
Half Dwarves
Half-Dwarf Anatomy

"Half a dwarf? Isn't that the same as a gnome?"

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

Adumark ("stone flesh"), or half-dwarves, are the result of a union between a hill dwarf and a human. The names rurmok ("earthen heritage") and durovar ("deep ") are used to describe half-mountain and half-deep dwarves respectively, though most races use adumark to describe every half-dwarf. Those who live among dwarves are treated as dwarves, whereas those who live among humans are considered distant kin at best. Some half-dwarves result from forced unions, usually resulting in great shame for the dwarven family, but the vast majority are born from diplomatic alliances to wealth and powerful noble human families.

Physiology

Despite their name, half-dwarves are not short. Indeed, most stand between 5 and 5 1/2 feet tall, making them taller than their dwarven kin. Weight wise, they tend to weigh an average of just under 200 pounds, which makes them exceptionally stocky. Depending on their human heritage, they can be mistaken for Defohy (Dejy) or an unusually short Fhokki.

Skin color is usually light brown, much like the skin of a suntanned human, and weathers better in old age than dwarven skin. Peculiarly, half-dwarves take their eye color from their human parent, which can result in blue or green eyed half-dwarves. That said, they retain the darkvision of their dwarven ancestors.


Though sturdy of build, their constitution is not as strong as their dwarven kin, both adumark and rurmok retain a limited resistance to both poisons and magic. Their sense of balance is much reduced, however, and they are clumsy, as if the human side cannot adapt to the dwarven physique. They are, however, slightly faster on their feet than full dwarves, though their gait is somewhat comical.


Half-dwarves age faster than full dwarves, but less so than humans. Adulthood is achieved around 25 years of age, with death from old age occurring shortly after two centuries. As with many half-breeds, this means they find making friends in childhood difficult, for one race will either age quicker and move onto adult pastimes or be left behind in puberty when the half-dwarf leaves home.

Despite being half-human, the blood of the dwarven races flows strong in their bones. Even without formal training, half-dwarves possess certain racial skills common to their ancestors, though at a reduced level. Hill and stone dwarf half-breeds retain some resistance to poison and magic, whereas half-stone dwarves have an instinctive knowledge of how to move with stealth. Even if raised as humans, the ancestral knowledge can be accessed without conscious thought.

It is important to note that the union of a half-dwarf and a half-dwarf nearly always produces another member of the subrace. Half-dwarves mixing their genetic code with a dwarf or humans will produce a half-dwarf fifty percent of the time and a near-full blooded dwarf or human, as applicable, the other half. There are no quarter- or three-quarter dwarves, though certain features, such as eye color or stout build, can be found in children who appear full-blooded.

Psychology

Half-dwarves live in a world of their own, fitting neatly into neither parents' society. As a result, they tend to over compensate, becoming more gruff and reserved than the dourest dwarf or more flighty and outgoing than the most daring human. Rather than making them fit in, many half-dwarves stand out further from the crowd.


Their mixed heritage has given them a unique outlook on the world, and they tend to possess greater common sense and wisdom than either parent. Naturally, many question their existence, and this leads them toward a religious life. Which deity they end up serving depends on personal preference as much as cultural obligations.
Culture

"Would a half-dwarf half-gnome be called a dome or a gnarf?"
Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Half-dwarves do not possess a unique culture. Most adopt the culture of the race that raises them, but some try to blend both heritages together. Most half-dwarves have Kalamaran or Shynabyth human heritage. Those born out of peaceful union are often from noble families, the result of a marriage designed to promote peace, greater understanding, and sometimes increased mining rights. In most cases it is the human family that makes overtures toward a mixed marriage.

Other Races

As one might expect, half-dwarves get along best with dwarves and humans. These races might not feel overly enamored of the half-dwarf, but he shares common ancestry with both and has some understanding of their culture. They get along reasonably with hobgoblins, especially the sil-karg, but this can vary depending on how the half-dwarf was raised. Many human cultures hold no grudge against the hobgoblins, treating them with civility if not actual friendship. Dwarves, on the other hand, have a long history of hatred for all goblinoids and have never accepted the hobgoblins as a great race.


Gnomes and halflings, races with whom dwarves usually get along reasonably well, are tolerated but though of as children. Some of this comes from their smaller size, but much comes from their relaxed attitude to foreign societies. Both gnomes and halflings are adept at fitting into other cultures with the blink of an eye; half-dwarves, on the other hand, try to fit in by taking racial and cultural beliefs to an extreme in order to prove they fit in.


As for elves, it depends again on who raised the half-dwarf. Humans tend to accept elves as equals whereas dwarves hold their beliefs, and acceptance of arcane magic, to be against dwarven values. Half-dwarves raised by dwarves tend to be mistrustful of elves.

Language

All half-dwarves learn Dwarven. Even those raised among humans feel the need to understand the language in order to try and fit in with both cultures. Many speak Merchant's Tongue, which is not uncommon for wanderers and diplomats. Many half-dwarves see themselves as the link between human and dwarven lands, securing peaceful interaction and prosperity for both cultures. Dwarves raising the child fill it is their duty to teach the child his human parent's regional language. They too see half-dwarves as potential diplomats, and perhaps proof that humans can come around to dwarven thinking.

Religion

Many half-dwarves are wanderers, traveling across Tellene in the hope of finding somewhere to fit in, or perhaps researching familial lines to gain a better of understanding of their heritage. As such, many are drawn to Sunila the Watcher, patron of wanderers and loners. Those who seek to promote greater understanding between their parents' cultures prefer Nisakil the Peacemaker. Before the fall of Karasta there were many half-Kalamaran half-rurok diplomats working to secure closer ties. Many of these now strive to repair the damage caused by the Emperor's attack on the sacred city.


As loners, many half-dwarves tend toward a chaotic alignment but the sense of good common to dwarves runs deep. Moimli the Guardian, liberator of the oppressed, calls strongly to many half-dwarves. Some of those Kalamaran stock have become appalled at the treacherous attack on Karasta and the enslavement of their dwarven kin. Many have joined the rebellion to liberate the mountain fastness, some work to secure a peaceful release of their people, and a few are willing to take more drastic action and launch attacks against Kalamaran interests outside Karasta.


Most races have hopes and aspirations, and half-dwarves are no exception. Their unique racial heritage opens a wealth of opportunities not open to either parent race and Gilli the Coddler is only to happy to help them realize their potential. 
