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DWARVEN CLANS

The clan was once all-powertul in dwar-
ven life in Faerun, but over the last thou-
sand winters, the power and influence of
all clans, particularly-in the North, has
dwindled. Many are now little more than
drinking societies or clubs, with virtually
no influence over their member dwarves’
lives, though clans do not allow members
to also belong to another clan, Many iso-
lated dwarven communities, particularly
in the North, are now clanless, or have
only the weakest clan affiliations,

Clan Qrganizotion

All dwarvery,glans have chiefs. In the
north, dwarvan chieftains are sometimes
known as “clanmasters” or “lairds” Their
southern counterparis:are often known
as "ardukes” These ranks. give us "the
word of the laird shalt be the whole of the
law; "“for the arduke,’” “all honor to the
chief” and . other sayings.:The term
“house” refers to the ruling. family;in_a

clan, or the ruling clan of & land. Thig; -
term is most used when there is no single
moenarch, the ruler uses a lesser title -
(such.as Tron Duke), or when a king is:

elected rather than inkeriting the title,

Almost all positions of clan leadership
are. Shtained: “today by election from
among, arid by, the clan’s elders. In olden
days, dwa; had kings who could trace
lineage throiigh generations of previous
hereditary #ulers. A-few kingships sur-
vive 1oday, but all.rely on the monarch's
personal popularity and fitoess to rule,
not on an aufomatically-acknowledged
bload-right to rule. ;

Every clan has its elder s dwarves of in-
fluence, wealth, and personal might--and
almost always, distinguished age. Their
thoughts and plans aim and shape the
lives of clan members; their votes.-deter-
mine clan policy, laws, and jusfice. Clan el-
ders once held the right 1o approve or
deny marriages in a clan, renouncing the
membearship of any who married against
iheir will, or married out of the elan.
However, the dwindling birthrate of the
Deep Folk hag put a stop to such influence
by the elders.

Most clans have clan Chﬂm]]lD!lS, who
offer themselves in 1ests of personal com-
bat in the clan's name. They also maintain
the clan's Ipolice-forces, gathered clan

warriors, often called “the fists of ‘the
clan,” or “the hammers of the clan”
Onrtcast dwarves remain, however, out-
cast to this day. “The memory of a dwarf
is long and strong,” as the old saying goes.

Clamn Laoy.

Dwarves valie law and order above all
else; vsually content with their place,
they see an iron mainienance of the status
quo as the best way to preservé the Folk,
In the syes of a dwarf; clan rules.and law
must prevail. The DM should devise local
dwarven laws (often rigid and harshy
which are always built on the following
principles: '

A dwarf shall not speak falsely to an-
ather dwarf,

A dwarf shall not steal from another
dwart, nor kéep from another dwarf{ that
which is his or Hers by right, whether
through foree or deceitf.

A dwarf shall not-conceal per.sond! fi1-
jury or ilingss from I'&Hows of the same
clan,

A dwarfl shall never. dCI agafnst any
other dwarf, of any clan, by aiding or us-
ing the aid of nondwarven eéreailures.

A dwarf shall not refusg, to-dfd: nather
dwarf of the clan, when the life or-health
of the needy. dwam”' is in.danger,

Clan ]ust;we is done through trial by at
least twslv dwarven slders, none of

whom .canhave .a' blood-interest (direct

relationship o either the aceused or in-
jured parties) dicts are Ymited to “in-
nocent;” “natiproved” and "gmhy”
Obtaining "nat proved” verdicts is far
from an acqmttal, however; they are a
black mark agairist a dwarf's name—those
who collect more- than, six such verdicts
are-cast out of a tlan. Punishments for a
“guilty” verdict range from service to in-
jured families to death, and are at the
whim of the elders—ihere.are no set sen-
tences for given crimes.

‘Clan Progessions

Clz{ns usually specializé it partcular
crafts or skills, but dwarves skilled in al-
nmost anything can be found in the ranks
of every large clan. Specialties include
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‘cutting,

blacksmithing, silversmithing, goldsmith-
ing, armor-maldng, weapon-making, gem-
scldiery, and diplomacy
{(negotiators and messengers).

The Knowr: Clans of
the Dwarvas

There is no space here to list the special-
ities, current chiefs, and all important
holds of clans. Alt-clans practice vigilant
patrolling of their territories against sur-
prise orc-horde’ onslaughts ‘that annihi
lated many clans in-the past. Such patrols
will do their uiriest to ensure that in-
truders (such as player characters) never
actually see or discover the location of im-
portant clan holds and setttfements.

In the lists below, references to other
Realims source material are given when
clans have been mentioned elsewhere,
The sirongly-held privacy of dwarves

forces any list of clans to be incomplete.

Most clan names resemble dwarven
nicknames—many probably originated as
the mickname of a famous dwarl who
founded the clan,

wild dwarves are polygamous and.do
not have clans, They see themsilves as
one big family, “dur Authalary or, ‘the
Peaple!

The lronstars

The Iranstar clan is believed to have be-

ccome extinet when the Fallen Kingdom
" passed away (see the entries foi' Besilmer
‘and Ironstar in the chaplar on The Lost

Kingdoms). Yet rumors persist that some

few dwarves bearing the Tronstar name

have a secret hold—caverne on Minfarn,
perhaps, or beneath Mount Helimbrar, or
aven in Everaska, alliad with the elves still
in ~that misty, mystericus land—
somawhere in the Realms. Ironstar
dwarves, it i3  said, take other names
when they go adventuring, to conceal the
exigtence of their clan,

The Ironstar clan sign is (or was)a four-
pointed white star gleamina alop a rug:
ged black iron asavill IPouiic - maces are
said 10 shalter.armor at a blow,
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Dwarven adventuring bapnds are
known as "brotherhoods,” and have a long
and colorful history in Faerun. Tradition-
ally -crossing clan boundaries and mem-
burships they give other dwarves heroes
th ook up to and, occasionally, scape-
goals. ‘They are a sourca of news to talk
over with tankard in hand, theferux of

“endless stories, Tumors, and éntgrtain-

ment. Like sports teams, they have their
fans and supporiers, and some dwarves
bet on their anticipated successes.

The term 'brotherhood’ originated
when young ‘dwarven men began band-
ing together to seek dangerous adven-
tures in the world beyond dwarven lands.
Their exploits were intended mainly to
tmpress dwarven females during court-
ship, However, the fiery-spirited dwarven
females saw no reason why their mates
should have all the fun. They rapidly
gained adventuring experience them-

" selves, rescuing dwarven men who'd got-
ten into trouhle while'adventuring. Some -

founded their own bands; and have
found greatl success as the increasingly

rare dwarven women have gained power

and influence 1o become equal partners
1o the menfolk in every way. There are
nuw ail-male bands, all-fengle bands, and
mixed bands, Most bands tend to have
several pair: of mated or courting
dwarves in their ranks, as well as a few
more unattached males.

It is understood. that brotherhoods
stand apar{ from clan law, and that their

_rights, aal'rlad by naked battle-might, in-

clude the: nght to temporary refuge and

. lodging in. dwarven holds as: guests.

Brotherhoods who ‘break their honor’ by
waritonly kilkng hosts ar_other dwarves,
stealing from dwarves, or.committing
other "¢rimes ‘against - dwarves are
branded oullew. However, other clans

may continue to hold an outlaw brothar-

hood in high regard, such as in the case of
northern brotherhonds raiding southern
holds, and vice versa.

Fornoous

Brotherboods

The names of famous brotherhoods are
many, especially those now dead and
gone, part of the glorious dwarven past.

These are a few brotherhoods currently

active in the Realms.
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BROTHERHOODS

Thxe Blodes of the Axe

This adventuring group is based in an
old, half-ruined keep near Triel. The
Blades of the Axe is activeé on the High
Moor, into” Amn, and throughout the
Sword Coast North. Usually 16 to 20 in
numhber, they explore subterranean

ways, seeking old treasures—particularly

i’ Iost dwarven delves. Occasionally they
take on a dragon for its hoard, or, when in
need|. of cash, hire on as caravan guards
and guldes They work throughout north-
ern Amn and on the dangerous overland

‘run from Amn or the east through

Scomuba_lf or the voastal downs to Water-
deep and the cities of the North.

The general alignment of the Blades
varies from chaotic good through lawful
neutral. They are presently led by
Snorogh Blackhelm (2 GG dwarven male
F9) and his iady Thrila Bressildan (a CG

~ human female W8).

The Glittering Stwonrd
‘Active  in the Sword Coast and Dra-

‘gonresch northlands, this band is famous

for its daring exploits. They've dccom-
plished much, from seizing the ships and
loot of pirates in the Inner Sea to robhing
Zhentilar pay-caravans bound for the Git-
adal ofthe Raven.its wild and colorful ad-
vefiturers are currently 14 in number,
and use acrial steeds won in their adven-
tires; They. flit about the Stonelands and
the Inner: Sea, raiding evil merchants on
the ‘Zhentish overland routes and taking
especial delight in tangling with wizards
of Thay, orc slavers selling to; them, and
Calishite slavers-gpéating intd -Westgate.

They inclide -at' least. two ‘halflings, a
gnome, a half-elf, and threshumans, and
isled by Artham *Darksmite” Evercloak (a
CN dwarven mile F12).

The Holy Hornmen _
This band is not affiliaied with any sin-

-gle deity, despile its name, and dogs not

foilow the dictates of any clergy. Rather, it
is an ever-changing vigilanie group, who
rally at specific locations to work deeds
outside the normal behavior of dwarves.
For instance, they pillage human settle-
ments, raid other dwarven holds, and am-
bush dwarven allies suspected of
treachery.

Members of the Holy Hammer can be
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dwarves of any age, class, and clan. The
leaders of the Hammer are three: Muragh

-Thomador (a middle-aged, wary CN male

F15), Aungaeril Whitehawk (a young and
tierce-tempered CN female F11), and Son-
daer]l Thunador (a silent, cunning CN
male T12). All are dedicated to the sur-
vival and improvemerni of the dwarven
races and the lot of dwarves, at all costs.

Twice in the past the Holy Hammer has
moved to slay merchanits of Lantan who
had begun to sell Lantanese inventions
that threatened to compete with artifices
of the dwarves. Théy have also on several
occasions meted out harsh justice to sa-
traps of Calimshan who thought dealing
with the dwarves for gold was not
enough, and secretly laid hands on
dwarves 1o sell elsewhere as slaves.

The leaders of the Hammer travel qui-
etly about the Realms from one dwarven
settlement te another, gathering support
for their latest causes, Rallying-points for
the Hammer vary across the Realms: the
Stone Bridge, the Halls of the Hunting
Axe, and the Halls of the Hammer (aban-
doned dwarf-holds) in the Sword Coast
North; the Hill of the Helm northeast of
Triel fmorth of Scornube] in the Sword
Coast midlands); a dtone plateau at the
toot of Needle Peak, which overlooks the
eastern end of Breakbagk Pass, above the
Lake-of Snows (south:of Tegir); the sum-
mit of Firesleap Pass (south of Tnnarlith,
on the road linking it with the Shaar); the
Counel Hills in the Eastern Shaar; and a
secrel landing-place and cavern-network
on-the southein side of Cape Dragons-
fang, northwest of Milvarune.

Any rallying-point of the Hammer can
be identified by the upright, carved black
stone {usually slate or obsidian) image of a
warhammer. These are usually 7 feet or
more in height. Rallying-points are also
given away by encamped dwarves, whose
sentinels usually attack nondwarven in-
truders without hesitation!

Members of the Holy Hammer engaged
in actual missions (“blood-runs”) can be
recognized by their upraised open-hand

- signals (“the Hammer") and by the hlack
- or purple hoods they wear to conceal

their identities.
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The gods of the dwarves aid their dwin-
dling, beleaguerad worshippers more di-
rectly than the deities of any other race.
This makes dwarven clerics at once more
important and less prone to corruption
than priests of other races. The dwarves
and their priesthoods are explored here.

Divine Aid

Any cleric, of any" level, can call on his

" or her deity for aid;’ Among ihe dwarves,

however, they may. expect, sometlme in
their careers, to be answered. How likely
the coming of divine aid is depends on the
situation. The identity of the dwarf en-
treating playsa part. Dwarven deities
value faithful and diligent followers, and
acquire favorites -among their priests,
who will get special attention. The major
consideration, however, is how helpful
the aid will be to the survival and better-
ment of the dwarves in the long run.

It is recommended that the DM person-
ally decide on all cases of requested divine
intervention, This is in order to make for

the most exciting -adventures possible,
and tu prevent abuse of:this poisisdial
‘helping hand. Such aid should be a last- .

ditch refuge, not a preemptive weapon.
In general, dwarven clerics. shiGtuild be
guided by the thought that dwarven gods
are most pleased by worshippers. who

help themselves, not by followers who.ex- ~

pect their gods to pull them out of every
dangerous or even merely uncornfortable
situation,

It may be wise for the DM to pretend to
roll dice to decide on all cases of re-
quested divine intervention, and in some
cases, a DM will undoubtedly want to ran-
domly determine such aid. Roll percentile
dice (results hidden from players), and al-
low a base 5% chance of aid, rolled when-
ever a plea is made. If the gods are called
upon, there is a maximum of one roll:per
supplicant for each deity named. Such
pleas should only be allowed at'the height
of the conflict.

If any percentile roll is successful, aid
comes. Roll 1d20. Any result of 13 or less
means the god will intervene with a i
vine manifestation. A result of 14 through
16 means multiple manifestations -ocour.
A result of 17 through 206 means a direet
appearance by the divinily's avatar The

- dwarven gods of the Realms;

manifestations and avatars are detailed
under the entry:for each god; choose the
god called upon, orthe one with the most
appropriate portfolio.

Some gods are prone to taking a dlrect
hand, Others prefer to-workizthrough

manifestations, appearing inperson only.-

rarely. The chances given here should be
adjusted by as much as three :or four
points on the dice to reflect this.

As a general rule, deities avoid giving
ald‘in cases of conflict between dwarves.
None of the deities.encourage such con-

- flict, and dislike taking sides apenly. be-

fore their faithful. They will aid dwarves
against duergar, however, by manifesta-
tion- only. The exception to this is° Ab-
bathor, who, by manifestation only, will
aid duergar against other dwarven races.

Who Worships Who

Throughout the Realms, a tra\reler ay
find oddities among worshigjie
dragon who worships the dwai
Dumathoin, for example, or a'hiu
prays to the elven god Solonar Th
dira. There are exceptions to all genera
irations as to the nature of worshippers

in Tordl, and, one suspects, on almost’all -
.worlds and planes. DMs should -riot,”

thiarefors, feel constrained to place the
safme’ limits on the classes, alignments,
and-races of:NPC worshippers that gamie
balance dictates must apply to player-
character worshippers: '
Generalizations-are useful as a.ready
guide to-rationaliand: acceptﬂd warship
for player characters, énd-tc.DMs for the
quick creation of bickground for NPCs.
Here, then, is a “worshipper list”:for the

din, even if they. do not wholehéartad]y

support him, All lawful .gobd dwarves -

support and work openly to sep
Soul Forger, even if they also' wors:
other deity.

Clanggedin silverbeard: All dwarves
who must fight, especially dwarves who
are warriors by profession, worship
Clanggedin: Silverbeard.. The Father of
Battle is especially the deity’ of choice
among lawful neutral dwarven warriors.

Dumathioin:: All dwarves who live in,
or venture into, subterranean areas or
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mountains, ‘and who work directly with
the riches of‘the earth worshlp the Silent
Keeper. All dwarven miners and many
nondwarven miners at least appease him,
gven if they do not fully support him.
Abbathor; Most evil dwarves and, all
dwarven thieves worship the Great Mas-
ter of Greed. Many dwatves and even
nondwarves consumed with treasure-lust

.. and greed, or who seek to steal valuables
" make offerings to-him.
" Nergadain: Dwarves of all neutral

alignments engaged in commerce and
concerned with wealth, especially mer-
chants and thieves, worship the Trickster.

Berroiiar Truesilver: Lawful good
dwarves who value their families, clans,
and the common strength and security of
dwarven society worship the Revered
Mother. All dwarves of any alignment
who seek a safe refuge, or who want their
loved ones or relatives kept safe offer her

_appeasement, as well,

Sharindlar: All dwarven healers, mid-

* wives, physics, and lovers’ pray to the
“Lady of Life, In appeasement, dwarves of

all alignments and races who are caurtmg
ind those who must sentence others.in
_he_.,gause of justice make offerings to hier,

-thammor ‘Diin: All dwarven

Finder-o -'Iha.ﬂs For good fortune, re-

" gpect:is glven Marthammeor by all Wan-

derers.

Gorm Gulthyn: All dwarves who serve
as guardians worship Fire-eyes. Also, in
appeasement, those who require protec-
tion or armed aid pay tribute to the pro-
tector of dwarvenkind, Lawful neutral

- and Jawful good dwarves in particular
- turn to Gorm.

Haela Brightaxe: Dwarves of -any

v3 alignment who love battle, who wander . -

he surface lands (especially in‘thie North),
nd who must battle monsterstarn té the

'f;ady of the Fray. Love of battle or ber-

serker tendencios and chaotic or neutral
good alighmeiit in - particular lead
dwarves to embrace active worship of

~ Haela,

Thard Harr: Jungle or wild dwarves of
all alignments beat their drums for Thard




'_fee'l a sp‘ecial affinity fora partwular god,

Harr. Some hunters ofall races and align-
ments @perating in jungle areas look to
the Disentangler for guidance, as well.

Priests

‘Dwarven priests are individuals who

(by vision)ise the god act, in their mmds

There::
eyes and face.of a dwarven priest, that is
readily discerhiable (in -good. light, and

within 20 feet) to another dwarf of the

same race, but never to strangers or non-
dwarves. This is a subtle look of devotion,

“"not a flashing sign that proclaims a
" priest's level and deity.

arven priests iry to hide their class

from nondwarves. When they must cast

. spells, they try to do s from hiding or
. from-a distance. They havé. generally
succeeded in keeping understanding of
their spelis,or.gven recognition of their
exnstence secret from most; nondwarves

dentified dwarven clemcs'

g

generally furiction {in:terms of spell use,
- level advancement; and the like) as clerics
of all other races do. They do, however,
differ in bhehavior from most human
priests. Dwarven clerics may dress and
act as nonclerical dwarves do, and often
"ty to keep worship and rituals hidden

fiom nondwarven eyes.- Only male
dwarves may become clerics of the male
dwarven deities, and.- only female
dwarves may become the clerics. uf the
male dwarven deities. it
Dwarven clerics are allow
any-armor andall’bludgeo
The BXCBpth]‘lS arg'clerics

Clanggedin, Gorm, Haela and Thard Havr,
‘who are, allowed. the use of all sorts of-

weapons. All dwarven clerics are allowed
to use all magical items not specifically de-
nied to cleries, but the usizal chances for
malfunctions {as described in the ‘Aon-
strous Compendium, Volume 2 entry for
Dwarf) apply.

articular-‘look’ about-the:™

No dwarven deity has a sacred or totem
animal. Most dwarven cleries cannot turn

or dispel undead, but in direct battle with -
undead creatures, dwarven clerics sirike

at +2 on all attack and damage rolls.
Dwarven priests of seventh level and
higher are known as “High 0ld Ones,” and
gain some special powers, including the
dbility to turn undead. They are the ‘spe-
viflty priests’ of the dwarves, and often
fingtion &s. direct seryants and speakers
of the deities. Dwarves of all races.and

 faiths respect High Old Ones, and [(unless
““mientally conirolled or uinable to identify
-such a dwarf) will never willingly attack a .
‘High Old One, whatever the situation,

The powers of High Old Ones are de-
scribed after the priesthood details that
follow.

Clergies of the
Dwoaroven Goods

Moradin
‘Portfalio: The dwarven race, its sur-

““Vival, renewal, and advancement.

Major Spheres: All, Combat, Creation,

" Divination, Guardian, Healing, Protec-

tion, Sun, -
Minor Spheres Astral, Elemental
earth only), Necromantic.

with blueshine.

Holy Days: At decree of a High' Old One_:.-"

i ) e
(wsually 1o celebrate somethmg) and at meron the Iargest anvil of the forge rises

“up off the anvil of its own volition (moved

the time of the full moon,
Sacrifice/Propitiation: Offermgs of

common or precious. metals, especially

those already worked hy dwarven hands

- into items of beauty, experimentation, or

practical use, such as tools or ornamented
hardware,
Ethts and Current Aims: To restore

;tha dwarvenraces to strong numbers and

a positlon sof“influence. in Faérun, by
foundmg riew dwarven kingdoms and in-
creasing the status of dwarves within the

wider human-dominated society preva-

lent.in.the Realms today,

The center of any shrine to the most
powerful of dwarven gods is always a
hearth and forge. Ternples have ever-
burning hearths and forges of the finest
workmanship, and are always under-
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erical - Raiment: . Any, - =t'hough cer- .
‘éionial garb includes- flowing,. shining"
robes of woven wire of electrym, treated -

ground, carved out of solid rock. Sacri-
fices. of common or precious metals are
melted dowiy at the forge and reformed
into shapes usable by the clergy. Rituals
invblve chanting, kieeling, and reaching

bare-handed into the flames of the forge .

(Moradin prevents harm to the truly
faithful), to handle red- and white-hot ob-
jects directly.

Priests entering a temple of Moradin
must bow to the forge and surrender all
weapens. If they are priests of ancther
faith, they cannot advance beyond the
"wall of fire” a knee-high, permanent

“magical-effect, without permission of a

High 0ld One or the avatar of Moradin,
Priests of Moradin always strike an anvil
standing by the sitry once with their
hammers, before ‘sirrendering them to
éverpresent dwarven warriors faithful to
Moradin: therg aré always at least four
present and usually seven at any shrine.

Priests: 0f Moradin. engage in humble, .

verbal prayer and in cpen, earnest discus:=. .

sion of current dwarven problems and'is-

sues, more so than any other priesthood.

Suclidiscussion s considered 1o be be

tween equais {aven if nondwarves partici-
pate), save that the ranking priest of
Moradin has the sole authority to open
and close discussion on a particular topic.
Worship usually ends with.a rlsmg,

% quickening, fervent chariting; it unison of
““the dwarves shall prevail, the dwarves

shall endure, the dwhrves “‘ghall grow!”
This.i¢ repested ever inore.loudly, until

“+the'pléin; magsive, battéred smith's ham-

by the power of the listening god). The
haminer may or may not move about or

glow to denote the god's will, marked -

pleasure, oriagreement. It always de-

‘scends gently to the anvil, although when -

it comes to rest, it makes a thunderous

‘ringing sound, as if brought down on the

metal with all of.a powerful dwarf's
strength.’

Clanggedin Silverbeard

Perifolio: War and battle,

Major Spheres: All, Combat, Guardian,
Protection, Sun.

Minor Spheres: Charm, Creation, Divi-
nation, Elemental (earth), Healing, Necro-
mantic,




days, to. Dumathoin. Thes; .,..

- ping the

' “ through ‘the

“veins: sof ore, ani cFa

reoffered up
on altars deditated tg:;the godi;Such altars
are alwayé stone blocks or nétural:boul-
ders, in thé:deepest and best- hldden natu-
Tal caverns underground. Note' that
dwarves may dig to open up or improve a
natural cavern, withoul disqualifying it
for use as a temple.

Ethos and Current Aims: The priests
of Dumathoin séek always to uncover the
buried 'wealth of the: eartf, xwlthout mar-

coursa, the dwarves : . i

Priests of this faith-are always huntlng"
for new:veins .and lodes of ore, new .
sources antd spscies of useful fungi, and -
new delves or underways never explored -

before. They try to identify encountered

dangers, and determing stratégies to best
deal with these metiages ‘of the deep_ :

places.
Gems sacrlflced tm
med and mlxed wnth od a‘in herbs and

‘painting and pIantmg fung an
plant life to best improve the
ground enviroiiment. They cahius
conceal stone’ dwarven .doors, red

walercourses to turn water-wheels and”

fill reservoirs, and so on.
A priest of Dumathoin is always learn-

ing the tiniest details ofnondmons and fifs -

underground. Mogt priests are therefore
invaluable _admg _compd mns

provide a way out o

Portfolio: Greed eVll d) ”ung :
thieving,

Ma)or Spheres Al Charm, Com
Divination, Guardian.

_are pulver- .

his practice as “buying grace” TH

Minor Spheres: Healing, Necromant
Protection, Summoning, Sun

Clerical Raimeni: Priests of -Abbathor.

always ‘dress in red—a hrilliant scarlet,
worn as underclothing for everyday use,
and as. over-robes for ceremonial occa-
sions.Over this they wear leather armor,
with leather caps:néver helms}). If this ar-
mor ‘mmsst be discarded, dark crimson
robes are worn to echo—and yet
conceal—the scarlet underciothing.

Clergy of Abbathor never wear wealth
openly, following the god's sayingy ”The
best is always hidden.”

Holy Days: Solar eclipses and days’

when volcanic eruptions or other causes
bring darkness during daytime are al-
‘ways considered holy days,
. Sacrifice/Propitiation: Once a year,
priests of Abbathor sacrifice a creature
on an-altar. It:must be an evil enemy of
43, but:can be anything from an elf
to a’boar Ores, trolls, and giants are the
favored sagrifices. The faithful of

'Abbathor“-then bring gems in offering fo

the.god, and these are placed upon-the
body; theb must touch the blood of 1he
sacrifice. The value of the sacrifice is said
1o determine the ameunt of Abbathor's fa-
vor that will benefit the offerer inigh

year to come. Even the, priest:

fice is then burnt to ashes, gems, andall.
if magic or especially valuable.gem
sacrificed; these sometimes dlsappeal‘

wn uie, soma'say).

céﬂouds 1o hide the features
of a fleeing dwarven

tive: roll bt ;

Dwarves it need: ofA ba hors immedi-
ate fayor-may make. off@
times throughout the wyear. Itigialso cus-
tomary to make an offering when one

" first worships at a partieular ternple. Tem-
- ples of The-Great Master'of Greed are al-

ways in underground caverns or secret,
windbwless rooms. Sacrificial altars are

massive, plain blocks of stone, blackened .
eby the many fires laid and burnt upen

fetl;: shaplng shadows and..

at other

them. Note that nondwarves tend: to
panic when piiests of Abbathor light fires

* vindoors and the smoké begins t6 billow!

Ethos .and Current :Aims: Like their
deity, priests6f Abbathor strive to enrich
vés; taking personal advantage of
their posmons and influence to steal or
deal themselves some personal wealth.
Such funds are typically cached in re-
mote, fiendishly-well-trapped hideaways
Amassmg enough loot to retire in luxizry
is & game and a driving motivation among

xprlests of this god.

“Phere is onesstrict rule, however no
priest of Abbathor: will steal frim any

~other dwarf, rioiiélp or inflience events

to. cause harm to’8pme to the peison or
wealth-of any rival priest. of Abbathor,
This is the infamous Abbathor’s Com-
mandment that dwarven thiéves are of-
ten reminded of. Priests of Abbathor
don't like to remember so readily that it
was uttered purely in order to preserve
some followers of the god, after angry fel-
low dwarves bad slaughtered thief after
thief in the robes of Abbathor's clergy.

The wider aims of the priesthoodiare to
enrich all dwarves, working wit
priesthoods of Vergadain and Dumat
where possible.

Aoross the Realms, priests of .3 bbathclr £
are always looking for a chanc'w 'ﬁr coms

voris said to inchide mi- ~ *avoi

land te -another. Dwarves. are 'prevented

from doriinating the smuggling trade

purely by their aversion 1o water and the
resulting lack of dwarven shipborne ac-
tivity. :

Priests of Abbathor will trade (on t_
sly} with anyone, including duergan- .
drow, illithids, Zhentarim, orcs,, giants, ©
and other undesirable creatures or tradi=
tional enemies of the dwarves. Dwarves
have been slain by axes sold to orcs by~
priests of Abbathor on more than one oc-
casion. This contrariness;, however,.is an
gssential part of the nature of dwarves; as
is the 'goldlust’ that drives many. dwarves’
on occasion; times when they are said 1o

- be “utyder the. spell-of Abbathor” or “in




Abbathor's thrall Priests of Abbathor
can be considered to be permanently in
this vondition, but:to have learnt subtlety
angldevious cunming in its pur‘sult rather
thab simple, crude-acquisitivenass.
-Beings ‘who- need -sbniething under-
handed done can always contagt priests
of Abbathor, if they know wherg
- them. Usually only dwarves know:how to
do s0. A’known worshipper of Abbathor
will often arrange.a meeting hetween an
putsider (such as a human) and a priest of
“Ahbathor; for a fee, The priest and the

meeting so that the priest.is in little dan-
-ger of attack 'i'kidnappihg;' or arrest.

Bennonan Tnaesﬂven _

Pul‘tfoho !
home.khfe

(| "iand dwal ven

harm, Creation,

Clerlcal Balment Silver chaln mnail:
with a silvered (ever bnght) helm is com:,

derrobes with clath- of- sﬂver overtu_

"Holy Days Midwiniter day and " Mi

“:Sacrifice/Propitiajon: Annual offer-
. ings of ilver are mgd

They heal the sick and injured, atte'
: treat, eradicate; and stop the’ 8p

and other poisons that can -affeet
dwarves, and encourage truthfulness,.
obedience to law, peaceful order and har-

“mony, and governance of greed and

goldlust.

No dwarf in need of aid can be ighored
by a priestess of Berronar. All must be
heiped to the best of a priest's abilities; if

wirshipperwill both work to arrange the

ling, Blant, Pro-

mon. Ceremonial garb includes white un-

symruer might are Berronar's holy days. ™

B possﬂ:)le Maglcal items- wlth the power to

disease, develop antldotes to dwarfshifne#'

an individual priestess lacks any more
tiealing spells, he o shé-must find some-
one who can heal, or provide all the non-
magical care possible The duty of a
priestess of Berronar is to.keep derves
alive, whatever the cost.

Priestesses of Berronar worshlp the -

Mother Goddess by kneeling, closing their
ayes; picturing the goddess, and whisper-
irig prayers that begin and end with her
name: ThHgy typically do this whenever
.askihg for her; guldance or when about to

-heal’in hersname:Her guidance is often
““given by an infier feeling or decision.

* Moreeldborate rituals to Berronar take
-place aboveground on . Midsummer night
only, and underground the rest-6f the
time. A temple to:Berronar aboveground
ceonsists of a circle of stonespusually in a
wooded area, in which-small fires are kin-
dled in a random pattern, and gems.and
“metal sculptures are set up amang-thetn
on metai poles, to sparkle and reflect back
the firelight during worship. “Attual

- 'sparkler’ fireworks are used on the two

:hig holy days, to mark the ending of each
Jirayer, chanted in unison,
An. underground temple to Berronar is

a_ cavern in-which. the priestesses have:
: -carefully arranged mosses, lichens, fungl,

< 8 inigi are favored,
iogive the cavern ‘dsthuch natural light as

hlred to 111ummate such a. temple‘ y'-t B
means.

Such' hghters must come to the temple
naked. and blindfolded, but are-treated
with:the' utmost care and couriesy,.and
are faken safely back to the surfacg and

‘giiarded, in

to'thé-teriiple remains hidden from them.
- Rituals honbring Berronar typically be-
gin with a chanted prayer, and continue
with an, qddl essxfmm the High Old Ones,
which ends in a responsive prayer led by
"a High 0ld .One or chosen priestess. This

* ™% followed iy a report of the good works

and successes of the priesthood, and an

ch a way that their dignity - e Shieldmeet,

intained; but the location of and way

identification of failures and problems
still 1o be dealt witli. Another responsive
prayer follows, and is followed by a ris-
ing, spirit-lifting unison prayer. .
If a very sick dwarf aor dwarves.are
present, unison healing then takes place.
The entire assembled clergy lays hands

=on the afflicted ones and call on Berronar.

Healing does not always occur, although
the deadening of pain (for 1d4 + 1 days) al-

-ways will—the assembled priestesses take

the pain 1pon themselves; If healing does
take place; it is.a miniféstation of the god-
dess, and not“aiidast spell. Berronar’s
Touch, as this is:kfi6wn, has in the past
cured blindnass, Minsanity, lycanthropy,
poisonings, life energy loss, bodily trans-
formations due to parasitic or symbiotic
plant life, tissue cofrosion, and the like, in
addition to more simple wounds,

‘Martharnrmor Dain
Portfolio: Guide and protector to ad-

1venturer‘s, explorers, and Wanderer
dwarves.

‘Major Spheres: All, Combat Creation,
Elvmation, Guardian, H «ﬂing, Protec-
tion, Sun.

Minor Spheres: Ammdl "Charm, Ele-
mental {earth cmly), NGGI'DI]IB.I]UC, Plant,

-Summoning, Weather (hghtnmg control

only).

Clerical Raimeri: Grey or mattled
green, brown, and gray cloaks, over any
sort of armor. For ceremonial purposes,
the priests go bareheaded, in grey robes,
with a maroon overtunic emblazoned
with a watchful eye front and back; the
symbol of Marthammor.

Holy Days: All festival days in the Cal-
endar of Harptos, and nine days after
dach festival day. On years when the

- Shileldmeet occurs, the holy dayfollows it

nifie days after; there aren't two adjacent
déys, one following Midsummer and one

- Sacrifice/Propitiation: Used ironwork
and footwear (which must be'of dwarven

" ‘make), burned on altars. This roust be
-tlone once a year per worshipper.

Ethos and Current -Aims: The safe
guidance and guardianship of Wanderer
dwarves, and all dwarves who must wan-
der the wilds, particularly aboveground.

Priests of Marthammor make marked
trails in the wilderness northlands of the
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Realms;-from Uttersea-to_the Great Ice
Sea. They-also establish. way-caches of.4

food and supplies (spare boots, clothing,
weapons, drinking-water, bandages and
splints, firemaking supplies, and the like)
along these trails.

Priests of Marthammor patrol these
ways, healing and guiding dwarves they
meet, providing a warm fire, 2 warm
meal, and companionship to. exhausted,

_lene!y,-lﬂst,_ or-hurt dwarves—oef any faith

or rac / an;:give all
that is needful" runs the temple creed.
Priests of Marthammor.will work with
healers and priests of . all races to help
dwarves, allies, .and -companions " of?

. dwarves. While they do not accompany

adventurers, they are in a sense adven-
turers themselves, often fighting mon-
sters, discovering ruins, and facing the
saime perils that adventurers do. Trav-
elers in the north—especially the. Sword
Coast North—aoften encounter: small

bands of 3d4 dwarven priests of Mar..’
- tharmmor. Such bandswill not reveal their

clerical status-unless they are dealing
with dwarves or ?!105% newrn o bP dwar-
ven allies or cumpamons

Marthammos s worshipped «m the
bare heights of stony tors on moonless
nights, oty on hely days and far tmpoitant

~ < rituals, inuriderground caverns. The ca-

verns must always be natural, undltered
by.the hands of. intelligent beings.

Underground Or on tor-top, an alt
Marthammor is always a simple stone
cairn or wooden tripod, supporung a
stone hammer, upright and head upper-
most. Priests of Marthammor stand look-
ing at the hammer, praying to their. god
for guidance as to where they are needed
and what they have done wrong, or

poorly. The god places visions.in their

minds, choosing which priests will guard
temples, which.will explore partlcular ar-
eas, and so on.

The ghoats of diligent-servants of Mar-
thammor are said to haunt certain trails;
old -abandoned delves, and mountain
passes. When dwarves or dwarven allies
or .companions are lost in such places,

particularly in blizzards or storms, the ..

phantem pne ts. appear, gesturing si-
lently, and gmde the travelers along a safe
roule to refuge oxthéir destination,

Gorm Guaithyn
Portfolioy, Guardian and protector of

all dwarves!

Major Spherés: All, Combat, Divina-
tion; Guiardian; Healing, Protection, Sun.

Minor Spheres: Animal, Charni, Crea-
tion, Elemental (eartli‘aniy), Necromantlc,
Summoning.

Clerical Raiment: Red and black

cloaks and helms, worn'over armorof the:
finest metal and type availabie. Priests of

Gorm never remove all theirarmor or lay
-aside all their weapons unless sorely

wounded and in need of care..

Holy Days: Every festival in the Calen-
dirof Harptos (as in the FORGOTTEN
REALMS™.Campaign Set),

Sacrifice/Propitiation: Blood, sweat,
tears, and weapons, .

Ethos and. Current Aims: Priests of
Gorm- serve as protectors and body-
guards for all dwarves, especially the

- young, and thild-rearing parents of both

sexes. They instruct dwarven warriors
fulfilling such roles in the arts of:alert-
ness, blindfighting, and weaponis-skills

" {i.e., in campaigns using proficiencies, the

priests of Gorm can tutor dwarves in all
proficiencies useful to guardians).

The foremost aim of any lesser priest of
Gorm is to protect the dwarves assigned

to him. Veteran priests of higher rank
S rnay choose who they protect. If this in-
'volves sacrificing one's own life, so be it;

that is “"Gorni’s Greatest Price” as every

;_’prlest of Gorm knows,

‘Priests of Gorm who are serving as

. Buardians aré never “surprised,’ and are
. -able to interpre1 noises, half-seen move-

ments, and other symptoms of approach
and movement correctly with an accu-
racy of 10% per level. For instance, a

“priest of Gorm might hear a faint scuf-

fling, and identify it as studded leather
worn by a crawling mar, against a partic-
ular stone the priest noticed garlier.

A priest of Gorm will always check
around his feet and overhead often, and

" always takes care to know the distance
and exact direction of features in his sur-.

roundings. The guardian-priest described
above, for instance, would know exactly
where, and how far away, the unsegn in-
truder in studded leather was—ahd just
where to throw an axe in order to hit him.
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- from solid rock. The alta

--Thése carefully-developed skilis give
guardian-priests of Gorm an attack bonus
of +5 with missiles of any sort, against
any target within 60-feet of their guard-
post. If they've not had-time to examine

- the surroundings, this bonus drops te

+2. In addition, guardian-priests of Gorm
always. win initiative rolls, even wheh
they are charged by multiple opponents
coming out of the darkness,
“Guardian-priests guard most clan-hold

"'ém‘ries, the Gates on' the borders -af The

Deep Realm, and templés af: Gorm,
Temples of Gorm are always plain, un-
adorned stonédavernsor rooms quarried

in front of-a closed, loa

sive construction, representing a location

that a dwarf might have to gard. Instead
of a stone bench, a temple might use an
old tomb casket; if oocupied, it must be hy
a fallen, not undead, priest of Gorm. ;
Offerings to Gorm are of weapons uséd,; .
even broken, in the service of guardian:
ship, anointed with tears, sweat; and
drops of blood of the dwarf making:the
offering. Rituals involve silent vigils, Titit-

. tered prayers, and answering visions

from the god.

‘Onholy days, guardians of Gorm: gather
for a salute, a ritual involving-the thiyth-
mic grounding of “weapons and a-
responsively-chanted prayer. At the
height of & salute, the doot behind the al-
tar sometimes opens by the power of the
god,-and thrnugh it may-gome instructive
phantom images; serolls Giypotions, weap-
ons, piéces of armor; T even:haps—small
aids from the god, to belp his faithiful ful-

fill their duties. When this happens, in:

crease the morale of a worshipper of
Gorm who is wearing, carrying, or using

. any gift from the god by a benus of +4.

Haela Bnigbtaxé

Portfolio: Luck in battle, patron of
dwarves who love to fight, and who flght
monsters.

Major Spheres: All, Combat, Guardian,
Healing, Protection.

Minor Spheres: Creatmn, Necroman
tic, Bun.

Clérical Raiment: Armor of any sort

" can be worn, but chain mail preferred. A

hielin is always worn., For ceremonial pur-
poses, armor or plain robes of sieel-grey




. are worn, with=an, ov G]Odk of scar i,
"awilherimson footwedr, -7
“ Holy Days: Greengrass,the Feast ot lhe:‘

Moon, and Midstimmer: -+
Sacritice/Propitiation: The !)lood of
the worshipper and that of enemies of the
dwarves is-commonly offered 10 Haela.
Fithos and Current Aims: Priestesses
of Haela wander throughout the. Realms,
aiding dwarves in battle, They wander
hecause no priesiess knows whereior
when she wili be needed—they rely upen

Haela's gulchng hand to pomtion them as_‘ .

necessary.
“Priestesses of Haela aid beleaguerpd

"jons of dwarves) dgainst creatites of all

sorts, by healing, casting spells, and:fight-
ing alongside them: Their, gbjectivessare
to achieve victory for-the-dwarvish side
and o allow the maximuym possible num-
ber of dwarvesto survive. The priestesses
wish also to’ make all dwarves comfort-
able with their own skills in combat—to
Haela’s worshippers,- battle-skills ‘are

needed to guide the hands of all dwarves -

if the Deep Folk are to survive.

Priests of Haela are always heavily
armed, and are often skilled at weapon
and armor repair.They freely give away
the weapons they carry to dwarves in
need, always keeping at least one weapon
for themselves, although it may be well

. hidden. They practice throwing weapons
-.in a variety of ways, such as onto Jedges,

', to cut ropes, and to land upright, points

gy bonus to theirl

bumed in turf, beside those: needing them.

A weapon-iri: stich a manner gain.a
externy checks.

the aid with-a spare weapon hatk_the

prlestess can give to some. other'needy

biand. Failing that, a shield, pair &
lets, or other armor or useful gear fan'be
stibstituted. ¥ is considered bad form to

_gives the priestess back.a weapon:she just
gave you. ’

flings of Secomber. When
: ‘umbhng ag.the Fallen King-

time. It is now both a ]oke and an affec-

tionate tradition. for bpth sides, and

priestesses of Haela

large sacks of caltrops:diound, hoping to

get a chance to use them. (Treat.a caltrop,

that is hurled in baltle as a hand -axe for
range and damage.)

, Thard. H(:!RR

ting’ example of this s :

“them, the halflings -

Temples of Haela are caves or under-- i
ground rooms, sometimes in old, aban-
doned helds or in the cellars of human

ruins. They are also typically storehouses
‘of food, small. smithigs,» and armories

crammed. with odd weapons and armor.:
Her temples are never guarded by fewer
than a dozen priestesses (more often,
1d4+16 are in residence). There is al-
ways an explosive trap set somewhere in
such a temple: if the dwarves are slain or

forced out, no enemy of the dwarves will

gel the store of weapons without taking.
heavy losses.

One famous temple of Haela, ove
by orcs near Amphail, proved to hav.a
trap of six separate blade barriers. These
came into being one after another, using
thescached weapons of the temple as*ffhe
whirling weapcms

Portfolio: Protector of Wild'Dwarves.

Ma]ur Spheres: All, Combat; Guardian,
Healing, Plant, Protection.

Minor Spheres Animal, Creation, Nec-
romat niie, Sithi s :

Clerical Raiment: The skuli of a large
jungle beagt, such as a rhinoberes, great
cat, or giafnt crocodile, is worn as a helmn.
For ceremonial purposes, the pelts or
skins of jungie monsters are worn as
robes. -

Holy Days: New moon and full moon_-,
nights. '

SacrlflcelPropltlatlon Biood sacri-

cr'éﬂture is offered each full moon.
Ethos and ».,m'rent ‘Aims: Priests:of -
R ahard Harr: represent the god, protecting

ir dwarves with powers: given them by
the god, lgading them oty prigsperous

hunts and.caieful sxplorations. Persistent

mtmderb {unless dwarven) must be elimi- -
.nated, and the prlests must Jead the at-

“tack, as. fearlessly and diligentiy as Thard
.Harr himself.

" If the foes too strong, the priest willtry
to mentally call Thard Harr himself to the -

scene.. Jungle Dwarves speak of oppo- &
nents or natural Brees so powerful and -

dangerous that they might weil “blunt the
claws of Harr h}msﬁlf " but never allude to.
the breaking of any claw, or the defeat of
their god in any fight,



!
f

Thard Harr's wisdom teaches that one

can best defeat an enemy that ons knows

well. Seasoned Wild Dwarves always try
10 capture’at.leéast one intruder-alive for
questioning, before sacrificial use. If spar-
ing the intruder seems to bring possible
future benefits to the dwarves, they will
do so. The Wild Dwarves are interested in
trade, metal and glass objects and tools, in
return for pelts, meat, or even live beasts.
They conduct trade so long as they can
conduct it.on territory of their choosing,
to set up traps-and ambushes to guard
against treachery under-the direction of
the priests of Thard Harr.

Priests of: Thard Harr are the leaders”

and generals:of, and speakers for, their
people. Priests of Thard Harr always bear
the god’s crossed-gauntlets sign-as a tat-
too, usually on one shoulder or on the
scalp, overgrown by their hair. Priests of
Thard Harr must never cut their beards,
but instead braid them into ropes that
they tie around their waists or sheulders.
If an enemy or beast cuts a priest’s beard,
there is no penalty; if it is done by the

- priest hirosel?, it is a sign that he is turning

away from Thard Harr's service, and can
no longer expect aid from the god.

High Old Ones

Dwarven priests of 7th or greater level

are known as “High Old Ones! They gain - .

m the. dwarven gods.
powers can be #iis-

special powers:
Of course, suf

pended; denied; or removed if aiHigh @ld
One displeases: his. or her god. The High -
Old Ones are the riost respected eldersof

the Folk, especially in the north, where
clan power and the pride and prosperity
of young dwarves is weakest.

High Old Ones can identify themselves

“as members or friends of particular clans

by the use of secret hand-signs., In rare

-gases, some trusted nondwarves (such as

Elminster of Shadowdale and Mirt of

Walerdeep) have been taught these signs.

for use when among dwarves.
High Old Ones gain the power to affect

undead as other clerics do, turning as a 3rd
- evel cleric when they are 7th level, a 4th

levei cleric when they are 8th, and so on.

High Old Ones; gain special spells from
their gods (detailed fully in their own sec-
tion of this sourcebook}. These spells are
as follows, by priesthood: =

Moradin: stonefire- -
Clanggedin: rockbursi.

- Sharindlar: flowstone
Vergadain: stone trap
Dumathoin: stonefall
Abbathor: maskstone
Berronar: guardiarrhammer

" Marthammor: glowglory
Gorm: fire gyes
Haela: hurf rock
‘Thard Harr: lesser guardian hammer

-High Old Ones also gain a detection '

power, different for each priesthood.
This magical ability always operates prop-
erly, and requires no spellcasting. It does,
héwever, require concentration (prohib-
iting spellcasting or even reading in the
same round) and is not continuous and
automatic in its effects.

Muradm true seeing, as the prlest spell
reverse not granted.

Clanggedin: detect magic, ratige as -

priest spell, holy symbol not required; ,
Sharindlar: detect dwarves, range. dnd
blockages as a priest’s detect magic spell—
detects living dwarves, dead dwarves,
duergar; spilled dwarven blood, invisible
dwarves, shape changed dwarves,
dwarves concealed by illusions; and so on.
Dumathoin: identify, as the wizard

-spell, but needs no material component;

the ability works as if the High Old.One
was a wizard of the same level. .
“Vérgadain: enemy location, as the

wand; the High Old One feels a compul-

ionyto face each enemy in range; he need

"ot do so, but unerringly knows who and

where such enemies are. .
Abbathor; detect illusion, up to normal
sight limits, the High Old One knows all illu-
sions for what they’ are, seeing thern: as
rainbow-hued, franslucent images supérim-

posed over the real creature or object, The -
High Old One can concentrate on either the . -

ilusion or reality 1o see it as normal, and ex-
amine it inn detail; whenever this is not d{)nﬂ,
the double images will be ‘séen.

Berronar: detect wourid; the ngh Old

One must touch the creaturs. Even if i is:-

an unfamiliar monster, this ability . tefls
the dwarf if the creature is suffering
from any internal or external physical

damage—and its approximate severity.

The ability identifies the presence of poi-

son, magical charms, curses, diseases,
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mental damage, and other abnormal con-
ditions, but does not heal in any way.
Marthammor; find the path, as the
priest spell.
Gorm: know alignment, like the priest

~spell, but uneriing, overriding even the

strongest magical concealments and mis-
directions. The High Old One can scan
only :.one-person per round, and cannot
cast spells during that time, but need not
remain stationary, and can even partici-
pate in strenuous, acrobatic combat,

Haela: detect weapons, range and
blockages as a detect magic priest spell;
detects concealed, invisible, and impro-
vised weapons that hdve.been used to
harm or are carried with intent to harm,
Broken weapuons are detected only if still
usable. In some old ruins, this ability is
rendered useless by the sheer number of
abandoned weapons.

Thard Harr: detect snares & pits, as the
firat level priest spell, but needs no holy
symbol. Using this deteetion ability pre-
ﬂiﬁdes spellcaé;‘dng while it is maintained.

Most ngh Old Ones pray dl_rect!v rfo
their god or goddess, and enjoy a gocz:.'i
chance of being heard. While a deity may
not show up instantly when aid is oo

quested, such prayers.do serve as 4 valu-

able source of information to the gnds,
and are encouraged. A priest who warns
a deity of six hostile adventurers, hy

name, class, and desaription, may ensure. -
that the dexty ‘warns dwarves in thepad- -

fect the deity’s reactx
meets the adventurer A

Soms dwarvés whb blame the gods for

the presantg deelme af the rage; o who -

or {oo out«of touch ‘with the wider world
i which the.dwarves must live to a;d

- dwarves - have dﬂbbled in
new beliefs, including ones which advo-
cate mastery of wizardry as the key to the
race§$uivival, one which promotes inter-
breedmg with men and gnomes coupleﬁ"”
with séoretive diplomacy, so as to domi- -
nate and eventually absorb these more fe-
cund races, and so on. Most of these W
beliefs have tended to come and go as
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passing fads, embraced for a time by each

- successive generation of young dwarves,

Details of such cults, down the! long; his-
tory of the dwarves, could fill a work many
times the size of this one. DMs are urged to
devise their own cults, particularly for use
as the sources of relics found in old, aban-
doned dwarf-holds, and as active religions
irrisolated dwarven cormanities. -

Only two long-established or recurring

“cults .are briefly déscribed here. These

have:heen successful. enough_that_ s0Me
divine power has come 1o sujport their
pleas and deeds, giving their olerlca Bpells,
for instance: : ‘

in isolated dwarven cominunities -ar__l'y?

where, but séems more common in-the
north than in areas south of the Inner;Sea
lands. Its clerics are few and secrvetive,

employing dwarven sympathizers ds =~

spies, and rewarding them for their aid
by allowing them recreation or revenge
opportunities in beast-form.

‘The -Wyrm Cult worships various
beasts, especially dragona and other pow-

L paddl eredtures-that dwarves troat with

raspoct. Ths cult seeks to further the

Lorwer and wealth ot its-adherents by us-
: 4 powers-of beasts tﬂ slay and -con-

-found enemies. :
‘The priesis of this cult gam the po ar -

to.shape change into beast forin,*as the

8th level wizard: spell, but reqiiring, ng-
material component. This ability-can e -
used up to three times a day, for a period

of one furn. Favorite shapes assumed in-
clude snakes, wyverns, dragoris, boars,
bears, and various large cats {tigers, pan-
thers, mountain lions, and so on). The DM
should consult various volumes of the
Monstrous Compendmm for creature

- aalities, -

Wyrm €ult priests can only take the

- shapeof creatures and other living things

that, they've seen personally. Currently in

need of both.wealth: antl power, they have
“faken 10 attacking all nondwarven adven-

turers who wander within their reach,
throughout the wilderlands of the north.

"They seek power through increased in-

fluence diid worshippers and through the
acquisition of magical items and con:
trolied territories. Consider most Wyrm
Cult priests to be chaotic neutral to evil in
alignment, consumed by a burning anger

against all types of creatures who have
appressed or slain dwarves inrthe past.
The Living Axe: Because magic seems
td go awry in their hands, and they can
never control real power like human wiz-
ards, dwarves have always been fasci-
nated by magic, They are most intrigued
by the. capturing of ‘magical powers
within an item that-a dwarf has created
and can wield,
- Down the ages there have been over a
thousand thousand dwarven smiths of
skill in working with magic: They have al-
ways been among-the wealthiest, more
powerful, and most respected dwarves.
Some dwarves have gone firrther:than
that, looking beyond dwarven skili to-thé
msplratlon that guided them, and seeing
in; it a divine presence—a presence ‘that,
tHey believe, lives in the magical ltems

themselves,’

Dwarves of the lemg Axe worship and

obey sentient magical weapons (many of -

which are controélled by malevolent or in-
sane spiritsiinprisonéd within them), and
have gone to war %o extend the rule of
these sacred iterns over other dwarves
and even over small communities of hu-
'mans, halflings, and gnomes. Living Axe
priesis are always armed with multiple
throwing axes and a vdriety: of. ‘other
weapons, - they wear. high, splred ‘and
spiked helms of fantastic desigin.

‘Devoil "Axe Dwarves” also-seek to cre- :
te more magical weapons, and have fash:

fbried; many specimens of two partlcular
types, in imitation of ancient, still opera-

ble iters found in the ruins of fallen Myth ™

Draniior:. guardian blades and waloh
axes. One or, both of these will be found
accompanying any group of Axe
Dwarves. They are typieally used in pairs

- or threes to guard doors, gates, crawl tun-

nels, and: the.:Jike around major Axe

Dwarf setilerents or temples.
Guardian Blades: These are two-

and inetals; They.do’ Zd4 points of damage
when striking, attack twice per round
{first strike and last), and fly about (MV
15, Class A). They cannot be held or
grounded by anti-magic.spells or effects.
Guardian blades attack all nondwarves,
unless otherwise instructed by a helmed
Axe Dwarf priest. They operate with true
sight.
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- they merely dlsmtegrate Harmles

If grasped, guardian blades will strug-
gle to break free, dragging the holder
along with thern. In such instances, roll a
d20 each round, and if the roll is higher
than the wielder's Strength, the blade.
breaks. free. A blade that is held for five.
continuous rounds will burst into shards
at the end -of the fifth round, self-
destructing in a lightning discharge that
does 7d6 damage to all creatures within
10 feet (no saving throw allowed beings
holding i),

Waich Axes: These weapons are also
permanently-animated and hehave just as
a guardian blade does. Thay move more
slowly (14), but do more damage (1d10). If
forced to self-destruct, they explode, the
blast and shards doing 4d10 damage toall
within 10 feet, 3d8 damage to those from.
10 to 20 feet away, and 2d4.damage te
those from .20 to 30 feet away. ‘Saving

. throws for hialf damage are allpwéd for all
" beings except-those in direct coritact with

the axe when it-explodes. - .

There are. some-guardian blades and
watch axes ifv'the Realms still, lurking in
forgotten fombe and mines, that have no
connection to the Axe Dwarves, and are
controlled by no one. Elminster once
tried to establish magical controlover one
blade “as dn exercise;’ and still winces and
rubs his ribs at the memory of his failure.

These sorts of weapons self-destruct
when held or pinned. If struck in combat

" and broken, they self-déstruct only 20

percent of the time. The rest of the time,

e miost featrsome waftch axéis the Liv-

' ing Axe itself, It is said to be an animated, _

doiible-bladed battle axeof great size, fash-

- iened of brg Z_ed adamantine, It is proba-
.bly neutral 80l

“in alignment, ‘and delights.
ih killing, periodically {lying amok. ameng
orcs or whitever creatures it chances
upon. It does-2d6 damage per strike, at- -
tacks twice a round, flying at MV 18 (A),

and is_ known to 'be immune-:to-all ..

enchantiiént/charm spells. Its origin and
precise powers are unknown, but it is said
to be very old, and has been known to
hunt beings across the Realms. It might ca-
priciously spare some who openly defy it,
or butcher others whom it surprises be-
fore they even realize what is happening.
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- “sword-slash” . or

The ceriter;bf the Fastern Shaar is cut

. open as if by a gigantic sword, in.a:curv-
ing, southeast-to-northwest. canyon:-the-

Great Rift. The Rift plunges to almost.a
thousand feet below sea level at its deep-
est point, the southernmost basin of the
Riftlake. Including the lands around it
claimed and patrolled by the dwarves, the
Rift just outstrips the realm of Sembia in
size. Its rolling plains are.a day's ride in ail
dn'ections from the:edges the Riftlake.
‘Quarried by tdwarves for centuries; en-
larged from animpressive natural canyon
1n:its present awesome sizg;in-the proc-
as8; the Riftiis the maost powerful surface
kingdom held by dwarves todaysgs:

The Great-Rift is known ag: "The‘Crack”‘
-in everyday speech. Among themselves,

dwarves refer to it as “Aglandar” In the el:
der .tongue of -dwarves, this means
“sword-cut,’
‘agland, the word for sword, and ‘ar to

cut, slash, or lay open; please refer to the

chapter “Dwarven Language.’
© The. Stout Folk rule the Rift's depths,
walls, and heights alike, and the land all

around for a day's ride (by & dwarf, on a -.

e or pcmy) They enforce their.claim

kfmm 60 massive stone.guard-towers sited

ng the edges of the Rift, These letedge

adds that each also has enough line’ in its
strongrooms to let-idio—er; intrepid adven.
turers down from the. batilements -to the

floor of the Rift, far below.

The Gates

The Rift provides entrance to the Deep
Realms by means of the Gates, a huge
iie arch as tall as 16 men, filled by two
fianic metal doors. These gates, by tradi-

A tion, open only when the dwarves go to

war. They are sealed with a rare white

“metal, hizagkuur, which reflects back all
" magic.cast at the doors with 100 percent

accuracy, and deals 2d12 electrical dam-
age per touch (or round of coritinued gon-
tact) to all beings touching the Gates. The
two massive doors are locked and barred

from .-

: Sage and Harpers of power whn do
talk’ loose]y

THE GREAT RIFT

from within, the hinges, panels, and bars
reinforced by alternating wedge-heams ...

of metal and stone. They have withstood
direct hits made by suicidally-ramming

freat dragons-and squid ships (see the

SPELLIAMMER™ boxed set) in the past,
without apparent damage Somie whisper
that the Gates thernselVes are alive, hold-
ing the spirits of irven ‘heroes who
sacrificed themselves. A0 give the Gates
eternal vigilance and: resﬂiency

_.Each Gate contains; a smallerdoor °
“within it, a sally port that enables iridivid-

ual dwarves or laden pack-mules in.or

-out. Beyond the Gates opens.the gigantic
Gudfdcavern, where dwarven caravans

muster for their tI‘ipS into .the surface
Realms. It is also in the Guardcavern
w_here, upcm returning, the caravans are
ghecked for the presence of spies and
other- undealrables o

ugaenbome

- Underhome, - also known -as “Under-
holme,” its name iri all old accounts, is
guarded by many" ‘traps and: enginesof
war, Potent magical detection fields and
barriers bartered froin the Sun flves in
the days of Myth Drannor guard its waﬂs,

and no nondwarf al]owed mto lt'has been :

rven Baces” The Southern Dwarves

f-nondwarves into the Rifi, and

thisir ‘business within, but closely watch

them, Gften saarchm -.and GonflscaUng

For more detalls of Ux_iderhome, see the
chapter “The Deeps p

The Rl;:tlake ’

The Riftlake's icy-cold waters aré"clear,
though often shrouded in morning mists,
and drinkable, though dissolved minerals
lend them a metallic aftertaste. Dwarves

s: ate directed to the chapter‘ :

iry unwelcoming. They tolerate the

" do not permit exploration of the Riftlake’s

depths (the penalty is death); for it is said
to ‘have;. connections to drinking-water
supplies in the Deep Realms, and to
drowned dwarven tombs that still hold
magical weapons and other treasures.
They will usually turn a blind eye to a lit-
tle bathing, however.

Adventurers are warned that any who
approach the Riftlake's waters will re-
ceive swift and sure punishment. Those
who ignore such warnings will discover

that it is inhabited by afimily of four-wa-
~'ter nagas (three of 8 hit dice; one of 7).

These creatures have been deliberately

‘tormented and starved by-the dwarves

until they:will attack any living creature
that enters the lake. If strorigly resisted,
they.will fight with spells, and then flee
into several of the flooded dwarven tomb-
tunnels, where they will use magical
items (of the DM's choice) buried with the
dwarves there Iong ago to defend them-
selves,

The water nagas (see Monstrous Com-
pendium Volume 2) wield magic as 5th

- levaliwizards; commanding the following

spells: 4,2,1: chill touch;, magic missile x3/
blindness, ESPAightning bolt (acts as a
fireball in terms of Brea affected when

. cast underwater), .

Dwarven shepherds (typlcally 16 10 20
jor. hierd, fully arined and armored at all
times, by order) atland the sheep, goats,

.' = keep a close eye on nondwarves in
o their horns car:rapidly sum-

i ceharmer force from the Gates
i the Biftedge Towers. If a dripping band
of adventurers crawled out of the Riftlake

. CArL; ying things, for example, horns would

Fing out in‘the Rift immediately,

Such potice forces are typlcally 1d4+13-

dwarven fighters of 3rd to 5th level, in

- chain mail-and armed with tultiple throw
" ing axes, a battle axe each, and a few

blades. Each also’ carries a-horseman’s-
lance, and is mounted on a hippogriff.
The hippogriffs are trained with skill

~and iron discipline, and the dwarves have
-harness-clips on thiir armor that enable

the dwarves to fight when flying upside-

- down, cartwheeling across the sky in an

aerial battle, and soon,
Each dwarven “skyrider’ has a pleated
cloak strapped to his or her back. If the
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dwarf has to bail cut of the saddle Gf.i:i_\ fall-
ing mount, the cloak spredds into a gliding

batlike wing. Like a drogug parachute,
the wing slows the rider’s descent from a
-killing thing into a merely bruising, bone-
snapping affair (assuming, that is, that the
‘drivgue wing has time to operate).
Thieve:always seems to be a shortage of
volunteers to be trained as replacement
skyriders. However, the dwarves who are
skyriders are- a Haela-praying,” hearty,
recklessdotwho like nothing'better than a
fight. They' particularly delight ix swoop-
ing down 1o pinion ground targets with
their Jances. To pwermit this, each’ skyri-

.. der's saddle has a high, rigid back which:

also cuts down on deaths from enemy
archery. At least three skyriders use mag-
ical: lances that fire magic missiles or
flame upon command..

' 'Hammen and Anml
“The Gcid Dwarves prefer that non-

dwarves come ne closer fo the Rift than”

the trading- village of Hammer and Anvil,
The village is a p!ace of tenits, moveable
huts, .and- watchful :dwarven guards
armed with stun boIt,_loaded crosshows,
against the western wall of -the city of
Eartheart. Hammer' and. Apvil' is_the
trading-moot established by the dwarves,

in which they meet with surface: .
dwellers, trading their metal goods; (mmst- g

often weaponry) and work (especially
armor-fitting and - refitting, and on-the-
pot gemcutting and setting) for fruit,

vegetables, cheeses, fine textiles, paper, .

lamp pils, livestock, and other goods the
dwarviss need or prize,

Among Wanderers, Hammer and Anvil
is often known_ as “Scutterbotch” The
name- étems from a famous prank in
--which a Gold Dwarf tried to;publicly dis-
credit the hoenesty of & Shield Dwarf
there, but did it sgpoorly that.he brought
ridicule upon himself, not hig: target. This
name is oftén used whenShield Dwarves
do not want a bystander to recognize
where they're tdlking about.

The populition of Hammer and Anvil
varies wildly. it is governed, loosely, by
the Shield Ring, a council of about 40 clan
elders: every dwarven clan that can get
an elder to “the Hammer” and support
him, gets representation on the Shield
Ring. Every clan may have only one dwarf

on council. In cases of rival claimanisfor
the same clan seat, the Ring votes 1o de:

. cide which:one to accept. Clans have the

authority to remove and replace -their
representatives, bul in practice, a High
0id One orfglan leader must come before
the Shield Ring in person to do this,:

The Shield Ring hires about 70 dwarves
(fighters of 3rd or higher level):to func-
tion as watchguards. If larger troubles de-
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walls; these towers descend (by means of

interminable .corkscrew staircases) from

. their:lofty heights straight down the Rift

velop, they ‘merely call on the forces of -~

- Eartheart, or the Deep Realm.,

JIt.is rumored that at least-one secret ‘

tunne links backways of the Deep Realn
with the heart of “the Hammer" However,
suah a route has been sought by human
adventurers and thieving guilds of Amn
many times, and never found,

Eartheart

Population: 39,000 (average)
Government: The Lord Scepter of
Fartheart, a dwarf elected annually by

"The Deep Lotds. (governing coincil- of

Gold Dwarf ¢lans, who administerth&-af-
fairs of the Deep Realm). For the past
dozen years, the post has been held Yy,
Mariochar “Bladebeard,’ a clanless dwart
of high, wrinkled forehead, jet-black
pointed beard, mincingly polite maniiers,
and a shrewd, steel- U'ap mind. Marigehar

.;governs Eartheart in the name of the.

<~ (zathered Clans of the Dwarvés (that re-
"dlly means the Gold Dwarf clans), and is
‘aided by Eartheart’s standing army, “The - -

Steel Shields.

+ Phe-city of Lartheart gives the dwarves
a secure-placgifo stash their trade goods, a
defensive base to defend their irading
and the borders of the Great Rift, and a
place for 4li non-Gold: Dwarves to come,
who have. dealings with the Dwarves of

the Deep Realm. This combination refuge . ..

and diplomatic residence function has

side, almost 2,000 fest. A small pile of
bones along their bases attests to the
numbers of folk who have accidentally-~
carelessly, despairingly, or with unde-
sired help—fallen from Fartheart to their,
deaths, over the years. : '
Eartheart is an impressive: thy of soar-
ing stone towers, flying bridges, minarets -
and needle-spires, raked  overbalconies,
and ramp-linked, many-leveled streets; a
place where dwarves hidve set out to im-

‘press the Realms withitheir stonecraft—

2%

given the city ils informal name, -

“Dwarfhome!” Here can be found many
dwarven adventurers, whom the Gold
Dwarves do not trust in'{their cities in the
Deep Realms, but whomithsy find useful
as hirelings to carry ouf missions in the
surface world away from “the reach of
the Rift

Aerial steeds thippogriffs are especially
favored by the dwarves) often fly to and
from the thousand-foot-high towers -of
the city walls. On the Rift side of the city
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and succeeded. It is said to have secret
doors and spy-tunnels everywhere, and
to be stealthily policed continuously, to
prevent -thefts and violence. Trouble-
makers, it is whispered, are helped hy the
dwarven=police to try their arms at
ﬂyl'ng—du't a chute or window, straight
down to join the bones at the bottom. of .
the Rift. i

Economy: Fartheart's economy is
driven by trade. Iits inhabitants specialize.
In fgpged iron goods. wagons, caravan
services, caltle, and all manner of stone-
work.

Militia: The Steel Shields, 14,000 dwm‘ :
ven fighters who police the city on-foot;
man ite “.fa“" -continudusly as though at:
war, check all who enter or leave i Yy air,
-and patrol the surrounding farmlands for

- aday's ride out.

In“BATTLESYSTEM™ game terms, the
Shields will take the field to counter any
large attack with the following troops {di-
vide them into units as the referee or
players see fit; according to the scenario);

Dwarven Axemern: %200 in all, these
are the wall-guards, “in the wall” spies

and guards, defensive engineers, and

traines warriors. AD.8, AR 7, Hits 1, ML
13, MV 8.

Iwarven Heavy Crossbowmen: 2,000
total, they. customarily - patrol the out-
lands, mounted, AIY 8, AR 6; Hits 1, ML 13,
MV 6, Range 8/16/24.

Elite Dwarves: 2,800 in-all, the skilled
and well-equipped city pohce AD 8, AR 8,

Hita 2, ML 14, MV 6.

(These numbers do not include the sky-
riders and garrlsons of the nearby |

Riftedge Towers) -
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| Tbe Deep Lanée

© lings, humans, and nutc‘
well as . moire enterprlsmg, generally o

THE DEEPS

“The Deeps” is a vast underground re-
gion underlying the lands gast of the Shin-
ing Sea and south of the Sea of Fallen
Stars. I has always been heavily-
populated and dangerous, - with many

races vying for supremacy in the Lands -

that Never See the Sun.’

Drow kingdoms. have risén and fallen
saveral times, and duergir have made
steady advances, the latler at the expense
of illithids and svirfneblin, whose num-
bers have dwindled. Cloakers and aboleth
lurk on the fringes of the Deeps, schem-
ing to control key rivers, lakes, arid mines.
Intelligent fungi are plentiful, and this

ready source of food has made the"De'eps

sought by many. S

The term “The Deeps” refers to -the
Deep-Lands, which are areas not-ruled by
the. dwarves,- and+the Deep Realm, the
rich land of Gold Dwarves under
Great RifLand the Shaar east afid nort

These dangerous regions are not fully
detailed here. DMs interested in expand-

ing these notes to create their own Deep |
Lands are-directed to the AD&D® Dun- -

geonger’s Survival Guide for useful back-
ground material. A creature native to.the
Deeps, the Deepspawn, appears in -this

-chapter. Notahlg Deep Lancia features in-

clude; i
The Deepfall: The Deepfaill i ;5.
fall that takes.the River Raui
depths, to levels: haunted,
aholeth, and worsg:. _
Hehmstar: This is-an ind
fied trade-center; hoie 1

dent;. fﬁl’il‘
omes, half-
idwarves as

pobirer dwarves of the Deep Realm.
Blackrock Anvil: The BlackrockiAnvil is
a-patural lava cascade, used by dwadrven

griiiths willing to brave the dangers of get-
‘ting there. They insist its age-old-forges -

yield the best temper and refinement of
steel. It is said to be haunted by salarsan-
ders,

Velm'’s Brace: This is a ghost-haunted,
ruined dwarven stronghold frequented
by monsters. Of course, it also draws
bands of adventuring dwarves, searching
for weapons of mighty magic said to lie in

"y fwarves anywhere in-the sout

: the surface here ]et the wmdsf

the lost tomb of the dwarven hero Velm
Dragonslayer.

Bluesky Caverny: This is a landmark ca-
vern adorned with a small rainwater lake,

{he Bluesky Cavern is lit by a shaft.to; the o
surface that is thankfully too small for -

dragons to fly down, sg to date none have
made;the cavern & lairy;,

The Wyrmcaves The Wyrmcaves area -

series of linked dragosi-lairs reached by
surface shafts from the héart of Shara-

od): in the Eastern
Shaar. Home toa powerful family of black
dragons who for years feastedson' the
most noble bones of Unther the cavesare
where the dragons have slept.ongoldsar

riches of all the rich human empires: .

around the eastern Alambar Sea; Thay
have roasted many greedy dwarves. ‘who

eame seeking their wealth few try, any
1o JNore.

Wildstar: Thls small hold is named for

the now: vamshed clan who-carved it out -

drow klngdom long ago. It is home to
iebrothérhoods, independent-minded
dwarven craftsmien and freethinkevs
who dislike thethavighty ways and preju-
dices of the Idep Realm. H is also home to
many half-breeds of the demi-human
races. Wildstar;is infamous for strong, fi-
ery rnushroom -wine ‘and wild: dancing:
parties that- are fuelled by the ‘burning

Wildstar” is-a. _comi 1, ‘sayi

The Whistlecavern: Fissiites |

e down into the depths

bring ‘much-needed fresh - air ‘anc alfow'
- lost dwarves to ‘follow the witds' 1o this-
'plaue The . Whlstlecavern is a- frequent-

dwarves who thought _the_y could Ieap the
gap, rather than.journeying two days’
travel around the chasm,, Giant .spiders
lair nearby, preying on: ‘the trade passmg
this strategic Iocation. ;

- awash-.

The Deep Realm

The Deep Realm is a rich and proud

land, the home of the Gold Dwarves. It .
abounds in hanging .spirel staircases,
pumped waterfalls and :cascades, glowy. .
ing, ever-shifting sculptures of magjcally- -

radiant-metal, and:similar marvsls, It is
much' too large to be explored in - the
pages of this book, but the map supplied
in this seuteebook gives the locatlons of
its largestifeatures.

The affal
ministered by the Deep Lords. The Lords
are the governing council of Gold Dwarf
clan elders. Each clan may place four rép-
resentatives among the Lords. They dis-
pense justice, command the dwarven
armiies, and decide matters of policy. 'I‘hjs

government-by-council is made necess

sary because. the Degep Realm is a land
in. royalty—petty, decadent
royally—from whom all res jower has
been taken away;Their eridle ¢

bickering, and privaté war; pmmpled the
creation of the,Lords, since such 4&tivity

_th‘reatened the qs.n‘vwal ‘of all the

dwarves, as e Elmw and duergar of the
Deeps grew-in power, some seven hun-
dred yedlsgo.

g, ueens, Princes, Prmcesses, and
Dukes can be found everywhere, resplen-
dent in'mithril and golden finery, fanciful

g- - 'costumes and barbed, curlicued armor
. more ridi¢ulous and ornate than the wild-

est dreams of human smiths. The Princes

-Include High Princes, Princes Royal, Axe
«Princes, and still others, Princesses en-

compass Princesses Royal, War Prin-

' .cgsses, and more, Dukes rank above. the

‘dukes of the clans, and act as fleld gen-

#fals of the dwarven armies and garri
- sons. Among the most. péwerful of all*:
.. \Hese. nobles aré. King Gnarlgar “Half .
"¢ fenome”of Ghtterdelve, and King’ Anthmn ‘

I atiated grasping after ever-more
riches) folk of;hdughty pride. They have a
strong faith it their own superiority to
“lesser dwarve§ and “non-Folk” (other
races). Other dwarves may be in.a de-

. cline; the Folk of the Deep Realm certainly
. are not: Tu-thisy Elminster merely smiles

sadly, and murmurs, “They were this fool-

of the Deep Realm are-ad-

Bigtal e
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ish in Ardeep, and Myth Drannor, and
Delzoun, too--and those are just the ones
I'was around to see. Dwarves learn some
things very slowly, it seems.”

The dwarves of the Deep Realm are at
peace these days, save for occasional skir-
mishes with the drow and duergar of the
depths. They have not waged war in ear-
nest against surface lands for two hun-
dred years, but they never forget foes of
their forefathers, and to this day wil not
trade with the humans of Unther “A
dwarf never forgeis his grudges;’ as the
old saying goes.

The Armies
Of the Deeps

Much of this peace the Deep Realms
have enjoyed has been bought by the
sheer military might of the dwarves.
Their shrapnel grenades, metal rams, and
. siege-engines beyond number, “attack spi-
der” mechanical cimbing-shields and levi-
- tating armored battle-barges to name but
a couple, have terrorized many a foe.

The four armies of the Deep Realm are
known as “Serpents;’ and are named for
the cardinal compass-peints (of the bor-
ders of the Realm they are stationed in);
thus, “The Northserpent,” “The Soitthser-
pertt,’ and so on. Each has a duke as a gen-
eral, and at full strength, the following
troops, given in BATTLESYSTEM™ minia-
ture rules terms:

Elite Dwarves: A Ducal Bodyguard of
600, and two Hammers (strike forces) of
2,000 troops each. AD 8, AR 6, Hits 2, M,
14, MV 6.

Dwarven Axemen. The “troops of the
line," some 29,000 strong. AD &, AR 7, Hits
1, ML 13, MV 6.

Dwarven'Lighi Crossbowmen: The pa-
trols and skirmishers of the army, some
16,0060 strong. AD 6, AR 8, Hits 1, ML 12,
MYV B, Range 6/12/18.

Dwarven Heavy Crossbowmen: Some
6,000 strong, these are the garrisons and
‘shock troops’ of the army. AD 8, AR 6,
Hiis 1, ML 13, MV 6, Range 8/16/24.

Dwarves: The militia and trainees;
within the Realm, the army can typically
muster up 4,000-5,000 of these, as
needed. AD 6, AR 7, Hits 1, ML 12, MV 6.

Irportant
Settlements
of the Realr -

Urnderbome

Population: 44,000 (average)

Titular Buler: The Deep Lords (council
of elders)

The heavily-fortified Great City of the
Dwarves is home to the greatest treasure
vaults, most powerful arsenals, and the
busiest, richest trading families of the

- Deep Realm. It consists of three great ca-

verns, crowded with spired, turreted
buildings like those found in surface cit-
ies, overhung by flying bridges, multi-
levelled walkways, and elevators.

Clan seats in The Great City include Be-
lindorn, Ghalkin, Gordrivver, and
Malthin.

Economy: The trading-center of the
Deep Realm, Underhome is home to mon-
eylenders, caravan-owners, armorers,
weaponsmiths, jewelers, clothiers (who
set dwarven fashions throughout the
Realm), butchers and boar-breeders
{(whose herds are out in The Rift), and
cheese-makers.

Dagaryirg

Population: 12,000 {(average)

Titular Ruler: Queen Haraura Shim-
merhand (LG dwarven female, F13)

This prosperous, clean, well-built and
rather quiet town is known for the
carefully-tended trees and shrubs that
rise in its cavern galleries. Iis stone
houses, similar to surface dwellings,
crowd some caverns, rather than the
usual ‘caves with ornate stone front
porches' dwarven homes

Daunting is the seat of the clans Crown-
shield and Gemscepter, and is thought of
as a stable, sensible place.

Economy: Daunting is a prosperous
center of stonemasons and farmers—
mushroom farmers, fungi farmers, lichen
farmers, snail farmers, and puff-lizard

- farmers. More than any other place,

“Daunting feeds the Deep Realm,”
Incidentally, puff lizards are named for

their speed in putting on meat as they de-

vour wild lichens and cave insects; as suc-

culent white meat, puff-lizard is highly
prized on dwarven tables.

Firecaverins, The

Population: 39,000 (average)

Titular Ruler: High Princess Royal Ra-
thauna Forgesilver (LN dwarven female,
P39 of Berronar)

This long, narrow rift stretches for
miles in the depths, linking many side ca-
verns. Warmed by nearby lava-flows, the
Firecaverns are lit by (and named for) a
distinctive fungus that grows thickly on
the Tift's walls and fleor, and gives off a
strong, steady amber hue. The inedible
fungus feeds on the rock itself, on dwar-
ven wastes, and on airborne moisture,
spores, and insects. It is unlawful to de-
stroy any of this ‘fire-fungus!

The Firecaverns are home to many
craftsmen and musicians who dwell in
cave-homes opening off the side caverns.
The clans Bladebite and Mastemyr have
their seats here.

Econommy: This rather easy- gmng, tol
erant settlement has !;ttJP hea\r;/ Industry.
It is home, however, ta the” orgmg of the
many small, independently-sprung metal
wheels used by dwarven deep»waguns
and mining-carts. Lots of dwarves keep
‘secornd caves’ here, or retire here from
surface life. It is perhaps the most wel-
comting community of the Deep Realm to
outsiders and nondwarves, and therefore
a place of wealth and quiet trace-dealings
that affect commercial activities in the
surface lands, and elsewhere in the
Realm.

Glitterdelone ¢

Population: 26,000 (average)

Titular Ruler: King "Gnarigar “Half-
Gnome” Flamebeard (LN dwarven male
F15]

This bustling, dirty cluster of caverns is
a smoky, noisy, always-busy place of rifig-
ing hammers and hot forges. The richest
metal-mines of the Desp Realm are here—
iron, silver, copper; and lead are plentiful,
and gold is also found. &£

Home to the clans Undurr and Zord,
Glitterdelve is a wealthy but hard-nosed
place, full of pushy dwaryes, Scenes of
many drunken fights between miners are
not uncommon.




Economy: Glitterdelve is a wealthy, -

- grasping place, its prosperity founded on
, the abundant, unusually-pure metallic
- ore-veins that meet here, Dwarven min-
ers have enlarged the delve six times over
Y, in the last 400 yearsy and still the metal

shows no sign.of mnﬁmg; out. Metal is
mined;

sinelted, and forged ini: trade-
hields, anesdwords here. The work
is netEonsidered first rate: niost’ dwarves
prize its good metal, but reworl
they get from Glitterdelve into the
blades and armor, with bettertemnpetdnd
‘shaping. IU's commonly held that the
dwarves of Ghlterdelve are always ina
+ hurry--toomuch of a hur'ry to do the best
 work.

H&ll' (5j: Eéboeé“ The
"Rppulatlon 3,000 (average):. .
Titvdar Ruler: i

monster attﬁcks. 1t is home Lo-ll

Talnoth. IL:is also, whispers say, h

evil human;-. half-elven, and even “dri
“wizards. Iis hame comes rom-the geri
{.66hoes caused by sounds made in the
1ral cavern of “The Hall?”: :
Economy: Miners and ‘weaponsmiths
e Halls many ]abyrmthlno crawl

ly: adorned and of ‘the best qualily.
“Ech -Blades" are, eagerly 8

POpU.lﬂIlOll 11 Oﬂ_ {dv
Titular Iiuler“ Deaep:,

ven male’ Flﬁ)

-smiths and potlers, Harlending is :
_the ¢lan Breakadder. It faces consdiilag,
~“tacks from duergar, drow, and less iritellt

.up:nearby long, I‘E;l(_,hlng mines and rifts

“that open inio deeper, darker levels.

i Harlending is a Serpent base, and often

seeIms a city at war, Soldiers and armories

are everywhere, and much of the every-

.+ day, serviceable-but-unspectacular out-
“put of dwarven arms, armor, and tooks

3 hat_

_jest their Jives awd;

' take a lively (betling) intej

A reclusive, -suspicious com 3‘7‘11; _of

‘gent monsters of the Deeps. These come ™

i

comes’ s't)ut of Harlendmgs ever-busy .

smalting-furnaces-and: forges.

Econemy: The smiiths and potters of °

Harlending live well but see little extra
¢oin, and never cease to gpum‘ble about it.
Harlending is therefore seeti:as “poor” by
the rest of the Realm, but “4lso as a
“eutting-edge” fI‘Oi]llB'}' city where all
must be.heroes, arnd young dwarves at
loose ends could prove themselves wor-

thy warriors of the Folk.

5 A UO (averdge)
“Tifutar Ruler ngh ‘Duke Dunderiau
Blooda};e (LG dwarven male F14} _
“The fat, rollicking’ruler of Rimmator
sets the tone for hisfolk: they party and
dehgh’[mg in jokes,
riment. Dwarves

pranks, and general m

- of Rimmator enjoy their swork, are always

eager for news f;‘om all oveméliaerun, and
in surface

‘pohtlcs and ddeH[uI‘ll’lg

pface, or the. Harvpeis Imhug ll’u

Shadow Thief plet in Amn, - =

I~Iome 1o, the clan Ey{JI‘ﬂdal, Ruumqtu]

_Bimmatm"s majo orfs.are its fiery
red wine and thiek, “rooty?-flavored
brown ale. Bolh a't* wized by dwarveq,

[¥is rather uninend]y, d1 of mty

' hoté to ‘clan Velm. It is 4 place of priva B

s, cliques; and secrets, and,. suiie say,

“irades with duergar and even dmw I

the sly:{Bertainly Sundasz dwarves:se
to'find odd magieal items up their sleeves
when trotible erupts. Vo,
Economy: Sundasz fs home ta a few
tiveless caravan-masters who ply a steady

*50°

“that eértain Folk are comirng “to Hal

1radv' to and from Underhome. Maost io-

: caIs sell their wares to these enterprising

Velrn: drtvers; and stay at home, keeping
to theriiselves: The-smiths of Sundasz are
known for-thein, well-made tools, which
are sold - éven ‘in surface lands. The
farmers of Sundasz grow fungi “greens”
that arc part of the staple diet of Realm
dwarves (but taste a little nutty and salty
to most human palates). The community

_is merely well-to-do, except for the hints

great wealth that must have bought its.
gic. There is a mystery-abeut Sundaszé

needs investigating: Perhaps a few hirad
(and expendable) ddvenlurers could
serve.. :

Tbﬂmﬂ EIR

Populatign: 5,600
Titular Ridler: First Hammer of Mora-

_-din Thungalos Tructemper (LG dwarven
“male P10} . :

This is a small, fortified monastic en-
clave. of priests dedicated 1o Moradin.
Keeping aloof from most Gold Dwarves,

U ihey- work continuously to influence
“events in the Deeps and surface lands, to

nelter the lot of all dwarves.
They have been known o hire.or ake
: lﬂ, wuh adventurm s of all Paces to

hun undcl gr"t)und lake, or finding and
sldymg the latest cloaker overlord with
' thg-Deep Realm.

Economv PThualurn is self-sufficient.
What it lacks, its priests go out and get, or

~.worshippers bring. from elsewhere.
TDwarven offerings- have made the

temple-city very rich, but wealth is seen

- only as a means (o bringing about the Soul
Forger's ends.

“.-»
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THE LOST KINGDOMS

In the norihlands of Faerun, humans
with little interest in dwarves, who have
seldom even seen one, have heard ahout
the Lost Kingdoms.

In taverns and inns, on nights around
crackling fires wheh the hour is late and
the tankards seem to Jeak constantly,
many mouths down the years have told
and retold the tales of the slow eradica-
tion of the once-proud dwarven king-
doms of the north, fallen before tireless

or¢ hordes, the depredatmns of rnagic-

using men, and waorse.

All that is left today are crumblmg -
ins, the names and tales, and the
of still'waiting treasure. The taleg'te
shining achievements, beight treasure,
and fell curses—the tales can go ou for
several straight nights, if travelers are
snowed in-together at an isolated inn or
hold.

The Lost Lands

A survey of what is known and what ve-
mains today of the vanished northern
realms of ihe dwarves is helpful to adven-
turers BBPkmg treasure, and to all who
want to learn something of the ‘feel’ of
things dwarvishi. Landmarks that remain

are listed under the kingdoms that they -

were once part of. If this seems a lot of
space to spend on yesterdays, bear in

mind that the glorious~past: of the
dwarves is the key to the sur viving Stoxt

Folk of today.

Access to mapg of the Re
helpful in understanding justswhat dwar.
ven lands lay where. Maps of particular
importance are 'IM4 The City of Water-
deep Trail Map and the maps in Fis The
Savage Frontier and FRY The Rloodstone
Lands, Those without maps can siill foi-
low the text just as most travelers in the
Realms, who 1may only have glimpsed a
map from afar in a temple, or clutched in
an officer’s gauntlet. Others must listen in
a tavern, learning borders from land-
mark to landmark. _

Here, then, is a traveler’s iniroduction
to The Lost Kingdoms.

s will be

Ammarindar

This weak dwarven realm was centered
in the Greypeak Mountains, and flour-
ished when the human land of Netheril
was strong, supplying many needed
metals to that land. Much of dwarven
knowledge and techniques of enchanting
iterns and combating hostile magic date
from chservations and the teachings of
Netherese sorcerers at this time.

-Ammarindar’s greatest rulers werg
haughty. King Azkuldar and the much
later King. Olaurin, a great warrior. Also,
Cueen Helmima, who skillfully saved most
of her. subjects and saw them safe to
southern deeps as her realm crumbled
about her, ruded this land.

Awmmarindar fell when Ascalhorn be-

came Hellgate Keep, and evil creatures
“overran the surface lands and the under-

ways all down the valley of the Delimbiyr.
Muost of its folk escaped to Oghrann, only
to-be scatiered when that realm fell soon
after. Many died in the savage fighting, es-
pecially the valiant rearguard led by
Queen Helmma, whn parvighied touhe Jast
dwarf, their queen among thermn. They
bought with their lives time for the less
warlike of. their people to flee south Trom
raiding ‘orcs .in the Vale of Naurogioth,

. known totlay as Bleached Bones Fass.

Ammarindar was abandoned v such

*-haste that cartioads’ Uftreasure were left

behind: Antorig the riches were.coins and

"genﬁsj Thetal-work of gl softs, and armor:
atidh weaponry of beadily-and the highest =
quidlity: Cartloads of it were so0n b:mught e

to Hellgate Keep.

Human scavengers brought more ot
via Loudwater in the years after ihe king-
dom’ fall. However, more is thought to

He, yat undiscovered, in caverns.and

caches all over the Graypeak Mountaing

(now a dangerous region of reaming mon-

sters, desperate outlaws, and Hellgate
Keep patrols).

-In particular, the dwarves of Amrmarin-
dar were known for their everbright ada-
manting armor. They fashioned suits of
full plate worked .into horns, ridges,
barbs, and crests of a shining blitesstiver
hue. The undead riders of Heligate Keep
are known to wear pieces of soms of this
armor, when they hunt hiinaris for sport
around the Shining Falls. However, most
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of this armor has gone missing, not in the
hands of dwarves, nor of any other
known plunderers of fallen Ammarindar
since. Several -fortunes in adamantine
must sflll lie waiting to'be found. The
greedy are warned that the adventuring
companies of the Black Band, the Com-
pany of the Horse, and the Company of
the Scaled Tail have all perished in the
search for Ammarindar's lost riches.

The Harpers have sent a general warn-
ing 1o adventurers of the North. It states

that the Royal Caverns of Splendar+

rmornn have been stripped of all frea-
sure, probably by those of Hellgate Keep,
and are now home to undead and’ [ell
creatures of even greater evil.

The borders of Ammarindar were al-
ways less clear than those of more north-
erly and westerly dwarven realms, but at
its height, the Throne of Ammarindar’s
rule extended over much of the upper De-
limbiyr valley. The King's seal was at

Splendarrimornn, the Shining Mountain, -

westernmost peak-of the pair that stands
west of the Shining Falis.

The borders of the realm were the .-

tree's edge «i along the High Forest (then
part of the elven realm of Eaerlann) south
to Dahaurock, a hook-shaped bare rock
crag just upriver of present-day Loudwa-

ter. From there, the horder crossed the
river and followed the present-day trade; -
road from Loudwater to Liorkh;, turning:
south at the eastern edge of what is now',

known as South Wood to take- in the

""Naurogloth. {Blaached Bopes VA )'"then
mafked the gouthern edge of the realm,
which took in all the Graypeak Moun-
tains, east alifiost 10 Dekanter, and then
north as fardsHorindon Lhar (High Gap).

~» The realm then took in-the castern hank
_ of the Delimbiyr {and the lands up (o the
‘motutalns, 10 the east) ag far south as the

confluence of the Delimibyr and the
Heartshlood, a place known as Karscragg
to the dwarves, There of old, two leaping
atone bridges spanned the Delimibyr, and
the realm of the dwarves crossed the

river with them, to command the western
shore as far as tree'd &dge, past the Shin.

ing Mountain to Dahaurock.

The Sign of the Realm of Arnmarindar
of old was a side-on, three-horned érown,
points uppermost, a four-pointed atar
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floating above each point of the crown.
This canbe found carved on some trails
high in the Greypeak Mountaing, and in

tunnel-passages in the dark hearts of

those mountains, but the dwarves of Am-
marindar seem noi to have marked their
horders with i(, or with anything else.

Besilimer

This dwarven realm’s nama and history
is forgotienn even by most  dwarves, al-
though two of its proudest works remain
as landmarks known. throughout the
Sword Coast North today: the Stone
Bridge and the Halls of the Hunting Axe,

Besilmer was founded ahnost as long
ago as Gharraghaun by dwarves under
Torhild Flametongue. Torhild and his fol-
lowers believed that the dwarves would
aiways be a beleaguered race, so long as
they mined in the mountains and fought
the other creatures who dwelt there,
most notably giants and oros.

The future of the dwarves, Torhild be-
lieved, lay in learning to farm, reshaping
the die wimﬂ*ﬂ} hof ke wyraniains, 1o
form beputifisl, pastoral, stable communi-
ties, living a7 pesca with aeighhoring men
and elves. In his vision, they would use
the native innovations and craft-of-hands
of dwarves to prosper as inventors, build-
ers, and repairers,

Accordingly, Torhild founded his realm
in the troil-infested hills of the fertile Des-
sarin valley, where no elf or other civi-
lized folk laid claim, and set io worl, The
trolls were eradicated, though they con-
tinued to raid, each year, from the Ever-
moors to the noe i Irrigation was begun,
and livestock herds accumulated and
bred.

Unfortunately, the unforiified -realm
made a tempting target to all hungry
predatois of the north; Trom wolves -in
winter to gianis in summer. The land also
suffered from being a dream held most
strongly by one dwarf, Torhild the Far-
Sighted. When he fell, slaying a hill giant
in single combat at the Stone Bridge, the
realm soon crumbled and was overrun,
Its farm-buildings Wwere plindered and
burnad, its two great stone structures,
the Bridge and the Halls, battered and
abandoned, Torhild's people fled south, to
join in another realm doomed to fail: the

Fallen Kingdom. Dwarves flesing from
Delzoun (see below) occupied the Halls
for 40 winters more, but succumbed {o
harsh winters, wolves, and ores in the
end, )

Persistent rumors tell of great riches
buried hastily by the fleeing dwarves, and
of magical treasures hidden somewhere
beneath the sarth near or under the
Halls, but no such treasure has yet been
found. Besimer is today forgotten, al-
though its sign, a wheel over a plow, can
be found on rocks at Ironford and on the
pylons of the $tone Bridge, as well as here
and there around the Sumber Hills (the
maodern name for the hills bisected by the
Dessarin, which lie fust south of the Stone
Bridge).

Its borders extended from tree’s edge of
the Westwood, east to Ironford, and from
there due east to the edge of the High For-
ust. Af thal time, the High Forest extended
further westwards than it does. today.
From there its borders went north along
that tree's edge to the short-lived lumber-
ing town of Caddarak, now marked only
by the stone hall of iis lord, Darthurn,
called by humans the Hall of Four Ghosts.

From there, the realm’s hborders ran
due west, skirting the hills that lie south
of present-day Yartar, ic Tsordvudd
(known today as Krypigarden Forest).

The Stone Bridge: This massive stone
arch spans the River Dessarin without
ceremony or accompanying seitlement,
rising lonely and weathered in the midst
of rolling grasslands without a road or
building to be seen as far as the eye can
BCALL.

Built long ago 1o link the two halves of
Besllmer, it was fashioned to span the
broadest imaginable spring flood of the

~Dessarin. [t rises in a great are, without:

supporting pillars, some two miles in

“length. 1 reaches a height of some 400

hundred feet above the waters of the Des-
saprin,

The dwarves explain the awesome size
and continued survival of the Bridge to
the fact that it is also & temple to Moradin.
Lawful good dwarves still make pilgrim-
ages to the Bridge, said to be one of the
Soul Forger's favorite spots on Faerun. On
at least one famous occasion, the god ap-
peared on the Bridge to aid dwarves in
need.
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It occurred in the waning days of the
Ironstar clan. Driven out of their holds by
orcs, the pitifully few surviving dwarves
fled south from their kingdom, down the
west bank of the Dessarin, harried by
trolls and orgs, They were led by their
King, Daurvos Frostbeard, an old and
wounded warrior-lord who had lost his
sons in the savage fighting when Ironstar
Mountain was taken by the orcs.

Daurvos continually led the young

. dwarven youths, his great-grandchiidren

among them, in rearguard skirmishes 1o
proiect his people. His daughter Tammas
Forkbeard led the dwarven wives and in-

. fants on to the south.

On the Stone Bridge Daurvos fell to ore.
blades, and was ridden over as the orcs
routed his shocked companions and
swepl south after his kin. After they had
gone, the wmortally-wounded King
crawled 1o the very top of the Bridge, and

cried aloud to Moradin to protect the

Ironstar people out of his mercy, as there
were none how left in the Realms to do so.
And with that plea the old King fell from
the Bridge, dead, into the waters below,
There was a flash of red light, and a
clang as of metal siruack, that smote the

ears and reverberated like the tolling ofa -
great bell for sume minutes. Looking .

back, orcs and fleeing dwarves alike saw
a great dwarflike figure, fully 20 feel
high, standing upon the height of the arch
outlined in red flames.

The dwarf upon the bridge had eyes
like leaping red flames and a sweepmg
beard, and bore a red-glowing hammer in
one bare hand. He swung the hammer in
a circle above his head, faster and faster,
and then hurled himself down from the
Bridge like a meteor, to land hissing in the
water helow.

There his light faded, and he rose from
the walers bearing the limp body of Daur-
vos like a dotl in one hand. Cradling it
carefully againgt him, the armored dwarf
wepl, silent lears streaming down his
face, and as he wept, he ran towards the
orcs. Muttering in fear, they turned to
meet him as one, and he charged into
their midst without a word.

At that, Tammas Forkbeard rallied her
people to fight, and led a charge back at
the band of orcs, to aid the newcomer. But
even as she reached them, she saw that
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right and left tirelessly, ighoring the
hlades of the ores, and they were talling

like rain around him. Scon the lasi of -

them fell at the feet of Thmmas, {ron a
blow of that awtul hammer.

As . Tammas looked at the dwaef, the

sign of a hammer and anvil appeared in
outlines of fire upon the breastplate of his
armor, 21¢! she knelt in the midst of her

thanks, recognizing “{hdt this was indeed
Moradin,

But the Soul Fm‘ger merely held over
her his hammer, siernly pointing south.
‘Shie scrambied up, and lad ier people on.
And all that day, a5 orcs vode after them,
Moradin strode ai their back, The dwarf
who towered 20 feat tall smore down all

- who threatened the lasi of the Ironstars,

slaying ores as u farmer threshoes wheat,
until no more came, and the dwaives
came to Ironford at sunset, and could g
no further:

Then & flash and clangor came once
more, and the survivors of the Tronstar
clan were dlone again. On the wrf where
the god had stood they found the hammaer
and crovn of Daurvos, but his body was
gone. It was this crown that the first of
the dwarven Kings of the Fallen Kingdom
wore, and it was to the Fallen Kingdom
that the last of the Ironstars went,

Dwarves revers the Bridge for this rea-
son, and will not suffer anyone 1o settle
near it nor control who may oross it, The
bridge is of weathered granite, an skill-
fully fitted thai it seems zimosi of one

piece, and is six paces broad. Ithas no par
apet or railing on either gide,
The Halls of the Fantiog Axe: The

rubble-strewn Halls of today rise out of -

thick brush that cleaks ihe moat and gar-
dena that surround the sione walls of this
sprawling building. Ruofless aid window:
less, the arched walls of the Halls veach
o the sky like dead fingers, pillars heve
and there tising out of the brush.

Colored glass can be found amid the
rublile, sigeesting that the huge arched
windowes pinteing the walls of the labyrin-
thirie Hails wera once mosaics of colored
light, like ihe rich temples of Waterdeep
and more souitherly lands, Today this
glass is gathered and sold by peddiers,
and is popular in iha nor ‘h for use inmak-
ing bottles.

The Halls themse

slves are. said 1o he
stripped of any valushiles reachable with-
out digging. Tons of sione have collapsed
atop the cellars in severs! places, and
fantastic wealth may lie baried helow,
Monsters—particularly leucrotia and
chopplogengers—haunt the ruins, and

make searches perilous indeed. These in.
hdblmms both seem 1o prefer o atlack by

= Hall Uf Four Ghosts: The Hall is a
Indx slate-roofed, leaking structure with
a hesutiful vanhed celling, and several
rail-less il sione stairs ascending to
galleries and hanging apartments. It is
haunted by the ghosis of four lovers {two
dwarves, an elf, and a human), whose
mounting mistrus{ of vach other led to

1 1f“/f %&C{} '5/\\9 *{é E

murder. It is known as The Hall of Four
Ghogts today, the presence of the dwar-
van Jumhering town forgotien,

Frow the vast storage cellars of the Hall,
tunnels run eastwards boneaih the High
Forest, under lands then sottled by elves,
to interior areas inhabitad then only by
monsters and a few dryads and korred.

The dwarves built several fortress-
holds 1o retreat to, for protection if at-
tacked while working in the woods. Most
are lost and overgrown, but those known
tomen include the Slmnghold of the Nine
#rd Harnmer Hall.

Diareth

This vanished realm of the dwarves lay
north of #ashemen. in the mountains that
divide the Great Glacier from the CGreat
Ice Sea. Sertled by dwarves who first
came to the Bloodsione Fands from the
south {from worked-out, individual clan
holds in the mountaing south and west of
Unther and Mulhorand), and reinforced
by later arrivals who fled from eastern
Pgtsoun, Boretewas shriofly prospercus
land.

Pareth was toanded almost 4,000 sum-
mers ago as a realm of linked caverns un-
der the rule of its first King, Orloegbar
Snowbeard, wino renounced. his-clan
mambership to found the ruling house of

Dareth. The mountains held few gems,

but rich vaina of metal-bearing ores, and
the forges of the dwarves worked tive-
lessly.

Men caine to what is now Hoarbridge o
trade with {he dwarves of Dareth, “The
Ice Kingdowm." The dwarves tunnelled
ever further into the mountains, and even
cut into the depths of the Great Glacier,
followity rich ore-veins:-

One spring, no dwarves came to trade
with the men—without word or explana-
tion. The Stout Folk simply “came no
more” Their work, mainly armor and
waaponry, was still avidly bought and
#cld around the lawless, fledgling human
sottlements in the area, and word of their
sudden silence was 2lony to get around..

Wwhen Delzou% began to crumble,
dwarves who lived and mined the east-
ernmosi reaches found themseives cui
off from their brethren hy the fall of
Felbarr. Some flecd south down the De-
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sartsedge, bul others made a titanic irek
across frogen Anauroch to the Moonsea
North, and. theénce through the Blood-
stone Lands. to reach the Mountains of
Dareth,

They soon learned why little had re-
cently been hedrd of the dwarves from
the Inner Sea South who'd first fouwnded
the kingdom, A realin of white dragons
{and bestial servant creatures) was lo-
cated at.the northern end of the moun-
tains. “@nce the dwarves had broken
through inte their caverns, brutal war
had begun. In the end, the dwarves of
Dareth hdd heen dmven into:a few doap

caverns’ - Jl

The Motiitains of D.:u*e1h had become
“the Peaks of Cold Death” 16 human trad-
ers, who sought the besieged dwarves in
vain, but found white dragons on 'lhf‘
wing all too often.

The dwarves from Delzoun resgued 111(‘
surviving falk of Dareth with a vicious at-
tack upon the dragons' besieging servant
creatures, The dwarves fled to a lone
mountain that stood apart from the rest,
‘which: they named Mount Sundabar in
honor of a city in the Northkingdom that
they'd left behind. 'T'here they founded a
new citadel;-electing as King one Embryn
Shattered-shield, who left his ¢lan to take
the name of Dareth. o

The white dragons s00n attacked )

Mount -Sundabar, employing magscai
items of great foree and unknown; & 1ak
origin, In the efid; the Mountad
tered, the dwarven hdld laid e
dwarves fbugh-t-'.’on',' however,
dragons whenever they could: reach
them. They became skulking attackers
who swarmed all over the Mountaing of
Dareth, until no dragon wassafe in'its lairn,
and the bones of both dwarves and drag-
ons littered the mountain range.

" Intheend, the dwarves and dragons de-
stroyed each other, in a final confronta-
tion on the broad mountaintop now
known as Heroes' Height. This opencd the
way for humans te hunt and cut lumber
in the rich lands that became Armridge
and Sossal. The caverns of Dareth were
explored and.plundered of all valuables
left by the dwarves, but recurring mon-
ster atlacks madé the mines too danger-
ous to work. And so they remain today,
home to dangerous creatures who feed

““hire) for men, such as recently redi
¢ ered Gauntulgrym. Their work endiires
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on the occasional*higmans or dwarves
desperate or reckless énough to try min-
ing the riches of lost Dareth again. '

Dareth’s horders lay within the moun-
tain range named for il, plus MowritSin-
dabar, Herpes' Height, and the: h]gh
yalleys between,

The Sign of the Realm, almost unknown
today, was a row of three peaks with a
stone hammer, head to the right, horizon-
tal above them.

Delzoor

The famous Northkingdom of the
dwarves, named for its beroic founder,
Delzoun is only a shining memaory today.
Onge it stretched from the lee Mountains
in the Utter North to the Nether Moun-

tains in the south. It was bordered on the

east by the Narrow Sea (now vanished;
the Great Deserl lies there today), and on
the west by -8ilver Moon Pass (just east of

preseni-day Silverymoon) and the Dharn- o

vudd (the Moonwood). The world was
2,000 years younger then.

Delzoun was atich and proud land, perahe aiid iree-rts Faoming fone, T

haps the pinnacle of dwarven power. Tts
smiths crafted intricate and beautifui
mechanisms to ease-every task, the great
dwarven families grew rich and famous,

-dabbling in poetry and even fdshion, and

gold shone everywhere aboul the persons
and homes of the:dwarves of Delgoun.
The dwarves ranged- across ihe, North,
building holds for (hemselves and, (for

wtill, They were a happy and hearty pao-
ple, but that is all gone now.

Toddy, Delzoun is largely Wllderldz}d&
fought over by dwarven patrols and orc

raiders. Citadel Adbar guards the richast:

mines still known to the Longbeards (the
dwarven clders of Adbar), and the ores
harry and menace dwarves and men alike
on all sides. The ancient frade-road of fit-
ted stone hlocks, built by:King Adbarruns
50 long ago, still runs from:the Citadel to
the Fork. Thers it splits, running east and
west.

One road runs east lo ruined Ascore,
once a port or the Narrow Sea. It is still
rumored to contain treasure, and: some
fell evil that keeps even orcs away from it.
Its stone towers are 2 landmarlk for ad-
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veniurers doing “The Long Run” up or
down the edge of Anauroch, seeking to
avoid the waorst predators (human and
otherwise) that infest the lawless easiern
Sword Coast Northlands,

The other road‘runs west to Sundabar,
now ‘a city of men. The Fork itself was
once marked by the grand mansion, of the
dwarven hero Ghaurin, bul today every
sione of that piace is gone, and the land
hides its cellar-caverns, so that the roads i
remain, They simply meet, without ]
marker or sign of any habitation, in the
wilderness.

The old weslern Delzounian hold of . -

Felbarr is now held by orcs, andknownas &
“The Citadel of Many Arrows,” and the -
central dwarven villages of Osstkar and

Meruindelve have utterly vanished, even
their locations known only to a few of the: 1
oldest lLongbeards. Save for m '
forgotten dwarven tombs tunnelled i
the mountains all about, nothing else]
mains of the once-mighty: Nor thkingd

“The 8ign of the Realwr was a'dol
headed, horizontal hamme, in a anph-
e be
found on mutiluied way-markers -here
and there wildun the old borders of the
land. No human explorers have yet fodnd
a marker that someene—probably an org, :
in mos. cases—nasn't pried the gems cut
of,

Fita)

Citadel Adbar

This mighty fortress is hamed for the
ancient dwarven -king Adbar (actually
“Adbarruns” in full, though only dwarves
and sages know that), who built-it-over
1,000 years ago when the lands abdut
were Delzoun, the Ncrthkmgdom of 11’16
dwarves. . : :

Duarried of gmn- t'*nr‘ utadel o4n
house up to 60,000 dwiHrves in comfor’,
men wili {ind its clc,fenil\fo umnc] adn ‘
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wall-ways oo dark
neath its icwers lie miles upon Tritls
linked rooms, on many levels: the store-
hevses and living quartsrs of Adbarrim. f
Fhe Ciadel Is ruled today, by King ;
Harbromm, whose ceaseless patrols keep
the nearby mines and this last large hold I

.ol the dwarves in the North from being
overrun by the everpreseni, numberless | |’

orcs. Perhaps another 2,000 dwarves in
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the mines and mountainside holds submit
to his rule, and their numbers dwindle
every year (births simply do not keep
pace with battle losses).

Citadel Adbar still produces the finest
metals in the North, shipping out axe- and
pick-heads, ‘forge-bars’ of unworked
metal, and sword-blades by caravan to
Sundabar. Orc attacks on the dwarven
miners and the caravans have cut down
on the Citadel’s output in recenl years,
raising market prices for its top-quality
goods throughout Faerun.

The banner of Citadel Adbar bears the
Forge-Mark of the King in red upon a sil-
ver field: an upright single-bladed hand-
axe enclosed by a circle of flames.

The Failen Kingdom

This now-vanished realm was a short-
lived effort to stem the demi-human de-
cline in the North by uniting elves and
dwarves and humans in a commonly-held
land. The kingdom was smashed by the
repeated attacks of vast orc hordes, al-
though the slaughter done to the ores
drove them back north for generations.

The Fallen Kingdom had many names;
the ‘real. one’ has been lost with the pas-
sage of time, mixed up with the names of
the Kingdom's various districts {(such as
Ardeep, Delimbiyran, and Thaltekhth).
The-term ‘Fallen Kingdom' today refers to
the rolling wilderlands due east of Water-
deep, although this was only the north-

‘western end of the long-ago united realm.

When founded {1 the famous Council of
Axe and Arrow in The Laughing Hollow),
the Kingdom had Three Kings at orice! an
elven King, Ruardh Lightshiver; a dwar-
ven King, Torghatar blood of Bharaun; and

_a _human King, Javilarhb “the Dark".

Snowsword. It also had two Dukes; a

gnome and a halfling:. Ulbrent Handstone . .

and Corcytar Huntinghora, respectively,

All three of the original Kings perished -

in battle, as did two elven successors, Fi-

nally, at the collapss, the dwarven re- -

placement, Oskilar son of Fauril died, as
well. The two Dukes survived the collapse
of the kingdom, and led their peoples in
battle in the'area for many more years.
The Fallen Kingdom collapsed when
maost of the elves gave up the endless war-
ring (which sickened them), and took ship

westwards ta the realm established ages
before by the most farsighted of the elves,
Evermeet. There were too few dwarves
left to continue open warfare with the
endless orcs; they retreated to more
southerly holds, or to human cities.

The humans had grown ever more nu-
merous over time, They had outgrown, in
fact, any need for an alliance with other
peoples. When their demi-human part-
ners left, the humans continued to hold
the land, inviting displaced halflings from
the Calishite lands to settle (particularly in
the lands about Secomher), and bolster
the weakened strength of commerce and
settled civilization ini the area,

In this, the humans of Waterdeep were
aided by a small group of moon elves,
who lingered on for another age in Ar-
deepforest. These elves believed in
working with humans—particularly ad-
venturers—io respect and guard the
land together: It is thought that the Harp-
ers began under their guidance,

The borders of the Fallen Kingdom,
when it was first formed, are known to

Maye een as-follows: from Mount Helim-

brar at the sea northeast to what is now
Ironford, an area koown of old as Rarg's
Hold, due to an old bandit-keep located
there, one of the first human habitations
in the Sword Coasl North. From there the
border ran southeast to the Dark Hills,

‘the stony, broken hills that lie between
. ‘Waterdeep and Secomber, and to Secoin-

ber, -where the riders of the Kingdom
conmanded the lands perhaps a day’s
ride around the fledgling settlement.
Fromi there, the Kingdom's bordsrs fol-

lowed the southernmost tributary of the

Delimbiyr; the Ulbanlur (Highmoorflow),
south and east along the edge of the High

Mocr;-up to Evendusk Lake (The Mirror. -

of the Moor, the lake due south of South

Woed). The berder then ran southwards -

with' the edge of the Moor, taking in the
Serpent Hills before turning back: north
around the western edge of the Moor,
wlhiich it foliowed, along a string of now-
vanished human castles, north to about
where the Way Inn now stands, There it
turned-westwards to the sea, 1o the Seato-
wer of linyth.

Before this fortress was blasted to rub-
ble by fell magic, it served as a watch-
tower seawards, and as a base for

56

motmnted patrols defending the Kingdom
against troll and bugbear attacks in the
area, It also allowed elves to guietly take
ship there by night, flying by magical
means down the rugged cliff to board ves-
sels that then slipped away towards Ever-
meet. It is thought that over 7,000 elves
slipped away from the faltering Kingdom
before its fall in this way, leaving the

bloodshed and tumult of Fasrun behind.

There is one old legend attached to the
Kingdom that still seems active today: the
1ale of the Ghost Dwarves. The ghosts of
its first dwarven king and his bodyguard
are said to still roam the lands. They were
ambushed and slain by hired duergar in
the heart of the kingdom while on their
way to answer a (false) call for aid. The
dwarves are said to still ride to aid those
in need near the River Dessarin, from its
mouth as far north as Ironford.

The Ghost Dwarves appear as shining
white transhicent figures in plate armor,
on horseback and armed with great two-
handed war.axes as long as spears. They
gtrike silently but viciously at ore-kin and
other evil creatures only, and the bite of
their phantom weapons visits the effects
of magical fear and repulsion on their tar-
gets. Many travelers swear that the Ghost
Dwarves have come to their aid, when
they were attacked by ghouls, brigands,
or goblin- kin raiders near the Dessarin.

The Sign of the Realm was a circle, usu-
ally inlaid with white quartz or marble
chips, around -three side-on spired
crowns, It can still. be found on toppled,
overgrown way-markers around the
edges of the High Moor, but only by those

“who seek them cut; bugbears and goblin-

kin raiders seem to hate the Sign, and al-
ways tear down markers that bear it.

- The Houss of Stone: Fast of Ardeep-
forest, near Waterdeep in the Sword
Coast midlands, rises a huge square
tower. It has come to be known as ‘The
House of Sione’ after an old thuman) chil-
drens’ rhymae:

An elf calls the deepest wood his own
A human everywhere may roam
Bui a dwarf just wants a house of stone.

The fortress was built a thousand years
ago by dwarves under Turgo Ironfist, a
huge citadel to help defend the shared hu-




man, dwarven, and elven kingdom
against attacking tribes of ores, hobgob-
lins, bugbears, and trolls. The dwarves
excavated huge, many-levelled storage
granaries out of the rock, and over them
built a fortress cunningly crafted of fitted
stone. '

In old tales, the House of Stone is said to
- have many hidden doors, sliding rooms,

and chambers that rise or fall in shafts
like buckets in a well, It also is said to have
dangerous traps designed to. capture in-
truders. Rumers persist of rich treasures,
such as entire rooms full of gleaming gold
coins, and closets crammed with gems
mined by dwarves who were dust long
ago, alt over the north when the moun-
tains were still young, Most importantly,
an armory for the defense of the kingdom
is said to have been collected here, includ-
ing weapons of powerful magic crafted
by the elves and by the mighty smiths of
the dwarves of long ago.

Until they vanished recently {presum-
ably gone to Evermeet); the mooh elves of
Ardeepforest guarded the House of Stone

- closely, letting no one near it: Several ad-
venturing groups have set out from
Waterdeep to explore it in the last three
summers, butl none have yet returned.

The famous bard Mintiper Moonsilver
was allowed to see the House of Stone
some years ago hy Eroan, archinage of
the elves of Ardeepforest. He reported to
the Lords of Waterdeep that its gates
wera apen.

“A hill giant had forced them apart
some months before my visit! he said,
“for its huge corpse hung just beyond, im-
paled on a massive, ram-like stone ¢law
the length of a warship that had sprung
out into the space beyond the doors. The
elves just smiled when I asked if the place
was full of stch traps, and said it was best
to assume so from safely without its
walls” '

It seems unlikely that later visitors will
bear Mintiper’s report in mind; even now,
talk in Waterdeep holds that several
bands of adveniurers are equipping
themselves in the cily for assaults on the
citadel's fabled defenses, despite others’
recent failures.

Ilefarn Mountain: East and north of
Daggerford on the Sword Coast, up the
river Delimbiyr, stands Illefarn Mountain.
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Once it was an important metal-mine and
stone quarry for the dwarvés of the
Fallen Kingdom: It was the seat of King
Devin in those long-ago days,-but is pres-
ently a dangerous place.

Gharraghadar

This small but prosperous dwarven
land was named for its principal city,
which stood where Mirabar is now. It in
turn was named for its foumder, a mighty
dwarven warrior.

Enriched by the most accessible of the
rich mines developed by the dwarves, this
dwarven realm was centered around the
Tanhur (the dwarven name for the River
Mirar), and ruled by the Royal House of
the Helm, a now-extinct dwarven family
whose greatest kings were Anarok
{(whose named is echeed in Anauroch; it is
not known if the fwo names have any con-
nection) and his sm Befavir, Their seat
was the Iron Tower in the center of Ghar-
raghaur, which has utterly vanished. Its
great storage-caverns, however, still
serve as the granaries and safe-caverrs of
rich Mirabar.

Gharraghaur was the first of the great
dwarven kingdorns to fall to orc attacks;
its people were too busy mining to arm
themsélves in numbers enough to with-
stand the orcs before it was too late.

At its height, the borders of this realm
were as follows (using the old dwarven
names wherever possible): east from the
sea at Lyntara, a blue-veined, uninhabited
rocky headland north of present-day Port
Llast, to (laurimm, the lofty volcanic
peak known today as Mount Hotenow.
Thence east down the Nethlur {(Neverwin-
ter River) to Nethultok (its forks), and

from there northeast to-Anaurdahyn;-:-

now known as Twilight Tor, the northern-

- most hill of the range of knolls that ends--

in the south at Berun's Hill. From there,
the border ran east to the meeting of
Shardyniur (Shining Creek) and Gaurly-
nlur (the Goblintide River). North from
there, the land of Gharraghaur continuad
up the western bank of Shardynlur, into
the depths of Vurykvudd (the Lurkwood),
tending northwest to the isolated
drumlins of Marak’s Tor and Havyltor,
whose bare rock heights rise out of the
green deptha of the great wood. From
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there, the border ran north to the open
vale of Khedrun, named for the legend-
ary dwarven hero whose warriors first
secured a foothold on the surface of the
Northlands for the dwarves. The valley
runs northeast to a high meadow, Khed-
vallahir, deep in the mountains of
Barakmornolor. Barakmornolor, inciden-
tally, means the Spine of the World, a
translation preserved as the formal
modern-day human name for the mighty
range, also known colloguially as “The
Wall” The realm encompassed it and the
many mines reached hy it,

These were the earliest of the rich
dwarven mines of the Sword Coast North.
Many, particularly in the upper Vale, are
now worked out or strongly held by orcs
and worse. However, those to the west,
along the Wall, provide much of the

riches of Mirabar to this very day. A sum-

mer seldom passes without another find
being made, somewhere along the west-
ern half of the Wall, All races in the nerth

generally refer to the Wall as being di-

vided inta eastern and western halves by
that flanks it. The
borders of Gharraghaur followed the
Wall west, claiming on average two peaks
northwards from the edge in all places,
until the border reached velauniur
(Blackraven Kiver).

The Ice Lakes region served of old, as
they do now, as mating and nesting
grounds for many beasts. They were also
home to many kobolds then. The little ter-
rors, coupled with the many monsters,
made the region too dangerous for busy
dwarven miners interested in gems and
metal, not in dewning tools every third
breath or so to fight off some new at-
tacker.

--Gharraghaur's borders-accordingly fol-
lowed the eastern bank of the Velaunlur

- -gowil W the Talurand ihe south barik of

that river down to the sea. Gharraghaur
had nu port, trading instead with
Haunghdannar to the south, and unde-
rland with more southerly realms.

T did have two large surface fortresses.
The .first ware. tha keeps of Orglaunt,

which stood where the Blackraven joins”

the Mirar, in the northeastern angle of the

- .confluence. The other was Halanaskarr,

whiich stood just south of the Lurkwood,
at the headwalers of Shining Creek. Both



have been robbed of their stones hy later
builders, and are marked now only by
overgrown,. water-filled cellars carved
out of solid bedrock. .
. The few adventurers who have pr ubed
¢ . these watery ruins andiived io tell of it re-
pori that the dwarves may have forgotten
0 leave, any tréasure bhehind, but more
9 evil- creatures have found the flooded
depths 10 make admirable lairs,

The Sign of the Realm can be seen on
mirkers that still flank the Mirar: trade-
road: lour vertical, diamond-shaped
gems, in a triangle with the la1 gaai gemin
its center.
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Haunghdannan

This smillzand little-known realm was
centered on the mavintaing east of Leilon,
‘ _and. home:to the (mly known dwarven

| seafarers.

| - the sea is thougﬂp io have driven the
) i ©dwarves

; vizalul rapidly dwindied, as ship after ship

! that put oul did not return, except for

small fishing boats that never Jéft- the
sight of land. The land was everrun by
: bu{:,bedrq trolls, ogres,-and ores;, -

have been forgotten

Haunghdannar’s port now lies beneath
the sea, off Leilon; it was known as Bar
rhindlan; Some intrepid adventurers
have scarehied the deplhs for it, but if any
found il and stnvived, they've made no
sound.about it in the Northlands.

The remnaint of the realm most impor-
tant to the folk of today is Southkeypt, an
uriderground hold that once defended
the eastern border of the realm. The
dwarves of Haunghdannar are thought to
have come from some larger, wealthier
kingdom, for they used a vast array of
magical weapons in fighting off the orcs,
bugbhears, leucrotta.and trolls numercus
in the region. Legend whispers that
Bouthkrypt still contains many of these

of Haunghdannar mad; the -

*The remnants of the Hatngh Dwarves,”
are;thought to be the Madﬁ\’ém ds of today
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magical weapons—advenlurers add that
it is also’home to many fearsome crea-
tures that have taken up residence in re-
cent times.

- Haunghdannar'shorders arg somewhat
uncertain; il is thought that the dwarves
never marked or fortified them. Elmin-
ster believes that they curved in an egg-
shaped arc inward from the sea just south
of Leilon, inland to take in the mountains

" in which Southkrypt ecan be found,

known as the Maruutdin to the dwarves.
TFrom here the border turned sharply
west at. the end of the mountains, though
excluding the {roll-infested hills that con-
tinue northwards, to seek the sea again,
south of Neverwinter Wood, .

The $ign of the Realm is found on the
doors of Southkrypt, and can be founid hy
the observant on sume of the stones used
by men to.build Leilon's wallé: it is a
saven-poinied star, over.a fish facing to
the left, floating abéve a mountain peak,

heomnestoes.

This short-lived realm grew around the
holds of only one clan—the Ironstar clan.
They became very rich {rom their delv-
ings, and mastered the art of instiliing
magic-in items better than any prewous
dwarven smiths,

The Ironstar-Masters were famous in
thelr day, as they woerked under fropstar -
ountainyafid - its  sister “peaks of.

gk, and Wyrmitongue. Tigether
sie the three mostsoutherly péaks
of ‘the range-of moutifiins north of the
Rive*Surbrin, just above its condtlugnce

- with the Rauvin. It was here that gndmes

and halflings came regularly with barges
to trade with the busy. dwarved, taking
the Lwnous. armor and.weapotils away
south for .‘:d]C to humans u up and down the
Siword Coast.

These mounmins, and the land south
from: them to the river, were all‘the land
that-the Throne of Ironstar eveér com-
manded. Yet Iranstaris regarded today as
the most mighty of the dwarven king-
doms, after Delzoun.

Tts smeith-craft -was matchless; ‘and its

people inidustrious. Yet in the end, the
throne failed to hire mercenaries enough
to hold their caverns against the ever-
attacking orcs, and they were routed,
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The [ast rernnants of ithe Ironstars were
rallied by their aging king, and led south;
to eventually join The Fallen Kingdom,
That sad story is befter related by The
Stone Bridge, under the.entry for Be-
silmer; above. Also, please refer to the
chapter Clans for their eveniual fate.

The Sign of the Realm was the Ironstar
clan sign: a four-pointed white star gleam-
ing atop a rugged black iron anvil,
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Thigs realm lay in what is now the Plain
of Tun and the surrounding mountdin.

ranges, It claimed the Belbryn as its own,
a hunting-range north of the Laurviniur,
the River Reaching, east of preseni-day
Hills Edge. The Helbryn was a great open
area of roiling piains, extending north to
the elven lands of Evereska. -

Oghrann was founded by the mighty
warriér Thordbard Firebeard, who was

-its first-and greatest king. Over the yoars

that. followed, beset. on all sides by
engimies—lizard men, nomadic human
iribes, ywverigamand deusia! bughears,
trolis, and goblin-kin races—ihe kingdom
declined. The realm was swep away by
disease and war even before the mere
northerly kingdoms of the Stowut Folk fell,

Oghrann encompassed all of the. great

circle of Tunland and the mountain,
surrounded it the-

ranges that
Stormhorns on the east, and the Sunset
Mountaing, Far Hills, and Fasting Peaks
on_ the west. These mountaing were

i knt)wn to the dwarves of the time collec-

t:vely as ‘ol Araubardk the Great Shield.
Thordbard  established  regular

_mnunted patm]s into the Helbryn, al-
‘tough he-forbade settlement there. It
was o he the hantng-preserve of -the.

kingdom, whereas Tun Plain was to be its

“livestock -farm: The-Halbryn ran north-

wesl from Wind Peak to The Winding Wa-

- ten, taking in Skull Wood; the woodland

norihwest of present-day Hill's Edge. The
Wind Peak is the westernmost peak of the
junset Meuntains, just north of present-
day Corm Orp; 1 ignamed for a hole in its

spire throwgh whikth the wind howls and.

whistles, Tiowever, the border skirted
Boareskyr's Fopest, the large wootlland
further northwest, known to the
dwarves as Wurgymvudd, ar Ugly-Wood




et

Y
@

;ﬁ{;\\y

because of the large nurbers of evil and
rapacious creatures that roamed there,

The Helbryn's horder followed the
Winding Water northeasi as far as the Tor
of Swords, which stands just east of the
most northerly of the easternmost loops
thai the ever-twisting river makes,
roughly north-northwest of the Hill of
Lost Souls. From that tor, the dwarves’
hunting preserve ran westwards to the
ever-expanding Anauroch, skirting
Evereska by a day's ride, and followed the
edge of the sands southeasi 1o the moun-
tains of the kingdom proper, encompass-
ing all the rolling plains within an ares as
large as Oghrann itself.

Such a Jarge territory was impossible Lo
defend, especially for only 26,000
dwarves, al most. it was soon lost. The
realm's very existence is forgotten even
by most dwarven elders, to say nothing of
human sages. .

The Sign of the Reaim can be found in
deep caverns in the Sunsst Mountains, It
can also be found here and there in the
Stormhborns, such as Dark Wind Pass, a
.. high and perilous trail known to few he-
ings alive today, 1ihat crosses the
- Brormhorns by way of old tunnels cut hy
the dwarves, seast of Skull Crug. 1t is a
curved hunting hern, opan end to the ief1,
with a six-pointed star above it, and an-
other beneath it. . - .

Hill ¥ Lost Souls: This jsolated, grass-
cloaked peak was an armed camp at the
time of the Batile of Bones, whers the
armies of men raised their standards and
tended their wounded. That was the Year
of Tattered Banners, just over two centu-
ries ago. From here they went down to
the plain to make war on the goblin-kin
races that had overrun the dwarven

- Helbryn.: It was to here the dying res .-

turned, to gasp their last or to be healed if
possible, Beveral haunts are said 1o lingor
here still, long after the dead have been
buried and the armies are gone.

In more recent times, the Hill of Los
Souls has been used by spellsingers ag a
meeting-place, and by the Hierophant
Druid Pheszeltan to work mighty
weather piagics.

It is a place sacred to Wanderer
dwarves, who believe that the gods often
walk here. Here the famous dwarven ad-
venturer Thelarn Swifthammer is buried;
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he is said to have been entombed with a
hammer of thunderbolts and a great war
axe that can palllightriings when wielded,
as wedl ag heing huried with a fortune in
gold. At least ome grouy of adventurers,
the Men of the Blue Blade, has met grief at
the hands of bre hands while Tooking for
Thelarn's viches. The HM {5 aird by some
to be an extinel volcano, and to have,
deep in its interior, a great shat't with gem
lined cavities opening olf of u.

The Far Hills: The remnunis of ihe
dwarves of Oghrann dwell iy subterea
nean ‘wells' beneath the Far ills, and

number some 7,000 in all. There are three

large wells, and two smaller cnes. The
large ones are Thelarn's Fist, Sabrishon,
and Iritasker. The smaller ones are Ues.
tingpool and Tunthryn. Each well is dormni-
nated by a single clan, and ruled by an
elected council, which must have repre-
senfatives oi it from afl clans whose mem-
bers dwell in 11e wells,

The “walls” are so neined hacause they
are gigantic cavarns ghaped like inverted
cones. The walls of the oone are ringed
with a spiral road or pathy, off of which
open the dwelling-caverns, halls, and

59

GWairvei:  dawdiy.
The bottom of the cone is filied wit: wa-
ter, natural underground lakes, which
are prevalent in the area, and whaoo wa-
ters eventually feed two great rivers: the
Chionthar and the Tun.

The dwarves fly about the inside of the
comes on giand, trained bats und pass cargo
across ihe great bowl ehing on cables, and
pulled by the recipients. These bats also
emerge o the couniryside to hunt at
night, sometiines with lance-bearing, fool-
hardy dwaiven riders. Fish ace carefully
raised and hied in the wells, for the dwar-
ven dining-lables. Hanging fungi gardens,
enriched by the guano of the bats, who Juir

on the cavern’s high ceiling, hoth lght tha,

well and augment the dwarven diet, Nets

hung low above the well eatch any falling .

folk, debris, or carrion, keeping the waier
clean, Dwarven moving-stone pumps and
endless circular bucket-chains hring water
up from the well to tap-tanks 1l around
the spiral road, e

Fried fungi are a delicacy among the

dwarves of the Far Hifls, who sell the gi-
autf, fleshy mushrooms they grow in Tast-
ing. Many subterranean oreatures attack
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the wells, but thus far the Zhentarim

" agents active in the area hdve not both-

ered the dwarves.

The dwarves of the wells do not openly
use the Sign of Oghrann, it each well
proudly preserves a way-stona in its
Council Hall. These way-siones were once
part of a line of boundary-markers that
crossed Tun Gap near the present-day
Bridge of Fallen Men,

Sarphil

Of old, this realm encompassed the
eastern end. of the Moonsea, and the
mountaingrunning north to what is now
Glister. Beset by orcs and elven resistance
to surface expansion, the dwarves of
Sarphil tunnelied under what is now

" Mulmaster, going deép to pass under the-

Lis. Their delves, sought hy adventurers
in the Mulmaster region, are called “The
Lost Ways.”

Dwarves of Sar‘phil dweioped spemal
moving-stone pumps to keep the waters
of the Lis at bay, as they extendad their
underways westwards to the rocky
heights north of present-day Elveniree,

The Scarp sought by the dwarves is to-

" day much reduced in height; the dwarves.

duarried it from {he top down for its rich

- veins of coppar. They were perhaps the

purest and largest dpposlts in tho known
Nor'th.

The elves of the Elven Court resented
this intrusion, anid repeatedly attacked
the dwarves. Before their numbers and
magic, the dwarvas were forced back. In
the end they had to abandon all of the
southern shore arin of Sarphil, retreating
east and north into the mountains.

The only trace they left behind is the

name of the city. of Hillsfar, after Clan.

Hillsafar of Sarphil, principal miners of
the Scarp. Clan Hillsafar can be found 1o-
day'in the land of Vaasa, on the other side
of the Dragonspine . Mountains (see the
chiapter Clans).

~5arphil was founded by Nitythra Nama-
forge, who became its first Queen, Her
son, Raulauntar, proved to be an able and
astute warrior, and is said to have person-
ally slain over 20,000 ogres, as he defended
the fledgling realm against atiack.

Sarphil’s fal is a story common to most
of the other Lost Kingdoms; its warriors

were too few io hold what they had
seized, and faced too many enemjes. The
last king of Sarphil was Dauringogh “the
Doomed!” He disappeared in deep caverns
under Mount Throndor, in the Dragon-
spine Mountains just soutly and east of

Glister, as duergar and drow, in a rare alli- -

ance of the depths, hariied the Sarphilan
warriors northwards,

Sarphil never had clear borders. Its
hastily-abandaned caverns, the Lost Ways
and all of the many linked caves and pas-
sages that honeycomb the Dragonspine
Mountaing, are said (o hold enough
wealth to buy at least six kingdoms (or so
the minstrels say).

The Sign of the Healm was a crossed
(double-ended) pick and hammer, above
an anvil, It can be seen to this day cut into

‘the westerpmost face of the Searp, facing
‘Hillsfar across the bay.

Many dwarves, perhaps 18,000 in all,
still dwell in the Dragonspines today, hid-
den away in small, isolated caverns and
high holds among the peaks. 'They have
no king nor organization beyond clans

ter new riches.

Shanatar was a wealthy, prosperous
land, where dwarves farmed the surface
with hired gnomes and halflings. These
dwarves grew taller and stronger than
their cousins in the Deeplands to the east.

Ruled by a succession of wise, strong
Kings, the Shanatarans kept a strong, vigi-
lant army, a vibrant society with music,
fashion, high cuisine, and happiness val-
ued as much as wealth, Their inquiring,
philosophical minds were always busy.
Ehanatar is: rightfully regarded by wise
dwarves in the north as the pinnacle of
dwarven society, whereas Myth Drannor
represented the height of their social co-
operation with other races, and Degloun

at its zenith was the most populous and

waealthiest of their kingdoms.

Most Gold Dwarves see Shanatar some-
what differently. They see jt as a frivo.
lous, decadent place where "dwarves

- grew weak as elves,” and eventually paid

the price for it. They also discount the
gloriea of Myth Drannor for the same rea-
son, and believe that Delaouns popula-

and families, and do not trust each othersey stiots amd:riches kave. heen exaggeratled

enough to do more than trade.

An adventuring brotherhood, the Axe
By Night, provides messenger and
monster-killing services, and peddies
tools, needles, ¢heese, sausage, beer, and
other goods desired by the dwarves. They
buy what each hold has to offer, and sell it
to other holds. They travel up and down

‘the mountain range, but they operate

mainly in summen, and:take care not to
lead Zhentarim or ore patrols to the hid-
den holds.

Shanotar

‘The only known lost reahn of the. ..

dwarves in the Souih is Shanatar a land
that flourished over 5,000 years ago.
Dwarves from Shanatar first explored
the Sword Coast North, secking new
sources of metal to replace their worked-
out ruines. T the north most of the Shana-
tarari dwarves fled, when human
seltiement, duergarn, drow, and monster
attacks drove them [rom their land. Par-
ticularly troublesome were the dragons
and deep worms, both of which the
dwarves had disiurbed as they delved
ever-deeper and climbed ever-higher af-
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with the passing years,

The last King 07 Shanatar was Orligrimm
Stormbeard, of the ruling house of Stratha.
The house of Stratha admitted dwarves of
any ¢lan e iis ranks, and chose kings hy
council, o keep the crown in the hands of
the most worthy, rather than having the
crown pass by blood succession. In Orli-

grimm’s time, fell sorcery given to men hy -
. the drow and duergar first made human

power i1 Calimshan great—at the cost of
the kingdom of the dwarves.

Where the dwarves had taken over an
uninhabited land ravaged by warring ele-
mentals, the nomadic tribes swized the
rich ‘holds -of- ths dwarves,” These
streteched from present-day Calimport to
Voiothamp, roughly the-entire southern
watershed of The Marching Mountains.
Tius began a struggle-of swords -and
magic that was to last over 3,000 years,
ere the Bhoon Empire rose to power, en-
forcing stability again in the region.

Diwarves flooded north, on a long and of-
ientbloody irek to the holds thal their most
daring merchants and adventurers had
built. There they founded new kingdoms:
‘the Lost Kingdoms of the north that we've
looked at earlier in this chapter!




In general, dwarves remain in the
Sword Coast North today only near the
b richest delvings in all Faerun, those deep
7. and dangerous metal mines known collec-
: tively as ‘mithril mines. These diehards of
the Stout Folk usually dwell in heavily-
fortified holds on the surface. Their cita-
dels, ready military might, and savage
courage keep the ures at bay from year to
year, between the onslaughis of the great
ore hordes.

In the Moonsea North and Easling
North, dwarves are less threatened by
orc attacks, but still tend to live in forti-
fied communities, generally with hu-
mans, or in their own well-guarded holds,
near mountain mines,

The remaining fortified cities of the
north ruled by dwarves include Citadel
Adbar, Ironmaster, and Ironspur. These
setilements, and others having important
dwarven populations, are detailed in pre-
vious Realms sourcebooks: the boxed
FORGOTTEN REALMS™ game hoxed cam-
paign sct, FR1 Walerdeep and the North,
FR5 The Savage Frontier, FR7 Hall of He-
il S 4 De eniry on Bruener Battlehammer

being the chief source of dwarvish infor-

N

$.
“: waiis dsarein) and FR9 The Bloodstone

Lands.

Very brinlly, the latest figures on signifi-
cant (eiihier Lirge, or a large proportion of
a settlement’s citizenry) urban dwarven
populations in the North are as follows:
Bloodstone Village: 880 dwarvas (out.of
7,600, almost all human). '
Citadel Adbar: Dwarven rule under King
Harbromm; 14,360 dwarves.

Fireshear: 7,900 dwarves {out of 15,400,
the rest mainly human).
Heliogabalus: 5,100 dwarves {oul of
26,480, mainly human).

: Clamnaster Strogue Sstar (LG F9); 9,200
1 H'\}\YHT Vg, .
% © Ironspur: DW:;[I"\’BH mlc under Wigh Iron
Dulee Murnaros (LN F11); 3,890 dwarves

" (out of 4,700, the rest human),

Liorkh: 300 dwarves (out of 2,400, aimost
& all humansh.
. Mirabar: 4,100 dwarves (out of 23,700,
. * ~the remainder human).
i Mulptam: 2,030 dwarves {oul of 6,900, the
: remainder human).
I Neverwinter: 4,600 dwarves (out of
' 17,990, the rest mostly human).

Ffronmaster:, Dwarven. rule. nnder Lord. .. - .

Praka: 2,020 dwarves (out of 11,790, the
remainder mainly human).

Silverymooi: 4,200 dwarves (out of
29,290, of all demi-human races and hu-
mans),

Sundabar: 8,600 dwarves (out of 36,000,
the remainder mainly human).

Thmrav: 210 dwarves (out of 470, the rest
humans and half-ores).

Trailsend: 2,100 dwarves (out of 8,280,
the rest mainly human).

Virdin: 360 dwarves (out of 1,520, the re-
mainder mainly human)

Waterdeep: 7,100 dwarves {out of
149,890, of ali races, mainly hwman; per-
manént residents only—summeriime rise
to 8,600 out of 509,000 +).

Individual dwarven clan holds can be
located wherever a DM desires. They will
always be in rough terrain or under-
ground, usually far from coasts, and sel-
dom near marshes or large lakes.

Landrrarks

The Stout Folk, the greatest builders of
all races in Faerurn, have left many traces
of their presence in the Realms. Even
above the ground, they have left an im-
pressive number of landmarks, not part
of any dwarven kingdom past or present,
but of interest to dwarves (and adventur-
ers of other races) nonetheless.

Some of these landmarks arve detailed
below, Others appear in the sourcebook
FRY The Bloodstone Lands,

Durlag’s Tower: This stout tower rises
amid in gently-rolling hills nearthe south-
ern edge of the Wood of Sharp Teeth, in
the Sword Coast midlands. It is the keep
of a dwarven hero of old, the mighty war-
rior Durlag “Trollkiller; son of Bolhur
Durlag.amassed treasure of legendary
proportions during his adventuring ca-

- reer, and stored it here, protected hy

many magical wards and self-devised me-
chanical traps.
Durlag took a lone, spired crag for his

-own, and with the help of dwarves hired
 with gold and gems, he hollowed it .out

and raised his tower atop it. Durlag is long
dead, and many have come seeking his
treasure over the years, However, some
fell power (a lich, some say, with undead

‘sarvant beholders) has recently taken up

residence in the tower. Its defenses keep
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Durlags treasurs safe.

The Dungéon of Death: This aban-
doned dwarven gem-mine was developed
by itrepid adventurer-dwarves of the
Despdelve clan. They took to this indus-
try after the dwarven kingdom in the
area had fallen, and the land was overrun
with trolls, orcs, bugbears and worse.

The Deepdelvers were slain and driven
away by a small band of medusae, and
they in turn fell o a troll invasion. The

. gem mine got its present welcoming name

from this time. A self-styled “Troll King)
one Glarauuth (a giant two-headed troll)
took up residence in the former dwarven
hiving-quariers (uppermost levels), and
sent out raiding-parties across the north.
They took human slaves, who farmed the
land around for their own sustenance,
and were imprisoned between shifts in
the old gem-mine. The borders of the
nameless iroll kingdom. wete greai pens,
patrolled by captive catoblepi.

Because the sole purpose of the slaves
was to produce babies for troll dinner
tables, the grim place became known as

“The Dungeon of Death? It was reclain e o

by dwarves of the Foehammer clan snme
90 years ago, but these brave beards were
too few to hold the rich gem-mines, and it
has changed hands many times since, ac-
guiring bone-chilling legends of urawung
evil down the yaars,

The Buingeon of the Ruins: Thls an-

. cient dwarfhold was sited atop three adja-

cent hills, hills whose rock was rich in
gems! Minet by dwarves over the years,
the hold fell long ago in a bitter clanwar,
and gnomes, halflings, and humans all
fought over (and dug away more of) the
hills in the years that followed. After ihat,
there were only a few pillars, wails, and
stairs remaining of what were once three
linked hiil-forts atop labyrinthine mining
delves.

Legend still whispers that gems galore
lie wailing to be found among the ruing,
but few have returned from recent explo-
rations. A thessalhydra is said to lair there
now, surrounded by its giant, frog-like

offspring, and various monsters it has .
mated with, in a bestial colony of savage, ** -

far-ranging predators.

Earthfast: Once a thriving commuhity
of 100,000 dwarves, this dwarven city
now holds only a tenth of its former

:‘




strength. Located in a high mountain val
ley in the midst of the Earthfast Moun-
tains of Impiltur, Earthfast seems a grim,
doomed city.

Few women and children live there to-
day. The bustling trade that once went on
is now limited to a few brave peddlers
from other cities who slip through the
goblin-kin patrols to reach the city, bring-
ingseeds and frult, cheeses and textiles to
trade for the famous war- goods of Earth-
fast.

The dwarves that remain:in Lhe city
mine and fight valiantly, beset by'ores and
goblins who have recently gathered to-
gether in attacks aimed at eradicating the
rémaining dwarves. The city is a gloomy,
silent place, but for the noises of smithy-
work and war. The dwarves of Earthfast
- fight silently, too, though they do utler an
.. gerie low, rumbling réar of victory when

a battle is won.

. Earthfast is ruled by a single herednary
Ipader, the ironlord. The . current lord,
“fbrg mac Cei, ‘commands the army and
“keeps law and order in the shrinking city,

" miseds Dlack-bearded. foul-tempered dwarf,

he is prone to bombast and overstate-
mait. and bas recéntly trained his (roops

in the use of polearms to:augment their -

traditional crosshows, axes, and swords.-

Torg has laken a liking to the canaiies

" -used by dwarven miners in the north. In
wariner caverns of’ thé south; glowing

fungi betrays bad-air by a changein hue, -

but it dies in the chill air of northeriy
delves; so they have turned to these
winged companions. He can often be seen
carrying a beautifully-wrought birdcage
with him about thé city, even in the midst
of battles. The ironlord Inét both wife and
son to orcs some time ago:

Very few creatures of any race earn the,

- trusi of the dwarves of Earthfast. This is
true even: of most other dwarves, There
are notable exceptions, including King

. Azoun.of .Cormyr, who has a.long- -

standing treaty of alliance with Earthifast,
King Azoun is said t¢ have heiped the
dwarves in the past.

Recendly, a mysterious human female
warrior of great fighting-skills has been
seen fighting alongside the dwarves.
Some say that she is a renegade witch of
Hashemen, and others that it is one of the
Knights of the North, cast out of the Cita-

del of the Raven by the Zhentarim, Other
traders who have seen her say that it is a
woman of fierce temper and a regal man-
ner, possibly a petty ruler or courtesan of
a more southerly land. The pirate “gueen”
Shandagara recently vanished from the
waters of the Vilhon Reach, leaving her
abandoned ship wallswing in the waves
still laden with ireasufe—spirited away
by magic, obviously. Perhaps she came to
Earthfast. Pressed on-: this point, Elmin-

- ster merely smiled enigmatically and said

that some things were best revealed in
good time-—~and revealed they would be,
though the time might not be good.

‘The dwarves of Earthfast are skilled
weaponsmiths, and their axes are espe-
cially valued. A full suit of Earthfast plate

can fetch a staggering price, for it is said -

to be the equal -of Tronstar-work: the
equivalent of furdl plate + 2 (conferring an

" Armor Class of — 1), without being magi-

cal. Armor from -Earthfast:is extremely
rare, however, and under no- circum.
stances can the city's dwarves be cornmis-
sioned to make new armov for outsiders
(they are far too busy figiting and repair-
ing their own armor for the ogngoing

. fray). Most of the Earthfast armor in exist-

ence fits only dwarves; the few suits that

are larger tend to be close-guarded family

[Feasures; in-Sembia, Amn, Waterdeep,
and othér wealthy places (such as the Pal-
ace of King: Azoun;:in Suzail).

The dwarves of Earthfast have been
fighters beset by enemies for so long that
they all consider their forebears to be he-
roes, Thus, every. dwaffbears the name
of ‘his father; “mac” means ‘son of; 50 a
typical dwar{ of Earthfast-will be a silént,
moody, usually grim:miner named Lleu
mac Gwydython, or Pryderi mac Immath.

This city is described here hecause
much of it is abandoned aiready, and be-
cause the rest of it seems doomed to fal!
from the hands of the dwarves sooner or
later. It will then be one more dwarven ca-
suialiy in the long wars with the ores.

“Gauntulgrym: Recently rediscovered -

by a Waterdhavian adventuring. band,
this long-lost underground human city
was built by the dwarves of Delzoun long
ago, It lies somewhere under the Crags
sorth of Mirar Vale, the valley of the River
Mirar. It is just west of the road linking
Mirabar with Longsaddle. Gauntulgrym

is known to have an underground river in
which troglodytes lurk, at least one
dragon-lair accessible on the wing, and a
still-functional magical forge.

Halfaxe Trail: The tragic tale of the
Trail is in the FORGOTTEN REALMS™
Campaign Set; space forbids us to elabo-
rate here. Elminster altests that the with-
drawal of the elves from the area has seen
immediate dwarven activity here. They
try to reclahm the Trail as an overland
trade-link from the port of Harrowdale,

-gponsored by a small but rich dwarven

bratherhood there, the Black ‘Helm. He
suspects- that armid the gonoms-. Hbd
halfling-crewed caravans are more than a
few mining-wagons, as the dwarves re-
sume their long-agb-interrupted task of

tunnelling into the treasure-filled defiths

of ruined Myth Drannor, Elminster wains
those greedy enough to follow the dwar-
ven lunnels that Myth Drannor's deeps
contain more sirange beasis, and power-
ful undead than any other known under-
realm of Faerun.

‘Settlestone: The ruins of this northern

city, in the mountain spurs near the head- .

waters of the Surbrin, mark the route to
the long-lost glories of fabied Mithy i Hall.
More of the Hall is told in YR7 Hall of He-
roes, and in The Icewind Dale '1’1*1]ogy of
novels,

- Even for-those not daring the dangers
of the mountain caverns in search of the
riches left by the fleeing dwarves long

ago, the crumbling towers of Settlestone '

provide a landmark, meeting-plice, and
temporary shelter for many prospectors,
hunters, and adventurers in the north.
Orcs seem to avoid the place, and so it
provides a refuge for dwarves, humans,
halflings, and elves.

It has its own legends, too: somewhare <

in the walls of one of the deep wellshafts

beneath Settlestone'’s towars iz said-tahe. -« -

the hidden entrance to a rich treasure-

crypt. The dwarves who knew the way in-
all perished long ago, and the riches wait

there in the dark. They are guarded, it i
said, by a mechanical giant of metal and
gems, who wields magic but.csAnnot be

harmed by magic.’ Adventurers, Ehain: -

ster assures us dryly, are still looking,

5
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Duergar seern io be massing uncer

Turmish, on the southwestern coast of .

the Sea of Fallen Stars. They gather for a
great strike north into the underlands of
the Dragonreach, currently held by the
drow and studded with isolated dwarven
and svirtnbelin enclaves,

The duergar are said to be led by a
dark-skinned dwart of great height— per-
haps twelve feet—who has sirange magi-
cal powers, including the ability to hurl
gusts of wind with his gestures. The gusts
can pick up. and hurl fully-armored
duergar into cavern walls with erushing
force. This self-styled “WarkKing" is called

Olorn Ridaugaur, and claims to be the son:”
‘of Deep Duérra, apparently a demigod-

dess worshipped by some duergar.

Blithkarr Touchstone, a dwarven smith

- of . Neverwinter, reports that the Mad-
‘beards have returned. This crazed band

of herserker fighting-dwarves is thought
1o dwell somewhere on an island near Lit-
tersea, in the Trackless Sea north. and
-west of Ruathym. Frofh time to time they
‘_'ulh,f »aid ships of the Northmen,
nd’ a1l suck: ships on to autack Sword

L gusi shipmity and even the smaller har-

Duis up and down it

Such ‘deathships’ are eerie sights: wal-
lowing, wild-pailed longships, their hu-
man crews slumped dead at the oars,
while howling, laughing dwarves with
beards longer than they are tall caper.na-
ked 'up.and dgwn the decks, waving
bloodstained Wdeons and singing
strange songs when they see prey nearby.

Madheards are crazed and fearless, and
will attack anything living that they can
raach, from shipwrecked men clinging to
floating wreckage to fully-manned Wa-
lerdhavian warahlpa They are a menace

to alt'who sail the | icy seas of the Sword

Coagst north of Mintarn. So far this season,
according to Blithkarr, they have rammed

+and sunk three wooltrading boats bound

3
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. for Mirabar, sét fire 1o a Luskan warship
and slaughtered its crew, and battered a

merchant caravel racing for the safety of
Waterdeep in a rail-to-rail boat race that

svent on for three days and nights, until

the caravel ran onto rocks and had io be
abandoned.

i Luskan and Watcrdeep are said to he
readying scouring-fleets, and merchants
sailing into Mirabar are hiring escort war-

- ships, for, as the s

o

gying in Neverwinter
goes, “You never know-tvith a Madbeard”

The adventuress Lurath Thoenabar of
Hillsfar returned to that city three rides
ago in wild high spirits, makjpgigthe
rounds of the taverns with a boastful tale
of findiig a lost dwarven hold in the
Eastwall, that towering peak of the'Dra-
gonspine range that rises above all the
rest at the eastern end.of the Moonsea,

near the mystérious Ironfang Keep. She -

answered dishelieving comments in The
Flouncing Firedrake by opening her tunic
to reveal a mithril pectoral emblazoned
with the sigil of'an axe, set out in gleaming
rubies each as big as a man's eye.

n the general lunge for her that fol-
lowed, she slew three men with steel nee-
dles that seemed to leap out of the
pectoral like crossbow bolts, al her will,
She then battled her way clear of he
place with her usual blade and by huriing

a shining axe that spun through the air: .

like a striking stirge, darting back to her
hand repeatedly.despite obstacles and.t-
tempts to grab it

Lurath has sworn:o return to Hillsfar
with more dwarven treasures, and buy
up her favorite parts of the city! Since
making thal boagt, stié has vanished. Her
present fale and whereabouts are un-

Jnown, though there seem to he many
-mewcomers in theeily of laie, searching

the: streets after dark. Some have whis-
péred that they recognize agents ofCa-
launt, Zhentil Keep, Mulmaster; and ¢ven
dertain rich Sembian merchant’ concerns

‘Howeéver, their arrival in the city ymaynot
~ be connected to Lurath's revelations.

Though as.locals of Hillsfar have-been
heard to say, even the gods pIobab]y
think otherwise.

Somewhere in the mountains east of
Glister, the dwarf Helarn Hammerblood
the Younger, of the Black Peak (which
rises near The High Dale, in The Thunder
Peaks'that separate bcmbya and Cormyry,
slew a white dragon of mongtrous size. s
lair was a deep blue ice cavern carved out
of the heart of a living glacier, choked
with the bones of eaten proy and the gold
and gems they'd carried. Many of the
dead seemed 1o be dwarves of long ago,
still elad in gleaming mailshirts-and or-
nate armor of chased metal set with

thought to still be néar the glacier, in l

B gems; feeble magic still glowing about it

despite the passing of ages. There were
also dragon bones to be seen: the rem-
nanls of at least three previous owners of
the glacier-cave hoard. :

Helarn brought out just one treasure: a-

glowhammer,as made by the dwarves in_
the days when Myth Drannor was being
built and peace between the Thréeé Peo-
ples (elves, dwarves, and humans) held

i fway over the Moonsea North, as to-
., gether they fought off ore, flind, and.ogre
attacks.

Helarn plans to go back, but hunters
out of Glister have already reported see-
ing armored riders on griffonback wing-
ing their way north. They have also seen
ai least onpe dragon—d large black wyrm,
according o the observer—in flight over
the glacicr; fighting over the hoard freed:
by Helarn'imay have begun already.

Helarn's ¢companions, a small band
Awarves known as the Silent Axe,

1%%’%?
irig. Helarn has met with severak
spected dwarven crafismen in Sembiaj

and whispers have begun the rounds sty m‘, 18 -

he has discovered some long-lost magmdl
weapons of the dwarves of the North,

. Adventurers returning to Tilverton

from explorations in the Desertsmouth

Mountains report that a full-scale war has
broken out between the ores that have’
long infested the mountains, and

dwarves, pmsumably those of Tethyamar

ruled by Ghallin, seeking to reclaimthe
ranges ahd caverns ﬂiat Were once thair:
own.

Despite the vast numemta] supP]‘lOD:ty
of the orcs, the human observers (16 Car-.
myrean men and women, of the Compah;y--.
of the Bald skull) believe that the dwar'veu
have the upper hand, “Not a valley, or
gully did we see that:ditn't' have a dozen}

" or more rotting orcs in it said the wars:

rior Guthryn of the Company. "In sever
days scrambling in the mountaing, we
must have seen 6,000 or more dead oros, 1
counted only 11 dwarven bodies.”

The Company witnessed lwo skir-
mishés and reporls that the dwarves
seerni.to be armed with warhammers that
glowad with light, and were often

thrown. They werd armored in ornate

full plate armor, and waded stolidly
through howling, stabhbing ores with their




.

axes, as though cutting firewood, until
the surviving ‘grunt-goblins' screamed
and fled.

Some sages in Cormyr believe that the
Iron House may have succeeded in retak-
ing their long-ago realm of Tethyamar,
driving out the orcs. Reportedly, the orcs
have recently lost much of the fell magical
support of the Zhentarim, now that Dag-
gerdale has largely fallen, and Cormyr is
consolidating its hold on Tilverton rather
than raiding into Daggerdale. Others say
that it is far too early to tell what has oc-
curred, and that speculation, while both
inevitable and fun, is dangerous and irre-
sponsibie, on such slim information.

Adventurers seeking a way around The
Great Glacier on the east, from the Blood-
stone Lands to Armridge and Sossal be-
yond, have arrived safely in Sundice.
There they told tales of finding dwarves
frozen inte the Great Glacier, armed and
armored with gear of an excellence and
design rarely seen in the Realms these
days.

The adventurers, the Men of the Red

. Kestrel, produced a long sword and =

warhammer to support their story. These
have been purchased by Fldaerim of Sos-
sal, who has also offered to spensor the
Men for another foray into the Glacier, in
return for the first three items of worth
that they find.

The news has spread from Telffarmm,

where the wizard Nathlaeris maintains a

regular sending service to and from the
mage Anothaer of Sossal.

Baoelakkin of Phelzol, who calls himself
“The Easternmost Smith of the Dwarves”
reports seeing a flight of dragons low
over the city, flying westwards by night.

Baoelakkin has recently. sponsored sev- .

eral expeditions of human adventurers
into the eastern mountains of Semphar,
where he believes rich dragon-hoards lie.
Baoelakkin believes that dwarves once
lived in great numbers in Semphar, over
10,000 years ago, and some of their
wealth and work could well lie in those
hoards.

An abandoned dwarven hold has been
discovered high up in the Star Mounts,
that almost inaccessible mountain range
in the heart of the High Forest, in the
Sword Coast Northlands, The discover-

ers, an intrepid band of adventurers
called the Drawn Dagger, who flew over
the forest on griffonback, found the hold
only when they landed on a wide moun-
tain ledge to rest their mounts, and found
carved door openings into the mountain.

The dwarves evidently used aerial
mounts tod, as well as elevators and spiral
stairs. The extensive held is being used as
a lair by a large band of harpies, and the
adventurers had to flee before they could
explore it. However, their spokesmouth,
the female human warrior named Maran-
thra Shaunsalyn, swears that some of the
harpies wore everbright gorgets and

* strings of gems and metal targes (shaped

and decorated metai plates strung amid
gems for body adornment, used only by
dwarves and barbarian human tribes).
They reportedly wielded metal maces
and warhammers of fine make, almost
certainly plundered from the hold. -

No sage of Secomber (where the adven-
turers landed) or of Waterdeep knows
what dwarves made the hold, or when.
The entrepreneur Onthiir Athklut of
Amn has offerad a:3,000.g0id pisne fee to
any member of the Dagger who will guide
an expediticn mounted by <him to the
hold.

The elven sorcerer Anlyth of Secomber
hds warned all miterested parties that
great dangers——probably far worse than a
few harpies—Jurk in the area, and it is

- wise not to disturb them, if one would

live..

When the ancient dwarven kingdom of
Shanatar feli, the throne of its king was
lost in the ruins of Brightaxe Hall. The
Hall stood near present-day Keltar, and
was razed hundreds of years ago. In the
confusion of the fray, no one knows what
became of the Wyrmskuell Thirone, ™"

It was fashioned of smooth-polished
black obsidian, its feet impaling the skuils
of four elder great wyrms, all blue drag-
ons, sages say. It had magical powers, in-
cluding the ability to teleport on
command, but always to a levitating posi-
tion above the ground, somewhere cho-

- sem by the«thron%"f{ original enchanter,

not the person on 1!

Sages have long thought that a fool-
hardy human warrior or shaman sat on
the throne while batile still raged in the
Hal, only to vanish “elsewhere” after
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commanding the seat in ignorance.

Recently a pirate hauled out of the sea
off Zazesspur was interrogated as to the
whereabouts of treasure by greedy mer-
chant captains employing magical aid, He
told a wondrous tale. Somewhere in the
Race, near the Sea Tower of Nemessor, is a
small, tree-clad island with the shape of a
horseshoe, the open end facing towards
distant Tiulmere.

In the lagoon, guarded by the arms of
the isle, a fantastic collection of seawrack
has collected over the years, brought in

by waves and trapped in the already-

choked waters,

Masts, decking, and the broken prows
of ships are tumbled together with
smaller debris. Gleaming cains and shat-
tared seachests, and barrels galore litter
the waters. Underwater in the center of
the pool, a black arch-backed throne,
with four huige, toothed skulls as feet.

The throne floats at mid-depth, unmov-

‘ing yet not touching anything; as the wa-

ters swirl around it. Seated in it, as
though held there by some invisible force,
ie a human skeleton clad in still-bright
robes. He was upright, clutching at the
arms of the chair and staring endlessly
into nothingness.

There must be some magic to this, the
pirate swore, In all the time he was on the
island, neither skeleton nor throne was

.moved by even the fiercest waves. Two

tendays passed ere the sea brought the pi-
rate a smali skiff, in which he made a per-
ilous run. for the coast.

The pirate, one Havilos Thrunn, was
promptly jailed, still soaked and more
dead than alive. The next morning his jaik-
ers found the cell still wet with seawater,
but empty, the door locked. The man has

- not.-been seen again,

The tale of the throne is all over the
Sword Coast. At least one Calishite mer-
chant ship was seen making for the

treacherous shoal waters on the south- -

western slde of the Race, waters usually
avoided by all but pirate ships. The Ca-
lishite vessel, Haerno's Hippocampus sug-
cessfully slipped between two islets

known as the Tusks for their sharp rocks -

and ran straight into an ammbush involving
at least three pirate vessels. The vessel’s
fate is unknown, but it is now six days late
at its expected port-of-call,
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