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Introduction

XXX BEGIN SIDEBAR XXX

While the word "dwarf" appears frequently throughout this work, the reader should remember that this book deals with all the dwarven subraces.  Which sort of dwarf it refers to depends solely on which section you are reading.

XXX END SIDEBAR XXX
There cannot be many gamers you have never played a dwarf. These short, sturdy, dour-faced beer-guzzlers and gold-grabbers have graced adventuring parties. Clad in chainmail and carrying a big axe, they are as stereotypical as elves being tree-huggers.


All that is about to change. This book does not go against the grain and try to make dwarves something they are not, did you ever wonder why they had beards, or collected gold and gems? Now you can find out. This book takes a look beneath the surface and explores what makes a dwarf a dwarf and why they hoard precious objects? Now you can find out.


What this book is not, however, is a definitive guide to every dwarven domain on Tellene.  Dwarves living in different territories have unique customs, brought about by centuries of contact with other races.  There is not the space to detail every single custom and oddity shared by this diverse race.  Instead, we present the common view; the base template of all dwarves on Tellene.
Notes: The terms "civilized," "great," and "major races" are used throughout this book and refer to members of the races of humans, elves, dwarves, gnomes, halflings, half-orcs who follow their human parentage, hobgoblins, and any half-breeds produced by these races.

What This Section Contains

This section is nothing short of a player's guide to dwarves, providing everything you wanted to know about their culture, as well as providing an in-depth look at playing a dwarf.  For those of you interested more in the game mechanics of this race, there are new feats and prestige classes to look through.  For others, the wealth of background information will enable them to bring their characters to life in a unique culture.

The dwarf section is broken down into three key chapters, one for each subrace.  Certain aspects of all dwarves are very similar.  As such, hill dwarves are treated as the base race, with only the differences highlighted in the other chapters.  Each chapter is in turn broken down into several sections, covering a single aspect of dwarven daily life.

Section one explores the lengthy and complex history of the dwarven race.

Section two explores the physical and mental make-up of dwarves and half-dwarves.

Section three explains elf social structure, looking at the social structure and the dynamics of government.

Section four details the culture of elves, covering everything from their cycle of life through to their language.

Section five is dedicated to warfare and details unit organization, weapons and armor, and tactics.

Section six expands on the mysteries of dwarven religion, showing how the gods and dwarves interact.

Section seven looks at common misconceptions of dwarves and the truth behind some of the more common beliefs.

History

XXX BEGIN SIDEBAR XXX

But, but, but…

There will be readers of this book that notice discrepancies between what is written here and what is written in the Kalamar Player's Guide and the Kingdoms of Kalamar Campaign Setting.  These discrepancies are unavoidable and where they occur, they are usually in favor of the Kalamar Player's Guide, which is based off newer material. For example, the dwarves of Karasta are mountain dwarves, yet the temples listed are those of lowland dwarves.


This sourcebook presents a generic view of the dwarven races and does not claim to represent the view of every dwarf, nor of every settlement, on Tellene.  Nothing is definitive, for to do so would limit your creativity and freedom - this is a guidebook on dwarves, not an encyclopedia.


The early history, which took place long before humans arrived, is as much mythology as historical record. It is also based on hill dwarf records, which are more accessible, and therefore heavily biased in favor of their cultural and religious views. Most scholars take the whole matter with a heavy dose of salt.
XXX END SIDEBAR XXX

Dwarven history is grouped into two separate ages. The Heroic Age, often referred to by others as the Mythological Age, covers events that took place millennia before humans crawled out of their caves. The Historical Age began soon after the mass human migrations to the mainland.

Heroic Age

Dwarven history stretches back to the beginning of time. Much of what is known today comes from the Book of Ages, a mixture of sacred texts and oral traditions that supposedly tell the complete history of the dwarven race. Much of the story is presented as an epic narrative, lacking dates and hard scientific proof. Dwarves do not question the veracity of the tales and scorn those who mock their ancient heritage.

The Creation of the Seven Families

At the heart of dwarven mythology lies the creation. Dwarven history actually begins shortly after the God War, when chaos threatened to engulf the universe. Though they claim to be offspring of the Creator, she was killed by some of her jealous children before she could give them purpose. So it was they huddled in caverns and tunnels deep beneath the earth, unsure of what to do next.

The Founder, who dwarves call Hildal, took matters to hand and visited the dwarves along with seven other gods. Hildal looked upon the wretched masses and saw that within their spirits lay great promise for an ordered society, one which would grow and prosper and remove chaos from the world. So it was that he lay down his first laws, which bonded the race into a cohesive entity. Despite modern differences, all dwarves hold true to the traditions of their race to some degree. Of course, Hildal had no influence in other spheres and so spoke with his companions, asking them to grant boons to the race. 


The exact order in which the gods granted their boons varies by subrace, but all agree the race was granted seven gifts. Each gift was bestowed upon one dwarf, who in turn taught others his knowledge. These legendary dwarves became founders of the seven families and their followers took their name as their own in honor of their deeds. For convenience, the gifts are granted in alphabetical order by family name.


Angklin was taught how to shape the rock to create the first architecture. With his skills the dwarves excavated the first realms, moving out of the rough natural caverns into crafted homes, temples, and workshops. Caverns were bridged, pillars supported walls, watercourses diverted, and so on. It is said the Mule bestowed this gift.


Damvalk was gifted with the knowledge of how to turn rock and metal in tools. Clay was transformed into pottery, metal purified and forged into picks and shovels. Later on, he taught the dwarves how to craft weapons and armour with which to smite their foes. The Mother of Elements, in her guise as the Earth Mother, granted this gift.


Gramdal was the first dwarf to encounter goblinoids and orcs. Although he used a pick to smite his foes his greatest weapon was his courage, for dwarves soon learned that the creatures of darkness were timid in comparison. Once he had weapons, Gramdal formed the first armies, though in truth they were disorganized rabble. The Knight of the Gods is the patron of Gramdal.


Gunterm was a close friend of Gramdal and saw that while courage was as important as weapons and armour it was useless against overwhelming hoards. Gifted by the Old Man, Gunterm developed the first tactics and learned secret ways to defeat the foes that would become the racial enemies of the dwarves. He also developed the military ranking and organizational structure that survives to this day.


At some point in their existence dwarves visited the surface and encountered the elves. The Speaker of the Word bestowed on Kerak the gift of diplomacy, and through his efforts the first treaties and trade agreements came into being. Honor became importance to the dwarves, who developed a strong racial pride. The Founder urged the Speaker to prevent chaos and treachery infecting the dwarves to his laws, and so oaths were introduced to dwarves.


The Powermaster gifted Talek the healer. Originally the dwarves were a short-lived race with life spans measured in decades. Realizing that a longer span was required in order for his laws to be remembered and for the new skills to be passed on, the Founder had Powermaster increase their lifespan, though he could not make them immortal. Injury and warfare took their tool on the dwarves and so Powermaster granted a second gift; the gift of medicine.


Lastly, there is Tukurz. In order that they should not be forgotten, and to honor the other gods to whom dwarves would one day turn, the Holy Mother granted the gift of community spirit. Once the dwarves learned to cooperate, they created the first temples and sang prayers of thanks to their benefactors. Tukurz took this unity to heart and actually set about becoming the organizer of the religions, forming the ceremonies and hymns still used today. Modern dwarves stoically ignore the fact  he did not use the Holy Mother's gift as she intended.


Despite the poetics of the tale, it would seem more likely dwarves invented this myth much later than is suggested to account for the skills they developed. It is virtually impossible to put a cohesive order to these boons as all are needed virtually simultaneously to form a working culture. The myth also fails to explain why mountain dwarves favor the Eternal Lantern, for example, or why stone dwarves promote the Watcher as a major god. Since there is no god of religion, it is likely the Holy Mother was shoehorned into this role to add to her influence among the races.


Whatever the truth, the seven families became the default family names for virtually all future generations of dwarves (others do exist, but they are considered minor lines) and certain dwarves do exhibit signs of the boons granted by the gods.

The Early Years


As time passed they realized that demand for certain minerals was outstripping supply. The concept of precious metals and stones was developed (over several millennia) and the dwarves finally understood what the Earth Mother meant by "farmers of the earth." To produce more of these minerals they would have to sow new seeds.

Rise & Fall of the Zarduk

Zarduk

Magic

A Race Divided

Until this stage in their history dwarves had been a unified race, living in the highest peaks and sharing common ideals. Few dwarves lived near the surface, and although the adurek are now considered the standard dwarven subrace, much of this belief extends from their being the most frequently encountered. One should remember that these were still early days in Tellene's history. Humans were unknown, and gnomes and halflings considered new arrivals on the scene. Evil races were numerous and roamed unchecked.


Culturally, dwarves were lawful neutral, following the Founder's laws without much thought as to the consequences of their actions and scraping an existence from day today in small family groups. Despite the best intentions in the world nothing lasts forever. Cracks began to show in the fabric of dwarven society. The process was gradual, but over the eons the dwarven race split into three groups.


Explorers reported discovering a realm where food was more plentiful and foes less scarce and many saw this as the true place dwarves were meant to live. It was not exactly a heavenly realm, but it was a land of plenty compared to their current habitat. After much debate the dwarves reached a decision; those who wanted to leave could do so. So it was they began an exodus lasting centuries. As they tunneled upward they created found new water supplies, mineral veins, and vast caverns of edible fungus.


Messengers were sent down to the original realm, offering those who stayed behind the chance to live a better life. Many refused, claiming that they were living in the land bestowed them by the gods and would stay here no matter what hardships they had to endure. Adherence to tradition at any cost became their watchwords. Those who remained in the deep depths became the durvalk.


Higher up, in their new caverns, the dwarven émigrés began to alter their core beliefs. With more food and resources readily available dwarves needed to spend less time trying to gather enough food to survive. They talked with each other, they developed common interests, and they even began to live near each other, sharing resources equally. What began as small villages grew into townships, with communal facilities available to all. Other townships sprang up close by and the first clans developed, with the eldest patriarch being given noble status. Eventually the towns turned to cities, ruled by a king. Cooperation had replaced strict adherence to tradition and had allowed the realms to expand.


Life was far from ideal, however, as goblinoids and orcs lived in the same region and brooked no rivals. Metal was more plentiful, however, and the dwarves turned to creating vast quantities of new weapons and armor to defend their realms. The war has never ended, but if anything the attacks served to bond the dwarves closer together and they developed standing armies and a greater sense of community spirit.


Yet not all were happy. Many demanded a more orderly society in keeping with tradition, while simultaneously accepting that cooperation was a good thing. After centuries of trying to introduce change without success a second exodus began. New homes were excavated on what was later realized to be the foothills of mountains, for dwarves had yet to breech the surface and meet the other races.


The new dwarves organized their culture around the ancient traditions, dividing the social classes into narrower bands and living by the laws rather than with the laws. Power was placed in the hands of the elite as the Founder intended but all dwarves were considered equal in the eyes of the law. So it was the third dwarven race, the adurek, came into being.


Overall the splits produced no dissention between the dwarves. Each held tightly to their new beliefs but accepted their kin as they always had. Contact remained strong and new alliances arose. Trade between the near surface realms and the underearth continued, though new ideas were seldom swapped. Despite being dwarves carved from the same stone, they once unified race had become three unique subraces.


Many scholars believe this tale is based on actual migrations and consider it the first historical fact in dwarven mythology. Differences in the creation myths, they propose, came about long after the migrations, when each race sought to give its migration meaning and acceptance in the eyes of the gods.

