves treat her as a separate entity, rarely paying heed to the other three aspects.  In some respects she is a surrogate for the Creator, who dwarves still revere but no longer worship as a deity.  Her patronage covers the earth and everything within it, especially metals and precious gems.


When dwarves sacrifice metal and gems back to the earth, they are in fact sending them to Suzek.  It is believed that she gives birth to all the products of the earth, with some being rarer than others.  In accordance with their traditions and beliefs, the only way for her to produce more metal is to ensure she always has some to produce from.  In the same way that trees grow from seeds, so metal ore and gems grow from small deposits.  Dwarves may appear rapacious and greedy for wealth, but they always temper what they take by delivering a certain portion back into the earth.


Suzek's clerics work with the guilds and nobles, evaluating products, testing the purity of excavated minerals, locating new mineral veins, and ensuring that a certain portion is returned to the goddess.  Their skill at evaluating the value of precious metals and gems is unparalleled in dwarven society.

Gramlek ("Great Teacher")

Dwarves claim that Gramlek, who others call the Mule, is a dwarven deity who graced the other races with his wisdom.  Given that dwarves are one of the most technologically advanced races on Tellene, having invented the crossbow and, in the case of one dwarf, steam engines, there may be some truth to their claims.  Given Gramlek's teachings about geometric order and tradition, it is not surprising he is part of the main pantheon.


Clerics are expected to serve as teachers in schools, where they tutor young dwarves in everything from history to politics and language to mathematics.  Many are skilled geologists and architects, even rivaling the Founder's followers in the latter case.  When combined with their love of geometric shapes, it leads to wondrous feats of architecture decorated with sparkling minerals and layers of colored rocks.  They also serve as historians and lore keepers, and are responsible for ensuring the deeds of the ancestors are never forgotten.


Many work as crafters in addition to their clerical role, and strive to create new inventions for the betterment of dwarvenkind.  Unfortunately, dwarves are not the most imaginative creatures and their designs tend to be based on centuries of previous attempts rather tan innovations of their own.  As the old dwarf saying goes, "The best things come by evolution, not revolution."

Tragrim ("Tactician")

Better known as the Old Man, Tragrim is considered the father of warfare and is held in high esteem by both blood and courage nobles, as well as by sergeants.  Tragrim taught the first dwarves how to defend themselves from aggressors and how to fight back, but it was not until his son, Lusurk, taught them bravery that dwarves understood both sides of warfare.  Dwarves across Tellene thank Tragrim for teaching them the shieldwall tactic, which has proven to be their greatest weapon.


All dwarven clerics of Tragrim are members of the professional army and are considered soldiers rather than clerics.  This tradition dates back millennia, when many nobles joined the church and the Temple of armed Conflict was close to controlling the military and noble council.  Tragrim's servants lost their priestly status and become common soldiers, albeit ones with special privileges.  Because of this ruling, all soldiers are automatically considered lay members of the church.  It also means that the cleric seated on the religious council has a military bent, but he is one voice among many.


Non-noble clerics serve as drill sergeants, quartermasters, tactical advisors, and bodyguards to their lords.  They receive an extra stipend for their services but are expected to fulfill their regular duties as well.  Cleric/fighters have the necessary skills to become a courage noble, though their clerical duties often make them unsuitable for a full-time leadership role.


Because all clerics are soldiers, chapels exist in barrack rooms rather than as separate structures.  Usually closed to the public, they are opened to all and sundry on holy days and for festivals.  Many chapels contain an array of exotic weapons, both trophies of war and for training purposes.

Lusurk ("Stout Heart")

The Knight of the Gods, Lusurk is patron of valor of chivalrous conduct both on and off the battlefield.  The son of Tragrim, Lusurk is patron of professional warriors, who live by his tenets.  Indeed, Lusurk is represented in carvings and statues as a powerful warrior clad in plate mail and wielding a greatsword.  His clerics are skilled soldiers in their own right, and many serve with the army as combat priests, venturing into battle to deal death to their enemies and heal wounded allies.  Many go on to become courage nobles, which can lead to political problems.  


Because a dwarf may only sit on one council, a courage noble cleric of Lusurk often finds himself serving with the military council whilst retaining strong ties to his church.  This, of course, can lead to a certain bias, but by tradition there is nothing to stop this happening.  While other courage nobles do not doubt the dwarf's ability, they question where his first loyalty lies.  Fortunately, the noble council exists to keep the military serving the rightful causes—the king and the realm.


Many clerics dye their hair white, including their beards, in honor of their god.  While such devotion is to be lorded, it singles the cleric out among foes for special treatment.  To disguise one's white hair in combat is a mark of cowardice and can result in the offender being expelled from the order, leaving him little option but to stay with the military as a regular soldier..


Metal weapons of defeated foes are sacrificed back to the earth.  Since the ceremony is held immediately after battle, the items are thrown into the nearest pond, river, or crack in the ground.  Captured standards are returned to the temple, where they take their place among the other trophies.

Manklim ("Bonder")

Known elsewhere as the Holy Mother, Manklim is the patron of female dwarves.  Her image is that of a dwarven female wearing an apron and carrying two linked metal rings in her open palm.  Though few females hold positions as crafters, most practice a craft for the benefit of their family, such as weaving or pottery.  She is also the patron of marriage, and all marriage oaths, regardless of type, are spoken in her name.  In this respect, she is more important than Seslik, who dwarves believe is her older brother.  She is also viewed as the patron of families and fertility, and every dwarven home has a small statuette of her near the hearth.


Clerics act for the benefit of their clan, then the realm, serving as motivators and matchmakers.  They regularly tour the mines and workshops, encouraging the workers through speeches and traditional songs, and it is not unusual for their voices to be heard in the deepest mines.


Matchmaking is still required of her clerics and such events are popular with males and females.  Once a couple indicates they wish to wed, a cleric is appointed as a lineage judge and investigates family trees for signs of familial bonds that would invalidate the union.  


Dwarven society has few orphans.  It is a dwarf's duty to take in orphaned children from his family or clan (depending on the closeness of the blood ties).  Where multiple families are available, the clerics serve as a form of social service counselor, seeking the best match for the child.  In the rare event no family can be found, such as with outlawed parents abandoning their children, they are adopted by the church as a whole and placed with one of the clerics' families.

Religious Beliefs

"Seats in heaven cannot be reserved, only earned by deeds."


Hill dwarf saying.

If written down, dwarven religious beliefs would fill many hundreds of books.  Each faith maintains its own creed, but underlying them all is a racial belief that, no matter which god they follow, resides in the hearts of all dwarves.  Attempting to describe even a few percent of these beliefs would require a book considerably larger than this one.  Instead, the beliefs most affecting a dwarf's life are described here.

Other Gods

Aside from the main pantheon, adurek pay homage to many other gods.  This section gives a short description of the gods followed, and not followed, and reasons why.  Dwarven names for the various deities can be found in the Kingdoms of Kalamar Player's Guide.


The Eternal Lantern receives less worship than Lusurk, who in many respects fulfills the role of goblinoid-hater commonly associated with the Eternal Lantern.  Devil, demons, and undead rarely plague dwarven realms, though on occasion miners break through into long-forgotten catacombs from a bygone age and disturb the occupants.  Most clerics serve as inquisitors, rooting out heresies.


As a non-agricultural race, hill dwarves pay little attention to the Raiser.  Small shrines can be found in the fungi farms, but actual worship is limited to fungus farmers paying lip service around harvest time.  Clerics of the Peacemaker serve as diplomats and ambassadors, traveling to neighboring lands to secure peace treaties.  While their teachings apply to the civilized races (except hobgoblins), dwarven life is fraught with conflict and the deity has never achieved much recognition.


Worship of the Pure One tends to be limited to courting couples seeking her blessing.  Matchmaking and marriage ceremonies are the realm of Manklim, which removes a major sphere of influence from the Pure One.  The Lord of Silver Linings often has a shrine within temples of Lasterm, who dwarves consider the senior deity of healing.  They only enter the battlefield against non-racial foes, tending to the wounded on both sides with impartiality.


The Traveler's sphere of influence extends to any dwarf leaving the realm, whether to go adventuring or on mercantile activities.  Clerics bless departing caravans (and individuals) and in many cases travel as guards and guides.  Dwarves find the Guardian's teaching subversive.  He preaches freedom and liberty for all, which the dwarves agree with to a degree, but places such things above all else.  Dwarves, with their love of orderly society, see the two things as inseparable.  Clerics are often considered rabble-rousers, though the faith is not heretical.


Worship of Raconteur presents something of a dichotomy.  Dwarves appreciate art in many forms, but their stories, paintings, and songs are based on ancient traditions and spontaneity is not something dwarves find easy.  Most dwarven clerics tend to be historians rather than actual artists, relating the epic tales of yore in song and verse.


As with the Guardian, the Shimmering One's teaching border on rebellious.  Individualism is not a dwarven trait, who see familial bonds as necessary for a dwarf to enjoy life to the full.  Dwarves also limit their appreciation of beauty to metals and minerals, finding the concept of ornate gardens or watching the moons travel the heavens as somewhat bizarre.


Dwarves hunt game animals and practice limited archery, preferring the crossbow, but pay no respect to the Great Huntress.  Adurek have been around long enough to understand that over hunting has a negative effect on future hunts and do not need a god to remind them of such matters.  Shepherds may pay her lip service in order to keep predators away from their flocks.


Coddlers is another subversive deity.  Dwarves are expected to accept their lot in life and work to their best ability.  One can dream about promoting or siring lots of children, but a dwarf is expected to put his current work first.  The concept of starting a task then moving onto another before the first is finished, as practiced by clerics of this faith, is alien.  Once a dwarf starts a task, he is expected to see it through to the end, no matter how long it takes.


Clerics of the Eye Opener are accepted as historians and teachers.  Although wise in many things, they lack the spontaneity to enter battles of wits, preferring to fall back on tried and tested riddles.  Of all the dwarves, clerics of the faith are more likely to have sudden flashes of inspiration, but such revelations are still rare.  Riftmaster, lord of arcane magic, has few worshippers.  Despite having the correct mindset for wizardry, dwarves rarely take up the profession and many frown at those who practice the art.


The Bear, has a nature god, receives almost no worship among adurek.  The Landlord is actually a popular god, despite his association with greed.  Profiteers across Tellene are often treated as friends simply because of their practice of sacrificing money and gems.  Merchants pay him regular homage, as do many crafters, who seek to ensure their products fetch good prices.  His clerics are almost always merchants, using their skills to secure favorable prices and opening new trade routes.  Some, however, serve the nobles as tax collectors and more than a few are skilled jewelers.


Dwarves have no need to see their destiny, for they are taught from birth their lot in life is to serve their clan and kingdom.  Any god teaching otherwise borders on being branded heretical.  Such is the case with the Fate Scribe, whose clerics are escorted out of dwarven realms when detected.  Battle Rager finds no place among dwarves, who fight as a cohesive unit and with sound tactics, rarely embracing their bloodlust.  


As with the Bear, the Storm Lord controls realms virtually unknown to dwarves.  Storms and bad weather rarely bother them in their subterranean homes.  Risk is another ill-favored deity.  Dwarves do not believe in taking chances, preferring to opt for the safe method, even if this would lead to a less successful outcome.  Rogues, and even infiltrators, may follow him, but usually do so for his stealth aspect.


The Laugher finds little favor among dwarves, who prefer to control their emotions rather than submit to them.  Dwarves rarely undergo mood swings, though some wags have pointed out that for a dwarf to smile represents a severe change of mood.  Most dwarves view followers of this faith as troublemakers, whose activities threaten the ordered society of their race.


Evil dwarves are not unknown, but they are uncommon.  Of all the evil deities, three are usually behind the corruption of adurek.  The Emperor of Scorn plays on their mistrust of other races, whispering paranoid thoughts about how much they value dwarven gold and how the other races seek to destroy the dwarves.  The Jealous Eye fuels the dwarves' natural love of gold into the dreaded gold lust.  Her followers hoard precious metals rather than sacrifice them.  Lastly, there is the Dark One.  Living beneath the earth, dwarves often operate in total darkness.  He urges the dwarves to stay in their tunnels beneath the earth, forsaking sunlight and moonlight.  For many dwarves, especially older ones who have witnessed many wars and treacheries, his teachings are comforting.

Funerary Practices

Though they live for centuries, dwarves' physical bodies eventually succumb to death.  Warfare, disease, accident, and old age strike the greatest kings to the lowliest miner, and in death, it is believed, all are equal.  Indeed, the Book of Ages has this to say on physical death, "Let not kings and princes consider themselves safe, for death does not judge by status but by time.  Great king and lowly miner are judged equally, each receiving an allotment of life, and none shall add to or take from this time."

Death is always a great mystery, for what truly lies beyond the mortal life can be learned only by dying.  While dwarves lament their mortality, they do not fear death, for as the Book of Ages says, "He who fears death is already dead, for he is afraid to live." So long as a dwarf has lived well, there is nothing to fear in death.


Dwarves understand that the body is temporal and the soul eternal, but they treat the corpses of their fallen with great respect.  No matter where he falls, a dwarf is taken back to his family, where the corpse is prepared for death.  He is dressed in his finest clothes or armor, complete with weapon, his beard and hair groomed by grieving relatives, and his wounds (where applicable) sewn closed.  He then lies in state for eight days, in honor of the eight great families.  During this time, family and friends pray over the body, say farewells, and leave small gifts.  Although dwarves do not believe in grave goods per se, the tokens are ones of remembrance, not for use in the afterlife.


On the morning of the ninth day, the body is taken to the temple the deceased favored most in life, where the clerics say prayers and sing ancient hymns to aid the passing of the soul, which at this point still resides in the body.  For this reason, dwarves react badly to creatures that feast on the dead or seek to mutilate them.  The body may be senseless, but the spirit within still feels pain.


After the temple ceremony, the corpse is taken to the catacombs that lie beneath the city.  Nobles are usually buried in stone mausoleums, where their remains lie for eternity.  Poorer dwarves must make do with a wall niche in one of the common cemeteries.  Because dwarves do not believe in physical reincarnation and rarely gift their dead with valuable items, they do not protect their dead with traps or magic.  Indeed, any metallic offerings are taken away and sacrificed back to the earth as a final act of honoring the dead.


The final act before the corpse is sealed away is the hitoth, or "releasing kiss."  A member of the dwarf's family, usually a spouse or child, kisses the deceased on the lips.  After doing so, he gently opens the mouth, releasing the soul from its earthly prison.  The corpse, while honored, is now nothing more than an empty vessel, the physical form of the eternal soul now climbing toward heaven.

Afterlife

Following the completion of the funeral rites, the soul leaves the physical body and travels to the hall of the gods.  Here the spirit stands naked and bare before the Truth, which sees every deed committed in life and the reasoning behind the action.  The deeds of the spirit in life are weighed against the Truth.  Depending on how well the dwarf has lived, and in some cases died, he is judged and sentenced to the afterlife.


Despite following a pantheon of gods, dwarves retain a belief in a racial afterlife, which all dwarves, regardless of faith, can achieve.  The concept of a single heavenly paradise is unknown, and it its place are four heavenly abodes.  After judgment, dwarves are reunited with their ancestors.  No earthly troubles reach the great halls, which are filled with song and laughter, and ever full tankards of mead and platters of roasted meats.  Stories are told and ancient songs sung as they are on earth, and the tales of great deeds told on earth reach up into the heavens.  


While it is virtually impossible to rise up through the great halls, souls can fall downward.  A dwarf whose name is forgotten and whose deeds are no longer sung about can slip from one hall to the next lower, though he can never fall from grace completely.


The first, and most important, is the Ara Jerngan ("Hall of Kings").  Despite its grandiose name, it is not restricted for members of the nobility, but is reserved for dwarves whose mortal deeds shaped the dwarven race.  Few dwarves ever reach this great hall, but those that do are in illuminated company, for here dwell the likes of Zardoz Longtongue (who codified the language), Borts Silverstream (the miner who first discovered mithral), and Enrik Eightsongs (who united the eight families).


Ranking one place beneath is the Ara Dolk, or "Hall of Heroes." Guardians of the heavenly realms, the Hall of Heroes is the eternal resting place of warriors whose deeds are remembered in song.  Dwarves who seek a glorious death are rarely found here, however, for as the Book of Ages says, "Let your deeds be done in life, for death brings an end to the story, on which no more can be written." Those who died defending dwarven realms against insurmountable odds, whose courage held when others fled, and whose sacrifice allowed others to live in peace are welcomed.


Next one finds the Ara Ken, or "Hall of Deeds," which is reserved for dwarves whose name lives on within a single kingdom.  Non-military acts and those that did not affect the entire race earn one a seat in the mead hall.  Many nobles and kings end up here, for although warriors, most are remembered for other deeds, such as the founding of a realm or making an alliance with civilized neighbors that allowed the realm to exist in peace.


Lastly, there is the Ara Lekt ("Hall of Kin"), in which all dwarves who led a good life and kept to the traditions and customs of their race dwell.  The vast majority of dwarves end up here after death, but despite being the "common afterlife," it is no less a paradise than any of the others.


Of course, not every dwarf makes it to heaven and the dwarven underworld is a dark and lonely place.  Known as Nizek Ganith, which translates as "Cavern of Echoes," dwarves who forgot or disavowed their traditions, those who murdered kinfolk or betrayed an oath, and the lazy and work shy all end up here.  Once sentenced here, the soul can never be redeemed.


Said to lie beneath the great heavenly halls, the cavern echoes with the tormented cries of lonely spirits, cut off from their kith and kin by their mortal acts and forever cursed to wander alone.  It is said that a soul, no matter how hard he tries, can hear nothing but his own voice.  Even when he finds a kindred spirit, no conversation is possible between the parties, for each hears only his own words repeated.  For a race so tightly bound by oaths of blood and friendship, to wander forever alone is a terrible price.

Important Ceremonies

"Prayer unites body, spirit, and mind."


Hill dwarf saying.

The dwarven calendar is littered with holy days.  Holy days of the main pantheon are public holidays, spent in prayer with family and friends.  Other holy days are recognized as such but are standard workdays unless they happen to fall on Godsday.  Worshippers of the lesser gods attend small services, either in a shrine if the god is popular enough or at the house of friends who share the same belief.


Within the calendar exist a number of special days, some of which are held regularly while others are held only as needed.  The most important of these ceremonies are detailed below.  DMs should feel free to create other religious ceremonies as required by their campaign.

Korke Janok

Despite its name, the Rite of Welcoming is not held to welcome guests or newborn babes, but to celebrate the finding of a new mineral vein.  Held in honor of Suzek, it is seen as a sign that the earth is still producing metal and mineral wealth, despite the activities of other races.  The ceremony is held several weeks after the vein is actually found, for certain tests must be carried out first.


Once the discovery is made, the highest-ranking cleric of Suzek visits the site to appraise he situation.  It is his task to appraise the quality of the vein, calculate its density and exploitability, and decide whether it should be mined or left alone to grow richer.  Infiltrators and rangers may be called upon if the vein runs through previously unexplored territory or runs through dangerous territory, either natural or close to goblinoid lairs.  While the tests are carried out, the populace waits patiently.  More often than not the vein is low grade or too dangerous to mine and dwarves are accustomed to disappointment.


If the vein is found to be unworkable for any reason the dwarves lament the further loss of resources.  Many dwarves feel that the other races have caused the earth serious long-term harm through their mining operations.  One need only look at new dwarven mines, which extend deeper into the earth than ever before, to realize that the metals and gems are running out.  Militant dwarves repeatedly demand the kings take action to stop all non-dwarf mining across Tellene, but the rulers understand that dwarves no longer have the strength to eliminate goblins, yet alone every race on Tellene.  The days of the great realms are long gone.  A few extreme militants have taken to sabotaging non-dwarf mines, causing cave-ins and killing miners in the name of religious conviction.  Such actions are not against any dwarven law, but lead to heightening tensions between neighboring states.


Assuming the vein is workable, the cleric announces the discovery to the king, who then sends word throughout the realm.  Preparations begin for the festival, which is held on the second Godsday after the announcement.  Few dwarves actually get to attend the ritual itself, mainly because of space, but everyone says prayers to Suzek and enjoys a feast laid on by the king, who owns the new vein at this stage.


The entire priesthood of Suzek, the king, the nobles, and the immediate family of the dwarf who discovered the vein attends the ceremony itself, which is held as near to the new vein as possible.  Prayers are said, songs sung, and offerings of gold and silver made to thank the deity for her blessing.  After the initial ceremony, the king rewards the dwarf who found the vein with a silver pick, a symbol of his thanks, and prays to Hildal that when the finder dies his soul reaches the Hall of Deeds.  While this may not seem much of a reward, its true value lies in the afterlife, where the lucky dwarf can spend eternity as an honored ancestor.


The final act is for the king is to allocate ownership of the vein.  He may keep it for himself, give it to a blood noble, whose family hen owns it in perpetuity, or grant it to a courage noble (which reverts back to the king on the noble's death).  The latter is seen as a wise move, for it allows the king to reissue the mining rights in the future and stops any one noble family becoming too powerful.


After the ritual is completed the owning noble throws a feast for the entire realm.  This is an expensive undertaking, but is offset by the new wealth waiting to be mined.  Again, kings use this as a way of limiting power among their nobles.  If the owner is a courage noble, his clan lord is expected to donate money for the festivities.  Since courage nobles pay taxes to their blood noble lord, both will profit from the new wealth.


Since the dwarves will soon be removing more ore from the ground, they are draining her resources.  In order to compensate for this, a Rite of Replenishment (see below) is held a month after this festival.

Korke Helstra

Known in Merchant's Tongue as the Rite of Replenishment, it lies at the heart of the dwarven psyche and is responsible for the misunderstanding that dwarves are greedy beings.  As noted elsewhere in this book, dwarves hoard treasure, sell high and buy low, and even loot the bodies of fallen goblinoids and orcs for their metal items.  Despite their poor reputation, dwarves weather such insults with tight lips.


Dwarves know the earth is a living creature.  Plants and animals represent only a tiny faction of what she has to offer.  The majority of her treasures are buried deep within the earth, being precious metals, gemstones, and even the rock through which dwarves tunnel.  Like all living creatures, the earth cannot produce something from nothing and they believe that metals and minerals grow in the way animals and plants do.


In order to ensure a new harvest of ore, dwarves "plant" metal and gems back in the earth.  Whether unprocessed ore, manufactured goods, or polished gemstones, a percentage of all metal goods gathered by dwarves throughout the year (typically 5-10%) are deposited back into the earth each year.  In many cases the goods total hundreds of thousands of gold pieces in value.


The rite is usually held on the first new moon of Diadolai of the year, when the moon cannot see what the dwarves are doing.  Dwarves never bury anything in the earth, even their dead, if Diadolai is present in the sky, for it is said that Diadolai is always searching for material for the Great Smithy.  It is worth noticing that dwarves do not believe the Great Smithy will go out if not supplied with suitable metal to forge or fuel for its fire.  The Great Smithy burns fuel found only among the gods and its metal does not exist on Tellene, except when a spark falls to the earth.


On this sacred night, dwarves across Tellene gather to throw coins, weapons, jewelry, and lumps of ore into the bottomless chasms and subterranean rivers on the edge of their realm while singing prayers to Suzek, and sometimes the Landlord.  Dwarves believe that underground rivers are like veins, carrying the seeds from one place to another, and are therefore considered especially sacred.  Over the next few nights every dwarf in Tellene will throw something into the abyss.  To refuse to sacrifice is to rob the earth of its fruit and insult all that dwarves have stood for since their creation.


In general, dwarves value older metals over freshly excavated ones.  The longer a piece of metal (or gem) is left outside he earth, the weaker the earth becomes.  Because of this, dwarves place little value of ancestral weapons and armor, even magic ones.  As a rule of thumb, any piece of metal older than 500 years is sacrificed as quickly as possible in order to save it from extinction.

Korke Lamsilk

The Rite of Founding is one of the most sacred days in the calendar, though its exact date varies by realm.  It marks the day the first work began on the realm, the day the Founder's temple was consecrated, and is also the ruler's official birthday.  Many dwarves also pay special homage to their ancestors.


Dwarves throughout the realm gather in the corridors outside their homes and sing extracts from the Book of Ages referring to the time when Hildal appeared to the dwarves and imparted his wisdom.  The deep chorus reverberates throughout the entire realm and outsiders fortunate enough to be visiting at this time swear the very rock vibrates with the harmony, adding its own voice to the choir.


While this is taking place, the king and his entourage visit Hildal's temple.  Here they offer their own prayers, thanking the god for his gifts and promising him the dwarves will remain true to his teachings, no matter what adversities they face.  While he prays, the clerics perform the annual sacrifice, melting silver into bricks, which are then marked with the king's heraldic design.


Once this part of the ceremony is complete, the king begins a tour through the realm, handing out small gifts as he goes.  Every dwarf, no matter what his social status or profession, is awarded the same value.  As the king hands over each gift, the recipient repeats another verse from the Book of Ages, promising to uphold the ancient laws and obey the king, who was appointed by Hildal.  In this respect, the ceremony is one of loyalty as well as remembrance.


After receiving his gift, the dwarf travels to the temple.  Here he kisses the now cooled silver bricks and speaks personal prayers to the god.  After every dwarf has visited the temple the bricks are carried to sites of new construction, where they are placed in the structure.  Any project started on this day receives Hildal's special blessing; workers' safety is assured, the project will encounter no obstacles, and will be completed on time.  Many projects are communal works, such as new expansion tunnels or mine shafts, whereas others are smaller, such as a single temple or a new house.  Living in a property marked by a silver brick is said to bring great boons to the family, including a comfortable life, good health, and many children.


The evening is marked with a great feast.  Rather than being held in a single chamber, tables are set out along the main corridors and dwarves from different clans mingle with each other, eating from the same plates, singing songs, forming bands to play sacred songs, and generally enjoying each other's company.  Visitors are also given a feast, though within the guest quarters, but are visited by many dwarves who seek to make new friends among like-minded races.

Misconceptions

"What misconceptions? When did you ever see a magic wielding beardless dwarf laughing with a female dwarf?"

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Beards

The one defining factor about dwarves that everyone claims to know is that they have beards and that beards hold special powers.  Those that believe in female dwarves usually believe they have beards as well.  Strangely, both statements are true, but only to a degree.  As usual with non-human races, the truth lies buried beneath centuries of ignorance.


Contrary to some myths, dwarves do not lose physical or magic strength if their beards are shorn, but they do lose status.  How a dwarf wears his beard and at what length fixes him within the social order.  A king with a beard shorter than a commoner is no king, while a tailor who wears the beard of a warrior had best be prepared to back up his claim in combat.  


The state of the beard is also very important.  A well-kept beard implies the dwarf is healthy, prosperous, trustworthy, and pious, for no dwarf worth his salt would allow his beard to become unkempt or dirty.  Even explorers working deep beneath the earth or warriors on campaign ensure their beards are kept trimmed and cleaned.  An unnamed human adventurer, whose diary tells of the last moments of a dwarf adventurer by the name of Zaptros Angklin, records how important beard care is.


"Zaptros' hands and face were covered in blood—his blood.  He knew he was dying and yet he didn't ask for healing, just a mirror, a sharp knife, and a bowl of water.  As we watched he washed his beard clean and then cut off the lose ends that had grown over the last few days.  Finally he looked at us, as if seeking approval.  Through our tears we could do nothing but nod.  Zaptros simply smiled at us, and said, "I have fulfilled my last tradition." With that he died."


Females sporting beards is discussed further below.

Females

What is rarer than a beardless dwarf?  A female dwarf, of course.  Over the centuries humans have come up with some remarkably reasons for the apparent lack of dwarven women.  Some claim they grew from stones, others insist they are carved from the rock and given the gift of life through magic, while others claim that women have beards and are therefore hard to tell apart from males.


Out of all these myths, the latter is the closest to the truth.  Dwarven females do exist, but account for only about one-third of the species.  They are considered a precious gift and treated with great respect, but with this respect comes deep feelings of insecurity.  As a result, females are kept away from danger as much as possible, and this means limiting their movements inside the realm when outsiders are present and when traveling abroad.


In both cases, women can interact with other races so long as they wear beards and act like males.  Yes, female dwarves have breasts, but clever use of strapping and baggy clothes can hide this fact.  Even if noticeable, the dwarf merely has to comment on "lack of exercise" and pass them off as excess fat.  Given the decades of practice most women who have regular outside dealing have had at passing as males and their equal tenacity and deep voices, the myth has arisen they simply do not exist.


Of course, female dwarves can be spotted in mixed race towns, where the dwarven inhabitants are more relaxed in their dealings with outsiders and safer than living next to a goblin lair, but the myth remains firm among country folk who rarely visit the big cities in which these dwarves live.

Greedy

Everyone knows dwarves are greedy.  They mine gold, silver, and gems from deep beneath the earth, yet how much of this fabulous wealth ever reaches other races?  They even steal rusty swords from dead orcs and goblinoids to exchange for a few coppers to spend on beer.  They also sell high and buy low, thus making the greater profit.


Everything just mentioned is true, and yet completely misunderstood.  Dwarves make no claim on owning all the metal and precious stones in the world, but they do consider themselves to be the caretakers of the underearth.  Elves tend the forest, plants, and animals; dwarves tend the stone.  In the same way elves react badly to orcs burning their forests, so dwarves react to strip mines and money hoarders of other races.


Everything works of a cycle of life.  Animals and plants are born, grow old, and die.  The earth follows a similar cycle, but in order for new metals and stones to be born, some of the wealth must be returned to act as a stimulant.  Place a single acorn in the ground, tend it over the years, and eventually you have a few tress.  Maintain your devotion and you have a copse, and then a forest.  Dwarves believe that by replanting precious metals the earth will make more.


Sadly, other races are mining faster than the dwarves can replenish the earth.  Once it was just gold and silver the other races sought, but now they want copper, bronze, tin, and iron.  The more metal the dwarves can take out of circulation, the quicker the earth will recover.  It is for this reason, more than pure greed, they discourage mining activities near the homes.


Yes, a few dwarves do carry the hoarding to the extreme of becoming fixated by accruing wealth.  Such unfortunate individuals are said to be suffering from malady that no potion or spell can cure.  Rather than sacrifice their gains to the earth, they seal it away in treasuries, basking in its beauty when alone, when the gold whispers to them it is lonely and needs more friends.

Arcane Magic

Many folk are convinced that dwarves do not, indeed cannot, wield arcane magic. Some claim the race was cursed by the elves, who held it as their great weapon, others insist dwarves magic resistant and therefore cannot use it, whereas a few hold to the belief that dwarves have simply never opened their eyes to its potential.


In truth, dwarves can work arcane magic but rarely do. In the days of yore the dwarves existed without magic. Eager to see his gift spread far and wide, the Riftmaster granted the knowledge of arcane magic a dwarf named Zarduk, who taught it to his family. Over time they became a major family, the eight great family, but they also became corrupted. Magic was used to craft and destroy, to enslave and release, and the Zarduk family soon developed aspirations of grandeur beyond their status.


Magic became the be all and end all to them. They became convinced that their power put them on a higher level than all other dwarves for their gifts could shape the very universe without the need for divine intervention. So it was they set about trying to make themselves higher than kings. The resultant civil war almost shattered dwarven society, but the Zarduk were eventually thrown down. 


So it was that arcane magic became reviled as dangerous to an orderly society and looked upon as a negative influence. Dwarven sorcerors and magicians still exist, but in very few numbers and usually outside of dwarven society. Riftmaster has never been forgiven for his interference.


Why do the Zarduk remain one of the eight families? Well, despite the terrible consequences, a god directly blessed Zarduk and that is worthy of recognition. Their name also reminds dwarves that non-dwarven things, specifically those gifts not given to their race by the seven great gods (whichever ones that may have been), are a corrupting influence.

Hill Dwarf Glossary

Although all dwarves speak the same base language, there are differences among the individual races.  The words contained here are those used by hill dwarves.

	Adomkempe
	"Rock giants"; stone giants

	Adomkraft
	"Gathered spears"; generic term for the militia

	Adugan
	"Stone crowns"; hereditary noble, usually a clan head serving a king

	Adurek
	"Born of stone"; dwarven name for hill dwarves

	Adusprik
	"Stone talkers"; a shaman

	Alfr
	"Woodland folk"; all breeds of surface elves

	Alfrwenn
	"Elf friend"; derogatory term for a druid

	Aloskempe
	"Castle giants"; cloud giants

	Am-herek
	"Half retinue"; ad hoc military unit

	Amythom
	"Great Forge"; the sun

	Amytral
	"Great Smithy"; the sky

	Ankalos
	"Gathering"; the month of Reaping

	Ara Dolk
	"Hall of Heroes"; heaven reserved for warriors of daring deed

	Ara Jerngan
	"Hall of Kings"; heaven reserved for dwarves whose deeds benefit the entire race

	Ara Ken
	"Hall of Deeds"; heaven reserved for dwarves important within a single realm

	Ara Lekt
	"Hall of Kin"; heaven for regular dwarves

	Astopra
	"Book casters"; wizards

	Bakwask
	"Glistening skin"; a salve for treating burns

	Bardungan
	"War crowns"; captains, always blood nobles

	Bardunsprik
	"War speakers"; the military council

	Blit Jar
	"Start Year"; the month of Renewal

	Dagterak
	"Those who do not fit"; generic name for character classes unknown to dwarves

	Diskmor
	"Vile ones"; hobgoblins of any breed

	Donsk-na-Mare
	"Eaters of the dead"; bugbears

	Dret-nizek
	"Shield cavern"; defensive formation using shields

	Drosgol
	"Mouthpieces"; generic term for clergy

	Dyktigsprak
	"Clever tongues"; member of the bard class

	Eka-starez
	"Clan guard"; entire military strength of a clan

	Emedkempe
	"White giants"; frost giants

	Endermank
	"Hand bonding"; a political marriage

	Engan
	"Little crowns"; any child of a king

	Erklere
	"Tree imps"; forest gnomes

	Eselhingst
	"Yapping dragons"; kobolds

	Fal
	"Waiting"; the month of Harvest

	Fargedros
	"Green tongues"; members of the druid class

	Fargekempe
	"Green giants"; woodland giants

	Fem adurek
	"Arms man"; members of the Warrior NPC class

	Fem adurek kek
	"Militia squads"; generic name for militia formations

	Flamrok 
	"Celestial Heart"; the Brightstar

	Forbryt
	"Lawbreakers"; rogues of criminal bent

	Forurs
	"Foul bloods"; a sorceror

	Fotarurs
	"Savage bloods"; orcs

	Fotarurska
	"Orcsbane"; foul smelling orc deterrent

	Ful Than
	"Divine Warrior"; the moon Pelselond

	Fulkraft
	"Sacred spears"; members of the Templar prestige class

	Gasomsprik
	"Magical voices"; spellsingers

	Gaz-ar-dirk-par
	"Sea of shimmering blades"; a combat maneuver using polearms

	Gelender
	"Severed hands"; a brigand, typically one who has been outlawed

	Gomore
	"The Supervisor"; the moon Veshemo

	Gramlek
	"Great Teacher"; the Mule

	Gramthan
	"Senior warrior"; a sergeant

	Gramok
	"Lung bag"; flotation device also used to provide limited breathable air to divers

	Hakimak
	"Lineage judges "; dwarves who ensure marriages are not incestuous

	Hederwenn
	"Honored friends"; non-dwarf close friend

	Heldor
	"Shelter"; a house

	Hellige
	"Lost ones"; deep gnomes

	Herek
	"Retinue"; military unit led by a courage noble

	Hildal
	"Cornerstone"; the Founder

	Hingst
	"Treasure hoarders"; dragons of any color

	Hirthi
	"Watching"; the month of Declarations

	Hitoth
	"Releasing kiss"; final act of a funeral which releases the spirit to heaven

	Hiwal
	"Defenders"; members of the dwarven defender prestige class

	Hulhettro
	"Hollow faith"; member of the adept NPC class

	Imprago
	"Strengthening"; the month of Replanting

	Jerngan
	"Iron crowns"; the kings

	Jernherre
	"Iron lords"; hereditary nobles

	Kamadom
	"One who lives as a rock"; an infiltrator

	Kelbeger
	"Gold lust"; dwarven yearning for material wealth

	Kezak
	"Shaper"; crafter, usually a member of the Expert NPC class

	Kilgan
	"Sword crown"; courage noble

	Klok
	"Trading"; the month of Sowing 

	Kloksprik
	"Trade speakers"; the guild council

	Klyp
	"Not pure"; half races other than half-dwarves

	Korke Helstra
	"Rite of Replenishment"; annual ceremony to replenish the earth

	Korke Janok
	"Rite of Welcoming"; celebration marking the finding of a new mineral vein

	Korke Lamsilk
	"Rite of Founding"; ceremony marking the day the realm was started

	Korkesprik
	"Rite speakers"; the religious council

	Kramank
	"Soul bonding"; a marriage for love

	Krengari
	"Filth dwellers"; goblins

	Kul Yak
	"Dark Delver"; the moon Diadolai

	Lasterm
	"Invigorator"; the Powermaster

	Likhran
	"Corpse ravens"; gnolls

	Lukduk
	"Rope stairs"; a collapsible rope ladder

	Lusurk
	"Stout Heart"; the Knight of the Gods

	Maklok
	"Kingdom"; entire military strength of a realm

	Mankil
	"Bonded swords"; a member of the fighter class

	Manklim
	"Bonder"; the Holy Mother

	Mankthan
	"Oath warriors"; a paladin of any faith

	Midmank
	"Child bonding"; archaic marriage legitimizing consorts

	Mone
	"Warming"; the month of Arid

	Mulktreki
	"Little people"; halflings of any breed

	Mulkt-sla
	"Little cousins"; rock gnomes

	Nagedkat
	"Bad partings"; a blood feud

	Narremank
	"Second bonding"; a marriage honoring widows of husbands fallen in battle

	Nedfalos
	"Will worker"; a psionicist

	Nizek Ganith
	"Cavern of Echoes"; dwarven version of Hell

	Norjis Maklosh
	"Fall of the Great Realm"; the current dwarf calendrical cycle

	Nygan
	"New crowns"; lesser hereditary noble

	Preg adurek
	"Banner man"; professional soldier

	Proturs
	"Powder blood"; a stimulant and coagulant

	Raserieks
	"Furious blades"; member of the barbarian class

	Rekzaki
	"Stone cloaks"; dwarven camouflage cloak

	Ritkum
	"Axe Fall"; the month of Snowfall

	Salimak
	"Final Judge"; the True

	Salk Jar
	"End Year"; the month of Famine

	Sesjon
	"Latecomers"; generic term for humans

	Seslik
	"Oath Holder"; the Speaker of the Word

	Slitealfr
	"Enslavers"; drow elves

	Slortthan
	"Unarmored warriors"; a monk

	Snike
	"One who walks in darkness"; a dwarven ranger

	Snurreseil
	"One who whirls and glides"; a Basiran dancer

	Sprokmank
	"Word bond"; an honor marriage, renewable every five years

	Starez
	"Guard"; smallest military unit

	Suzek
	"Earth Sister"; the Mother of Element's earth aspect

	Telsethan
	"Homeless warriors"; a brigand, usually a refugee

	Tenokthan
	"Boar warriors"; elite soldiers

	Thekog
	"Unskilled"; generic term for the masses, most being farmers or miners

	Thordros
	"Old tongues"; generic term for scholars

	Thukempe
	"Red giants"; fire giants

	Thulk Jar
	"Mid Year"; the month of Siege Hold

	Tijkempe
	"Brown giants"; hill giants

	Tragrim
	"Tactician"; the Old Man

	Udest
	"Cooling"; the month of Frosting

	Uheldkat
	"Honorable parting"; a divorce imposed by the courts to protect the wife from abuse

	Ulgras
	"Restocking"; the month of Mid-Season Harvest

	Urslekt
	"Blood kin"; any blood relation

	Ursprik
	"Blood speakers"; the noble council

	Wisthan
	"Show warrior"; a gladiator

	Zedgan
	"Guild crowns"; master crafters

	Zumol
	"Wandering"; the month of Mustering


