
Dwarves as Player Characters

"Half dwarves?  That's just sick!"

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

Hands up who has never played a dwarf?  Well, even if you have, the Kingdoms of Kalamar is a unique fantasy setting and dwarves here are not your stereotypical fantasy types with long beards, a love of gold and ale, and a lust for warfare. Sure, they retain most of these traits, but there is also a unique feel and greater understanding of the psychology behind these traits presented in this book. Tolkien gave gamers dwarves; this book gives you Kingdoms of Kalamar dwarves.


In this section you will find everything you need to create and play a dwarf from Tellene. There are brief guides to roleplaying each of the subraces, new feats, and new prestige and professional classes. None of the new rules are written in stone (pun intended), and it is up to the individual Dungeon Master to decide what he will and will not allow in his game.

Role-playing a Hill Dwarf

Hill dwarves are the default elf of the Player's Handbook, fitting the standard alignment and personality notes of that race. As such, many gamers already understand their psychology and lifestyle. There are some differences between a generic hill dwarf and the Tellene variant, however.


Hill dwarves are sullen, yet less so than other members of their species. They have a mistrust of most other races and take a long while to make new friends. While seemingly withdrawn, they spend their time studying their comrades, learning their strengths and weaknesses, and deciding if they can be trusted in a life or death situation. When a hill dwarf has something to say, it is usually important, at least to the dwarf. Most times he can communicate with feelings with facial expressions and grunts.


Similarly, react with contempt toward flighty elves or joking gnomes. There is no need to verbally scorn them, but a few sour looks and "harrumphs" should do the job nicely. Dwarves cannot understand how frivolity helps a society grow, though they are sociable creatures. Time is better spent working than playing. Remember also that the dwarven race is ancient. What do humans, who are recent arrivals, know of the true history of Tellene?  They are children in an adult world they little understand.


Only when drinking do dwarves tend to open up a little. If your character normally acts reserved when sober, suddenly blurt out a crude joke after a few drinks. Laugh and joke as if it is perfectly natural, then return to your reserved self when the drink wears off and never mention the matter again. Remember, dwarves drink to relax after a hard day's work. The harder the day, the more relaxing one must do.


Stand tall in battle and never waver. Dwarves are brought up on the solidarity of warriors being able to overcome all opposition and prefer to mount a solid defense, or attack, than mess around with long-range sniping or complex ambushes. Call on comrades to form a shieldwall while spellcasters and missile troops do their bit. When overpowered, withdraw in an orderly fashion to a defensible position. Never run away in terror; it is not becoming of a dwarf.


Dwarves are renowned for their greed, yet this is a stereotype brought about by ignorance. While some dwarves do hoard for the sake of material wealth, most strive to reclaim much of the metal stripped away by other races so it can be returned to the earth. Go for coins over magic items. Sure, a magic sword is more useful, but a few hundred gold coins contain much more precious metal than a single steel blade.


Scavenging other metals is also important. Unfortunately, dwarves often suffer ridicule for taking weapons and armor off dead goblinoids, supposedly to "sell for a few coppers," but their belief the earth replenishes itself only when similar offerings are made runs to their core. Trees grow from seeds, so why not metals and stones?  Do not bother trying to explain this to other races; they are ignorant of the old ways and would never understand.


Beards are not just facial extras, they help identify which social and occupational group a dwarf belongs to. They go to great lengths to keep it well groomed, even spending money to achieve the desired results. Any creature touching a dwarf's beard can expect to be rebuked; any creature damaging it can expect to be beaten.


Hill dwarves believe in equal justice for all and get riled when they see blatant cases of judicial bias or laxness. Criminals weaken the bonds of society and must be punished according to the law for the betterment of the masses. A dwarf may become a vigilante to bring a criminal to justice, but he tries to remain within the basic laws of the land and avoid turning himself into the criminal. When the judicial system really fails, vengeance can be swift and bloody.

Role-playing a Mountain Dwarf

Mountain dwarves are highly suspicious of other races and prefer to avoid unnecessary contact whenever possible. This does not mean you cannot talk or interact with the party. Indeed, a mountain dwarf will always question decisions made on behalf of the group by non-dwarves, suspecting ulterior motives not designed to benefit his new community. Sniff food someone else has cooked for you, double check appraisals on items valued for you, and generally make it clear that if they want to be your friends they will have to prove their loyalty.


Being predominantly neutral good alignment, mountain dwarves believe in an open and just society with strong moral obligations to help neighbors and do good deeds for other people's benefit. Once you've made a friend, try to share with them and stand up for them. Promote group bonding, both through tactics, sharing resources, and relaxing together. 


Stand up for your colleagues when they get in trouble, never run away and leave them in a perilous situation, and be prepared to do small chores to help everyone out. Fixing an armor buckle or straightening a sword is as much a good deed as buying them a new sword or giving them all your gold to pay off gambling debts. Giving away magic goes against some player's methods, but what good is a healing potion in your backpack when a colleague is dying?


Mountain dwarves are less likely to bother with precious stones or items made of "temporary" substances, preferring their treasure to be metallic. Coins or swords, magical or mundane, metal items are ranked more highly than wood, paper, glass, or textile. Why bother with a magic cloak when you can have a magic ring? When given a choice make your decision based on the material, not the powers the item contains.


This may go against the standard gamer motto of "get what you can," but dwarves are meant to be a unique race with specific cultural views, not short humans with beards. Remember, mountain dwarves also sacrifice metal back to the earth, so grab as much as you can in whatever form you can; then throw it down a deep hole in the ground where it will never be seen again.


Racial pride runs deep in mountain dwarves. No insult to your race should go unpunished. Regardless of alignment, dwarves have a blind spot when it comes to vengeance. In the towns and cities your colleagues are protected by laws, but exploring a lost ruin of goblinoid lair is a different matter altogether. Being proud does not mean you will kill everyone who insults you! That is evil, not pride.

Role-playing a Stone Dwarf

Stone dwarves are the hardest of the subraces to portray well. For a start they are a race of few words; more so around non-dwarves. This naturally limits intra-party conversation and can result in you not really contributing to party discussions. Of course, this does not prohibit you as a player from speaking, but when you do it should be because you have something important to say. Try to speak only when you have good ideas and avoid banter.


Durvalk have little interest in material goods unless they serve a practical purpose. Their culture is based on bartering. Money especially is seen as a disc of metal with an inherent value based on what the metal can be melted down and used for rather than an abstract value used for purchasing goods. Copper, therefore, is more practical than gold as it can be mixed with tin to make bronze. Magic items, except devices requiring arcane spellcasting ability, are always useful. Gems have a spiritual value to durvalk, being sacrificed to Suzek to ensure more are created. To summarize, go for magic items before gems and gems before coins. Whenever possible try to barter for goods and services rather than simply hand over coins.


Remember also that sharing with strangers is not a durvalk trait. Until your colleagues earn your respect do not go around wasting healing potions or other provisions on them. If they cannot look after themselves they have no place being adventurers. Stinginess is based on quantity of resources, however. A durvalk with more food than he needs or with a large number of potions is likely to share a little, but do not make this a habit.


Durvalk pick their fights based on survival needs. Attacking a dragon terrorizing a village may be a noble cause but glory and sackfuls of treasure are of little concern to stone dwarves. Do not be afraid to retreat from fights that will drain your resources, whether that be hit points or magic. Your racial skill bonuses are there to help you defeat foes through stealth; never go for the headlong approach if stealth is an option.


Also remember that regardless of alignment durvalk look after their own first. Non-dwarves may be respected but they are never counted as kin. Saving your own skin should be your top priority, especially at low levels. Once you progress a few levels you are likely to consider your colleagues as non-strangers (maybe even friends), and you might wade in to save them. Adventuring works better when the party cooperates, however, so some discretion must be used to avoid conflicts around the table.


Lacking the racial pride of mountain dwarves, stone dwarves cannot be easily goaded into reckless action because they have been insulted. You may get called a coward at times, but you can remind your colleagues that the dead serve no useful purpose while you are burying them. 

Role-playing a Half Dwarf

Half-dwarves are not humans with beards and bad attitudes. They are a hybrid mix of dwarven and human ideals, though usually carried to an extreme in order to fit in. In some respects they are harder to play than dwarves, simply because they over compensate and carry things to an extreme. A half-hill dwarf following his dwarven heritage, for example, may be overly zealous in collecting metal for sacrifice, even going to far as to take unguarded metal items from their rightful owners in a bid to prove he is worthy of his dwarven blood.


Asa half-race, they tend to be more open with other races, especially other half-breeds. As outsiders they even interact with hobgoblins, though naturally there can still be a certain animosity depending on which race raised the half-dwarf. Friendships are more likely to occur with non-dwarves, especially with humans, to whom the character shares blood. Since they age at a much slower rate than full-blooded dwarves they are likely to retain friendships into old age, and few live long enough to outlive more than two adventuring parties.


Other than that, there are few guidelines for playing one. Some covert material wealth, others are greedy; some prefer the comfort of their own race, whereas other enjoy socializing as much as possible, and some seek to fit into one culture whereas other revel in being born of two races. Whatever views they have, they are often extreme.

Racial Traits

The racial statistics from the Kalamar Player's Guide and Dangerous Denizens have been duplicated here for completeness. Hill dwarf statistics can be found in the Player's Handbook - only differences unique to Kalamar are given here.

Hill Dwarf

Racial Traits:
· Automatic Languages: Dwarven and Merchant's Tongue. Bonus Languages: Giant, Gnome, Goblin, Hobgoblin, Orc, Terran, and Undercommon. Hill dwarves are familiar with the languages of their enemies and subterranean allies.

Mountain Dwarf

Racial Traits:
· +2 Constitution, -2 Wisdom. Mountain dwarves are sturdy and untiring, but they have a hard time detecting deceit.

· Mountain dwarf base speed is 20 feet. However, their speed is not reduced even when carrying a light, medium or heavy load or wearing medium or heavy armor.

· Medium-size: As Medium creatures, mountain dwarves have no special bonuses or penalties due to size.

· Darkvision: Mountain dwarves can see in the dark up to 60 feet. Darkvision is black and white only, but is otherwise just like normal sight and mountain dwarves can operate with no light at all.

· Stonecunning.

· Weapon Familiarity. Dwarves treat dwarven waraxes and dwarven urgroshes as martial weapons, rather than exotic weapons.

· Stability. Dwarves gain a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding, or otherwise not standing firmly on the ground).

· +2 racial bonus on saving throws against poison: Mountain dwarves are hardy and resistant to toxins.
· +2 racial bonus on saving throws against spells and spell like effects.
· +1 racial bonus to attack rolls against orcs and goblinoids (goblins, hobgoblins, and bugbears): Mountain dwarves are trained in the special combat techniques that allow them to fight their common enemies more effectively.
· +4 dodge bonus to AC against giants: This represents special training mountain dwarves undergo, during which they learn trick previous generations developed.
· +2 racial bonus on Appraise checks relating to metalwork. Mountain dwarves are excellent smiths, and have a vast knowledge of metalworking.
· +2 racial bonus on Survival checks made in the mountains. Furthermore, Survival is always a class skill for mountain dwarves.
· Automatic Languages: Dwarven and Merchant's Tongue. Bonus Languages: Giant, Gnome, Goblin, Hobgoblin, and Orc. Mountain dwarves are familiar with the languages of their enemies.

· Favored Class: Fighter. A multiclass mountain dwarf's fighter class does not count when determining whether she suffers an XP penalty for multiclassing.

Stone Dwarf

Racial Traits:
· +2 Constitution, -2 Intelligence. Stone dwarves have a toughness that impresses even other dwarves, but they focus their mental energy on survival.

· Stone dwarf base speed is 20 feet. However, their speed is not reduced even when carrying a light, medium or heavy load or wearing medium or heavy armor.

· Medium-size: As Medium creatures, stone dwarves have no special bonuses or penalties due to size.

· Darkvision: Stone dwarves can see in the dark up to 120 feet. Darkvision is black and white only, but is otherwise just like normal sight and stone dwarves can operate with no light at all.

· Stonecunning.

· Stability. Dwarves gain a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding, or otherwise not standing firmly on the ground).

· Stone dwarves have no racial bonus when fighting giants.

· +1 racial bonus when attacking with a light weapon. Stone dwarves are adept at fighting in confined spaces, and small, quick weapons are easiest to use in such circumstances.

· Skirmisher. When wearing light armor and using two light weapons, a stone dwarf is considered to have the Two Weapon Fighting feat, whether he actually has the feat or not.

· Stone dwarves are hardy and have the Stone Bones feat (+1 Armor Class) for free.

· +2 racial bonus when using the Hide, Move Silently or Search skills underground.

· Stone dwarves climb a lot and receive a +2 bonus to Climb checks.

· +1 racial bonus on attack rolls when fighting dark elves, troglodytes, mind flayers, and grimlocks.

· +4 racial bonus on Craft checks relating to stone.

· Automatic Languages: Dwarven and Undercommon. Bonus Languages: Draconic, Gnome, and Terran.

· Favored Class: Rogue. A multiclass half-dwarf's rogue class does not count when determining whether she suffers an XP penalty for multiclassing. At the DM's option, the infiltrator class can be substituted for rogue. Its skills and abilities are better suited to the durvalk way of life.
Half-Hill Dwarf

Racial Traits:
· +2 Wisdom, -2 Dexterity: Half-dwarves have a greater understanding of the world but possess clumsy bodies.

· Medium-size: As Medium creatures, half-dwarves have no special bonuses or penalties due to size.

· Base speed 25 feet. However, their speed is not reduced even when carrying a light, medium or heavy load or wearing medium or heavy armor.

· Darkvision: Half-dwarves can see in the dark up to 60 feet. Darkvision is black and white only, but is otherwise just like normal sight and half-dwarves can operate with no light at all.

· Dwarf Blood. For all special abilities, magic item usage and other effects, half-dwarves are considered dwarves.

· +1 racial bonus on saving throws versus poisons. Even half-dwarven blood is resistant to poisons.

· +1 racial bonus on saving throws against spells and spell-like effects. Even half-dwarven blood is resistant to magic.

· +1 racial bonus on Appraise and Craft checks related to stone or metal.

· Automatic Languages: Dwarven, plus the human parent's regional language. Bonus Languages: Any (other than secret languages, such as Druidic).

· Favored Class: Cleric. A multiclass half-dwarf's cleric class does not count when determining whether she suffers an XP penalty for multiclassing.
Half-Mountain Dwarf

Racial Traits:
As above, but with no stonecunning [[Editor: This is copied from Dangerous Denizens, but there is no stonecunning listed for half-hill dwarves]], an Appraise check that focuses on metal rather than stone items, and a +1 racial bonus to Survival checks.

Half-Stone Dwarf

Racial Traits:
As half-hill dwarves, but with a +1 racial bonus when using the Hide, Move Silently or Search skills underground and a +2 racial bonus on Craft checks related to stone. Also, all half stone dwarves gain the Two Weapon Fighting feat as full-blooded stone dwarves.
Random Starting Age

	Race
	Adulthood
	Aristocrat

Barbarian

Infiltrator

Rogue

Sorceror

Spellsinger

Warrior
	Adept

Bard

Fighter

Paladin

Ranger
	Basiran Dancer

Cleric

Druid

Expert

Monk

Shaman

Wizard

	Dwarf (any)
	40
	+3d6
	+5d6
	+7d6

	Dwarf, half (any)
	25
	+2d6
	+3d6
	+4d6


Aging Effects

	Race
	Middle Age
	Old
	Venerable
	Maximum Age

	Dwarf (any)
	125
	188
	250
	+2d100

	Dwarf, half (any)
	80
	120
	160
	+4d20


Random Height and Weight

	Race
	Base Height
	Height Modifier
	Base Weight
	Weight Modifier

	Dwarf, hill, male
	3' 7"
	+2d4
	120 lbs.
	x (2d6) lbs.

	Dwarf, hill, female
	3' 5"
	+2d4
	90 lbs.
	x (2d6) lbs.

	Dwarf, mountain, male
	3' 9"
	+2d4
	130 lbs.
	x (2d6) lbs.

	Dwarf, mountain, female
	3' 7"
	+2d4
	100 lbs.
	x (2d6) lbs.

	Dwarf, stone, male
	3' 7"
	+2d4
	120 lbs.
	x (2d6) lbs.

	Dwarf, stone, female
	3' 7"
	+2d4
	100 lbs.
	x (2d6) lbs.

	Dwarf, half, male
	4' 3"
	+2d6
	120 lbs.
	x (3d4) lbs.

	Dwarf, half, female
	3' 11"
	+2d6
	87 lbs.
	x (3d4) lbs.


XXX BEGIN SIDEBAR XXX

Dwarven Weapons & Armor Equivalents

The following table shows the standard D&D weapon and armor equivalents for the dwarven armaments introduced in Goods & Gear. In many cases these are "best matches" and not exact equivalents; many weapons have different damage and critical threat ranges and multipliers.

	Tellene name
	D&D equivalent

	Borlarr, Gunderz
	Club

	Damak
	Shortsword

	Damrik, Fargrum, Formar, Fulzek, Gimzek, Gundmar, Kurzek, Ongar, Sabre, Dwarven, Thel, Zomburd
	Longsword (Zomburd is two-handed)

	Durgrum, Forakek, Urgad
	Dagger

	Gramduk, Lomduk
	Shortspear

	Grumli
	Light flail (used two-handed)

	Korderum
	Light mace

	Korli, Ulmed, Zormed
	Falchion

	Nelzuk
	Warhammer

	Pickaxe
	Hand axe

	Steelbow
	Longbow

	Talduk
	Longspear

	Ulbarek
	Quarterstaff

	Zarvalk
	Battleaxe


XXX END SIDEBAR XXX

New Feats

Advanced Training [General]

The character has mastered special techniques for defeating racial enemies.

Prerequisite: Base attack bonus +5; must have a racial enemy.

Benefit: The character gets a +2 attack bonus against his racial enemies.

Normal: Dwarves get a +1 attack bonus against racial enemies.

Ancestral Blessing [General]

Dwarves place great belief that the gods blessed their race. Your character was born with a blessing bestowed by his familial ancestors.

Prerequisite: 1st level dwarf belonging to appropriate family.

Benefit: The benefit varies depending on the character's family name, as shown below.

	Family Name
	Blessing

	Angklin
	+2 to Profession (engineer) and Knowledge (architecture & engineering) checks

	Damvalk
	+2 to Appraise and Craft checks when dealing with stone or metal items

	Gramdal
	+1 bonus to attack and damage rolls with weapons of dwarvish design

	Gunterm
	+2 to Knowledge (military tactics) and Knowledge (military training) checks

	Kerak
	+1 to all Charisma based skill checks

	Talek
	+2 to Craft (alchemy) and Heal checks

	Tukurz
	+2 to Knowledge (religion) and Spellcraft checks

	Zarduk
	+2 to Knowledge (arcane) and Spellcraft checks


Honorable Lineage [General]

Honor is more important than birth rank to dwarves. The character's lineage is renowned for its honorable nature.

Prerequisite: 1st level dwarf only.

Benefit: The character gains a +3 bonus to Diplomacy and Gather Information checks when dealing with dwarves who know his lineage.

Improved Darkvision [General]

The character can see much further in the dark than other members of his race.

Prerequisite: 1st level only; must have darkvision.

Benefit: The range of your darkvision increases by 60 feet.

Normal: Darkvision range is usually 60 feet for hill and mountain dwarves and 120 feet for stone dwarves.

Improved Endurance [General]

Dwarven feats of endurance are renowned among other races.

Pre-requisite: Constitution 17+, Endurance

Benefit: The character increases the modifier granted by Endurance to +8.

Karastan Refugee [General]

Many of the rebels of Karasta managed to take their womenfolk and children when they fled the stronghold. The character has been on run ever since.

Prerequisite: Dwarf from Karasta.

Benefit: The character gains a +2 bonus to Knowledge (geography) checks. In addition, the synergy bonus for Knowledge (geography) applies to Hide and Survival checks. On the downside, the character begins play with only half the usual starting money.

Normal: A character usually only gains a Knowledge (geography) synergy bonus to Survival checks.

Mistrustful [General]

You are mistrustful of strangers.

Benefit: You receive a +2 bonus to Sense Motive checks. In addition, you begin play with one additional language, chosen from your race's bonus languages.

Mountain Goat [General]

Difficult terrain has been the homeland of your character since he was born, and he is accustomed to moving over it with ease.

Prerequisite: Dwarf.

Benefit: The character suffers a hampered movement penalty of only x1.5 (costs 3 squares of movement for every two moved) when crossing difficult terrain or obstacles underground or in hills and mountains. In addition, overland movement through hills and mountains is treated as plains.

Normal: The character suffers the effects of hampered and overland movement as per the Players' Handbook.

Mule [General]

You can carry more than your Strength would normally allow.

Benefit: Your carrying capacity is treated as if your Strength were two points higher.

Normal: Carrying capacity is determined by Strength.

Shield Wall Training [General; Fighter Bonus]

The character has been trained to fight in the shieldwall, the standard dwarven defensive formation.

Prerequisite: Base attack bonus +2; Shield Proficiency feat.

Benefit: The character receives an additional +1 armor bonus to AC when using a shield. In addition, the character may add his shield's armor bonus (including the +1 from this feat) to resist being bull-rushed or tripped.

Subterranean Fighter [General; Fighter Bonus]

The character has fought many foes below the earth and knows how to use terrain to his advantage.

Prerequisite: Base attack bonus +3.

Benefit: When fighting below ground in natural terrain (i.e. not carved tunnels), a stationary character gains the effects of cover. If already in cover, he adds +2 to his Armor Class from his understanding of how to use what is available to its full potential. The bonus is lost if the character moves during the round.

Vengeful [General]

The character is either an exile from Karasta or still resides there. Either way, he despises Kalamarans and all they stand for.

Prerequisite: Dwarf from Karasta.

Benefit: The character gains the Favored Enemy ability of rangers with respect to Kalamarans. The benefits do not increase with level, but do stack with those gained from taking the Dwarven Rebel prestige class.

Alternative Shaman Rules

Despite their rarity, dwarf shamans do exist Players wishing to play one should use these new rules. Because they do not follow animal traditions, they are unable to gain benefit from the Animal Companion and Wild Shape class abilities, for their totem form does not allow these things. Replacements for these class abilities are given below.

Animal Companion/New Domain

A shaman with a non-animal totem must select one from the list below. As well as granting spells and certain other benefits (as a regular totem), the shaman also gains access to a domain not usually available to his class. As with regular shamans, this domain allows only the domain spell to be taken and does not grant the associated domain power. This domain replaces the Animal Companion ability usually gained at 1st-level.


The standard domains for a dwarven shaman are Community, Earth, Law, or Metal. All domains listed below can be found in the Kalamar Player's Guide. Players without access to domains listed here should ask their DM to approve a suitable substitution.

Wild Shape/Extra Domain Spells

Instead of gaining the wild shape class ability, the shaman gains additional domain spells. Each time he gains a level where he normally gains access to the wild shape ability, he gains the ability to cast an additional domain spell at a level equal to the number of times per day the wild shape ability can be used. The Wild Shape (at will) ability becomes, for these purposes, 9/day.


For example, a shaman reaching 4th level exchanges Wild Shape 1/day for an additional 1st level domain spell (making his daily spell allotment 5/3+2/2+1). When he reaches 12th level, he swaps Wild Shape 5/day for a new 5th level spell (thus being able to cast 6/4+3/4+2/4+2/3+2/3+2/1+1 spells per day). This latter example factors in the previous domain spell grants.


This additional spell may be taken from any domain to which the shaman has access.

Sample Non-Animal Totems

Sample Totem
Benefit







New Domain

Basalt

Shaman gains a 50% increase to darkvision range; Great Fortitude feat
Darkness

Bronze

Shaman gains +2 to any metalworking Craft; Artistic Crafter feat

Craft

Gold

Shaman gains +2 Charisma





Charm

Granite

Shaman gains the Stonebones feat (effects stack if already possessed)
Strength

Lava

Shaman gains +2 to Will saves




Fire

Limestone
Shaman gains +2 on Climb checks; Explorer feat


Cavern

Marble

Shaman gains Fearless feat





Cold

Mercury

Shaman gains +1 Dexterity





Celerity

Mithral

Shaman gains +2 Charisma





Nobility

Silver

Shaman gains Blessed feat; +1 to resist all spells


Protection

The individual DM should feel free to create his own totems. As a guideline when creating a new totem, the benefits should be (i) a +1 bonus to a single physical attribute, (ii) a +2 bonus to a single mental attribute, (iii) a +2 bonus to a skill and a related feat, or (iv) one skill bonus feat or two related non-skill bonus feats. Combat feats are not recommended; shamans are protectors, not warriors.

Prestige Classes

Detailed below are a handful of new prestige classes well suited to dwarves. Unless noted elsewhere, you must follow all the standard rules of multi-classing when you choose a prestige class.

XXX BEGIN SIDEBAR XXX

What Prestige Classes Can Dwarves Take?

Although a dwarf may take any prestige class for which he meets the requirements, there are some that are better suited than others, as presented below. Players should not feel limited by this choice, but should instead look on them as a natural extension of dwarven society. Others classes are perfectly acceptable within reason, but it is with these that dwarves feel most comfortable.


Letters in parenthesis refer to classes especially suited to certain subraces; (H) for hill dwarves, (M) for mountain dwarves, and (S) for stone dwarves. No annotation indicates all sub races favor the class. Again, these are only suggestions.

Kingdoms of Kalamar Player's Guide: Warlord (S)

Villain Design Handbook: Brotherhood of the Broken Chain, and Veteran Officer (H/M)
Stealth & Style: Delver (H/M), Emancipator and Saboteur

Gnomes & Kobolds: Illithid Hunter (S)

Fury in the Wastelands: Deep Scout (S) and Runner (S)
Dungeon Master's Guide: Duelist (H), Dwarven Defender (H/M), and Loremaster (H/M)
Complete Warrior: Dark Hunter (S), Exotic Weapon Master (H/M), Justiciar (H), Ronin (H/M), and Stonelord
Defenders of the Faith: Church Inquisitor (H), Divine Oracle (S), Templar (H/M), and Warpriest
Masters of the Wild: Bane of Infidels (S) and Foe Hunter
Song & Silence: Dungeon Delver (S)
XXX END SIDEBAR XXX

Boar Warrior

Boar warriors rank among the elite soldiers of the hill and mountain dwarf clans. They are some of the toughest, meanest, most dedicated fighters a dwarven army can field. Their name comes from two sources, their standard triangular formation (known as the boar's head) and their relentless tenacity in combat.


As an elite unit given the dangerous task of punching through enemy ranks, the boar warriors accept only the best among their number. Training is rigorous and no holds barred; those that cannot take the pace are dismissed and returned to their normal duties. There is no dishonor in this; few make the grade. As with all dwarven military units, females are entitled to apply for membership. Those that join are usually widows, their hearts full of vengeance against the creatures that slew their spouse.


In return for their services, they are fed well and receive a monthly stipend of 100 gp from the king (few other nobles can afford to maintain a unit of boar warriors). Few live long enough to enjoy their wealth, and it is not without reason they are also called the Forlorn Hope.

Hit die: d10

Requirements:

To qualify as a boar warrior, a character must fulfill all the following criteria.

Attributes: Str 15+

Base Attack Bonus: +6

Feats: Improved Bull Rush, Power Attack, Push*, Shield Specialization**

Race: Hill or mountain dwarf.

Skills: Intimidation 8 ranks

* Replace with Cleave if you do not have the Kalamar Player's Guide.

** Replace with Improved Shield Bash if you do not have the Kalamar Player's Guide.

Class Skills

The boar warrior class skills are Balance (Dex), Craft (Int), Intimidate (Cha), Jump (Str), Knowledge (military tactics, military training) (Int), Spot (Wis), and Survival (Spot). See Chapter 4 of the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+1
	+2
	+0
	+2
	Steady, stipend

	2
	+2
	+3
	+0
	+3
	Bull rush +2

	3
	+3
	+3
	+1
	+3
	Damage reduction 2/-

	4
	+4
	+4
	+1
	+4
	Improved steady

	5
	+5
	+4
	+1
	+4
	Bull rush +4; two at once

	6
	+6/+1
	+5
	+2
	+5
	Damage reduction 4/-

	7
	+7/+2
	+5
	+2
	+5
	Keep going

	8
	+8/+3
	+6
	+2
	+6
	Bull rush +6

	9
	+9/+4
	+6
	+3
	+6
	Damage reduction 6/-

	10
	+10/+5
	+7
	+3
	+7
	Explosive rush


Class Features

All the following are class features of the boar warrior prestige class. 

Weapon and Armor Proficiencies: A boar warrior is proficient with all simple and martial weapons. He is also proficient with all armor and shields.

Steady: A boar warrior that fails to beat his opponent's opposed Strength check does not fall over if pushed back into an occupied square.

Stipend: A 1st level boar warrior receives 100 gp per month from the king. In return, he swears total allegiance to the clan and agrees to fight unto death in defense of the clan.

Bull Rush: At 2nd level, the boar warrior learns techniques to make his bull rush more powerful. He gains a +2 bonus to opposed Strength checks to push back his foes. The bonus increases to +4 at 5th level and +6 at 8th level.

Damage Reduction: At 3rd level, the boar warrior has hardened his body and is able to shrug off a limited amount of damage from enemy blows. Subtract 2 from the damage he takes each time he is dealt a blow from a weapon or natural attack. At 6th level, the damage reduction increases to 4 points, and at 10th it is 6 points. Damage reduction can reduce damage to 0, but not below 0.

Improved Steady: A 4th level boar warrior that fails to overcome his opponent's Strength roll in a bull rush remains in the square in front of the enemy (i.e. he is not pushed back 5 feet as normal).

Two At Once: A 5th level boar warrior can bull rush two adjacent foes at the same time. The dwarf makes a single Strength check but each foe resists separately. Results are calculated as normal. It is possible for the dwarf to succeed against one foe and fail against the other. In this instance, the foe who failed is pushed back 5 feet as normal but the dwarf cannot advance with him. A double bull rush must be declared before the character makes his Strength roll.

Keep Going: A 7th level boar warrior may double his normal movement limit when pushing back foes using a bull rush attack, penetrating deep into enemy lines. Movement before the bull rush is made (such as a charge) subtracts from this allowance (i.e. a boar warrior could charge 15 feet and still move an additional 25 feet if his Strength roll were high enough).

Explosive Rush: Once per battle, a 10th level boar warrior can elect to double his Strength bonus for the purposes of making a bull rush attempt. This must be declared before the opposed Strength check is made.

Courage Noble

Courage nobles are the lowest echelon of hill dwarf nobility. Their position is not hereditary, but one earned by prowess on the battlefield or through acts of selfless bravery. Though most courage nobles are fighters, members of any class are eligible for the position, though like all dwarven leaders, the courage noble is expected to lead from the front and by example.


As a noble, the courage noble is accorded higher social status and is allowed to maintain an armed retinue. Though dwarves may swear allegiance to him, his loyalty always lies with the king (or highest ranking hereditary noble), and he cannot refuse to answer his liege's call to arms without dishonoring his family. Courage nobles may fly their own standards in battle. Courage nobles have less opportunity to go adventuring unless sent by their lord and also carry social responsibilities. The DM must determine if a character is allowed to take this class, but if he does, the player is bound to his lord by oaths of allegiance.


The children of courage nobles have a higher social status, but do not automatically assume their parent's position on his death. As such, dwarven families have risen and fallen from power numerous times over the generations. Although female courage nobles are rare, dwarven history contains examples of females that have earned this title and lead their troops into the heart of bloody battles.


Many courage nobles take levels in the veteran officer prestige class to further augment their martial abilities. However, they can only gain increased social status by taking levels in the courage noble class. Mountain dwarves call these officers honor nobles, but the principal remains the same; they are non-hereditary military commanders.

Hit die: d10

Requirements:

To qualify as a courage noble, a character must fulfill all the following criteria.

Base Attack Bonus: +5

Feats: Endurance, Iron Will, Leadership

Race: Hill or mountain dwarf.

Skills: Any three from Knowledge (art of war, military logistics, military tactics, or military training) 4 ranks

Special: Must be appointed to the position by the highest noble of the clan (i.e. receive the DM's approval).
Class Skills

The courage noble class skills are Climb (Str), Craft (Int), Diplomacy (Cha), Gather Information (Cha), Intimidate (Cha), Jump (Str), Knowledge (art of war, military logistics, military tactics, military training, nobility & royalty) (Int), Profession (noble, warrior) (Wis), and Sense Motive (Wis). See Chapter 4 of the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+1
	+2
	+0
	+2
	Gift, rank

	2
	+2
	+3
	+1
	+3
	Lead from the front

	3
	+3
	+3
	+1
	+3
	Leadership bonus +2

	4
	+4
	+4
	+1
	+4
	Inspired loyalty

	5
	+5
	+4
	+2
	+4
	Charisma

	6
	+6/+1
	+5
	+2
	+5
	Leadership bonus +4

	7
	+7/+2
	+5
	+2
	+5
	Art of war

	8
	+8/+3
	+6
	+3
	+6
	Bonus feat

	9
	+9/+4
	+6
	+3
	+6
	Leadership bonus +6

	10
	+10/+5
	+7
	+3
	+7
	Renowned hero


Class Features

All the following are class features of the courage noble prestige class.

Weapon and Armor Proficiencies: A courage noble is proficient with all simple and martial weapons and all forms of armor and shields.

Gift: In recognition of his new status, a 1st level courage noble receives a suit of +2 chainmail from his liege.

Rank: At 1st level, the courage noble is given his rank. His Leadership score increases by +4. He automatically gains a personal retinue of fighters as dictated by his Leadership score (see DMG page 106) and may fly his own banner on the battlefield. As your Leadership score increases, so new warriors flock to your banner.

Lead From the Front: All dwarven nobles are expected to fight at the front of their troops. At 2nd level, your troops gain a +1 morale bonus to their attack rolls so long as their lord is in the front rank (and alive). Although his men may stand alongside him and retain the bonus, it is lost if any of them move ahead of him.

Leadership Bonus: At 3rd level, the courage noble gains a +2 bonus to his Leadership score. This increases by a further +2 at 6th and 9th levels. He automatically acquires new followers as his Leadership score improves.

Inspired Loyalty: At 4th level, the courage noble inspires his men to greatness. All troops under his direct command gain a +2 morale bonus to Will saves against fear, morale loss, or similar effects.

Charisma: A 5th level courage noble gains +1 Charisma. This is in addition to attributes gained every 4th level.

Art of War: At 7th level, the courage noble is a competent military commander. He gains a +2 bonus to all Knowledge (art of war, military logistics, military tactics, and military training) checks.

Bonus Feat: At 8th level the courage noble may pick any feat labeled as a Fighter Bonus feat for which he qualifies.

Renowned Hero: An 10th level courage noble's name and the sight of his war banner strike fear into his foes. Any enemy unit of 100 individuals or less must make a Will saving throw at DC 10 + Charisma bonus + his levels in this class, or be affected by a fear spell as cast by a 6th level sorcerer. Additional modifiers from the variant morale system in Strength & Honor may be used as well if that tome is available.

Dwarven Rebel

It is said among the dwarves of Karasta that the true strength of a rebel lies not in his cunning, strength or martial prowess, but in his spirit. Part rogue and part warrior, dwarven rebels have sworn to free Karasta from the iron grip of the Emperor if it costs their own life. 


Trained in the use of ambushes and possessing an in-depth knowledge of the surrounding lands, rebels fight a guerilla war against the occupying Kalamaran forces. Lacking permanent bases from which to operate, they must live off the land and their wits, always struggling to remain one step ahead of their foe.


Not all rebels are fighters; many are crafters or low ranking clergy that escaped Karasta before the fall. Combat prowess is not an essential requirement, for open warfare is shunned over guile and stealth. The only requirements are that the prospective rebel can survive in the harsh mountainous wilderness and can remain undetected.

Hit die: d8

Requirements:

To qualify as a dwarven rebel, a character must fulfill all the following criteria.

Feats: Endurance, Run, Self-Sufficient

Skills: Craft (trapmaking) 4 ranks, Hide 6 ranks, Knowledge (geography) 6 ranks, Move Silently 6 ranks, Survival 6 ranks

Special: Must be belong to a dwarven family from Karasta

Class Skills

The dwarven rebel class skills are Bluff (Cha), Climb (Str), Craft (Int), Gather Information (Cha), Heal (Wis), Hide (Dex), Jump (Str), Knowledge (geography, military logistics, military tactics) (Int), Listen (Wis), Move Silently (Dex), Spot (Wis), and Survival (Wis). See Chapter 4 of the Player's Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+0
	+2
	+0
	+0
	Improvised weapons

	2
	+1
	+3
	+0
	+0
	Ambush

	3
	+2
	+3
	+1
	+1
	Enemy +2

	4
	+3
	+4
	+1
	+1
	Extensive local knowledge +2

	5
	+3
	+4
	+1
	+1
	Trackless step

	6
	+4
	+5
	+2
	+2
	Enemy +4

	7
	+5
	+5
	+2
	+2
	Renowned leader

	8
	+6/+1
	+6
	+2
	+2
	No surrender

	9
	+6/+1
	+6
	+3
	+3
	Enemy +6, extensive local knowledge +4

	10
	+7/+2
	+7
	+3
	+3
	Remember Karasta!


Class Features

All the following are class features of the dwarven rebel prestige class. 

Weapon and Armor Proficiencies: A dwarven rebel is proficient with all simple and martial weapons. In addition, he is proficient in light and medium armor and shields.

Improvised Weapons: Rebels do not have the luxury of being able to craft new weapons and must often use tools not designed for warfare. A 1st level rebel is trained to use improvised weapons and does not suffer the -4 penalty on attack rolls.

Ambush: Basic rebel training includes setting ambushes and guerilla tactics. He gains a +2 competence bonus to Craft (trapmaking), Hide, and Move Silently checks at 2nd level.

Enemy: Rebels receive extensive training in how to outwit and fight Kalamaran soldiery. A 3rd level rebel gains bonuses as per the ranger Favored Enemy ability with regard to Kalamarans but starting at +2 (page 47 of the Player's Handbook). The bonuses increase by +2 at 6th level and a further +2 at 9th level. These bonuses stack if the character has Humans as his Favored Enemy but apply only to the Kalamaran subrace.

Extensive Local Knowledge: The rebels know the land surrounding Karasta better than the backs of their own hand. A 4th level rebel gains a +2 circumstance bonus to Knowledge (geography), Knowledge (military tactics), and Survival checks within 30 miles of Karasta. This bonus increases to +4 at 9th level.

Trackless Step: More than one Kalamaran soldier has referred to the rebels as "ghost fighters" for their seeming ability to disappear without a trace. A 5th level rebel leaves no trail in natural surroundings and cannot be tracked.

Renowned Leader: By 7th level, the rebel has risen to become a leader. He gains the Leadership feat if he does not possess it already and receives a +4 bonus to his Leadership score.

No Surrender: A captured rebel can expect to be extensively tortured before being executed. Many would rather face death than be captured. At 8th level, a rebel that reaches 0 hit points or less while fighting Kalamaran soldiers may keep fighting as if he had positive hit points until he reaches -10 (or greater) hit points, at which point he dies. The character continues to lose 1 hit point per round, but may try to stabilize himself as a fee action. The character also ignores all subdual damage.


Short of using magic, it is nearly impossible to take the rebel alive. Should the battle end while the dwarf is on negative hit points, this ability ceases and he succumbs to the effects of his wounds.

Remember Karasta!: The famous war cry call of the rebels serves to rally flagging troops. Once per battle against Kalamaran soldiery, a 10th level rebel can give his allies (and himself) a second wind by calling on the memory of the dwarves' most bitter defeat. If the character makes a Military Tactics check (DC 15) while giving the cry (a full action), all rebel troops within 30 feet gain 1d8 + Charisma bonus temporary hit points (roll once and assign the total to all allies within range). Damage is subtracted from these temporary hit points first. There is no duration to this ability; the hit points last until removed by damage.

Professional Classes

Professional classes were first introduced in Friend & Foe: Gnomes & Kobolds.

The “common man” now has access to professional classes, a very limited form of prestige class. Each of these special classes is strongly tied to a single profession, has only three levels, and can be entered at low levels of experience. The abilities of these classes are never supernatural or exceptional in origin, generally being minor bonuses to skills and existing feats. If anything, they should be considered as a specialized form of NPC class. Weapon and armor proficiencies are as per the related NPC class, which is shown in parenthesis after the profession’s name.


These professional classes do not raise NPCs to the level of player characters. An artillerist may be able to fire a siege engine with greater accuracy, but he is not on par with a fighter in combat. The herald may speak for his lord and have easy access to him, but he is still a servant.


The classes presented here, while suitable for dwarves, can be found among the other civilized races of Tellene. 

Artillerist (Expert)

Soldiers may be viewed as the heroes of the army, but without artillerists to support them, many victories would not be possible. Dwarven artillerists are among the best on Tellene and those that choose to live among humans can charge high rates for their services.

Hit die: d6

Requirements:

To qualify as an artillerist, a character must fulfill all the following criteria.

Attributes: Str 15+

Skills: Knowledge (architecture & engineering) 8 ranks, Profession (siege engineer) 8 ranks

Class Skills

The artillerist's class skills are Balance (Dex), Climb (Str), Craft (Int), Disable Device (Dex), Handle Animal (Cha), Jump (Str), Knowledge (architecture & engineering) (Int), Pantomime (Wis), Profession (siege engineer) (Wis), Spot (Wis), and Use Rope (Dex). See Chapter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 8 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+0
	+0
	+2
	+0
	Accurate targeting

	2
	+1
	+0
	+3
	+0
	Ballista proficiency

	3
	+2
	+1
	+3
	+1
	Coordinated ram


Accurate Targeting: A 1st level siege engineer receives a +2 bonus to firing rolls when using light or heavy catapults.

Ballista Proficiency: A 2nd level siege engineer has spent long hours practicing with the ballista. He suffers no penalty for size when using the device.

Coordinated Ram: A 3rd level artillerist can coordinate the users of a ram to produce a synchronized swing, and therefore more damaging blow. He adds his Charisma modifier to the damage inflicted by the ram. He must be part of the ram crew to use this ability.

Master Jeweler (Expert)

Dwarven crafters are renowned for their ability to work stone and metal. The master jeweler is multi skilled, being able to work with uncut gems and precious metals to make a combined item of great value. Jewelers make their money by buying raw gemstones and metals and turning them into exquisite works of jewelry. Their ability to shape and polish precious stones and form thin strands of metal into works of art makes them valuable crafters in any community, especially one with such a love of wealth.

Hit die: d6

Requirements:

To qualify as a master jeweler, a character must fulfill all the following criteria.

Attributes: 

Skills: Appraise 8 ranks, Craft (gemcutting) 8 ranks, Craft (jeweler) 8 ranks

Class Skills

The master jeweler class skills are Appraise (Int), Bluff (Cha), Concentration (Con), Craft (gemcutting, jeweler) (Int), Diplomacy (Cha), Sense Motive (Wis), Search (Int), and Spot (Wis). See Chapter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 6 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+0
	+0
	+0
	+2
	Well polished

	2
	+0
	+0
	+1
	+3
	Long hours

	3
	+1
	+1
	+2
	+3
	Fit for royalty


Well Polished: At 1st level, the master jeweler learns how to make even the dullest gemstone or metal shine like the sun. Any gemstone he cuts and polishes or piece of jewelry he creates can be sold for an additional 25% of its base value. This does not affect the price of the raw materials or the price of the item when making Craft checks - it is additional profit. If working on an item that has already been created, a day's work and a successful Craft (gemcutting or jeweler) check (DC 17) increases the value rises 10% through subtle tinkering and polishing.

Long Hours: The long hours a master jeweler spends at his craft hone his skill. He gains a +1 bonus to Craft (gemcutting) and Craft (jeweler) checks.

Fit for Royalty: A 3rd level master jeweler is indeed worthy of the title. Every item of jewelry he creates grants a +1 bonus to Diplomacy checks for each whole 500 gp of value (to a maximum of +6). The wearer benefits only from the highest valued piece of jewelry he wears.

Miner (Commoner)

Mining is a dirty job, but the wealth of the dwarven realms relies on the work of the miners. Compared to human mines, the dwarven tunnels are works of art, designed with safety and ease of work in mind. That said, mining is a hazardous profession, and cave ins, pockets of poisonous and flammable gas, and flashfloods are constant dangerous.

Hit die: d6

Requirements:

To qualify as a miner, a character must fulfill all the following criteria.

Attributes: Str 13+, Con 15+

Skills: Profession (miner) 5 ranks

Class Skills

The miner class skills are Balance (Dex), Climb (Str), Craft (Int), Handle Animal (Cha), Jump (Str), Knowledge (geography) (Int), Listen (Wis), Profession (miner) (Wis), Search (Int), Spot (Wis), Swim (Str), and Use Rope (Dex). See Chapter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special Abilities

	1
	+0
	+2
	+0
	+0
	Steady on your feet

	2
	+1
	+3
	+0
	+0
	Gas resistance

	3
	+2
	+3
	+1
	+1
	Quick worker


Steady on your Feet: At 1st level, the miner becomes accustomed to the dangers of working in the mines. He gains a +2 to Reflex saves to avoid slipping or falling.

Gas Resistance: Poisonous fumes and stale air are a constant threat to miners. At 2nd level, the miner gains a +2 bonus to resist poisons.
Quick Worker: By 3rd level, the miner has learned to get his job done in the quickest amount of time. Any task requiring the use of a Craft (typically carpentry or mason) or Profession (miner) skill check while in the mines is completed in three-quarters of the time it would normally take (minimum of one round).

Bestiary

Dwarves can be antagonists as well as protagonists, especially if adventuring parties go trampling through their lands unannounced. This section details a sample of typical dwarf characters that low to mid-level adventuring parties could encounter in dwarven realms. All bonuses from feats and class abilities have been factored in where they provide a flat, non-conditional bonus, such as the Alertness feat, as have synergy bonuses where they provide a blanket bonus. Armor check penalties are also included where appropriate.


Hill and mountain dwarves have very similar professions. As such, any hill dwarf template can be altered to a mountain dwarf one simply by adding two to Charisma, subtracting two from Wis (lowering Will save and Wis-based skills by one point) and swapping a few skill points into Survival, which is always a class skill. Other racial traits are usually specific to certain situations and have therefore not been included.

Hill Dwarves

Militia

Male hill dwarf, Com2/War1: CR 2; Medium Humanoid; HD 2d4+1d8+3; hp 14; Init +1 (Dex); Spd 20 ft.; AC: 17 (+4 chain shirt, +2 heavy steel shield, +1 Dex), touch 11, flat-footed 14; Base Atk +3; Grp +5; Atk +6 [[+3 BAB, +2 Str, +1 feat]] melee (1d6+2/x3, handaxe) or +4 [[+3 BAB, +1 Dex]] ranged (1d6+1/x2, throwing axe); Full Atk +6 melee (1d6+2/x3, handaxe) or +4 ranged (1d6+1/x2, throwing axe); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +5 [[+3 class, +2 Con]], Ref +1 [[+1 Dex]], Will +0; Str 14, Dex 12, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Craft (any one) +3 [[3 ranks]], Intimidate +2 [[2 ranks]], Listen +2 [[2 ranks]], Profession (miner +3 [[3 ranks]], Spot +2 [[2 ranks]], Use Rope +2 [[2 ranks]]; Shield Wall Training, Weapon Focus (hand axe)

    Possessions: Chain shirt, heavy steel shield, handaxe, throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Professional Soldier

Male hill dwarf, Ftr1: CR 1; Medium Humanoid; HD 1d10+2; hp 9; Init +1 (+1 Dex); Spd 20 ft.; AC: 18 (+5 chainmail, +2 heavy steel shield, +1 Dex), touch 1, flat-footed 15; Base Atk +1; Grp +3; Atk +4 [[+1 BAB, +2 Str, +1 feat]] melee (1d8+2/x3, battleaxe) or +2 [[+1 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +4 melee (1d8+2/x3, battleaxe) or +2 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +4 [[+2 class, +2 Con]], Ref +1 [[+1 Dex]], Will +2 [[+2 feat]]; Str 15, Dex 13, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Craft (any one) +2 [[2 ranks]], Intimidate +3 [[3 ranks]], Jump +0 [[+3 ranks, +2 Str, 5 armor]]; Iron Will, Weapon Focus (Battleaxe)

    Possessions: Chainmail, heavy steel shield, battleaxe, throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Sergeant

Male hill dwarf, Ftr4: CR 4; Medium Humanoid; HD 4d10+9; hp 31; Init +1 (+1 Dex); Spd 20 ft.; AC: 18 (+5 chainmail, +2 heavy steel shield, +1 Dex), touch 1, flat-footed 15; Base Atk +4; Grp +6; Atk +7 [[+4 BAB, +2 Str, +1 feat]] melee (1d8+2/x3, battleaxe) or +5 [[+4 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +7 melee (1d8+2/x3, battleaxe) or +5 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +7 [[+7 class, +3 Con]], Ref +2 [[+1 class, +1 Dex]], Will +3 [[+1 class, +2 feat]]; Str 15, Dex 13, Con 16, Int 10, Wis 10, Cha 10.

    Skills and Feats: Craft (any one) +2 [[2 ranks]], Intimidate +3 [[3 ranks]], Jump +0 [[+3 ranks, +2 Str, -5 armor]], Knowledge (art of war) +2 [[2 ranks]], Knowledge (military tactics) +2 [[2 ranks]], Knowledge (military training) +2 [[2 ranks]]; Cleave, Endurance, Iron Will, Power Attack, Weapon Focus (Battleaxe)

    Possessions: Chainmail, heavy steel shield, battleaxe, throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Courage Noble

Male hill dwarf, Ftr7/Courage Noble 2: CR 9; Medium Humanoid; HD 9d10+24; hp 72; Init +1 (+1 Dex); Spd 20 ft.; AC: 21 (+7 +2 chainmail, +3 +1 heavy steel shield, +1 Dex), touch 1, flat-footed 15; Base Atk +7/+2; Grp +9; Atk +12 [[+7 BAB, +3 Str, +1 feat, +1 axe]] melee (1d8+4/x3, +1 battleaxe) or +8 [[+7 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +12/+7 melee (1d8+4/x3, battleaxe) or +8/+3 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +8 [[+5 class, +3 Con]], Ref +3 [[+2 class, +1 Dex]], Will +4 [[+2 class, +2 feat]]; Str 16, Dex 13, Con 16, Int 10, Wis 10, Cha 10.

    Skills and Feats: Craft (any one) +2 [[2 ranks]], Intimidate +4 [[4 ranks]], Jump +3 [[+3 ranks, +3 Str, -3 armor]], Knowledge (art of war) +5 [[5 ranks]], Knowledge (military tactics) +5 [[5 ranks]], Knowledge (military training) +5 [[5 ranks]]; Cleave, Endurance, Great Cleave, Iron Will, Leadership, Power Attack, Weapon Focus (Battleaxe)

    Class Abilities: Gift, Lead from the Front, Rank, Leadership Bonus +2

    Possessions: +2 chainmail, +1 heavy steel shield, +1 battleaxe, throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Combat Medic (Cleric of Powermaster)

Male hill dwarf, Clr3/Ftr2: CR 5; Medium Humanoid; HD 3d8+2d10+10; hp 34; Init +1 (+1 Dex); Spd 20 ft.; AC: 15 (+4 chain shirt, +1 Dex), touch 11, flat-footed 14; Base Atk +4; Grp +6; Atk +6 [[+4 BAB, +2 Str,]] melee (1d10+3, greatclub) or +5 [[+4 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +6 melee (1d10+3, greatclub) or +4 ranged (1d6+1/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +8 [[+6 class, +2 Con]], Ref +2 [[+1 class, +1 Dex]], Will +5 [[+3 class, +2 Wis]]; Str 14, Dex 12, Con 15, Int 10, Wis 14, Cha 10.

    Skills and Feats: Concentration +3 [[1 rank, +2 Con]], Craft (alchemy) +4 [[4 ranks]], Healing +8 [[4 ranks, +2 Wis, +2 feat]], Intimidation +2 [[2 ranks]], Jump +2 [[+2 ranks, +2 Str, –2 armor]], Knowledge (religion) +2, [[2 ranks]], Spellcasting +1 [[1 rank]], Survival +4 [[+2 Wis, +2 feat]]; Brew Potion, Dodge, Power Attack, Self-Sufficient

    Class Abilities: Aura, Turn Undead, Spells, Spontaneous Casting

    Cleric Spells Prepared (4/3+1/2+1): 0—cure minor wounds (3), detect magic; 1st—cure light wounds*, deathwatch (2), sanctuary; 2nd—bull's strength*, delay poison, lesser restoration, status.


*Domain spell. Domains: Healing (cast healing spells at +1 caster level); Strength (feat of strength)

    Possessions: Chain shirt, great club, potion of healing (3), throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Boar Warrior

Male hill dwarf, Ftr6/Boar Warrior 3: CR 9; Medium Humanoid; HD 9d10+18; hp 69; Init +1 (Dex); Spd 20 ft.; AC: 19 (+5 chainmail, +2 heavy steel shield, +1 Dex), touch 11, flat-footed 15; Base Atk +9/+4; Grp +12; Atk +12 [[+9 BAB, +3 Str,]] melee (1d8+3/x3, battleaxe) or +10 [[+9 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +12/+7 melee (1d8+3/x3, battleaxe) or +10/+5 ranged (1d6+1/x3, throwing a); Space/Reach 5 ft./5 ft.; AL LG; SQ hill dwarf traits; SV Fort +12 [[+8 class, +2 Con, +2 feat]], Ref +4 [[+3 class, +1 Dex]], Will +6 [[+4 class, +2 feat]]; Str 17, Dex 12, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Balance +0 [[4 ranks, +! Dex, –5 armor]], Intimidate +8 [[8 ranks]], Knowledge (military tactics) +4 [[4 ranks]], Jump +4 [[6 ranks, +3 Str, –5 armor]]; Great Fortitude, Improved Bull Rush, Improved Shield Bash, Iron Will, Power Attack, Push, Run, Shield Specialization
    Possessions: Chainmail, heavy metal shield, battleaxe, potion of bull's strength
    Languages Spoken: Dwarven, Merchant's Tongue

Mountain Dwarves

Karastan Rebel

Male mountain dwarf, Ftr2/Rng2: CR 4; Medium Humanoid; HD 4d10+8; hp 30; Init +1 (Dex); Spd 20 ft.; AC: 16 (+4 chain shirt, +1 light steel shield, +1 Dex), touch 11, flat-footed 15; Base Atk +4; Grp +6; Atk +6 [[+4 BAB, +2 Str]] melee (1d8+2/x3, battleaxe) or +5 [[+4 BAB, +1 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +6 melee (1d8+2/x3, battleaxe) or +5 ranged (1d6+1/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL NG; SQ mountain dwarf traits; SV Fort +8 [[+6 class, +2 Con]], Ref +4 [[+3 class, +1 Dex]], Will +1 [[+1 Wis]]; Str 14, Dex 13, Con 15, Int 11, Wis 12, Cha 10.

    Skills and Feats: Craft (trapmaking) +4 [[4 ranks]], Hide +2 [[3 ranks, –2 armor, +1 Dex]], Knowledge (geography) +3 [[3 ranks]], Move Silently [[3 ranks, –2 armor, +1 Dex]], Survival +8 [[3 ranks, +1 Wis, +4 feat]]; Endurance, Karastan Refugee, Point Blank Shot, Self-Sufficient

    Class Abilities: Combat Style (Two Weapons), Favored Enemy (Humans), Track, Wild Empathy

    Possessions: Chain shirt, light metal shield, battleaxe, throwing axe (3)

    Languages Spoken: Dwarven, Merchant's Tongue

Karastan Rebel Leader

Male mountain dwarf, Ftr2/Rng5/Rebel 4: CR 11; Medium Humanoid; HD 7d10+4d8+22; hp 79; Init +2 (Dex); Spd 20 ft.; AC: 17 (+4 chain shirt, +1 light steel shield, +2 Dex), touch 12, flat-footed 14; Base Atk +10/+5; Grp +12; Atk +12 [[+10 BAB, +2 Str]] melee (1d8+2/x3, battleaxe) or +12 [[+10 BAB, +2 Dex]] ranged (1d6+1/x3, throwing axe); Full Atk +12/+7 melee (1d8+2/x3, battleaxe) or +12/+7 ranged (1d6+1/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL NG; SQ mountain dwarf traits; SV Fort +13 [[+9 class, +2 Con]], Ref +7 [[+5 class, +2 Dex]], Will +3 [[+2 class, +1 Wis]]; Str 14, Dex 14, Con 15, Int 11, Wis 12, Cha 10.

    Skills and Feats: Climb +2 [[+2 ranks, +2 Str, –2 armor]], Craft (trapmaking) +6 [[4 ranks, +2 feat]], Gather Information +4 [[4 ranks]], Hide +12 [[6 ranks, –2 armor, +2 Dex, +4 feat, +2 synergy]], Knowledge (geography) +6 [[6 ranks]], Knowledge (military logistics) +4 [[4 ranks]], Knowledge (military tactics) +4 [[4 ranks]], Listen +5 [[4 ranks, +1 Wis]], Move Silently +12 [[6 ranks, –2 armor, +2 Dex, +4 feat, +2 synergy]], Spot +3 [[2 ranks, +1 Wis]], Survival +11 [[6 ranks, +1 Wis, +4 feat]]; Endurance, Karastan Refugee, Point Blank Shot, Run, Self-Sufficient, Stealthy

    Class Abilities: Ambush, Combat Style (Two Weapons), Enemy +2, Extensive Local Knowledge +2, Favored Enemy (Humans), Improvised Weapons, Track, Wild Empathy

    Possessions: Chain shirt, light metal shield, battleaxe, throwing axe (6)

    Languages Spoken: Dwarven, Kalamaran, Merchant's Tongue

Stone Dwarves

Hunter

Male stone dwarf, Inf1: CR 1; Medium Humanoid; HD 1d6+2; hp 6; Init +2 (Dex); Spd 30 ft.; AC: 13 (+1 leather, +2 Dex), touch 12, flat-footed 11; Base Atk +0; Grp +1; Atk +0 [[+0 BAB, +1 Str, +1 racial, –2 two weapons]] melee (1d6+1/19-20, two shortswords) or +2 [[+0 BAB, +2 Dex]] ranged (1d6/x3, throwing axe); Full Atk +0 melee (1d6+1/19-20, two shortswords) or +0 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LN; SQ stone dwarf traits; SV Fort +2 [[+0 class, +2 Con]], Ref +4 [[+2 class, +2 Dex]], Will +0 [[+0 class]]; Str 13, Dex 15, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Hide +4 [[2 ranks, +2 Dex]], Listen +4 [[2 ranks, +2 feat]], Move Silently +4 [[2 ranks, +2 Dex]], Profession (hunter) +2 [[2 ranks]], Search +2 [[+2 ranks]], Spot +4 [[2 ranks, +2 feat]], Survival +2 [[2 ranks]], Swim +3 [[2 ranks, +1 Str]]; Alertness
    Class Abilities: Fast Movement (10 ft.), Sneak Attack +1d6
    Possessions: Leather armor, two shortswords, throwing axe (3)
    Languages Spoken: Dwarven, Undercommon
Great Hunter

Male stone dwarf, Inf4: CR 4; Medium Humanoid; HD 4d6+8; hp 22; Init +3 (Dex); Spd 30 ft.; AC: 17 (+4 master work chain shirt, +3 Dex), touch 12, flat-footed 14; Base Atk +3; Grp +4; Atk +3 [[+3 BAB, +1 Str, +1 racial, –2 two weapons]] melee (1d6+1/19-20, two shortswords) or +6 [[+3 BAB, +3 Dex]] ranged (1d6/x3, throwing axe); Full Atk +3 melee (1d6+1/19-20, two shortswords) or +6 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LN; SQ stone dwarf traits; SV Fort +0 [[+0 class, +2 Con]], Ref +7 [[+4 class, +3 Dex]], Will +1 [[+0 class, +1 Wis]]; Str 13, Dex 16, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Hide +7 [[4 ranks, +2 Dex, +2 feat, –1 armour]], Listen +6 [[4 ranks, +2 feat]], Move Silently +7 [[4 ranks, +2 Dex, +2 feat, –1 armour]], Profession (hunter) +4 [[4 ranks]], Search +2 [[+2 ranks]], Spot +6 [[4 ranks, +2 feat]], Survival +4 [[4 ranks]], Swim +3 [[2 ranks, +1 Str]]; Alertness, Stealthy
    Class Abilities: Fast Movement (10 ft.), Sneak Attack +2d6, Trackless Step, Uncanny Dodge, Woodcraft, Woodland Stride

    Possessions: Leather armour, two shortswords, throwing axe (3)
    Languages Spoken: Dwarven, Undercommon
Master Hunter

Male stone dwarf, Inf7: CR 7; Medium Humanoid; HD 7d6+14; hp 39; Init +3 (Dex); Spd 30 ft.; AC: 18 (+4 +1 chain shirt, +3 Dex), touch 13, flat-footed 14; Base Atk +5; Grp +6; Atk +6 [[+5 BAB, +1 Str, +1 shortsword, +1 racial bonus, –2 two weapon use]] melee (1d6+2/19-20, two +1 shortswords) or +8 [[+5 BAB, +3 Dex]] ranged (1d6/x3, throwing axe); Full Atk +6 melee (1d6+2/19-20, two +1 shortswords) or +8 ranged (1d6/x3, throwing axe); Space/Reach 5 ft./5 ft.; AL LN; SQ stone dwarf traits; SV Fort +4 [[+2 class, +2 Con]], Ref +8 [[+5 class, +3 Dex]], Will +2 [[+2 class]]; Str 13, Dex 16, Con 15, Int 10, Wis 10, Cha 10.

    Skills and Feats: Climb +5 [[+3 ranks, +1 Dex, +2 racial, –1 armour]], Hide +9 [[6 ranks, +2 Dex, +2 feat, –1 armour]], Listen +6 [[4 ranks, +2 feat]], Move Silently +7 [[4 ranks, +2 Dex, +2 feat, –1 armour]], Profession (hunter) +7 [[7 ranks]], Search +2 [[+2 ranks]], Spot +6 [[4 ranks, +2 feat]], Survival +5 [[5 ranks]], Swim +3 [[2 ranks, +1 Str]], Use Rope +6 [[3 ranks, +3 Dex]]; Alertness, Point Blank Shot, Stealthy
    Class Abilities: Fast Movement (10 ft.), Internal Compass, Sneak Attack +3d6, Trackless Step, Uncanny Dodge, Woodcraft, Woodland Stride

    Possessions: +1 chain shirt, two +1 shortswords, throwing axe (4)
    Languages Spoken: Dwarven, Undercommon
