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Summary
A full cultural and historical reference for the Thwarch -- the dwarven people of Kyrell. Covers origins,
history, clan structure, relations with other races, religion, naming conventions, and racial traits.

Dwarves of Kyrell (The Thwarch)

The dwarves did not arrive in Kyrell -- they emerged from it. According to the oldest creation
accounts, the Thwarch were born from stone itself, carved by the will of Solgarde in the same act of
creation that raised the world's mountains and filled its deep places with ore and heat. Dwarves do
not find this account boastful. They find it explanatory. They are the mountain's children, and
everything that follows from that -- their stubbornness, their endurance, their suspicion of things
that grow in the light rather than the dark -- is simply the stone working through them.
Gnomes arrived alongside them as companion-race and counterweight, and the two peoples have
been intertwined ever since. Where dwarves build and fight and accumulate, gnomes record and
organize and advise. The pairing is old enough that neither people fully remembers a time before it.

A History in Stone

Dwarves were founding members of the Council of Venn and stood with the other races through ten
thousand years of Vennite history. Their contribution to the Empire was not primarily political --
dwarven clan governance never mapped cleanly onto imperial structures -- but material. The
weapons, armor, and fortifications that held Venn together through the Giant Wars and beyond
came disproportionately from dwarven forges. This is not a small thing, and dwarves do not pretend
it is.
When the Spirit Dragons turned and the Empire of Venn collapsed, the dwarven kingdoms survived
better than most. Mountain fortresses are difficult to crack even for near-divine creatures with
ideology to enforce, and the dwarves had been building their redoubts for millennia. They lost
territory. They lost kin. They did not lose their kingdoms.
The Weohstannuk Empire that rose from the Time of Nightmares was built explicitly as an alliance
between humans, dwarves, and eventually High Elves, and dwarven craftsmanship was again its
backbone. Caernguard's walls -- still standing, still unbreached -- were raised by Thwarch
stonemasons and are maintained by their descendants. The Forge Cathedral of Vorathem in
Hartholm represents the pinnacle of what dwarven architectural ambition looks like when given a
generation and sufficient material: a structure that functions as temple, workshop, and monument
simultaneously, built by people who did not consider those three purposes to be in tension.
When the Maygus brought the Weohstannuk Empire down, dwarves retreated again to their
mountain holds. They did not collapse with the empire. They watched what happened from their
walls, helped where they judged it useful, and continued.

Physical Description

Dwarves are short -- males average just under four feet -- but built with a density that makes the
word short feel inadequate once one is standing nearby. They are broad through the shoulder and
chest, with bones that seem heavier than they should be, and they carry themselves with the settled
weight of something that has decided where it stands and has no immediate plans to move.



Dwarven skin runs from pale grey-white in the deep underground clans to ruddy and weathered
among surface-dwellers. Hair and eye color tend toward earth tones: dark brown, auburn, black,
grey.
Dwarven men are known for their beards, and the tradition is not merely aesthetic. The number of
braids in a dwarf's beard indicates social standing within the clan structure. A dwarf seen in public
without a beard, or with braids partially cut, is either in mourning or in disgrace -- and onlookers
know which. Dwarven women do not typically grow beards, but some braid their hair in equivalent
fashion for equivalent social signaling. A non-dwarf who has been formally adopted into a clan and
recognized by its leadership may, with permission, adopt the braiding conventions. Outsiders who
attempt it without permission do not make that mistake twice.
Dwarves favor clothing that is more ostentatious than outsiders expect -- rich dyes, heavy
embroidery, elaborate metalwork on buckles and clasps. Their weapons and armor, by contrast,
tend toward severe elegance: functional, perfectly made, often marked with a single identifying
clan rune and nothing else. The philosophy is not contradictory. A dwarf's personal wealth is
displayed on their person. Their craft speaks for itself.
Dwarves live long -- three to four centuries is typical, with some exceptional individuals reaching
five -- and they do not rush. This is sometimes mistaken for slowness by shorter-lived peoples. It is
not slowness. It is the patience of something that has been here since the stone was young and
expects to be here considerably longer than whoever is currently in a hurry.

Society

Dwarven society is organized around the Clan system, a rigid five-tier hierarchy that governs
virtually every aspect of social life.
The Adamant Clan stands at the top -- the warrior caste, responsible for the defense of the hold
and the prosecution of dwarven military interests. Leadership positions and martial authority flow
through Adamant. The clan's symbol appears on the gates of every dwarven stronghold.
The Mithril Clan comprises the craftsmen: smiths, stonemasons, jewelers, engineers, and anyone
else whose work produces the things dwarven civilization runs on. Mithril dwarves are the
economic heart of the hold, and their status reflects it. A master Mithril craftsman commands more
practical influence than a junior Adamant warrior, and both of them know it.
The Gold Clan is the priesthood. Dwarven clerics, shamans, and religious scholars belong to Gold
regardless of their individual deity, with Vorathem's servants holding the most prominent positions.
The Gold Clan administers funerary rites, mediates clan disputes, and maintains the records of
dwarf history going back to the earliest generations. Their archives, kept in the deepest protected
rooms of every major hold, are the most comprehensive historical records in Kyrell that nobody
outside the clans has ever read.
The Silver Clan covers physical laborers -- miners, haulers, farmers where dwarves practice
surface agriculture, and anyone whose work is essential but not skilled in the craft sense. Silver
dwarves are not looked down upon within dwarf society the way the tier position might imply to
outsiders. The work they do is necessary and is understood to be necessary. The stigma is not in
being Silver; it is in being Silver and failing to do the work well.
The Copper Clan occupies a position that surprises most outsiders: the intellectual caste. Scholars,
historians (outside the priestly tradition), teachers, and theorists. Dwarven culture's ambivalence
about pure intellectual work is baked into the clan structure -- Copper is the bottom of the
hierarchy, below physical labor, reflecting a deep cultural conviction that thinking about doing
things ranks below actually doing them. Copper dwarves tend to be more cosmopolitan than their
peers, more likely to leave the hold, and more likely to form genuine relationships with non-



dwarves. They are also, quietly, the clan that has kept dwarven civilization from making
catastrophic decisions more times than the official histories acknowledge.
Intermarriage between Clans is permitted and not uncommon. Children of mixed-Clan parents
join the lower of their parents' Clans -- a rule that keeps the hierarchy from blurring over
generations and ensures that upward mobility requires individual achievement rather than
inheritance. Outcasting -- formal expulsion from the Clan system -- is the harshest punishment in
dwarven society, reserved for crimes against the hold itself: treason, the betrayal of Clan secrets to
outsiders, or the deliberate destruction of another dwarf's craft. An outcast dwarf has no rights, no
clan affiliation, and no recourse within dwarven society. They are not killed. They are simply no
longer acknowledged. Many find their way to human cities. Some find purpose there. None of them
stop knowing what they lost.
Clan Sunbone is the exception to almost everything above. Surface-dwelling dwarves, descended
from those who left the mountain kingdoms in the earliest Vennite period -- sent out, the histories
say, as a population-control measure when the deep holds grew too crowded, and never formally
welcomed back. Clan Sunbone dwarves have adapted to surface life over centuries. They farm,
trade, and live in mixed communities alongside other races. Underground dwarves regard them
with a mixture of pity and guilt that neither side discusses directly. Sunbone dwarves are not
mistreated by their kin -- they are simply reminded, in a hundred small ways, that they are not quite
what a dwarf is supposed to be. They have developed, over generations, an almost aggressive
comfort with this assessment.

Relations

The ancient dislike between dwarves and elves is one of Kyrell's most durable social facts, and also
one of its least examined. Both peoples have been neighbors since before recorded history, have
fought alongside each other in multiple world-defining conflicts, and have maintained a mutual low-
level friction that neither side can fully explain. Ask a dwarf and they will cite elvish arrogance,
impracticality, and the general uselessness of a people who spend centuries perfecting their poetry
instead of their stonework. Ask an elf and they will say something elliptical about dwarven
stubbornness that will not become specific no matter how many follow-up questions are asked. The
mutual dislike is so old it has become almost comfortable -- a tradition maintained because
abandoning it would require someone to start the conversation about why it exists, and neither side
is prepared to do that.
Dwarves and humans have gotten along well since the Vennite period and continue to do so. The
Weohstannuk alliance is the model, but the friendship predates and postdates it. Dwarves find
humans usefully direct, appropriately impressed by good craftsmanship, and at least trying to build
things that last. The fact that human generations turn over so quickly is, to a dwarf, a source of
mild ongoing bewilderment -- they keep having to re-explain things to the new ones -- but it is not a
source of contempt.
Eastern Tribesmen and dwarves share enough warrior-culture values to find common ground
readily. Ironmeet, where both peoples move through with regularity, has been the site of more
dwarf-Tribesman friendships than anywhere else in Kyrell. The relationships formed there tend to
be genuine and lasting -- the kind that get commemorated in the kind of stories both cultures tell
about themselves.
The deep hatred between dwarves and kobolds is old enough and consistent enough that it no
longer requires active maintenance. It simply is. Kobolds are vermin that infest mines, steal tools,
collapse tunnels, and represent everything a dwarf considers the antithesis of honest work. No
diplomatic effort has ever been recorded, because no dwarf has ever expressed the desire for one.



Religion

Vorathem is the patron of the dwarven people -- the greatest of the Master Smiths, who forged the
bodies of the five Spirit Dragons from precious metals and who embodies the craftsman's ethic that
runs through every aspect of Thwarch culture. His worship is not optional in any meaningful social
sense in the deep holds; not worshipping Vorathem is a personal choice a dwarf can make, but it
will be noted and discussed. His temples double as working forges, and the smell of hot metal is
considered sacred.
Thundarak, called The Rumbler among dwarves, holds the second place -- the god of righteous
war and thunder, who represents the Adamant Clan's values at a divine scale. His clerics serve as
military chaplains and are present at every significant armed engagement a dwarven hold
undertakes.
Other gods are followed individually. The Gold Clan's priests serve various deities depending on
their specific role -- historians may follow Tethran, healers Lunara, scholars Arcanthos. What
matters is that the work is done properly. Vorathem, it is said, does not care which god a dwarf
worships as long as their work is worth keeping.

Names

Dwarves always give both their personal name and their Clan affiliation when meeting strangers --
to withhold either is considered evasive at best and suspicious at worst. Personal names tend
toward Celtic and Gaelic sounds: short, hard-consonanted, ending in a stop or a fricative. Clan is
appended as a second element: Brannagh of Mithril, Duroc Adamant-born. Formal introductions
include both personal name, Clan, and hold of origin. Informal ones drop the hold but keep the
Clan.
Outcast dwarves who have built new identities in the surface world sometimes keep their personal
name and drop the Clan entirely. This is legible to any dwarf who hears it. No comment is usually
made.

Racial Traits

Mountain Dwarf for the underground Clans (Adamant, Mithril, Gold, Silver, Copper). Hill Dwarf for
Clan Sunbone. Both as per PHB.
The Thwarch speak Dwarvish and Common. Dwarvish has a full written form -- runic, chiseled
rather than drawn, developed for permanence rather than speed. A dwarven text carved into stone
is intended to still be legible in a thousand years. It usually is.


