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Introduction

Relatively speaking, a character’s race generally isn’t
one of the most important choices you can make about them,
at least as far as the mechanics of the game are concerned.
Most racial abilities stop being particularly relevant after the
first few levels of play, and while ability bonuses and penalties
are certainly not insignificant, they ultimately result in only a
+1 bonus or -1 penalty on most rolls involving that ability.

And yet, the idea of picking a race whose ability score
adjustments go against your choice of class just feels wrong,
like you're making a huge mistake, and the option is barely
conceivable. You don’t see many dwarven bards, oracles, or
sorcerers. Why make your elf a druid or a sorcerer when he
could be a wizard and really make use of that +2 bonus to
intelligence?

This book aims to allow players who want their race
to have a more meaningful impact on their character do so,
while also helping to provide support for characters with an
unusual race and class combination. It does so by providing
several archetypes that are specifically designed for dwarf
characters, which provide a distinctly dwarven spin on the
way the class works. A special emphasis has been placed on
finding classes that one might not normally associate with
dwarves at first glance, for mechanical reasons, and providing
solutions that make these classes more appealing.

These racial archetypes are only available to
dwarves. Other races cannot take them. They are presented
in alphabetical order, by the name of the class that the
archetype belongs to.

Dwarven Deepdelver (Rogue)

Everyone knows that dwarves are greedy, as a
general rule, and that they live underground. A few dwarves
take this stereotype further than most, however, and those
dwarves most willing to search through dark, claustrophobic
catacombs in search of long-forgotten treasure are known as
dwarven deepdelvers. Invaluable members of any treasure-
hunting expedition, these expert adventurers are not only
incredible at finding secret doors and traps set in stone, but
they can literally sniff out treasure, and—assuming they can
be convinced to share their finds—can greatly increase the
haul that any given party finds.

Treasure Sense (Ex): At 3 level, a dwarven
deepdelver gains the uncanny ability to detect treasure—
especially gems and precious metals—even at a distance.
She gains a +2 bonus on Appraise checks made to identify
the value of items. This stacks with the greed racial ability
of dwarves. Additionally, she gains the ability to detect gems
and precious metals by smell, from a range of up to 10 feet.
This functions as the scent universal monster ability, except
that the default range is 10 feet, rather than 30 feet, and only
gold and precious metals can be detected in this way.

At 6% level, and every three levels thereafter, the
bonus to Appraise checks increases by +2, and the range
at which the dwarven deepdelver can sniff out gems and

precious metals increases by 10 feet (to a maximum bonus of
+12 and a maximum range of 60 feet at 18" level).

This ability replaces the trap sense class feature.

Deepdelver’s Stonecunning (Ex): At 4 level,
a dwarven deepdelver gains a much greater insight into
stonework than most dwarves. The dwarven deepdelver gains
a bonus on Perception checks to notice unusual stonework,
such as traps and hidden doors located in stone walls or
floors, equal to 1/2 her class level. This bonus stacks with
that granted by the stonecunning racial ability. The dwarven
deepdelver also gains this bonus on Knowledge (engineering)
checks involving stonework, tunneling, and similar, and is
treated as trained in that skill for that purpose. Finally, the
range at which the dwarven deepdelver must pass within a
hidden feature in stonework in order to get a check to notice
them increases to 30 feet.

If the dwarven deepdelver does not have the
stonecunning racial ability for whatever reason, she gains
that ability, instead. She may take deepdelver’s stonecunning
as arogue talent at a later level, if she desires.

This ability replaces the rogue talent gained at 4™
level.

Evade Spell (Ex): At 10 level, a dwarven deepdelver
gains a preternatural ability to predict when she will be the
target of hostile magic, and she learns how to dodge spells in
the same way that others might dodge arrows. Once per day,
when she is the target of a spell, she may choose to make a
Reflex save (DC equal to the spell’s saving throw DC) in order
to dodge the spell. If she succeeds, the spell has no effecton
her. If she fails, she is affected by the spell normally (although
she can still make any saving throw normally offered by
the spell). At 15% level, the dwarven deepdelver can use this
ability one additional time per day.

This ability replaces the advanced rogue talent
gained at 10 level.

Dwarven Lorekeeper (Skald)

The dwarven people have many fine and ancient
traditions, dating back for hundreds or thousands of years. A
proud and noble warrior people, they entrust these traditions
to a rare few, such as the dwarven lorekeepers, to protect and
preserve for future generations. Dwarven lorekeepers are
skalds of a more refined and reserved nature, who are the
stewards of their race’s knowledge, and drive their allies not
into a mindless frenzy, but into a focused warrior state.

Divine Spellcasting: Dwarven lorekeepers draw
their powers from faith in the dwarven traditions and
lifestyles, and some have spiritual connections to their
ancestors or specific dwarven deities. As a result, a dwarven
lorekeeper’s spellcasting is divine in nature, instead of
arcane. This means that the dwarven lorekeeper is never
subject to arcane spell failure, regardless of what type of
armor he is wearing, although his armor proficiencies are
the same as that of other skalds. Finally, he uses his Wisdo
modifier, rather than his Charisma modifier, to determine t



L QS === - e . 4 aF e e e T e——

ighest spell level he can cast, the saving throw DCs for his
spells, and the number of bonus spells that he receives.

Limited Knowledge: Dwarven lorekeepers are more
focused in their learning, and do not trouble themselves

ith things that are irrelevant to dwarven culture. The
“benefits of their bardic knowledge class feature do not apply
to Knowledge (arcana) (except for knowledge checks made

to identify constructs and dragons), Knowledge (nature), or
Knowledge (planes) (except for knowledge checks regarding

il

This ability modifies the bardic knowledge class
 feature.

Disciplined Song (Su): Dwarven lorekeepers

B provide inspiration to their allies not by driving them to a

% mindless rage, but instead by awakening their warrior spirit.
* Further, the dwarven lorekeeper’s raging songs are ancient

I battle hymns of the dwarven people, and rely more upon the
_ dwarven lorekeeper’s faith in his traditions than in any innate
force of personality. A dwarven lorekeeper can perform for a
number of rounds per day equal to 1 + his Wisdom modifier.
For each level after 1*, he can use the ability 1 additional
round per day (instead of 2 additional rounds, as normal)

However, when using the inspired rage ability,
affected creatures do not suffer a penalty to AC, and are not
| prevented from using Intelligence, Wisdom, or Charisma-

grand acts of daring in combat. Each day, the dwarven
scallywag gains a number of points of panache equal to her
Constitution modifier (minimum 1). She does not regain
points of panache by scoring critical hits or killing blows, as
most swashbucklers do. Instead, once per day, by resting for

a full minute, she can restore her current number of points of
panache back to her maximum. Any remaining panache that
she had before using this ability is wasted. At 7% level, and
again at 14" level, the dwarven scallywag can use this ability
one additional time per day.

This ability modifies the raging song class feature.

Toughness: Dwarven lorekeepers gain Toughness as
a bonus feat at 1* level.

This ability replaces the scribe scroll class feature.

Secret Lore (Su): A dwarven lorekeeper gains spell
kenning as normal at 5 level, but he can only access spells

This ability modifies the panache class feature.

Intuitive Combatant (Ex): At 1* level, a dwarven
scallywag gains the benefits of the Weapon Finesse feat with
light or one-handed piercing melee weapons, and she can use

Dwarven Scallywag (Swashbuckler) her Wisdom score in place of Intelligence as a prerequisite
for combat feats. This ability counts as having the Weapon
Not all dwarves match the stereotypes of dour and Finesse feat for the purposes of meeting feat prerequisites.
A stoic warriors who care more about personal honor than
@S anything else. Some dwarves prefer to stand out from their This ability replaces the swashbuckler finesse class
i_. iz brethren: fighting, dressing, and living in flamboyant style, feature.
(. they eschew traditional dwarven principles and live the
Eﬁ more cosmopolitan life of a dwarven scallywag. With a few Danger Sense (Ex): Beginning at 2" level, a
-8 exceptions, these dwarves usually live their lives far from dwarven scallywag gains a knack for getting out of trouble.

their own kind, and feel as much disgust towards their stuffy =~ Three times per day, as an immediate action made before

brethren as other dwarves feel towards these outlandish black attempting a saving throw, she can add her Wisdom modifier

sheep. Dwarven scallywags quickly develop a reputation to the result of the save. She must choose to do this before

erever they go, and mercilessly punish those who make the the roll is made. At 6" level, and every 4 levels thereafter, the

listake of underestimating them due to their size. number of times she can do this per day increases by one (to a
maximum of 7 times per day at 18" level).

Panache (Ex): Dwarven scallywags draw upon

leir own inner reserves of energy in order to fuel their This ability replaces the charmed life class feature.




Deeds: A dwarven scallywag gains the following
deeds, each of which replaces an existing deed.

Attack From Below (Ex): At 3 level, while
the dwarven scallywag has at least 1 panache point,
she suffers no penalties for making melee attacks
while prone, and can use any ranged weapon while
prone, although she suffers a -4 penalty on attack
rolls made with ranged weapons that normally could
not be used while prone. Further, by spending 1
panache point as a swift action, she can negate the
bonus on melee attacks made against her due to
being prone, and also grant herself a +2 bonus on
melee attack rolls made while prone. These benefits
last for 1 minute. At 11" level, the bonus on melee
attack rolls made while prone increases to +4.

This ability replaces the kip-up deed.

Scallywag’s Speed (Ex): At 3" level, as a swift
action, the dwarven scallywag can spend 1 panache
point in order to increase her base movement speed
by 10 feet for 1 minute. At n* level, she increases her
movement speed by 20 feet, instead.

This ability replaces the swashbuckler
initiative deed.

Dwarven Stoutshield (Cavalier)

Many assume that because dwarves typically live in
underground cities or isolated mountain fortresses, where
there is little room or use for mounted cavalry, that there
simply are no dwarven cavaliers. The truth of the matter is
that while most dwarves prefer to stay on their own two feet
when fighting, more than a few have adapted the honorable,
courageous, and tactical fighting style of the cavalier for use
without a mount. These dwarven stoutshields fight side-
by-side with their brothers in arms, never backing down or
running from a fight, and holding their own against foes of
any size.

Weapon and Armor Proficiency: Dwarven
stoutshields are proficient with tower shields, in addition to
the weapons and armor other cavaliers are proficient with.

Defensible Challenge (Ex): While dwarven
stoutshields are just as focused on the targets of their
challenge as other cavaliers, they never sacrifice their
defensive abilities. While using his challenge class feature,
a dwarven stoutshield does not suffer the normal -2 penalty
to AC. Instead, he is unable to make attacks of opportunity
against characters other than the target of his challenge.

This ability modifies the challenge class feature.

Dwarven Shield Magic (Su): As a move action,
a dwarven stoutshield can imbue his shield with magical
power. At 1* level, this grants the shield a +1 enhancement
bonus, which lasts for 1 minute. As the dwarven stoutshield
increases in level, he is able to make his shield more
powerful: at 4 level, and every 3 levels thereafter, the shield
gains another +1 enhancement bonus, to a maximum of
+7 at 19th level. These bonuses can be added to the shield,

stacking with existing shield bonuses to a maximum of +5,
or they can be used to add shield special abilities with an
enhancement bonus equivalent cost. Adding these properties
consumes an amount of bonus equal to the property’s cost.
These bonuses are added to any properties the shield already
has, but duplicate abilities do not stack. If the shield is not
magical, at least a +1 enhancement bonus must be added
before any other properties can be added. The bonus and
properties granted by this ability are determined when the
ability is used, and cannot be changed until the ability is used =
again. This ability imparts no bonuses if the shield is held
by anyone other than the dwarven stoutshield, but resumes
giving bonuses if returned to the dwarven stoutshield.

The dwarven stoutshield can use this ability once per |
day at 1*t level. At 5t level, and every 5 levels thereafter, he can
use it an additional time per day (to a maximum of 5 times
per day at 20" level).

This ability replaces the mount class feature.

Vigor: A dwarven stoutshield draws his strength
more from his great reserves of fighting strength and his
enduring attitude than from his personality. For the purposes
of any of his order abilities that is dependent on the dwarven
stoutshield’s Charisma score or Charisma modifier (such
as abilities that add the dwarven stoutshield’s Charisma
modifier as a bonus, or which can only be used a number of
times per day equal to the dwarven stoutshield’s Charisma
modifier, etc.), the dwarven stoutshield uses his Constitution
modifier, instead.

Defensive Stance (Ex): Beginning at 3 level, as
a move action, a dwarven stoutshield can enter a defensive
stance. While in this stance, he cannot move, but gains a
+2 competence bonus on attack rolls and to AC. Ending the
defensive stance is another move action, although it ends
automatically if the dwarven stoutshield is forcibly moved
(such as by a bull rush or reposition combat maneuver).

This ability replaces the cavalier’s charge class
feature.

Stubborn Demeanor (Ex): Beginning at 4™ level, «
the dwarven stoutshield’s dogged and determined attitude
allows him to win most arguments he gets into. He gains
a bonus equal to 1/4 his class level on Diplomacy and
Intimidate checks.

This ability replaces the expert trainer class feature.

Improved Defensive Stance (Ex): Beginning at 1
level, as long as a dwarven stoutshield is in a defensive stance,
he can make one additional attack of opportunity each
round, and he gains a +4 competence bonus to attack and
damage rolls for attacks of opportunity, which stacks with the
normal +2 competence bonus to attack rolls from defensive
stance. Further, if the dwarven stoutshield is currently using
his challenge class feature, then the target of his challenge
provokes attacks of opportunity from him whenever
taking the following actions: taking a 5-foot step, using the
withdraw action, using a supernatural ability, or making an =
attack against a character other than the dwarven stoutshiel

This ability replaces the mighty charge class feature



Distracting Challenge (Ex): Beginning at 12" level,
- whenever the dwarven stoutshield declares a challenge, his
target is too distracted by him in order to attack others in
earnest. The target of the challenge suffers a -2 penalty on

. attack rolls made against characters other than the dwarven
d _ stoutshield.
o

A feature.

i

This ability replaces the demanding challenge class

Master Defensive Stance (Ex): At 20™ level, the
(41 bonuses on attack rolls and to AC granted by the dwarven
E * stoutshield’s defensive stance increase to +4. Additionally,
- the dwarven stoutshield can make any number of attacks of
'ﬂ/ opportunity each round while in a defensive stance.

1

.{f‘;‘:} = This ability replaces the supreme charge class

i |] feature.
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';a _ Dwarves are well known for being a reserved people,

LA who do not wear their hearts on their sleeves. As a result, they
| i ' I tend to frown on what they consider to be the “theatrics” of
' %

tonespeaker (Oracle)

the oracles of other races. This means that dwarven oracles,
%% at least in the way that other races understand the oracle, are
l rare, and often spurned by other dwarves, less out of anger
~and more from simple uneasiness. But the dwarves have a
special tradition of oracles which date back to ancient times,
known as the stonespeakers. These unusual oracles have no
curses, and draw their power from a strange combination
of ancestor worship, honorable warrior traditions, and the
arth- and metal-lore of the dwarven people.
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Wisdom of the Earth: Stonespeakers do not draw
heir powers from their own force of personality, but rather
om religious and spiritual devotion. A stonespeaker uses her
isdom score, rather than Charisma, to determine her bonus
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spells per day, the saving throw DCs of the spells that she
casts, and the highest spell level that she can cast. Similarly,
the saving throw DCs of her revelations, as well as any other
aspect of her revelations that is dependent on her Charisma
score (such as revelations that can be used a number of times
per day equal to the stonespeaker’s Charisma modifier, or
which add the stonespeaker’s Charisma modifier as a bonus)
use her Wisdom score, instead.

Curseless (Su): A stonespeaker does not gain an
oracle’s curse.

Revelations of the Dwarves (Su): A stonespeaker
does not choose a single mystery. Instead, she dabbles in
four separate mysteries, each of which makes up a part
of her dwarven heritage. These mysteries are ancestor"™,
battleA™, metal"™™, and stone”S. Whenever the stonespeaker
would gain a new revelation, she may choose to gain that
revelation from any of these four mysteries. She cannot
select another revelation from the same mystery until she
has selected at least one revelation from each of the other
three mysteries. She must still meet any prerequisites of the
chosen revelation. This restriction does not apply to her final
revelation, and she can select that from any of these four
mysteries.

Similarly, whenever the stonespeaker would gain a
new mystery spell, she may choose to gain the mystery spell
of the appropriate level from any of these four mysteries. She
cannot select a second mystery spell from the same mystery
until she has selected at least one mystery spell from each of
the four mysteries, and she cannot select a third mystery spell
from the same mystery until she has selected at least two
mystery spells from each of the four mysteries.

This ability modifies the revelation class feature.

=




Permission to copy, modify and distribute the files collectively known as the System
Reference Document (“SRD”) is granted solely through the use of the Open Gaming
License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and you
should read and understand the terms of that license before using this material.

The text of the Open Gaming License itself is not Open Game Content. Instructions on
using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of the
Open Game License Version 1.0a, and are subject to the conditions set forth in Section
7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D, Player’s
Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of the Coast, d20
(when used as a trademark), Forgotten Realms, Faer(in, proper names (including those
used in the names of spells or items), places, Red Wizard of Thay, the City of Union,
Heroic Domains of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of
Hades, Bleak Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron,
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting
Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness
of the Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind flayer,
illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of the
License.

More information on the Open Game License can be found at www.wizards.com/d20.
The terms of the Open Gaming License Version 1.0a are as follows:
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)”Derivative Material” means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content

- . _-__'-—T}. -

You are copying, modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute. !
7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly 1
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated

versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

E
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene,
with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original
content from TSR.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn. '
Pathfinder Roleplaying Game Ultimate Combat. Copyright 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson,
Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Magic. Copyright 2011, Paizo Publishing, LLC;
Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson,
Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Mythic Adventures Copyright 2013, Paizo Publishing,
LLC; Authors: Jason Bulmahn, Stephen Radney-MacFarland, Sean K Reynolds, Dennis
Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan
Keith, Jason Nelson, Tom Phillips, Ryan Macklin, F. Wesley Schneider, Amber Scott, Tork *
Shaw, Russ Taylor, and Ray Vallese.
Pathfinder Roleplaying Game Bestiary 3 Copyright 2011, Paizo Publishing, LLC;
Authors Jesse Benner, Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway,
Rob McCreary, Patrick Renie, Chris Sims, F. Wesley Schneider, James L. Sutter, and Russ
Taylor, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. :
Brood of the Spider Queen: Spider Bloodlines Copyright 2015, Necromancers of the
Northwest, LLC; Authors: Alex Riggs, Joshua Zaback
Lords of the Leaves: Elven Archetypes Copyright 2015, Necromancers of the
Northwest, LLC; Authors: Alex Riggs, Joshua Zaback
Wells of Wonder: Arcane Fonts Copyright 2015, Necromancers of the Northwest, LLC; =
Authors: Alex Riggs, Joshua Zaback -
Magic of the Mire: Lizardfolk Spells Copyright 2015, Necromancers of the Northwest;
LLC; Authors: Alex Riggs, Joshua Zaback
Kings of the Mountain: Dwarven Archetypes Copyright 2015, Necromancers of the
Northwest, LLC; Authors: Alex Riggs, Joshua Zaback

END OF LICENSE



il ).
AST; | _ raftSmcn, there’s a lot
; 'anfves. 'Ihe}l are oﬁ; | for thclr “amazing works
'::. h’tccrmg as wdl af,r ]‘a,e m'}er d 1e-weapons, armor, and
A dctal objects;ch: ﬂ" d—q,_ass forgcs‘ As a people,
'-'étafﬁ_?arc iy ) htlng and drinking.
cha.ﬁactcr an dwarf, all that
1on and Wlsdom scores
ven if a; ch of a difference, it just
'. :a _Fo knowtr;gly “ﬁdmbln,e a rac it don't go well together,
_and as él-,:rtsult:, many ptaycrs ne ) consié_er it.

s s bo 5 _ eir character is a
-__r‘_"f' dWan tﬁ matccr more a. way to makc that' happ@n, wi 'r'ovtdmg support
Tyt ' for dwarven characters of a vantty of daSses t]’.)at uﬁ _'cally make much

mechanlcal sense for qlsz ][;pcluded are thc dWawm{da ».’. a rogue archetype
that takz :h’é dwa:rfs natural' stoﬁecunmng toay {- e __ mcl; which can also
Ilterally snlff out gold and gcm.s, the dwarwm’.lqr keeper, skald archetype with
dwme sPcllcastmg that. gran;:s his allles a battle‘ e ""# ad '-o'f sending them
mto a rage, the. dwarven scallywag, a swashb ' yp that tums a
dwarf’ s sman sta "e ta his’ advam:age, the. dw#rven#s;di? pld i cavalier
archetype for rugg dﬁ’ﬁtam dwarves who flgh | 'fog C. f take no quarter,
an.d_ the stonespeal a@gﬁaﬂe archetyPe for d de ikt and foremost
i A o ARO dwarven culture and aiies :
: | £ e




	Kings of the Mountain - Dwarven Archetypes
	Introduction
	Dwarven Deepdelver (Rogue)
	Dwarven Lorekeeper (Skald)
	Dwarven Scallywag (Swashbuckler)
	Dwarven Stoutshield (Cavalier)
	Stonespeaker (Oracle)
	OGL


