Things to Know About Gnomes
Possessed of a strong affinity to each other and the natural world but reclusive regarding other civilizations.
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GNOME

Physically similar to their larger cousins, the dwarves, the social organization of gnomes is based on clans, and these groups are likewise neither exclusive nor hostile to each other, although there does exist a rivalry wherein each tries to outdo the other groups.  

For every 40 gnomes encountered there will be a fighter of 1st, 2nd, 3rd, or 4th level (die roll 1-2, 3-4, 5, or 6).  

If 160 or more gnomes are in a group there will be in addition one 5th level fighter as chief and lieutenant of the band.  

If 200 or more are encountered they will have a gnomish cleric of 4th, 5th, or 6th level in addition to the others.  

If 320 or more gnomes are encountered there will be the following additional gnomes in the group:  a 6th level fighter, two 5th level fighters, a 7th level cleric, and four 3rd level clerics.  

If encountered in their lair (home) there will be the following additional gnomes:  from 2-8 fighters of 2nd or 3rd level, 1-4 clerics of 2nd level, and females and young equal to 75% and 25% respectively of the number of adult males.  

A gnomish lair is sometimes based upon earthen burrows, although 75% of the time it will be made in rocky hill formations.

Gnomes are typically armored with leather armor, which is ringed or well studded with metal and shield (armor class 5).  They have the following typical weaponry:  

Short sword and short bow
10%

Short sword and spear

20%

Club and sling


15%

Club and spear


40%

Club and short sword

15%
All gnomes above normal level will have chain mail and shield.  Those above 5th level will have plate armor and shield.  Higher-level fighters will have 10% chance per level of having magic armor and/or weapons.  Gnomish clerics will likewise have a 10% chance per level for 1-3 additional items (potion, clerical scroll, ring, wand/staff/rod, miscellaneous magic) usable by clerics.

Gnomes are 80% likely to have tamed animals to serve as guards in their lair:  5-30 badgers (70%) or 3-12 giant badgers (20%) or 2-8 wolverines (10%).

Being miners, and naturally attuned to the earth, gnomes are able to detect the following facts when within 10’ of the area to be examined, or at any time with respect to determination of their approximate depth underground.

Detect grade or slow in passage



80%

Detect unsafe walls





70%

Determining approximate depth underground

60%

Determine direction of travel underground


50%

Besides their racial tongue, gnomes speak kobold, goblin, halflingish, dwarvish, and can speak with burrowing mammals as well.

Description:  Most gnomes are wood brown, a few range to gray brown, of skin.  Their hair is medium to pure white, and their eyes are gray-blue to bright blue.  They wear leather and earth tones of cloth and like jewelry.  The average gnome will live for 600 years.

Abilities:  Extended Senses (provides sensory input sufficient for optimal operations, at 60’ range); +1 to hit goblinkin and kobold; NWP Mining; NWP Underground/mountain survival

Immunities:  -4 to be hit by L-G giant-kin; any spell cast on OR by a gnome is resisted (even beneficial magic) as if the recipient(s) is/are unwilling targets AND spells receive a –2/die penalty to damage or to save-versus-Hit points, when applicable. Poison is similarly affected. NOTE:  Spells cast by gnomes, even those that are reduced to ineffectiveness due to Gnomish resistance to magic produce a spectral effect or “illusionary” spell which appears to work normally but lacks substance.  Thus a gnomish fireball might do little or no damage but would still appear at first glance to be real or a gnomish summoned creature may have no tangible substance but will still serve the gnome as best it can.

Audit Trail:  Monster Manual I; removed set chances for magical items; changed hatred of goblins to goblin-kin; changed the list of opponents they gain bonuses to their AC to simply L-G humanoids; added in chance for ability for them to use “illusions”; Used –2/die to replace the listed bonuses against magic and poison; gave them NWP mining and NWP underground survival to cover identified abilities; removed reference to “rumors of gnomes of 4th level magic use”; removed reference to alignment tongue; changed listed Special defense to see below; changed listed standard weapons slightly; added mining information from the Player’s Handbook; male to female ratio adjusted to 7 to 5 as per Roger Moore’s POV article.
Terrain 

Gnomes are quite adaptable and well suited to remote wilderness or geographically difficult to access regions.  Though they do not particularly like to venture upon the sea or other large bodies of water, they may live in coastal areas or islands. Undersea communities of gnomes, with tunnels leading from great air-filled caverns beneath the waves to rockier ground on the shore, have been reported. These complexes would be extremely rare, since most gnomes prefer simple burrows to elaborate mining or building with stone. Other colonies of gnomes have been reported in arctic areas, clustered near geothermal springs or places with mild volcanic activity. Even a purely subterranean subspecies of gnomes exists; known as “deep gnomes”

Gnomes frequently seek hillsides suited to the creation of their burrows where grapes and olives can easily be grown.

As they predominately live in shallow burrows, overly wet or marshy areas are avoided.

Weather 

Although weather is moot for deep gnomes, most other gnomes settle in mild warm temperate areas with good rainfall.

Disasters 

The structure of their tunnels and burrows being susceptible to damage from natural forces, particularly flooding, gnomes avoid areas where disasters of any type are common.

Government 

Normally gnomes live in a loose confederation of family units based on shared burrows and tunnels or factors promoting group identity.  Among these groups there is little formal government though respected gnomes are listened to and often followed.  
Only in times of war and in defense of their burrow and tunnel systems do gnomes truly unit as one.  The leaders who are identified in a gnomish equivalent to the Olympic Games compete in various individual and team sports.  Those that win the games are acknowledged as the reigning champions and in addition to the honorary laurels and respect gained from these competitions they also accept the burden of becoming the leaders in times of crisis.

Population & Demographics 

Most gnomish settlements number between 500 and 5000 adult males.  Deep Gnome settlements may be as small as 10% this size.  

Regardless of the advancement of society, there tend to be 5 female gnomes for every 7 males.  There is typically only 1 young gnome for every 2 adult females.

In general gnomish society is composed as follows: 

16% are young, either completely dependent or beginning to perform simple tasks needed by the clan.

34% are married adult females.  They deal with the care and well being of their young.

34% are married adult males.  
Married couples perform the basic upkeep and maintenance on the burrow and tunnel system.  They also do the majority of the agriculture, fishing, mining, and craft work.  
16% are unmarried adult males.  They are a caste to themselves.  They are the animal whisperers.  Although all gnomes have limited communication ability with burrowing animals, the whisperers have a strong empathy with all animal, plant life, and even conscious entities of earth and stone.  Far above those that train or domesticate animal and plants the whisperers actually form a close friendship bond with other (non-sentient) life forms.  This is the group that participates in the gnomish games, defends gnome holdings, and leads them in time of war or crisis.

Capital & Commodities

Gnomes typically are quite well off materially compared to most races.  They have a highly advanced development of synthetic magic.  Mining, refining and transforming precious metals and stones into beautiful gemstones or jewelry are staple activities in Gnomish culture.  More mundane but no less a part of gnomish endeavors include the distillation or brewing of wines, beers, and spirits.

Most of the works created by gnomes are used to enhance the overall quality of life for the gnomish people, but gnomes may trade with other races especially dwarves, halflings, elves, and sometimes humans.  They never trade with goblins or orcs, as they have been directed to exercise extreme trade sanctions against the enemies of their people.

Due to their veneration of other non-sentient life forms few non-renewable biological products are found in gnomish society.  Dairy products, fruits, vegetables, grains, nuts, and other renewable materials are common however, especially honey which is a gift from their bee friends.  

Gnomes rarely partake of flesh for sustenance though they will consume friendly animals which have died after service to the community in a ritualistic fashion.  Wood use is limited to timber from fallen trees which have graced the community before dying from natural causes such as being uprooted in a storm.  The items produced from these passed friends from wood, antler, ivory, and bone are special community heirlooms and are tokens to remember their loss.
Technology (stone/bronze/iron/steel/mithral) 

Bronze and frequently iron ores are commonly part of gnomish technology.  Steel or mithral are rare in all but deep gnome settlements.  Skill with esthetically pleasing – and often magically charged – precious metals is generally valued over more functional metals used in weapons or structures.  

Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact) 

Gnomish empathy with non-sentient life often translates into masterful creations of synthesized items and devices.  This conversion of magic from its natural form to is often quite refined and makes full use of the magic potential available.  Additionally, items crafted by gnomes commonly manage to gain/retain some spark of personality and may even be able to self-activate if appropriate. The use of such items allows them a magic rich lifestyle even with their natural difficulties with casting spells themselves.  

Due to their magically resistant nature, low-level magic is limited in gnome societies and is uniquely gnomish.  Regardless of the school of magic they practice, their spells are a modified – and sometimes quit potent - form of illusion which they refer to as “shadow magic”.   While many spells are diminished in effect (-2/die of damage), magic based on the school of Illusion/Illusion is somewhat enhanced.  Divination/Communication spells are also not adversely affected by gnomish magic resistance and have some limited enhancements related to the power of gnomish illusion skills.  Such enhancements are limited to such things as adding inflection or speaking in a dialect that makes the Diviner’s communications subtly more receptive to their audience.

Finally, although not spell casting per se, there is another area of “magic” that gnomes excel at.  Gnomes have a natural affinity to the elements to such as degree that many members of the whisperers in the community may not only be able to speak to elements but they can usually control them as well.  Often elemental forces are used for creation and defense of the burrow and tunnel system though their use is common for other efforts as well.

Offensive Tactics

Gnomes do not tend towards organized military actions of any sort, though it is common for them to perform acts of individual heroism or demonstrations of courage by challenging, confounding, or otherwise confronting monsters, kobolds, goblins, orcs, ogres, or hill giants in defense of their homes.
Defenses (none/militia/warrior/fort/castle) 

While not disciplined warriors, gnomes are stalwart defenders of their homes and have been known to defend their territories against great odds.  They frequently make use of their burrows and defensive tunnels to out maneuver their attackers. In battle they are as likely to use some form of synthetic magic, as they are using more mundane weapons.  In addition, they receive significant assistance from their animals and plant friends who voluntarily do all they can to help.
Gnomes also rely on the natural living elemental forces around them to protect themselves from intrusion or attack by others.

Their homes are burrow complexes built with very low, narrow, tunnels and chambers.  Only goblins, kobold, halflings, and of course gnomes, would typically be comfortable navigating through these warrens.  Even dwarves would find the tunnels confining, and as gnomish burrows tend to lack support beams or other means of providing structural integrity; dwarves would not readily risk them.
Dead end tunnels, sharp turns, drops, or shafts in gnomish tunnels add to the difficulty of pursuing a gnome into his burrow.

Taxes, Tariffs & Tithes

Societies of gnome are somewhat socialistic in that all property in one sense or another belongs to the clan that was responsible for its creation.  As everything belongs to the clan there is no purpose in taxes, tariffs or tithes.

Cycle of activity (day, night, anytime)

Gnomes tend to be most active at dawn and dusk times when diurnal or nocturnal creatures are either not yet active or have ceased being active.

Food

Gnomes are primary vegetarians.  Gnomes have a tolerance for alcohol similar to that of dwarves and frequently imbibe to extremes with little significant effect.  The exceptionally well developed sense of smell has influenced gnomish cuisine towards the use of spices, herbs, and seasonings in a subtle but distinctly gnomish style of cooking.
Social order (distribution of wealth, castes, responsibilities, hunting male versus gathering female)

There are effectively only three distinct divisions within gnomish society.  

Young: Young are cherished and taught all they are able to learn.  In the process of learning the young assist their parents even from an early age.

Married couple:  The settled and “civilized” segment of gnomish culture.
The whisperers:  Unmarried males who spend their time communing with nature, animals, and plant life.  They also form the primary core of protectors of gnomish life.

Marriage and Family:

Monogamous relationships are typical of gnomish society except for those with special talents of communing with nature, the whisperers who devote themselves to a life of mutual respect with the natural world.  Family life, including extended and multigenerational family is an extremely important component of gnomish culture.
Civilization (barbaric, tribal, nomadic ...) 

Gnomes are an organized and social race.  The high regard they place on a symbiosis with nature leads them to a pastoral or rural life style.  
Law (anarchy/.../martial) & Crime rate (% chance of being victim) 

Gnomish society and their laws are based on what is typically referred to as common sense.  Justice based on common wisdom is followed in gnomish society.  Gnomish crimes are virtually non-existent.  When they occur they are almost never premeditated or violent. 
Alignment (lawful/neutral/chaotic, good/neutral/evil) 

Gnomes are Neutral Good.  They seek only to serve their clan and fellow creatures.  
Neighbors

Although gnomes themselves prefer contact with nature and wildlife to that of the other sentient races, unless you are a kobold, goblin, or orc, most races would find gnomes to be acceptable neighbors. 

Non-Weapon Proficiencies

Gnomes are particularly good in their relations with animals and wildlife.  To this end any skill that would be useful in friendly interaction with nature would be common to this people.  Though Animal Training per se may not be typical of the way in which other races domesticate their animals, the friendship bond between gnomes and other life forms allows them excellent ability to “train” their friends to perform an amazing number of tasks.
It is also this bond with nature that allows certain especially gifted gnomes the natural ability to communicate with and even control elementals.

Appendix A:  

MMI, FF, MMII or issue as appropriate with stats and info

	Frequency:
	Rare

	No. Appearing:
	40-400

	Armor Class:
	5

	Move:
	6''

	Hit Dice:
	1

	% in Lair:
	50%

	Treasure Type:
	Individuals M (x3); C, Q (x20), in Lair

	No. of Attacks:
	1

	Damage/Attack:
	By weapon type or 1-6

	Special Attacks:
	See below

	Special Defenses:
	See Below

	Magic Resistance:
	As above

	Intelligence:
	Very

	Alignment:
	Lawful Neutral (Good)

	Size:
	S (3'+ Tall)

	Psionic Ability:
	Nil MMI


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	7
	No
	6
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	7
	Unlimited
	8

	Listed limitations may be used in place of listed information for 'leaders' or other 'special' individuals typical of this culture if the individuals are determined by the DM to be advanceable.



	Exceptional or unique figures, equaling <1% of a population, are not restricted to these limitations.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Gnome
	6-18
	7-18
	3-18
	8-18
	3-18
	3-18


Gnomes have an average/normal range of ability scores as follows:

· Strength:  average 10, with a normal range of 8-12.

· Intelligence:  average 11.5, with a normal range of 8-14.

· Wisdom:  average 10, with a normal range of 8-12.

· Constitution: average of 13, with a normal range of 10-16.

· Dexterity:  average of 10, with a normal range of 8-12.

· Charisma:  average of 9, with a normal range of 8-10.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Gnome
	42"
	1-3
	1-3
	39"
	1-3
	1-3


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Gnome
	80 lbs
	2-8
	2-12
	75 lbs
	1-8
	1-8


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Gnome
	50-90
	91-300
	301-450
	451-600
	601-750


Appendix B:  The Gods of the Gnomes

By Roger E. Moore 
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The demi-human pantheon with the fewest members is likely that of the gnomes. By most counts there are only six or seven deities governing the gnomish folk, though it is possible there are more in other universes. All gnomish gods, with the exception of Urdlen the Crawler, are ruled by Garl Glittergold (see the DEITIES & DEMIGODS™ Cyclopedia). All but one of them live together on one of the planes of Arcadia in the area called the Golden Hills, where the souls of faithful gnomes go at death. The exception is, as before, Urdlen, who lives apart from the others elsewhere in the Golden Hills.

Gnomish deities are fully concerned with the fate of the gnomish race, and go adventuring quite often to support their causes and keep enemies from over whelming the gnomes. Though all of the known gnomish gods are masculine, they are worshipped by male and female gnomes with equal reverence. They lack the “he-man” image one might imagine an all-male pantheon would possess, and are clever, sensible, and helpful. Urdlen is sexless (though still referred to as a “he”) and shares none of these good qualities, but “his” few followers may still be male or female.

Gnomish gods nearly always have at least one companion, either a weapon, animal, or other deity that accompanies them on their missions. Garl has Arumdina, his intelligent battle axe; Baervan has his raccoon friend Chiktikka; Segojan is sometimes accompanied by an intelligent stone golem, and so forth. Urdlen, an exception again, has no friends.

Because gnomes regard companions highly, it is inevitable that their pantheon reflects this trait. Gnomish deities usually only associate with other gnomish deities, though they maintain a loose contact with a few dwarven gods at times. 

Offensively, the gnomish gods typically conduct “pranks and practical jokes” taunting their enemies more than seeking overwhelming harm. They prefer to act indirectly against their enemies, but if the situation is serious enough they are fully able to take the offensive and fight directly in battle, especially in defense of their lair. Compared to other non-human deities, the gnomish pantheon is one of the most active and involved with its worshipers. 

CLERICAL QUICK REFERENCE CHART
	Deity
	Sphere of Control
	Animal
	Raiment Head
	Raiment Body
	Colors
	Holy Days
	Sacrifice/ Propitiation Frequency
	Sacrifice/ Propitiation Form
	Place of Worship

	Garl Glittergold
	
	
	
	
	
	
	
	
	

	Baervan
	adventure, thieves
	raccoon
	green cap
	brown clothes
	Wood brown
	full moon
	monthly
	treasure items
	forest clearing

	Urdlen
	evil
	white mole
	bare
	white cloak
	white
	winter solstice
	annually
	blood and jewels
	Underground cavern

	Segojan
	earth, nature
	badger
	fur cap
	leather armor
	gray and dk. brown
	first day of each season
	quarterly
	gemstones
	Underground temple

	Flandal
	metalworking
	N/a
	steel helm
	leather armor
	red
	midsummer’s day
	annually
	forged weapons
	underground forge


Gnomish clerics are never druidical, regardless of alignment. They tend to work through indirect channels to support the cause of gnomes, and will only rarely bring their business into the open. They are not often found as community leaders, mayors, or such, because of their supportive orientation. Gnomish clerics are all males, just as their deities are considered to be.

Garl Glittergold
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Greater god

ARMOR CLASS: -2

MOVE: 12”

HIT POINTS: 350

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 3-30 (+8)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 25%

SIZE: S (4’ tail)

ALIGNMENT: Lawful good

WORSHIPER’S ALIGN: Lawful Good (gnomes)

SYMBOL: Gold Nugget

PLANE: Arcadia

CLERIC/DRUID: 15th level cleric

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST: 16th level illusionist

THIEF/ASSASSIN: 20th level thief

MONK/BARD: 8th level bard

PSIONIC ABILITY: Nil

S: 20 (+3, +8) I: 23 W: 22 D: 24 C: 22 CH: 24

Garl appears as a handsome golden-skinned gnome with ever-changing gemstones for eyes.  His mischievous exploits form the basis of an entire cycle of stories, which are told and retold around the gnomish hearths in the hills.

However, there is another side of Garl than that of the witty adventurer who collapsed the Kobold Kings’ cavern.  When his people are threatened, Garl is a grim and determined war leader who out-thinks as well as out-fights his opponents.  He wields Arumdina, an intelligent +5 mithral-steel battle axe that cuts stone as easily as it does enemies.  Arumdina strikes for 3-30 points of damage and can heal Garl completely once per day.

The gnomes have five or six other deities besides Garl Glittergold, but he is their leader, and none are as popular as he.  Garl’s clerics require gold (or other precious metals, if no gold is available) for sacrifices to the deity.  Gnome non-player character clerics can advance to 7th level.

Baervan Wildwanderer

Lesser god
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ARMOR CLASS: 1

MOVE: 15”

HIT POINTS: 295

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 2-24 (+6)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 20%

SIZE: S (4’ tail)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: All good and neutral alignments (gnomes)

SYMBOL: Raccoon’s face

PLANE: Arcadia

CLERIC/DRUID: 12th level druid

FIGHTER: 8th level ranger

MAGIC-USER/ILLUSIONIST: 13th level illusionist

THIEF/ASSASSIN: 20th level thief

MONK/BARD: Nil

PSIONIC ABILITY: ///

S: 18(00) (+3, +6) I: 21 W: 19 D: 25 C: 22 CH: 22

Garl Glittergold’s closest rival in the field of good-natured mischief is Baervan Wildwanderer, the forest gnome. While he lacks Garl’s finesse and dedication, Baervan is slightly better in the practice of his thieving skills. He dresses in clothes of wood brown hues, and carries a spear (+3) made from an ancient oak tree in Arcadia, called Whisperleaf. If this spear is destroyed, Baervan may make another from the wood of Whisperleaf in a single day. Only he may safely approach this tree; it will attack all others (treat as a treant of maximum size and hit points). Whisperleaf regenerates all wood loss within an hour. In battle Baervan may touch his special spear to any ordinary tree, automatically animating it as a 12-hit-dice treant for 5-20 turns. It obeys all of Baervan’s orders and no one else’s for that time. He may do this as often as he likes, animating one tree per round. 

Baervan has a traveling partner, a giant raccoon named Chiktikka Fastpaws, who is highly intelligent but prone to act before he thinks. Chiktikka is AC3, moves at 15”, has 70 hit points, and has all the powers (including attacks) of a 12th-level thief with 18 dexterity. Chiktikka does 2-8 points of damage with each set of claws and bites for 2-12 points of damage. Many stories are told of the adventures this duo has shared, often started by Chiktikka’s humorous ability to get into trouble “borrowing” something valuable, such as a minor artifact or some other item. 

Though Baervan sometimes plays jokes on other creatures, it is hard not to like him. He tends to keep to himself, except for Chiktikka’s company, and is said to sometimes roam the forests of the Prime Material plane. He is distinguished by his nut-brown skin and pale gray hair (and his raccoon friend). Should he chance to meet a worshiper of his who has performed some great deed in his name (DM’s option, about a 1% chance of encounter), he will give that gnome a minor magical item. Such a worshiper will meet Baervan only once in his or her lifetime.

Gnomish fighters, fighter/thieves, and thieves of a non-evil nature are often the followers of this god, and prefer living in the outdoors rather than in a city all the time.

Segojan Earthcaller

Lesser god
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ARMOR CLASS: 0

MOVE: 9” (36”)

HIT POINTS: 285

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 3-30 (+3)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 20%

SIZE: M (4½’ tall)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGNMENT: All good and neutral alignments (gnomes)

SYMBOL: Large glowing gemstone

PLANE: Arcadia

CLERIC/DRUID: 14th level druid

FIGHTER: 6th level fighter

MAGIC-USER/ILLUSIONIST: 16th level in each

THIEF/ASSASSIN: Nil

MONK/BARD: 4th level bard

PSIONIC ABILITY: VI

S: 18(01) (+1, +3) I: 22 W: 23 D: 18 C: 24 CH: 20

Segojan is the gnomish deity of the earth and nature, a friend to all living animals that move above and below the earth and one who speaks with the very rock itself.

He is known to his worshipers as a gray-skinned gnome who wears armor made of grass and roots that acts as +4 leather. When he enters battle he carries a rod made of crystalline quartz that is +4 to hit and does 3-30 points of damage per hit. This rod will create a stone golem once a day that is of average intelligence and will obey Segojan’s commands alone. The rod must be pressed against a mass of rock of sufficient size to form the golem. Segojan may also call up 2-8 earth elementals (16 hit dice each) once a day to help him in combat. 

Though his primary sphere of control is the earth and nature, Segojan is also seen in a lesser way as the gnomish god of magic. Many of his followers are illusionists who strive to improve their art for the betterment of gnomekind and for their art’s sake as well. Gnomish miners and jewelers also revere this deity. The non-player clerics of Segojan frequently cast Light or Continual Light spells on large and well-cut gems for use as holy symbols, causing them to glow from within.

Urdlen (“The Crawler Below”)

Lesser god
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ARMOR CLASS: 2

MOVE: 12” (36”)

HIT POINTS: 272

NO. OF ATTACKS: 2

DAMAGE/ATTACKS: 4-16 (+7)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 30%

SIZE: L (8½’ long)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: All evil alignments (gnomes)

SYMBOL: White mole

PLANE: Arcadia

CLERIC/DRUID: 8th level cleric

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST: 13th level illusionist

THIEF/ASSASSIN: 12th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 19 (+3, +7) I: 20 W: 14 D: 20 C: 24 CH: 3

Urdlen is the epitome of the evil impulse that rules some gnomes and is feared by the rest. He appears as a huge, dead-white, furless mole with claws of steel. It is said that Urdlen, a neuter and sexless being, lusts for precious metals, jewels, and the blood of any human, humanoid, or demihuman. No one can predict where he will strike next, or what his plans are to further the cause of evil among gnome kind. Just as he can burrow into the earth of the Abyss, so he hopes evil will burrow into his followers’ hearts and souls. He thrives on harmful trickery against the innocent and good. 

Urdlen’s form is distorted by a permanent Blur spell, which cannot be dispelled while he lives. His clerics have a 5% chance of successfully calling upon Urdlen when in danger and having him cast a Blur spell on them for protection; however, if the gnome cleric is slain anyway while the spell is still in effect, Urdlen will eat the gnome’s soul when it reaches the Abyss. Urdlen’s clerics may appease their deity by pouring the blood of a creature they’ve killed into the ground and burying it. Jewels and valuable metal goods are sacrificed to him by ruining them (breaking, tarnishing, melting) and then burying them. Clerics of this deity are continually at war with the rest of the gnomish deities and the clerics and followers thereof.

Gnomish assassins and evil thieves and fighters make up most of the worshipers of this awful deity. They generally share their lord’s love for evil and deadly pranks directed against all creatures, even other gnomes. His followers often prefer to live underground, after the manner of Urdlen’s chaotic tunnel home in the Abyss. 

Flandal Steelskin

Demigod
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ARMOR CLASS: 2

MOVE: 6”

HIT POINTS: 230

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 3-24 (+10) (and see below)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Takes half damage from heat and fire

MAGIC RESISTANCE: 10%

SIZE: S (4’ tall)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGNMENT: All workers of metal (gnomes)

SYMBOL: Flaming hammer

PLANE: Arcadia

CLERIC/DRUID: 8th level in each

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST: 15th level magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 22(+4, +10) I: 18 W: 20 D: 17 C: 23 CH: 18

Flandal wears only a leather apron for armor and protection from fire, but it has been enchanted to reduce by half all damage he receives from heat and fire. His skin is the color of mithril steel, and his eyes are flaming coals. Flandal’s hair and beard are a brilliant blue-silver. 

Flandal is one of the strongest of gnomish deities, perhaps the most so. He is often found traveling with one or two of the other gnomish deities in search of new ores and veins of metal to use in his forges. It was Flandal who helped forge and enchant Arumdina, Garl Glittergold’s battle axe. 

Flandal wields an axe-backed hammer made of yellow metal, named Rhondang. It is +5 to hit and can shoot a six-dice fireball as frequently as once per round, up to a total of ten times per day. Rhondang is able to converse naturally with all beings who use fire or dwell in fiery places (red dragons, chimerae, fire elementals, etc.). This in no way means that Flandal is friendly toward those beings, however, though he will be prone to talk first before attacking. Rhondang does double damage to cold-using or cold dwelling creatures. 

Because he needs their services to help forge items, Flandal is likely (65% chance) to have 1-4 fire elementals (16 hit dice each) with him when he is encountered. The elementals are quite friendly toward him and obey him in all respects. When Flandal is not traveling, he will be found in his workshop on the Twin Paradises, planning or making a new magical weapon.

Flandal is obviously a popular god among gnomish smiths; a large number of fighter/clerics follow his worship in some areas. It is said that some of his clerics have developed or been granted a new spell that enables their war hammers to burst into flame for a short time, giving additional bonuses to hit and damage, as a Flame tongue long sword. 
ASLAK (“The Wise One”)
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Greater god

ARMOR CLASS: -5

MOVE: 12.

HIT POINTS: 380

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 5-50 (+14)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (10’ tall)

ALIGNMENT: Lawful good

WORSHIPER.S ALIGNMENT: Lawful good (uldras)

SYMBOL: The horn of an elk

PLANE: Arcadia

CLERIC/DRUID: 25th-level druid

FIGHTER: 17th-level ranger

MAGIC-USER/ILLUSIONIST: 18th-level magic-user

THIEF/ASSASSIN: 10th-level thief

MONK/BARD: 16th-level bard

PSIONIC ABILITY: Nil

S: 25 (+7, +14) I: 23 W: 24 D: 22 C: 24 CH: 19 (25) CM: 19 (27)
Aslak is the leader of the uldric pantheon (he is also the only greater god therein). The uldras respectfully call him “old” as he is truly old, wise, and experienced. Aslak has fought battles with many evil orcish and goblin gods, and with many demons of the abyss. (The evil side usually suffered the worst casualties of the battle.) Aslak has fought Maglubiyet, the patron god of goblins, and Gruumsh One-Eye (whom he forced to retreat). Aslak also killed the evil god that murdered most of the original pantheon (his name is never spoken and very few uldras actually know what this god was called). Aslak always appears as a handsome, gray-skinned uldra. Aslak owns an elk horn with very sharp points. This weapon strikes for 5-50 hp damage and can also summon 2-20 woodland beings of Aslak’s choice once per day. The elk horn may also heal Aslak completely once per day. Aslak, like his people, bears a great love of nature and punishes those who abuse their natural surroundings. 

Dragon #119

MAITAK (lord of nature and mountains)
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Demigod

ARMOR CLASS: -2

MOVE: 18”
HIT POINTS: 210

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-30 (+14)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: 25%

SIZE: S (4’ tall)

ALIGNMENT: Neutral good

WORSHIPERS ALIGNMENT: Good (uldras)

SYMBOL: A great pine tree

PLANE: Arcadia

CLERIC/DRUID: 10th-level druid

FIGHTER: 18th-level ranger

MAGIC-USER/ILLUSIONIST: 5th-level magic-user

THIEF/ASSASSIN: Nil

PSIONIC ABILITY: Nil

S: 25 (+7, +14) I: 20 W: 20 D: 20 C: 24 CH: 19 (25) CM: 23 (29)

Maitak is the son of a great uldric god (who was killed during the time of Ilmarhil) and a female uldra from the Prime Material Plane. Maitak is the half-brother of Talminen. He is both the god of nature and of mountains. As the god of nature, Maitak protects the realm of nature and those creatures who depend upon it for their sustenance. As the god of mountains, Maitak can increase the amount of precious metals in a mountain. 

Maitak appears as a handsome uldra with gold-colored hair, but has a shorter beard than uldras usually have. He often travels with his half-brother, Talminen. 

Maitak wields a silver-colored spear (a gift from his father) which does 3-30 hp damage.
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KAIKO (Aslak's elk)
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FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: -1

MOVE: 24”
HIT POINTS: 200 hp

% IN LAIR: Nil

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-24 horns/2-16 kick

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: 35%

INTELLIGENCE: Genius

ALIGNMENT: Lawful good

SIZE: L (16’ tall at the shoulder)

PSIONIC ABILITY: Nil

Attack/Defense Modes: Nil

LEVEL/XP VALUE: X/21,000

Kaiko appears to be a normal elk in all respects except for his size. Kaiko usually allows only Aslak to mount him, but he is known to have saved uldras in dangerous situations. Kaiko is not only Aslak’s mount - he is also the messenger of the uldric gods.
Kaiko can teleport to any plane at any time, and can be used as a mount in any mode of transportation (normal or magical).  

Kaiko’s two horns are magically sharp and are +2 to hit. The horns also have all the functions of a wand of enemy detection. Kaiko fights as a 16 + HD monster. 
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SALTUREN (god of justice)
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Lesser god

ARMOR CLASS: 1

MOVE: 15”
HIT POINTS: 279

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 2-25

SPECIAL ATTACKS: Lightning bolt

SPECIAL DEFENSES: Shield

MAGIC RESISTANCE: 20%

SIZE: M (7’ tall)

ALIGNMENT: Lawful neutral

WORSHIPER’S ALIGNMENT. Lawful good or lawful neutral (uldras)

SYMBOL: A set of scales

PLANE: Arcadia

CLERIC/DRUID: 5th-level druid

FIGHTER: 15th-level ranger

MAGIC-USER/ILLUSIONIST: 14th-level magic-user

THIEF ASSASSIN: Nil

MONK/BARD: 5th-level bard

PSIONIC ABILITY: VI

S: 20 (+3, +7) I: 25 W: 25 D: 17 C: 20 CH 18 (20) CM: 19 (24)
Salturen appears as a man-sized uldra with a grayish-black beard. He is the god of fair justice and believes all lawful-evil actions are an abuse of the law. In battle, Salturen summons great lightning bolts which do 2d12 +1 hp damage. Salturen owns a shining white shield with an uldric rune written upon its surface in black ink. This shield reverses all attacks so that damage inflicted upon Salturen is instead inflicted upon the attacker (this power can be used once a day for one turn’s duration). The shield can also heal Salturen once a day. Salturen’s clerics and druids serve as judges at court and are empowered to enforce uldric laws. 
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TALMINEN (god of freedom)
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Lesser god

ARMOR CLASS: -1

MOVE: 12”
HIT POINTS: 302

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-30 (+10)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 30%

SIZE: S (4½’ tall)

ALIGNMENT: Chaotic good

WORSHIPERS ALIGNMENT: Chaotic good (uldras)

SYMBOL: The broken thorn

PLANE: Arcadia

CLERIC/DRUID: 10th-level druid

FIGHTER: 10th-level ranger

MAGIC-USER/ILLUSIONIST: 12th-level magic-user

THIEF/ASSASSIN: 15th-level thief

MONK/BARD: 3rd-level bard

PSIONIC ABILITY: I

S: 22 (+4 + 10) I: 20 W: 23 D: 20 C: 25 CH: 19 (25) CM: 18 (22)
Talminen has the same father as Maitak, but a different mother (his mother was an uldric goddess who is now dead). Talminen resembles his brother in many aspects, although Talminen is a bit taller than Maitak and has a beard that is slightly grayer. Both Talminen and Maitak appear to be in their youthful stages. Talminen’s traveling partners are his half-brother Maitak and a unicorn named Anor Speedrunner (who is exceptionally intelligent and is of chaotic-good alignment). Anor is AC 1, moves at 18", has 94 hp, does the usual damage inflicted by a normal unicorn, and fights like a 16 + HD monster. Anor only allows Talminen or Maitak ride upon him. When the orcish gods imprisoned a great uldric lord who had beaten an orcish tribe, Talminen and Maitak went to the Nine Hells to speak in the lords behalf. “Free him; he has only done what was right,” said Talminen. Gruumsh looked down on the little uldric god and sneered. “What he has done cannot be forgiven. No one defeats my people and lives. He shall be a prisoner for life, nay, he shall be a prisoner even after his death. He shall be a slave for infinity.” He-Who-Never-Sleeps laughed loudly and long.
“Then, One-Eye, there is nothing else to do,” Talminen said, and began tearing down the fence of thorns that imprisoned the uldra. Talminen, Maitak, Anor, and the uldric lord escaped the wrath of Gruumsh because the orcish god was afraid of confronting Aslak, whom he had once fought. (Gruumsh did not actually lose this original confrontation; he was, however, forced to retreat - an action which was very dishonorable. This is one of the reasons why orcs and uldras hate each other with such violence.)
The story of the imprisoned uldra is the main reason Talminen is the patron of freedom; it is also explains the symbol of the broken thorn. Talminen wields a magic spear like the one his brother owns. It was also a gift from his father. 
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Table 7: Gods of the Uldras
	Deity
	Sphere of control
	Head Raiment


	Body


	Color

	Aslak 
	Uldras
	Conical hat
	Chain mail
	Grey

	Maitak
	Nature


	Conical hat
	Chain mail
	Yellow

	Salturen 
	Justice
	Conical hat
	Chain mail
	White

	Talminen 
	Freedom
	Conical hat
	Chain mail
	Green


Table 8:  Holy Days and Sacrifices
	Deity
	Holy days
	Sacrificial form


	Sacrificial frequency

	Aslak 
	New moon 
	Monthly 
	Berries/leaves

	Maitak 
	1st spring day 
	Monthly 
	Earth

	Salturen 
	1st winter day 
	Monthly 
	Gems

	Talminen 
	Quarter moon 
	Monthly 
	Feathers


Animals associated with uldric deities are: Aslak, elk; Maitak, unicorn; Salturen, none; Talminen, unicorn. Places of worship for these gods are: Aslak, sunlit cave; Maitak, cave or forest clearing; Salturen, wooden temple; Talminen, vast field or tundra. Note that uldric druids are not restricted to the neutral alignment. Uldric clerics and druids are usually male, but female ones do exist.
Dragon #119

Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.

PH description

A gnome’s preferred habitation is an area of rolling, rocky hills, well wooded and uninhabited by humans.  Details of the race are found in Advanced Dungeons and Dragons Monster Manual.

A character of the gnome race can select to be a fighter (maximum of 6th level), an illusionist (maximum of 7th level), a thief, or an assassin (maximum of 8th level).  It is also possible for a gnome character to be two classes at the same time (a fighter/illusionist, a fighter/thief, or an illusionist/thief, for example).  In the later case, the character is restricted to wearing of leather armor, regardless of which class combinations he or she has chosen, unless only fighting is performed by the character.  As with any such multi-class character, gnomes with two character classes must always divide earned experience equally between levels, even though it might no longer be possible to advance upwards in level in one of the classes.

Similar to their cousins, the dwarves, gnomes are highly magic resistant.  A gnome player character gains a bonus of +1 for every 3.5 points of constitution ability score, just as dwarven characters do.  A constitution of 4 gains a +1, 7 gains +2, 11 gains +3, 14 gains +4, and 18 gains a +5 bonus to saving throws versus magic wands, staves, rods, and spells.

Gnome characters are able to speak the following languages in addition to their alignment tongue and the “common” tongue of humanity, dwarvish, gnome, halfling, goblin, kobold, and they can also communicate with any burrowing mammal (such as moles, badgers, ground squirrels, etc…).  Gnomes are unable to learn more than two languages in addition to those noted above, regardless of how high their intelligence score is.

Gnomes have infravision, the ability to see into the infra-red spectrum, so a gnome character is able to see up to 60’ in the dark, noting varying heat radiation.

Being miners of exceptional merit, gnomes are able to detect the following facts when within 10’ of the area to be examined, or at any time with respect to determination of their approximate depth underground.

Detect grade or slow in passage



80%

Detect unsafe walls





70%

Determining approximate depth underground

60%

Determine direction of travel underground


50%

It is important to note that the gnome must be actively seeking to determine the matter in question.  The phenomenon does not otherwise become apparent to the character, for he or she must concentrate on the subject to get some form of answer.

In melee combat, gnome characters add 1 to their dice rolls to hit opponents who are kobolds or goblins.  When being attacked by gnolls, bugbears, ogres, trolls, ogre magi, giants, and/or titans, gnome characters subtract 4 from their opponents to hit dice rolls because of their combat skill against these much bigger creatures.

EXCERPT FROM THE DMG:

Gnomes are most lively and full of humor – often on the black side or practical jokes.  They enjoy eating and can drink as much as dwarves do.  They are sly and furtive with those they do not know or trust, and even somewhat reserved with bigger folk such as elves or humans.  Gnomes love all sorts of precious stones, and they are masters of gem polishing and cutting.  In most other respects they are not unlike dwarves but they enjoy the open world of growing things almost as much as their mines and burrows.

The Gnomish Point of View

by Roger E. Moore

Gnomes are small demihumans closely related to dwarves. They average about 3’6” in height and 80 lbs. weight; their skin tones range from brown to dark tan to grayish brown, and they have gray or white hair. Gnomish males are bearded but females are not. Despite their small size, gnomes have an average strength equal to most humans. Though most people tend to think of gnomes as just smaller dwarves, they have different capabilities and a much different outlook on life, and are certainly worthy of consideration as a race unto themselves.

Gnomes are perhaps the rarest of all demihumans, though halflings in some areas are tied with them for the distinction. Only 5% or less of any adventuring types of human or demihuman origin are gnomes. They prefer living in temperate climates in rough and hilly terrain. Gnomish communities are composed of elaborate underground tunnel complexes much like those dwarves inhabit, and all such communities maintain a network of mines for metals and gemstones.

However, gnomish complexes do not go as deep into the earth as dwarven tunnel systems do, and tend to be spread out over a wider area. Though gnomes enjoy their mines and their close association with the earth, they also appreciate the world above ground, and love the beauty of the wilderness and of living creatures. 

Gnomes seem to have struck a happy medium between the attitudes of dwarves and elves in this respect. Dwarves seek mastery over their environment, treating it as a thing to be shaped and governed; elves seek union with their sylvan environments, making themselves at one with nature. Gnomes, splitting the difference, look upon their environment and the creatures within it as separate but equal to them, as friends and helpers. For this reason they have learned to speak with all other burrowing mammals and often have working relationships with local groups of badgers, groundhogs, and so forth for food-gathering and mutual defense. Gnomes sometimes have such creatures as companions; they treat their animal friends as partners and not like pets. Certainly it does not hurt such relationships that gnomes are small enough to see “eye to eye” with these small mammals.

Communities of gnomes are closely knit, and tend to engage in much friendly competition with other such communities. The major trades include jewel craft, mining, metalworking (including armor and weapons manufacturing), a minor amount of farming (a skill almost unheard of among dwarves), hunting, and involvement with the local military as scouts and community militia. Trade with other gnomish communities and demihuman villages and towns is brisk, though few gnomes leave their homes to become traveling merchants. In general, humans trade with gnomes less frequently than do elves, halflings, or dwarves, due to some mutual distrust and avoidance, but some human areas are quite friendly with gnomish folk, sending them clothing, foodstuffs and spices in exchange for ores, gems and jewels, and worked metal products (weapons, tools, armor).

Humor is very important to the gnomish personality. Gnomes go for practical jokes, especially the sorts that are directed against larger creatures and enemies. When directed against other gnomes, these jokes tend to be friendly, with no harm intended. But against humans and other large races (including humanoids), gnomes’ humor is more of a weapon, and takes on a darker aspect. A good practical joke played on an enemy (like substituting a Necklace of Strangulation for a Necklace of Missiles in a half-orc’s pocket) will win immense status for the responsible gnome.

Those whom gnomes do not trust are dealt with carefully; they may find themselves perplexed, led around in circles, and kept unsure of just what is going on. The gnomish brand of humor is demoralizing to enemies of the gnomes, who may find themselves constantly subject to booby-traps of every conceivable sort. Humans have found it helpful to develop a manner of humility and respect when passing through a community of these small folk. Those who are earnestly friendly and supportive of gnomes may soon find them to be close friends. Gnomish mercenaries will assist non-gnomes fighting directly for gnomish causes; their service may also be given in other, non-critical (to a gnome) situations, but they won’t take things quite as seriously in such instances, and won’t necessarily stop their practical jokes (though they will become more friendly and harmless). 

The lawful good orientation of most gnomes comes from their sense of community spirit and cooperation with one another and other allied beings. This is muted to some extent by a more neutral, nature-loving concern that includes a tolerance for other alignments and a desire to maintain the balance of nature. Though gnomes may not like chaotic evil beings, there is still the feeling among most gnomes that such creatures are necessary in some way to maintain a balance with other alignments. Neutrally aligned gnomes are not often prone to be closely involved with other races, with the possible exception of sylvan elves and rare communities of tallfellow halflings of neutral alignment. 

Perhaps because of their close association with the earth, gnomes are tough when it comes to constitution and related matters. They are resistant to many poisons and magic spells; as with halflings and dwarves, certain magic items (i.e., rings) may malfunction when used by gnomes, because of this resistance. Gnomes are also able to consume large quantities of alcoholic beverages and not be as affected as a human might be; gnomes drink as much as dwarves do, but whereas a drunken dwarf becomes (generally speaking) more obnoxious and gruff, with a tendency to fight everything that moves, a drunken gnome becomes euphoric, laughs at everything, and joyfully insults anyone or anything larger than himself or herself.

Gnomes are rarely on good terms with any evil humanoid race, but their most hated enemies are the kobolds. Both races compete for the same sort of living space and materials, and their deities have long warred with one another. Garl Glittergold (the major gnomish god) once caused Kurtulmak’s most elaborate and richly decorated throne room to develop a structural defect in the ceiling, making it collapse at an untimely moment when the kobold god was entertaining one of the major arch-devils. The latter believed the ceiling collapse was an assassination attempt, and in vengeance hung Kurtulmak by his tail over an active volcano for six weeks. The kobold god has since devoted all his energies to the destruction of all gnomes, but his efforts seem to have only made the gnomes tougher on the whole. All in all, it was a grand joke indeed.

Goblins also hate gnomes, though not with the single-minded fury that kobolds have for them. Gnomes, in turn, hate these races to the point where they will attack them in preference to any other race of enemies, and gain a bonus to hit them as well. Because gnomes are small enough to dodge between the legs of larger opponents and evade blows, humanoid beings of gnoll size or larger have a very tough time scoring any hits on them. The physical senses of gnomes are very well developed. Eyesight is good and includes infravision out to 60’ or so. Gnomes have the most sensitive hearing of any demihuman race, and their communities are unusually quiet compared to those of other races as a result. Some gnomes prefer walking some distance ahead or behind groups of noisier (usually meaning human) races. Gnomes also have a more highly developed sense of taste and smell than other races, and have larger noses that some people find quite amusing. 

Gnomes go adventuring for various reasons; many such adventurers are multi-classed. Gnomes are able to learn the skills of the fighter, thief, illusionist, and assassin and are better able to mix classes than either dwarves or halflings. Gnomish thieves and illusionists, for obvious reasons, are especially able to use their talents to pull jokes on other beings. The feeling that gnomes have been slighted by many other races without cause (a claim not without substantial evidence) makes the fighting and thieving lives most attractive, as a way of evening up the imbalance. Assassins are motivated by a similar “get ‘em back” philosophy, and enjoy taking vengeance on their enemies with macabre humor. Illusionist gnomes are rare, but highly respected in their home communities for their powers; learning illusionist powers takes a great deal of time and practice compared to learning fighting skills or thieving. Gnomish adventurers of any sort often think of themselves favorably as “giant killers” (“giant” here meaning anything larger than 5 feet tall). 

Aside from elves, gnomes are the longest- lived race among humans and demihumans, reaching a maximum age of over 750 years. As with the elven folk, this has to some extent changed the gnomes’ concept of time. Gnomes are not usually prone to hurry with tasks, and are good at making up a variety of amusements with which to occupy their time. Joke-playing and other humor is very useful in this respect. Gem and metal crafts take up much of a gnome’s time in later life when adventuring begins to pale, and community service is a popular option. Mining, of course, can be done at any age, and frequently is. 

As a race, gnomes are quite adaptable. Though they do not particularly like the sea or other large bodies of water, they are more willing than dwarves to live in such areas. Undersea communities of gnomes, with tunnels leading from great air-filled caverns beneath the waves to rockier ground on the shore, have been reported. These complexes would be extremely rare, since most gnomes do not know how to swim. Other colonies of gnomes have been reported in arctic areas, clustered near geothermal springs or places with mild volcanic activity. 

Recently, a purely subterranean subspecies of gnomes was discovered; known as “deep gnomes” (see AD&D™ Module D2, The Shrine of the Kuo-Toa), these beings are on close terms with many sorts of earth elementals, just as surface gnomes associate with burrowing mammals. They possess an innate magic resistance and spells of illusion; their language is a modified form of the surface gnome tongue. Gnomes seem to be turning up in the most unexpected places — perhaps their way of having a little joke on all the other races. 

The gnomish personality is well represented by their chief deity, Garl Glittergold. Garl is mischievous, courageous, witty, and strongly drawn to the adventuring life. His great axe is actually his companion; Arumdina is quite intelligent, and has the power to cut stone and heal Garl as desired. It is interesting to compare Arumdina (as Garl’s companion) to Moradin’s hammer (which is non-intelligent and his personal tool) and to Corellon Larethian’s sword (which is an extension of the elven god, virtually a part of him). Gnomes have a number of other gods, but Garl is the best representative of gnomes as a whole. His everchanging gemstone eyes seem to fit well into his unpredictable (though still lawful) nature.

Like dwarves, gnomes have a distinct sexual imbalance in numbers (two males for every female), and this does have an effect on their society. Gnomes, however, do not have the rigid sexual and marital mores dwarves have. Expressions of love and caring are shown more freely, and courting is a popular pastime among gnomes. Since most gnomes do not marry early in life, this means very long courtships, some lasting several hundred years (making for some particularly amusing tales and jokes). 

Those males who choose not to be married become more immersed in their crafts, and develop close, non-sexual relationships with friends who are either other male gnomes, humans or demihumans of either sex, or animals. These relationships are looked upon by married and unmarried gnomes alike as being as valuable and important as a marriage relationship, though humans and other races might be hard pressed to see things that way. Gnomes will go to great lengths to aid those they become attached to, and will feel a strong sense of responsibility for them.

As presented in the AD&D rule books and played in AD&D campaigns, gnomes at times seem a little too much like dwarves. The two races share some characteristics; yet, in order for each to remain a separate and distinct character type, differences should be present. It might be worth discussing ways in which gnomes could be made a little more unlike other character races; it is suggested that the sexual ratio of males to females be evened up, perhaps nearer seven males for five females. It is odd, too, that while dwarves are said to be unable to cast magical spells (excluding the clerical sorts possible to many races) due to their magical resistance from their constitutions, gnomes gain the same magic resistance and are allowed to become illusionists. Further discussion of this matter and other possible changes might be worthwhile in making the AD&D system more logical and reasonable. 

Material for this article was gleaned from the AD&D Players Handbook, Monster Manual, Dungeon Masters Guide, and the DEITIES & DEMIGODS™ Cyclopedia. In addition, the novels Three Hearts and Three Lions, by Poul Anderson, and Enchanted Pilgrimage, by Clifford D. Simak, provided some additional details on various matters.

