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Introduction

One of the most iconic races in all of fantasy, dwarves have
been around since the very beginning. While there have been
many attempts to reinvent the wheel and create new and dif-
ferent types of dwarves throughout the years, for some reason
the only version to really stick in the public imagination is the
same basic type of dwarf that has been around since the days
of ]. R. R. Tolkien. There’s no way that the Pathfinder Second
Edition Core Rulebook could encapsulate all that is inherent
in being a dwarf, and so by necessity there were plenty of
dwarven gems left to dig up and turn into exciting new player
options. This book presents a variety of new options for dwarf
characters, including several dwarf heritages, new ancestry
feats for dwarves, and a dwarf-exclusive archetype that em-
powers your beard with supernatural abilities.

New Dwarf Heritages

In addition to the heritages found in the Pathfinder Second
Edition Core Rulebook, dwarf characters can also select from
among the following heritages.

Denounced as jaded and blunt by your detractors, the truth

is that you're simply practical and down to earth, allowing
you to see people for who they truly are, and choosing to tell
it like it is in turn. You gain a +2 circumstance bonus on In-
timidation checks, as well as to Perception checks when using
the Sense Motive basic action. Similarly, your Perception DC
is increased by +2 for Deception checks made to lie to or oth-
erwise deceive you. Finally, you gain a +1 circumstance bonus
on saving throws made to resist emotion effects.

You trace your ancestry back to the duergar, the so-called
“dark dwarves” who toil endlessly in lightless cities far be-
neath the surface. Although you do not possess all the powers
commonly ascribed to duergar, you do possess a rigid disci-
pline and an aversion to light. You gain a +2 bonus on saving
throws made to resist enchantment and illusion effects. Addi-
tionally, when you are first exposed to bright light, you are
dazzled for 1 minute, after which you are unaffected by the
light until you have spent at least an hour in darkness.

Though most dwarves hold themselves with a trademark
stoicism and gravitas, not all dwarves concern themselves
so much with honor and dignity. Whether forced to live in
ghettoes within lands of other races, or because you live in
wild and untamed surroundings, you were forced to con-
cern yourself with survival above all else growing up. You
can eat and drink things when you are sickened, and gain

a +2 circumstance bonus to saving throws against diseases,
poisons, and the sickened condition. Additionally, you gain
a +2 circumstance bonus to checks to Subsist, aswell as a +2
circumstance bonus on Intimidation checks, but suffera —2
circumstance penalty on Deception and Diplomacy checks,
due to your perpetually grime-covered skin and disheveled
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appearance.

You come from particularly hardy dwarven stock, and are
especially resilient. The number of hit points granted by your
ancestry at 1st level increases by 3. Additionally, at 2nd level
and every even-numbered level thereafter, you gain 1 addi-
tional hit point.

Hailing from frigid and frozen climates, you are used to
biting winds and bitter cold. This grants you cold resistance
equal to half your level (minimum 1), and you treat envi-
ronmental cold effects as if they were one step less extreme
(incredible cold becomes extreme, extreme cold becomes
severe, and so on).

New Ancestry Feats
In addition to the ancestry feats found in the Pathfinder Sec-
ond Edition Core Rulebook, dwarf characters can select from
among the following ancestry feats.

Bearer of Burdens Feat1

You are no stranger to heavy manual labor, and hundreds

of hours spent hauling heavy loads, whether in a mine, at a
construction site, or simply as a teamster, have improved your
carrying capacity. When determining how much Bulk you
can carry before becoming encumbered, as well as the maxi-
mum amount of Bulk you can carry, increase those amounts
by 2. When your reach sth level, and every 5 levels thereafter,
this bonus increases by an additional 1 (to a maximum of 6
additional Bulk at 20th level).

Greed Feat1

As long as you carry a certain amount of gold and gems on
your person, your desire to protect your wealth spurs you

to action in times of crisis. You gain the following ability as
long as you always have a certain threshold of gold and gems
on your person at all times, as indicated on Table 1: Greed
Wealth. If you ever fall below the threshold, you lose the
ability until you have maintained sufficient wealth on your
person for at least 24 hours. Only value derived from the
mundane properties of gold and gems count towards this
limit. For the purposes of this feat, a magic gem, ring, crown,
and so on counts only the value it would have without its
magic towards meeting this threshold.

Grudge Bearer Feat 1

You nurse long grudges, and remember slights for a very long
time. Whenever you rest, you may choose a single individual
who wronged you or an ally in some way since the last time
you rested. You gain a grudge against the chosen individual,




Dwarf:

You can take 1 additional action this turn. You can only
use this ability if you have a sufficient amount of gold
and gems on your person based on your level, as outlined
on Table 1: Greed Wealth, and have kept them on your
person for at least 24 hours. You can only use this ability
once per day.

Table 1: Greed Wealth
Wealth Required
5gp
10 gp
15 gp
20 gp
30gp
50 gp
80 gp
150 gp
250 gp
400 gp
600 gp
1,000 gp
1,250 gp
2,000 gp
3,000 gp
5,000 gp
7,500 gp
12,000 gp
20,000 gp
30,000 gp

Level

[
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granting you a +1 circumstance bonus on attack and damage
rolls made against that individual. You can maintain grudges
against a total number of individuals at any one time equal
to your level. If you would gain a new grudge in excess of this
amount, you must choose an old grudge to release.

Finally, once per day, after making an attack roll against
a creature you have a grudge against, but before the result of
the roll is determined, you may choose to reroll that attack
roll. You can use this ability only once per day, no matter how
many creatures you have grudges against.

Duergar Growth Feat s

Prerequisites duergar-descended heritage

You have mastered the innate duergar talent for growing
larger. Once per day, you can cast enlarge on yourself as an
occult innate spell.

T e
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Dwarven Forging Feat 5

Prerequisites Dwarven Lore or expert in Crafting

Through dwarven forging techniques passed down from
generation to generation, you have learned how to improve
an item when repairing it, shoring up any weaknesses it pos-
sesses and leaving it even stronger and more durable than
when it was new. When you use the Repair action on an item,
if the amount of HP you would restore to the item exceeds
the item’s maximum HP, it gains the remainder as temporary
HP, which last indefinitely until lost due to damage. These
temporary HP do not stack with one another; if you use the
Repair action on an item that already has temporary HP from
this ability, it retains whichever temporary HP value is higher.

Dwarven Shield Training Feat 5

You are trained in how best to defend yourself with a shield,
especially against larger creatures. When you use the Raise a
Shield action, the circumstance bonus to AC you gain from
doing so increases by 1 against creatures that are at least one
size category larger than you are.

Duergar Invisibility Feat 9

Prerequisites Duergar Growth

You have mastered the innate duergar talent for turning
invisible. Once per day, you can cast invisibility on yourself as
an occult innate spell.

G s Shield Train; =

Prerequisites Dwarven Shield Training

You know how to use your shield in conjunction with your
environment or situation to maximize the defensive benefits
you gain. The circumstance bonus to AC you gain from Raise
a Shield stacks with up to one other circumstance bonus to
AC you are benefitting from, allowing you to benefit from
cover while raising a shield, for example.

Improved Stonecunning Feat 9

Prerequisites Stonecunning

Your affinity for stone is remarkable, even by dwarven
standards. The bonus to Perception checks made to notice
unusual stonework granted by Stonecunning increases to

+5. Additionally, the full bonus applies even to secret checks
made by the GM. Additionally, choose any two of the follow-
ing Lore subcategories. You treat your proficiency level for
the chosen Lore subcategories as two levels higher than it ac-
tually is for the purposes of subjects that pertain to both that
Lore subcategory and stone: Architecture Lore, Labor Lore,
Mercantile Lore, Mining Lore, Underworld Lore, or any Lore
category about a specific plane, settlement, or terrain.
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Avalanche Roll Feat 13

Prerequisites Boulder Roll

You can bowl over your foes with even more force. When you
use Boulder Roll, you can affect foes of up to two size catego-
ries larger than you, although the foe gains a cumulative +2
circumstance bonus on its Fortitude save for each size cat-
egory larger than you it is. Additionally, if the foe can’t move
to an empty space, it automatically suffers damage as though
it attempted a Fortitude save to resist the effect (it can still
make the save, and if it critically succeeds it suffers no dam-
age, as normal). Finally, the damage you inflict to creatures
that are unable to move or make a Fortitude save to resist is
increased to be equal to twice your level plus your Strength
modifier, instead of the normal amount.

Improved Resilience Feat13

Prerequisites forge dwarf heritage, strong-blooded dwarf
heritage, or winter dwarf heritage

You are heartier and more resistant than your kin. The
resistance granted by your heritage (whether to cold, fire, or
poison) increases to be equal to your level.

Magic Resistance Feat 13

Prerequisites ancient-blooded dwarf heritage or death war-
den dwarf heritage

The power of your ancestors awakens within you, allowing
you to better resist a wider array of magical effects. Choose
two schools of magic. If you roll a success on a saving throw
against an effect from one of the chosen schools, you get a
critical success instead.

New Archetype
The following archetype is thematically linked to dwarves,
and is available to dwarf characters of any class.

While it is commonly known that dwarves are inclined to
grow long, full, luxurious beards, your facial hair is remark-
able even for a dwarf, to the point of being supernatural. Your
magnificent beard may be a natural gift of your heritage, or

it may be something you gained through exposure to some
magical effect. For this reason, dwarves of both genders can
become beard lords.

Beard Lord Dedication Feat 2

Prerequisitesdwarf ancestry, must have or be capable of
growing a beard.

You have a spectacular beard whose supernatural speed of
growth is matched only by its otherworldly handsomeness
and impeccable grooming. By spending 1 minute in concen-
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tration, you can cause your facial hair to begin growing at a
supernatural rate, causing you to grow a full beard six inches
in length over the course of 1 hour. If you already have a beard
of six inches or longer, this causes your beard to grow by 1d4
inches, instead. You can use this ability no more than once
per day.

Additionally, your beard is impeccably styled, and re-
quires little to no maintenance or upkeep. So impressive is
your beard, in fact, that you gain a +2 circumstance bonus on
Deception, Diplomacy, and Intimidation checks. This bonus
increases to +4 for checks made to influence dwarves, crea-
tures of other races or cultures that are particularly impressed
by beards (at the GM’s discretion), and creatures that are
particularly attracted to those sporting beards.

Special You cannot select another dedication feat until
you have gained two other feats from the beard lord arche-

type.

Between the Bristles Feat 4

Prerequisite Beard Lord Dedication

Your beard is an excellent place to store items of importance.
You can store up to 1 cubic foot of items weighing up to 1 Bulk
in total in your beard, and you can transfer a single object be-
tween hand and beard as a free action up to once per round.
You can dump the entire contents of your beard onto the
ground in your square as an action.

Blood-Soaked Beard*® Feat 4

Prerequisite Beard Lord Dedication

As an action, you can soak your beard in the blood of an
adjacent fallen foe. If you do, you gain a +2 circumstance bo-
nus on saving throws made to resist death, disease, and fear
effects for 1 hour.

Potion Strainer Feat 4

Prerequisite Beard Lord Dedication

Your beard is capable of absorbing the magical properties of
potions and oils, allowing you to quaff them swiftly, with-
out fear of spills. You can choose to absorb a potion as a free
action, rather than as an action, spilling most of its contents
on your beard. If you do, it takes 1d4 rounds for the potion to
have its effect, as your beard hair absorbs it more slowly than
if you drank it directly, but you are free to act normally during
this time. Your beard cannot absorb more than one potion,
oil, or similar liquid at a time, and if you quaff a second such
substance while the first is still being absorbed, the second
substance is wasted.

—




Hairy Habitat Feat 8

Prerequisite Beard Lord Dedication, any two other feats
from the beard lord archetype

A Tiny creature has taken up residence in your beard, and

the two of you have bonded. You gain a familiar. Unlike most
familiars, your familiar has 5 Hit Points for each feat you pos-
sess from the beard lord archetype, rather than 5 Hit Points
for each of your levels. However, your familiar can hide itself
in your beard as an action, remaining hidden until it chooses
to leave your beard. While hidden in your beard, your familiar
has cover and concealment from all creatures, and all crea-
tures have cover and concealment from it.

Rope Beard Feat 8

Prerequisite Beard Lord Dedication

You can grow your beard so quickly that you can form it into
a convenient rope. As an action, you can cause your beard

to grow a braided length of thick, rope-like hair 5 feet in
length. For each additional action you spend, the beard rope
grows an additional 5 feet. The extra growth falls from your
face on its own after 10 minutes, leaving you with the same
beard length you had before you started. Alternatively, the
ropey growth can be cut from your face by dealing a number
of points of slashing damage equal to twice the number of
feats you have from the beard lord archetype. Regardless of
its length or how it is separated from your face, once the hair
rope is created, it functions in all ways as a normal rope. You
can create up to 100 feet of rope in this way per day.

By the Hair of Your Chin 2 Feat 12

Prerequisite Beard Lord Dedication, any three other feats
from the beard lord archetype

Trigger You are hit by a Strike that primarily deals slash-

ing damage. Effect The Strike narrowly misses you, slicing
through the hair of your beard but leaving your body un-
harmed. If the Strike would have resulted in a critical hit, it
results in a normal hit instead, and if it would have resulted
in a normal hit, it results in a miss. In either case, your beard
is cut off, falling to the ground. Any creatures or objects
stored in your beard (such as from the Between the Bristles
or Hairy Habitat feats) suffer half the damage the Strike
would have inflicted, and are deposited on the ground in your
square. You cannot use any feats from the beard lord arche-
type again until 24 hours have passed, at which point you can
grow a new beard.

N
h

Greybeard’s Insight Feat 12

Prerequisite Beard Lord Dedication

You can call upon your beard to grant you foresight, though
doing so drains it of its color temporarily. As an action, you
can cast augury as an innate occult spell. Unlike a normal
augury, an augury cast in this way can see 30 minutes into
the future per feat you possess from the beard lord arche-
type. Additionally, you gain a +1 bonus on the flat check
made by the GM per 2 feats you possess from the beard lord
archetype. Once you have used this ability, your beard drains
of color, becoming a silvery-grey shade until 24 hours have
passed. Even if you cut off your beard and regrow it, the new
growth remains grey during this time. You cannot use this
feat while your beard is supernaturally altered in this fashion
(though if your beard is normally grey, that does not stop you
from using this feat if you haven’t already done so in the last
24 hours).
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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{n, 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.
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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 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 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.

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 Roleplaying Game Reference Document. © 2011, Paizo Publishing,
LLC; Author: Paizo Publishing, LLC.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: Logan
Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.
Ancestral Options: Dwarves © 2019, Necromancers of the Northwest; Designers:
Alex Riggs, Joshua Zaback.
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