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Dwarf 
 
 
Average Height: 4'3"�4'9" 
Average Weight: 160�220 lbs 
  
Ability Scores: +2 Constitution, +2 Wisdom 
Size: Medium 
Speed: 25 feet 
Vision: Normal 
  
Unarmed Attack: Punch or Kick (Strength) 
Unarmed Damage: 1d4 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Craft, +2 Weapon Group  (Axe) 

or Weapon Group (Hammer) 
Defence Bonus: +1 Fortitude 
 
 
Cast Iron Stomach Dwarf Racial Trait 
Your dwarven constitution makes you inured to all but the most 
virulent poisons. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: You gain a +5 bonus to your Fortitude Defence against 
poison. 
 
 
Stone-Footed Stability Dwarf Racial Trait 
As long as your feet are planted on solid ground, you are 
extremely difficult to move, trip otherwise overcome. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: You gain a +5 bonus to your Fortitude Defence against 
all Bull Rush and Knockdown attempts made against you. The 
bonus also applies if you are grabbed and the grabber attempts 
to move you; and if you move to block an Overrun attempt. 
Special: Any other attack against your Fortitude Defence that is 
designed to push, pull, hurl or otherwise move you or knock you 
prone, is also subject to the effects of this trait. This trait only 
works as long as the dwarf is standing on solid ground. 
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Dwarf Talents 
 
 
Earth Strike Dwarf Talent 
The ground begins to vibrate, as the angry Dwarf taps into the 
power of stone to land a devastating smite upon his enemy. 
Recharge | Supernatural 
No Action 
Trigger: If there is one 
Prerequisite: Dwarf 
Area of Effect: Mêlée (weapon) 
Target: One creature 
Attack: Weapon Group vs Fortitude 
Effect: Make an attack with a mêlée weapon. This attack is 

made with a bonus to hit equal to your Constitution Modifier (or 
+4, whichever is higher). If successful, the attack deals 
additional damage equal to your level. 

Using Earth Strike is not an action, rather it is part of another 
action. Whenever you make an attack roll you may choose to 
apply Earth Strike, but you must decide you are using Earth 
Strike before you make the roll. The bonuses from Earth Strike 
are in additional to any other bonuses to hit and damage your 
attack might have, even if those bonuses are derived from 
other talents or spells. 

Even if you can use Earth Strike more than once before the 
power needs to be recharged (by way of the Extra Earth Strike 
feat) you can still only use this talent once per round. 
Dwarven Resolve: When you take this talent you gain 4 hit 
points. 
 
 
Mineralised Dwarf Dwarven Talent 
In the service of the High King of Gunstadtan there is a cadre 
of elite dwarven warriors. These stalwart souls have gained a 
greater and more profound connection with Stone. Their skin 
takes on a rocky appearance, that deflects attacks against 
them as easily as plate armour. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf, 11th level, must have been the subject of 
a Ritual of Mineralisation. 
Area of Effect: Personal 
Effect: The dwarf's skin becomes hard like a rock, yet pliable 
enough that it is does not limit the dwarf's dexterity or 
nimbleness. The dwarf gains a +8 racial bonus to his armour 
class. 
Dwarven Resolve: When you take this talent you gain 4 hit 
points. 
 

 
 
Mineralised Might Dwarven Talent 
Some of the dwarves that undergo the Ritual of Mineralisation 
develop an increased strength, toughness and endurance. 
However, this bonus is at the expense of the dwarf's mental 
faculties. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf,  Mineralised Dwarf racial talent, 11th 
level 
Area of Effect: Personal 
Effect: The dwarf gains a +4 bonus to his Strength ability 
score, and a +4 bonus to his Constitution ability score. 
However, his mind also begins to calcify and he takes a -2 
penalty to his Intelligence ability score. 
Dwarven Resolve: When you take this talent you gain 4 hit 
points. 
 
 
Tenacious Tunneller Dwarven Talent 
Many mineralised dwarves gain the ability to tunnel through 
earth and stone like some giant bearded mole. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf, Mineralised Dwarf racial talent, 11th 
level. 
Area of Effect: Personal 
Effect: The dwarf's fingernails blacken and elongate, 
hardening into diamond-hard digging utensils. The dwarf gains 
a burrow speed of 20 ft through loose earth, and a burrow 
speed of 10 ft through solid stone. Although burrowing 
creatures cannot be seen they may, at the GM's discretion, be 
heard with an opposed skill check (Perception versus Stealth). 

The burrowing dwarf leaves a tunnel in his wake. The dwarf 
and creatures of size Small or smaller can navigate these 
tunnels without a problem. Other Medium-sized creatures can 
move through them but with difficulty (they must Squeeze). 
Creatures of Large size or larger cannot follow the dwarf down 
these tunnels. 
    Additionally, the dwarf's burrowing claws can be used as 
crude weapons. They still inflict a base 1d4 damage (as a 
normal dwarf's punch) but this is true damage, and the dwarf is 
considered armed when fighting with his claws. 
Dwarven Resolve: When you take this talent you gain 4 hit 
points. 
 



Neil McClean 28/12/08 HD&D Dwarf | Version 1.1 3 
 

Dwarf Talents 
 
 
Unflinching Fatalism Dwarf Talent 
Lo, It is written that the gods of the dwarves will be betrayed 
by the bitter and spiteful Laduguer, whose duplicity will usher 
in the End Time. Great Clangeddin will die in single combat 
with Venthrir an ebon giant, who will wield a sword made from 
the bones of Clangeddin's sons. Moradin himself will be 
consumed by the blind Vathek serpent, that will awaken from 
its slumber and hunt down the All-Father. Dwarf and god will 
perish on the day the world burns in fire. Dwarves do not fear 
this future for they know there is nothing they can do to 
change it. However, it does give them a unique perspective 
that inures them to more mundane challenges. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf 
Area of Effect: Personal 
Effect: You're going to die. If not today then tomorrow. If not 
tomorrow then soon. And it's not just you. All you friends will 
die, your family, strangers, enemies. Even the mountains will 
crumble and the seas will turn to dust. The Moradinsaman 
won't survive, so there's no sense hoping that you will. 

The dwarves are infamous for their fatalism and dour sense 
of humour. This belief protects them against a number of 
magical and mundane effects that prey on the minds of other 
races: 

A dwarf with this talent cannot be cursed. The spells Bestow 
Curse, Greater Bestow Curse and any of the various Evil Eye 
powers (of cyclops or vistani) simply fail to function on a dwarf. 
At the GM's discretion, the dwarf has immunity to other similar 
powers and abilities. 

Additionally, the dwarf gains a +5 racial bonus to his Will 
defence against effects with the Enchantment or Fear 
descriptor. 
Dwarven Resolve: When you take this talent you gain 4 hit 
points. 
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Dwarf Feats 
 
 
Deafening Smackdown Dwarf Feat 
When you connect with your Earth Strike, you deafen your foe 
and inflict damage on everyone in the vicinity. 
At Will | Supernatural, Thunder 
No Action 
Prerequisite: Dwarf, Earth Smite racial talent, Stone 
Smackdown racial feat, 11th level 
Area of Effect: Mêlée (weapon) and all creatures within 5 ft of 

the target except you. 
Target: The target of your Earth Strike racial talent. 
Secondary Attack: Weapon Group vs Fortitude (see below) 
Effect: If you hit with your Earth Strike racial talent, make a 
secondary attack against the target's Fortitude defence. You 
use the same attack roll as you used to attack with Earth 
Strike in the first instance. 

If you are successful then the target is deafened. A 
deafened foe cannot hear, takes a -10 penalty to Perception 
checks and a -4 penalty to spellcasting checks if the spell has 
a verbal component. 

Additionally, compare the result of your attack roll to the 
Fortitude defence of all creatures within 5 feet of the target 
(not including yourself). You inflict 1d6 thunder damage 
against all the creatures that you hit. 
    Using Deafening Smackdown is not an action, rather it is 
part of another action. You can choose whether or not to apply 
the effects of the Deafening Smackdown to your Earth Strike 
or not, but you must decide before you roll the attack. 

 
 
Deep Sight Dwarf Feat 
The dwarves that live in the deepest parts of the world, gain 
the uncanny ability to see in total darkness.  
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf 
Area of Effect: Personal 
Effect: You gain Darkvision. This means you can see in dim 
light and darkness without penalty. 
 
 
Dodge Giants Dwarf Feat 
A history of enmity with the giantish races has given you the 
happy knack of avoiding the attacks of larger foes. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf 
Area of Effect: Personal 
Effect: You gain a +2 racial bonus to Reflex Defence against 
the attacks of Large or larger foes. 
 

 
 
Dwarven Durability Dwarf Feat 
You are able to shrug off damage more quickly than other 
races. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dwarf 
Area of Effect: Personal 
Effect: You can use Second Wind as a free action instead of a 
standard action. 
 
 
Extra Earth Strike Dwarf Feat 
Your connection to the earth is extreme even for a dwarf. You 
can use Earth Strike repeatedly against your enemies.  
At Will | Supernatural 
No Action 
Prerequisite: Dwarf, Earth Smite racial talent, 11th level 
Area of Effect: Personal 
Effect: You may use the Earth Strike racial talent more than 
once before it needs to be recharged. At 11th level you may 
use the talent twice before recharging. From 21st level, you 
may use the talent three times before recharging. 
    Regardless of the number of times you can use Earth 
Strike, you may not use it more than once per round. 

 
 
Stone Smackdown Dwarf Feat 
When you connect with your Earth Strike, you unleash a wave 
of sonic energy that bursts the ear drums of your foe. 
At Will | Supernatural, Thunder 
No Action 
Prerequisite: Dwarf, Earth Strike racial talent 
Area of Effect: Target of Earth Strike racial talent. 
Effect: Add the Thunder descriptor to your Earth Strike racial 
talent. When you use the Earth Strike racial talent you inflict  
an additional 1d10 thunder damage. This increases to 2d10 at 
11th level, and 3d10 at 21st level. 
 


