One of the things I’d like to see is a map scale on the basic map you initially presented of the Cauldrons. This will give me some scope to answer your question.
I think the “Keeps” should all be “large” towns (5k). I’m basing that my experience in the military – there has to be enough support around to care for soldiers and their families. I could actually go so far as to say “small” cities (12k). I noted that you have no small cities among Cauldrons, which I find unusual.
I think 100k-150k is reasonable – of course, again, I need some scale to add perspective. But I think you’re on the right track there.
Regarding standard goods, you can add a little flavor  by offering alchemical service – I could see dwarves being interested in such concepts as elements (periodic table stuff, not air, earth, fire, water) – quicksilver is something they could dabble in, some real mad hatter type stuff. Explosives (they live in caves: saltpeter…).
And because they don’t have a ton of magic beyond armor/weapons, etc., alchemy would help offset that lack.
Each town, city should have its own flavor – what type of sports do they play? There could be tournaments and such that would make things interesting. Torgrem would like wager on such...perhaps that could be a skill some of the dwarves have: 10 skill points in being a bookie!
Just going out on a limb w/ some of this stuff, but there’s so much grist for the mill...and Grim’s my guy...he’d likely be knee deep into everything.
RE: Lozzira Blesstone: I like the idea of a ‘House Priest’ in with the King and/or Queen. What’s kind politics are being played between the House Priest and the High Priest of Moradin? What if the House Priest is a doppleganger???!!!!!
What about rivalies among various factions and guilds from each city. I’m guessing sanctioned thieves guilds are run in the various cities – do they ever operate at cross-purposes from one another? Are the assassins at play: i.e. are local lairds and ladies ever taken ‘off the board,’ so to speak?
Would Grim be a target? One of the other characters/avatars?
Heck, I probably could go on for hours, but that’s some food for thought. Hopefully you find it helpful.
RE: Generat military unit strength (I think a cohort would be sufficient for smaller population centers, a brigade would be about as big as you’ll likely get, even in all but the largest human population centers in the World of Nemmerle. These estimates are based loosely upon real historical armies.
Squad 10-15, archers, infantry
Platoon/Conroi 16-50
Company 50-200
Cohort/Battalion 201-1000
Brigade 1001-6000
*
Regarding local sites:
Cemetarties, graves and tombs, sites of important battles, historical markers/monuments. Centers/seats of government, Museums/works of art. Veins and lodes of ore. Churches and shrines, holy places (saw Moradin’s beard in pint o’ Rinehardt’s finest!). Taverns of great renown (they are dwarves!) - breweries.
