Mountain Dwarves

Anatomy

"Choosing an important sounding name for a small race must be compensating for something."

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

XXX BEGIN SIDEBAR XXX

Mountain Dwarves and Language

Mountain dwarves speak Dwarven and retain many words used by hill dwarves.  Unless otherwise stated, the hill dwarf glossary applies equally to mountain dwarves and similar words are not duplicated.

XXX END SIDEBAR XXX

Tellene is graced with three species of dwarves, the second most common being mountain dwarves.  Their Dwarven name is rurok, which translates as "earthen dwellers" in reference to their preference for living deeper beneath ground than their more open hill dwarf cousins.  Many races refer to them as highland dwarves, referring to their mountains homes, but not all mountain dwarves live under mountains.


This section covers only the key differences between the mountain dwarves and their hill and stone dwarf kin.  Where no difference is mentioned, one should assume the hill dwarf description stands.

Physiology

Contrary to popular belief, rurok are actually slightly taller than hill dwarves, though only by a few inches.  Weight is similar between the subraces, with mountain dwarves being only a few tens of pounds heavier.  The slight differences mean it is easy to confuse them when seen in poor lighting, though as will be seen they are more recognizable in good visibility.


Skin tones tend to be darker and actually darken with age, Young mountain dwarves are little different from their adurek kin, but by puberty the difference becomes apparent.  Tone continues to alter over the centuries, reaching a deep brown or black by the third century.  Hair color has a wider range, ranging from brown to black, though shades of red are not unusual.  Most mountain dwarves have some tiny of auburn in their hair.


Eyes are usually dark brown and as with all dwarves they can see in total darkness.  Rurok tend to visit the surface less often than hill dwarves and make greater use of their darkvision in their daily lives.  Scholars have often wandered how it is mountain dwarves live underground and yet retain dark skin tones and the ability to operate in sunlight.  The general consensus is that they have only recently taken to subterranean living (in historical terms) and that sooner or later their skin will change, as evidenced by the chalky skin of stone dwarves.  Mountain dwarves rarely stop to dwell upon such matters.


As with hill dwarves they are slow moving yet able to bare heavy loads with only a minimal reduction in speed.  They are likewise steady on their feet.  They receive training in geology the same as hill dwarves and possess the same stonecunning ability, though if truth be told their greatest strength lies with metalworking.  As well as receiving training in their youth, their eyes can detect slight flaws in metal items, allowing them to appraise value with great skill.  Despite living beneath the ground, they are less skilled at evaluating stonework.


Again, they are less susceptible to poisons than many other races and show a marked resistance to magic.  Indeed, aside from minor biological differences their physical makeup is remarkably similar to hill dwarves.  Given that the two subraces have not been apart for the same length of time as stone dwarves, this is perhaps not unexpected.

Psychology

If hill dwarves are sullen and slow to make friendships, mountains dwarves are positively isolationist.  Although already wary of other races, centuries of living beneath the surface have added further fuel to the fires of mistrust.  Every stranger, save for fellow dwarves, is seen as a possible enemy rather than a possible friend, and mountain dwarves are guarded in their speech until they learn something of the stranger's motives.  Even when operating in an adventuring party, mountain dwarves tend to be reserved.  Of course, once a friendship is made they are no less generous than hill dwarves, freely gifting close friends with wonderfully crafted metal items as tokens of their loyalty.  


Rurok are less traditional than hill dwarves.  They still maintain the ancient ways but feel able to alter them if changes are required.  However, racial pride runs deep in their veins and they regard their culture as being among the most enlightened on Tellene.  Their laws and traditions, while less rigid than hill dwarves', are not something to be mocked.  Their sense of vengeance is no less sharp, and an angry mountain dwarf will travel across Tellene to get revenge.


Less emphasis is placed on formal honor, though being honest is still expected.  Indeed, mountain dwarves are regarded as being so honest they have difficulty detecting lies.  This is a rather unfair judgment, however.  While being as physically able as hill dwarves, their sense of intuition and perception is actually lower, most likely as a result of being isolated from the rest of the civilized races.


They believe in a strong sense of cooperation, but one based on good deeds rather than rigid laws.  Laws are seen as restrictions placed to curtail the activities of the minority who seek to trouble society, rather than something honest dwarves need worry about on a daily basis.  Willing cooperation with authority thus replace rigid dictates.


They retain the adurek hatred of goblinoids and orcs, as well as their appreciation, and sacrifice of, precious metals.  Unlike adurek, however, mountain dwarves place less value on gems and stones and do not consider them as important, either in value, art, or sacrifice.

Social Structure

"Leaders who don't lead? Sounds a bit elvish to me."

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

Mountain dwarves are less clannish than hill dwarves.  They still place family before friends, and friends before other dwarves, but with less rigidity.  Mountains dwarf clans, and by default realms, and are more a collective of interwoven support networks than groups bound by oaths of mutual support.  Of course, family and clan names rank highly among these racial proud dwarves and an insult to one dwarf offends all his kinfolk.


Dwarves move through the social ladder, such as it is, based on their skill.  As described below, mountain dwarf leaders rarely involve themselves with the day-to-day affairs of the realm, trusting in their followers to work to the best of their ability.  Of course there are leaders, for someone must make final decisions on important matters, but mountain dwarves do not rely on them to make every decision for them.


A dwarven clan typically numbers around 350 adults, divided into as many as one hundred families.  With a clan, nobles account for some 1%, honor nobles 3%, clergy 2%, warriors 20%, crafters 30%, 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.


Males outnumber females by approximately two to one but females have more options in their choice of profession.  Few choose to become warriors or miners, out of respect for the traditional male roles, but many become crafters.  Females may own and run their own business.


Mountain dwarves have a special name for their way of life, Roirak ("Tranquility").  It is also the dwarven name for the Pure, though as detailed in the section on Religion they do not treat the Pure as a unique deity, more an ideal.

Blood Nobles & Royalty

Blood nobles are the top of the social ladder, holding position based on their lineage rather than ability.  All ranks found among hill dwarves exist among the rurok.  Despite the dwarves' more open society, blood nobles still hold the most power, owning the most profitable mines and commanding the military.  Their followers, however, swear oaths of mutual support rather than total allegiance.


As stated above, nobles are responsible for making final decisions but do not decree how dwarves should lead their daily lives.  So long as society is running smoothly, the nobles refrain from interference.  In general they have their minds of loftier matters, such as ensuring the dwarves of the realm have enough to eat, that enemies are dealt with appropriately, and securing diplomatic ties with neighboring states.

Honor Nobles

Rurok social strata are rather simple by hill dwarf standards.  At the top are a few blood nobles and below them are the masses.  In the middle is a special class known as breidagan ("honor crowns" but usually translated as "honor nobles").  In much the same way as courage nobles are recognized military leaders, honor nobles are recognized within their field of expertise.


Because only a few dwarves may practice a specific trade within a clan and there may only be one cleric of a given faith, certain measures ensure the number of honor nobles does not get out of hand.  Trades or professions with more than twenty proponents may elect a noble to serve as their guildmaster.  Smaller professions are grouped together and a single noble chosen.  The highest-ranking cleric of the four major faiths, the Holy Mother, the Eternal Lantern, the Night Watchman, and the Mule, within each clan are automatically appointed as nobles, regardless of character level.  Among other faiths, the highest-ranking cleric in the realm receives the title, not the highest from each clan.  Thus, one clan will have honor nobles serving the Knight of the Gods, for example, but no others will.  The military is exempt from this ruling, and blood nobles may appoint military honor nobles as required to lead their armies.  Most use the traditional method employed by hill dwarves, selecting commanders for their bravery and skill.


With power comes responsibility.  Outside of the military, honor nobles have no actual authority and serve more as advisors and mediators.  Religious nobles already hold some power based on their church rank but still defer to higher ranking clerics of the same faith from other clans.  Trade and profession nobles serve as guildmasters, overseeing matters of business, collecting dues, and ensuring the workers are well treated.  The non-military honor nobles within each clan form an advisory body known as the Kled Spra ("Common Voice").


All honor nobles are equal; there is no distinction between ranks.  Honor nobles hold their position in society until they die, step down, or are removed from power by common consensus of the people who elected them.  The position is not hereditary.

The Masses

The vast bulk of mountain dwarves fall into this category, known simply as thuk ("people").  Certain rank distinctions do exist, such as military sergeants, master crafters, clerical ranks, and such like, but these individuals hold limited authority only within their own profession, as in other societies.  Pay scales and living standards vary according to profession or rank, but there are no class distinctions.  Rurok do not understand concepts such as upper class or working class.  All thuk are equal and deserve (and command) equal respect.


Mountain dwarves retain the standard Dwarven words for groups, such as crafters, clerics, and warriors to differentiate jobs rather than social status.  Since hill and mountain dwarves understand each other's culture, even if they do not agree on which is best, they treat each other according to their status in their own society.  For instance, a hill dwarf guildmaster is treated as an honor noble even if he would not be eligible for the title among mountain dwarves.  

Others

As with any race there are members who do not fit in.  Some follow odd professions (from a dwarven perspective), whereas others have alienated themselves by their actions or words.  Members of classes not typical to dwarves, criminals, those who hold the law above the good of the community, followers of unusual gods, and so on, are called karim ("wanderers"), implying they have left the true path.


Some karim still hold positions of authority, though because of their unusual beliefs they do so only among like-minded dwarves.  A Basiran dancer, for instance, may be highly respected for his skill and dance at the king's court, but only other dancers give them any elevated social status.  Such individuals are not treated any differently to the masses; they are just unlikely to ever become someone of importance.

Classes

"Dwarven rangers are like mountains.  They're not tall or snow covered, just cold and silent."

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

Adept

Mountain dwarves are more accepting of religious differences than hill dwarves but still treat adepts as outsiders.  The practice is viewed as backward, being only one step removed from the witchcraft used by orcs and goblinoids.  Most dwarves who follow this profession come from isolated mountain realms, whose power has waned over the millennia and whose traditions having fallen into barbarity.  Adepts are commonly referred to as mirthel ("forgotten ones") because it is said the dwarven gods have forsaken them.

Aristocrat

As with most races, aristocrats are small in number and usually born to the post.  Mountain dwarves elevated to honor noble status can, however, take levels in this class.  This represents their increased social status and their mixing in higher circles.  Should he ever lose his social status, he retains his existing class levels but may no longer advance in the aristocrat class.  As with hill dwarves, there is no unique name for followers of this class.

Barbarian

Mountain dwarves are less rigid in their approach to law and social boundaries than their lowland cousins but barbarians are still unusual.  Unbridled rage has never been a strong dwarven trait, though as with adepts there are communities that have fallen onto hard times.  Most barbarians live in small realms surrounded by hostile foes.  Centuries of constant warfare have driven the dwarves to adopt desperate measures and move away from what they see as stifling traditions.  

Bard

Bards are not so accepted among rurok, whose culture relies more on written word or on sages.  Being less outgoing than adurek, mountain dwarves have a lower opinion of humor and the tricks, both manual and vocal, of bards are viewed as a waste of time serving little purpose in the community as a whole.  Such effort would be better put to hard work of benefit to others.  As such, rurok refer to bards as mardo ("wastrels").

Basiran Dancer

Basiran dancers are less common among hill dwarves.  The lack of graceful bodies and adherence to more somber dances, combined with the usual dwarven lack of imagination, stifles their ability to learn this art.  Learning the art can be difficult, for few rurok mix well among other races and there is no dwarven tradition to adopt.  Rurok are also extremely proud creatures and tend to react badly if laughed at or mocked.  Those few who follow the art can achieve recognition by nobles but rarely dance for outsiders.

Brigand

Since the fall of Karasta the number of rurok brigands has soared.  Few are actual highwaymen and robbers, however.  Most live as guerilla fighters, continuing the war against the Kalamarans on a new battlefield.  Because mountain dwarves are less traditional, they are more open to new ideas.  Their tactics lack imagination but their in-depth knowledge of mountains and geography and less rigid military tactics gives them an edge over their foes.  Dwarves who take the class to become guerilla fighters are called lokthan ("goat warriors") in reference to their lifestyle on the slopes of mountains.  Those who follow a criminal bent are called roirokhel ("selfish ones").

Cleric

Rurok tend to place less emphasis on organized religion and ceremony in favor of personal worship.  Strict vows and codes of conduct are seen as restrictive and do not serve the needs of the community.  As such, there are fewer clerics than among hill dwarves.  Clerics rarely worship gods who demand major signs of dedication, such as blindness or other maiming and most have a secondary profession, acting as clerics only when called upon by followers of their faith.  They do not form a social class, but receive the name tirbar, which means "high follower."

Commoner

The commoner class covers everything from miners to shopkeepers, taking in craft apprentices, laborers, and other dwarves whose skills are considered easily taught.  Of course, such generalization can be insulting, but the key difference between commoners and experts is purely one of advanced training.  Experts study their craft before practicing; commoners work at it from the beginning.  Mountains dwarves have no set name for this class, referring to members by their profession or social status.

Druid

Concerned more with metal than stone, there are only a handful of dwarves following this belief system.  Refugees from Karasta have taken up the faith in small numbers though only as a practical solution, using the spells and powers to further their rebellious goals.  Isolated communities may rarely turn to druidism, but there is always an emphasis on metal over stone and stone over flora and fauna.  While they have the neutral temperament to accept the faith they rarely interact with the surface world so beloved by druids.  Followers are called alspriki, which translates as "wood talkers."

Expert

In general experts tend to practice skilled crafts, such as armoring and weaponsmithing, or be skilled in scholarly pursuits.  They learn their craft from a tutor (mountain dwarves rarely use the term "master" because of its connotations of superiority) and study for long years before actually practicing their art.  While they may get more recognition for their work, their social status is no higher than a common miner.  All experts are referred to as sakhel ("tutored ones") in reference to their training.

Fighter

As with adurek, mountain dwarves favor the fighter class.  Their realms usually lie closer to the powerful orc and goblinoid lairs, who dwell deeper in the earth.  Fighters are not bound to nobles by oaths of allegiance but instead work for their community.  A special tax is levied to pay for their services.  Fighters serve under the blood noble in charge of their clan, who is in command of the army for the good of the clan, and rarely, if ever, follow a different lord.  Members of the fighter class are known as sakrit ("tutored axes") and soldiers as a social group are called sirkmag ("shield bearers").

Gladiator

Dwarven gladiators are renowned for their durability, fierce courage, and strong defense, if not their showmanship.  Within a realm there are few gladiators.  Rurok have no love of blood sports and do not see how such acts benefit the community.  Mock fights are important parts of training, but to fight for money or the love of fighting is a waste of talent.  Note the key difference between hill and mountain dwarf views.  Hill dwarves see gladiators as warriors who do not serve a lord; mountain dwarves view them as warriors who do not serve the people.  The rurok term for a gladiator is mardsirk, or "wasted shield."

Infiltrator

Rurok infiltrators serve much the same function as with adurek.  They are saboteurs, scouts, pathfinders, and explorers more at home underground than on the surface.  Mountain dwarves make great use of bridges and stairs climbing steep subterranean chasms and infiltrators are charged with destroying these structures should the realm be invaded.  Rebuilding them may take many months, but better to do some hard work than be destroyed.  Infiltrators are sometimes called upon to assassinate enemy leaders and while the work is dangerous, and rarely enjoyed, the dwarves have a proverb for such tasks; it is better to remove the head with a single stroke than hack the body to pieces.

Monk

Since monks follow strict vows and codes, few mountain dwarves find the class attractive.  While monks live in communities, they are monasteries and schools.  Their skills and outlook, therefore, are centered more on serving a small group than an entire community.  Mountain dwarves are also workaholics at heart.  Spending time meditating when one could be helping a neighbor borders on social heresy and is certainly seen as selfish.  Although they use the adurek term for monks to their faces, most rurok refer to them as roirokmor ("selfish thinkers") when out of earshot.

Paladin

Partly because of their lack of belief in rigid authority and partly due to their private religious beliefs, rurok are seldom drawn to paladinhood.  Doing good because you can is inherent in their psychological makeup, but to do good because you must is almost akin to bondage.  Mountain dwarves use the term mankthan to describe paladins, but it is vocalized almost as a tone of disgust.  They do not mock paladins for their conviction, however; they simply dislike the level of servitude and zealotry it implies.
Psions

Mountain dwarves are more open to free expression and accept psionicists as a somewhat unusual expression of free will.  They rank among the karim simply because they are so few in number and because individuals tend to follow their own path rather than stand among their society.  The term nedfalos thus refers to how they work their magic and to their free will to make their own destiny.
Ranger

Despite being less intuitive than many other races mountain dwarves make good rangers.  Their tough bodies and detailed knowledge of their mountains homes, both above and below ground, make them ideally suited to the hard life of a ranger.  Many act as scouts and sentries, whereas those whose favored enemy is a racial foe are considered elite warriors.  Their lack of intuition and perception is more than offset by their ability to cope with harsh conditions and the training all rurok receive in survival.  They receive the name dulthaj ("foe haters"), which should not be confused with the prestige class of similar name.

Rogue

Those who practice thievery are reviled by rurok society.  Mountain dwarves are usually happy to help their neighbors, either lending a hand to help make or fix something or with donations of food or money.  That a dwarf would steal from a member of his own realm is simply abhorrent.  Because of their strong sense of community, theft is viewed as a serious crime.  On the other hand, rogues who use their skills to become trapmakers or locksmiths, or even scouts, spies, or merchants, are treated as valued members of society.  Criminals are referred to as balthuik ("anti social") whereas rogues with a recognized trade use the trade name in lieu of any class distinction.

Shaman

Aside from their differing views on traditions, the three dwarven subraces also have differing views on the earth's resources.  Hill dwarves favor metal and stone, stone dwarves prefer stone, and mountain dwarves prize metal.  What they all share is a lack of knowledge about surface flora and fauna.  Shamans are found only among regressed clans and even then "worship" metals.  Each metal, they believe, has a unique spirit, which can be tapped into to work magic.  The class name, kursprik ("metal talker"), derives from this belief.

Sorcerer

Mountain dwarves retain the tradition of mistrusting arcane magic in raw form.  The incident with the Zarduk family has forever tainted dwarven views on arcane magic users as easily corrupted and power hungry.  Unless a sorceror has a trade, such as alchemy, he is unwelcome in mountain dwarf realms.  Many sorcerors practice a second profession, using their magic only when it serves the community.

Spellsinger

Spellsingers are slightly more common among rurok than the other subraces but are still a tiny minority.  Their willingness to learn new songs is offset by their lack of convergence with other cultures, which makes learning new songs difficult.  Those who exist within a realm tend to work together in a chorus, mixing harmonies to produce new powers.  Some work as entertainers to earn a living whereas others use their magic for the benefit of the community.

Warrior

While few professional soldiers follow this class (preferring fighter or ranger) all dwarves receive some training in martial arts.  Males serve with the militia upon reaching adulthood and more than a few actually study well enough to progress in this class.  It should be noted that training with the militia is not a formal obligation, but few dwarves refuse to join.  Doing so would let down their community in its greatest time of need and be a source of great shame.  Followers of this class have no specific name simply because it is not a standalone profession.

Wizard

Mountain dwarves are no more drawn to wizardry than they are sorcery.  Aside from their distrust of arcane magic, wizards have little to offer most dwarves, who prefer to let clerics handle magical matters.  As with sorcerors, alchemists can find ready work so long as they do not flaunt their arcane powers.  Even in battle, dwarves prefer hardened steel to fireball spells.

Government

"Only the wisest rulers say little and achieve much."


Mountain dwarf proverb

Neutral Good Society

What is a neutral good society? It is one in which leaders do not impose their presence on society unless such attention is warranted and where the members work for the well being of the whole community by choice without thought for tradition or selfish acts.  Although mountain dwarves are not communists, in that not everyone is equal, everyone does have equal rights based on common good.  Aside from having greater wealth and the burden of decisions making, nobles have no more privileges than other members of society.


Mountain dwarves do not swear oaths of allegiance to nobles but rather agree to cooperate with them for the greater good.  Should a noble make a bad decision the people let him know through the approved channels.  No dwarf is barred from voicing his opinion.  Nobles thus rule because they have the support of the people rather than because their position gives them divine or legal right to rule.


Laws are created not to restrict the majority but solely to punish the minority.  This does not mean mountain dwarves live in a state of anarchy, however.  Soldiers patrol the streets and caverns and judges preside over courts, but these are not symbols of authority designed to instill fear.  So long as an individual lives by common laws of decency and cooperation with the authorities he has little to fear.  Lawbreakers are not just breaking the laws; they are upsetting the sense of community so important to these proud people.


This even goes so far as sense of timing.  Lawful good dwarves go to work at set times because they must.  Chaotic good dwarves go to work when they feel like it, but do not shirk their responsibilities.  Once they achieve their daily quota, however, their time is their own.  Neutral good dwarves go to work because it is their duty to aid their society by producing goods.  Once their work if finished they help out in their community in other ways.


Traditions are viewed as important so long as they do not stifle or restrict society.  Mountain dwarves respect the ways of their forefathers and follow many of the ancient traditions, but do so because they are good and just not because they exist.  If a tradition imposes strict codes of conduct it is changed or dropped.


The key difference between neutral good and lawful or chaotic good is that traditions and laws are as equally respected as free will and independence so long as the outcome is good and beneficial.  If a dwarf wants to attend a temple and partake in a particular ceremony then that is his choice.  If he wants to stay at home and pray, then he is equally entitled to do so.  The decision lies with the individual.


In short, a neutral good society promotes community spirit based on good deeds over the sense of self but does so without strict laws to enforce such behavior.

Workings of Government

So how does rurok society function if everyone is left in peace to do their own thing? The secret lies in cooperation with the rulers and a strong sense of community spirit.  Nobles hold important positions but they are not rulers in the traditional sense.  Dwarves do not expect their nobles to interfere in their daily lives so long as things are working well.  In return, the commoners are entrusted to ensure they do everything they can to maintain this balance by working to aid the community.  For instance, taxes are paid on time because to hold back would harm others, not because fines are imposed on late payers.

In order to understand the decision making process, it is necessary to start at the lowest level of government and work back up.  Each clan has a council of honor nobles, the Kled Spra, who act as a regional government.  They meet every Godsday afternoon to discuss tax levels, work quotas, the repairs needed to maintain the clan territory, security problems, and so on.  Any dwarf may bring a matter to their attention simply by asking to address the council.  


The council is also responsible for collecting and spending community taxes.  Soldiers must be paid, roads and bridges maintained, drainage problems sorted, and even food supplies purchased for hard times.  These are public meetings and are often attended by large numbers of the community.  Once the council has finished business, a representative passes on the information to the clan noble.


Blood nobles act as advisors to the king.  Since they receive regular reports from the Kled Spra, who in turn listen to the masses, they have a good idea of public mood.  When something important needs to be settled, such as a new trade contract or a war commenced against neighboring goblinoids, the king uses the nobles to sound out public opinion.  This is actually more a tradition than a requirement, and the people are usually happy to follow their leader's decision so long as it serves the realm.  Because the king has the same sense of community as his people, he usually has their best interests at heart.


Kings, and indeed lesser nobles, cannot be overthrown except by acts of treason but they can be forced to stand down from office in favor of their appointed successor.  Unlike hill dwarves, rurok nobles appoint their successor rather than hand it to their oldest child.  In this way they pick the best candidate for the post.  This can, and does, lead to sibling rivalries, but the nobles put their community before offending one of their children.  When no offspring are deemed suitable, they may appoint a more distant relative, such as a cousin.  New clan dynasties are formed in this way.


A wise ruler has nothing to fear from his followers, but one who acts selfishly or with vested interests for only certain clans can find public opinion turning against him.  In such times the masses make their feelings known by a series of industrial strikes and protests.  Such things are extremely rare, however.

Culture

"Adherence to tradition does not blind one from change."


Mountain dwarf saying.
Despite variations in government and adherence to traditions, mountain dwarf culture is very similar in many ways to that of hill dwarves.  Cultural differences came from harsher living conditions, a different interpretation of the ancient laws of conduct, and millennia of separation leading to a natural evolution.  Rurok should not be viewed as lesser cousins to adurek.  At heart they are still dwarves.

Cycle of Life

"They let their children run free on mountains.  It's a giant's buffet lunch!"


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

Like all dwarves, rurok are long-lived.  Their reproduction is no different to that of other dwarves and birth rates remain similar to adurek.  Mountain dwarves live near their racial foes, though not through choice, and centuries of warfare have dwindled their numbers.  The fall of Karasta was a severe blow to the race, who lost one of their greatest strongholds.  With thousands of dwarves now refugees they are more susceptible than ever to attack and many fear the loss of the great fortress is a death knell.

Childhood

Until they reach the age of five children are looked after by their parents and rarely leave the home except to play with the neighbors.  After five they are introduced to their community, learning faces and names, discovering the layout of the realm, and helping out with simple chores such as the laundry or helping carry supplies from the market hall.  As with adurek children, their games are very physical but team events are more common, and indeed actively encouraged.  Dwarf children are considered members of their community from this age onward.


Children begin school at age 10.  They learn basic literacy and numeracy, history, and are introduced to the metals so beloved of their race.  Basic theology is also taught but covers a variety of faiths rather than being restricted to just a few chosen gods.  Introvert traits are drummed out of them with cooperative activities, which include dances as well as sports and communal activities.

Adolescence

During adolescence the pupils begin survival training.  All mountain dwarves are expected to be able to survive in the mountains on their own.  The course covers fire lighting, hunting, coping with inclement weather, finding and building shelters, basic trap making, and so forth.  Males and females must take the course.


The curriculum also covers expanded Dwarven, history, geology, practical metalworking, metallurgy and appraisal of metals, and basic masonry and carpentry classes.  Each Godsday afternoon the adolescents are expected to donate their free time to aiding the community in some way, whether that be helping clear spoil from a new excavation or simply aiding an elderly neighbor with her chores.


Youths also receive basic combat training, learning the ancient techniques for combating racial foes as well as avoiding giants, which are more common on the higher slopes.  All dwarves receive tuition in the waraxe and urgrosh, learning how to wield them and maintain them.  Practice weapons are blunt and mock fights are carried out between teams to build cooperative spirit and instill a sense of duty.


Toward the end of his adolescence, every dwarf undergoes the Aust Pomdak ("Week of Hardship").  The Aust Pomdak is a rite of passage into adulthood and is the final test of the dwarf's ability to cope with life in the mountains.  Candidates are escorted into the mountains around the lair and given a dagger, an empty waterskin, and a set of clothes.  In order to pass the test they must survive a week without outside help, using only their basic combat training and survival skills to see them through.  The test is one of cooperation as well as survival skills and dwarves who work well in a team stand a better chance of succeeding.


Although there is a risk of death from dehydration, hypothermia, and goblinoid attack, the students are not completely helpless.  Unbeknownst to them, their activities are watched by rangers and infiltrators.  The watchers have orders only to interfere if the situation is life threatening, but many take the opportunity to place further tests on their students, such as setting traps and making noises at night to rattle the heart-fainted among the students.


At the end of the week, the students are collected and returned to the realm for a debriefing.  Healers are on hand to fix any injuries gathered along the way and to judge how well individual students coped.  The tutors then begin the debriefing, shocking the students by revealing what they did wrong, when, and why.  Those who cope well pass and can begin their adult life early.  Students who fail, which are the majority first time through, may participate next year.  There is no shame in failing the test.  It is designed to ensure the youngsters are ready for the hardships ahead and helps build team spirit.

Adulthood

As with other dwarven subraces, mountain dwarves reach adulthood around their 40th birthday.  Only once a dwarf passes the Aust Pomdak is he or she considered a full adult.  Reaching adulthood after the age of 45 is considered rather shameful and the young adult is likely to be given a bad nickname by his peers.  


Dwarves who choose to leave the realm and go adventuring are typically seen as being anti-social and lacking community spirit.  In some cases this is true, and adventuring is an escape for those who cannot fit into the cultural expectations placed on their shoulders.  Others merely wish to expand their view of Tellene and encounter what lies beyond the cavernous realm.  Those who survive and return are ready to fit back into society, drawing on years or decades of teamwork.  Most come back richer than when they departed.  Some start businesses, others donate money to community projects, but the majority join the army, finding the thrill of battle impossible to let go.


Becoming an adventurer does place a degree of shame on one's parents, who view themselves as having failed the community by allowing their offspring to leave his home.  Some departures are tearful affairs, with parents pleading their children to stay; others result in family rifts that never heal.


For those who stay behind the only course of action available is to find work.  Less academic students go on to be miners, soldiers, laborers, or other non-academic professions.  Those who excel are apprenticed to crafters to learn a trade.  Either way, they are now part of their community and rarely, if ever, get the urge to go adventuring after settling into a steady routine.

Courtship

The Holy Mother is a popular deity among rurok and it id not surprising they take courtship and marriage seriously.  Courting usually begins once a dwarf has settled into his adult role and can provide for his would-be partner.  Males are expected to ask the female's family for permission to court their daughter but there is no firm ruling on this; it is simply considered polite.  Most marriages are inter-clan and the closeness of dwarven society means the families likely know something about each other beforehand.  By tradition a female may have no more than two suitors, primarily to avoid arguments and confrontations.  Once the couple is serious in their commitment, a hakimak is hired to investigate their family lines.

Mountain dwarves recognize only one type of marriage.  Whether made for political reasons or for love, marriage is a union between two families (or clans) as much as it is between the couple.  Marriage ceremonies are presided over by a cleric of the Holy Mother though there is no fixed ceremony; courting couples may create their own vows so long as they meet the approval of the presiding cleric.  


Marriages are held in the Holy Mother's temple.  Vows are exchanged and sealed by the exchange of rings between the couple and gifts between the families.  Rurok place less formality on the structure of the vows and concentrate on their nature.  Pledges of mutual support, fidelity, honor, and such like are always included.


Divorce is frowned upon as disruptive rather than an affront to the deity and couples attend counseling beforehand to ensure they are prepared for the centuries of union that lie ahead.  Only in very rare instances does the cleric refuse to marry the couple.  Even during married life dwarves may attend marriage guidance sessions to work over any problems they cannot resolve themselves.

Advanced Years

Throughout their working life, rurok are active members of their society.  Even during old age many find the time and energy to perform small chores and are happy to act as babysitters and tutors to young dwarves, passing on their wisdom to the next generation.  As the dwarf progresses further into old age he finds his joints ceasing, a result of a century of more of hard work, and his health waning.  By the time a dwarf reaches 250 he is ready to retire from active life.


Dwarves respect their elders.  Their accumulated knowledge and years of dedication are rewarded rather than shunned.  Most move in with one of their children, being no longer able to run their own household.  As the last decades of life pass by they spend time reminiscing, passing on snippets of wisdom in the form of tales, and ensure their children and grandchildren are provided for.  Within a century or so most succumb to the cold hand of death and leave the mortal world forever.

Habitat

"I prefer minimalism.  It's cheaper to maintain."

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

XXX BEGIN SIDEBAR XXX

Mountain Dwarf Lands

Mountain dwarves live in all the major mountain ranges.  They prefer the high peaks that offer safety and seclusion, so there are concentrations of mountain dwarves in the Ka'Asa, P'Rorul, Elenon, and Deshada ranges.  


Karasta, the great kingdom now fallen to humans, is still regarded as the pinnacle of dwarven architecture.  It combines elements of adurek and rurok design, extend for countless miles, and ven has surface structures.  Constructed millennia ago, it makes use of water in a way seldom seen today, for barges travel its waterways, carrying raw ore and supplies throughout the city.  In recent times dwarves have failed to produce any city so wondrous, and all dwarves lament its loss.


Although it is impossible to date Karasta with accuracy, it is referred to as the First Kingdom of the Seven Clans.  Some scholars claim this means it was built before the Zarduk came to power, whereas others use the name to "prove" it was built after the Zarduk fell from grace.  In truth, it is not that old, being the first mountain dwarf refuge constructed after the exodus.
XXX END SIDEBAR XXX

Most rurok realms lie beneath the peaks of the great mountain ranges of Tellene.  Contrary to popular belief, the mountain dwarf realms are the oldest on Tellene, built before the lowland dwarves went their own way.  As such, they are some of the grandest of the dwarven realms and easily outclass anything built in recent times.


Away from the other races, they dig deep and mine their precious metals.  Although there are many similarities between rurok and adurek realms, saying, "dwarves live underground" is as meaningless as "humans live in houses." Differences, both artistic and practical, are detailed below.

Protection & Layout

Most realms are located beneath the highest peaks in a mountain range.  Access is limited to usually only one pass, which still requires an arduous climb with an ever present risk of being caught in storms or buried beneath avalanches and rock falls.  During the winter months, many settlements are cut off from the surface races, which suits the inhabitants.  


Mountain dwarves maintain small bunker complexes along the path, both for defense and for housing visiting guests on the long march.  Only a few are ever shown to visitors; the majority remaining hidden and permanently manned.  Inside are barracks, armories, kitchens, guardrooms, and sometimes there are small workshops for making repairs.  Access is gained via secret doors carved into the rock face, marked with runes visible only with darkvision.


As one near the entrance, the pass opens (either naturally or excavated) into a plateau or ridge dotted with small buildings.  Some are guardhouses and warehouses, but most are designed for visitors.  Rurok seldom welcome strangers into their realms in these troubled times.  Beyond the plateau, built into sheer rock faces, stand massive gates decorated with inlays of mithral and runes of ancient power, a symbol of dwarven power and wealth.  Many of the runes have become so worn their magic is lost, but those that survive contain powerful charms to keep the gates closed and safe from attack.  Even giants have difficulty battering down such doors.


Inside the gates are more barracks and armories, most concealed by secret doors.  Visitors gaining access always pass through several open guardrooms as a reminder that the dwarves hold power here.  Traps tend to be lever-operated, which allows dwarves safe passage, and are invariably pit traps.  Some are designed to catch intruders and are therefore shallow; other open up into caverns hundreds of feet high.  A favorite trick is to drop foes into the icy water beneath the city.  As well as the risk of drowning, victims can also suffer hypothermia within minutes.


Corridors lead from the entrance to various parts of the city.  Without a guide it is exceptionally easy to become lost, especially in the lower levels, and starvation and dehydration are a real risk.  Much of the outer city appears deserted or abandoned, for there are no tiled walls or smoothed corridors to show the realm to be anything other than a series of natural passageways.  This lack of artistic endeavor makes it extremely difficult to locate the correct passage to the core.


Once in the core, the walls are smoothed to prevent injury though rarely decorated.  Stairs between levels are carved into regular shapes rather than left as natural rock, and small water channels along the sides of the cambered corridors carry water to the cisterns.  As with all realms, there are no signposts or markers to point the way through the labyrinth of tunnels.


After passing the perimeter guard posts one enters a hive of accommodation areas, small chapels and shrines, markets, and schools.  Workshops are clustered together for convenience, allowing for quick deliveries and keeping polluting smoke and waste contained.  Again, barracks and guardrooms provide a line of defense.  Further in one comes to the central core.  Contained here are the houses of the nobles, the main temples, central warehouses, armories, and treasuries.


One should not think of a dwarven city as a two-dimensional structure.  Most cities are spread over dozens of levels joined by stairs or ramps, and even common areas, such as the workshops, are located across multiple levels.  In many cases this is because of natural terrain, which dwarves utilize whenever possible, but sometimes different clans live on different levels of the city.

Houses

Housing areas are designed to allow for communal activities as well as privacy.  Houses are grouped around a central paved area, much like the club suit in a pack of card though there can be as many as ten houses in places.  The "courtyard" is used by children to play under the watchful eye of their parents, to hang laundry, to sit and meet neighbors, and to hold parties.  Some dwarves operate cottage industries from their home, and erect small stalls in the courtyard.


Houses are very similar to those of hill dwarves.  In fact the opposite is true, for hill dwarves once lived in the mountains.  Rurok make less use of locks on their doors, however, and neighbors and free to pop in any time for a chat or to borrow household items.  Dwarves do value their property but are happy to loan it out so long as certain traditions are met.  Simply entering a neighbor's house and taking something is akin to theft.  One is expected to ask a member of the household or, if they are out, leave a note.


Noble houses are larger, often having a small treasury, a dedicated shrine, and guestrooms.  Interiors are more spacious and tend to standalone rather than be clustered around a courtyard.  Decoration is more common, with tiled walls and floors, small statues of ancestors or gods, and possibly even ornamental items, such as lamp stands or candleholders.

Temples

Temples are not usually as spacious as with the lowland dwarves.  Those that exist are at best large chapels, designed to accommodate hundreds rather than thousands of worshippers.  There is an altar on which to leave offerings or pray before, but rather than have a huge statue the god is represented by a smaller carving placed in a wall niche or via an engraving of his or hers holy symbol.


Clerics rarely live in the temple but dwell among their kinfolk.  The temple may have a small armory if of militant faith, a treasury, a library, and possibly even a guardroom, but most have only a robing room and a small office for the senior cleric to manage church affairs.  Templars are less common due to the lack of commitment to organized religion and are found only in the largest cities, where there is usually a proper temple.

Other Structures


Rurok confine their artistic endeavors to the core of the city.  Most passageways and chambers are left unfinished and rarely, if ever, tiled or plastered.  Since rock is given no special place in their culture, cutting flat walls and laying miles of tiles serves no purpose other than looking pleasing.  The vast expenditure of energy required for such tasks is better spent elsewhere.  The same mentality applies to stairs, especially in the outer zones; only within the core city are steps squared off and leveled.


Whereas adurek prefer to tunnel around natural caverns, rurok utilize them when possible and bridge over them when through access is required.  Despite requiring extensive building work, bridges provide the quickest route through the realm and can be defended by only small number of troops.  Should push come to shove, they can be demolished to block access.  Indeed, it is a rare mountain realm that does not have bridges separating the core from all other areas.

Recreation

"They even play as a community.  They're like sheep, only with axes."

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

Rurok prefer to live among their own kind, deal with their own kind, and play with their own kind.  Although more sullen and withdrawn around strangers, they are much more outgoing among dwarves, with whom they share common traits.  Recreational events are often social, involving multiple participants, but can involve games with only a few players, such as dwarven chess.


Relaxation takes place after work.  Families often gather in the courtyard near their home to swap gossip, tell stories, perform small acts of joint worship, and sometimes to share meals.  The sharing of food is a common mountain dwarf trait, with each family bringing what it can afford.  Even the washing up is a communal task, usually left to older children while the adults enjoy a pipe and a few beers.  At special times of the year entire clans gather in open spaces for communal feasts.


Adult games range from chess to tests of memory based around legends and traditions.  One dwarf starts the tale by reciting a few sentences then passes the tale to the person on his right, who takes up the story.  Failing to recount the story results in good-natured jibes.  A more adult game involves drinking a set quantity of beer if you get the story wrong.  In such cases, failure can lead to further failures as the effects of the alcohol kick in.  As well as bonding neighbors together it keeps the stories and traditions alive.  Older children are often invited to join in as a learning exercise, while younger children sit in the wings and listen.


Children play at mock battles, sit together and recite lessons from class, hold pretend feasts, and even play ball games.  Some ball games are akin to football, others to soccer, but few use a bat or racket.  Gloik, or "push back," is a non-ball game involving two teams.  A pitch is marked out with a scoring line at each end and a central starting line.  The idea is simply to push as many of the other teams players back over their line, so scoring a point.  No carrying or physical attacks are permitted, but tripping and dragging is a valid tactic.  As well as building teamwork (players may gang up, and often the game devolves into a mass huddle) it builds stamina, strengthens muscles, and teaches the young dwarves to stay on their feet.  In later life the skills learned on the gloik pitch allow the dwarves to resist goblinoid and orc charges.  Warriors, whether professionals or militia, play a similar game during training, using shields to push back opponents.

Diet

" How do they grow so fat on such meager rations?"

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

Living on the high mountains prohibits the growing of many vegetable crops and even fresh meat is scarce.  Shepherds maintain goats and hardy mountain sheep for meat and wool.  The flesh is very tough and must be broken down by boiling.  The most common form of boiling is in a stew, in which herbs and vegetables are placed.  While meat boiled in water is edible, it lacks flavor.


Imported meats are usually smoked or salted to preserve them.  Typically dwarves import beef, pork, and venison, though they are partial to most meat.  Fresh meat, typically rabbit, fox, bear, boar, and sometimes deer can be frozen in the winter months by leaving it in special chambers.  Since the temperature underground is already cold and does not fluctuate much, rooms near slow running water can become cold enough to freeze.  


Since few vegetables grow in the rocks of the mountains, merchants must import vegetables, fruit, and herbs.  Where possible rurok prefer to deal with lowland dwarves, or failing that rock gnomes.  All manner of goods are imported, though root vegetables and dried fruits and herbs are more likely to survive the long journey than fresh produce.  Some berries can be found on the lower slopes of the mountain and these make a healthy addition to an otherwise bland diet.


Dairy products can be made from goat and sheep milk.  Cheese, butter, yogurt, curd, whey, and even a fermented drink are common in dwarven larders.  Most are taken plain, but the addition of dried fruit or herbs allows for some variety.  Again, the coolness of the subterranean realm helps extends the lifespan of these products.


Alcohol is drunk with every meal and even children drink small beer once they are weaned.  Beer is used in stews with some regularity, which perhaps leads to the view that dwarves drink a lot.  Boiling the beer does result in a lot of the alcohol evaporating, leaving behind a thick, flavorsome stock.  Wine is less common because of the cost of importing grapes and the dwarves' reluctance to try their hand at agriculture.  Mead is imported from lowland dwarves at special prices, but is kept for special occasions.


With food at a premium, especially in winter months, meals are taken three times a day.  Dwarves never eat more than their fill; leftovers are reused in meals the following day.  Breakfast is a simple porridge laden with honey or dried fruit for flavor and to provide energy.  Honey water (honey mixed with warm water) and small beer are drunk.  Lunch consists of reheated leftovers or slices of cold meat served with bread, dried fruit, and small beer.  Depending on the community spirit, dinner can be a family or neighborly affair, with pots of stew, cuts of meat, vegetables, cakes, and bread.  As stated before, families bring what they can and poorer folk rely on their wealthier neighbors to see them through.


Many nobles sponsor soup kitchens in the winter, offering workers thin but tasty broth for free as a mark of generosity and to ensure they have enough energy to keep working.  Some communities use taxes to sponsor similar events, but cater more for the poor than all and sundry.

Clothing

"Practical, hard wearing, and too small for me."

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

Clothing is designed to be practical and hard wearing.  Leather and wool are the most common materials used, and often in combination.  Woolen trousers, for example, have leather pads on the knees and rear to provide durability to the most worn areas.  Even woolen shirts, a necessity in the unheated mines, have leather elbow and shoulder plates sewn in.


Despite their tough constitution, virtually all dwarves wear woolen undergarments.  Most sport a thin shirt and knee-length pants under their main clothing and wear woolen hats when working in the colder parts of the realm.  Gloves reduce manual dexterity and are rarely worn unless absolutely necessary.


Males typically sport knee length leather boots, often reinforced with metal bands, leather or wool trousers, and a wool shirt.  Females prefer long wool dresses, though most crafters wear pants and trousers.  Their boots tend to be leather, though thick wool socks with leather soles are frequently worn around the house.  Cloaks are not worn indoors, save by nobles and soldiers, but are used when operating outdoors.  Most have a hood to help provide extra protection and to keep the head warm.


Jewelry is popular with both sexes but is usually restricted to rings, armbands, belt buckles, and brooches.  Precious metals are worn with formal dress and base metals, such as bronze or tin, preferred when working.  Mountain dwarves are expert metalworkers and their jewelry is famed across Tellene.  Although quite chunky, the workmanship is rivaled only by certain elves (whose products are usually fragile and worn only rarely).  Precious stones are not commonly used as decoration, though small stones may be used to represent eyes in belt buckles and brooches with an animal motif.

Beards

As with many things, rurok are less traditional about their beards.  They keep them neat and tidy, but as with their head hair they grow them long.  Whereas hair is left natural, beards are braided and often tucked into belts.  Crafters and warriors prefer to keep their beards tucked away to stop them becoming entangled in tools or weapons, and in the case of warriors to stop an enemy grabbing it.  


Indeed, while beards are trimmed to keep them neat they are never shortened.  A good rule of thumb is the longer the beard the older the dwarf (though not all hair grows at a uniform rate).  Fortunately the growth rate slow with age, and elders rarely have beards extending much below their knees.


Because rurok place less emphasis on social divisions, length is a poor indicator of standing.  The material used to tie the end of the beard often indicates status.  Simple leather strands are the norm for the masses, whereas nobles prefer gold or silver clasps.  Still, there is no firm ruling and strangers are advised to avoid making remarks on social status based on such things.  Mountains dwarves tend to react more vehemently to attacks on their beards, verbal or physical.


As with adurek, mountain dwarf females do not grow facial hair.  Women wear fake beards when operating outside the realm to conceal their presence and keep the other races misinformed.  

Medicine and Healthcare

"Giving freely cleanses the spirit."


Mountain dwarf saying.
XXX BEGIN SIDEBAR XXX

New Alchemical Mixtures

Item

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

Hoskwar

21

50 gp/NA

Zaritek

17

15 gp/60 gp

Hoskwar

The imbiber can last without oxygen for 5 minutes.  During this time he can "breathe" underwater and suffers no affects from gas attacks or suffocation.  Taking multiple doses in the same hour cause internal tissue damage, resulting in 1 point of temporary Constitution damage per dose after the first.

Zaritek

The imbiber can push his body further than normal.  He can make a forced march (or perform other tiring work) for an additional 1d3 hours before he needs to make a Constitution roll (DMG, page 164).  Taking multiple doses in a single day has side effects.  The character must make a Fort save (DC 10, + 2 per extra potion) or suffer 1d3 temporary Intelligence and Wisdom damage from the powerful stimulant.  Sleep spells affect the mind not the body, and this potion provides no defense against such magic.

XXX END SIDEBAR XXX

Whereas adurek look to the Powermaster for their skill in medicine, rurok call upon the Lord of Silver Linings.  Hospitals are usually not attached to temples but instead each clan maintains its own community hospital, complete with a shrine of course.  Senior healers are usually clerics but nurses and orderlies are usually just lay members, helping out both as an act of devotion and to help others.  Most have some basic first aid knowledge, leaving the clerics to care for the seriously injured and create alchemical medicines.


Because hospitals are run for the community they are paid for out of community taxes (see Trade and Tribute below).  Patients receive free healthcare from their clan hospital but non-clan dwarves are asked to pay a small fee to cover bandages and medicine.  Outsiders are charged full rates, plus a premium for taking up a valuable bed.  The healthcare they receive is no less thorough, however.


Burns, broken bones, and cuts are common injuries and the healers are well versed in treating these.  Dwarves have a slightly faster healing rate than some races and are less likely to visit the doctor for minor ailments.  Indeed, many females, and some warriors and miners, have a basic knowledge of first aid.


When it comes to alchemical medicines rurok use those found among hill dwarves as well as producing their own variants on other medicines.  Mineral concoctions are preferred over herbal ones, and even metals are employed.  Despite its toxicity, mercury can be found in many potions in tiny doses.  Two new alchemical brews are presented here.


Zaritek ("heart thumper") is a powerful stimulant given to soldiers and miners to reduce fatigue and let them march or work longer.  It has some nasty side effects and is only used sparingly.  Zaritek comes in liquid form and is mixed with beer (or any other liquid) to mask the foul taste.  Long-term users have been known to suffer from night terrors, insomnia, permanent shakes, and in rare cases heart failure.


Hoskwar ("air grower") is a unique medicine among mountain dwarves and unknown among other races.  Favored by explorers and carried by some miners, it produces oxygen for a short spell, allowing the dwarf to breathe underwater or when caught in a gas pocket.  Imbibing multiple doses in a short space of time can be deadly, even to dwarves, and user discretion is strongly advised.

XXX BEGIN SIDEBAR XXX

Engineering

Much has already been said about dwarven engineering accomplishments in the hill dwarf section.  Rather than repeat the section, it need only be said that mountain dwarves are as skilled at engineering as their lowland cousins and employ similar inventions.  In most cities these devices are more common, for the mines run deeper and water cisterns are located further beneath the surface.

XXX END SIDEBAR XXX

Law and Order

"Laws should guide, not constrain."


Mountain dwarf saying.
Despite their relaxed attitude to traditions, mountain dwarves believe in a just society.  Their laws are relatively simple and do not allow for mitigating circumstances.  Any crime weakens the cohesion of the community, which being supportive and sharing means criminals are less likely anyway, and is harshly punished.


Lawbreakers can be detained by the city guard or by citizens, who have the power of arrest.  Suspects are taken to the nearest barracks and kept locked up until their trial.  Trials usually take place within 1d3 days, for dwarves are loathe to leave criminals unpunished for long periods.  Unlike among the adurek, trials are held in the clan xxxx chamber rather than a temple.  The members of the council act as both judge and jury, though proceedings are watched over by a blood noble.  The noble is not so much a judge as a chairman, there to ensure the court runs smoothly and the law is upheld.  Trials are held by the clan the criminal affronted, not his own (unless they are one and the same, of course).

Witnesses for both parties present evidence, though character witnesses are not called.  A dwarf's previous nature is not in question, only whether he committed a crime or not is relevant to the court.  The defendant may appoint another dwarf to speak for him, but actual lawyers are rare unless there is a cleric of the True or the Founder available.


Once evidence has been presented the council members confer to discuss the case.  Rurok courts can reach one of three verdicts—guilty, not guilty, or unproven.  Not guilty results in all charges being dropped and the case dismissed with no tarnish of the defendant's honor.  A guilty verdict results in sentencing.  Unproven means the court suspects the defendant is guilty as charged but lacks enough evidence to be sure.  It does not mean the accused is left off, however.


Most crimes are punished with community service.  The felon must work for the good of the community he harmed, usually performing menial tasks such as cleaning wells or rat catching.  Sentences range from a few days to decades, depending on the nature of the crime.  At night the convict is locked up in the local barracks.  During his incarceration, Peacemakers visit the criminal to discuss why he strayed from the path and provide help in adjusting back into normal society once his sentence is served.


Criminals have no rights as members of the clan while serving their sentence and are treated as outsiders.  Serious crimes, such as murder, rape, and other crimes generally horrific to a civilized society, result in banishment on pain of death.  Outlaws are branded on the palms to show their status before being escorted from the realm.


Defendants found unproven are placed on probation for a set time, again variable depending on the crime.  They must report to a representative of the council every day at a set time.  Failure to do so results in sentencing as if they were found guilty.  Unproven dwarves may live among their clan and work as normal, but are usually treated with an air of suspicion.

Relations with Other Races

"You mean they actually have relations with other races?"


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

So far, the text has described rurok has community spirited and rather friendly folk.  Such is true among their own people, but when dealing with other races their attitude changes.  Deeply mistrustful of the other races and fiercely proud of their racial heritage, they dislike all races to one degree or another.  Some of this boils down to non-compatible beliefs; some is based on previous dealings.

Other Dwarves

Rurok accept other dwarves as their equals.  Despite current differences in society, culture, and religion, all dwarves were made the same originally.  Cosmetic differences aside, they still share common goals.  Dwarves interact on a mercantile level more than a social one, traveling across land and beneath earth to trade goods and resources.  Hill dwarves especially are common guests, bringing foodstuffs and textiles, not to mention lumber, and taking away metal ore and crafted metal goods.


Rurok rarely start debates with other dwarves other the differences in their cultures.  All three subraces understand why the ancient division happened and attempts to reform the race into a single entity have repeatedly failed.  Too much time has passed and current ways become too set for the slow-acting dwarves to make such a major step.


Dwarves adventuring together usually speak to each other in Dwarven.  Unless there are personal issues to be resolved they watch over each other, share supplies and provisions, and generally avoid their other companions as much as possible.  The racial pride they feel extends to all dwarves and mountain dwarves will stick up for fellow dwarves, presenting a unified front.  Naturally, dwarves refer to each other's race by the Dwarven name.

Elves

Misconceptions that dwarves and elves hate each other have circulated Tellene for millennia.  While they do not always see eye to eye, most elves and mountain dwarves consider the Great Mountain Wars of 956 Y.K.  as an isolated incident that reached the proper conclusion.  Those involved see things differently, however, but peace has reigned for almost a century now.


Elves, with their sorcerous ways and love of worthless trees, are still mistrusted, however.  Gray elves especially (among the surface elves) are deeply mistrusted for their faith in arcane magic, and even high elves are looked upon as little better.  Of all the elven subraces it is wild elves who dwarves regard as being true elves.  Elves should tend their plants, as dwarves say, and forget about trying to emulate their race by building in stone and forging metal.


Elven products are valued for their fine workmanship, however, but dwarves prefer goods that can survive a little rough handling.  Light, flexible swords, despite their craftsmanship, are little use in dwarven fighting styles, and dwarven stubby fingers find delicate clasps break too easily or cannot be undone.  Dwarves also refute elven claims to have developed metalworking independently and look upon their belief in the creation of mithral as a travesty.


Mountain dwarves know of drow elves from their stone dwarf kin and although meetings are rare they dislike all they stand for.  Slavery and strict social structures do not sit well the open society of rurok.  When drow have been encountered they have been driven back, but the drow seem more intent on visiting the surface world then ever, even daring to use dwarven tunnels.


Elves and dwarves adventuring together tend to spend a lot of time arguing.  Dwarves continually point to elvish weapons as being made with "dwarven metal," regardless of the truth.  They also view their individuality as dysfunctional to a cooperative adventuring party, especially in combat.  Elves insulting a rurok tread a thin line, as does any race, for dwarves dislike hearing such comments about their society and culture.


Wild elves are called alkinol ("tree herders"), whereas all other surface elves receive the epitaph barek, or "pretenders" in reference to their use of stone and metal, which dwarves hold as their birthright.  Other less savory names are used and usually refer to the elven love of arcane magic.  Drow are called kulkel, or "black souls."

Gnomes

Despite sharing many cultural traits and a similar belief in an open and fair society, mountain dwarves are less outgoing with rock gnomes than their lowland cousins.  Rock gnomes are suspiciously close to being mountain dwarves in many ways save for their humor.  Regardless of their good intentions and peaceful nature, rurok look on gnomes as a warped parody of their own race, created by jealous gods who played no part in dwarven creation.


Forest gnomes are too elf-like to be trusted and their fawning seen as masking a deep secret.  Mountain dwarves accept praise, but there can be too much of a good thing.  Deep gnomes are sometimes seen in stone dwarf markets but contact is rare.  Both races are mistrustful of others, and deep gnomes keep even their friends at distance.  Mountains dwarves see them as an insulting parody of their own race.


Dwarves have little patience with rock gnomes and heir constant jokes.  Violence can quickly break out, especially if the gnome insults the dwarf's culture.  Forest gnomes are likely to be gagged to stop their constant drivel, or at best treated as an elf child.  The mutual suspicion shared by rurok and deep gnomes of other races likely means no friendship will ever form.  Even if one does, the dwarf will find his generosity goes unrewarded and 


Regardless of subrace, mountain dwarves refer to all gnomes as burdask, which insultingly means "flawed copy." The name refers specifically to the belief that rock and deep gnomes are copies of dwarves and forest gnomes are parodies of elves.

Halflings

Of all the halflings, rurok are most likely to encounter amberhairs and then predominantly in the Lopoliri Mountains.  Their good nature and respect for strong social values mean dwarves get along reasonably well with them, but their strict laws can seem oppressive.  Trade is limited, but friendly settlements receive military aid if requested.  Despite their good alignment, amberhairs exude an air of secrecy and rurok are suspicious of the halflings' hidden motives.  Contact usually involves keeping the halflings at a polite distance and limiting conversation to the bare necessities.


Lightfoot halflings tend to live on the flats, where agricultural land is better, and as such are rarely encountered in large numbers.  Some trade does take place, with dwarves buying fresh produce in return for small quantities of metal goods.  Halfling curiosity and propensity for troublemaking goes against rurok social values and halflings visiting a realm are kept under close supervision.  


Adventurous dwarves and halflings have little in common but also have little to argue about.  As such, relationships are common, though not without problems.  Amberhairs are always suspected of knowing more than they are letting on, whereas lightfeet must be watched closely lest they bring trouble on the party.


Amberhairs are referred to as femsork ("wheat heads"), a term denoting the color of their hair rather than any love of agriculture.  Lightfeet are called mathok ("soft feet").

Humans

Humans are among the most distrusted race of the civilized races.  They are a young race, prone to violent expansion, show little respect for the earth, can be oppressive to their own race as well as others, and invariably consider dwarves to be greedy.  Or so the dwarves believe.  


Kalamarans went from being simply mistrusted to universally despised as word of the fall of Karasta spread through the dwarven realms.  All Kalamarans are now considered fair game and neighboring kingdoms have begun sending food and weapons to the rebels in secret while maintaining an overt air of neutrality.  Among dwarves, blood truly is thicker than water.  Of course, things were not always this way.  During the early days of Kalamaran expansion, King Ali Ingkas made the first trade agreement with the dwarves of Karasta, trading food and gold for bronze.  Hindsight is a wondrous gift indeed, and many dwarves lament the day their aided humans.

Although dwarves have relatively peaceful with smaller human communities they are always wary of human motives.  The Battle of Kadir Ridge reinforced the belief that all humans favor metal more than friendship.  Wary of another attack, humans are kept at arms length more than ever before and even trusted friends are viewed with a certain mistrust.


Dwarf adventurers are very likely to have to work with a human at some point in their career.  Humans are simply too numerous to avoid.  Mistrust prevents the dwarf from making strong attachments, though a human who takes the time to learn dwarvish customs and the language can earn a certain amount of respect.  Kalamarans are considered to be an enemy.  Any foolish enough to mention Karasta, even to express sorrow at its fall, are likely to require emergency healing.


Mountains dwarves use the adurek term for most humans, which they invented first.  Kalamarans have received a new name, premkalesh, which means "traitors" (lit.  "no allegiance"), in reference to the broken pact made with King Ingkas.

Hobgoblins

Hobgoblins are not mistrusted; they are hated.  Dwarves watched them rise from primitive thugs to an oppressive empire of slavers and conquerors.  Dwarves lament he rise of the hobgoblins, but know in their hearts there was nothing they could do.  Hobgoblins were one for among many and there is some consolation in the fact goblins and orcs have not taken the first steps.  No dwarf will deal with a hobgoblin and other races who do are automatically distrusted more than usual.


Given the choice, a rurok refuses to join an adventuring party containing a hobgoblin.  Dwarven racial memory is long and a goblinoid cannot change its nature.  Any excuse to remove the hobgoblin from a position of power within he party is exploited, though outright murder is rare simply because hobgoblins have legal status in other cultures.


Rurok use the adurek term to describe hobgoblins.

Half Races

Half elves, half orcs, and half hobgoblins are treated as members of their parent race.  As such, half elves receive better treatment than the others, who are viewed as wolves in sheep clothing.  Lurking beneath a thin veneer of humanity still beats the heart of a racial foe.


Half dwarves who live a human life are generally treated as humans.  Regardless of circumstances they have turned their back on their dwarven society.  Some families go as far as to remove their names from their lineage, pretending the half dwarf does not exist.  Others are more lenient and are willing to give him a second chance.  Half dwarves living a dwarven life are treated as valued members of the society and often employed in dealings with humans, who they understand better.


While half dwarves have their own dwarven name, other half breeds receive the standard racial prefixed by baralak, which means "false."

Non-Civilized Races

Mountain dwarves retain the same racial foes as their lowland kin and use the same names.  Contact is more sporadic in the higher mountains but no less bloody.  Most goblinoids and orcs are wary at assaulting a large realm, but smaller realms and mines make very tempting targets.  Gold and silver may be pretty metals, but iron and bronze are highly valuable prizes.  Given their faster breeding rates, goblinoids and orcs are prepared to launch wars of attrition against the dwarves, weakening them over successive generations.  Gnolls and kobolds prefer to live in foothills and forests, and while dwarves treat them as enemies when encountered, they are not a daily threat.  


Many species of giants are more common in mountains.  Cloud giants may be friends or foes, depending on the giants.  Even with friendly giants trade is rare, the cloud giants having little to offer the dwarves.  Fire and frost giants are always treated as foes.  Despite their huge size, the dwarves are willing to war against such giants in order to secure their territory and remove a threat.  Hill giants may wander into the mountains, but such ventures are unusual.  For the most part they are encountered only by merchants and long range patrols.  Since Kadir Ridge many realms have placed bounties on the heads of evil giants.  In game terms, dwarves pay between 1 and 10 gp per hit point for each dead giant.


Stone giants are usually content to treat dwarves as potential trading partners rather than as something edible.  Dwarves happily trade vast quantities of stone, on which they place little value, for meat and wool from the vast herds kept by these towering brutes.


Storm giants are usually allies with local realms, trading food and metal to their smaller neighbors in return for jewelry shaped to fit their frame.  Storm giants also hire dwarves, on occasion, to guard their caves when they go traveling.  Despite the temptation to loot the lair, the dwarves honor their part of the bargain.  The giants are grateful for the aid and reward their protectors with additional supplies.  This is a purely business arrangement and the dwarves rarely get to know their neighbors personally.


In all cases, rurok use the standard Dwarven words for giants.

Trade and Tribute

"You know what makes these guys stand out from the crowd? They make BIG axes."

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

XXX BEGIN SIDEBAR XXX

Dwarven Discounts

Prices for locally made goods are kept artificially when sold internally.  Typically, dwarves can but locally made goods at up to 40% off standard prices.  This allows virtually all dwarves to buy standard weapons and armor for militia duty and keeps the metal is dwarven hands while still making everyone richer.  At the DM's discretion, any dwarf characters may buy any common metal item from the equipment lists at this reduced rate, including weapons and dwarven-sized armor.


Buying at discount and then reselling the goods to non-dwarves is viewed as fraudulent trading and punishable to 6 months to 5 years community service, depending on the values involved.  Characters who abuse the system should be caught and punished accordingly.

XXX END SIDEBAR XXX

Trade is an essential part of daily life.  Common imports include a variety of foodstuffs and textiles, as well as timber.  Exports include raw ore, crafted metal goods, uncut gems, and jewelry.  Trade is conducted with giants, gnomes, humans, and other dwarves.  Any elvish or halfling goods usually pass through middlemen, such as rock gnomes or hill dwarves.  Indeed, dwarves refuse to trade with outsider merchants they have never met before.


Due to their distrustful nature of other races, guards always escort dwarf merchants when traveling abroad.  More often than not the greater the number of guards the more valuable the cargo, but dwarves have been known use decoys of heavily guarded but low value cargoes to lure goblinoids into attacking.  Troops belong to the clan performing the trade but can hire extra guards from other clans, using community funds to pay them.


Any goods entering the realm are also subject to intense scrutiny and evaluation before acceptance.  Any attempt to swindle the dwarves is viewed with hostility and the offending merchants banned from dealing with the realm ever again.  Dwarves have long memories and misdeeds performed centuries ago by the predecessors of a merchant are still remembered to this day.  For obvious reasons, open trade with Kalamar has all but ceased.


Within the realm each community maintains its own warehouses and markets but there is also a central store.  All imported goods are sent to central stores and paid for by the king.  Each shopkeeper or stallholder in the realm buys its goods and provisions from the king at a slightly increased price.  Goods are then sold to the consumer at a profit.


Locally crafted goods follow a slightly different route.  Raw materials mined locally are sold in bulk to the crafter honor nobles.  The honor noble sells the goods to his crafters at a small profit, but still cheaper than if they bought a similar quantity straight from the supply.  Because honor nobles buy in bulk, the supplier has a better indication of what quotas he must meet each year and what is available for export.  Most raw resources belong to blood nobles (especially metal ore).  Crafters sell the finished goods straight to the shopkeeper, who in turn sells it to the end user.  

Taxes

An open and fair community still needs money to operate effectively and rurok pay taxes like everyone else.  Unlike adurek, however, many taxes are generally paid to fund community projects.  Each clans responsible for maintaining its own part of the realm, though a portion goes to the central coffers.  Dwarves make money either by crafting, in which case they are their own masters, or by working for someone else.  Miners, for instance, are always employed by blood nobles as all the mines belong to them.

Community Tax

A quarter of a dwarf's income goes to pay his community tax.  The money is used to fund all community projects, such as paying for fighters, maintaining the corridors, lanterns, bridges, buildings, and so on.  The money also serves to pay sickness benefit to injured dwarves to enable them to live, but it barely covers the cost of food.  Temples receive a portion of this money to help pay for clerics and to provide services.  The most common temple service is the hospitals run by the Church of Everlasting Hope.  Exact amounts received vary on the size of the temple and the services it offers.

State Tax

Ten percent of income goes on paying state tax.  These funds are collected into a central treasury and used to pay for realm-wide projects, such as new warehouses, rail truck networks, water piping, aqueducts and so on, and to pay for wars.  Clans can apply for a grant to fund projects.  In such cases the clan noble must petition a council comprising of the king and the other blood nobles.

Business Tax

Any dwarf operating a business pays 5% to his honor noble.  This money is used in the same way as with hill dwarf guilds.  Because crafters have a higher lifestyle, any loss of earnings hits harder and so much of the funding covers sickness and injury.  Honor nobles also use the funds to buy bulk quantities of resources for their followers.  Performing this service requires the say so of the crafters, but most are wise enough to recognize a bargain when they see one.

Property Tax

Dwarves pay a 1% tax on the market value of all personal property to the community coffers.  Many dwarves share non-essential items to help lower their tax burden.  In poorer districts it is not unusual for several families to share cooking pots, preferring to share meals than pay extra taxes for the luxury of owning their own cooking pot.

Temple Tax

Temple tax is optional but most dwarves pay a few percent of their income to one or more temples.  This money is in addition to the money temples receive from community taxes.  Most of the funds are put back into community projects, which ranges from running hospitals to maintaining libraries.

Calendar

"Why bother? They have no concept of seasons."

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


The rurok calendar is identical to that of the adurek, who took it with them during the division of the races.  For the most part they perform the same tasks throughout the year as their lowland cousins and no expansion is required.  Given the shared genesis and similar living conditions, this is not surprising.  Of more interest, however, is the rurok's mythological view of the heavens, which differs greatly from the lowland dwarves.


Despite living beneath the earth, rurok hold the sun in honor.  It is viewed as a manifestation of Resgad, the Eternal Lantern, patron of good and vanquisher of evil.  As described in Religion, Resgad gave the subterranean race an advantage over their common foes.  The sun is symbolic of gold.  Although its strength waxes and wanes, it is always present.  In the same way, gold is always valuable.


The three moons are Resgad's servants, who serve her while she rests.  Diadolai is called Metaka ("The Helper").  Dwarves believe that he (all moons are male) is the most active of the moons, rarely in the sky because he is carrying out work elsewhere in the heavens.  His metal is bronze, which dwarves consider the most useful metal, useful for making weapons, armor, jewelry, tankards, and so forth.


Pelselond is known as Ramgad ("The Scout"), who searches the heavens for signs of evil.  He travels far and wide across the heavens, ever vigilant for goblinoid incursions.  His metal is silver, traditionally seen by dwarves as a ward against evil.  Veshemo, the largest moon, is Kirur ("The Herald").  His light is a constant reminder that Resgad is ever vigilant, even when not in the sky.  Because of his special status, Veshemo is granted patronage of electrum, a cross being gold and silver.  Dwarven electrum contains more gold than silver and has a pale yellow color.


Although the similar calendars can be explained away by common origins, it is harder to define when the celestial imagery changed.  Dwarven history as known among the other races is based heavily on hill dwarf records.  Whether hill dwarves altered their beliefs to fit their view of the universe or whether mountain dwarves changed is unknown.  Both races insist theirs is the correct version.

Language

"Unless you speak Dwarven these guys don't want to know you.  Fortunately intimidation is a universal language and I speak it fluently."

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

Spoken

All dwarves speak Dwarven with virtually no change in syntax or grammar.  Even the gods carry common names across the three subraces.  The only notable difference is the vocabulary for stone and metal, as well as certain cultural naming conventions for social strata, military ranks, or other races.  When it comes to stone and metal, rurok have fewer words for types of stone but dozens more for metals.  As well as basic names, such as gold or tin, there are specific names to denote purity, form (raw, processed, molten, Damascene, bonded, etc.), value, specific weight, texture, shininess, and such like.  This increased vocabulary is easily explained by their preference for metal over stone.

Names

Mountain dwarves follow the same naming convention as hill dwarves with one slight exception; names chosen in Merchant's Tongue tend to reflect metal and metalworking rather than stone.  Thus, name such as Steelbeard, Goldtongue, Silvermane, and even the ubiquitous Smith dominate over names like Stonehand, Rockhelm, and Mason.


Despite differences in opinion of which gods granted the first dwarves their gifts, the seven family names (eight if you count the Zarduk) are still considered sacred.  Rurok do not deny the seven dwarves existed and continue to honor them to this day.

Warfare

"Warfare is a team endeavor."


Mountain dwarf saying.

Despite being a non-expansionistic race, rurok have weather millennia of attacks from goblinoids and orcs, and in more recent times humans.  As a result, their armies are well equipped and well trained, ready to defend the realm or march into enemy territory to protect their people.

Weapons and Armor

"A weapon is only as good as the one who wields it."


Mountain dwarf saying.

Rurok are masters of metalworking and produce some of the best armour on Tellene.  Leather and hide armors are scorned as belonging to primitive societies.  Every adult male dwarf owns a chainmail shirt and most warriors have full chain.  Quality varies; militia troops use standard chain, whereas warriors wear masterwork quality.  Even skirmishers and infiltrators wear metal armor; dwarves are trained from an early age to bare heavy loads and still move at full speed.  Stealth is not a weapon found in the typical dwarven arsenal.


Honor nobles don engraved breastplates, again masterwork items, as a symbol of their status, and blood nobles have masterwork platemail.  Mountain dwarf soldiers make greater use of axe-shields but most militia troops make do with small, round metal shields.  Again, professional soldiers wield masterwork quality items.  


There is some commonality in weapons among the dwarven race.  Mountain dwarves wield the zarvalk, waraxe, grumli, urgrosh, and talduk used by hill dwarves, as well as generic throwing axes, picks, hammers, and crossbows.  The rest of this section is devoted to unique rurok weapons.


Favored bludgeoning weapons are the borlarr and the korderum.  The borlarr is a fighting club with an elaborately carved axe-like head.  The korderum is a mace, crafted from solid steel with a cubic head.  Each face has a short triangular point to concentrate the energy of the attack onto a small area, thus increasing the power of the blow.  Wielded correctly, either weapon can crush a goblin's skull in a single strike.


The dwarven combat knife of choice is the damak.  Its heavy, single-edged blade is set at an angle to the hilt and is primarily used for slashing.  As well as carving through flesh it can be used to hack through vegetation and all dwarves leaving the realm carry one as part of their standard attire.


The ulbarek is a specialized weapon and rarely carried.  While it appears to be nothing more than a thick staff, it is in fact hollow, concealing a small iron ball attached to a chain.  With a downward swing of the staff, which is two or three times the height of a dwarf, the ball flies out.  Although designed to be whirled around the head to keep foes at bay or inflict damage on multiple opponents, it is very effective at entangling legs and weapons, and is primarily used to trip or disarm foes.


Hunters and warriors use lomduk spears as throwing and melee weapons.  The shaft is wooden, but the head is a wide, tanged, double-barbed blade.  The use of a wooden shaft is deliberate.  Thrown spears especially may not kill a foe in a single hit.  If the opponent flees with the spear in him, the dwarves lose only a small spearhead rather than an entire metal object.  Using wood also reduces weight, allowing the warrior or hunter to carry multiple weapons.


Mountain dwarves manufacture and use three types of sword.  The damrik is the sword of choice for warriors.  It has a straight, broad blade, double edged for slashing and piercing, with a basic crossbar hilt.  While usually carried in a leather scabbard, such coverings are inlaid with precious metals.  The kurzek, a single edged blade, save for the last few inches, is viewed by many as the workhorse of the militia.  Easier and cheaper to manufacture than the damrik, it is carried by militiamen and hunters rather than soldiers.


Despite the problems of wielding large weapons in enclosed spaces, mountain dwarves do employ a two-handed sword, known as the korli.  It has a straight, double-edged blade for slashing or piercing, and two upturned side blades as a guard.  

Ranks

"True power is given by one's followers."


Mountain dwarf saying.

Dwarven ranks below blood nobles are appointed based on martial skill, leadership qualities, experience, and popularity.  Mountain dwarves wear the same colored cloaks as their hill dwarf cousins, but decorate theirs with gold and silver thread woven into the runic name of the clan.  Such patterning is usually found on the shoulders and along the hem.  Blood nobles use mithral thread.


At the bottom of the command structure is the ledadem ("appointed leader), usually called a sergeant by other races.  Commanding approximately ten warriors, they receive their posts from the honor noble they serve.  Although they have no special social status, they are paid more for their work.  Sergeants tend to be older dwarves, to whom their young charges look upon as a father figure.


Next up are the honor nobles, who are appointed by the clan noble they serve.  Most are members of the fighter class with decades of combat experience under their belts.  They typically command around twenty soldiers.  Unlike with hill dwarves, these soldiers do not form a retinue.  They may follow the officer, but they serve the clan.  Non-dwarves often refer to them as lieutenants though rurok use the adurek term.


Commanding the clan is a blood noble.  As with hill dwarves, this may not be the actual clan head but an appointed sibling or relative.  The term kildem ("sword leader", or captain) is used to mark their position when serving in a military role.  They are responsible for leading the clan in battle but rarely take part in day-to-day military affairs, appointing an aide to deal with queries, oversee training schedules, and so forth.  They might make snap inspections, but most soldiers are serving their community and act professionally at all times.


Ranks only apply to professional soldiers.  Depending on their size, militia units may be commanded by a sergeant or a lieutenant.  Commanders are usually drawn from the next lowest rank, gaining a temporary promotion.  When this happens they receive the prefix relka ("raised") to denote their status lasts only for the current battle.  More often than not this honor is bestowed on them because they show potential for future permanent promotion.  Of course, actual battle is vastly different to training and a fighter with the potential to become a sergeant may not cope well in the heat of combat.


There is one instance when civilians run the militia.  When the realm is under attack, clerics of Manklim serve as sergeants, organizing the troops into small but fiercely determined bands.  As patron of the community, she is said to watch over defenders and her clerics motivational speeches are as beneficial as any tactical advice.

Organization

"Though today your body may perish you will not die for nothing.  Through your sacrifice your people will live.  So long as they live, you can never truly die."


Typical mountain dwarf battle speech.

Mountain dwarf armies are based around the community of the clan.  Soldiers serve their clan before their realm.  Despite their more relaxed society, rurok soldiers serve along rigid lines of command.  Soldiers are expected to obey their superiors, who they trust to make wise decisions.  Military discipline is relaxed; each soldier knows what his clan expects of him and strives to meet their needs.  When a soldier fails in his duty punishments are harsh, for a soldier failing in his duty leaves his entire clan, and maybe the realm, at risk.  Depending on the situation, punishments range from demotion to outlawing.  Soldiers still retain the right to be tried by their clan council rather than military superiors.


The smallest unit is the kilklad ("sword family"), a group of three to five warriors who when on duty live, work, and sleep together.  Many soldiers serving together are likely to be close family members anyway.  Even off duty, soldiers' families are close friends and interact often.  The kilklad serves as the basic guard patrol, watch detail, and bodyguard unit.  Artillery crews are formed into kilklad, serving on the same artillery piece.  Seniority is granted to the most skilled dwarf, but he holds no actual rank.


Next up is the breidaklad, or "honor family." Led by a military honor noble, the regular unit comprises three regular kilklad (9-15 warriors).  One ledadem is appointed per ten members, serving as the commander's adjutants.  A fourth kilklad is always added, but its composition depends on circumstances.  In most cases this is a regular infantry unit, bringing to the total warriors to around twenty, but scout, cleric, saboteur, and artillery units are used as well.  The most common non-infantry mix has two scouts and two clerics.  The breidaklad serves as the standard defensive structure of a realm, with the individual kilklad spread over multiple guardrooms within a defined area.


When a clan gathers its entire military strength it can summon multiple breidaklad grouped together under the clan noble to form a kilamklad ("sword community).  Most clans can gather between two and five breidaklad.  The clan noble acts as overall commander and the honor nobles as his unit commanders.  Support units are added as required but rarely exceed 30% of the total infantry strength.  The kilamklad only ever gathers for military services and war.  In most daily circumstances only half the clan's strength is on duty at any one time.


Above the kilamklad is the kilmaklok ("sword kingdom"), the entire military strength of a realm.  Again, sizes vary, with the smallest clans mustering only two or three kilamklad and the largest realms as many as twenty.  At its height, Karasta could muster thirty full strength kilamklad.  Overall command is given to the king, or his appointed general.  Clan nobles serve as military advisors and high-level commanders, with honor nobles beneath them.


Militia units are summoned as required, but rurok are loath to call on their crafters and miners unless the situation is desperate.  Even when Karasta was assaulted, the king chose not to summon the reserves.  In his wisdom, he knew the Kalamarans were not launching a war of extinction and that the common dwarves, while enslaved, would still have a chance to enact revenge.  Depending on the numbers involved, militia troops are organized into kilklad or breidaklad on a clan basis.


Mountain dwarves rarely conduct lengthy wars outside their realm.  Most attacks are made against them by goblinoids or orcs and the dwarves have the full strength of their realm behind them.  When attacking lairs they prefer quick strikes to drawn out battles and soldiers are expected to carry their supplies with them.  Lines of retreat are routinely set up and guarded, but supply lines are used only when the dwarves sense that the enemy can be totally annihilated with a further push.  In such cases militia troops ferry supplies to the frontline.

Tactics and Strategy

"The true key to a good defense is teamwork and flexibility."


Mountain dwarf saying.

Mountain dwarves are less rigid in their tactics than adurek.  They are no less valiant in combat, however.  Indeed, where as hill dwarves fight to maintain their racial way of life, rurok fight to defend their kith and kin above all else.  While still lacking the spontaneity of elves, they are more open to new ideas and alter their tactics as necessary.  


Signal horns are employed only rarely, and runners are preferred when carrying messages.  Dwarves are briefed on the objectives of the campaign whenever possible and are usually left to follow those orders to the best of their ability.  Soldiers are expected to think about the needs of the clan rather than blindly follow orders.  Likewise, dwarves do not seek personal glory on the battlefield.  A dwarf who kills twenty orcs single-handedly is a hero; one who dies trying to slay twenty orcs is a selfish.


Tactics are geared around attack and defense, as the situation requires, and rurok have more boar warriors and dwarven defenders than adurek per head.  Soldiers are trained in both styles.  Training for attacks against the realm is commonplace and soldiers have set positions to which they can retreat or advance as the situation decrees.  


As with adurek, mountain dwarves take civilized prisoners for ransom and slaughter captured goblinoids and orcs as quickly as possible.  When large numbers of prisoners are taken they prefer to keep only the most valuable, allowing common soldiers to depart in peace once they have been disarmed.  Such practices not only mean there are less mouths to feed but also allay suspicions that the prisoners will attempt a breakout or are spies placed to learn the layout of the realm.  Ransoms are accepted only in coin or food, with a strong emphasis on the former.


Sieges, underground fighting, and realm defense are conducted as per hill dwarves.

Ambushes

Ambushes now fall into two distinct groups; those against goblinoids and orcs and those against Kalamaran troops.  The key difference is the duration.  Attacks against racial foes are bitter fights to the death, whereas those against the Kalamarans are hit and run tactics.


As with hill dwarves, rurok favor hilly terrain, preferably with plenty of boulders to provide cover, a narrow trail (if any at all), and preferably with a steep drop on one side.  Lacking the numbers of their non-human foes, dwarves see ambushes as the great equalizer in their never-ending war.  Of course, their foes usually operate at night, but dwarves are blessed with the same nocturnal vision, as well as stouter hearts.


Even with favorable conditions, dwarves rarely launch as ambush unless they have a minimum strength.  Against hobgoblins the dwarves prefer to be outnumbered no more than two to one, against orcs three to one, and against goblins five to one.  As one can see, the weaker the foe the fewer dwarves are required; unless fortunate enough to come across a small scouting party, numbers are rarely in the dwarves' favor.


The most common form of ambush plays out exactly as described under hill dwarves.  However, when there is a precipice available the dwarves adopt a different approach.  The majority of the force lies in weight along the opposite side to the drop, usually several tens of feet back and well concealed.  Because goblinoids and orcs are naturally suspicious of such places, dwarves must employ a lure to stop them climbing to higher ground and avoiding the drop.


A small unit of dwarves is placed in the open further along the trail, the aim being to encourage the wary intruders to attack.  Although skilled with missile weapons, goblinoids and orcs prefer to overpower small numbers of foes in melee to prove their worth.  All being well, the first wave charges the outnumbered dwarves, automatically encouraging troops behind to follow in order to claim their share of any loot.


Whether lured or not, once the foe reaches a preset point the main dwarven forces charges from cover into the ranks of the enemy, using their shields, momentum, and brute force to shove their foes off the cliff.  Boar warriors are experts at this form of ambush and engage superior numbers with relative ease.  Should the foe be wise to the tactic, the dwarves must either hastily begin a standard ambush or fall back and wait for a better opportunity.


Against Kalamarans, the exiles of Karasta cannot afford to be caught in a bloody battle to the death.  Standard ambush tactics are designed to weaken and disorient foes before melee and are therefore unsuitable.  Instead, the rebels set deadfall traps, dig pits, and set rockslides in the ambush area.  Given their skill at surviving on the harsh mountains and ability to see at night, bad weather is the dwarves' greatest ally.  Kalamarans rarely stay on the mountains at night, preferring to retreat to their barracks.


Once the Kalamarans activate the traps the dwarves release a volley of missile fire and spells (when available) before fleeing into the mountains.  The Kalamaran heavily armored infantry are as fast as the dwarves, but any pursuers are cut down by crossbowmen hidden along the dwarves' path of retreat.  As the first wave fall back they reload, covering the retreat of the troops who gave them fire.  Each attack only injures or kill a handful of foes, but dwarven loses are lower.  Such guerilla raids also weaken morale.

Pitched Battles

Mountainous terrain is not ideally suited for pitched battles, but rurok have left their homes to fight large engagements.  Most often they go to help allies, but the tactics discussed here cannot cover every alliance.  As such, they cover rurok tactics on the rare occasions they go to war alone.  With poor supply lines, a larger enemy force (more often than not), and little enthusiasm to be away from home for long periods, they fight offensively rather than defensively.


Enemy cavalry are usually deployed for a charge (heavy) or to encircle the lines (light or medium).  Against heavy cavalry dwarves form a solid line bristling with spears to break the charge.  Missile troops and spellcasters are deployed to break up the enemy formation as much as possible before it hits.  When given the opportunity, dwarves dig holes in the ground for several yards in front of their lines to break the legs of horses.  Until the cavalry is deployed, which is usually first, the dwarves can do little but wait patiently.


Against flanking cavalry, dwarves position units of troops armed with longspears and pikes with missile troops with spellcasters behind on the flanks.  Lighter cavalry rarely start a battle and so the squares must advance with the line.  The flanks are hinged and rotate to keep their front face to the enemy at all times.  There is a risk of encirclement, of course, with the flanks being folded completely until the dwarves have their backs against the frontline troops, but dwarves accept such risks.  Determined fighting and concentrated missile fire against horses usually prevents this.


When facing massed infantry ranks, lines are drawn up in saw tooth formation, the boar warriors forming the teeth and the regular troops a solid line behind them.  The line advances toward the enemy, shields raised in a shieldwall formation.  Crossbows are straight-line weapons, so dwarves use steelbows to arc arrows over the advancing troops and into the enemy ranks.


At a predetermined point the boar warriors charge, smashing into the enemy line and, hopefully, penetrating.  With the enemy line broken, the main force charges, seeking to exploit holes and envelop their foes.  Fighting is brutal, with the dwarves accepting no quarter until the battlefield is secure.


Most goblinoids prefer to use missile weapons to soften up foes.  Dwarven armour is thick, their shields heavy, and their spirit determined.  They simply advance through such attacks as quickly as possible, seeking to engage the enemy and limit the use of archers.  Units of infiltrators and skirmishers use their own missile weapons to disrupt fire against the main force before engaging in melee.  Few non-dwarf missile troops wear heavy armour and even fewer can stand up a dwarven charge.

Religion

"Having fewer temples makes it harder to find them and therefore harder to loot.  Very clever ploy."

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

Rurok religion is centered on personal faith rather than organized religion and ceremony.  Dwarves are free to worship who they want and in the manner they want so long as worship does not harm the community.  Despite being from a common dwarf race, rurok no longer hold the Founder in high esteem, though he still receives worship.  Their belief that a society runs more effectively based on mutual support does not adhere them to follow his restrictive tenets on a daily basis.


The main rurok pantheon comprises seven deities.  Gods are not placed in order by power or relationship to each other, but by popularity.  Why rurok follow different gods to adurek has never been fully investigated.  The most likely reason is a difference of opinion over ancient scripture, though different cultural views must have played a party in shaping the pantheon into its current form.

The Pantheon

"An individual's prayer still reaches heaven."


Mountain dwarf saying.
Manklim ("Bonder")

The Holy Mother is patron of the home and to a lesser degree the community.  Her teachings that cooperation and selfless acts benefit society sit well with mountain dwarves.  Dwarves hold that marriage is far more than an act of love.  It is a communion between two people who agree to share their lives and cooperate on the tasks necessary to build a strong home, as well as creating bonds between different clans and realms.  All marriages vows are taken in her name.


Her clerics work tirelessly to promote strong community bonds through motivational sermons and good deeds.  The organization of community projects usually falls to them and they are masters of leading without appearing authoritative.  Suggestions and ideas are preferred over direct orders.  Temples are rare, for the entire community is one vast temple to her glory.  The council chamber is considered to be a sacred place in which to invoke prayers to her, but most homes have her symbol carved into the doorframe.


Many clerics are given the task of organizing the militia when the realm is attacked.  Their strong community spirit, motivational skills, the respect showed them by dwarves, and military training as militia members make them ideal for commanding the citizens they serve in daily life.  Their tactics are more defensive than offensive, but several times in dwarven history the stout hearts of cleric-led militia bands has blunted attacks.


The rurok creation myth places Manklim as the patron of the Gunterm family, for only through the gift of cooperation did dwarves learn to defend themselves against their foes.

XXX BEGIN SIDEBAR XXX

Roirak ("Selfless")

To dwarves she is Roirak, to others the Pure.  Whatever her name, Roirak is patron of community spirit and selfless deeds and hence very popular with mountain dwarves.  However, dwarves consider her to be the unified aspect of the entire pantheon and the essence of their race rather than a separate entity, for all the major gods promote good deeds and selfless acts in someway.  As such, Roirak has no clergy and yet receives daily worship from hundreds of thousands of dwarves across Tellene.


Because mountain dwarves care little for other races, they see no value in worshipping a god devoted purely to such endeavors; charity begins firmly at home.  If peace is required with neighbors, let clerics of the Peacemaker do the work.  Despite dwarves not recognizing her as a unique god, every selfless good deed is an act of worship to Roirak and she continues to bless dwarves.


Dwarves cannot understand how individual races can separate Roirak into a unique entity.  Their whole culture is based around close support networks and no god is required to tell dwarves how to live that way.  In many ways mountain dwarves are the living embodiment of her teachings, and no god could ask for more praise than that.


Roirak has no family patronage.  All dwarves are her patrons.

Game Mechanic

The relationship between dwarves and Roirak is highly unusual.  All dwarves worship her yet do not accept her as a separate entity.  Instead she is the unified ideal of the whole pantheon.  At the DM's discretion, any mountain dwarf cleric following a major god can access the domains of the Pure in addition to their regular domains.

XXX END SIDEBAR XXX

Resgad ("Lightbringer")

Resgad may seem a peculiar choice of deity for dwarves, for she is the Eternal Lantern.  Symbolized by the sun, who dwarves name after her, she is not just the patron of light and the sun, but also of war, especially against goblinoids and orcs.  It is in this regard she is mostly highly honored and barracks and armories are decorated with her holy symbol.


According to rurok mythology, dwarves were blinded by her radiance when they first set foot aboveground, in the same way as many goblinoids and orcs.  Resgad at first thought the new race were goblinoids, but the goodness she sensed in their hearts, not to mention the battles they fought against goblinoids and other servants of darkness, warmed them to her.  As a gift she granted them the ability to function in darkness and in light without hindrance, giving the dwarves an advantage over their foes.


Her clerics are more militant than usual and many serve in the army as both soldiers and clerics.  In some realms they serve as elite troops, spearheading attacks against goblinoids and orcs; in others they are found as sergeants, leading by example.  Even non-soldier clerics serve with the army as sentries.  They are also charged with maintaining the lantern system operating in most realms, which although not strictly required is kept lit (except when under attack by races without darkvision in her honor.


She is the patron of the Gramdal family, for it is said she first taught dwarves how to fight their racial foes.

Suzek ("Earth Sister")

Suzek fulfills the same role among rurok as she does all dwarves, though with greater emphasis on metal rather than stone.  She is both patron of crafts involving metal (and to a lesser extent stone), creator of metals (and stone), and the very essence of the earth.  


She is both benefactor and life taker, for earthquakes and tunnel collapses are seen as being of her making.  When struck by a natural disaster involving the earth dwarves immediately sacrifice great quantities of metal and stone to appease her.  Rather than use coins or mere rocks, they sacrifice precious work of art and metallic magic items.


Few formal temples exist, but every forge and mine is considered a shrine to her.  Most picks and hammers are inscribed with her symbol, and many dwarves hold it is an act of blasphemy to mine the earth or work metal without her blessing.  Any dwarf venturing on an overland journey pays a visit to a forge to ask her blessing, for she controls the surface rocks as well as those below ground, and explorers always carry a holy symbol to grant them protection when exploring new caverns and tunnels.


Less knowledgeable races, such as goblinoids, who find the corpses of explorers killed in accidents or attacks often mistake them for clerics lost while performing a pilgrimage.  Explorers who never return for an expedition are believed to have encountered Suzek and have been taken to heaven to serve her.  Despite being a sad time for family and friends, who have lost a loved one, it is also a time of celebration and the dwarf is remembered as being chosen by the earth for special privileges.


Her clerics pay daily homage through their mundane trade.  Some are miners, who praise her by revealing the gifts she has left dwarves; others are crafters, honoring her by shaping the metal into tools, jewelry, and other items.  All dwarves honor her by sacrificing metal back into the earth to reseed the veins.


Suzek is patron of the Damvalk clan, the first miners and metalworkers on Tellene

Gilli ("Aspirer")

Known elsewhere as the Coddler, to mountains dwarves he is Gilli, patron of aspirations and dreams.  His teachings about personal aspirations may seem at odd with dwarven culture, but his clerics perform good deeds in the community as an act of sacrifice.  Rather than tie themselves to one clan, they travel throughout the realm, helping any dwarf in need and showing them how they can achieve greatness by aiding others.  


Any place a dwarf can lay his head is considered a shrine and many dwarves have his holy symbol carved on their beds, both to ensure a good night's sleep and to summon good dreams.  Children having nightmares wear a silver symbol around their necks as defense from the Sultan of Fear's dark magic.  While his clerics do insist on getting plenty of sleep and leaving projects unfinished, they are not slackers.


Dwarven clerics cooperate on projects only until they are convinced the workers can handle the problem on their own.  Whether training a dwarf in some art or craft or helping with a community project, they encourage others to find their own solutions, thus building self-esteem and showing others their true potential.  They teach in a similar manner, encouraging others to think through their problems and reach new goals based on personal strengths rather than being told what to do.  In this respect they promote dwarves to be the best they can.  Once this has been achieved, they lose interest and move on to find other needy soles.


It is important to note that while they teach individuality, they do not encourage dwarves to become loners or rebel against their society.  Being part of a society does not limit one's aspirations and mountain dwarf culture allows for upward mobility.  One might never become an honor noble, but one can achieve great things nonetheless.


Gilli is patron of the Tukurz family.  While this may seem odd at first, he taught the dwarves that the gods exist everywhere and could be worshipped through individual endeavors as much as fixed doctrine and prayer.

Gramlek ("Great Teacher")

Gramlek, also called the Mule, is the father of knowledge, invention, science, and reasoning.  Despite being lawful neutral, he has many clerics among mountain dwarves, who use his inventions to better their society.  All the great inventions of their race, from the waterwheel to the lantern system, are down to his teachings.  His clerics are the most traditional of the rurok, acting in many ways as hill dwarves and retaining traditions all but lost by the rurok, but he teaches that new designs come from logical thought processes rather than leaps of fancy.


His temple is usually close to the workshop district and is more a design house and repair shop than a place of worship.  Most technological structures bear his holy symbol somewhere, whether emblazoned on the side of an ore truck or crafted into the glass on a lantern.


His clerics serve two key roles, being teachers and maintenance workers.  While all devote themselves to the design of new technologies, they also help their community by teaching the young a variety of subjects and ensuring the complex technologies used throughout a realm run smoothly.  Virtually all craft and scholarly courses taught at school are done so by his clergy.  Their services are free, being funded from community coffers rather than individual pockets, and count as acts of devotion to their deity.


As with adurek, mountains dwarves believe Gramlek is patron of the Angklin family.

Namleka ("Healer")

The Lord of Silver Linings is known to rurok as Namleka.  His primary patronage is that of physical healing, but he is also a counselor, assisting dwarves who have reached a low point in their lives.  As god of mercy he encourages dwarves to take pity on civilized races asking for help, but such charity does not extend to goblinoids, orcs, and more recently, Kalamaran soldiers.


His clerics primarily serve as healers within the community hospitals.  Hospitals are run both through community taxes and donations.  In smaller clans it is not unusual for them to go on visits to other clans to raise funds, either by providing medical care or simply by asking for a few silver pieces.  While his clerics prefer to avoid combat, they are employed on the battlefield as medics.


They are also charged with watching over prisoners, ensuring they are treated well and kept fit for ransom.  Prisoners thinking their guards are a pushover are greatly mistaken, for many have picked up more than a little combat knowledge from serving with the army.  Despite possessing the racial pride common to all rurok, clerics are more forgiving of transgressions, but they can be pushed too far.


Of course, Namleka is more than just a patron of healing, and his clerics can be found helping out in a variety of roles in times of need.  Whether helping to clear a collapsed passage or clearing up after an attack, they assist their community in anyway they can when extra hands are required.


Namleka is patron of the Talek family, the traditional healers of dwarves.

Nisakil ("Tranquility")

Nisakil, or the Peacemaker, is the dwarven god of diplomacy and peace.  Despite their limited interaction with the other major races, dwarves would rather be on speaking terms than dealing with them at sword point.  No dwarven cleric of Nisakil has ever, and would ever, consider making peace with goblinoids or orcs.


Large realms may have one or more clinics run by members of the Peacemakers.  These are considerably smaller than hospitals run by Namleka's clerics, being the equivalent of a doctor's surgery.  As well as curing physical ills they also cater for emotional problems and offer a free mediation service.  Any matter requiring dispute may be brought to their door, no matter how trivial.


Mountain dwarves do not have lawyers.  Criminals are either guilty or innocent with variation as to level of guilt.  Peacemakers may speak for the accused in court but they are not there to debate matters of law, merely to ensure their client has a fair hearing.


The Pacifist sect is extremely rare among mountain dwarves.  Any dwarf not prepared to fight for his kith and kin is not worthy of being called a dwarf.  Dwarves are not belligerent, but they never shy away from a fight and are prepared to die defending their neighbors from harm.  The idea of martyrdom is more akin to high treason.


The Preachers are therefore the most common sect.  With regard to other civilized races they act as diplomats, promoting peaceful cooperation between the dwarves and their neighbors, proffering trade agreements and mutual defense pacts as a way of securing lasting harmony.  Neighbors who renege of peace treaties can expect no quarter and the clergy happily lend their strength to the army if forced to war against former allies.


When it comes to goblinoids and orcs, the Preachers fully understand that conversion is impossible.  Only in the utter destruction of these races can peace be achieved.  Thus, many Preachers can be found serving with the army in wars against racial foes.  They see combat against such creatures as a holy act rather than a breech of their sacred vows.


Nisakil is patron of the Kerak family, the best dwarven diplomats.

Religious Beliefs

"Individuals die.  Communities wither.  Names and deeds endure the ages."


Mountain dwarf saying.
Being personal, mountain dwarf religious beliefs are quite varied.  Even worshippers of the same god have differing views on how to worship the deity.  Only clerics hold true to the main tents, as described in the Kingdoms of Kalamar Campaign Setting and Player's Guide.  No matter the apparent lack of doctrinal acceptance, the gods obviously accept the dwarves' acts of worship, for their clerics have divine powers.


Only in two religious areas are mountain dwarves united—funerary practices and the afterlife.  Because of the lack of central religious authorities and traditional views, the section on other gods is a stereotypical view rather than an attempt to explain individual beliefs.

Other Gods

Mountain dwarves acknowledge but do not necessarily worship most of the benevolent gods.  Many are worshipped in small numbers and may have clergy within a given realm, whereas others receive next to no praise at all.  Evil gods are universally shunned save for those individuals of evil alignment.  Worship of a proscribed faith is punishable by exile on pain of death.


Dwarves praise valorous individuals, especially those who stand up for weaker members of society, and respect the Knight of the Gods.  Despite his clerics performing acts of kindness, dwarves often see his tenets on chivalry as restrictive.  Still, extra swords are always welcome in battle.


The teachings of the Speaker of the Word and the True are also held in esteem.  After all, honesty and promise keeping are integral parts of a civilized society.  Dwarves dislike being forced to swear oaths because it limits their freewill but will do so if it serves a higher purpose.


The Raiser receives virtually no worship, though dwarves trading for food may leave small offerings at nearby temples as thanks.  Merchants, explorers, adventurers, and simple travelers pay homage to the Traveler before any trip.  Shrines are usually placed near the entrance so prayers can be offered before a journey and thanks given on a safe return.


Despite being chaotic the Guardian has worshippers.  As much as they appreciate order, they dislike totalitarianism and Guardian reminds them that their lives are devoted to selfless good rather than the ideals and restrictions of tradition.  His views on self-dependence can be a little off-putting for some dwarves, who accept that leaders are required to make a final decision.


Dwarves find beauty in metal objects, sculpture, and even natural caverns, but do not appreciate paintings, secluded glades, or other handicrafts.  Thus, the Shimmering One has few adherents.  The use of Elven is certain ceremonies is also viewed as insulting, for the language cannot be used to describe metals in the poetic way of Dwarven.  Hunters may pray to the Great Huntress, but dwarves are not skilled archers as a rule.  


The Founder is still recognized as the original chief deity, having laid down the ancient laws and traditions on which early dwarf culture was built.  While many of his traditions are still valid today, others have been dropped as restrictive.  Many architects still follow his faith and his holy symbols are displayed on most public works.  If there were a pantheon of secondary gods, the Founder would rank near the top.  The key reason for his demotion is his belief that laws make a strong society, rather than acts of goodwill and mutual respect for common values.


Powermaster has some adherents but overall the belief that one must have a strong body to live a healthy life is not popular.  Many dwarves view his clerics as selfish, devoting their time to meditation and bodybuilding instead of helping in the community.  The Old Man is still popular in the military and many barracks have smaller shrines in his honor.  Clerics can sometimes forget about the needs of the community in favor of winning a conflict.


The Lord of Intuition has many follows, for dwarves live long lives and consider it their duty to pass on knowledge they have gained.  Many are wanderers, traveling Tellene in search of wisdom and new experiences, with does not sit well with all dwarves, but those who settle to become teachers are highly respected.


The Mother of Elements is recognized and worshipped in all her forms, with the Earth Mother being the favorite and fire being the least common.  The Riftmaster has never been forgiven for his interference in dwarven society and most dwarves avoid arcane magic.  Those who do take up the art are naturally drawn to him.  Many Zarduk still offer him some praise, even if not arcane magicians.


Bear is an alien god epitomizing concepts unknown to dwarves.  Many see him as an Elven deity.  The Landlord is one of those gods who sits uneasily with dwarves.  His clerics are fine merchants, bringing in huge quantities of coin to the coffers, but are always pushing for higher prices.  Many crafters pay him lip service as patron of business, but dwarves in general prefer acts of charity to greed.


Fate Scribe is rarely worshipped but is not shunned.  Most dwarves prefer not to know the future, believing that such knowledge forces them down a certain path and negates freewill.  Battle Rager is shunned because his clerics do not work well with others and can lose sight of greater objectives in the pursuit of bloody combat.  Boar warriors are likely to pay him lip service before battle, calling on him for strength and to harden their bodies against blows.


Dwarves have little wish to observe other cultures, even from afar, and frequent traveling weakens the bond one has with one's community, and so they ignore the Watcher.  Storm Lord can shake the heavens all he wishes, but dwarves worship earth not air, and so have little use for his teachings.  Theft is virtually unheard of in dwarven realms, and Risk gets few worshippers outside of infiltrators seeking his blessing for stealth.  Clerics are seen as selfish, always trying to get something for nothing and usually at someone else's expense.


Lastly there is the Laugher.  Despite enjoying a drink and a social gathering, the Laugher is too wild for most dwarves.  His worshippers mood swings are disruptive, wine considered an elven drink, and most practitioners are a public menace.  Some dwarves label him among the evil gods, but these are a minority.


Among the evil gods with an unhealthy interest in dwarves are the Corrupter, who leads them to covert metal rather than sacrifice it, the Overlord, who wishes to crush their community spirit in his iron fist, the Dark One, who wants nothing more than dwarves to become children of darkness and forsake the Eternal Lantern, and the Emperor of Scorn, who plays on dwarven mistrust and seeks to alienate them from the other races.  Most other evil gods plague the dwarves to a lesser degree simply because they are good creatures.

Funerary Practices

Death is a natural part of life and comes to all dwarves eventually.  Funerals are broken down into two separate stages.  The body is taken to the dwarf's home where it is washed and dressed by family members.  Prayers appropriate to the dwarf's faith are sung and if available a cleric visits to conduct a private ceremony.  Small metal items are placed on the body as tokens of remembrance, but dwarves do not require grave goods.


Pallbearers then carry the body through the community.  Clan members line the corridors and avenues, chanting prayers of departure appropriate to their faith and whispering words of farewell.  Some place items on the body but it is not required.  Close friends from other clans are allowed to partake in the ceremony and many consider it an insult not to bid their friend a final goodbye.


Beneath every realm is a series of vast catacombs, hidden behind secret doors of the most cunning design.  Within these chambers are clan vaults.  A narrow shaft leads to the surface and at sunset the dying rays of the sun penetrate the gloom, illuminating a stone plinth on which the deceased is laid.  Dwarves hold that as the sun set Resgad takes the soul of the dwarf with her to the afterlife.  The deceased is then placed in a communal vault alongside his ancestors and his name added to the long list inscribed on the walls.  Here the dwarf will lie for eternity.  Only kings are given personal tombs as a mark of respect to their authority.

Afterlife

As one might expect, mountain dwarves believe in a single heaven accessible to all dwarves who led a good life.  Rurok heaven, known as Galot Ara ("Gilded Hall"), is a vast stone hall with walls of solid gold.  Great fires illuminate the hall while Resgad is visiting the surface world, but when she has completed her daily passage she comes to the hall, her light bathing the hall through stained glass windows depicting scenes from dwarven life.


Here are all dwarves truly and are equal and want for nothing.  Food, drink, and pleasant company are found in abundance and the atmosphere is one of peace, goodwill, and heavenly order, with law and chaos kept at perfect balance by selfless good.  Clan divisions no longer exist and dwarves from across time and space mingle as one unified family.


Dwarves still work after death, but the work is enjoyable and never tiresome or boring.  Crafters work in the celestial forges to produce goods for the heavenly community, soldiers patrol against evil outsiders trying to breech the hall but suffer neither pain nor death from their wounds, miners excavate metals of a purity never found on earth, and so forth.  It is the perfect rurok community.


By contrast, dwarven Hell, known as Ara Premklad ("Hall of One"; lit.  "Hall of No Family"), is a cursed place.  The souls sent are those with no community spirit and they struggle to reach unobtainable goals, neither accepting nor offering assistance to the souls around them.  Food and drink exist, but to reach them the dwarves must cooperate.  Greedy miners try to excavate precious metals but can never clear enough spoil to actually reach their goal, crafters lament a lack of resources but are unwilling to dig for it themselves, and paranoid soldiers watch out for attacks but only to ensure their personal safety.  Clan lines no longer exist here either; all the dwarves are wretched, lonely individuals looking out for themselves.

Important Ceremonies

"Community spirit can work the most powerful miracles."


Mountain dwarf saying.
Ceremonies litter the rurok calendar.  The vast majority are communal rather than religious, celebrating the life of famous ancestors, the founding of the clan, marriages, births, and births.  Only a small few are religious in nature.  Because of this, only one new ceremony in which all dwarves participate is presented here.  Mountain dwarves also perform the Korke Janok and the Korke Helstra.

Lokost Karasta
As with many things regarding Karasta, this ceremony began only recently.  Known as the Lament of Karasta, it first began among the exiles and survivors.  No one seems to know who created the ceremony, but it spread like wildfire through neighboring lands and within a decade had reached every corner of Tellene.  That dwarves adopted the ceremony so quickly is remarkable, given that it usually takes centuries to get even the smallest change ratified by the disparate realms.


The ceremony begins at dawn at some point during the month Thulk Jar.  Because Karasta was attacked several times before the final siege, the date is never set in stone.  Like the inhabitants of Karasta, the locals can sense the coming storm but do not know when it will strike.  A lone sentry near the entrance blasting out the horn signal to say enemies are approaching signals the start of the ceremony.  Other dwarves take up the call, spreading the message rapidly through the realm.


The sentry is actually given a date to signal the attack by the king.  The dwarves of Karasta did have warning of an attack and had already mustered gnome allies.  In the weeks before the ceremony an ambassador travels in secret to the nearest rock gnome clans, inviting them to take part in the affair.  Few refuse, for they lost many warriors that fateful day.  A column of gnome warriors and clerics winds its way up the mountain face.  When they arrive they bunk down in the visitor quarters.  The dawn after their arrival marks the start of the ceremony.


The army gathers outside the entrance, standing shoulder to shoulder with their gnome allies.  The king addresses the legion, repeating the very words spoken by King Ungrum of Karasta as he assembled his forces.  For five days and nights the army stands guard, sleeping in shifts for only short periods.


Inside, dwarves hasten to the nearest warehouses, carrying with them weapons, food, blankets, and other supplies.  Although symbolizing the community spirit that ran through Karasta at the time, these goods are actually donations.  Once the ceremony is finished they are taken out of the realm and smuggled to rebels still fighting the Kalamarans.  Some provisions travel thousands of miles.  Not all goods make it to their destination.  Some are intercepted by Kalamaran soldiers or bandits, or destroyed in accidents, but the guerillas are grateful for the support.


Once the five-day vigil is over, the army returns, their heads bowed low, their faces haggard by sleepless nights.  The king and his entourage, accompanied by the senior gnome officer and cleric, travel the realm, calling out the names of dwarves and gnomes known to have died at Karasta.  The roll call is remarkably accurate and stands as a testament to dwarven memory.  Across the realm dwarves weep for the fallen, pray their souls reached heaven, and curse the Kalamarans for breaking the ancient trade pact.  Even the gnomes are quiet and reflective, remembering their dead according to their customs.


At dusk on the final day the trumpet again sounds.  Across the realm, the cry "Karasta shall be reforged!" echoes through the caverns for many long hours.  By dawn the next day life has returned to normal, though Karasta is never forgotten.

Misconceptions

"Hiding all that treasure and not sharing? They're asking to be raided.  I offered to help spread the wealth about, but they refused me."

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

All of the misconceptions commonly applied to hill dwarves apply to mountain dwarves as well.  In addition, mountain dwarves are viewed by many folk as being isolationists.

Isolationist

Mountain dwarves are an odd bunch.  Among their own people they are thoughtful, generous, even outgoing, yet they shun unnecessary contact with other races.  Many consider them to be isolationist, sitting in their great halls counting their vast wealth gained through their control of the metals market.  Yes, where dwarves are concerned greed inevitably comes into the equation.


Rurok came to the mountains because they believed that life in the deep depths was destroying their race.  Rigid adherence to tradition was proving to be a bane rather than a boon, and so they moved upward.  Despite having been nearer the other races for millennia old habits are hard to break and they have great difficulty forgetting the strife caused by other races beneath the ground.

Less Traditional

It is true that rurok are less traditional than lowland dwarves and stone dwarves.  They have not turned their back on the old ways, however.  Despite being predominantly neutral good alignment, many have strong leanings toward lawful good.  However, traditions should not be used to force dwarves to perform acts of good; that must come from within.  Individuals are allowed to retain a sense of self-identity to act as they feel, so long as their behavior is not disruptive.  Chaotic good dwarves still follow the traditions, but are more inclined to pick and choose the bits they like and act in accordance with their own beliefs, though again for the benefit of the society.


Neutrality toward law and chaos is a trait.  Lawful neutrals tend to be sticklers for tradition regardless of consequences and chaotic neutrals believe in free expression at any cost.  Both alignments tend to work against a unified society promoting good deeds for the benefit of all.

Dwarven Glossary

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

	Alkinol
	"Tree herders"; wild elves

	Alspriki
	"Tree talkers"; druids

	Ara Premklad
	"Hall of One"; dwarven hell

	Aust Pomdak
	"Week of Hardship"; test to determine if a dwarf is ready for adulthood

	Baralak
	"False"; prefix for any half-breed race

	Barek
	"Pretenders"; other surface elves

	Balthuik
	"Anti-social"; rogues with a criminal bent

	Breidagan
	"Honor crowns", also "honor nobles"; non-hereditary nobles

	Breidaklad
	"Honor family"; military unit led by an honor noble

	Burdask
	"Flawed copy"; gnomes

	Dulthaj
	"Foe haters"; rangers

	Femsork
	"Wheat heads"; amberhair halflings

	Galot Ara
	"Gilded Hall"; dwarven heaven

	Gilli
	"Aspirer"; the Coddler

	Gloik
	"Push back"; a physical children's game

	Hoskwar
	"Air grower"; an alchemical brew allowing breathing underwater or in gas

	Karim
	"Wanderers"; social group for classes not usually found in dwarven society

	Kilamklad
	"Sword community"; the military strength of a clan

	Kildem
	"Sword leader"; dwarf equivalent to a captain

	Kilklad
	"Sword family"; smallest military unit

	Kilmaklok
	"Sword kingdom"; the military strength of a realm

	Kirur
	"The Herald"; Veshemo

	Kled Spra
	"Common Voice"; the council of honor nobles

	Kulkel
	"Black souls"; drow elves

	Kursprik
	"Metal talker"; shamans

	Ledadem
	"Appointed leaders"; dwarven equivalent of sergeants

	Lokost Karasta
	"Lament for Karasta"; ceremony marking the fall of Karasta

	Lokthan
	"Goat warriors"; brigands fighting against the Kalamarans

	Mardo
	"Wastrels"; bards

	Mardsirk
	"Wasted shields"; gladiators

	Mathok
	"Soft feet"; lightfeet halflings

	Metaka
	"The Helper"; Diadolai

	Mirthel
	"Forgotten ones"; adepts

	Namleka
	"Healer"; the Lord of Silver Linings

	Nisakil
	"Tranquility"; Peacemaker

	Premkalesh
	"Traitors"; humans of Kalamaran stock

	Ramgad
	"The Scout"; Pelselond

	Relka
	"Raised"; prefix to denote a temporary promotion

	Resgad
	"Lightbringer"; the Eternal Lantern

	Roirak
	"Selfless"; the Pure

	Roirokhel
	"Selfish ones"; brigands who turn to crime

	Roirokmor
	"Selfish thinkers"; monks

	Rurok
	"Earthen dwellers"; dwarf name for mountain dwarves

	Sakhel
	"Tutored ones"; members of the expert class

	Sakrit
	"Tutored swords"; members of the fighter class

	Sirkmag
	"Shield bearers"; social group name for soldiers

	Thuk
	"People"; generic term for the masses

	Tirbar
	"High followers"; clerics

	Zaritek
	"Heart thumper"; a powerful stimulant


