Stone Dwarves

Anatomy

XXX BEGIN SIDEBAR XXX

Stone Dwarves and Language

Stone dwarves speak Dwarven, which has remained relatively uncorrupted despite the two exoduses.  Unless otherwise stated, the hill dwarf glossary applies equally to stone dwarves and similar words are not duplicated.

XXX END SIDEBAR XXX

"Now this is how I imagine subterranean races.  Chalky skin, big eyes, violent, and sullen."

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

The least encountered dwarven subrace are the stone dwarves.  They live far beneath the surface and rarely venture into the sunlight.  In many ways they are totally different from their cousins now living nearer the surface, but they are actually the closest to the original dwarven race.  Their Dwarven name, durvalk, means "deep seekers" and refers to their belief that dwarves were meant to stay in the earth.

Physiology

Durvalk of both sexes stand as tall as hill dwarves.  Males weigh more than females, but overall their weight in comparable with hill dwarves.  If anything, females weigh slightly more.  More of their mass is fat, for food is in short supply and often they must rely on fatty reserves to see them through lean times.  Truly fat dwarves are all but non-existent; there simply is not enough food to develop obesity.


Despite being fatty, their muscles are powerful and comparable in strength to those of a human.  Their arms are as not as over-developed as those of deep gnomes, however.  Their strong leg and back muscles allow them to remain standing when bull rushed but do little to propel them at any great speed.  Contrary to misconception, stone dwarves cannot take root in the earth and are no more, or less, stable than other dwarves.


Poor diet and millennia without sunlight has taken its toll.  Their skin is gray or chalky white in color, rough, and has the thickness of leather.  As the dwarf ages, his skin can become tougher but does not alter in color or develop excessive wrinkles.  They have more body hair than other dwarves, which serves to keep them warm in the depths of the earth.  Hair and beards are almost universally black, which stands out in comparison to their white skin.  One rock gnome wag described them as being the color of "reverse drow."


Their eyes are black, hard gray, or (rarely) cold blue but are slightly larger than those of other dwarves.  Like all dwarves they can see in zero light conditions and unless cooking prefer to avoid lighting fires, which attract foes and predators.  Durvalk are not used to sunlight and find it painful for several hours after breeching the surface.  Fortunately, their sturdier constitution and dwarven heritage allow them to overcome this momentary weakness and operate without penalty.


They are an exceptionally hardy race, said even by other dwarves to have bones of stone.  In truth, their layers of fat, dense muscles, and thick skin act as shock absorbers, allowing them to shrug off lesser wounds.  The extra padding has enabled them to cope with life underground and they can sleep on hard rock without discomfort.


Dwarven stonecunning is more natural to these dwarves, who can discern different types of stone with great ease and little teaching.  It truly is a sixth sense.  It is said that Suzek granted them this ability, though obviously one cannot prove or disprove such claims.  Although other dwarven subraces still possess the gift, they have to learn how to use it, having lost some of the instinct of the original dwarves.  Those durvalk who bother to comment on this subject imply that hill and mountain dwarves are straying too far from the original path and will eventually lose the ability altogether.

Psychology

Like the environment in which they live, durvalk are harsh and unkind.  Their whole lives are geared around survival and that leaves little room for friendship or feelings.  While they do not happily sit by and watch others starve while they eat, they are selfish and will refuse to share food with those they feel are beyond help.  Better one live dwarf than two half dead ones.  Although this may be looked upon as an evil act, it is in fact neutrality at its best.  A fuller argument on the workings of a neutral society can be found under Government.

Because so much time is spent surviving, durvalk rarely take up intellectual pursuits.  Although considered by other dwarves to be stupid, their minds are simply focused on less abstract ideas.  They possess wisdom, however, and a strong understanding of common sense, but tend to act more on instinct than rational thought or logical process.  This underlying trait is not one based on alignment, however, but on necessity.  Pride is also a rare trait, for it serves no useful purpose.


Most dwarves are laconic, but durvalk are reticent.  Time spent talking detracts from hunting, uses energy, and attracts predators.  Any conversation is kept to an absolute minimum and when hunting hand signals are used.  Even religious ceremonies are quiet, with worshippers mumbling rather than singing or chanting.  Dwarves who talk too much are shunned by their peers and left to fend for themselves.  A common name for such talkative dwarves is stadklo, which literally means "monster bait."


Durvalk have little use for intangible rewards, or even money.  Favors do not put bread on the table.  Payment for their services, even when living above ground, must come in the form of food, weapons, or other such provisions to be acceptable.  Because of this, they are materialistic, but only for useful items.  A gold necklace is worth less than a length of good rope in durvalk society.  They do, however, consider oaths binding agreements and any one breaking an oath can expect a vengeful retaliation.

Social Structure

"Such small family groups.  So ripe for plundering."

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

Durvalk society ranges from lawful neutral to true neutral.  Social strata exist, but they are simplified to the bare necessity.  Dwarves may fluctuate up and down the social strata depending on their profession, and even nobles are not exempt from working for a living.  Durvalk actually lack a noble class, as detailed below, and the eldest dwarf in a community is accepted as the leader by dint of his age and accumulated wisdom.


Although there are vast numbers of durvalk living beneath the earth, there are no labyrinthine cities rivaling those of the other subraces.  Indeed, even the dwarven equivalents of towns are rare.  Durvalk live in small family groups centered on a patriarchal or matriarchal figure.  These clans are only loosely bonded together and rarely interact save in times of war.  Indeed, durvalk are territorial creatures and prefer not to share valuable resources with others of their kin.


A clan typically comprises around 50 adults divided into a handful of families.  Each family exists as a semi-independent entity, though the bonds of blood still exist and tied to the patriarchal figure.  All dwarves within a clan are related by blood in some manner, usually in a grandparent-parent-child pyramid.  Families within the same clan are usually those of a dwarf's uncles, great uncles, and so on.


With a clan there is only ever one noble.  Approximately two-thirds of the clan are warriors and hunters, 25% crafters, 5% are clerics, and a few percent follow unusual professions.  Unlike other dwarven cultures, those practicing unusual professions are not considered a separate social class.  Stone dwarves breed faster than other dwarves and children account for an additional 25% of the clan strength.


Stone dwarves run an egalitarian society.  Women may follow any profession without prejudice.  This comes from necessity rather than any sense of sexual equality.  Unlike the other subraces, female durvalk are as numerous as their menfolk.  Although they have hairy bodies, they do not grow beards.

Patriarch/Matriarch

The eldest dwarf is the de facto head of the clan, regardless of sex.  They are not a separate social class and upon their death the next oldest dwarf assumes the mantle of power.  As such, their children receive no special status, though naturally there is a certain amount of favoritism toward their offspring.  Durvalk charity begins and ends n the home.  The title patriarch, or tharak, means "he who decides." The female equivalent has an "i" in place of the last vowel to denote the female gender of the conjugated verb.


Patriarchs (we will use the male form for convenience) are not leaders in the sense they hold absolute power.  They are expected to guide the clan, ensure the traditions are upheld, punish transgressors of the laws, and organize the defenses, but can be overthrown if their decisions are to the detriment of the clan.  Unfortunately, death is the only way of removing a patriarch from power.  Old age and combat are the usual methods, but enforced exile and resignation are known.  The latter methods are detailed below under Government.  


Dwarven society cannot afford to support wastrels and patriarchs (as with all dwarves) are expected to contribute to the clan in more practical ways.  Some are hunters, others are clerics or crafters, but they all have a trade.  What happens to those too old or infirm to contribute is covered under Medicine &Healthcare.

Warriors/Hunters

There is little distinction between soldiers and hunters in durvalk society.  As with all social strata, one is not born a warrior, but chooses to follow the profession.  Warriors and hunters form the largest social bloc and with good reason.  Many dangers exist in the underearth, both sentient and bestial, and attacks on dwarven clans are frequent.  Plentiful food is also a luxury and hunters must range far and wide to gather mosses or bring back meat.


Warriors are not organized into fixed military units, even in combat.  They tend to gather into family groups, led by the oldest warrior.  Despite this lack of formalized leadership, discipline among the class is strict.  Hunters making too much noise may be deserted lest his racket attract foes, those who let prey escape may starve for their failure, and any who show signs of cowardice are exiled.


Warriors are expected to be able to work as individuals and as part of a group.  Using individual hunters allows more ground to be covered, but large prey requires teamwork to bring down and haul back.  Of course, prey can easily overwhelm an individual hunter, which is why stealth training is forced upon all dwarves in childhood.  In times of great need even the clerics and crafters must draw arms and fight.


The durvalk term for any member of this class is delk, or "hunter."

Crafters

Crafters may be the second largest social group but there are still only ten or so within a clan.  Clans prefer to be self-sufficient in essential goods rather than be reliant on others.  Lacking an essential craft leaves the clan open to extortion.  As such one finds a weaponsmith, potter, or leatherworker among every clan.  Most crafters have at least to trades, and some as many as four.  Trade does exist, however, but it tends to be less essential items rather than necessities.  It also allows dwarves to mingle with other dwarves for the purpose of finding a spouse.


Apprenticeships are hard.  An apprentice produces little yet still expects to be fed.  As such, apprentices are expected to learn their trade and contribute to the survival of the clan, either by hunting or performing the essential but messy jobs, such as gutting animals and preparing food.  Taking on this mantle leaves other dwarves, those with skills, to spend less time on chores and concentrate on helping the clan.


Durvalk call crafters alduthuk, which means "tool makers." As the name infers, crafters limit their activities to practical arts.  Rather than present a list of which crafts exist and which do not, the DM should use common sense.  Basic handicrafts, such as pottery and weaving, are far more likely to exist than more intangible crafts, such as calligraphy or sculpture.  These might exist as hobbies, but few dwarves have the time to devote to such pastimes.

Clerics

Because clans are so small there are rarely more than one or two clerics in each.  Naturally this limits the faiths available to most dwarves.  Clerics are the most social of durvalk and transcend the usual clan boundaries.  Within a geographic area covering a thousand square miles there may be a dozen clans, but not all will have a cleric of any given faith.  Thus, clerics travel extensively, bartering their services for food and shelter.  


Depending on the faith, a cleric can find work in a variety of roles.  Durvalk are less inclined to give, and listen to, lengthy sermons, so clerics teach through practical application of their god's tenets.  For instance, a cleric of Suzek may work as a blacksmith, whereas a cleric of Founder might seek employment as a councilor to a patriarch or a mason.  Gods whose clerics have no practical skills are rarely worshipped.  The durvalk name for a cleric, arulek, literally means "practical teacher."

Others

Whereas most dwarves place those not practicing a recognized profession in a separate social group, durvalk do not.  Every dwarf must fit into one of the three main social groups or risk exile from the clan.  This is not to say hey cannot practice their primary profession, but they must temper it with the needs of the clan.  A bard, for instance, might use his stealth skills to work as a hunter, only using his bardic skills at night around the cooking fire, keeping alive the old stories.  On the other hand, a monk spends too much time meditating to be of much use to the average clan.

Classes

Adept

Adepts are unusual among durvalk, whose religion is based on the gods rather than mumbo-jumbo or primitive superstition.  Minor clans cut off from contact with fellow dwarves for generations might find adepts among its number.  In such cases they fill the same role as clerics and expected to work for their food.  Adepts are usually referred to as tekid, or "trick workers."

Aristocrat

Despite being lawful (to some degree), stone dwarves lack the social system to support nobles.  Traditionally, nobles own land and let others work it for them.  Stone dwarves look upon any dwarf who expects others to provide for him as worthless.  Aristocrats also operate in high society and fill hereditary roles, both of which dwarves lack.  Even patriarchs are expected to contribute to society in a practical way.  Durvalk are not completely isolated from other dwarves and know they have noble classes.  The common view is that the other dwarves have opted to take an easier path through life, which will give them less reward in the afterlife.  When used, the durvalk term for an aristocrat is ursdros ("extra mouth"), a derogatory term implying the person is of no value.

Barbarian

Barbarians are far more common than among other subraces but are still a minority.  Despite following the ancient traditions, dwarves feel barbarians epitomize the constant struggle for survival against near overwhelming hardship.  On the downside, they are more concerned with open warfare than stealthy ambushes or lightning raids and can be a liability.  Excessive individualism (typically defined by chaotic alignment) can be bad for the welfare of the clan as well, for while chasing after drow may be worthwhile, it does not put food in mouths if you were supposed to be hunting.  Stone dwarves call barbarians ofeg ("wild"), referring to the berserker rage and tendency to wander off to do their own thing.

Bard

Bards can be a liability or an asset, depending on how they use their skills and talents.  Those who are accepted work as hunters or crafters by day and keep alive the legends and traditions by night.  Bards who practice thievery can expect to be exiled, for stealing from a fellow clansman is the most serious crime in stone dwarf society.  Diplomatic skills can be useful when dealing with outsiders or other clans, but diplomacy is not an everyday profession.  Durvalk also tend to look upon arcane magic with more disdain than other dwarves, since it was not one of their original gifts.  Bards are generically referred to as talikim ("lore keepers") in honor of their excellent knowledge skills.

Basiran Dancer

Dancing in any form is considered a waste of energy, serving no useful purpose.  Most durvalk have never danced in their lives, for their religious practices never employ dances, even when such practice is common to the faith among other races.  Combined with a general disdain for arcane magic in any form and limited surface world contact, this class is unknown among the vast majority of dwarves.  The handful of dwarves who have traveled far enough to see this art in use refer to its practitioners as gomkarok ("food wasters").

Brigand

Brigands are an accepted class within durvalk society, serving as hunters and warriors.  Their stealth skills and sneak attack talents make them ideal hunters, and their ability to overawe opponents has proven handy more than once against racial enemies.  Whereas most brigands prefer to do little work for their reward, durvalk brigands are working members of society.  With little to steal, they are almost never found as bandits.  Brigands are known as thule ("masked face"), referring not to an article of clothing but their ability to protect a mask of intimidation.

Cleric

As detailed above, clerics exist both inside and outside clan boundaries.  They are expected to be loyal to their clan, but dwarves know that the word of the gods must be spread and that all durvalk have a right to worship.  All must practice some useful art, however, for being the servant of a god does not guarantee one a free meal.  Clerics are the preferred diplomats of the race, no matter their faith, and often find themselves shoehorned into dealing with outsiders.  The class name is identical to that of the social stratum.

Commoner

Technically as dwarves are commoners because they lack high social classes.  In game terms, however, few dwarves ever follow this path.  Shopkeepers and farmers are unheard of, blacksmiths and other "low" crafters are experts (they have to be in order to fulfill their clan obligations) and hunters are usually warriors.  The patriarch or clerics usually handle mercantile activities within the clan.  Commoners are also poorly trained combatants and no durvalk can afford such luxury.  As such, stone dwarves have no name for this class.

Druid

Few durvalk have ever visited the surface of Tellene and even fewer care to make the dangerous journey.  They rarely use wood, though they know its existence, preferring to trust in stone and metal, as the gods intended.  Animals beneath the earth fall into one of two categories, prey or predator.  Stone dwarves, while often displaying neutral tendencies, have no interest in maintaining any balance between good and evil or law and chaos.  Daily survival means they take whatever steps are necessary to continue their existence.  Stone dwarves have no name for this class and the basic principals are alien concepts.

Expert

The expert class is the domain of crafters, whether lowly potters or master weaponsmiths.  With virtually no time or inclination to follow scholarly pursuits, sages, historians, heralds, and other intellectual types are unheard of in durvalk lands.  Many experts take at least one level in warrior or rogue to give them some survival skills.  The class name is used to describe crafters.  Intellectuals, when encountered, are given the same name as aristocrats.

Fighter

For all their skill at arms and superior training, fighters do not farewell in the underearth.  They lack the stealthy skills needed to get within striking range of prey and hide from foes, both vital to durvalk survival.  Fighters are often trained in academies or standing armies, neither of which figure greatly among stone dwarves.  Most fighters learn their art from an elder and thus follow a certain tradition of fighting style.  Little time can be spared to develop and teach new styles.  Despite this, fighters are found in small numbers, though usually with a few levels in rogue or ranger to see them through.  Those who specialize in this class are called lazord ("open stance") because of their general poor stealth abilities.

Gladiator

Warriors must train, but fighting for sport is a waste of energy and, in death matches, lives.  Gladiators do exist in durvalk society but in few numbers and never as slaves or paid combatants.  Most are simply fighters with a flair for quickly learning new weapons and styles.  Their biggest limitations are that they are better suited to stand up fights and lack vital stealth skills necessary to the brutal cat and mouse tactics of subterranean warfare.  Their ability to launch multiple attacks of opportunity does suit them to engaging against multiple foes simultaneously, which is of practical use.  Showboating, however, quickly leads to death for the durvalk's racial enemies are not impressed by the skill of the gladiator.  Gladiators receive the same name as fighters.

Infiltrator

XXX BEGIN SIDEBAR XXX

Game Mechanic

Much has been made of how dwarves use infiltrators as explorers, scouts, and saboteurs, yet the basic abilities are better suited to life above ground.  The following changes are suggestions on how to adapt the class to subterranean work.  As always, the final word rests with the DM.  The change to Woodland Stride should be given to rangers as well.

Woodland Stride: The character gains the Mountain Goat feat (see Rules).

Woodcraft: Change the bonuses to apply only when underground.

XX END SIDEBAR XXX

The difference between rogues and infiltrators is slight, but it can make a difference in a life or death situation.  Aside from moral differences, rogues are experts at finding and disarming traps, stealthy attacks, and avoiding harm.  An infiltrator, on the other hand, is less adept at trap location but retains the sneak attack ability, a faster rate of speed (durvalk rarely wear much armour), the ability to cross rough terrain with ease, and bonuses to vital skills.  To the durvalk there is no competition.


Although primarily hunters, infiltrators are also explorers, guides, scouts, assassins, and saboteurs.  Many of their skills can be used to get them close enough to eavesdrop on enemies, and some are employed to infiltrate enemy lairs posing as slaves, either to rescue prisoners or get close enough to enemy leaders to slit their throats.  Such work is extremely dangerous but often vital to the welfare of the clan.  


Whereas all hunters are called delk, infiltrators have the prefix pa, or "quiet."

Monk

Stone dwarves may be lawful, the meditative requirements and extreme dedication required of a monk make them of little practical use in their society.  Days are spent hunting or fighting (or crafting), and nights spent watching for foes or making repairs to items.  Durvalk also know that only through hard work and the gods can one reach spiritual peace, not siting around thinking or physically exercising.  As usual with any class that does not serve as purpose, they are referred to by the aristocrat term.

Paladin

Devotion to a god is certainly a laudable profession, but food does not appear from acts of devotion.  Their need to survive at any cost, defined by their neutrality, means few have the time to spare or commitment to the cause to take up this class.  Fighting evil is not a desire among stone dwarves; it is a part of daily life.  However, the class is not unknown and paladins can serve as both clerics and hunters if the need arises, but are not particularly good at either (in durvalk terms).  The word for a paladin is edoth, or "narrow minded."
Psion

As with all dwarven subraces, psions are accepted so long as they fit in, despite their gift not being granted by one of the traditional gods.  Few have the chance to learn their art from a mentor and tend to develop talents that will help them survive in the harsh land they inhabit.  In areas bordering illithid lands, psions and psychic warriors are greatly prized assets, ale to fight their foe on an equal footing.  Of all the classes, psions are the most likely to work along deep gnomes, especially the fabled illithid hunters, who have shared their training with the dwarves in the interests of defeating a common and deadly foe.  Stone dwarves use the adurek term nedfalos to describe psions.
Ranger

Ranger rank third in terms of preferred class, having the skills and abilities necessary to survive though with less emphasis on stealth and more on killing.  As such, they rank among the elite warriors within a clan but are less versatile than infiltrators.  Durvalk rangers rarely have animal companions; close relationships with animals are unknown to the race, who either kill or eat them.  Fortunately few druidic spells deal specifically with plants, and dwarven rangers still have a good choice of spells.  Rangers are universally referred to by the mountain dwarf term, dulthaj.

Rogue

Rogues are the second most populous class behind infiltrators, but only by a whisker.  As discussed above, infiltrators have abilities better suited to the durvalk way of life but rogues are not without their advantages.  Their sneak attack can reach higher levels, making them excellent for ambushes, they can locate traps, and they can avoid blows through quick reflexes.  However, the receive no increased movement or ability to cross rocky terrain quickly, and the ability to duck and weave is of little comfort to dwarf being chased by a hoard of foes.  As noted elsewhere, theft is the most serious crime a stone dwarf can commit and few engage in larcenous pursuits.  Rogues are referred to by their social name, since virtually all are hunters.

Shaman

Durvalk understand that different types of stone have different properties, but only the most isolated clans have reverted to shamanism.  Even those who follow the tradition never take animal companions or totems, relying totally on stone and metal spirits to guide their ways.  Depending on whether they favor metal or stone, they receive either the hill or mountain dwarf name.

Sorcerer

Whether one is born with sorcerous blood or not cannot be controlled, for the taint of the Zarduk family still exists.  Whether one chooses to follow the way of sorcery is, however, a conscious decision.  Most dwarves consider sorcerors untrustworthy and of little practical use.  Even those who adopt a craft are less skilled than an expert.  A sorceror usually leaves his clan, either through choice or being exiled, and may wander the underearth trying to find a home.  Some end up living with deep gnomes, but most are killed by the terrible creatures they blunder across.  Sorcerers are universally called diskos, which means "tainted."

Spellsinger

As with Basiran dancers, spellsingers are all but unknown.  Racial songs are very few and far between among the taciturn dwarves, and the noise caused in invoking this art is likely to attract unwanted attention.  Those who learn the art tend to do so from hill and mountain dwarves or from deep gnomes (who hardly excel at the art).  A spellsinger also needs a useful trade if he wants to remain in his clan.  Spellsingers are called gramdros, or "big mouths."

Warrior

Few dwarves take this class by itself for there are no standing armies or militias this deep beneath the earth.  Most practitioners are crafters, who take a few levels to boost their combat prowess but without taking on the more dedicated talents of rogues or infiltrators.  There is no specific racial term for warriors.

Wizard

When stone dwarves record their history in writing it is through carving not writing on paper or vellum.  One cannot simply become a wizard in the same way as one can a sorceror and any dwarf willing to follow the Zarduk way of life needs to travel far and wide to locate a teacher.  Even if he learns the art, paper must be imported from the surface world at great cost.  Few wizards have what it takes to survive the rigors of the underworld anyway, being almost totally useless in close range combat and hunting and lacking useful craft skills.  Durvalk use the adurek term to describe wizards.

Government

"Survival first, friendship second."


Stone dwarf saying.

Lawful Neutral Society

Though many stone dwarves border more on true neutral, their society as a whole is lawful neutral.  The law aspect applies to their belief in the ancient traditions of their race, which they follow as strictly as possible.  As described in the Player's Handbook, neutrality on the good/evil axis means the person has "compunctions against killing the innocent" but at the same time "lacks the commitment to make sacrifices to protect or help others." It then goes on to describe that neutral characters do form bonds based on family and friendship, but rarely extend these to strangers.


So what do we have? Firstly, we have a race who follow their traditions word for word, caring little for the harm or benefit they cause society.  Indeed, few stone dwarves even question the traditions.  That strict adherence works is clearly visible in the continued existence of their race despite endless hardship.  A strong social order is also important, though with durvalk the order extends from ensuring everyone fulfills their daily role rather than having strict social classes.


As for authority, while the patriarch is considered to have the last word on any matter involving the clan, he is not in power through any divine or legal right, nor can he order people to do things for which they are not skilled.  Wisdom is more important than a hereditary ruler and in this respect the dwarves lean more toward true neutrality.


Traditions do not cause moral judgments in dwarves, who have little sense of right and wrong when compared to matters of survival.  As mentioned elsewhere, charity starts firmly at home.  A dwarf will do little to help a starving stranger unless he can assure himself that an act of generosity will have no harmful effect on his family.  If food is in short supply, the dwarf will allow the stranger to starve to death before his eyes without feeling pity or remorse.  In modern legal terms, this could be construed as murder through indifference, but to durvalk it is simply a matter of survival and preservation of those closest to you.

How It Works

The patriarch is responsible for ensuring the clan has enough food and supplies to survive.  Whatever his profession, he must decide where the hunters will search for food, what items the crafters must concentrate on, and when to make war on racial foes.  How the individual clan members reach their assigned goals is up to them; each knows his responsibilities within society.  While clan members may offer suggestions to the patriarch, he does not have to accept them.


By law, patriarchs can be removed from power if their decisions are causing hardship.  In such cases the entire clan must support the decision and even a lone dissenter blocks the leader's removal.  Most patriarchs, however, accept the majority verdict and resign.  Staying in power against the wishes of the majority can lead to friction, and life is hard enough without the clan dividing.


For those removed from power there are three choices.  First, they can choose exile, leaving their clan in the hope that another clan takes pity on them.  Few do, however, for a leader that has failed his clan is obviously unworthy.  Second, they can be forcibly exiled, which is effectively a death sentence.  Only when the entire tribe rebels is this sentence carried out.  Third, they can remain in their clan accepting a role as a common member of society in accordance with their skills.  They may never assume the position of patriarch again, however.


No ceremony marks the promotion of a new patriarch.  When the old one dies or is removed the eldest dwarf assumes the mantle.  They may refuse, taking the third option listed above.  In such cases the mantle is passed on until someone accepts it.  In order to provide some stability, older dwarves sometimes ensure the patriarchal power ends up with a middle-aged dwarf, who has a few centuries of life ahead of him.

Culture

"Culture? They don't even sing.  Not that I'm complaining.  You ever heard a dwarf sing?"


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

Stone dwarves may sound like barbaric cousins of the other subraces, but their culture is no less developed.  If anything it is closer to the culture of the original dwarves, and is therefore one of the most unadulterated cultures on Tellene.  It is simpler, some would say purer, than that of other dwarves, but hardships have allowed the dwarves little time to concentrate on non-essential activities.

Cycle of Life

"Birth, survival, death.  The cycle is complete."


Stone dwarf saying.

Childhood

With a near equal proportion of males and females one might think stone dwarves are more populous.  The birth rate among durvalk is slightly higher than among other dwarves but natural predators, food shortages, and war keep the population in balance.  At best the number of durvalk is steady, but it certainly is not expanding.


Children are a mixed blessing.  On one hand they are the next generation, keeping the family line going.  On the other, they are extra mouths to feed and dwarf children require a lot of food if they are to grow into healthy adults.  Until they are old enough to walk they stay with in the family house, protected by their family.  Once they can walk they begin to learn what it means to be a stone dwarf.


Children are expected to help from an early age, fetching and carrying small items, learning how to prepare food, watching the crafters at work, and so on.  By the time a child reaches school age (approximately ten years old) it is already versed in basic language, traditions, and religion.  School is less formalized than with other dwarves and more hands on.  Family members teach the children, and non-practical knowledge, such as history, is taught through stories and parables.  When the child first burns himself, for instance, he is taught how dwarves discovered fire and its uses.


By the time he reaches adolescence, the child is a helpful, if unskilled, member of the family and expected to earn his keep.  Lazy children are quickly taught the value of hard work by receiving less food and warned of the dangers of not serving the goods.

Adolescence

Adolescent durvalk are taught the skills they need to survive as adults.  Aside from geology and geography, as well as continuing lessons in language, tradition, and religion, children begin combat training.  Durvalk prefer light weapons and are trained to fight with two weapons simultaneously.  The warriors and hunters conduct training in the safety of the family home, and although expected to fight defensively should there be an attack, children are not permitted to join the hunt.


Durvalk have different racial enemies to other dwarves but are still taught ancient techniques for defeating these foes.  Though fewer in number than the goblinoids and orcs that haunt the upper level so the underearth, the foes of the durvalk are considerably more evil.  Children are taught to put aside thoughts of peaceful interaction and granting mercy in favor of quick kills.  Giants are creatures of myth and never found this far beneath the earth.  Despite hill and mountain dwarf claims, giants were not foes of the dwarves until the first exodus.


Fighting may be important, but there are times when stealth is the best option.  Adolescents learn how to move quietly over rocks, and how to use natural formations and deep shadows to hide, and how to spot approaching foes, potential food, and mineral resources.  Training is conducted in a practical manner, with the youngsters playing cat and mouse with adult hunters.  Children who are caught too easily go hungry as punishment.  This may seem harsh, but in adult life the dwarf would likely be dead, or worse, captured.  Dwarves are also expert climbers and are expected to be able to climb even when heavily encumbered.


Once combat proficient, the dwarf may accompany the hunters on safe hunts, those not venturing near enemy strongholds.  As well as honing skills, it helps them learn the maze of passages the dwarves call home, tell good food from bad, and makes them a more useful member of society.  From now on, they must catch their food if they wish to eat.


Even warriors are expected to have some basic knowledge of a practical craft.  Once the child can hunt, it is expected to learn a craft during the evenings.  Adolescents work long days with little reward.  All durvalk are taught how to craft stone and are without equal in such endeavors.  Despite living a harsh life, durvalk do appreciate quality stonework.


Sometime after the age of 35, the child may be selected to undergo the Rem Dolki ("Test of Providing").  The dwarf cannot volunteer for the test but, as tradition states, must wait until the patriarch calls him.  As one might expect, the test is practical.  The young dwarf must demonstrate he is ready to fulfill his adult obligations by hunting and gathering enough food to feed his immediate family for a week, manufacture an item of use to the family, and, finally, take part in a raid on a racial enemy and bring back the head of a foe killed in personal combat.  While the first two tests are performed alone, the raid is conducted with other dwarves.  


Only when all three stages are completed to the patriarch's satisfaction does the dwarf become an adult.  Children who fail to reach the required standard by their 45th birthday and usually exiled from the clan.  A fully-grown dwarf who cannot provide for himself and his family has no right to expect free handouts and must learn to fend alone or perish in the attempt.

Adulthood

Once a dwarf becomes an adult he can pick a profession.  So long as it is useful to the family, as determined by the patriarch, the dwarf is apprenticed to a master.  While learning his trade, the dwarf is still expected to be of practical help.  Hunters and warriors learn on the job, whereas craft apprentices help out with domestic chores.  Apprentice clerics must decide whether to work as hunters or domestic servants until they are ordained.  Few families allow their young adults to train at a temple, when one can be found.  It is part of a trained cleric's duties to visit students at home to conduct training.  


The vast majority of durvalk remain with their family until they marry and leave home (see below) or die.  Those who elect to become adventurers are frowned upon as forgoing the ancient ways of their people and putting themselves before their family.  Despite being neutral to one degree or another, stone dwarves still hold their family as important, for no dwarf can survive alone.


While an adventurer is off on his travels, he is considered a temporary exile.  When and if he ever decides to return, he must approach the patriarch and ask to rejoin the family.  In order to do so, he must demonstrate his worth.  Adventurers lead tough lives and most are skilled combatants.  More than a few have learned a useful trade, and almost all are considerably richer than when they left.  A returning adventurer is expected to return home with practical gifts for his family.  In game terms, the total value of the gifts must be worth 100 gp times his current level.  Obviously, bringing home a sack of coins is of little value, save to melt down into weapons.

Courtship

Courtship takes time, something the long-lived dwarves have in abundance.  Unfortunately, courtship cannot be allowed to interfere with daily life.  Thus, most courtship takes place at night.  Durvalk are free to marry as they want but few have much choice.  Whereas as other dwarves live in large, cooperative communities, the isolated nature of stone dwarves means a young adult is likely to know only a few dozen neighboring clans, each considerably smaller than those of other dwarves.  Because they are already likely to be intermarried with his family, an adult must undergo a journey to find a bride.  Most often this is done through trading expeditions or when the clans gather for war.


Depending on the distances involved, courting couples may not see a great deal of each other.  Willingness to pursue a long-distance relationship is seen as a quality, however.  Once the couple decides to marry, both patriarchs must be informed.  Marriage, like children, is double edged.  While one clan will be gaining an extra mouth to feed, they are also gaining a working member of society.  The most important factor in determining where the couple lives is the clan's ability to support children.  Whereas in most cultures the bride always joins the groom's family, this is not a requirement of durvalk society.


The patriarchs meet to discuss the marriage, usually in the presence of a cleric of Manklim.  In accordance with tradition, each must list his clan's assets and ability to provide for children.  Once all the cards are on the table, they reach a decision on which clan will support the couple.  A cleric is often invited to the meeting to settle disputes, though he is a mediator rather than a decision maker.  Sooner or later a decision is reached and the couple allowed to marry.  Permission can be refused, but this is rare.  An adult not procreating is not helping the race grow.


Whether the bride or groom, one of the dwarves leaves their clan and joins the other.  Durvalk do not recognize clan ties, despite most clans being related in some distant way, and the partner who leaves his family severs all ties.  From now on his (or her) new clan is treated as if it were their birth clan.  The newcomer always takes the family name of the clan is he joining, casting off his old name.


Children always belong to the new clan and do not treat the family of the newcomer as relatives, just as fellow dwarves.  Divorce is permissible, but rare.  Should it happen, the newcomer is exiled from his clan.  Most return to their original home, though they are treated as if they had been adventuring and not immediately welcomed back.

Advanced Years

In most cases old age means little to durvalk.  Their bones may ache and their reactions slow, but they remain productive members of the clan.  Regardless of actual age, when a dwarf can no longer function as a provider he or she no longer serves a practical use.  


Food used to keep them alive does little to benefit the clan, when it could be used to ensure the healthy members are well fed.  Rather than left to starve they are permitted a quick death.  Some opt to commit suicide through poison or fatal wounding, whereas others take their sword in hand and crawl off to die in combat, hoping to perform one last act of usefulness by killing a racial foe.


It could easily be argued that such an act of euthanasia is evil, but it is neutral in the strictest sense of the word.  No malicious intent is intended.  Dwarves care for their sick and wounded, but the nature of their surroundings means they simply cannot afford to support non-productive members.  Many dwarves still live to a ripe old age, however, but regardless of when they die they are mourned.

Habitat

"Where are the fabled cities of gems?"

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

XXX BEGIN SIDEBAR XXX

Stone Dwarf Lands

No place above the surface is home to the stone dwarves.  They populate large cavern systems under or attached to the Grottos, live in huge realms beneath the Dashahn Mountains, and mine deep beneath the Napalogo Hills.

XXX END SIDEBAR XXX

Stone dwarves live far beneath the earth, deeper even than the most extensive mountain dwarf realm.  Here, in a realm of perpetual darkness, they live, breed, work, and die in small family units.  While they may share close living space, they almost certainly never share resources.  Each realm, if such a word can be used to describe their settlements, is fractionalized except in times of total war.


Durvalk place little value on aesthetic works.  Corridors and chamber are left natural, though they may cut steps or construct bridges for practical reasons.  Tiled floors and walls are seen as waste of effort, not to mention a beacon to all racial foes that dwarves are in the area.  Leaving a cavern in its natural state is both pleasing and defensive.  This is not to say durvalk are no artistic.  They produce fabulous sculptures, using a variety of rocks inset with precious stones, but with just one exception they are religious in nature.  

Protection

The natural rock is the dwarves' greatest defense.  While they do set traps of cunning design around their homes, almost always deadfalls and pits, they prefer camouflage and deception.  Darkvision does not register body heat and can thus be fooled.  Dotted throughout any realm are numerous statues of dwarf warriors, armed with real weapons and wearing armor.


These statues look almost lifelike, complete with facial expressions and beards; such is the skill of the masons.  Durvalk are not lesser cousins when it comes to engineering either.  Many statues are placed on runners and controlled by complex gears or counterweights, which allow the statues to "walk," as if patrolling.  Of course, their racial foes are used to such tactics but the location of the decoys is changed regularly.  When attack is expected, live durvalk mingle with the statues and attacking foes must take steps to ensure they statue they just passed will not suddenly spring to life and attack them from behind.  As well as delaying them, it also leaves them open to missile fire.


Although it requires great effort, homes are given protection on a scale not seen among other dwarves.  Almost always built high up in cavern walls, to prevent easy access, they can be reached only by stairs.  Rather than use external stairs, as deep gnomes prefer, they are reached through stairs carved inside the cavern wall and concealed behind secret doors that appear as part of the rock face.  Access to other houses belonging to the clan is through passages carved in the rock.  Houses also lack windows, which the dwarves do not need.  From outside, a cavern full of durvalk homes appears to be an empty grotto.

Clan Domiciles

Houses are usually part of a small complex of interconnected chambers.  Houses are usually just a series of sleeping chambers and a small communal living area barely large enough to house the immediate family (spouse and children).  Each family within a clan has a house.  Some families have mattresses of moss or, rarely, fur, but most dwarves sleep on the bare rock.  The heat from the central fire warms the entire complex and despite being regarded as cave-dwellers by some races, their homes are warm and comfortable (at least by durvalk standards).


Most facilities are actually shared among the entire clan, thus fostering close ties and cooperation.  In a typical complex, the entrance stairs lead to a common room, large enough to house the entire clan.  Stone benches line the walls and a fire pit dominates the center.  As well as heating the entire complex, the fire pit is used to cook all meals.  Families cook their food in communal pots and eat together rather than as individual family units.  Durvalk burn smokeless coal, mined locally.  Ash is removed daily and ground into a fine powder, some of which is kept for medicinal or craft purposes.  Most of it is thrown into an underground river singled out as the clan dumping ground.  During the day, while the hunters are collecting food, crafters not requiring specialist workplaces and children use the room.  The common room is thus the hub of clan life.


Each clan also maintains a storeroom, in which are housed surplus provisions, weapons and armor, rope, work tools, and other necessary items.  Separate cupboards are used to house different goods and access is limited.  The patriarch, for example, holds the key to the food stores, whereas all warriors hold a key to the armory.  One should not think of keys as metal objects that fit into locks.  Stone dwarf locks are usually complex stone devices involving weights and counterbalances, activated by pressing a series of glyphs, most cunning concealed, in the right order.  The key is thus the knowledge of the correct combination.  


Because stone dwarves rarely gather outside the clan, all communities have a small chapel.  Each member of the main pantheon is represented with a small statue placed in wall niches.  Lacking ready access to paper, common prayers are inscribed on small stone tablets kept in recesses beneath the statue.  Worshippers are free to pray as they need and during all but holy days it is not uncommon to find several dwarves in the chapel, each praying to a different god.


At the back of the community is a series of small workshops.  Many crafters share facilities, though a metalworker always has a separate workshop in which his forge is housed.  Toilet facilities are not overly advanced, often being a bucket filled with ash.  In some clans, a small shaft drops to a subterranean river, but most dwarves must carry their bodily waste to the dumping river.  


As the family grows, so new sleeping chambers are carved and, if necessary, other rooms expanded.  Dwarves never undertake such work unless absolutely necessary and it is therefore easy to spot clans fallen on hard times; they have more rooms than they can fill.

Additional Features

Stone dwarves do not go in for running water, preferring to gather what they need from subterranean rivers or lakes.  Although capable of creating aqueducts, the end result does not warrant the extensive labor required.  The same applies to elevators and other large engineering works.  Hard labor never hurt the durvalk's ancestors, and it will not hurt the current generation.  Such feats of engineering are also clear signs of dwarven habitation and likely to attract unwanted attention.


Virtually every family has access to a mine.  Some are shared resources, typically being stone quarries and coalmines, whereas some clans own private mines, typically containing metal veins.  Many mines are excavated by hand, and only a few have trucks to carry away spoil.  Whenever possible, spoil is dumped far from the community.


Because of their more isolationist nature, durvalk communities lack communal warehouses, barracks, temples, schools, and other such structures.  Within the community, each clan works as necessary to provide for and protect its own members and cares little for complex social interaction.

Recreation

"All work and no play makes stone dwarves very boring."

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

Stone dwarves do not devote much time to pointless recreational activities.  Most dwarves relax by performing small chores, such as preparing food for the next day, cleaning and maintaining weapons, or carving small statues for children to use as toys.  Singing, dancing, and music are virtually unknown, and even storytelling is limited among the reticent dwarves.  What stories are told tend to be religious or historical parables used to teach youngsters.  Adult conversation is usually limited to current events, where to hunt next, and so on.  Compared to most races, durvalk are boring and make very poor socialites.


Children play at practical games; those that teach something.  Many children own stone soldiers, carved to resemble dwarves and racial enemies.  Adults use them to teach basic tactics and hunting patterns, and where to find weak spots.  No actual rules exist (they are not wargames) and who lives and dies is based more on circumstance than on random factors.  Children also play live action fighting, running around the community and attacking each other with replica weapons.  Again, these are instructional and children are expected to move quietly.  Being sent to bed without food is often the result is an adult hears excessive noise.


Younger children play with polished stone balls, similar to human marbles.  As well as developing coordination, it teaches them to accept defeat and respect the talents of others.  Many mimic hunters, either trying to move quietly and sneak up on adults or hiding from them.  Adults consider this to be good training for later life and openly encourage such activities, so long as the children stay within the safety of the community.

Diet

"Carrion crawler tentacle stew served on a bed of fungus and washed down with cloudy water? I'd rather eat the dwarves."

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

The diet of stone dwarves may not be very varied, but it is nutritious.  The underearth is a veritable larder, if one knows where to look and is not picky on the choice of foodstuffs.  For durvalk, anything edible has become part of their daily diet, though they refrain from eating the flesh of sentient beings.


Meat comes primarily from fish and crabs, as well as centipedes, spiders, and other vermin.  Some larger monsters are eaten, but many species are poisonous or foul tasting.  Those that are edible are stripped to the bone, with the eyes, entrails, and brains eaten.  More recognized meats, such as pork, beef, rabbit, and so on, are extremely rare and only available by paying extortionate import prices.


Typically meat is thrown into a stew or buried in hot ashes to bake.  Most food is prepared and eaten the day it is gathered.  If enough can be found to provide a surplus, it is dried over the fire and stored in the larder.  Many clans keep live centipedes and spiders in stone vessels, both as snacks and as a reserve in case the hunting is poor.


Frying and roasting are not only cooking methods unknown to stone dwarves, they also produce too much smoke.  Above ground, windows and doors can be opened to disperse the smell of cooking food; inside an unventilated community the smoke simply gathers near the ceiling.  Opening the door to the outside is not an option; beneath ground the breeze carries smoke to the noses of predators and racial foes.


Along with meat, the dwarves also eat a wide variety of lichens and fungi.  Most fungi are dried over the fire, giving them a slightly smoky taste, or dried with rock salts.  They are rarely eaten raw, even the non-poisonous varieties, and are usually thrown in the stew to provide texture and flavor.  Some dwarves grow their own fungi crops in a special room away from the warmth of the fire, but few produce a surplus.


Although few birds live below ground, durvalk are partial to eggs.  Fish eggs are plentiful, but many species of animal also produce eggs.  While many species would turn their nose up at the though of eating umber hulk eggs, durvalk are less fussy.  Most eggs are poached or hard-boiled when served with a meal.  Dwarven bread is a fibrous mash of fungus baked on the stones around the hearth.  It is not the most pleasant tasting substance in the world, but it keeps well and fills otherwise empty stomachs.


Water is the common drink of adults and children.  The mineral springs this far below ground are exceptionally pure and saturated with minerals.  So much so that the water is cloudy.  However, the minerals are a vital part of the dwarven diet and substitute for those other races find in plant matter.  Some alcohol does find its way down from mountain dwarf or deep gnomes realms, but durvalk are the only dwarves who do not brew their own.


Meals are taken two or three times a day, depending on what is available.  Breakfast is an essential meal, preparing the body for the rigors ahead.  Mushroom porridge or eggs are the most common meal, served with mushroom flatbread and a flagon of mineral water.  Hunters sometimes snack on food they have caught, during the day but most take only a few mouthfuls; everything they eat is less for the clan.  The main meal is eaten at night, after the hunters have returned and their catch prepared.  A thick stew of meat and vegetables is eaten almost every night, again served with flatbread and mineral water.

Clothing

"Why bother? No one ever sees them."

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

Clothing is usually made of animal hide, though rarely leather.  Many species of subterranean creatures have thick hides, which are beaten and soaked in a mix of urine and potash to soften them.  Once soft enough to work, the hides are sewn together with dried fibers from a specific form of fungi.  Most clothes are homemade, though if the hunting has been good the clan may have enough hide to trade with their neighbors.  Lighter clothes can be made from weaving dried fungi fibers dyed using powdered rocks.


Male and female fashions are remarkably similar.  Both sexes wear sleeveless tunics and ankle length trousers.  Boots are almost always knee high and crafted from hide, with thick soles to provide comfort and muffle sound.  Gloves, hats, and cloaks are very unusual.  Although the temperature is often near freezing, layers of fat and thick body hair provide all the insulation a dwarf needs.  Extra garments are seen only as additional weight to be carried.


Despite favoring stone, durvalk are good metalworkers.  Most often metal is worn in the form of belt buckles, for even durvalk favor wide belts, from which they hang weapons and tools.  Some dwarves wear bracelets as jewelry, but for the most part they prefer to use metal for more practical purposes.

Medicine and Healthcare

"The weak are a burden."

Stone dwarf saying.

XXX BEGIN SIDEBAR XXX

New Alchemical Mixtures

Item

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

Fanot

17

20 gp/80 gp
Noriedel

21

40 gp/100 gp

Zamil

15

10 gp/35 gp

Fanot

The salve form provides 1d3 hit points of non-magical healing when rubbed around a wound.  The potion variant places the patient in a paralytic state and is primarily used on patients requiring stabilization.  The potion grants a +25% bonus to stabilization rolls, but its effects last for an hour.  Taking multiple doses is dangerous and can lead to heart failure.  The patient must make a Fort (DC 15, +2 per potion taken within the last hour) save or suffer 1d6 temporary Constitution.  If the potion is fed to an unwilling victim, he may make a Fort (DC 12) save to resist the effects.

Noriedel

A snort of noriedel grants the inhaler a +4 bonus to resist of mind affecting attacks, including psionic and magic for an hour.  It does not allow the inhaler to see through illusions or penetrate disguises.  It protects the brain from attack but does not alter the senses.

Zamil

Zamil is usually used as a missile weapon, rather than smeared on armour or skin.  Any non-troglodyte within 20 feet of the impact point (or wearer) is subject to the Stench ability of a troglodyte, as detailed in the Monster Manual.  

XXX END SIDEBAR XXX

Durvalk healthcare is surprisingly advanced.  There is a heavy emphasis on getting the sick and injured back on their feet as quickly as possible; lying in bed does not help the clan.  Members of the clan carry out most nursing, though clerics of Namleka are sometimes hired if the patient has skills the clan has no desire to lose.  Clerics of Namleka spend much of their time traveling from clan to clan, dispensing medicine and healthcare as they go.  As such, payment for their services is usually room and board until the patient is healed.


Stone dwarves do not waste medicine or time looking after those certain to die from disease or injury.  They might make them comfortable, but in honesty durvalk bedside manner leaves much to be desired.  Any dwarf with a debilitating, contagious disease (lethal or not) presents a dire threat to the clan.  If the clan loses too many members to sickness, it will not be able to support itself.  In order to ensure the clan's safety, diseased members are temporarily exiled until they recover.  If the disease is contagious and potentially fatal, such as plague or typhoid, the patient is permanently exiled.  As the dwarven saying goes, "It is better to chop off a hand than lose an arm."


Few clans have an alchemist of skill and alchemical medicines are a popular trade item, both locally and imported from other races.  Alchemists know little of the properties of herbs, but are adept at using minerals and the body parts of underearth creatures to brew medicines.  Their alchemists manufacture similar medicines to other dwarves and deep gnomes, though they have developed three unique concoctions.  Two are not truly medicines, but they do provide beneficial effects.


Fanot, or "corpse dust," is a medicine made from carrion crawler tentacles.  As one might expect, it is a paralytic.  It comes in paste and potion form, each having a different application.  The paste is rubbed around a wound to numb the area.  As well as alleviating the immediate pain, it allows healers to tend to the wound without subjecting the patient to further agony.  The potion paralyzes the patient's body, as if a carrion crawler had struck him.  It has two main uses.  First, to slow the patient's heart rate and reduce the chance of him bleeding to death, and second, to allow invasive surgery without the patient suffering throughout the procedure.  In modern terms, it is an anesthetic.


The second alchemical concoction is noriedel, or "brain powder." Made from the powdered brains of mind flayers, it comes in the form of snuff.  Exactly how it works is not fully understood, but it does give the inhaler resistance against the mind affecting powers of mind flayers, as well as other psionic and magic attacks.  It is uncommon and usually only found in the possession of illithid hunters.


Troglodyte stench glands can be used to create a sticky paste known as zamil ("stench glue").  Although it can be smeared on armour of clothing, it affects the wearer as well.  Typically it is thrown at opponents, causing them to be violently ill, exactly as if they had encountered a troglodyte.  It is often employed against grimlocks, whose lack of vision forces them to rely on hearing and smell.  As well as inducing sickness, it hides the odor of dwarves and often convinces the grimlocks they are fighting troglodytes.

Law and Order

Although fractionalized, stone dwarf society is well ordered.  Law and order are not only actively pursued, they are paramount to their survival.  Only by acting in accordance with the traditions, which cover every aspect of life, can survival be assured and a place in the afterlife guaranteed.  Any disruption to the clan is detrimental to group cohesion, and crime, therefore, is severely punished.


Durvalk have only two categories of crime; those committed against your own clan and those committed against another clan (or allied race).  The former is the most serious category.  Despite being lawful and following lawful gods, the patriarch handles criminal justice.  Only when the patriarch is charged with a crime is a cleric called in to adjudicate.  The patriarch may call in a cleric to help settle the matter, but many clans hold this as a sign of potential weakness in their leader, who they expect to be well versed in the ancient laws.


Durvalk have no time to waste on lengthy trials.  The accused is brought before the patriarch, witness statements heard, and sentence passed, usually within an hour.  Obviously, all intra-clan disputes involve family members accusing their own flesh and blood.  This means little to the dwarves when the laws have been breeched and survival threatened.


Sentences range from going without food for a set period for minor crimes, such as failing to fulfill one's daily duties out of willful neglect, to exile for food theft and crimes considered capital offences among other races.  While personal possessions are few are far between, most items being communal property, food is carefully rationed.  Taking more than your fair share, especially when it involves deceit, deprives other clan members and means the individual has put his own needs above those of his kin.  For this reason, it is a very serious crime.


When a crime is committed against another clan or an allied race, the laws state that the clan to which the guilty party belongs must pay a fine.  Again, laws are in place to dictate payment levels.  Because of the risk of subterfuge and unfair trials, a cleric of a recognized lawful deity who belongs to neither clan must be present.  The accuser's clan pays his fee.  Technically the guilty party's clan could refuse to pay the fine, but it almost never happens.  Life is hard enough without warring against one's neighbors.  


His own clan usually charges the guilty dwarf with endangering them, for fines are nearly always paid in food or weapons, both of which are essential to survival.  Punishments are severe, usually resulting in reduced rations for several weeks, with banishment reserved for those who bring on excessive fines.


Outlaws, those exiled from their clan, are never taken back.  Their name is removed from the family history and never spoken again.  Few exiles find home with another clan, having shown their true colors.  Most perish within a few weeks, eaten by predators or killed by racial foes.  Some band together to form brigand gangs, but their presence endangers the clans, who actively hunt down and kill roving bandits.  Dwarves subject to a temporary banishment are allowed to rejoin the clan if they survive the period of exile.  Few do, however.  

Relations with Other Races

Stone dwarves distrust all surface races.  Their ways are almost completely alien to stone dwarves, who do not even share a common language with them.  Those races who venture into the bowels of the earth and considered interlopers in what is effectively a sacred dwarven realm.  Most dwarves are content to show the strangers the way out, or at best the path around their home, in return for food.  They do hire themselves out as guides for longer journeys, but rates of pay increase dramatically the longer the dwarf is away from his clan and his duties.  Dwarves leaning toward evil are inclined to ambush and kill interlopers.


Even if a stranger is accepted as trustworthy and earns the respect of the dwarves, which usually requires acts of courage or knowledge of their ways, they will never be treated as equals.  Durvalk legends and holy scriptures make no mention of other friendly races and the traditions do not encourage contact with outside influences.  Dwarves were put on Tellene for a specific purpose and anything that leads them away from that goal is considered bad.

Other Dwarves

Durvalk may have different cultural and religious beliefs to other dwarves, but they still consider them to be kinfolk.  Distant cousins who have lost the true way and succumbed to the temptations of the dark gods they may be, but they are still relatives.  Most contact is through trade, which is not exactly a regular occurrence, though diplomatic missions do happen as well.  


Stone dwarves remain reticent with their near-surface relatives but there is an unspoken bond between the races.  Cultural and religious differences may stop the dwarves become bosom buddies, but durvalk automatically side with other dwarves over any issue.  Durvalk appreciate the fine craftsmanship of mountain dwarf weapons, though they find them to heavy for their tastes.

Elves

Durvalk know of only one elven race, the drow, and they rank as one of their most hated enemies.  Their sorcerous ways are considered a corrupting influence, and their taking of slaves abhorrent, not only because it enforces outside leadership on the captives but also because captives now serve the needs of their new masters rather than the clan.  Drow also epitomize everything the dwarves stand against in terms of social order.  Nobles lord it over lower class beings, who are expected to supply their masters with everything they need to save them having to work.  Despite hating them, durvalk do not attack them recklessly.  Drow have many strange powers and the durvalk cannot afford to throw away lives.


Surface elves, when encountered, are automatically assumed to be related to drow in the same way that hill and mountain dwarves are related to stone dwarves.  Few bother to listen to the elves' protests, for drow are known to be masters of treachery.


No stone dwarf would willingly work with a drow, no matter the reward.  To do so would be to go against eons of tradition and bring the dwarf's loyalty to his clan into serious question.  At best, the dwarf will sign up with a party containing a drow simply to remove his enemy at the first opportunity.  A surface elf, regardless of subrace, is viewed with intense suspicion and has very little hope of earning the dwarf's respect without slaying handfuls of drow.


Stone dwarves refer to drow as emedrow, or "white hairs." Surface elves are not encountered enough to have earned a separate name.

Gnomes

Relations with deep gnomes are, at best, neutral.  Competition for resources is fierce, though neighboring tribes usually make non-aggression pacts to stop the competition devolving into bloody warfare.  Both races share common foes, making them potential allies, but alliances only occur when both sides would benefit from the union.  Individual friendships do occur, and deep gnomes train many of the dwarves' illithid hunters.  Trade is not unusual, with the dwarves exchanging metal ore for cultivated fungus.


Little is known about rock gnomes, whom the durvalk suspect are the deep gnome equivalent of hill dwarves.  Even if contact were frequent, the relaxed nature of rock gnomes and tendency to waste valuable time in meaningless japes would not sit well with the dwarves.  Forest gnomes are a completely unknown race and, if encountered, are likely to be treated as some sort of woodland spirit.


A stone dwarf adventuring with a deep gnome shares a common bond.  Both races are strangers to surface life and, while friendship is unlikely, they at least can talk together in Undercommon.  Deep gnomes are more belligerent than dwarves, who prefer to pick their battles with more caution.  Coming from a resource-deprived world, both races are likely to quarrel over the smallest reward, especially if of practical use.


Deep gnomes are referred to as barijot ("small beings"), whereas rock gnomes receive no racial name, being referred to simply as "wastrels."

Halflings

Asa race, durvalk know nothing of halflings.  Should contact ever be made, it is likely the durvalk would consider them an offshoot of deep gnomes, principally because of their size.  Of course, lightfoot halflings are principally hard working and look after their own, something the dwarves understand.  Still, halflings are more egalitarian and outgoing than dwarves, who would look upon overtures of friendship with a healthy dose of suspicion.


Halflings are by nature curious creatures and prone to wanderlust.  Dwarves view this as both annoying, since they have no wish to engage in conversation with any race, and foolhardy, for strength lies in cooperation rather than individual endeavors.  The halfling ability to find trouble is seen as endangering the adventuring family and stone dwarves take it upon themselves to punish frequent transgressors.


Whether lightfeet or amberhairs, deep gnomes have yet to give halflings a racial name.  Most often they use descriptors such as "short one" or "talkative one" when referring to them in the third person.

Humans

Humans may be the most prolific surface race, but they do not live beneath the ground.  Sporadic contact has been made with human adventurers, but the dwarves understand little of their alien customs.  Those they have met run a gamut of alignments, and seem to have no common customs or beliefs, which dwarves find strange.  Some have proven worthy of respect, but others have proven treacherous and cowardly.


Although the stone dwarves know of the fall of Karasta they do not grieve for its loss or hold humans responsible.  Its construction should never have happened and its capture is proof that the surface world is not for dwarves.  However, the word Kalamaran is now one associated with treachery and Kalamarans are treated with considerably more caution than other humans.


Humans and stone dwarves have little in common.  Any friendship must come about by the human's efforts and such a bind is likely to take many years to develop.  Because of their size and the dwarves' lack of understanding about true giants, durvalk refer to humans as kempe ("giants").

Hobgoblins

Goblinoids and orcs were never enemies to the first dwarves.  It was only after reaching the surface that these multitudinous races because enemies to the hill and mountain dwarves.  Despite not knowing much about hobgoblins, save what other dwarves have told them, it would not take long for the two races to become hostile.  Hobgoblins are unlikely to view durvalk as any different to other dwarves, and the stone dwarves dislike bullies and slavers.


When adventuring together, the two races are likely to become enemies quite quickly, though not with the overt aggression common to other dwarven subraces.  If the hobgoblin is brave enough and treats the dwarf with respect, a slight bond could develop as with humans.  Such an event is unlikely, but not impossible.


Due to the almost non-existent contact between these races, stone dwarves have no racial name for hobgoblins.

Half Races

Half-stone dwarves are extremely rare.  Those living with humans are considered exiles, whereas those dwelling beneath the earth are treated as kin.  There is no middle ground.  Other half-races are treated with suspicion because they are surface races, not because they are mixed race.  As with hobgoblins, orcs have never troubled the stone dwarves and a half orc has as much chance of earning respect as a human, so long as his aggressive orc nature is not dominant.


Having little contact with pure breed surface races, durvalk cannot easily distinguish between pure and half-breed individuals.  Racial names, if they exist, are based on the race the individual most resembles.

Non-Civilized Races

Durvalk interact with only three other subterranean races (aside from the drow), and never in a friendly manner.  Illithids, or noridresil ("brain eaters"), rank the highest menace, for their unique culture disgusts dwarves.  While open warfare is avoided, durvalk attack lone mind flayers and launch small raids to rescue prisoners.  Mind flayer strongholds are simply too well defended to risk a mass confrontation.  Illithids are never taken prisoner, but their brains are used to make an anti-psionic drug.


Serving the mind flayers are the grimlocks, a race of blind, primitive humanoids.  They act as warriors for their tentacled masters and are encountered more frequently.  Durvalk call grimlocks orloki, which means "blind servitors." It alludes to their lack of ocular sense and their total devotion.  Of all the subterranean races, grimlocks are most likely to launch large-scale attacks on dwarf settlements.  While they are not the brightest of creatures, they lack of sight means they rarely fall for the dwarven sentry statue trick.  When forced to fight them, durvalk make a lot of noise and use noxious chemicals to confuse their keener senses.


Lastly there are troglodytes, known as zamorg ("stench beasts").  They see dwarves as food rather than slaves but lack the numbers, coordination, and bravery to attack a settlement.  Instead they ambush small hunting parties, using their powerful odor to overwhelm the dwarves before the kill.  Troglodyte skin is used to make clothing and their stench glands can be used to make a salve potent against grimlocks.  

Trade and Tribute

"No thank you, I already have six very nice lumps of rock already."

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

Trade is not an important part of durvalk culture, self-sufficiency being the watchword.  Everything the dwarves need to survive can be found locally.  Metal for weapons and tools, fungus fibers for rope, animal hide for clothing and armor, and much more can be fund if one knows where to look.  However, stone dwarves have things other races want, specifically metal (ore and in tool and weapon form) and stone (including previous stones).  Both commodities are traded with other dwarven subraces and, to a lesser extent, the belligerent deep gnomes.  In return, the dwarves accept foodstuffs, clothing, timber, and alcohol, in order of necessity.


Durvalk have no separate merchant class, for mercantile interaction with other races is not common.  At most, each clan gets a visit once every few years, and often as much as a decade passes.  Clans do trade among themselves, however, and clerics are often used to barter resources, though patriarchs are expected to be skilled negotiators.  Rarely does one see trade caravans, and most trade is for small quantities of easily transportable goods.


Since no markets exist, trade, whether with neighbors or outsiders, is conducted with individual clans.  Outside merchants are shown to a large cavern from here they can hawk their goods to the emissaries of the clans.  Complex traditions exist detailing how much an individual clan may buy based on the quantity of goods available and the size of the clan.  While being self-serving, the clans try to ensure everybody gets a fair share, lest it result in feuding over resources.  Stone dwarves rarely send trading parties to other races or subraces, for the journey is long and they can ill-afford to waste manpower.  If you want to buy durvalk goods, you must visit their lands.


Durvalk do not pay any form of tax or tribute, nor do they demand it from neighbors.  With no central authority or community infrastructure to support, taxes serve little purpose.  Each family within a clan is expected to work as necessary to keep the clan going.  When a clan needs a service its members cannot provide, it barters with a neighboring clan.  This is usually only for luxuries or an unusual item, for a clan that cannot provide the basics required for survival is doomed.


As stated before, durvalk do not have shops.  The clan provides everything a dwarf needs to fulfill his duties free of charge.  Technically.  Payment comes in the form of the dwarf using his skills to help the clan.  What good is a warrior without weapons? If a dwarf wants something unusual but feasible, such as a suit of chainmail, he can either barter for it from another clan or ask his clan armorer to make one.  However, as a non-essential item, it takes he crafter away from essential duties and is therefore chargeable.  Stone dwarves have little use money, which in itself is worthless.  Typically payment comes in the form of food, which the warrior must find in addition to his regular quota.


Unless the game is set around a clan's struggle for survival and features only player character durvalk, the adventurous stone dwarf is an outcast.  His property is his own, but it also costs standard prices.  The clan-support system is not a way for durvalk characters to start with free equipment.

Calendar

"Ooh, it's time to harvest the rocks!"

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

No seasons exist beneath the earth and the durvalk do not bother with a calendar.  Days, weeks, months, and years are all fairly meaningless concepts without something to reference them to.  As such, the durvalk vocabulary has no words for measuring time as an abstract concept.  The nearest they have to short term record keeping is kapos, which means "work cycle." It is a vague term encompassing what other races would call a day and refers to specifically to the period after waking.  A stone dwarf saying he will meet you in three kapos means he will meet you at some point after waking on the fourth day but before he goes to sleep.  Exactly when he will turn up is, therefore, quite variable.


Although a calendar could be kept by recording tally marks of kapos, stone dwarves have little to plan for.  There are no crops to harvest, war takes place as and when one side decides it is ready, and the passing and recording of years is as meaningless to dwarves as they are the rocks they quarry.


Longer-term dates are based vaguely on the lifespan of the speaker or his immediate family.  Events taking place longer than a few years ago (a thousand or so kapos) are never given specific times.  Thus, a dwarf relates tales in terms of when his children were young, before he became an adult, shortly before or after the death of a loved one, and such like.  This makes tying in events to a standard calendar all but impossible.


Durvalk celebrate the day a dwarf is born, but not annual birthdays.  Religious holidays keep an approximate correlation to the surface races purely because the clerics have a sixth sense as to when to hold them.  Some claim the gods speak to them in dreams, which is not unfeasible given their status as the gods' representatives under the earth.


Whereas the other subraces developed a calendar after reaching the surface and seeing the movement of the heavens, the durvalk lack even legends speaking of the celestial bodies.  Few durvalk have ever seen the sky, as they claim the gods intended.  That the other subraces have developed a celestial calendar is seen as a taint on the purity of their race and affront to the traditional gods.

Language

The durvalk dialect of Dwarven is more rudimentary than that of other dwarves.  Given their reticent nature and tendency to discuss only a limited range of topics, this is not unsurprising.  Their language lacks words for many surface features, such as trees, weather, celestial objects, calendrical notation, and such like.  Trade with near-surface dwarves has introduced new concepts, but to a durvalk a piece of wood is a piece of wood regardless of the type of tree it came from.


They have a similar glossary of words for metals as hill dwarves but a greatly increased understanding of stone.  As mountain dwarves have numerous words for metals based on type and state, so durvalk have similar words for stone.  Words such as stalagmite, while conveying much to other races, mean little to durvalk, who have specific words for shape, length, substance, and so forth.  When discussing gems, words are used to define size, quality, color, and texture as well as basic mineral composition.  


A single word thus conveys an image of a very specific stone object rather than a concept based on one common principal.  Telling a stone dwarf you want to buy diamonds has the same meaning as going into a grocers and saying you want to buy a vegetable.  He has the basic knowledge of what you want, but needs to know a lot more before he can serve you.


Any race dealing with them, even other dwarves, is strongly advised to keep conversation to a minimum, avoid using surface terms, and never to try and discuss matters of geology.  Failure to do so may result in the dwarf becoming bored and walking away, for unlike deep gnomes they have little sense of idle curiosity.  Travelers to the underearth must also remember that stone dwarves do not speak Merchant's Tongue.  Undercommon, the subterranean equivalent, is taught from birth, and many know Draconic, Gnome, or Terran.

Names

Naming conventions are similar to those of other dwarves but family names are considered more sacred.  Among the durvalk there are only the eight family names; no stone dwarf has ever bothered to start his own familial line.  When dealing with non-Dwarves, they keep their given name but choose a surname based on stone or stonecraft or some personal ability.  Thus, one finds Masons, Hardstones, Gemcutters, and Granitehands, as well as Swiftlegs, the Stealthy, and Foehammer.

Warfare

"Violence is the only option."


Stone dwarf saying.

Despite being a benign race, in that they are not interested in enslavement or conquering, stone dwarves are quite aggressive.  Competition for resources is fierce and peaceful negotiation rarely an option.  Raids and counter raids are a part of daily life, predators must be stopped, and resources gathered.  By comparison the surface world, occasionally wracked by large-scale wars, seems positively tranquil.  Their race lacks large armies, being centered on family units, but when riled the durvalk can muster large numbers of troops.

Weapons and Armor

"Mobility and speed are the best weapons."


Stone dwarf saying.

Stone dwarves are quite capable of manufacturing medium and metal armour but universally prefer to wear light armor.  Most warriors wear chain shirts, which are light enough not to hamper movement yet affording reasonable protection.  Its big drawback is its tendency to jingle, which can echo for many hundreds of feet in the quiet underearth.  Unless expecting serious trouble, most are content to wear padded (thin layers of hide stuffed with fungi fibers), soft leather, leather, or even cord (tightly wound fungi fibers).


Warriors may own medium or even heavy armour, but for a race whose tactics favor mobility and stealth it is only ever worn in the direst of battles.  If metal armour is not affordable, thick hide armour suffices.  While it may protect the wearer from blows, it is less helpful if the dwarves have to flee.  Durvalk do craft shields, but their preferred fighting style is with two light weapons, striking fast and then withdrawing to an advantageous position.  A shield not only reduces the warrior to a single weapon, but makes hiding and climbing harder.


Durvalk have access to a variety of weapons, including those common to all dwarves, but prefer to use light weapons.  As well as being less weighty, stone dwarves learn how to wield two light weapons simultaneously, effectively doubling the number of attacks they can make.  Although each weapon causes less damage than a comparatively larger one, overall the flurry of blows can dispatch a foe quicker than with a single weapon.  Any standard light weapon is thus very popular, but there is a preference for daggers, light maces, hand axes, picks, and short swords.  


Unique racial weapons also exist, though the selection is not as varied as with other subraces.  Many hunters carry a durgrum, a straight-bladed knife with a reinforced tip designed to puncture thick hide and armor.  The urgad, on the other hand, is a thin bladed knife used for primarily attacking unarmored foes, as well as an eating implement.


When it comes to swords, paired short swords are very common.  For warriors needing heavy armour, a heavy weapon is also preferred.  The formar is a broad-bladed, double-edged sword used for slashing and piercing.  It is a no-nonsense tool of war, easily manufactured, and relatively simple to wield.


The fulzek is a heavier sword and many dwarves consider them to be the first swords ever produced by their race.  Blades are double edged at the top for piercing, but are primarily used for slashing.  The pommel has a large spike protruding from the bottom, which can be used to dispatch foes or as a makeshift aid to climbing.  Many blades are highly decorated with ancient runes telling of the creation of the first blades.


Lastly there is the thel.  With its single edged, straight blade, it is a purely slashing weapon.  Hilts are elegantly crafted and set on a carved bone grip.  Owning one is considered the mark of a true warrior as the bone used in the hilt must come from a racial foe killed in single combat.  Both the fulzek and thel are unusual in that they are the private property of the owner rather than communal weapons.


Ranged weapons are unusual underground, but durvalk do sometimes use them.  Shortbows are the most common missile weapons, being light and quick to load and fire.  Throwing axes, short spears, javelins, and daggers are also popular and form part of standard durvalk tactics.

Ranks

"Put your greatest trust in your own abilities."


Stone dwarf saying.

Warriors and hunters receive a title based on their experience as a fighter rather than because of leadership qualities or birthright.  These are not true military ranks, but terms of respect and recognition.  The lowest title is that of delk, which all warrior/hunters receive when they choose that profession.  As well as symbolizing the dwarf's social responsibilities, it also means that he is not numbered among the experienced hunters within his clan.


Experienced hunters, known as amydelk ("senior hunters" or sometimes "great hunters"), serve in the same role as lieutenants in other armies.  They lead small groups of hunters, who follow them not out of military duty or legal requirement but because the amydelk has more experience under his belt.  They are mentors to less experienced hunters, competent tacticians, and lead by example.


The highest rank is demadelk, or "master hunter." Many other races refer to them as captains, but the title implies no actual military authority.  Few clans possess more than two or three of these individuals.  As with amydelk, there is no formal requirement for becoming a demadelk, save the recognition of one's clan.  Few are younger than middle age and most are well into their second century of life.

Organization

"Large numbers make easier targets."


Stone dwarf saying.

The standard unit is the delfor ("hunting party), which comprises two to four individuals.  Leadership falls to the most experienced hunter, though he holds no title.  The delfor is not affixed unit, in that members are assigned on a daily basis rather than serving with the same unit every day.  As well as hunting, they serve a military role as scouting parties, strike teams, and guard patrols.


When multiple delfor work together they do so under the leadership of an amydelk in an amydelfor ("great hunting party").  Typically comprising between ten and twenty individuals, they account for a third to a half of a typical clan's fighting strength.  One amydelfor is assigned for every five warriors, allowing the unit to function as a large force or several smaller ones.  Ambushes are usually carried out by such groups, as are hunts for large or dangerous prey.


The largest recognized unit is the wandelfor, or "clan hunting party." Technically it is not a hunting party, for it comprises every adult within the clan, and often many adolescents.  It comprises two or more amydelfor and is always led by the patriarch.  A typical clan can muster 50 individuals, with the largest clans reaching double that number.  Summoning the entire clan is a desperate act, for it means risking crafters and clerics as well as warriors.

Sometimes the various clans sharing a cavern must battle a common foe.  Although the total military strength can number several hundred, there is no overall commander.  The patriarchs meet briefly to discuss overall objectives, but individual clans are left to fight the battle as they see fit.  Cynics point to this as being the perfect opportunity for a clan to sit back, lets their neighbors get decimated, then wade in to claim the glory.  True, this could happen, but it does not.  Clans not pulling their weight in battle are open to legal repercussions, not to mention loss of honor, and almost certainly being cursed in the afterlife.


Since they lack supplies, supply lines are never a problem.  Typically hunters do not eat during the day.  When going to war, they are expected to forage for food.  Since most are hunters, this presents little problem, though it does leave the non-warriors back in the clan to fend for themselves.  Wise patriarchs never dispatch all their warriors to war, always keeping a few back to ensure the clan is fed.  Although capable of surviving indefinitely on foraged food, warriors dislike shirking their duty to their families and few engagements involve leaving the army in the field for more than a few days.

Tactics and Strategy

"Movement is life."


Stone dwarf saying.

The geography of the underworld and clannish nature of durvalk means large-scale engagements are rare.  Most warfare involves small units using with hit-and-run tactics to inflict damage before they can be drawn into a prolonged, bloody engagement.  Geography is perfectly suited to this mode of warfare, with rough terrain limiting mass charges, narrow passageways easily held by a few determined troops, and galleries and ledges allowing a bird's eye view of approaching foes.

 
Surface races dependent on light have never fared well in the underearth.  Too many rely on disciplined formations, heavily armored troops, space to maneuver, and of course, well maintained supply lines.  To them, the underworld is a hellish domain in which to wage war.  To the durvalk it is simply home.

Ambushes

Ambushes are the great equalizer in warfare.  Executed well, even the most disciplined and battle hardened troops can be cut to ribbons in minutes by only a small number of attackers.  Above ground, most ambushed forces usually have the option of fleeing or counter attacking.  Below ground, space is restricted.  Sheer walls prevent counter attacks, passageways can be sealed with rock falls, small numbers of troops, or a few, well selected spells.  Even forming a defensive formation is next-to impossible in most caverns, yet alone narrow tunnels.

The standard stone dwarf tactic is not to fight in small spaces, however, but to select large caverns with rough floors (preferably with stalagmites) and numerous exit routes.  Fighting in a tunnel may restrict foes, but the magic of drow and mind flayers and the stench of troglodytes mean the terrain actually suits these races better; a spellcaster can disable large numbers of dwarves with a single spell.


When given enough warning, dwarves rig the caverns with deadfall traps designed to block access to more open areas, hamper movement, and, of course, kill.  Such is their skill with stonework that few races can tell natural stone from a dwarf trap.  Pits require periods of extensive work, and are usually shallow, designed to trip rather than send the victim plummeting to his death.  Typical pits are four feet wide, seven feet long, and only two or three feet deep.  Sharpened rocks are placed in the bottom to impale foes, and the whole thing covered with a rekzaki camouflaged to suit the natural terrain.


Whenever possible, dwarves position troops on both sides of the cavern and above ground level.  Stone dwarves are excellent climbers and take full advantage of this trait.  Placing them on jut one side would give the enemy the chance to find cover from which to fire back.  The start of the ambush is always a volley of ranged weapons; shortbows if range permits but javelins and throwing axes otherwise.  As with most races, they target obvious spellcasters and leaders first, seeking to cause confusion in those vital first seconds.


If the enemy force is strong, the dwarves do not enter melee.  Instead they retreat to another ambush point and repeat the procedure, slowly weakening the enemy.  A weak force may be engaged, and the dwarves do so as quickly as possible, seeking to limit the effectiveness of spellcasters by mingling with enemy troops.  Troglodytes pose special problems.  Unless a supply of trolkar (see Friend & Foe: The Gnomes & Kobolds of Tellene) is available, close contact is avoided.

A favored tactic is for small groups of dwarves to trail and harass enemies with ranged attacks, melting away into cover when the enemy turns to fight.  While there is a risk of being lured into an ambush, the dwarves are well trained in detecting traps and ambushes.

Underground Fighting

If forced to raid an enemy lair, durvalk favor speed and surprise over brute force and superior numbers.  They are far from cowardly (not many races would enter an illithid city by choice) and simply lack the manpower to conduct full assaults.  Whenever possible soldiers wear light armour.  Direct contact is to be avoided and more often than not the dwarves must flee from superior numbers.  All raids have a fixed objective and are never conducted just to kill foes; ambushes are better for that.


Warriors infiltrate enemy lines, quietly dispatching sentries and disarming traps as they go to form a secure line of defense.  Any excessive noise usually results in the attack being scrubbed; the dwarves have little desire to engage an enemy of his home territory where he has the advantage of familiar territory and a ready supply of reinforcements.


Once inside the security perimeter the dwarves set up a rallying point.  Small groups go in search of the targets while the main force guards the rallying point.  Should the attack be detected, the scouting parties retreat to the redoubt, protected by ranged weapons from their comrades.  From there, the entire force retreats, using staggered movements supported by ranged weapons to cover the withdraw.


All being well, the scouts find their objectives without being spotted.  If the target is only lightly guarded, the dwarves attack in silence, hoping to fulfill their objectives and flee before the enemy can react in force.  Heavy defenses force them to retreat and fetch reinforcements or draw the enemy away by tricks or sniping attacks.  If the objective is important enough other groups cause diversionary attacks on other targets, drawing away defenders from the true objective.  In modern terms, durvalk favor commando raids over frontal assaults.


On the rare occasion multiple clans band together, tactics are more akin to those of mountain dwarves, with heavily armored troops spearheading the main assault.  While the shock troops create a frontline, the second line troops engage in looting, ferrying away supplies before the frontline collapses.  Being heavily armored, the dwarves have little chance of sneaking away once the objectives are met.  Instead, they retreat in an orderly fashion to an ambush point, where lighter armored dwarves harass pursuers to give the others time to make their escape.

Defending Lairs

The first line of defense around any community is a line of traps.  Deep pits, shallow spiked pits, and deadfalls are placed along the widest point of ingress, leaving narrow tunnels as the only safe routes.  Wary of being followed by enemy scouts, dwarves almost always choose the narrowest route home, hoping to fool any future attackers into assuming the route is trapped and that another route may be safer.


Behind the traps are the sentries.  There is no organized system of watches and each clan ensures its own safety by placing guards.  The sentries move in set patterns, blending in with the stone statues used to fool defenders.  Their primary role is not to engage attackers but to alert the clan to their presence.  Most clan domiciles are well concealed and whenever possible the dwarves simply hide in their homes, hoping the attackers pass them by.  If any clan is attacked, however, the other dwarves surge forth to defend their kin.  Resources may be scarce, but allowing foes to invade a dwarven home and not helping, in which there is a chapel, is tantamount to treason against the gods.


When forced to fight the dwarves do so without compassion, hacking their foes to death in retaliation for invading their homes.  Warriors wear the heaviest armor they can find; endurance on the battlefield is more important than stealth and surprise attacks.  Virtually every adult engages in combat, for if the battle is lost the dwarves will be homeless.  Usually several clans engage in melee while the others harass foes with ranged weapons, drawing off troops to alleviate pressure on the most harassed clans and preventing the enemy from concentrating on a single target.  No training is conducted in such maneuvers; the dwarves simply respond to the current situation as best they can.


Sometimes the dwarves lose and must retreat.  Most times the enemy finds only one or two clan domiciles, which of course are looted, and then withdraws.  Most clans give the raided clans a few supplies to see them through; thankful it was not them who suffered and knowing that one day the favor may be returned.  Revenge attacks almost always follow, though the durvalk are patient and may wait years before enacting a brutal retaliatory strike.

Religion

"You have to love these guys for following an orc god."

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

Durvalk lack the central authority to construct large temples.  Each clan has its own chapel honoring the main gods, and maybe a handful of clerics.  Clans without a cleric to a specific deity must pay a cleric if they want any ceremony held.  Most times they simply worship without one, showing devotion as they see fit in accordance with the traditions of their people.  Individual stone dwarves do have favored gods, but usually show devotion through their work and way they live their lives rather than through prayers.

The Pantheon

"Even the gods hunger."


Stone dwarf saying.

Like other subraces, durvalk hold seven deities as important gods and accept others as lesser deities.  Their pantheon shares many gods with that of their hill and mountain cousins, but durvalk claim theirs is the original pantheon.  Of course, there is no way of proving or disproving this claim.  The gods are listed in the order they granted their gifts in accordance with durvalk religious belief.

Hildal

The Founder's teachings appear to have reached the durvalk with some glaring omissions.  He did indeed teach teamwork and cooperation, as is evident by the close-knit intra-clan bonds, but his teachings on cities are completely missing.  While stone dwarf clans do congregate together for mutual safety, there is none of the central authority or group cohesion seen among other races.  For all intents and purposes, each clan is a separate entity that happens to be living near some other dwarves.


Hildal's architects are among the best anywhere on Tellene, but their talents are rarely seen.  The vast columned halls of mountain realms simply do not exist in the deep earth, yet durvalk are quite capable of crating, if not surpassing, such wonders.  To create such beautiful works requires a level of cooperation not found among stone dwarves.  Their greatest talent is actually in working stone to make it appear perfectly natural.  The secret doors to a clan's domicile may be simple pivoted stones, but they are indistinguishable from the surrounding rock to any race other than dwarves.


Clerics find little employment either as architects or law keepers, though the latter domain is sometimes called into use.  A cleric of Hildal can interfere in clan judgments if, and only if, the patriarch has disregarded the ancient laws.  Most clerics work as stone crafters or trapmakers, even mining their own stone as required.  Visitors to a durvalk realm are likely to interact with clerics of this faith; durvalk insist all visitors abide by their traditions and laws.


Hildal is patron of the Kerak family, whose specialty is diplomacy and ensuring the traditions are followed.

Manklim

Manklim is very popular with durvalk.  Her domains of home and industriousness lie at the heart of stone dwarf life, which is firmly centered on the family.  As such, virtually every dwarf pays her homage and a strong clan is a living embodiment of her beliefs.  Many dwarves carry flat stones carved with her symbol to give them strength while engaged in tiresome or dangerous pursuits.  The tokens remind them what they are working and fighting for, as well as comforting them with the knowledge that they have the closeness of the clan to protect them.

Virtually all her clerics are crafters.  Many also work around the clan domicile performing any small chores that need doing.  Of all the professions and faiths, clerics of Manklim make the best patriarchs, placing the needs of the clan above those of individuals.  Since dwarves rarely have scrap lumber, dwarven clerics burn large fungus stalks in her honor.


She is patron of the Tukurz family.  Again, scholars have commented that this is a strange choice, but the blessings of the gods allowed the clans to survive.  Without the clans, there would be no one to follow Manklim.

Suzek

Despite her name, stone dwarves see the Earth Sister as encompassing all four elements.  Earth is her strongest element because it is everywhere one looks.  Water is second, being plentiful below ground, air third (remember the sky itself has no meaning to durvalk), and fire fourth.  According to tradition, Suzek is not a single, defined entity but lives everywhere these elements can be found.  As such, every rock is sacred to some degree of another.  Gems, being rare, are her most treasured rocks.


Clerics spend much of their time working as crafters, with a particular lean toward stone and metalworking.  They do have more religious duties, however, and are expected to appease Suzek with sacrifices to ensure rock falls and earthquakes do not strike, water supplies stay pure, the wind that howls through the underearth blows, and lava flows do not alter course to endanger the dwarves.  Each Corner has a particular area of specialty, but all are expected to be able to appease the other elements.


She is patron of the Damvalk family, arguably the best crafters among the race.

Tragrim

Durvalk place the greatest emphasis on the Old Man's tent that success is possible only if individuals unerringly place the welfare of the group above their own.  This teaching all but defines the durvalk way of life, though group welfare stops outside the immediate clan.  He is viewed as being a god who favors victory at any cost and is unrestricted by moral codes of chivalry or sportsman like behavior.  


Tragrim's clerics serve primarily as warriors and hunters, taking infiltrator or rogue levels instead of fighter to increase their martial skills as befits their cultural bias.  When not actively engaged in hunting they tutor adolescents in how to fight and hunt using their brains as well as their weapons.  In some respects Tragrim is also a god of hunting.  Docile creatures like rabbits and deer to not exist in the underearth; every creature can protect itself and there is no such thing as an easy meal.  Against larger prey, combat can be as deadly as facing a seasoned drow fighter.


He is viewed as the patron of the Gunterm family.

Sunila

Known to others as the Watcher, Sunila ("Many Eyes") fills a strange place in the pantheon.  Many dwarves treat him as a war god, for it was he who taught the dwarves how to use weapons to hunt and defeat their foes.  Sunila's primary domain is that of wanderers.  As any one who has been to the underearth can tell you, durvalk are not a nomadic species.  Once upon a time, however, they were.


Back in the early days, the durvalk were more nomadic, traveling around the underearth, hunting and mining an area clean, then moving on to new pastures.  Of course, back then there was only one species of dwarf and any large gathering of dwarves would soon devour all resources in a fixed area.  It was only after the exodus that the clans, now being much reduced in number, were able to settle.  However, Sunila had earned his place in the pantheon and there he remains.


Sunila still looks after hunters, who operate in small groups and sometimes spend long days away from home hunting down food.  Some of his clerics follow this profession, but many simply travel around the clans offering their services at whatever task is required for a meal and somewhere to sleep.  Being a jack-of-all-trades can be a liability at times, for it invariably means the cleric is not highly skilled in any one craft or profession.


Many have become a messenger service, carrying messages between clans.  The content of the messages varies from diplomatic overtures to trading requests, and even marriage proposals.  One should not think of this as an organized postal service, however.  Clerics travel as they see fit and it might take a message many weeks or months to reach its destination.  Urgent messages are entrusted to clansmen and take a direct route.  The irony of the messenger service is apparent to those with any theological knowledge.  The Watcher is a chaotic god, yet his clerics are working to bring the clan's closer together, which is a lawful act.  The gods do work in mysterious ways.


Durvalk consider the Watcher to be patron of the Gramdal family.

Lasterm

Dwarven life is physically demanding, involving long hours of work, little food intake, and a strong sense of determination.  His three tenets, mind, body, and spirit, are dutifully followed by most durvalk without conscious thought.  His faith puts little emphasis on bedside manner and sick and injured dwarves are treated to get them back on their feet as quickly as possible.  


Lasterm demands his clerics spend seven hours a day in meditation, but daily life allows little time for such pursuits.  Instead, clerics meditate at night rather than sleeping.  That they can survive on only a few hours actual sleep is great testament to Lasterm's power and their own physical well-being and strong spirit.  Most clerics work as apothecaries and healers, hiring out their services whenever possible to bring in more resources for their clan.  Many also serve as warriors, using their physical strength to overpower foes and using their time spent hunting to perfect their bodies.  Given their wide range of knowledges and emphasis on intellect, virtually all serve as teachers at some point in their lives.


Lasterm is patron of the Telak family.

Gramlek

Although their culture seems primitive, durvalk have an understanding of mathematics, science, invention, and knowledge.  They just place little value in them as essential skills.  Why then did Gramlek bestow his gift to the Angklin family? In all honesty, Gramlek used logical process to determine that the dwarves would one day use his gifts.  Unfortunately for Gramlek it was the hill and mountain dwarves who took the ideas to heart.


This is not to say that he is not worshipped, but he has virtually no clerics.  Those that do exist usually turn their engineering skills to trapmaking.  In actuality, every new invention, every logic thought, and every crafted item stems from his teachings.  Without realizing it, gemcutters honor him by cutting stones into geometrical patterns, potters decorate their pots with traditional symbols, and sword and suits of chainmail utilize simple geometric shapes.  Even the logic of social divisions is a reflection of his wisdom.  That Gramlek has remained in the pantheon is attributed more to tradition than practicality, however.


Gramlek is patron of the Angklin family, whose numbers are few in the underearth.

Religious Beliefs

"Work hard and in heaven your belly will be full."


Stone dwarf saying.

Other Gods

The Knight of the Gods receives little worship in the underearth.  Good deeds and ceaseless war against evil do not put food on the table.  Chivalry is an unknown concept, and dwarves do what they must to survive.  They sometimes do perform acts of kindness, but only when the circumstances suit them.  The Speaker of the Word has his followers, but they are few and far between.  Performing honorable deeds does not sit well with these hardy survivalists, who have little time to devote to such abstract concepts.


The True has some adherents but is seen as to restrictive.  Stone dwarves happily lie and cheat to ensure their survival, but so without malice.  The Eternal Lantern's teachings have never reached this far beneath the earth.  Durvalk do not go looking for trouble, though they have no love for evil races.  As with most surface gods  the Raiser is an alien deity.  Her realms of life and fertility belong more to Manklim.


The Peacemaker is another god with few followers.  Dwarves are peaceful with each other but cannot afford to become complacent or reliant on treaties.  Their many enemies have no concept of peace anyway.  Dwarves do love and would die for their kin, but the Pure's requirement for selfless good deeds goes no further than the home.  They also have no interest in other cultures.

Many dwarves planning on exploring pray to the Traveler for protection.  However, few stone dwarves have ever seen a star and the Traveler's holy symbol is that of a pair of boots.  Popular as a lesser god is the Guardian.  Although dwarven society can be restrictive, it is not one of enslavement.  Both drow and illithids take slaves and any former prisoners tend to flock to the Guardian's banner, becoming fierce opponents of these races.


Raconteur is wastrel and serves no practical purpose.  Stories and legends are kept alive by clerics of the Powermaster and are never told purely for entertainment.  The Shimmering Face is another unknown deity.  A few hunters know of and follow the Great Huntress, but they a minority group.  Missile weapons are rarely employed in hunts and few hunters bother to become marksmen.


Anyone teaching the Coddler's tenets is likely to be thrown out of the clan.  A durvalk's sole aspiration is to survive, look after his kin, and achieve a place in the afterlife.  Prompting a dwarf to reject his clan in favor of his own ambitions is simply unheard of among durvalk.  Although riddles are not a popular form of entertainment among stone dwarves, the Eye Opener is a recognized deity.  Many of his clerics have visited the surface world and are possessed of great wisdom on matters unknown to dwarves.


The Riftmaster has never been forgiven for the Zarduk incident and has few worshippers.  Bear is unknown, as is the concept of nature as an entity.  Even settled areas in the underearth are considered wild.  With a culture based on self-sufficiency and limited bartering, the dwarves have no need for the Landlord.  Fate Scribe is not welcome in most homes.  As with the Coddler, dwarves know their destiny and anyone telling them otherwise is a threat to clan cohesion.


A few warriors follow Battle Rager and receive plentiful opportunities to show their martial skills.  They are also the most likely to die first, preferring to get up close and personal rather than use conventional dwarven guerilla tactics.  Thunder and lightning mean nothing to durvalk, so none worship the Storm Lord.  As with many dwarves, Risk is followed only in his stealth aspect.  Stealing is punishable by exile and making a challenge just for the sake of completing it is a wasteful endeavor.  Which leads neatly onto the Laugher.  Everything he stands goes against durvalk mentality.  


Of the dark gods, two actually receive limited propitiation.  The Dark One is offered sacrifices to stay away and leave the dwarves in peace, as is Locust Lord, who dwarves fear above all other evil deities.  The Corrupter plays on their constant search for resources, trying to turn the dwarves on each other.  The Overlord actually pays dwarves little attention, believing their own traditions are effectively enslaving them and keeping them downtrodden.  Were they to unit as hill and mountain dwarves have done, his subterranean worshippers would have a deadly foe on their doorstep.


Any tight-knit community fears disease, and Rotlord finds the small communities of dwarves perfect for his vile mischief.  Even a few infected souls can weaken a clan, leaving them ripe for plunder.  The Vicelord, in his aspect of sloth, has tried any times to find an opening into dwarven society but has always failed.  Lazy individuals are quickly exiled before they affect the clan and if stone dwarves have a vice it is that they work too hard.  Hardly good material for the Vicelord.

Funerary Practices

Stone dwarves believe the body is temporal and the spirit eternal.  As such, there is no need to waste time entombing the body, which is just an empty shell.  Instead it is lowered (not thrown) into the deepest chasm the dwarves know of, down to the depths of the earth where the gods dwell.  Few prayers are said for the dead.  If the deceased did not meet his obligations in life there is little than can be done for his spirit.  In all, a funeral service takes just a few minutes and carries little emotion.  The dead will receive their reward in the afterlife; the living must continue the struggle of daily life.

Afterlife

Durvalk have a racial view on the afterlife as set down by the Founder eons ago.  Even clerics believe in a common afterlife, though with additional boons from their deity.  Reaching the afterlife requires a dwarf to live according o the traditions, to provide for his clan, and to honor the main pantheon of gods.  On death, the Founder claims the soul, judging it against his laws.  Assuming the dwarf has done his best, he is granted eternal life.


Stone dwarf heaven is a mirror image of daily life with three notable exceptions.  First, there is abundant food.  Second, there are no enemies to fight.  Third, all the dwarf's ancestors live together in a large clan.  The clans are still separated, but are much larger.  Souls have more time to take up hobbies, perform engineering feats, and socialize.  Durvalk refer to the afterlife as xxxx, or "Ancestral Land." It is believed to be the realm dwarves first inhabited on their creation, before the evil gods created the various woes that plague their society.


Souls found wanting are sent to the dwarven hell, xxxx ("Empty Land").  Again it mirrors daily life, but food is even rarer, enemies more numerous and vicious, and the dwarf's only relatives are fellow sinners.  Being sinners, most are lazy or selfish, and intra-clan cooperation is almost non-existent.  The soul is wracked with constant hunger, torn by wounds inflicted by his foes, unable to get support from his kinsmen, and cut off from the gods.

Important Ceremonies

"The gods have shown us the way forward but we must discover what lies at the end of the journey."


Stone dwarf saying.

Religious ceremonies are not communal affairs, and each clan is responsible for its own religious devotions.  Even with the pressure of daily life, durvalk always take time to honor they gods.  Since there is no calendar or celestial events to point toward holy days, clerics are responsible for ensuring holy days are respected at the correct time.  Religious festivals are not holidays as they are in some cultures.  


Stone dwarves perform the Korke Janok less frequently than other dwarves (mining is not so industrialized and seams last longer) and sacrifice more gemstones than metal during the Korke Helstra.  Because durvalk have less free time, they have not created many new ceremonies.  One common ceremony is detailed below.


The Rite of the Hungry Mouth is a special ceremony carried out daily by every clan.  When the hunters return with their catch, the food is prepared for cooking.  Before any cooking is done, the clan carries out the ceremony.  A portion of the food, usually equal to the amount one adult would consume, is thrown on the fire and burnt to ashes.  This is an offering to Locust Lord, given in the hope his hunger will be temporarily sated and the hunters will find more food tomorrow.  


No prayers and hymns accompany the burning.  The dwarves sit around the fire and silently watch as it consumes the food.  Only when the last trace has been devoured does the patriarch single cooking to begin.  To do otherwise is to invite disaster.

Misconceptions

"Hill dwarves live in hills, mountain dwarves live in mountains, so it follows that stone dwarves are made of stone."


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

Selfish

Those who know just enough about durvalk society to be misinformed believe them to be selfish and greedy to an extent not seen among other dwarves.  After all, would a truly civilized race allow strangers to starve while others feasted on copious amounts of food? Such social commentators often fail to look in their own backyard.  Do humans not have beggars and humbled masses, scratching a subsistence living while a small, wealthy elite dine on expensive foods imported from across Tellene? At least with the durvalk their indifference to the suffering of others is not made through willful choice but hard necessity.


The underearth can support life, but it requires hardship.  Durvalk do not live in a vacuum; other sentient races seek the same food resources and even the animals that form part of the daily diet exist in a food chain.  Everything needs to eat to survive.  When food is limited, durvalk look inward, to the clan, and use their resources to ensure their relatives survive.  Less fortunate clans starve.  If there is a surplus of food, the clans are more generous, and do share resources.  Durvalk may be indifferent, but they are not selfish or greedy.

Sunlight Aversion

A common misconception is that stone dwarves have an aversion to sunlight.  Living so deep underground, it is only natural that the bright glare of the sun would harm them.  After all, most non-civilized races living beneath the surface suffer a similar effect, so why not dwarves? Well, deep dwarves are no more affected by sunlight than the other subraces.


There are two reasons for this, one biological and one mythological.  Dwarves use fire for cooking and in their forges, and there is no fire without light.  The light given off is low intensity, but it is enough to require normal vision.  Although sunlight is painful, the dwarves' eyes quickly adjust to the glare and can function as well as those of humans within a few seconds of exposure.  They may squint or hood their eyes for a short while, but the affect is not harming.


Mythologically, the gods of good knew of the dwarves since their inception, though the celestial gods paid them little attention.  When the first dwarves reached the surface world they were blinded.  However, the Eternal Lantern saw that their hearts were pure and gifted them with the ability to function in sunlight.  Not realizing their was more than one species of dwarf (his realm did not extend far beneath the ground), the Lantern's blanket gift affected the durvalk as well.  Of course, the durvalk put no truth to this rurok myth.  Few ever reach the surface anyway.

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 stone dwarves.

	Alduthuk
	"Tool makers", crafters as a profession and social group

	Amydelfor
	"Great hunting party"; military unit used in ambushes or hunting large prey

	Amydelk
	"Great hunter"; experienced hunter often called a lieutenant by other races

	Arulek
	"Practical teachers"; clerics, class and social group

	Barijot
	"Small beings"; deep gnomes

	Delfor
	"Hunting party"; smallest military unit, also used for daily hunts

	Delk
	"Hunter"; a social group encompassing several character classes

	Demadelk
	"Master hunter"; very experienced hunter often called a captain by other races

	Diskos
	"Tainted"; a sorceror

	Durvalk
	"Deep seekers"; the stone dwarf race

	Edoth
	"Narrow minded"; a paladin

	Emedrow
	"White hairs"; drow

	Fanot
	"Corpse dust"; anesthetic made from carrion crawler tentacles

	Gomkarok
	"Food waster"; a Basiran dancer, also an insult

	Gramdros
	"Big mouths"; spellsingers

	Kapos
	"Work cycle"; vague measurement of time encompassing roughly 18 hours

	Kempe
	"Giants"; humans of any subrace

	Korke Gardros
	"Rite of the Hungry Mouth"; daily offering of food to Locust Lord

	Lazord
	"Open stance", a member of the fighter class

	Noridresil
	"Brain eaters"; mind flayers

	Noriedel
	"Brain powder"; anti-psionic drug made from illithid brains

	Ofeg
	"Wild", a barbarian

	Orloki
	"Blind servitors"; grimlocks

	Padelk
	"Quiet hunter"; an infiltrator

	Rem Dolki
	"Test of Providing"; test of adulthood

	Stadklo
	"Monster bait"; a talkative person

	Sunila
	"Many Eyes"; the Watcher

	Talikim
	"Lore keeper"; a bard

	Tekid
	"Trick worker", an adept

	Tharak
	"He who decides"; the patriarch or clan elder

	Thule
	"Masked face"; a brigand

	Ursdros
	"Extra mouth", a person of no value, often applied to aristocrats

	Wandelfor
	"Clan hunting party"; the assembled military strength of the clan

	Zamil
	"Stench glue"; foul smelling paste made from troglodyte glands

	Zamorg
	"Stench beasts"; troglodytes


