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INTRODUCTION
Humanity has been telling stories about dwarves for thousands of years. 
You’ll find them in Norse and Germanic mythology and even in the earliest 
stories you’ll recognize traits that have carried through to today. Dwarves 
have long been associated with crafting, mining, and mountains. In 
mythology they often have magical powers. Curiously, in fantasy dwarves 
are often portrayed as resistant to magic, but this is at odds with their 
origin. In Norse mythology the dwarves crafted many famous magical 
artifacts. The Sons of Ivaldi made Gungnir, the spear of Odin, and the 
goddess Sif ’s golden hair. The brothers Eitri and Brokkr crafted the golden 
ring Draupnir and one of the most recognizable magic weapons in the 
world, Thor’s hammer Mjölnir.

The origin of today’s fantasy dwarves is closer to hand. It was J.R.R. 
Tolkien who took the dwarves of the mythology he loved so deeply and 
transformed them into one of the core races of his Middle Earth. Tolkien, 
of course, looms large over the fantasy genre and his vision of dwarves has 
been an enormous influence. In The Hobbit and The Lord of the Rings, we 
see many traits that have carried through to the dwarves of other imaginary 
worlds: their love of axes, their fondness for treasure, and their adversarial 
relationship with dragons to name a few. The movies of those books have 
carried those ideas to an even larger audience.

Games too have been a great popularizer of the fantasy dwarf. They 
were a core race in the Dungeons & Dragons roleplaying game and have 
had an important role in all of the worlds it spawned. From there dwarves 
spread to innumerable other tabletop and computer RPGs. In these 
numerous games and worlds, dwarves were often re-interpreted – 
sometimes radically – but there remained a core to the dwarf identity that 
has remained remarkably consistent, whether they are steampunk inventors 
or socialist revolutionaries.

Dwarf Warfare is a sequel to Osprey’s Orc Warfare, which gives this 
cornerstone race of fantasy the same treatment. The idea here is to 
provide a military and cultural analysis of dwarves that draws on the core 
identity of the dwarves as it has developed in the last 75 years. What are 
dwarves like? How do they organize their armies? How do they fight? 
These are the questions Dwarf Warfare seeks to answer. You can enjoy 
this as a work of fantasy in its own right, or apply these ideas to your own 
roleplaying or miniatures game campaigns. Dwarf Warfare is broken 
down into four chapters.
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CHAPTER ONE: 
THE DWARVES

This chapter introduces the dwarf race. It discusses their origins, gods, and 
magic, and introduces some of their legendary relics. Chapter One also 
breaks down the dwarf military machine, dissecting the war host and its 
component parts. In addition, it discusses the various types of dwarf city-
states and those dwarves who choose to live among other races.

CHAPTER TWO: 
DWARF TROOP TYPES

Dwarves can field a variety of troop types, from the ubiquitous heavy 
infantry to the rarely seen bear cavalry. This chapter looks at each in 
turn, discussing its battlefield role and typical arms and equipment. It 
includes not only dwarf troop types, but those of common allies like 
gnomes and humans.

CHAPTER THREE: 
DWARF STRATEGIES AND 

TACTICS
Dwarves have devoted millennia to the study of strategy and tactics. This 
chapter provides an overview of typical dwarf tactics, looking at how they 
have used their strengths and weaknesses to build winning strategies. Field 
battle, underground warfare, and siege tactics are treated in turn.

CHAPTER FOUR: 
DWARF VICTORIES

Theory and analysis are all well and good but at some point they must be 
tried in the heat of battle. This chapter describes five battles in detail, 
providing concrete examples of how dwarves fight and win. There are three 
field battles, one underground battle, and one siege. They illustrate 
the various troop types in action and show off tactics that have brought the 
dwarves victory.


	Cover
	Title
	Copyright
	Introduction
	Chapter One: The Dwarves
	Dwarf Origins
	Dwarf City-States
	The Dwarven Diaspora
	Dwarf War Hosts

	Chapter Two: Dwarf Troop Types
	Heavy Infantry
	Shock Troops
	Crossbowmen
	Rangers
	Grenadiers
	Workers’ Militias
	Sappers
	Slingers
	Monster Hunters
	Bear Cavalry
	Gnome Woodwalkers
	Gnome Glamour-Crafters
	War Wagons
	War Machines
	Human Allies

	Chapter Three: Dwarf Strategies and Tactics
	Dwarf Strategies
	Field Battle Tactics
	The Killing Field
	Warfare Tactics
	Siege Tactics

	Chapter Four: Dwarf Victories
	Battle of the Trog’s Lament
	Battle of Maelstrom Pass
	Battle of the Mystic Glades
	Battle of Sigvard’s Pass
	The Siege of Giltharion

	Afterword

