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A rbill misl shimll,"rJ in IIx awrcaSI "",·Iighl. Slirring wilh II 
wtstrrly bruu, Ibt silwry hau tloaktJ jorm, glaJt, IInJ hilltresl /ikr 
II �ssaff1rr wi/. HlillinJir, IInxiOlis 10 gain II vanlllgt llbow IIx jrosl­
gLutJ Ihirhls II10ng Ibt (Ilsltm jlltr � IIx riJgt, J(lJrrlxJ IIx shaJfJWS 
� /,air IInJ brllneh OwrlxllJ jor II sllilllbit pmb. Fortunattly, Ibt palt 
Nrk oj II birrbwooJglisltllrJ in ,''' jailing light, aJ!orJi"g IAt anxious 
huntrr II jair g limp� oJblark limbs. Ht li/fllJ his /tap wilh IIx IIssuran(l 
oj one whose boyhooJ haJ bm! rprnl slalking Ibt jorrsls oj IN T wilighl 
Hills. Springing oJ! a rolling slump, ", taugbl a sloul hramb, pulling 
himu!t lip, sbakilrg oJ! tin", anJ Jamp anJ rlimbilrg SltaJily hightr. 
Carrju lly, siltntly braring bimst!t mM\Wy up IN grtat birtb, bt 
stanneJ IAt vallty brfow. 

T!tr lwilight jllJtJ inlo krl:nm IlrounJ HllllinJi" IN shaJows oj 
IIx Itafoss IrilS Jlcwly "I(/Jing inlll l'" g/()(Ifll oj lin lIu/umn nigh/. Any 
rttkoning III JiJtanu \ws Unlllfl', Illlhough hr tlllliJ Irau IIx 

'
«tasionll/ 

glilltr it IN StCKkbrook liS il wOlinJ ils \Wy rasl\wrJ III\WrJs IIx 
BaranJuln. BryonJ, on IIx bon'zon nellr IN grtlll n'\I(', rtJ glinls 
mllrkrJ 1& flmres rising o\l(r Ihr rmrains oj SI«k Villagt anJ Marish 
Town. HallinJirhaJ no lilflltOgriTW nllW, no lhoughl/O "",sIr ill pain 
allJ IIngtr. Torrhrsj/itkmJ rlOJl'r /ryJorolily II ha!t-Itllgut a"",y anJ 
jwsl Jown paSI IIx ixlst oj IIx bill, IN murJtrm maJt tamp. I1x 
Coblill1ires slrung 011/ ill a !irdt aboul WwJh4I1, anJ a joul, harsh 
r&wling JriflrJ ixlrk wtsl 10 IN mJfs oj Ibt Grim Hills. A "'mJrtJ 
Ort-voim rosr likt a (rutl (horus;1I obsunr Clmllolly.1j Ihry'J ,akm 
priSOntrs loJay, IIx poor souls wtri alrillJy brillg S4ltrifiuJ, slain allJ 
bltJ 10 IIx �ry oj Ibt Wil(A-king. 

"RlIlIgtr," 1pOh a quirt, slrong wiu jro1ll brfow; "Ari Ibty 
tonumrJ with us lonight?" 

"No!" HlllfillJir S4liJ oul 10uJ. Cursing his XTr(ll youlb, Ix swung 
Jown as silmlly liS possiblt IInJ jOllllJ lilt grolinJ 1Nf0ri sptllking 
jurlbtr. No, il I-WSIl'1 0111 oj IN nU1l1f banJ oj rIllrgtrs wllh wbitb Ix'J 
IrawltJ 10 INst woods. [mIlIlJ, a grgy-cIaJ 01J man stooJ Itllning 011 
his Slajf, his tyeJ glilltring in IIx ha!t-light. Printt Arallarlh holJ tIIInt 
jllr 0111 oj his ""'y 10 Jtt lhis jtllow; N \VIIS impressiw, ill JOnll I-Wys, 
bill slrllngt, tvnI jor one oj Ibt Wil(j his"g:lzt JttTIIlJ 10 look righl lhrough 
a jr/low. 

"Tbry busy Ibmrstlws, ((ltbrillillg Ibt sillughteroJ our kitifolk, nmt 

Ibtm." 
"AIIJ Ibt morhrrr,g, IIx slNJJow-priesl who Irllas Ihml? No, YOIl 

WOWIJII't bt ablt to Ixllr him. Slil� N muSI bt lraJing IIx ttrmwny." 
Tbt wizoIrJ lunuJ away anJ btgall I-W/J:ing INuk alllllg Ihr (rtst. 

"I woulJ "'not tbmr j((l lIur slul!" whisptrtJ Hlll/inJir ji,.,.uly. 

"AnJ Ihry WII'lIJ, /,ut for my IorJ's wounJ." 
I1x olkr 7111111 IoohJ bark owr b;s shoulbr. "8ul the prillte is 

woullkJ, Hal/inJir. Few )tars you might hIlw btbinJ yow,y' you still 
halot Ibth/ooJ IInJ nmk oj HlIIIst Ehty<l. You ltaJ tb;s company 1I0W." 

Ht stroJr ro'!fikntly through a barritroj rost-brllmblt inlo II g1atlz 
rillgtJ by tfo1l-grIIWII O<Ik anJ btttb. On tlx opposilt sitlz oj Ibtg14Jr, 
wbtrt no SOIIIIJ or 1Imt (owlJ Jrifi OUI IO Ibt Ort -camp, a stOrr oj ki"g's 
rangtrs 1II-W;ItJ ill1t1l4ltioll. 

HlillinJ;r pwJtJ (101( /,rhinJ lhe wizarJ. "[ have no slrmgth oj 
numbtrs, fIIySlit, 1171.1 no proltt/ioll llgalnst Ibt priest's turns. Ulllzss 
you tlill mwsttr your EfJarill jrilllth, or unlm you art as subllt a 
wizarJ as rumor nlllhs yow." 

"Rumo'?" saiJ tlx 01J man to IIx lIir. "Dtngm)lu Ihings, rumOfJ. 
AIIJ IIsjor lilt slomJ ELlar, lhey 1I11W fooJ: 10I-WrJ tN sta. S/il� 1 may 
holve jllllllJ slringlh oj numbtn jor you ... }} 

in Ibt mMJIt oj tlx gillJt a slIlIIlIfigurt roSt up IInJ bowtJ. 
"Mllsltr Gank!f?" nx jigurr, III1W .lipping II shorl, btll",-bIaJtJ 

sprar ill sa/ult, barely slooJ liS high lIS HalfillJir's sworJbrlt. 
"Yn, Mllslrr &arl:illtr," saiJ 1M magirilln. "AIIJ Ihis js Caplilill 

HllllillJi,. " 
HlillinJi" jll?:(//ing ",·s nlllnntrs, jllllnJ bimstlj staring al lbe 

Ha!fling, who sttlrllJ, brhinJ his sprar, alljurrrJjut allJ jlcppy Iralhtr 
jrrkin, WfllpptJ ligbt agaiml IIx tllrly willtff rolJ. 

"So Ibis is Ibt klngsmlln. "Tbt bigh witt I-Wsfiror, lind tbayts sllllJy 
liS tbty ma/thtJ tM rllngtr's gaZt. "I'w gol fwt'nly 14Js, sirrab, 1111 with 
SIOllt bows allJ tllgtr 10 strYt IInJ 1111." I1xn, Jropping bis ryes, bt 
mulltrtJ 10 himst!!: "A slriplillg, by lilt Woo./.}} 

''OJ {ourst," saiJ HlillinJir, ronfimJ, but too po/ilt 10 txpms his 
Jisbrliif. "YIIII woulJ brwilling 101l1l1l(k 101l(:ht? Ibrn'1I kSIIOW, I'm 
101J, 10 mllsk Ibtir night-sight. " 

"As you wisb," sbruggtd &arkilltr. "I1lry won'l tXpt(f it at nigbt, 
IInJ they's 100 /nuy makill' rtligioUJ 10 "",lth jor ws." 

"And your prople? Your jamilits anJ womm?" "HlIIJill' oJ! 
watI-WrJ, sirrah, IIW1tJjrom 1111 this. Wo!t-riJm Olllbt Crtlll RO<IJ, 
oj rouNt, but Ik's Elj-trllils in IN Grrm Hill roUlllry,yrr forkbip. 
CooJ Irails 0''''' 10 tbt Took-14I1Js. I1xrr Ihey have gooJ holrs. Troll-

-, " prcK?J· 
Tbt Ha!fling txfhangtJ slUilrJ wilb GanJa!t. "SOlllt oj tbt big/o/k 

1If( Irying 10 gtt in our holes. Giws you a (holllUto pitk your ]rimJs." 
GaIlJII!t IISJUIIII'J II mock-stolJing tOnto "I'm SUrf tbe Took-lbant­

is at/illg killJIy 10 all oj IIx rrjugrtJ. Wt mwsl bolJ 'Ott,htr ill Ibtl( 
Irying timll." 

Tbt Hobbil sbruggtJ. 
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HalfinJi,. /w1'JI(4 /0 GlnJa!f. "l�, oj Pn'rur Aranartb? And IIx 
Elves who made Ibis tir4lrin,g? wbrrt 41ft lbey?" 

''nty IIrriWJ wilh &arkilltr, Captain, II Jrw minults ago," said 
Canda!f. "And sinlt you Stt! sonlt sorl oj magir, know IhoIl lbis is lin 
Elvisb glatlt. II is proll(UJ; no On wjllfinJ 11K prirllt lemight wnlm 
WI' /raJ him bm." 

"And w�' of Ihtst i!f-magi!" Wizard? WlIIl, \Wilpon haw. we to 
IIJt agaim/ Ibt dxtJow-pritst?" 

(AnJa!fs rye narrowtd. "I know bim. Ht Nl b{(oml (lmitSJ. 
Wbilt Ix WIIS wilbin ,lit ball, oj Cam DUm, bt (0141.1 nol be rtiuhtd. 
Afll1lhrrt bw"JrrJ J'llrJ Ix Nt {oml out. " Ht continlplaltJ tbi trystal 
a/ IIx tnJ oj his 11ssj/. "I (1111 bal wilb his JArk powtT, up'ain 
HaWnJi,.. I bt/in>(' I will {onll wilb you tonight." 

A jllinl try imudJrom ,btU)ulhtrn sjJeojlbt�b. wbm sn:rnzl 
jigurts buJJItJ Il round ano,,," I4jJ'i.pon If btJ oj Jritil /tam lind gr4lSJ. 
HallinJ;,. /UI'JI(J and slrodt briskly IfJWIlrJs lhim, 1M wizard and 
HobbilJo/lowing in his _!,. As bt approafbtJ, a Illllfigurt NiSlJ II 
&'nJ 111 rlKrk bis tlpprotub. HallinJir tlnulKJ bis fingrrs tltVWnJ his 
sword, Ibm rrlotxtJ. 1lr slr.llngn" baJ 11K look "./ tI grttIl Elf, Itlll tiS a 
lord. EIII(s Sm1lfJ SCtlf(f in Ihis lIIaf, �ul nl1 good wouU {Olllt "./ 
qlltlrrriing wilb lbelll. "Your p",Jon, Ctlp'tlin," Silid 11K Itlll E!J. "My 
siSI" is ImJing 10 your prin{f. Hr is fighling 11K poisen, IInJ il brings 
p"in. T1x Sling IIli1y betk wtll; Ibis is tI sign "./ rtnrwal, 1'111 lOLl." 

&fOrt IMIII Illy Pn'nft Aftlntlflh; (Wn tnjtfb!tJ by Ott�poison, his 
s,rmglb sbowrJ. Tbt lhisr�d jltllufa \\/tTl Illul wilh Slrtlin, 'M grttll 
s�lbn II"IKJ upwarJ off 1M grounJ. A WOllltln btU his MtlJ IInJ 
slroifJ his fill', munlluring. Sht looktJ up, allJ HIIllinJir's hrwh 
'"Ugh, in his ,brN,. Ht baJ bttlrJ "./ tht bttluty "./ Elwn womtn, hN, ... 

Hrr wi� kri. ryts (IIUgh' his. "Ht JrtlllllS, my lorJ. JJ Sir wbisptrtJ 
,be words, (at(hing II ra\,lII braid with btr jm htlnJ tlnJ pushing il f"Ist 
btrf"l/t shouLltr. ''Tbt prinft Jmlms "./ tlr \\IIlr. Tht poWff"./his /'/ooJ 
sbowJ; N IttS jar IbreUgll his jrwr." 

"�"""" Joa M str?" ashJ Olndtl!J. 
'7« king riw jm,]or tI limt. ArwJui bas elm"J 1M beunJs oj 

Ort�SlOUtS IlnJ ridrS nOrlh." 
"VllrdtllK prllistJ!" sptk HII/JinJir. "Nrwr sball ,ba, lint jtlil!" 
"Nol btrr tlnJ tonight, any,",y." J(JiJ GrnJII!! "If Ibr prbru is 

boving tI String oj this worM tlnJ nol tlr Illxl, IK will surri>' rtlO'Xl'." 
"Hl bas shown tlK Wt "./ 51gb1 btJort," IIgrtfJ HIIl/inJir. "A ustjul 

Ihingjor II ruitT whosr srtrS baw jlli/tJ him." 
CanJII!! Spoil lhoughifully: ''My IotJy, wbal "./ the prinu's brotlKn 

IlnJ sisltr? Art thry in Ihis Jrtlllll?" 
"Nol bis sislrr," SiliJ 1M womtln. "Sht is slil/jllr jrom bolllt." 
Ibt Elwlr�lIIdy's �rolMr spoir. "nat is lme, til /ttlll. WorJ (omrs 

jrom Lin Jon lbal onry 1M jirsl pt!fl "./ tM ConJoritln fori bas (omt 
through IIx Slornrs. Sht will bt wilb Prinu Eiimur, IInJ M J(Jjls witb 
tbr lIIolin beJy. JI 

Hlll/inJir Slllll Itan in tM IotJy's ryts. "AnJ, MtldtllII," bt ashJ 
sejtry, "wbtll ".f bis hrotbm? �t'bra, "./ NorbNry's pat rittlJrl?" 

ArlllJllrlh mtNIntJ again, III1J E!!�lIIl1idtn beWl'd brr IxQJ QnJ pUI 
II banJ on his how. "All is j/4l11t," sht J(JiJ in tI voiu {111m y(t filJrIl 
wilh sorrow. "It hums him worst lban IIrry poison." Sht IookrJ up lind 
gmJ off pt!S! tht rirtlr ".fjtlus Qround htr. "All js.flamr. I1r (iltldti. 
Ibe J'Illotu. His hrolbm haw j�/�n wilh the gaitS "./ the tily of IN 
Olintkin." 

"Fomost is hNming." 

1.0 INTRODUCTION 
"OJ Numrnor he spoil, ilS glory QnJ its j�lI, QI1J lhi rtlum "./ 
Ibt Kjngs"./Mtn lo MiJdlNarlbOllt ".f IhtMtpS"./ lbe Sill, benu: 
Npon tbe willgs "./ sttmn. Utn Elrndil lbt TII/J tllIJ bis mighty 
sons, Isi/Jur �nJ Anarion, bttlllU( grrtll lor.u; lind lbe North­
,,"1m they IlliIdt in Amor, QnJ IN SoNth-reabn in Co,rJor ... 

"'In 1« Norlh .. .tM MtI1 ".f Wa/tmtsst wtrt Jiminishtd. .. tht 
jo/Jr. "./ Amor JwinJItJ, tlnJ tlxir jotS dtvourtd Ibmr, lind tlxir 
lordship ptJJSrJ, !tQvillg Oltry gmlr moullds in 1« grtlssy hills. JJJ 

_ Tbc Fdlows'ip of "t Ring, pp J J 8�J2 J 

Of the fare of the Lon Realm of Arnor, wist fitn and 
common mtn and evtn Hobbits know the tale. Once, as 
it is told around tvery hearth in the Westlands, a mighty 
realm rose btrwttn the Misty Mountains and the Sunder­
ing Sea. Arnor was founded by Eltndil the Tall, so great 
a ruler that folk said of every brigand and thug that they 
"had not heard of the king." In the daysof the kings, peace 
:and justice ruled in Arnor; wicktd men and creatures 
shunned its towns and towers in fear of thtir judgmtnt. 
With the passage of cenrories, though, tht strength and 
wisdom of the Arnorians failed. Thtir realm was tom 
apart by conflicts between devious lords and rough tribes­
men, then stt upon by an ancient evil: the Witch-king of 
Angmar, an undying S(:rvant of Darkness. 

In the sevtnteenth century of the Third Agt of Middlt­
earth, chaos and despair stalk many of the lands of old 
Arnor. Rhudaur, on its eastern borders, is ruled by bandit­
kings and evil sorcerers. Only the El vish haven ofRi vendcll 
stands as a island of s3.fery for travelers. In the south, pcuy 
lords qU3.tTel over the dying realm of Cardolan, while the 
great seaport of Th:lrbad has fallen into rhe h��ds 

.
of 

corrupt merchants and guildsmtn. Here a fret spmt WIth 
a stout sword-arm and a measurt of wisdom could create 
:I kingdom for himself. Only in rhe northwest, where the 
king of Arthedain yet rules, can the braves

.
t 

.
of hea� fi�d 

trustworthy allies. The cit3.dels of the T wrlrght Hrlls strll 
shdterthe heirsofElendil, tall Men ofWtstemtsst sworn 
to dtfend their realm against the Orc� and T roll�hordes 
of Angmar. This is a land with a need for heroes and a 
willingness to reward them. For those advtnturers with 
tht courage and will to face the starkest of evils, friends 
can be found in Arthedain. 

Pass forward fifteen hundred years in time, and another 
grand story unfolds. Arthed:lin and Card�lan hav� long 
since faded into the wilderness. Rhudaur rs now SImply 
tht T rollshaws, the hunting ground of monsters. Terrible 
banes survive from the destroyed realm of Angmar, curses 
and sickness mat keep civilization ar bay and reserve much 
of tht land for wandtrers and hunters. Tht Hobbits of the 
Shire and the villagtrs of Bree still reme.mber the laws of 
the old kings. Prote(:ting {hem are the Rangers of the 
North, a secret people. From their hiddtn enclaves, the 
Rangers dedicate their long lives to fighting evil, preserv­
ing the uusures and noble memories of their Arthadan 
ancestors, and safeguarding the line of lsildur. 



As the minions of the Dark Lord and the sinister forces 
of the White Hand plot against the small islands of peace 
scattered across the country that was once Arnor, there is 
once again a need for heroes. 

ADvENTlJRE GAMING 

Amor: ne PeIJplt''' is the fourth title in ICE's PrIJpits ".J 
Middlt_t4lrlh'li adventure game series. Most of the material 
herein appeared as part of the Amor'" realm module, 
released in 1994. The re-edited material has been reorga­
nized into the Proplts format; two new sections of charac­
ters have been added, as well as additional maps. 

Like irs predecessor, SDulbern CondIJr: nt PlIJpU.N this 
work narrates the history of its vast namesake realm and 
the myriad distinct peoples that inhabit it. The.. primary 
focus of the book is the Men of Western esse (the 
Numen6reans or Dunedain) and how their culture shapes 
the course of individuals and events. A sister module, 
Amor: nt Land,'" will accompany the presenr work you 
now hold. 

As you may already know. adventure games include 
fantasy role playing and simpler story telling games. These 
games are akin to plays or interactive novels. The referee. 
or gamemasrer, serves as a sort of actor/director, while the 
players portray the main characters. Everyone combines 
their imaginative talents to conceive a spontaneous story 
which is never short of action, intrigue, and adventure. 
Often. over the years. gamemasters have chosen Middle­
earth (Endor )as a setting for adventure games. No fantasy 
world exeeeds T olkien' s creation in terms of depth, flavor, 
and consistency. or as an adventure gaming locale. Arnor: 
De PtOple serves as a helpful tool for gamemasrers and 
players seeking knowledge about the Dunedain and the 
lands of the North-kingdom in which they buik their 
society. It is an ideal reference .work for anyone using any 
major fantasy role playing game guidelines, in particular 
ICE's Middit-lllrlhseries. Those wishing to explore Endor 
in the context of an adventure game will find this work 
invaluable. 

USING THIS WORK 

Amor: nt Ptoplt begins with a brief overview (Section 
2.0) providing basic information about the Dlinedain and 
their origins. This is followed by a comprehensive narra­
tive of Eriador's and Arnor's millennial history (Section 
3.0), covering all events of major importance through the 
years prior to the death of King Aragorn Elessar (F.A. 
120). as well as a timeline (Section 3.7). Section 4.0 
describes the multitude of peoples whose cultures. <Juar­
rels, J.nd J.lJiances arc the basis for Eriador's tangled 
politics. The details of politics and power are covered next 
(Section S.O). followed by sketches of social J.nd eco­
nomic life (Section 6.0) as well as the continuing bane of 
war (Section 7.0). Some fifty personalities, the key to 
political mife J.nd adventurous storytelling, are detailed 

in Section 8.0, followed by descriptions of the most 
important magicJ.l artifacts of Arnorian history (Section 
9.0). A special section (10.0) details the history and 
culture of the Rangers of the North. the people of 
Aragorn and Halbarad, the land's defense against Dark­
ness for rhe last thousand years of the Third Age. The 
module concludes with an array of tables and appendices 
featuring useful reference information for running role 
playing adventures in Arnot (Section I I .0) and staging 
miniatures battles among the many military forces in the 
land (Scction 12.6-). All information throughout this 
module has been keyed fO ICE's Middit-tarlh Rolt Playing 
(MERP), no Rolmrasltr (RM), no and Lord oj IN Rings Adwnlurt 
(Amt (LOR)"" systems. 

THE SoURCES 

This is J.n authorized secondary work. It is specifically 
based on Ibt Hobbit and nx Lord ".JIN Rings, and it has been 
developed so rhJ.t no conflict exists with any of the other 
primary publications. Of course, always remember that 
the ultimate sources of information are the works of 
J.R.R. Tolkien. Posthumous publications edited by his 
son Christopher shed additional light on the world of 
Middle-earth. 

ArnOT: nt Ptoplt is based on extensive research. We 
uphold the high standJ.rds associated with the legacy of 
J.R.R. Tolkien. By blending material from primary and 
secondary sources with rational linguistic. cultural, and 
geological data, we insure that any interpretive material 
fits into Tolkien's defined patterns and schemes. Keep in 
mind, however, that this is by no means the "sole official 

" vrew. 
Since we derive the material in Ar"IJr: De PtOpU from 

authorized sources, we provide citations to pertinent 
sections in Thr Hobbit and nx Lord ".Jlhr Riflgs and other 
major works by J.R.R. Tolkien. Where we have extrapo­
lated information. we either omit citations or we refer to 
publications in ICE's Middlt-rarlh adventure game series. 

A NOTE ON UNGUAGE 

Unlike many f.1ntasy universes.J.R.R. Tolkien's world 
received its primary inspirJ.tion from the invention of 
language---rhe imaginary tongues spoken by Middle­
earth's inhabitants. In nx Hobbil and nx Lord ".Jlk Rings, 
T olkien chose to "translate" some of these tongues­
notably the Common Speech of the Westlands and the 
words of the Northmen-into real-world languages, 
while leaving others-primarily the Eiven tongues-in 
their pristine, "untranslated" form. The result is an 
enchanting blend of the exotic and the familiar, the 
sublime and [he commonplace. This "linguistic aesthetic" 
(as Tolkien once termed it) lies at the heart of his creative 
achievement and is one of the reasons that countless 
readers have been and continue to be enthralled by 
Middle-earth. 

7 



8 

From the inception of its MiJJ�-tarlh series, ICE has 
upheld Tolkien's translation procedure (fully described 
in "Appendix F" of Tbt Lord oj the Ring�), and the honing 
and perfecting of these linguistic principles is a major 
priority of its 2nd EJilio" MERP releases, including the 
work you now hold in your hands. In preparing the 
current edition of Arnor: Tbt Ptopft. special attention was 
given to ensuring that {he myriad of existing names---of 
people. places. artifacts, etc.-appear in a fonn and 
language-base appropriate ro Tolkien's scheme. The at­
tainment of this goal involved numerous minor modifica­
tions (and a few omrighr changes) in the names appearing 
in the first edition Amor realm module, though every 
effort has been m:adc to preserve as much formal continu­
i� betwecn the two edition� as possible. 

Three areas of name-revision in particular are deserving 
of mention: 

I) Quenya and Sindarin: During the time period in 
which the majority of Amor, ne People is set (the 
mid-Third Age), the High-dven tongue 
(Quenya) was rarely spoken in Middle-earth. 
The Elves themselves had long-since abandoned 
it as a fonn of everyday speech, and their 
Dunadan allies in Arnor had likewise ceased to 
use it in the political sphere since the sundering 
of their realm in T.A. 861. In both of these 
cultures. Sindarin (the Grey-elven speech) had 
largely supplanted its nobler sibling. Where this 
had clear ramifications for names appearing in 
the old Arnor module-primarily in the case of 
personal names--che Quenya fonns (or cle­
ments) we[e r�ndered into their Sindarin 
equivalents. In other cases, however, Quenya 
forms were retained in order [0 refIeer the 
distinctive character or antiquity of some noble 
family or revered title. 

2) The Northman Tongues: T olkien did not 
invent the names he gave to the Riders of Rohan 
or their cultural forebears; rather, he chose to 
represent the historical evolution of this northern 
language family by "translating" its fonns into 
Gennanic languages from our own world: 
Gothic, Old Norse. and Anglo-Saxon (Old 
English). Consequently, it became important to 
see that all of the Northman names appearing in 
Amor: n, P,ople were of appropriate Gennanic 
fonn. Tolkien, moreover, reserved Anglo-Saxon 
names for the late Third Age Rohirrim and their 
immediate predecessors, the Eothcod. To 
maintain consistency with Tolkien's conception, 
most Anglo-Saxon elements ap�aring in Arnor 
(i.e., those attributed to a time �riod prior to 
the emergence of the Eothcod or Rohirrim) had 
to be transformed into historically related Gothic 
fonns (i.e., into the fonn of the Northman 
language that would have been spoken in T.A. 
1643). 

3) The Daen Languages: Follow­
ing Tolkien's indication that the 
namcs of the pre-Numen6rean 
inhabitants of Eriador should 
assume a "vaguely Celtic" (utR 
m. p. 413) fonn, ICE chose Welsh and Scots 
Gaelic to represent the languages of the Hillmen 
ofRhudaur (Blann) and the Dunlendings 
(Dunael) res�ctivcly. This scheme was not 
adhered to consistently in the original text of 
Arnot; instead. some Blann words were translated 
into Gaelic, while a few Dunael words were 
rendered with Welsh. This docs not necessarily 
pose a conceptual problem, since the author of 
Arnor allows for substantial cultural interaction 
and cross-migration between these two peoples. 
However, some of the names had to be [e-labeled 
according to their actual language-base. So, for 
example, "Glin a-Rhua" is prefixed by the 
abbreviation for Dunael (Gaelic). even though it 
is supposed to be the original Blarm (VVelsh) 
name for Rhudaur. No attempt has been made to 
alter the fonn of the name to correspond to its 
expected language-base; instead, the discrepancy 
may be rationalized by assuming that "Glin a­
Rhua" is merely a Dunlendish translation of 
some prior Hillman name not recorded in this 
module. 

A full inventory of [he linguistic changes undertaken in 
the revision of the first edition of Arnor have been 
published in Issue 15  of DIMr Hands: Ibt lnlrrnolional Journal 
oj MiJd�-rarlh Ctmin,g (ISSN 1081-8359). Copies of this 
may be obtained from Mr. Chris Sceman: P.O. Box 1213, 
Novato, CA 94948 (chris I 224@aol.com). 



2.0 OVERVIEW 
"Slxtp wtrt b!tllting in jloch. Grrnl willis and whirr walls roSt. 
Tbm wm jOrlrtJSlJ on IN brights. Kings oj Iii/it kingdoms 

Joui't togtlbtr, lind fix young Sun sbolllliu firt on fir uJ iridal 
oj llxi, II{W ,InJgrady swords. 1ln-r was vit/II? lind ",!tlll; ,lnd 
'''''''''$ jdUOTlrtSflS wtrt bwnvJ, and jLzmlS wml up inlo fix 

,ky." 
-IltFtlkwsbipoJtbtRing,p.14I 

Cradled between the mighty Misty Mountains and the 
Blue. bounded and protected-to the north, by barren 
tundra plains, to the south, by the mighty RiverGwathlo--­
Arnor ap�ared to be the rx-rfect home for the exilts of 
Downfallen Numenor. Like that ancient isle. the northern 
heartland of Arnor was a cool. rocky. rugged land. little 
lent to farming on a grand scale. but ideal for contempla­
tion. study. and worship. Fru of dragons. bitter winter 
weather, and the threat of invasion from any direction but 
the East. this DUnadan kingdom seemed to be a realm 
destined to survive :md dominate the Third Age. Settled 
by the wisest and highest of Men. it stood supported by 
the Elves of Lindon and Rivendell and by powerful 
kinsmen in Gondor to the south. PIlIa"tiri and fleet mes­
sengers on horseback effectively linked the Dunadan 
kingdoms. 

Human folly and the plots of a deathless evil have 
undone this dream. Arnor is no more; divided into the 
three lesser kingdoms of Arthedain, Cardolan, and 
Rhudaur, [he DUnedain of the North spent their strength 
in foolish, peay wars. and while corruption and ambition 
sapped their strength, enemies gathered on their frontiers. 

2. I ARTHEDAIN 
Built around the windswept, rugged heartland of old 

Arnor, the Kingdom of Arthedain alone seems to main­
tain the ascetic traditions of the Faithful along with some 
hope of bringing peace and the old dreams back to the 
North. 

Look to r.he east, however, and one finds Angm:lr. the 
small but rapacious realm of the Witch-king. poised acme 
icy doorstep to Arthedain. Having swallowed up Rhudaur 
and ruined Cardolan centuries ago, Angmar stands armed 
and ready to attack again and again, until the Witch-king's 
evil will is carned out or he is destroyed. 

However sheltered by rivers and mountains or pro­
tected by the frigid Forodwairh to the north. Arthedain 
has its weaknesses. chief among them its small population 
and distinctly unmanial tradition. On Numellor. free of 
the grasp of foes and tyrants. these DUlledain developed 
a High-dven attitude and contemplative lifestyle that 
sem:d them well. But transplanted to Middle-earth. where 
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the practice of the political art more often than not 
involves warfare and treachery, the tradition of the fXace­
ful pursuit of knowledge and wisdom almost led to the 
demise of the Arthadan people, Unaccustomtd to tht 
iflS4tiable lust for blood, territory and revenge that exem­
plifies the Witch-king's deepest desires. thtir realm was 
nearly overrun by great numbers ofbarbari:ms centuries 
ago, If not for the aid of Cirdan and rhe other Elves, 
Arthedain would have fallen to Angmar in T.A. 1409 and 
taken its weaker sister-state, Cardolan. with it. 

Hardly defenseless, Arthedain has its weapons-the 
paLulI{ri. magical seeing-stones of immen� power. ont of 
them linked to an answering stone in distant Gondor; 
courageous leaders and soldiers. toughtned by battles 
with the Orcs and mercenaries of Angmar; the seers of 
Fomose. far-seeing and matchless in magical lore; and, 
most important of all, an unbroken line of mighty rulers, 
descendants of Beren and Luthien. Elendil and Isildur, 
fell-handed in war and trained all their long lives in the 
duties of kings. The Arthadan people are united in their 
struggle against the forces of Darkness. but thty lack tht 
means to muster the vast numbers of soldiers needed to 
defend their homdand from a massive invasion and an 
enemy crud enough to make war for centuries on end. 

In Arthedain, tht adventurer will find streams and 
rivers to fish and rravel, herds of big gamt to hunt, and a 
rocky. hilly land ofXn [0 sett!tment or wandering. Tht 
more ascetic or political-minded may journey to Fornost. 
where the royal court of the [}Unedain of the North meets 
in secret to discuss and dtbate matttrs of state. Also inside 
the high and well-guarded walls of the Arthadan capital. 
scholars continue their research into rhe sciences and 
record the history happening around them. Those look­
ing to fann the rich soil of sourhern Arthedain must ask 
pennission of the Hobbits. who now live in and rule that 
partof thc kingdom under the protection of King Argdeb 
II. For drink 2nd rest. BTet is close; there. tavernkeefXrs 
Strve ale and roast fowl to all Men with coin, no matter 
their loyalties or mission. But those lacking a stout heart. 
a lovc of risk. or the dcsirt [0 face unearthly tcrror had best 
st<:er clearofCardolan' s Barrow-downs. for undead wights 
have claimed that foggy. misty upland as their own, and 
they brook no intruders. 

A kingdom of contrasts, a land dominated in spirit by 
tht highestofMen yet home to the htarth-Ioving Hobbits 
and the reckless Rivermen of the Brandywine. a realm 
whose borders are crawling with spies and evil minions 
and with mysterious strangers visiting the inns ofBrec<-- • 
this is the land of Arthedain. the bewildering and em­
battled North-kingdom. 



2.2 CARDOLAN 
Even as the Third Age drew [0 a dose, many of rhe 

favorite ules spun in the cozy inns of the Shire revolved 
around the old kings :It Norbury away to the north. Only 
those Hobbits with 3 most peculiar interest in ancient 
lore. such as ct"ruin B:agginses, would recall tnattherc once 
had been another DUnadan king no farther away [0 rhe 
south. That yam would have been laughed away. for in the 
wide lands bctw«n the Brandywine and the Grcyflood 
there now lived only a few londy men, outcast or craud. 
All that now remained of the efforts and accomplishmrnts 
of generations of Men were the wight-infested crypts in 
the B3rrow-downs and the treacherous ruins of a great 
bridge :It Tharbad. Even the wise had con�gncd 
Cardolan to dusty and forgotten tomes. Only Tom 
Bombadil remembered, and th� land itself. 

In T.A. 1643. as Arth�dain fights its long. grim. 
death struggl� with Angmar. Cardolan is dying and the 
nightmare of its final dissolution is ev�n now haunting 
the dr�ams of the wis�. Si�gc. civil strife. fire. plague. 
and flood have seriously diminished the great city of 
Tharbad from its days of glory. CardoIan itself is 
divided into a half-dozen petty principalities. some of 
them without princes or any other sign of government. 

It se�med in the early pan of this century that 
Cardolan might recover from the ravages of Angmar 
and its own chronic ills of petty intrigue and warfare. 
These hopes were dashed when Argil (now called 
Convedui. the Last-prince). was assassinated at Amon 
Sui in TA 1634, and by the Great Plague that srruck 
in the following year. The spirit of the peoples of 
Cardolan was broken; they now possess linle will to 
oppose the decline of the land into chaos and wilder­
ness. as has already occurred in [he eastern marches. 

Life is hard and unforgiving for the majority of the 
peoples of Cardolan. For those with ambitions. or a 
strong sword-arm, or a lack of scrupl�s, it is also a time 
of considerable opportunity. The princes of Car dolan 
arc almost always at war with at least one of their 
fellows or, if not, they arc in leagu� against foreign 
intervention. Only the elite m�rcenary bands are picky 
about references. a luxury thar merchants and minor 
lords cannot afford. 

Sell-swords arc noted for low pay and a high mOf­
tality rate. with the result that many adv�nturers are 
drawn instead inco the constant political intrigues, or 
into the exploration and plundering of the ruins that 
dot the land. The more powerful may entenain lofty 
dreams; for there is the exampleofGordaigh T rollbane, 
who won himself a kingdom. There are also consider­
able opponunities forthose who temptt their'luesr for 
glory with higher purposes. The Witch-king main­
tains many spies in C:lrdoian. and the foul Lord of 
Angmar has generally been abl� to strike at will. Even 
now, the people might rally around some new leader with 
guile enough ro outwit the princes and strength enough [0 
drive back the servants of Darkness. 

2.3 RHUDAUR 
The plight ofRhudaur reve:lls the fate the Witch-king 

has instore fOf the rest of sundered Amor. The few traders 
and adventurers who dare tread its worn, grass-grown 
rO:lds an: never quite free of a sense of surrounding danger. 
Trolls. emboldened by the Witch-king's successes. openly 
sulk the land by night, and the Orcs and corrupted Men 
who inhabitant this twisted shadow of a country are as 
likely to murd�r a traveler as to offer to buy and sell. From 
the shade of the tumbled woodlands the Hillmen watch, 
brooding. bitter enemies of all outsiders. and deeper in the 
forest lurk evils so primal their h3trcd is felt in passing by 
all of f1�sh and blood. 

I I  
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Settled by Ot'madan adventurers well after the rest of 
ArnoT was tamed, Rhudaur was never fully subdued; the 
destruction of the kingdom thrce hundred years ago was 
regretted by few of the common citizens. and the evil ones 
who took advantage of the dividing of Arnor saw it as the 
first of many victories. Those dreams have been frustrated 
so �ar, but Rhudaur remains the tormented ghost of a 
natIon. 

Travelers who take the Great East Road ro Rivendcll 
and beyond must keep both weapons and wits about 
them. To the south of the road, in the Angle. the last 
impoverished remnant of the ancient rulers still maintain 
some semblance of order; but to the norm, in the T rollshaws 
and the Coldfells beyond, the puppets of Angmarcan rule 
and a man's sword is the d'nly law that counts. In the 
T rollshaws themselves, the Hillmen must decide if they 
will [[ade you hom and hides for goods, or simply rob you 
and sell you to the slave-merchants. In the far north, 
around the ancient Rhudaurian capital of Cameth Brin, 
Orcs, Hillmen, mercenaries, and brigands walk the roads 
and streets freely. and the king in the toweron the Twisted 
Hill cares little about who is murdered and how. Spies 
from all sides in the wars can be found here; infonnation 
and honor are bartered a.� freely as any other commod­
ity-deaper than most, in f.,ct. 

In Rhudaur, opportunities come with their own dan­
gers, and anyone with nerve and skill can become a hero. 
One need only pick the side that most needs a hero. or 
that will pay the most for one. 

3.0 HISTORY 
GM Note: I1x hisllffJ givm ill Ihis m�ult rrprtstllts, /.y 
Middlt-tarth standards, Ibt sum oj IIx kn"wltdgr oj many 
rtalms and many slhoLm. lJ is prtStnltJ primarily for Ibt bm1il 
oj tlxgamnnaslrr, 10 provitlr backdrops and dutS jor adventurt 
and Ilxgmrralloclurr oj Arn"rand ils {"mlXljor a campaigll. 
It is IIx gamnllastrr's rtsponsihility 10 cboost how much oj 1M 
history is 10 bt mak availahlt 10 lIN playrrs, Jtpending "n IlxiT 
(hora(lrrs' in/rm/s and Mci:ground and IIx nrrds oj r,,?,r 
s'''ryltiling. Rnnmlbtr lhal Aragorn himst!t bad "Illy a passing 
knowltdgt oj plares ana paSI tvl7I/s in IIx TrollsbalVs oj Rhuaaur; 
tvrn Cilnall!f, 1111 ryrwilnm (a s(}IlIroj Ihis hisllffJ, had '"si( and 
nllnmagr Ihrough tM allies oj his mina jar long minules Irying 
/0 J(}I't oul 1M singlt wora nrratd 10 opm an ancitnl aoor. 

3.1 ERIADOR 
IN ANCIENT TIMES 

The talc of lost Arnor has its roots in the land and in 
events thousands of years past. Before Arnor there was 
Eriador, the Empty Land. The Elves named it as one of the 
lands where none of their kindred settled. So long as the 
Elder Days lasted Eriador was fated to be a marginal place, 
on the edge of history. 



ARD-GALEN 

The bounds of ancient Eriador were marked by moun­
tains and sea. On the north. the Ercd Engrin (5. "Iron 
Mountains") fonned the northern waU of the habitablt 
part of Endor (5. "Middle-earth"), the largest and most 
populated continent of Arda (Q. "Earth"); [0 the east 
were the Hithacglir (5. "Misty Mountains"; lit. "Line of 
Misty Peaks"), and to the west the Ered Luin (5. "Blue 
Mountains"). The land between these ranges was drainro 
by two great river systems, ch:lIOged since that time. hut 
known even then as the Baranduin (5. "Long Golden­
brown River") and the Gwathl6 (5. "River of Shadow"). 
Both r:ln south and westward from the mountains. through 
highlands and hills, across a vast coasul plain and eventu­
ally into Belcgatr (5. "Great Sea"). 

The northern edge of Eriador was cold and barren. 
troubled by creatures of Morgoth that came down from 
the Iron Mountains. The central and southern pans were 
a vast forest. the Taur Enyd. (5. "Forest of Ents"; coli. 
"Wild Giantwood"). Beyond the Blue Mountains lay 
Beleriand. the westernmost edge ofMiddJe.eanh. To the 
east. past the Misty Mountains. lay the mighty River 
Anduin. and then forests and plains scretching into the 
uttermost East. 

I I 100 200 mil .. 

THE FIIlST INHABITANTS 
In the most ancient of days many beasts and monsters, 

later known only in legend. wandered the forests and 
plains ofEriador. The land itsdfIay in eternal twilight. lit 
only by the stars. The Valar. rhe powerful spirits who had 
aided Eru lluvatar in the creation of the world, dwelt in 
Valinor in the farthest West. beyond the Sundering Sea 
of Belegaer. The Two Lamps that lit the world upon its 
first creation had been destroyed by the Vala called 
Melkor, or Morgoth. the Dark Enemy. He still dwelt in 
Middle·earth. in Utumno, a hideous underground for· 
tress in the far North of Endor. �yond the Iron Moun· 
rains. 

Without light, many of the Kdvar and Olvar, the 
animals and plants that had been created to dwell in 
Endor. could not survive. Yavanna. the Vala most con· 
cerned with living things. placed many at rest in hidden 
places. while Orome. the Huntsman of the Valar. stalked 
the creatures of Morgoth thar threatened the remainder. 
Thus. this star·lit age was known as the Sleep ofYavanna, 
and. during it. Orome, the only Vala [0 wander far in 
Middle--earth, was the firsr [0 encounter the Elves. 

The only sentient dwellers in Eriador were a numberof 
Maiar-spirits of plants, animals, air, eanh. fire. and water 
who had entered Endor from the Void �yond as servants 
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ohhe V;tlar. Even more than their lords. the Maiar were 
bound to the cycles of Time and Nature set by Eru ;tnd the 
Valar since the Beginning. Indeed. many of these spirits. 
the lesser of whom are known as the Feahini (Q. "Spirit 
Children"; sing. Feahin), ;tnd of whom the Ents were the 
most prominent. had no sfXech of their own. It had been 
the decision-ofEru that free will, the most mysterious gift 
he would give [0 the world, would go to chI' speaking races 
born therl'; thus thl'y would be known as the Free Proples, 
and they would ultimately do more to determine the fate 
of the world than the Valar thcmselves. 

THE COMING Of THE ELves 
The Elves arosc, at tht time appointed by Eru, in 

eastern Endor. Afterthe Elves we:re discovered by Orome, 
the Valar made war upon Melkor and imprisoned him. 
They then invitcd the Elves to join them in Valinor. and 
three kindreds of the Fair Folk made thcir w;ty wtstward 
;tcross Eriador [0 Beleriand and the shores of the sea. The 
Elves crossed [he Hithaeglir by a nonherly route. the 
Grith Forn en Andnth (5. '·High.climbing Pass of the 
North") and tnveled along [he northern edge of the T aur 
Enyd ovcr the Ered Luin :md thcncc into Belcri:md. The 
trail thcy madc, thc Rhumbad (S. "East.uail"). lasted 
through the ch:rngcs of the world and became a mighty 
road in later ages. 

The first of the kindreds, the Vanyar. never returned to 
Endor. The second. the Noldor. came b;tck with the rising 
of the sun in a laur age. The third kindred. the T cieri, wert 
sundered. On three occasions numbers of them broke off 

from the march westward to remain in Middle·earth. One 
part, the Nandor or Danwaith, turned somh down the 
Anduin before reaching Eriador. Anothcr, the Sindar, 
crossed Eriador and settled in Beleriand; the third made 
thtir homes on clu: coasts of Beleriand. These Elves. the 
Falathrim. were led by Ord:!.n the Shipwright. and he 
survived to wimess much of the rail' being told hen:. 

These ancient Elves were curious about the world. and 
the Nandor and Sindar traveled back through Eriador on 
occasion, naming the plants and animals and re:!.ching the 
Feahini rhtir first spttch. From the mighty Onodrim (the 
Tree Shepherds or Ents) and Gonneryth (S. "Stone 
Gi:rnu"). down to the lowliest flower sprite, all thes� 
creatures learned their languages from the Elves, and their 
friendship caused later races who kncw little of the nature 
of magic to see [hem as allied and alike. immortal :md 
dangerous. 

The nut of the Free Peoples to come into the land were 
the Dwarves. the children of [he VOila Aule. Asleep in 
hidden cavtrns since the world's beginning. they awoke 
after the coming of the Elves, imbued with their own 
language ,md sentience. Durin, father of the Longbeards, 
awoke beneath Mount Gundabad at the northern end of 
[he Misty Mountains. Wandering somh, Durin and his 
folk founded Khazad-dum (Moria). under the mountains 
about the Redhorn Pass. Two other Dwarven tribes. the 
Firebeards and the Broadbeams. awoke amid the northtrn 
reachcs of the Blue Mountains. and [here founded. respcc· 
tively. the citics of Belegosr and Nogrod. and took an 



important part in the later wars ofBcleriand. The Carbad 
Naugrim (5. "R�d Dwarf-trail"). the trail that stretched 
across Eriador connecting Belcgosr and Nogrod to the 
Redhorn Pass. also became a famous road. 

The Sleep ofYavanna was long and relatively peaceful 
under the stars. Life was slower. and change was rar�. 
Those few beings who lived on (rom the Sleep ofYavanna 
into later ages described it as the Olollume (Q. "Dreaming 
Time"). and theif memories of it are eternally distant and 
melancholy. Eventually. change came. Eriador wa.s troubled 
by monsters created by Melkor before his imprisonment. 
Chief among these were the Orcs and Trolls; th�y were 
bred. it wa.s later said. from an original stock of enslaved 
Elves. Gi;mts. and Ents. The Sindar and Dwarves fought 
the m�nsters. devising steel weapons and armo? in their 
forges. Th� Nandor. scattered woodland dwellers with­
out such skills. were harder pressed. A number of their 
clans migrated northwest into Eriador. founding the 
r�alm ofOssiriand in the woods on either side of the Ered 
Luin. The Sindar named these people the Laegrim (5. 
"Green Elves"; Q. Laiquendi). 

THE WARS 01' SELER.lAND 
Soon after this came the great events dtScribed in (h� 

saga QurnID Silllkfrjllion. Valinor had long been lit by Two 
Trees. made in the image of the Two Lamps thrown down 
in the beginning of thc world. Mclkor. released from his 
imprisonment. d�stroyed them. and then fled to Middle-

earth. He also stole three great gems. the Silmarilli. from 
the Noldor. Naming him forever "Morgoth." the Great 
Enemy. Feanor led the greater part of that kindred to 
Endor seeking v�ngeanc�. Th� Noldor also committed 
crimes in Valinor. and the Valar doomed them to remain 
in Middle-earth until all hope of their cause was lost. 
However. seeking to aid the Children of Earth and hinder 
Morgoth in the looming conflict. they took tht last fruits 
of tht Two T r�es and ((tated from them the moon and 
the sun. 

With the rising oCthe sun. tht Sleep ofYa",anna ended. 
and all of the players in the great tragedy of the Elder Days 
came onto the stage. Morgoth. enraged and harned by the 
new lights. wa.s secure in his fortl'ess on the northern edge 
ofBeleriand. The Noldor entered Bderiand too, from tht 
west, and assailed Morgoth. Animals and plants that had 
lain donnant since the fall of the Lamps arose from sl�ep. 
and the natural balance of the world changed. Finally. 
Mtn. the Secondbom Children ofEru, awok� in the �ast 
of Middle-earth and began to spread across the continent. 
Of the Wars ofBcltriand much more can be read in QutnfD 
S;i"l4lril/;(m. The Elves. after long struggle. were defeated. 
and the refugees fleeing from their defeat scattered across 
Ossiriand and into Eriador. But their allies in the struggle 
were Dwarves and Men. and these became the inheritors 
of the Empty Land. 
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THE COMING OF MEN 
The first Men to reach Eriador were the Orughu, 

known in later ages as the "Wild Men" (Ro. Woses). 
They were small, unaggressive forest.folk. building no 
ptnnanent dwellings, but possessed of a powerful affinity 
for woodland and natural magic. The Drughu spread 
through the TauT Enyd early in th( First Age of the Sun. 

Most Drughu shunned other Men. who often rt:gardcd 
them as linle more than wild beasts; hUI in time some 
Drug chins crossed over the Blue Mountains and into 
Bderiand, where they joined in the struggle against 
Morgoth. The Elves ofBclcriand named them "Drucdain," 
and it was by that name that they were recorded in the 
histories of Elves and DUnedain. Small bands of them 
survived the Elder Days and'could � found in remott: 
forests in southern Eriador in later times. 

One obscure band of the Drughu became servants of 
Morgoth and the subject5 of oneofhis c}(�riments. Their 
descendants were known as the Beffraen. and after the 
First Age they were restricted (0 the lands between the 
Baranduin and the: lower Gwarhir (GwathI6) rivers. 

The second wave of immigrants entered Eriador over 
the Dinath Hithui (5. "Misty Passes"), like the ancient 
Elves. These wtte the Etbin, taller and longer-limbed 
than the Drughu, and more optn to contact with other 
peoples. They settled across northern Eriador. just south 
of the alpine tundras of the foothills of the Iron Moun­
tains. Their distinctive and lasting cultural artifacts were 
the barrows (tarthen burial mounds). A portion of the 

downlands of central Eriador dotted with these barrows 
became a sacred place to them. Eventually, most of the 
Edain crossed the Ered Luin into Beleriand. gaining 
immortal fame fighting alongside the Noldor and 5indar 
and fonning a friendship that would last across stveral 
ages of che world. 

Other kindreds of Men passed into Eriador during the 
First Age, most drawn by rumors of the power and wealch 
to be found in Beleriand. They settled bO[h east and west 
of the Ef(�d Luin and fought on both sides in the wars. 
Most were darker and more hirsute than the Edain; the 
Elves called them the Baradhrim (5. "Swarthy Men"). and 
also the Rhunhoth (5. "Easterlings")' Many of theif 
houses wC(t� rdated to the Daen-folk of the White 
Mountains. Some of these, the: most infamous of which 
were: the dreaded Oaan Mor, fought on Morgoth's behalf. 
but fled east and south of Eriador after their master's 
deft:tt. Others. like the Mebion Bron, h:td little to do with 
the great conflict. save [0 battle the wandering Orcs that 
troubled [he North as Morgoth moved closer [0 victory; 
they remained in Eriador after the First Age. 

The First Age: ended with the War of Wrath, in which 
the Host of the Valar c:tme to Beleriand and destroyed 
Angb:tnd. If the Sleep of Y:tv:mna had been a dream for 
the inhabiUnts of Endor, the War of Wrath was a 
nightmare. The powers unleashed by both sides ripptd 
apart the fabric of the world. Bcleriand and the southern 
part of Eriador foundered :tnd sank into the sea; much of 
the ice plateau ofForodw:tith in the North did the same, 



and the Iron Mountains sagged :md crumbled into a vast. 
blizzard-swept plain of rubble. The Ered Luin split apart. 
the River Lhun changing course to pass through the gap; 
many of the Dwarves of Nogrod and Belegost perished 
with their cities. Elves. Men. and animals were maddened 
and threw themselves into bottomless chasms that seemed 
to open directly into the Void. The survivors. those who 
fought alongside the Valar and those who simply fought 
to survive the cataclysm. remembered little save the 
warping of reality and the unbearable light of the power 
of Valin or. 

THE SECOND AGE 

In the aftennath of the \Var of Wrath. scattered groups 
of Men. refugees from fallen Bcleri:md and survivors of 
the lesser destruction that had occurred east of the Blue 
Mountains, settled throughout Eriador wherever the shat­
tered landscape allowed. They established farming and 
fishing villages and eventually petty chiefdoms. Their 
contact with the Elves and Dwarves was restricted; the 
races were estranged. and in this age friendships would 
have to be remade again and again as need occurred. 

The Noldor and Sindar were reduced by war and 
catastrophe to a fraction of theiroriginal numbers, and the 
Nandor, now almost always referred to as the T awarwaith 
(5. "Silvan Elves"). were nearly as depleted. While some 
of the Elves migrated eastward or departed for the Undy­
ing Lands, others fonned a new realm in Lindon under 
Gil-galad. last heir to the High Kingship of the Noldor. 
The new king ruled tribal folk as far east as the River 
Baranduin. and the power and diplomacy of Gil-galad 
eventually extended a general peace, for Elves at least. 
across most of Eriador. 

The balance of power among the Dwarves had also 
changed, since the fall of Nogrod and Belegost left 
Durin's folk and their city of1<h:lZ3d-dum as the only 
major Dwarven state in northwestern Middle-earth. The 
kings of Dmin's folk established a network of roads, the 
Men-i-Naugrim (5. "Road of the Dwarves"), across 
Eriador and eastward, connccting the remaining Owarven 
settlements in the Blue Mountains to the Iron Hills and 
the distant Sea ofRhun. Such trade as there was in Eriador 
passed along these roads, and such wealth as was produced 
tended to flow towards Durin's city. 

The Dwarves and Elves alone retained the knowledge 
of the working of steel and many other skills. The Men of 
Eriador, lacking an age-old upertise in alchemy and 
functional magic, had to make their own way using natural 
methods. The various tribes and clans settled into home­
lands. The BcfFraen. the Brerion (ancestors of the BTee­
men). and the Hillmen of Rhudaur all became distinct 
peoples. The balance of Eriador was a hodgepodge of 
petty states whose names arc lost to later chroniclers, 
working in soil. leather, stone, tin and bronze. building a 
new culture. This culture was rough-hewn by Elvish 
standards, and no threat to Owarven trade; Men remained 
minor players in Eriadorian history until the unforeseen 
return of a new power from across the Sundering Sea. 

3.2 NUMENOR AND ARNOR 
The DUnedain (5. "Men of the West") were descen­

dants of the Edain of the First Age. It was they who, early 
in the Second Age. sailed west to the star-shaped isle of 
Elenna (Q. "St:trwards") to found the greatest and most 
spiritual of all Mannish cultures. Gre::tdy influenced by 
their Elven allies. the tall. dark-haired and beardless 
DUnedain wefe granted the island as a gift of thanks for 
their bold and bloody assistance to the Elves battling 
Morgoth, Sauron's mosr-evil First Age liege and mentor. 
These High Men called their new home Anadune (Ad. 
"Wcsterncsse"). which was "Numenor" in the High­
e1ven speech, and they became the storied Numen6re3ns. 

Numenor was created by the Valar as a haven from the 
natural and supernatural ravages of Middle-earth; their 
intention was that the DUnedain would live happily on the 
island forever, in brotherhood with the Elves on Eressca. 
Upon the Men of Numenor the Valar placed but one 
restriction: never shall any Man sail west to the Undying 
Lands. home of the Immortals. Otherwise the: 
Numen6reans were free to explore all lands that they 
might set sail for-to the North. South and East, includ­
ing Endor. 

THE N(rMENORE.ANS 
For almost two thousand ye:lrs the Numenorean cul­

ture blossomed and flourished in unparalleled beauty and 
virtually unbroken pe:lce and h:mnony. Fishennen tended 
their nets and shepherds their flocks; at the behest of the 
royal family. educated nobles wrote informative natural 
histories and geographies as well as numerous scholarly 
treilrises on the arts and sciences. Astronomers plotted 
and studied the movement of the stars, both for the sheer 
pleasure of learning and to aid in navigation. Like the 
Elves, the Numenoreans cherished starlight and sea­
travel. At night, under fragrant flowering trees and sur­
rounded by sculpted herb and flower gardens bursting 
with bloom, poets accompanied by court musicians read 
their verses to the king and the gathered nobility. Strife. 
jealousy, fear-all seemed to vanish like mists burned off 
in the sparkling clear air ofNumenor. Never before were 
Men so blessed with a kind and invigorating climate and 
a land where sea breezes never ceased, and rainfall was 
appreciable but moderate. 

Although Adunaic (Ad. "Westron") was their birth­
tongue, Numen6reans often spoke the Elvish tongues in 
deference to those of the Firstborn who insouCled and 
inspired them; the official names of high places and 
imporunr people-like the capital city and the king­
were given in Quenya, the High-e1ven tongue of the 
Undying Lands. From the Elves, Numenor's kings and 
healers learned the use of the magical healing herb ar«ias, 
and the love of all things beautiful. Scarlet hrin�i birds 
sang their etherea/ songs day and night, setting to music 
all that went on at court. 
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Yet the Numen6rean people were not simply lovers of 
elegance and knowledge and the serene good life; on the 
Meneltarma (Q. "Pillar of Heaven"), the Hallowed Moun­
tain in the center of the island, they regularly gathered to 
worship. After dimbinga long and winding spiral road to 
the peak of the Meneltarma, the Numen6reans observed 
a silent litany. Until the coming of Sauron and his 
ascension to power in S.A. 3265, no temples stood to 
block one's view of the stars and the sky, no altars were 
built, no stones were piled into cairns. 

Three times a year the King of Numenor joined his 
people-all wearing flowing white robes and garlanded 
with flowers--to make a pilgrimage up the Meneltarma 
to offer prayers. At the Erukyermc, on the fir{t day of 
Spring, the king offered a prayer of hope for the coming 
year. In mid-Summer, at the Erulairale, and later, near the 
end of Autumn at the Eruhamale. the king offered praise 
and thanks to Eru, the One, on behalf of his people, who 
stood silently surrounding him. At all other times the 
Hallowed Mountain was the site of unbroken silence; at 
the peak, the Witnesses of Manwe, two watchful eagles 
whose eyrie rested nearby, stood as ever-vigilant guardians 
ofNumenor-until the Downfall. From the zenith of the 
Meneltarma, a farsighted Man could gaze west and on a 
dear night sec the glowing light from the isle of Eressca, 
home of the Tderin Elves and the only earthly state 
rivaling the beauty of Numenor itself. 

THE ISLE OF NUMENOR 
The island ofNumenor, shaped like a five-pointed star, 

was just over six hundred miles across at its widest point, 
a land of modest size. Its five peninsulas, the T armasundar, 
spread like the arms of a starfish, reaching out from the 
heights of the great central peak of the Meneltarma. Below 
the Mencltarma and spread out like a green carpet lay 
Noirinan, the Valley of the Tombs. Here, surrounded by 
verdant pastures where sheep roamed and cattle grazed, 
stood the vast stone burial vaults of the kings and CJueens 
ofNumenor. 

Further east on the grasslands stood Armenclos, the 
elegant city of the kings, in Numenor's most populous 
area. Its tall towers, wide avenues, and concentric white 
walls foreshadowed the smaller plan of Annuminas, the 
Arthadan capital later built by the faithful Elendil in the 
rocky highlands of Arnor. Above the splendorof the royal 
grounds of Armenclos, at the summit of the King's 
Tower, the pair of great eagles built their eyrie. There the 
eagles stood as living symbols of the Valar' s blessing upon 
the isle, and their presence bespoke of the power of the 
Dllnadan kings. There also rested the seven seeing-stones, 
the paillnlfn' (Q. "far-secrs"), created long ago by Fcanor, 
the unexcelled Elven master-craftsman. 

NUMEN6REAN CUL TIJRE 
Enthusiastic and skilled gardeners, Numen6reans lov­

ingly tended the trees, herbs, flowers, and vineyards native 
to the island and the special fragrant gifts of greenery 
given them by the Elves of Eressea, including the mighty 
golden-blossomed flU/110m trees, later transplanted to 
Middle-earth and sacred to Lothlorien. 

The Numen6reans were also an athletic, hearty people 
and especially enjoyed traveling the island's unpaved 
lesser roads on horseback, pausing to dive from the rocks 
into the sea and race out and back to shore. Superb 
bowmen, they loved to hunt and fish with hollow steel 
composite bows, relying on the retrieval skills of their fine 
war-dogs. Archery competitions, like rowing and sailing 
meets, drew large and enthusiastic crowds; physical fitness 
was much admired and encouraged by the Nllmenorean 
culture, as was mental acuity and a sense of mystical 
awareness. 

As gifted mentally as they were physically active, 
Numenoreans commonly summoned their horses and 
dogs without calling aloud to them, a skill that would later 
prove useful on the battlefields of Middle-earth. Many 
practiced this telepathy openly when they traveled, lend­
ing credence to the sagas among lesser Men touting the 
enchanted Dunadan race. Along the same line, the p<lillnt{ri, 
while not often unders[Qod by later folk, proved potent 
tools in the hands of Numenor's skilled mentalists and 
seers. They were freCJuently used to communicate, manage 
royal affairs, or to plan for the future. Their tics to the 
master-stone in the towerof Avallone on the nearby Elven 
isle ofEressca bound the Numenorearu to their Firstborn 
brethren. 

THE RISE OF NUMEN6REAN MIGHT 
The sea and the forests around the Numen6reans were 

also very important to them. Heavy cargoes of goods were 
shipped by sea; Numenor harbored three great pons, 
including R6menna, from whence the island's adventur­
ous seamen set forth to sail the sometimes tempestuous 
sea to the shores of Middle-earth. Numen6reans trea­
sured things built or carved of wood--cspecially their 
mighty and majestic sailing ships. By mid-Second Age, 
around the year 1800, they had devastated the island's 
forests, turning to Middle-earth as a source of timber, and 
the gold, silver, gems and mjlbrj/ not found on Elenna. At 
first, Numen6rean seafarers treated the lesser Men of 
Middle-earth kindly, if paternally, and instructed them in 
f.1tming and other enterprises geared toward self-suffi­
ciency. But by SA 1800, greed-<>nce said to be as 
foreign to the Dunadan character as envy or sloth-had 
overwhelmed the traditional Numen6rean appreciation 
of beautiful things. The sai[ors ofNumenor armed them­
selves and went forth brandishing the trappings of war. 
Where they once sent envoys to teach or colonists to 
build, they sent armies bearing bow and arrow, axe and 
spear, or sword and spell. 
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With the passage of many years, as the poison of greed 
and arrogance slowly eroded the ethics ::and humility 
inherited from the ancient Edain. Numenor changed into 
a hungry empire. The people of Numcnor became di­
vided; rhe urgency of mortal life drove most away from the 
slower, morc contemplative philosophies of the First­
born. Most abandoned the Sindarin tongue in favorar the 
harsher Adunaic. Some Numcn6rcans simply desired 
wealth and comfort; others craved constant diversion and 
decadent entertainments. The worst of rhe DUnadan 
sought power over Men. magic. and, evcnru3JJy. over 
death itself. Some carved out petty realms in Middle-earth 
and kept serfs and servants in crud bondage. Others 
dabbled in the forging of enchanted toys and rhe sum­
moning of spirits. Numenorean alchemists created elixirs 
oflove and health, fighting to keep vitality in aging bodies 
and to extend life beyond ilS natural span. Others. consid­
ered the shame of their race. sought out the forbidden 
secrets of fallen Morgoth. Dark cuhs and guilds of 
sorcerers appeared in both Numenor and its colonies. 
Some seekers of tainted lore studied under Sauron during 
the Dark Years; a few worshipped him outright. More 
often. the Lords of Men. as they styled themselves, 
gathered knowledge as they gathered wealth: to nourish 
their pride and deaden their fear of mortality. 

Numenor' s kings, consumed by great pride. heeded the 
advice of vainglorious counselors and began to shun the 
Elves of Eresst:a. Royal marriages were :r.rranged solely to 
consolidate power. The unwilling death ofT :r.r-Atanamir, 
the eighth King of Numenor. in SA 222 I m:r.rked the 
beginning of the abandonment of the ancient custom of 
the king surrendering the rOY:l1 sceptre to his heir while 
still clear-headed and vigorous. :lnd the king instead held 
on to his power until death took him. From SA 2899 on. 
the kings of Numenor refused to rake Elven names. The 
royal line ofElros Half -('I ven. long a source ofNumen6rean 

strength. weakened dramatically; the kings' lifespan. once 
five times that of other Men, now declined by h:r.l( After 
a time, those reraining :r.love md respect for rhe Elves and 
things Elvish shrouded their fondness for fear of reprisaL 
These dwindling few, who called themselves the Elendili 
(Q. "Elf-friends;" coli. "Faithful"). were the forefathers 
of the DUnedain of Amor. 

THE DoWNFALL 

Numenor's :r.nnies proved unsropp:r.ble when f:r.cing 
rhe cruder Men of Middle-earth; and, for a time. even the 

hordes ofSauron. the evil Lord of the Rings. were swept 
aside. The Dark Lord surrendered in 3262 of the Second 
Age. speaking abased words of repentance. It was then 
that rhe conquering king, Ar-Pharazbn the Golden, made 
the faral mistake of bringing Sauron in chains to his court 
:at Armenclos. Soon the Evil One took on a fashionable 
:and pleasant fonn and :amused the king with his magic 
tricks and :arcane knowledge. Within a few decades of his 
capture and over the heated protests of the Faithful. 
Sauron became the king's chief counselor. Altars and a 
great temple were built in the capital city of Armenelos; 
:lnd worse. those opposed to the king :lnd the honey­
tongued beguiler were sacrificed to the false and evil name 
of Melkor. The Numen6rean faith grew as tainted and 
artifici:ll as the manners of [he royal court. Near the end 
of the Second Age. Numenor's ruling class openly dis­
cussed breaking the Ban of the Valar and s:liling west to 
the Undying Lands to seize by force the immortality they 
desired. So perverted was their thinking that they believed 
life everlastingcould be wrested from the Elves and Valar. 
as though it were a jewel [0 be stolen and hidden away. 

In SA 3319. despire the vehement objections of the 
Faithful, Ar-Ph:lrazon led a mighty fleet of warships 
against the V:ll3r. It was the greatest host of ships ever 
assembl«l by Men. an annad:a which obscured the seuing 
sun as it sailed eastward past rhe f.1ir shores of Eressea. 
Once ashore in the Undying Lands. the king and his 
warriors were buried by an unforgiving avalanche. 
Numenor-the pinnacle of Man's drive tow:lrd genuine 
civilization and symbol of his ascent toward High-elven 
ways-was swallowed up in the Great Rift that Eru 
created in his separation of the Undying Lands from 
Arda, and the western coasts of Middle-earth were wracked 
by the shockwave rhat cataclysm generated-a tidal wave 
of awesome. wrathful force. Lost were all bur a few 
precious remnants ofNumenorean culture and a handful 
of her people; forever gone was their beloved and beautiful 
homeland and, with it. the tomes and scrolls, the charts 
:lnd graphs and maps and art works of agreat civilization­
irrepl3ceable treasures all. and all lost. 

THE FOUNDING OF THE RF.ALMS-IN-Exlt..E 
By the gr:lce of the Val3r. Elendil and nine ships of the 

Faithful esc:lped the tumultuous Downf:lll of Numenor 
and setsail forexile in Middle-earth. With them they bore 
but a few rreasures. including a seedling of the sacred 
White Tree. symbol of the Valar, :and the:' seven palan/[ri 



granted the Dunedain long ago. Elendil arrived at the 
Grey Havens, sailing north up the River Lhan to establish 
the northern Realm-in-Exile, Arnor; but his sons, Isildur 
and Anarion, were driven southwards into the Bay of 
Belfalas where they rook refuge with the ancient Faithful 
colony of Pelargir and, soon thereafter, sailed up the 
Anduin to found Gondor, the "Srone-land." Although 
the Dtinedain were spread thin, the establishment of two 
separate and distinct kingdoms bettered their chances of 
survival, for it is clear that the Men who went north with 
Elendil were fundamentally and temperamentally differ­
ent from those who settled Gondor. Those of Arnor 
wanted to live in the hallowed lands of their Adanic 
ancestors, near the ancient burial vaults at th, Barrow­
downs and the Elves of lindon. The seaf.1ring Gondorians 
were more adventurous, mercantile and martial in spirit 
than their northern brethren, looking early on to establish 
themselves as the dominant fighting and civilizing force in 
the region. Aggressive master-sailors, they sought a con­
tinuation ofNumenor's colonizing tradition and quickly 
embarked on campaigns ro expand their influence. 

In Arnor the exiles settled a few strategically important 
sites. They turned from war and looked instead to the 
essential power of places. Their seers built towers on 
landlocked heights, where the land welcomed the moon­
light and cool air of the northern skies. Holds like that 

atop Amon sal (Weathertop) certainly served ro secure 
the realm, but they also held overriding mystical signifi­
cance. On irs summit, from whence invasion from the east 
or south could easily be detected, lay the chief of the three 
northern fNlMnlfri, a seeing-stone attuned to an "answet­
ing" stone in Gondor. Thus, to the Men of Arnor the 
winds wept hilltop embraced strong spiritual currents. and 
its tower watch maintained a blessed vigil. Never did the 
Men of Arnor seek to increasetheirterritories-as Gondor 
did under the more ambitious of her kings--or sail the 
seas in search ofbOory and glory. 

THE KINGDOM OF ARNOR 
Until the founding of Arnor by Elendil in SA 3320. 

the wide expanse of land between the Misty Mountains 
and the River lhan was a sparsely populated region 
bordered by the Blue Mountains to the west, icy Forochel 
and the wastes of the North, and ro the south. the River 
Angren. Scattered about like natural altars stood various 
downs, grassy and greatly-eroded ridges of rock extending 
for miles and sometimes worn away into lowlands. Of 
these, the Barrow-downs just south and west of BreI' 
proved most significant to the Dunedain returning to 
Middle-earth. There stood the great barrows themselves. 
weathered burial vaults of [he ancient Adanic chieftains, 
in a site holy ro the exiles of Numenor. 
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For a century and a half following th� csrablishmentof 
Amor, the Men of the North-kingdom battled the Hillmen 
and Trolls of the nearby T rollshaws and Ettenmoors. 
Thcy battered theiT foes into submission or drove them 
imo the remore highlands of the Misty Mountains. Then, 
in the Last Alliance of Elves and Men that ended the 
Second Age, Elcndil and his Dunadan warriors overcame 
the Dark Lord. rendering him bodiless and, for a brief. 
joyous period, impotent. Sadly. Elcndil. first rulerofboth 
Realms-in-Exile. was slain in battle. as was Gil-galad of 
Lindon. Sauron's Ring of Power passed on to Elcndil's 
son lsildur, who in the second year of the Third Age lost 
the One Ring and his life in the Anduin trying to escape 
a band of Orcs. The seers of Arnor who gathered at the 
capital of Annuminas fored'st woeful tidings to their 
people at such a bloody and inauspicious entry into the 
new age, but over long years their warnings were almost 
forgotten. 

Arnor was granted eight centuries of rdative harmony 
and peace following Isildur's death and the loss of the 
Ring. True, Gondor, the South-kingdom, was freguendy 
assailed and finally invaded by the Easrerlings ofRhun in 
T.A. 490, bur the southern Dunedain, at the height of 
their military power, prevailed. The vigorous Gondorians 
defeated their lesser foes and, in T.A. 54 I ,  laid claim to all 
of the Rhovanic plains, a vaS[ expanse of grassy steppe that 

doubled the area of Gondor's core territories. Following 
the victories of its army, Gondor's navy began to flex its 
muscles atsea, culminating in the taking ofUmbar in T.A. 
933 and the defeat of the fierce Haradrim in T.A. 1050. 
Never was Gondor mightier. 

The exiles of Arnor, stunned and saddened by their 
losses in the Last Alliance, maintained no dreams of 
empire. Being neither martial in spirit nor so numerous as 
the Men ofGondor, their influence extended little beyond 
their own borders. Their reluctance to intermarry with 
their Eriadorian subject folk compounded the problem, 
since the northern DUnedain found trouble replenishing 
their losses and grew weary managing their territories. 

THE OrvlDI'D KINGD01>iS 
In T.A. 86 J ,  after a series of unusually frosty springs 

and torrid summers, Arnor was sundered. The death of 
the tenth and last Arnorian king, Earendur, left the 
North-kingdom's loyalties split among Earendur's three 
surviving sons. Amlaith, Earendur's c1destmale child and 
therefore the heir apparent to the throne and heirlooms of 
the kingdom, won the Sceptre of Annuminas but lost half 
of Arnor's territory and much of her power to his 
brothers, Thorondur and Galadhrion. They staked claims 
to the eastern and southern lands, and with the support of 
the local lords in each region, successfully countered 
Amlaith's attempts to reunify the realm. 

Thus the North-kingdom split into three independent, 
neighboring, but lesser states: Archedain, Cardolan and 
Rhudaur. Each was ruled, at first, by royal lines descended 
from one of Earendur's sguabbling sons. Arthedain, the 
largest state, assumed the rugged northwest territories of 
Arnori Cardolan took the fertile south; and smaller 
Rhudaur claimed the dangerous northeast section, the 
fells and forests of the wild Misty Mountain foothills, 
bordering what would later be Angmar. 

Thus, just a little more than one century before the rise 
of the Necromancer ofOoJ Guldur in southern Rhovanion 
and the appearance of the inari out of the West, mighty 
Arnor broke into three sister kingdoms. With differing 
topography and populations, each embraced distinctive 
goals and set an uneasy, autonomous course at the outset 
of very troubled times. 

The agreed-upon boundaries between the succcssor­
states might have satisfied each kingdom's desire for 
independence and self-government, but border sguabbles 
soon broke out, [he worstof them centered atthe junction 
of the three realms. The borders of Arthedain, Cardolan, 
and Rhudaur overlapped at the strategic hilltop of Amon 
SuI. Weathenop, where the chief palalltfrofthe North lay. 
Never could the three countries agree upon the ownership 
of Weathertop and its seeing-stone, which all greatly 
desired. � 

Arthedain's rulers successfully contested their neigh� 
bors' claims and inscalled a strong warden in the tower of 
Amon Sui by the beginning ofTA 862. Since their king 
already possessed [he stone of Anm'iminas and had [he 



grtatest influence with the Elven guardians of the stone of 
tht Towt:r Hills. thl' Arrhl'dain controlIt:d t:ach of thl' 
thrl't: northern p"Lln/fri, assuring thmuelvl'S pr«mint:nct: 
during the coming political strifl'. 

Elstwhere Arthedain supportt:d Cardolan's claims, for 
their kin in Rhudaur seemed too rough and wild to be 
trusted. From the very t:stablishment of Rhudaur. irs 
DUntdain mixed culturally with tht: mort: primitive na­
tives of the region. the barbaric Hillmt:n of cht: T rolls haws 
and Ettcnmoors. Likt the untamtd and inhospitabll' land 
that fonned it, Rhudaur bred a wild and bold populace 
more concernt:d with might than right. and its lords 
t:ventually provl'd t:ager to upand thl'ir tt:mrorio: and 
influence at any cost. 

Of the thret: nordu�m kingdoms. only Arthedain re­
tained a purity of lintage from Isildur through all of irs 
fifteen kings. It also continued to instill in the htarts of its 
ptople a hight:r st:nst: of values and purpoSl'S. Except for 
the simplt:st dispurts over boundaries and tht: guardian­
ship of Amon SuI's paLln/fr, Arthtdain was generally ar 
peace with Rhudaur and Cardolan as late as the fateful 
fifteenth cenmry. 

3.3 CARDOLAN 
Tht: first Men to enter the lands of Cardolan wert: the 

Drug ancestors of the Bcffraen. early in the First Age. 
They flt:d farther south and westward into tht T aur Enyd 
when the Edain and the Bar2dhrim arrived in tht: middle 
yearsof tht:agt:. Tht survivors of thl' Adanic and Baradhrt:n 
populations fonned. in tht first milltnnium of the Second 
Age, the first true Eriadorian culture, a relatively advanced 
forest society in Cardolan ltd by brash warrior-chil'frains. 
Separated from tht: Elvish and Dwarvish societies in 
Eriador by boch temperament and custom. thest: linle 
domains at first profited from conracr with tht:ir distant 
cousins, the Numen6rean sailors, traders, and teachers 
who rtturned to the coast of Middle-earth. As Numenor 
gradually fell into darknt:ss, its inhabitants camt: to Endor 
for tributt: and 5l'izure of tht: woods net:ded for tht:ir fleets. 
Tht:te were increasingly biner wars herween the Eriadorians 
and Numen6reans [hat gready contributed to the destruc­
tion oftht: primordial forest that had once covered all of 
Cardolan. 

The Numt:n6reans came as colonists as well as con­
qutt"ors. They began construction of tht: havt:ns a[ Lond 
Daer and Tharbad befort: the Eriadorian Wars, and some 
vt:nturesome persons senled pennanendy. Lond Daer was 
oftt:n wreckt:d by great stonns, so Tharbad became the 
chief city of the region. and thr original settlers slowly 
prospered and grew. Their leaders werr granted widl' but 
ill-defined lands. and wider and even less defined powrrs, 
by the ineffectual Numen6rean king, Ar-Sakalthor, in 
SA 3034. This was the originofrht princes of Car dolan, 
the autonomow DUnadan noble families who would 
fonn tht: ruling class of Cardolan for tht: rrst of thr 
Second Age and well into the Third. This was also the 
origin of the office of (linO/Dr (Q. "lord of chieftains"), a 

royal emissary of tht king at Tharbad entrusted with the 
task of maintaining the allegiance (or complicity) of the 
Eriadorian chiefdoms which Numen6rean sett/ement 
bordtt"ed upon. Ironically. in later ages the local powers 
that the (lino/an' had to contend with were the unruly 
descendants of the same colonists his predt:cessors had 
sworn to protect. 

UNDER ARNoIUAN RULE 
Northwestern Endor was considered a backw .. ter by 

the later Numcn6re;ms. lmmigrants from the island king­
dom setrled mainly in rhe more pleasant lands around 
Umbar and Pdargir. including those of the Faithful who 
had always passtd through Cardolan on the way to 
Arthedain. Thus, the colonists in Cardolan played little 
part in tht: conflicts berwern tht: King's Men and the 
Faithful, between Numenor and 5.,utOn. or between Ar­
Pharazon the Golden and the V .. lar. That changed when 
Elendil the Tall and his four stonn-tossed ships, filled 
with many of the remaining Faithful ofNumenor, arrived 
in Lindon. Although the old Dun .. dan colonists easily 
surpassed the native peoples in culture and power. their 
achievements paled in comparison [0 the arts and technol­
ogy of the scat of the OUnadan domain in drowned 
NUmrnor. When Elendil, the last survivor of the royal 
linr of Elros Tar-Minyatur. came to Cardolan the year 
aftt:r the Downf.ll1. tht:re was linle local objection to the 
Cardolandrim joining the Kingdom of Arnor. 
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nc wu,'-hlll The first years of Arnor were a rime of growth. as the 
exiles soughr to assuage their grief through great labors: 
converting rhe old trading routes into paved roads, con­
structing many towers to secure the frontiers, and tackling 
the daunting task of bridging the Gwathl6 at Tharbad, 
The War of the Last Alliance slowed some of these 
projects and stopped others, but the great bridge was 
eventually finished. The losses of the Dunedain in the war 
were severe enough to hinder the rest of the kings' projects 
in northern Arnor and therefore guaranteed Tharbad's 
continued dominance of trade in the region. 

The early Third Age was generally a glad if quiet time 
in Arnor. The DUnedain of Cardolan gradually came to 
resent their princes' lack of influence at the court, which 
was dominated by the great families among the exiles, and 
consequently perceived a neglect of their interests. Still, 
except for tensions within the royal house itself the realm 
was never in danger of collapse, 

THE KtNGDOM OF CARDOUN 
The family dispute that sundered Arnor left Thorondur, 

the most energetic of the three sons of King Earendur, in 
charge of a realm that was chaffing under dour, conserva­
tive philosopher-kings brought up in the craditions of the 
Faithful. Thorondur quickly gained popularity in Cardolan 
by casing restrictions on trade. His major program of 
public works, especi:llly rebuilding the walls ofTharbad, 
stimulated the economy. Problems soon :lrose, though, 

because Earendur's will had specified that the borders 
-of all three of the new sister kingdoms should meet at 

Amon Sal. The citadel atop that hill was the strongest 
fortress in Eriador, and also contained the most pow­
erful of the northern fNllan,;ri. Eventually a treaty estab­

lishing joint use of the stone :lnd rot:lting garrisons was 
made, but tensions remained high. 

The first conflict between the sisrer kingdoms came 
when the hapless King G:lladhrion ofRhudaur, youngest 
of the three princes who had divided Arnor, sought to re­
establish the larger realm after his elder brothers died. 
This ended in the farcical Battle ofNen-i-Sal, an engage­
ment beside the small river that runs from Amon Sui to 
the Mitheithel, where most of the troops refused to fight. 
This was a perilous precedent. however. and in TA 1084 
the Twclve Ye:lrs' War beg:ln :lnd blood was spilled in 
earnest. Sides shifted in this conflict, but most often 
Arthed:lin and Rhudaur contested Cardolan's attempts to 
possess Amon Sal. The war was indecisive. but its ex­
penses and those ofThorondur's building projects caused 
a depression in Cardolan. 

T erennil, the fourth King of Car dolan, reorganized the 
realm and brought it to the height of its power. He 
reduced the political strength of the (Tnila,h (S. "princes"), 
limiting their authority by making them htra,h (S. "lords"; 
coil. "barons") :lnd est:lblishing a n:ltional anny paid by 
land gr:mts. More importantly, Terennil broke up the 
traditional communes of the common folk, dividing the 
bnds to encourage the large scale breeding of sheep, 
Providing bounties to the guilds who would work the 
wool and the merchants who would export it in order to 
provide a market, he rebuilt the economy. This succeeded 
beyond Terenni!'s fondest hopes, and soon his treasury 
could maintain a lavish court, army, and fleet. 

DISASTER AND CIVIL WAR 

Cclervellon, the fifth king and only child ofT erennil, 
sought to prove himself worthy of his father's legacy and 
establish his own power by overthrowing the Hillman 
Ruggha. who had usurped the throne of Rhudaur. He 
cl:limed the throne ofRhudaur through his mother. but 
Ruggha was an effective and popular leader despite his 
sometimes unsavory methods. This war dragged on for 
twenty years before Celervellon trapped Ruggha and his 



;lnny in Cameth Brin. the capital of Rhudaur. Though a 
mighty fortress. Cameth Brin was unprepared for another 
siege in TA 1235. Sensing final victory. Cclervellon 
summoned his lords and court to the battlefield to witness 
his second coronation and. when they arrived. launched an 
assault that carried the lower l(Teis of the fortress from the 
starving defenders. The royalty celebrated that night. but. 
unknown to all. the Orcs of Gundabad had answered 
Ruggha's pleas for aid and secretly marched west of the 
Misty Mountains. The Orcs fell upon the unsuspecting 
forces of Cardolan that very night. Although the profes. 
sional pikemen of Cardolan CUt a bloody path out of the 
cul·de-sac. the royal pavilion fell. and with it well nigh all 
the lords of Cardolan. , 

lPe Orcs and Rhudaurrim pursued the beaten anny 
and ravaged eastern Cardolan. Seven persons claimed the 
throne. and the situation was virtually as bad in four of the 
hrrJyr (S. "lordships"; coli. "baronies"). Civil war raged 
throughout the countryside on the narional. provincial. 
and local levels. The kings of Arthedain and Gondor both 
sent expeditions to explore their own potential claims to 
the Sceptre of Cardolan. Ouring the next fifteen years 
Tharbad changed hands eight times. and the royal com· 
pound at Thalion. eighteen. At last. the Dwarves of 
Moria. distressed by the collapse of trade. sent their anny 
to enforce the truce desired by the wise. A great council 
was held at Thalion, and it finally elected T archil. a 
mariner of the Line oflsildur who had been off trading in 
the South for most of the Time of Troubles. The only 
acceptable compromise claimant to the Sceptre, T archil 
proved an unexpectedly successful ruler. 

THE RIsE OF THE Wrrrn-KlNG OF ANGMAR 

In TA 1276. the Lord of the Nazg{il arrived in the 
North. entrusted by Sauron with the task of destroying 
the OUnedain of Eriador. The renewed war between 
Cardolan and Arthedain over their respective rights to 
Amon Sui from T.A. 1 284-87 made the establishment of 
his realm of Angmar in northeastern Eriador far easier. 
This war also led to the failure of the Line of Isildur, for 
King Tarasdor. Tarchil's son, proved an inept military 
leader. He gave the regency of the realm to his bastard 
brother Minaglar. who took the throne when Tarasdor 
died in T.A. 1332. 

The Sceptre of Cardolan rested uncomfortably on 
Minaglar' s brow when he accepted Argdebof Arthedain' s 
claim to the renewed High Kingship of Arnor and when 
he aided Argclt'b in his war against rt'calcitrant Rhudaur. 
This war failed wht'n tht' Witch-king revealed his strength 
in alliance with Rhudaur. which he quickly reduced to a 
puppet state. Argeleb and Minaglar fortified the Weather 
Hills against the assaults of Angmar. but Argdeb fell in 
batde in T.A. 1356. Fortunately, the Witch-king had to 
Ct'3St' his campaign and await the maturation of a new 
generation of Orcs in ordt'r to Tt'plenish his loses. All 
quarrels between Arthedain and Cardolan ended as both 
realms prepared for tht' Witch-king's nt'xt assault. 

3.4 RHUDAUR 
Clans of the Mebion Bron. the Daen ancestors of the 

people who became known as the Hillmen of the 
T rollshaws, came to tht' land that the ElvC5 called Rhudaur 
(S. "Eastern Forest"), but which they themsdves named 
the "PlaceofRed.roaringGold" back in the mists of time. 
After long and bittersrruggles with the Giants. Trolls, and 
Perry-dwarves already living there. the Hillmen won the 
cold and rocky ground. and for centuries tht'y were left 
undisturbed. Solitude pleased the Hillmt'n, for tht'ir 
ancestors feared a;;d hated both the forces of Light and 
Darkness. For most of the Second Age. they were content 
with a simplt' hunting and gathering life. Their lingering 
problems were rht' Elves ofEregion and laterofRivendeli. 
whom they called tht' FiShes Bhan (BI. "White Fiends"). 
the ghosts of the Pt'tty-dwarves around Cameth Brin. 
called the T a-Fa·Lisch (BI. "Ghosts of the Linlt' People"), 
and the Eriadorians who driftt'd northward up the 
Mitheithd to avoid Numen6rean rull':. Tht' Hillmen 
avoided the first two races by giving them a wide berth, for 
nt'itht'r had grand urritorial ambitions. They dealr with 
tht' third group violt'ntly; a long history of mutual raiding 
and murdering instilled in both cuiturt's a tradition of 
racial hatred that pc:rsisted well into the Third Age. 

Rhudaur. being a poor land. did not attract manyof the 
Numen6rt'an colonists who ovt'rran Cardolan in the mid­
Second Age. Some DUnedain--not tht' best among them-­
eventually settled along the borders of Rhudaur. There· 
after. these Dunedain and thl': Hillmen often traded, to the 
benefit of both peoples; however. conflict soon arose over 
possession of tht' lowland valleys surrounding the 
Trollshaws. Tht' semi-nomadic Hillmen kept to the 
highlands for the most part and, even in winter, rardy 
ventured beyond tht'ir boundaries save to raid distant 
Eriadorian settlements for weapons and other goods. Still. 
tht'y routinely hunted in the lowlands and thought of the 
whole ofRhudaur as immutably their own. The Dunedain 
saw tht' valleys as plact's for eventual settlement, much as 
tht' Eriadorians before them had done. Y er for many years 
thl':re was only tension and mistrust betwt'en the two races. 
not bloodshed. 

Aftt'r the founding of Arnor. Elendil. with the most 
noble of intentions. c1aimt'd all ofRhudaur as part of his 
new realm, promising [0 end the perpetual warfare and 
raiding that had bl':comt' an intt'gral parr of Hillman 
culture. The might and splendor of his forct's were such 
that the Hillmen submitted without a struggle, hiding 
tht'ir bittemess. Eventually, hOWeVI':T, Sauron returned to 
power and Elendil and Gil.galad wl':nt south to perish in 
the War of the Last Alliance. Although victorious in tht' 
end. the Free Peoples suffered horrendous losst's from 
which. especially in northern Arnor, they would never 
recovt'r. Tht' Hillmen had not joined the Last Alliance, 
but neitht'r did they rebel for their fret'dom; they had been 
impresst'd by the martial array mustered by the aUit's, and 
they felt it was without honor to make war on the old mt'n, 
women and children who wen=: left in Arnor. 
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When the b:mc:red army of Arnor did return, the Hill­
folk sensed the: weakness of the DUntdain and revolced. 
The Hillmen were soundly defeated in theif attc.'mpts [0 
recover the lowlands. but they could not he easily beaun 
in [he highlands. and :J.[ last a compromise was reach«l. 
This peace informally recognized the DUnadan posscs­
sion of the lowlands and thc Hillmen's freedom in the 
heights of northern and eastern Rhudaur. bur left the 
question of the eventual �tt1ement of the T rollsh3ws 
unresolved. 

In T.A. 1 64. Mong-Finn became T arg-Ann. or High 
Chicf. of the Hillmen. He was detennined [0 free all of 
Rhudaur but realized {hat this could nor be donc without 
substantial assistance, which seemed nowhere available. 
So Mong-Finn dared what n� other had before. He went 
alone into Cameth Brin to gain the alliance of the Ta-Fa­
Lisch, the Ghosts of the Little People. In the end his 
rebellion failed, and the DUnedain took possession of the 
ancient Petty-dwarven halls within Cameth Brin. 

Arnor's King Eldacar decided to expand the halls into 
a mighty bastion of Men and. thereby. to control the 
Trollshaws and the Hillmen. Above the cliff ofCameth 
Brin Eldacar's engineers erected a great watch-tower 
which commanded the pc-ak, while beneath the T wistcd 
Hill's overhang the DUnedain established the barrack-

settlement ofT anoth Brin and began to dig a real fortress 
out of the living rock that surrounded the Petty-dwarven 
caves. Although the work was long and difficult, Cuneth 
Brin was completed in T.A. 339 and made the c:lpital or 
the province of Rhudaur. The land had never been rich, 
but Daen immigrants from the (:lr south began to wander 
into its valleys, and {he DUnedain of the lowlands, desper­
ate for manpower to till the lands of their estates, allowed 
many of them [0 settle on their lands. 

After the division of Arnor in T.A. 861, the internecine 
wars among the siner kingdoms sapped the strength of the 
DUnedain, especially in Rhudaur where they were few and 
always oumumbered by their subject peoples. Over time, 
the DUnedain ofRhudaur increasingly shared power with 
the Hillmen, whose active support they needed. 

Sometime after the Witch-king founded the realm of 
Angmar, Rhudaur became his ally. The natural antipathy 
of the Rhudaurrim-Dunadan, Dunman, and Hillman 
alike-for their wealthier brethren in Arthedain and 
C.1Tdolan made them vulnerable to the infiltration and 
corruption tactics the Nazgul and his dark priests had 
been using successfully for much of three millennia. By the 
end of the fourteenth century, Rhudaur was reduced to a 
petty state controlled by the Witch-king, with onlY:l few 
towns in the south still allied with Cardolan and free of the 



Angmarean yoke. The Hillmen, allowed [0 fend for 
themselves in their highlands and subject only to p«iodic 
calls to make war on their hated OUnadan enemies, 
seemt"d to have won their freedom at last. 

3.5 WAR AND PLAGUE, 
T.A. 1408-I 643 

THE SECOND NORTHEllN WAA 
The end of the fourteenth cenrury of the Third Age saw 

the Kingdom of Arnor and the remaining Dunedain of the 
North nominally reunited and seemingly better prepared 
to face the renewed threat from Angmar. However, the 
nobles and rulers of Arthedain and Cardolan were jealous 
of their power and privileges and never let me unification 
be more than ceremonial. 

The next gre.lt assault by the Witch-king began in TA 
1408 with a series of probing raids into the remaining 
unconquered lands of southern Rhudaur and into 
Archedain. When the main blow finally came in the winter 
of T.A. 1409 it was south and then westward, towards 
Amon Sui and the junction of the two remaining OUnadan 
kingdoms. The defending forces organized a counterstroke 
that was to be coordinated but not truly unified. Amon 
Sui was held by an Arthadan garrison. King Osthir of 
Cardolan and his anny, comprised largely of infantry, was 
to play the anvil, supporting Amon SUI and holding the 
hills covering its communications, while the cavalry of 
Arthedain and the Elves maneuvered in the plains to 
provide the hammer. Unfortunately, the Angmarean at­
tack came too swiftly and violently for the annies to take 
up their assigned roles. 

The Witch-king personally led the- assault on Amon 
SUi. It fell: the- great tower was toppled and burned, and 
the stalwart but futile defense of the warden only bought 
time for the rescue of the gre:lt palanlr,. King Arveleg I of 
Arthedain was killed trying to prevent the fall of the 
fortress; when King Osthir retreated to the B.lrrow­
downs, he was surprised by a night attack and also slain. 

The host of the Witch-king swept forward across the 
frozen countryside like a plague offire and steel. Engulfed 
in a monstrous wave of horror, the people of southern 
Arthedain were massacred or driven to headlong flight 
westward. Angmarean wolf-riders and cavalry pursued; 
Annuminas was overrun and torched, the city abandoned. 
The remaining forces of Arthedain fell back to Fomost 
Erain, preparing a final defense. Yet, when all looked 
blackest, the fortunes of war were tumed, by courage and 
luck. The Elves of Lindon and Rivenddl, coming late to 
the battlefield, cut through Angmar's scattered w�tem 
forces while Arveleg's heir, the young King Araphor, won 
a desperate series of battles around Fomos[, wrecking the 
Witch.king's main army and driving him back eastward. 
The swords and bones of his soldiers littered hundreds of 
miles of Arnorian countryside as they fled through the 
winter snows, and the Angmarean threat was ended for 
generations to come. 

But much was lost in the battle ofT.A. 1409. Rhudaur 
was devastated, its remnants finnly under Angmar's black 
and wicked wing. Cardolan was destroyed as a nation, 
with its few remaining soldiers wasting their strength in 
another series of civil wars. The balance of power in the 
northern region had shifted dramatically and to Angmar's 
awful advantage. 

Late in that tragic year, after the Elves returned home 
and new snows covered the blood-stained lands, 
Arthedain's leaders and warriors gathered inside the walls 
ofFomost to ((group and restore the socie� ground into 
dust by the heavy boots of Angmar's minions. It was a 
difficult task; an Arthadan king lay dead on the battlefield, 
along with hundreds of his soldiers and thousands of the 
fanners and vill:l.gers whose l:l.bors sustained the realm. 
Fortunately, two of the pail",lfri, those of Annuminas and 
Weathertop, rested safely in the royal tower :l.t Fornost. 
Angmar would not be:l threat for years to come, and what 
Men lost they could try to rebuild. 

But could they succeed? After TA 1 356, the Arthadan 
royal court at Fornost Erain was never the same. Once­
like an Elf-haven--a place of beau� and light and 
serenity, Fornost became a chilly walled ci� of fear and it 
housed a pervasive, never-lifting sense of doom and 
sorrow. Herseers began to numbcrtheyearsof Arthedain's 
survival. 

ARTHEDAIN AND THE PElTY-WARS 
The fifteenth and sixteenth centuries found the 

Arthedain clinging to what was left them after the wars of 
TA 1356 and TA 1409. Frequent border raids and 
constant skinnishing marked these sorrowful years, the 
so-called Petty Wars, which served as a constant reminder 
of the Evil residing in the hungry bnds beyond Anhedain's 
thinly stretched defenses. Araphor's long reign passed 
without any great successes or failures, but he managed to 
rebuild some parts of his realm even as others were worn 
away by the constant pressure of Orkish raids and the 
increasingly cold weather. At the very opening of the 
seventeenth century, King Argcleb II-who along with 
the tattered remnants of his people would weather the 
Great Plague ofT.A. 1635-36 and evennore-brural win­
ters at Fomost-lit one small candle of hope, in a reign 
when small hopes were all that could be found: he granted 
the Hobbit-folk gathering at Bree a fertile patc� of land 
roughly forty leagues by fifty in southern Arthedain, a 
handsome, rolling. green land the Hobbits eventually 
called the Shire. 

Argeleb and the Anhad:m leadership harbored no 
illusions about the value of Hobbits as soldiers; they were 
simply too peaceable and too small to be great warriors. 
The prouder Arthadan nobles, in fact, often complained 
amongst rhemsdyes of having to bend oyer or kned in 
order to hear the little fellows speak. Argdeb, however 
sensed a spirit among the Hobbits now rare among the 
Arthedain, an optimism and resolution that many of his 
own people seem to lack. 
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The Arthcdain would, of course, also profit from the 
produce grown by the green-thumbed Hobbits. Some­
what paradoxically. the High Men's love for the spirit of 
theif land never translated into a fondness for tilling the 
soil on any appreci3blc scale. Herbal gardening, which 
requires greater technique and yields magical results, is a 
different matter; but. unlike the Hobbits, the High Men 
never had great infertS{ in planting and tending cash 
crops; [0 them it was work for simpler folk, and the 
commons of Arthcdain always managed their farms and 
fields with little input from their lords. Within a decade 
of the first Fallohide emigration to the Shire, the Hobbits 
were providing a ste::ady flow of grains, fruits. and tubers 
northward, augmenting the spare Arthadan diet and 
providing a minor but useful Counter to the fatalistic and 
occasionally morbid atmosphere of Fornost. 

CARDOL.AN SINCE THE FAIL OF THE KINGDOM 
King Osthir of Cardolan had gone to his last battle 

having learned little from Celervellon's disaster at Cameth 
Brin; all his sons were with him, and their deaths left only 

.. 

In the immediate aftermath of the Second Northern 
War, Gondor held a preeminent position in Cardolan. 
This position was largely lost in the chaos that; followed 
a widespread peasants' rebellion in T.A. T 434, and the 
further disorders that spread northwards from the bloody 
Kin-strife in Gondor in T.A. 1439. King Araphor of 
Arthedain first tried to assert his authority as high king in 
Cardolan in T.A. 1455. Araphor attempted to limit his 
military excursions to sieges of the castles of his reluctant 
vassals. Nonetheless, there was considerable blood lost 
that fimher sapped the strength of the remaining DUnedain 
of the North. The formalized warfare of this period 
established the preeminence of certain elite mercenary 
companies, since the princes of Cardolan lacked the 
resources or moral authority to build loyal national 
armies. 

The early years of the sixteenth century saw the demise 
of even the ghost of central authority among the princi­
palities of Cardolan. This process began in T.A. 1503 
when Gordaigh expelled the Dunedain of Ethir GwathJ6 

his young daughter Niriel to 
take the Sceptre. Niriel was 
slain along with the able Chan­
cellor Nimhir in an abortive 
kidnapping in T.A. 1412 after 
only three years of rule. 
Cardolan was again racked by 
civil war, but this time Gondor 
intervened after only two years. 
Annael, the Hir ofFaerdor and 
leader of the then ascendant 
faction, was made "Cinotar of 
Cardolan," a traditional 
Numenorean office with con­
siderable po�ers in name but 
now with few in practice. 
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and declared himselfKingofSaralainn. ln T.A. 1509. the 
bodyguards of the last native (ano/Slr. Gaerdil the Bad. 
killed him and his retainm. The fonner Hirdor of 
Faerdor has since established so-called "cantons" that rule 
the principali£)' without the aid or advice of lords. After 

. Gaerdil' s death. King Aldamir ofGondor made his legate 
in Tharnad the new (ano/ar. This was a practical nep. 
recognizing thar Gondor's will did not carry beyond rhe 
walls ofTharbad. if indeed it carried beyond the eyesight 
of her soldiers. However. this led to the collapse of any 
pretense of cooperation among the princes. Those of 
Caladir and Tinereb reclaimed their old titles as rrnita/h. 
while those of T yrn H6dhath and Girithlin enfoeffed 
themselves to Araphor of Anhedain. 

THE PLAGUE AND ITS AFTERMATH 
The Grear Plague that ravaged much of Endor in the 

T.A. 1 6305 lost some of its virulentI' as it spread north­
wards. but it was still capable of death-dealing on a large 
scale. A Gondorian ship carried it to the fetid airs of 
Tharbad in TA 1636; between the disease and the 
subse'luent panic. almost eighty percent of the population 
ofTharbad ned to the countryside. Waves ofimpover­
ished refUgees from Gondor. fluing the higher morbidi£), 
in the south. increased this disruption. In the days of the 
kingdom. the rural principalities might have withstood 
this onslaught. but now starvation and brigandage were 
widespread. The Witch-Icing added to the chaos by an 
invasion of evil spirits (known to the commoners as 
"Barrow-wights") into the Tyrn H6dhath. Also during 
this time. the so-called Dagorhir (5. "Warlord") led a 
band of Hill Trolls into cenrral Minhiriath. where they 
established rhemselves in [he network of gypsum caves 
seventy miles due south of Sam Ford. Like it or not. the 
Warlord had to be recognized as a prince of Cardolan. 
though the self-designation of his minuscule realm as the 
"Domain ofMinhiriath" denoted a cerrain menul insta­
bility on his part. 

Large numbers of southern refugees. having decided 
the risks of contemporary Cardolan were fewer than those 
of undertaking the long voyage home. made up some of 
the losses of Car dolan in the Plague Years. However. for 
the brash clansmen ofSaralainn and [he gritty inhabitants 
ofTharbad. the disruption of these years sumed to have 
pulled up the roots to the past that were all that held the 
people of Cardolan [0 their disintegrating homes. The 
birthrate did not pick up once the Plague passed. and the 
southbound ships that left Tharbad were packed with 
those who could afford passage to Gondor. 

Less hanned less by the Plague than Cardolan. Arthedain 
now stands alone. poised in the lull between storms. cut 
offby disunce and ani rude from its brethren to the south. 

Argeleb II. who has held the Sceptre of Annuminas for 
fifty years. is in contact with his more worldly and warlike 
kinsmen in Gondor. but [he southerners face Corsairs. 
Haradrim. Easterlings. and a mysterious new power in 
Mordor in a deadly face-to-face battle of wills and might. 
&dly hurt by the Great Plague themselves. the Gondorians 
can offer linle assistance fast enough to help the hard­
pressed Arthedain. should Angmar attack again. To the 
west. the Elves of Lindon. many of whom fought to drive 
back the bloodthirsty hordes threatening to overrun all of 
the North in T.A. 1409. now rum their weary counte­
nances westward toward the sea. 

Thus Archedain's nobility and military stand anxiously 
inside the great dikes of Fornost. abandoned by treacher­
ous Rhudaur. haunted by the ghost that was once fair and 
green Cardolan. and threatened by the growing hordes of 
rapacious Angmar. Stretched thinly between Fomost and 
the Tower Hills are scattered villages and military out­
poSts. bur no centers of population or culrure. Facing 
west. Anhedain's best friends. the Elves of Lindon. have 
rurned their gaze [Oward [he sea and the homeland they 
know to be waiting for them. For the Arthedain. there is 
nothing to do but to carry on with preparations for war 
even as they pray for peace and dcliverancc----and wait for 
the worst to come. 
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3.6 THE NORTH 
IN LATER TIMES 

ARTHEDAIN AND GoNDOR 

The three hundred and thirty years following the Great 
Plague were marked by constant skinnishing along the 
frontiers of Arthedain. While the borders held finn for 
most of this time, the kingdom could not prosper, and the 
increasingly cold wInter weather meant that the crops and 
herds of the Arthcdain brought less and less gain each year 
formore and harder lahor. While famine never was a grave 
concern after [he establishment of the Hobbit colony in 
the Shire. blights and sickness became a constant problem. 
The most dramatic of these, a Red Flux (influenza) that 
swept through Fommt in th,e winter ofT.A. 1891-92. 
slaying the aged King Araval, was believed to be caused by 
the foul magiks of the priests of Angmar. When another 
sickness, the Bloodeye Ravish, swept through the horse­
herds of Arthedain in the first years of Arvedui's reign, the 
Witch-king's mil itary ad vantage became trnl y overwhelm­
ing, and the stage was set for the third and final Northern 
War. 

With each passing year of this long decline, it became 
more and more imperative for the kings of the North to 
acquire outside support. After years of effort. the Arthedain 

finally reached a solid military alliance with Gondor in 
T.A. 1940. sealing it with a royal marriage. In this year 
Araphant's son. Prince Arvedui. was wed to Firiel, the 
daughter ofGondor's King Ondoher. Just four years later, 
Ondoher and his two sons were slain in battle with the 
Easterling Wainriders, but a Gondorian anny led by Lord 
Earnil crushed the invaders at the Battle of the Camp and 
successfully drove the Easterlings out ofIthilien and into 
the Dead Marshes. 

As a direct descendant of Isildur, Prince Arvedui had 
the audacity to claim the Crown ofGondor. the South­
kingdom's lineof Anarion being broken by Ondoher's fall 
and the deaths of his sons. Arvedui's hopes of reuniting 
the Realms-in-Exile were dashed, however, when the 
victorious and popular Earnil. a descendant of the 
Gondorian king, Umbardacil. was crowned Earnil II of 
Gondor in T.A. 1945. The Guardians of the Palantiri of 
both nations kept busy relaying contentious messages of 
state between the two DUnadan kingdoms. but finally 
Arvedui acquiesced. Cautionary tales about the divided 
command of the Second Northern War were brushed 
aside, as were various dire prophecies made by the seers of 
Fornost; when the Council and Steward of Gondor 
supported the new king, the Arthadan claimant gave way, 
for he lacked both the strength and the will to press his 
stand. Arthedain and Gondor continued [0 be ruled by 
two lines, although Earnil lI pledged military support to 
his "good cousin" as a means of reducing tension. 

In T.A. 1964, at King Araphant's death. Arvedui 
grasped the Sceptre of Annuminas, becoming Arthedain' s 
fifteenth and final king. As prophesied by the distin­
guished seer Malbeth twenty years earlier, Arvedui was 
doomed to be the "Last-king" of his country. The 
Shadow on the North was dark, and the host of Angmar 
was poised for its final onslaught. Malbeth's visions saw 
many years of great sadness and suffering before the 
DUnedain would arise and reunite under a single b<lnner. 

CAROQUN 
The half-century after the Great Plague was oneof slow 

but inexorable decline in southern Eriador. The few 
remaining Dunedain of Cardolan, even the doughty de­
fenders of the sacred barrows, ned, emigrating to Arthedain 
and Gondor in roughly equivalent numbers. A Gondorian 
garrison remained in Tharbad, but the rotation of troopS 
and commanders gradually ceased, and they became a 
hereditary warrior class in the dec::aying city. The people 
of Saralainn continued to do reasonably well, but new 
settlements were made southward across the Gwathl6 in 
Enedhwaith, rather than east or north, because of the 
increasing severity of the winters. Many of the common 
folk also drifted south, most often to swell [he population 
of Dunfearan. As the Witch.king prepared to launch his 
last stoke against Arthedain, Cardolan was a backwater, irs 
few settlements north ofTharbad harassed by Orcs and 
waiting in [error for [he final blow to fall. 



THE FAll. OF MTHEDAIN 
After yl::ars of battling Angmar, the Arthedain of 

Araphant's reign (T.A. 1891-1 964) were weary and 
outnumbered. Brutally persistent: the Witch-king in­
creased his harassment in the decade after Arvedui as­
sumed the throne, all the while massing for a great attack. 
Then, in chelate f....JI ofT.A. 1974, tipped offbyspies and 
the seers' warnings of an imminent invasion by the 
Angmarean forces, Arvedui sent urgent pleas for aid to 
Gondor via the pal,m/fr. 

King Earnil kept his word, sending his son Eamur and 
a great fleet to thl:: Grey Havl::ns. At the havens, Earnur 
gathered Elven aid before crossing the Lhun to march to 
Fomost and meet the Witch-king's soldiers on the field 
of battle. Yl::t, as Earnur and thl:: Elves of Lindon 'marched 
out from the shadow of the Blue Mountains, the Angmarl::an 
hordl:: was already ravaging the once-proud capital of the 
North-kingdom. 

In early winr(f of that same year, the Witch-king had 
unleashed his host. Small annies swept across the new ice 
on the rivers, driving into Cardolan and across the North 
Downs. All the while. the main body of the Angmarrim, 
led by the Olog warlord Rogrog, struck directly at 
Fomost Erain. Overwhelmed by the relentless onslaught, 
Crown-prince Arananh resolved to lead the Arthadan 
army in retreat toward Elven allies in Lindon, covering the 
evacuation of the remaining folk of the Twilight Hills and 
creating a diversion to alfow his f.1ther time to get the all 
important relics and heirlooms of lost Arnor out of 
Fornost. The plan was adopted, and Arvedui gathered the 
treasures of the northern line before fleeing for his life. Bur 
the Witch-king's horde proved too deadly; Aranarth's 
retreat was swift and costiy, and Arvedui and his small 
band of followers arc forced to flee first northward, then 
westward, eventually concealing themselves in one of the 
many abandoned tunnels of the Dwarven mines in the 
farthest reaches of the Blue Mountains. All they carried 
with them were their weapons, the two of the Arthadan 
palolllfri, and a few precious heirlooms. The Kingdom of 
Anhedain was no more. 

In a rare display of poor battlefield judgment. the 
Witch-king-his pride swollen with the complete de­
struction of the last kingdom of the northern DUnedain-­
marched to meet Earnur, Ordan and the Hostof the West 
on the open ground below the Hills of Evendim, in the 
hean of fallen Arthedain. On the rocky, rolling land 
between Nenuial and the Nonh Downs, ncar rhe norrh­
ern meanderings of the Baranduin, the armies met, dash­
ing with apocalyptic vigor. Incensed and well-organized. 
Earnursent his cavalry into the Twilight Hills. where they 
outflanked the northern wing of the Angmarrim. The 
Men of Gondor, the remnants of Aranarth's Arrhadan 
army, Cird:lIl's Elves, and the Elves of Rivendell ied by 
Glorfindcl joined to win a bloody, hard-fought victory. 
Later in the day, as Angmar's forces looked to retreat, 
Earnur's horsemen swept down from the north and cutoff 
their escape. The dark blood of the Witch-realm's min-

ions stained rhe hills and gathered in pools, but the Wirch­
king. dressed in black and riding a black steed, escaped into 
the falling darkness. His realm, however, like that of the 
Arthedain, was forever lost. So devastating was the carnage 
that it was said neither Man nor Orc nor Troll loyal to 
Angmar was left breathing west of rhe Misty Mountains. 

THE FUGHT AND DEATH OF THE KING 

Yet all of this was too lare to save Arvedui. Driven out 
of their refuge by hunger and exposure and cut off by 
wolf-riders from the direct passage south ward into Lindon. 
the king and his gaunt contingent rode instead north onto 
the wastes of Forochel to ask help of the Lossoth, the 
isolated and solitary Snowmen of the Forodwaith. There, 
they hoped to remain until word came that Gondor and 
Lindon had driven out the Wirch.king and regained 
Fornost. Totally unsuired to life in the icy wastes of the 
tundra, Arvedui and his men faced difficult decisions. 
They did not cruS[ rhe Lossoth; the Snowmen, their 
numbers reduced by generations of ever colder winters. 
feared the Witch-king. believing him able to order frosts 
and thaws at will, a great and fearsome power in Foroche!. 

Bur the Lossoth, moved a little by pity and a great deal 
more by fear of the wcll-anned, battle-tested, and half· 
starved warriors accompanying Arvedui, entered into an 
uneasy and brief alliance with the Arrhedain. The Lossoth 
shared their broiled u,sranJir, whale fat, and ghastly brews 
with the tall, f.1Stidious Dunedain. building snow houses 
for their guests and. with a constant fear of reprisals from 
the Witch-king. anxiously awaiting their departure. News 
travels slowly in the North, but by March, as the ice of the 
bay began to break up, a great ship appeared; rhe Lossoth 
were wary, feeling rhat this mighty sea-steed must be a 
creation of the Witch-king. Insread. the ship was Elvish. 
sent by Cirdan to rescue Arvedui and his royal parry. 

Before leaving the Lossoth, Arvedui gave their leader 
his heirloom, rhe honored Ring ofBarahir, nothing but a 
useless trinker to the Snow-people. His gift was a gesture 
born of the doom in his hearr, a feeling he refused to yield 
to despite the unusually brutal nature of the weather and 
the signs that rhe hand of Evil was at work in the sky. 
Ignoring the warning ofRuka. the Losson leader, Arvedui 
set our to sea immediately. eager to reclaim his devastated 
homeland. Bur at the mouth of the Bay ofForochcl a great 
snowstorm arose, blinding everyone and driving t�e Elven 
rescue ship back upon the icc, where it foundered in the 
night. Arvedui and his kinsmen perished, and with them 
sank the palolltiri of Amon Sui and Annuminas. 

News of the shipwreck reached the Lossoth weeks later. 
Their leader, Ruka, mnembered his plea that the tall men 
postpone their journey until the passing of the long winter, 
when rhe Witch-king's power would wane. Quiet homage 
was paid the dead and hardly a month passed before the 
spring thaw came, the earliest in many years. Search panies 
from Lindon collected Bruka's sad tale and regained the 
Ring ofBarahir. The Lossoth, glad to be rid of the trinket, 
f.1ded from the stage of history. The Witch.king made his 
way ro Mordor, and Arthedai�. existed no longer. 
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THE INDEPENDENT SHIRE 

After Angmar's defeat, the Hobbiuofthe Shife and the 
few common Men left in the Nonh come out of hiding 
to resume [he building. farming and trading interrupted 
by war. A few Hobbits chose to fight with the Arthedain. 
but most judged warfare a soldier's dury. not theirs. No 
longeroverscen by the Arthedain, the Hobbits settled into 
a democracy. electing a thain from their chieftains to rule 
them; the first was Bucca of the Marish. who became 
Shire-thain in TA 1979 (in Shire Reckoning. the year 
379). Soon the Hobbies' insistence upon order asserted 
itself politically: the Shire was neatly split into four 
Farthings. or Quarters, based on old Amorian bound­
aries. Villages and towns sprouted along trade routes and 
wherever there was some money to be made. many near the 
farms of the Southfarthing, sunniest and most fertile of 
the four quarters. Least inhabited was the rolling down­
land of the Northfarthing, the area bordered by the ruins 
oflon Anhedain. The central Shire, where Hobbiton and 
Bywater lay and the river called the Water flowed, contin­
ued to be the most densely settled region. To the west, 
tucked about the chalky White Downs, stood the capital 
of Michel Delving, the hub of western progress, trade, and 
gOSS1p. 

THE SEllLEMENTS 

After Angmar was destroyed, Gondorian engineers 
stayed in Eriador for some time, demolishing the remain­
ing strongholds and ruins in the countryside so that they 
would not become dens of evil. Few Men survived to be 
protected by these towers; the land was roamed by wargs 
and other evil things; and the cold, plagues, and blights the 
dark priests had created still lingered in the shadows, 
dashing any dreams of new settlements and flocks. 

The final blow against any hope of northern renewal 
came in T.A. I 98Q, when a Balrog (a demonic fire-spirit 
that had lain dormant in the mines of Khazad-dum since 
the War of Wrath at the end of the First Age) arose and 
drove Durin's folk from their city. Little sympathy could 
be found for their plight among Elves or Men; the 
Dwarves had done little to aid the Eriadorians in their 
long struggle against the Witch-king, and the Dwarven 
refugees found that cold, hard coin was their only friend 
outside their walls. After years of wandering, the majority 
of the survivors made their way to the Ered Luin or the 
Dwarven mines east of the Misty Mountains. Without 
the manufactures and resources of the Dwarves, Eriador 
was doomed to endless poverty for the foreseeable future. 

The Gondorian officials were finally withdrawn from 
Tharbad in T.A. 2052, and the garrison was dissolved. 
Many of the better folk of the city departed for the south 
in the train of the Gondorian forces. Of the petty states 
that had ruled Cardolan for so many years, only Saralainn 
and Faerdor remained. They recovered somewhat as the 
weather warmed, but no realm of Men could flourish in 
the empty and haunted land that Eriador had become. 

Only the most sheltered and fertile river settlements 
maintained themselves, and the little wealth they kept 
from the raiding of wandering Orcs and packs of wolves 
was fought over by bandit chieftains and brigand lords. 

THE RANGER.S 

No longer rulers of a nation, Arthedain's princes 
miraculously managed to carry on the Line of Isildur. 
Now called chieftains, the princes were raised and edu­
cated by the Elves of Riven dell, led by Elrond. Aranarth's 
family relocated to the Elf-haven tucked between lost 
Rhudaur and the western spires of the Misty Mountains. 
There they were reunited with many of the heirlooms of 
Arthedain, those carried in secret to Rivendell before the 
death of the North-kingdom. Thus, the Sceptre of 
Annuminas, the Star of Elendil, and thl': shards of the 
magic sword Narsil rested in safekeeping under the eye of 
Elrond, the immortal Half-elven brother of Elros, first 
King ofNumenor. Soon after the crown-prince's arrival, 
the Elves also recovered the Ring of Barahir, which had 
been given in gratitude to the Lossoth. 

Amidst the treasures of their forefathers, the legacy of 
their kind, the chieftains and their fellows prepared forthe 
long road to renewal and assumed the guise of the noble 
and time-honored Arthadan frontiersmen-becoming 
the Rangers of the North. Throughout the Third Age, the 
DUnedain of the North were led by the heirs ofIsiidur in 
a wandering yet purposeful fight to protect and preserve 
what remained ofEriador. The chieftains provided unity, 
a link with a great past and the promise of a future reunited 
DUnadan kingdom, as the seers of Foroost had foretold. 
That it would take centuries from the time of the fall of 
Arthedain to resurrect the North-kingdom was unknown 
to these princes; yet even if they should have guessed, they 
were possessed of an Elven manner and a noble cause and 
had the patience to persist for a thousand years. 

THE YEARS IN THE WILD 
With the fall ofFornost and the passing of the Arthadan 

kingdom, the character and actions of the surviving 
Dunedain changed. As the Rangers of the North, they 
were a secretive, wandering people, as skilled in Nature's 
ways as their Elven friends. Fearing the obliteration of the 
long-preserved and deeply-cherished line of kings by the 
evil still persisting in the dark corners of Middle-earth, the 
Rangers found it necessary to hide in their havens in the 
wild and to dress in modest cloaks, like woodsmen. The 
cloaked and high-booted Rangers became a powerful if 
mysterious force in the North, and largely unbeknownst 
to the Hobbirs, guarded and protected the eastern borders 
of the Shire from evil encroachment. Tutored by Gandalf 
and Elrond's folk, the Rangers' leaders were among the 
wisest of Men, however diminished in lifespan and influ­
ence from the days of Arnor's greatness. All that identified · 
the Rangers were the star-like silver clasps on their shirrs 
and a tall, strikingly lean appearance. Throughout the age, 
the Rangers did battle with Orcs in and around the Misty 



Mountains and. in T.A. 2747. they allied with the 
Hobbit-thain Bandobras Took. beating back a major 
Ore-invasion launched from Mount Gram (above the 
Etunmoors ). Afur their defeat at the B.1tde of Greenfidds, 
the Orcs left the Shire alone for hundreds of years. 

The remaining Eriadorians-the Rivennen, the Bree­
folk, and the Men of [he GwathJ6 setrlemenrs-also 
benefiud from the presence of the Rangers, but lacked the 
natural protection the Hobbits gained from being west of 
the Brandywine. None of them flourished. and many of 
their villages eventually vanished. Bree. with only a few 
hundred inhabiunts, was the largest town in Eriador after 
Tharbad was destroyed by flooding in T.A. 2912. For all 
the Rangers' efforts. only the fact that the ant'ntion of Evil 
was focused on Mordor and Gondor in the lata Third 
Age allowed any Men to live peaceful lives in the North. 

Fifteenth and lastof the stateless chieftains W3S Angom 
II, who inherited leadership of the Rangers in T.A. 2933. 
at the age of two years. Sauron, the Dark Lord, who in the 
guise of the Necromancer had ordered the creation of 
Angmar. and by whose will Anhedain and Cardolan had 
!xen destroyed. suddenly found that this travel-worn man 
and his few allies from the sleepy. hidden islands of peace 
in the Nonh. were unpredictilbly the greatest of the foes 
of Darkness. How this occurred was recorded in Th 
Downfall oj 11K /...o,.J oj lbe Rings IInJ Th RtlNrn oj IIx King. 
Aragom was the chief M:l.Onish hero of Ihe War of the 
Ring. and in T.A. 3019. as King Elessar Telcontar, hr 
fulfilled the undying Arthadan longing when he reunited 
the kingdoms of Arnor and Gondor after the defeat of 
Sauron. 

THE FOURTII AGE. 
With the end of the Third Agr. the Scouring of thr 

Shire was compJrte: thr oppressors Sharkey (Saruman) 
and Grima W onntongue were dead. their despised regime 
overthrown. Brave Hobbit-heroes returned triumphandy 
to claim their rewards; the Shire returned to peace and 
fruitful greenery. All was well, at last, in the land of rhe 
Halflings. 

But far to the north lay the weathering ruins of 
Annuminas. and to their east the fallen towers ofFomost. 
now called "Deadman's Dike." Here thorns and weeds 
gathered in the courtyards where kings and Sttrs once 
confemd; ravens lit on the crumbling portico of vast halls 
before flying ofT. There, in the cool hills. the few remain­
ing Men wondered whether anyone could rebuild or 
res park the beauty that once shone a light across all the 
northern lands. As King Elessar made plans to resurrect 
Arnor and its capital of Annllminas on Nenuial, the 
scattered folk of Eriador warily summoned hope once 
agam. 

3.7 ERlADORlAN TIMEUNE 

FIRST AGE 
Early fA The ances[Ors of the Beffraen. then indistin­

guishable from other Drughu. settle around the 
Midgewater and Swanflect Marshes. 

Mid l.A. Thc proto-Beffraen flee southwestwards 
towards the coasts when several dans of another 
people, the Edain. migrate into central Eriador over 
the Mi5ty Mountains. Three of the Adanic tribes 
eventually migrar.t. into BcJeriand; in time they sail 
to Numenor and become: the DUnedain. 

Late l.A. The Baradhrim e:nter Eriador from the 
southeast. Some move on to Beleriand. while: others 
settle in central and southern Eriador. Later. a DOlen 
people, the Mebion Bron, migrate inro Enedhwaith. 
Some are eventually assimilated by the proto­
Eriadorians. 

End of I.A. The War ofWrach; the Han of the Valar 
attacks Morgoth's stronghold; mO$[ of Beleriand 
founders and f:Jlls inro the sea; fragments of 
Ossiri:Jnd (Lindon) remain. The Iron Mountains arc 
desuoyed and replaced by the Bay of Forochel and a 
surrounding tundra plain. 

SECOND AGE 

I Founding of the Elven realm of Lindon by Gil-gOliad. 
High King of the Noldor. The Elves establish a 
policy of minimal contact with the Mannish 
popularion of Eriador. 

32 The island-kingdom of Numenor is founded by 
Adanic veterans of the War of Wrath. led by Elros 
T ar-Minyarur. 

c. 32-c. 300 The Hillmen. a group of the Mebion 
Bron. take up their ancestral homeland. The 
remaining Enedon. Baradhren. and Mebion Bron 
peoples sort themselves out into tribal states. These 
Eriadorians now becomr a distinct. independent 
culture; the clans along the Gwathl6 tend to have 
more DOlen ancestry. while those farther nonh tend 
to be tallef and blonder. Durin's folk take on the 
maintenance of the Eriadorian trade routes. and seck 
[0 neutralize any political threat from the 
Eri:Jdorians by keeping a monopoly of the manufac­
ture of iron and steel weapons. 

ca. 400 The early Eriadorians in the woods of central 
Cardolan attain an advanced skill in bronze­
working. 

ca. 600 Nllmcn6rean explorers first s:JiI [0 Middle­
earth. Men first come to inhabit the Nonhern 
Waste. evC'nrually reaching the Bay of Forochel and 
becoming the Forodwaith (Lossoth). 

6 1 7  The first Numen6rcan ships explore the coasts of 
Saralainn while in route to the Grey Haven5. 
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741 Anardil Aldarion, then Crown.prince of 
Numenor, e5tabli5he5 the Guild of Venturers. 
Numen6re:m exploration of Eriador begins. 

750 Noldorin Elve5 found the realm of Eregion. They 
build three towns along the north bank of the 
Glanduin over the next two centuries. 

777 Aldanon begins the construction of Vinyalonde 
on the northern side of the mouth of the GwathJo. 

880 Aldarion erects a watch tower at a small 
Eriadorian village on the upper Gwathl6, near the 
site of a Dwarven ferry. This is the traditional date 
of the founding ofTharbad. There, he meet5 with 
Cclebom and Galadriel of Eregion. 

c.t. 1000 Sauron the Maia establishes his dwelling in 
Mordor and begins construction of the Dark 
Tower. 

1078 Following Aldarion's surrendering of the 
Sceptre, Tar-Anealimc, the first Ruling Queen of 
Numenor, ignores her father's wishes and abandons 
Vinyalonde after it is damaged by a severe hurricane. 
Nt'imenorean trade increases regardless of the 
queen's desires. 

c.t. 1 100-1600 Golden Age of the southern Eriadorian 
chiefdoms. Their decline begins when Sauron 
increases his influence in the region. 

c.t. 1200-1 800 Numenor founds colonies on all the 
coasts of Endor. 

1312 Foundation of a Troll-kingdom in Enedhwaith. 
It is secretly controlled by Sauron, who needs a 
secure military base in Eriador in case his plans to 
conquer the Elves through magic fail. The 
Eriadorians learn to cope with it. 

ca. 1590 Elven smiths in Eregion complete the Rings 
of Power. 

c.t. 1600 Sauron secretly forges the One Ruling Ring 
in Mordor. 

1644 T ar-Minastir, while still crown.prince, begins 
reconstruction of the ruins of Vinyalonde. He 
names the new port Land Daer Enedh. 

1693-1701 War between the Elves and Sauron. 
Within six years, Sauron has ravaged Eregion and 
overrun most of Eriador. The king of Durin's folk 
closes Khazad·dum. Elrond leads refugees from 
Eregion north to found Rivendell. The Eriadorians 
of the Pinnath Ceren hold out, as docs the 
Numen6rean garrison in the fortress at Land Daer. 
The Brerion, a group descended from the Mebion 
Bron, flees .north to evenrually become the Bree­
landers. 

1700 Tar-Minastir leads a Numen6rean anny that 
comes to the aid of the Elves. His captain, Ciryatur, • 
uses the fleet in brilliant amphibious operations 
along the Gwathl6 that contribute greatly to the 
utter destruction ofSauron's forces. Eriador and 
Enedhwaith are devastated. The Ents virtually 
abando� the forests west of the Misty Mountains. 



1793 Ciryatur begins the construction of Tharbad as a 
Numenorean colony and is accepted as its alnolar by 
most of the Eriadorian chieftains. 

1851 King Araval of Arthedain wins a victory over 
Angmar with the aid of Lindon and Rivendcll. He 
tries to reoccupy Cardolan. but the teITOr of the 
Barrow-downs frustrates all efforts at senlement. 

1880-1882 Murazor. son ofTar-Ciryatan of 
Numenor. usurps the leadership of the Guild of 
Venturers and seizes Land Daer, murdering 
Ciryatur. Murawr attempts to capture Tharbad, but 
abandons the siege after two years, departing 
Eriador for the greater prize of Umbar. 

1883 News of Murazar's rebellion reaches Numenor, 
andTar-Ciryatan responds by dissolving the Guild 
of Venturers. Lond Oaer is brought under the 
authority of a new colonial (/lnolar. 

1914-1943 Southern Eriadoriaru unite to oppose the 
extensive lumbering undertaken by the NUmen6rearu 
to construct the great fleet ofT ar-Ciryaran. This 
conflict degenerates into a guerrilla war in which much 
of Saralainn is deforested. First use ofOaen mercenar­
ies by the Ntimenorean colonists. They aTe settled 
along the Gwathl6; these colonies and increased 
Ntimen6rean domination begin a sundering between 
the common Eriadoriaru and the frontier claru farther 
north. The frontiersmen evenrually fonn a distinct 
culture. the Enedrim (5. "Middle Men")' 

deforest 

c.a. 2000 Greed and envy begin to uke hold in 
Numenor. Distressed by the increased materialism 
in their native isle, some of the most traditional of 
the Numen6reans begin emigrating. settling 
primarily in the Twilight Hills region around Lake 
Evendim. Tharbad is their primary entrepot in 
Eriador, and the city begins to prosper. 

c.a. 225 I The nine Nazgtzl. or Ringwraiths, first appear 
in various nations of Endor. Northwesrern Endor 
has no native leaders worthy ofSauron's attention 
and thus none ofthe lords of Men enslaved by the 
rings are from Eriador. 

2350 Pclargir wins a permanent colonial charter from 
Tar-Ancalimon, and thereafter becomes the chief 
haven for the increasing emigration of the Faithful 
Numen6reans. The Twilight Hills. politically 
shielded by Gil-galad's Elvish kingdom. remain a 
center for the more pious and radical of the Faith­
ful. Tharbad now falls under the control of more 
conventional Ntimen6rean colonists. 

c.a. 2500-2600 Second Revolt of the Eriadorians. 
Pursuing Tar-Telemmaitc's desire for milbril. the 
Ntimen6reans move into the hills and downs of 
Cardolan, provoking the natives. Numen6rean 
mages successfully drive the Huorns of Car dolan 
into the Old Forest and the Rast Vorn. devastating 
the Bcffraen. This clears the way for a full scale 
conflict with the Eriadorians. These "Forest Wars" 
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are the most destructive of the Eriadorian conflicts 
and are largely responsible for the later treeless 
condition of Cardolan. Thcy also duplicate the 
immigrations and cultural divisions caused by the 
earlier wars. Most of thc Dunadan principalities in 
Cardolan atc founded in theiT aftennath. Native 
refugees from the wars flee east of the Misty 
Mountains to settle among their kinsfolk in the 
Anduin valc. The Numcnoreans refer to them as 
Rhevain (S. "Wild Men"), but thc Elves who 
befriend [he exiles namc them thc Leidhrim Forod 
(5. "Free Men of the North") or simply the 
Forodrim (S. "Northmen"). 

251 I Lond DacT is seriously damaged in a great 
hurricane and is never fully restored. 

3253 S:lUron cultivates a large-scale Datn monarchy in 
the White Mountains, seeking to create an ally in 
the lands between Numenorean Pelargir and 
Cardolan. This regime rules the dans that call 
themselves the Daen Coentis; the dans that resist 
Sauron's domination call themselves the Daen 
Lintis. 

3261-3262 Ar-Pharazon of Nllmenor lands at Umbar 
and marches on Mordor to challenge Sauron. 
Sauron surrenders and is taken in chains to 
Numenor. 

3265 Sauron succeeds in seducing Ar-PharazOn and 
many Numenoreans to evil ways, establishing the 
sacrificial Cult of Melkor in Numenor and in the 
Endorian colonies dominated by the King's Men. 
The Faithful are persecuted and many are sacrificed 
to the Lord of the Dark. 

3310 Sauron convinces Ar-Pharazon that the Ban of 
the Valar is a ruse to protect the Elven "Lands of 
Immortality" from Mannish invasion. He contends 
that the Undying Lands will confer immortality on 
any resident. 

3310-3319 The Great Armament of Numcnor results 
in the creation of the greatest fleet and army ever 
assembled by Men. Amandil, last Lord of Andunie, 
tries to reach Valinor by ship to appeal [0 the Valar. 
When he is lost, his son Elendil becomes leader of 
the Faithful. 

3319 Ar-Pharazon invades Valinor and is descroyed 
by Eru. The Downfall of Nlimenor follows, as the 
island is broken and cast beneath the sea. Elendil 
and his sons, Isildur and Am'trion, escape with the 
remaining Faithful. Sauron is able to regather his 
spirit in Mordor. Lond Daer is destroyed when tidal 
waves and cataclysmic tremors sweep over the 
shorelands of Eriador. By the power of Iluvatar 
Aman is removed from Arda, and the world is made 
round. 



3320 Tht two Rtalms-in-Exilt, Amor and Gondor, 
art founded by the Faithful. Elendil is made high 
king. Ht claims Rhudaur as part of Amor, and the 
HiIlmtn art overawed and agree. 

3430 The Last Alliance of Men and Elvcs is formed 
[0 answer Sauron's attack on Gondor. 

3430-3441 The Last Alliance ovtrcomcs Sauron. The 
Datn Coentis art cursed by Isildur. King Gil-galad 
of Lindon and King Elendil perish, and Sauron 
passes ioro shadow with his Nazgill. Isildur becomes 
King of Arnor and Gondor and holds tht One 
Ring. 

THIRD AGE 
1-500 Arnor fails to recover from irs losscs in we War 

of the Last Alliance; many of Elendil's plans for 
expanding the r03d system and settlements are 
abandoned. 

2 Disaster of the Gladden Fields; lsildur is slain by 
Orcs and loses the One Ring of Power in the 
Anduin. 

4-10 Firsr Hillman rebellion against Arnor ends in a 
compromise settlement. 

164-166 Mong-Finn's re:bdlion in Rhudaur. The 
Crown-prince Eldac3r defeats him and founds the 
citadel at Cameth Brin. 

ca. 200-400 Daen Lintis dans from the White 
Mounl2ins migrate: northwards into the Enedhwaith 
following the downfall of the Daen Cocntis realm in 
the White Mountains. These clans become the 
native population of that parr ofEnedhwaith which 
is now renamed Ounfearan (Du. "Hill-land"). Many 
"Dunme:n" eventually migrate into Eriador, where 
they fonn a base pe:'I5ant population in Rhudaur 
and the lowe:st economic class in the Gwathl6 basin. 

250-850 Scar of Arnori3n government gradually 
moved from Anm.lminas to Fornost. on the North 
Downs. 

c. 400 Amorian r:lngers under the Crown-prince Tareil 
explore north far inro Forochd 3nd beyond and 
over the Angirith pass into the Grey Mountains. 

490-54 I First notable Eastc:rling Wars with Gondor. 
Some Enedrim serve (he Gondorians as me:rctnaries. 
Mountc:d companies from rhe horse and cattle:­
brteding clans of eastern Arnor are particularly 
successful. 

495-515 King Tarcil of Arnor campaigns against the 
Orcs of Gun dab ad and Goblin-gate and gains 
regular access over the Angirith pass at the norrhern 
end of tht Misry Mountains. The Arnorians build 
roads later used by the Witch-king. Arnorian 
outposts are founded ne3r Esg3roth in Wilderl3nd 
and some Amorian nobles fight alongside King 
T urambar of Gondor against the Easterlings. 

541 The Easterlings are driven from the plains of 
southeastern Rhovanion. King T urambar grants 
these vast grazing lands to his Northman allies. 
which include the Enedon horse-clans. 

541-602 The migration of the: horse-dans leavcs only 
scattered pockets of Enedrim, like the: Rivermen, 
surviving in Arnor. King Tarondor establishes laws 
to protect their culrural independence. 

ca. 600-860 Increasing tensions are noted between the 
lords of northern Amor and their more worldly 
kinsmen in the southern areas of the kingdom. The 
northeastern frontiet of Arnor is withdrawn to the 
edge of the Eredoriath. with Eldanar (Minas 
Eldam.ryaron) as its primary citadel. 

652 King Valandur of Arnor slain during a revolt of 
the Hillmen of the eastern marches. 

861 Death of Earendur of Arnor, whose realm is 
divided among his three sons. Founding of the sister 
kingdoms of Arthedain. Cardolan, and Rhudaur. 
Quenya ceases to be used as a court language, and 
the Duncdain begin to take names only in the 
Sindarin tongue. The palall/{r of Annuminas is 
moved to Fornost. Thorondur the Magnificent 
ascends rhe throne as the first King of Cardolan. 

870-930 Explorations of Amlaith. first King of 
Arthedain. To avoid the tariffs of Thorondur, he 
attempts to gain new trade routcs. His reopening of 
rhe Angirirh pass. 3 successful duplication of the 
feats of King T arcil. results in military trade 
missions as far east as Dorwinion and maps that the 
Arthedain will use for the next thousand years. The 
unwillingness of the Elves of Lindon to cooperate 
dooms Amlaith's plans to build a wesrern porr for 
sea-borne trade with Gondor. An attemp( to build a 
road and port north of Lindon in the Forodwaith 
runs afoul of rhe weather and results only in limited 
contacts and treaties with the Lassoth. Arthedain's 
dependence on Tharbad for trade will bind its 
policy and prosperity throughout the: life of the 
kingdom. 

949-950 Galadhrion of Rhudaur, the last of 
Eartndur's sons, attempts to reunite Arnor. The war 
ends in a few skirmishes. but it is the first slaying of 
DUn:ldan by DUnadan in the North. 

ca. 1000 Sauron stirs once again. The Wizards (!stari) 
arc sent from Aman to Middle-earth. 

1050 First mention of the Hobbits in Elven records. 
1084-1092 Arrhedain, Cardolan. and Rhudaur 

undertake a more serious quarrel over Amon Sui 
and its palall/{r. 

1 100 The Istari and (he Eldar discover that a dark 
power. known only as the "Necromancer." has built 
a stronghold at Dol Guldur. in Greenwood the 
Great. which eventually be:come:s known as 

37 



38 

Mirkwood. Attempts to eliminate the hOrTor involve 
Arthaclan aclvcmurcrs and others; they s«:m 
successful, but the area is tainted and impossible to 
garrison. The Necromancer evemually reappears. 

I I OO�1200 Cardolan reaches its peak of prosperity 
under the reign of its fourth king. T erennil. who 
introduces large scale sheep-herding. Tharbad 
thrives as a center of tr:'lclc and manufacture. 

c. 1 100 Harfoot Hobbits enter Eriador; Fallohidcs 
and Stoors soon follow within fifty years. The 
Harfoots settle throughout the Gwathl6 basin. 

I ISO Fallohidcs follow Harfoots into Eriador; Stoors 
cmer Rhuclaur and settle in the Angle. berween the 
rivers Bruincn and Mithe�thcl. 

1 1 97 King Cdcrvellon of Cardolan attempts to 
conquer Rhudaur, which has fallen under the rule of 
a Hillman usurper. 

1235 Disaster of Cameth Brin. Celervellon, besieging 
the capital of Rhudaur, is surprised by an Orkish 
army from Gundabad. The professional forces of 
Cardolan cut their way out with heavy losses, but 
Celervellon. his sons. and all of the ruling barons of 
Cardolan are slain when the Orcs capture the 
exposed royal pavilion. 

1235·1248 The Time of TroubJes in Cardolan. Civil 
war on national and baronial levcls, foreign interven· 
tion, raids from Rhudaur. A Diet ofThaJion 
summoned by the wise elects T archil from among 
many claimants ro the throne in 1258. 

1276 The Witch.king. later revealed to be the Lord of 
the Nazgul. establishes his realm in Angmar. 
Sauron. now increasing in power and establishing 
his network of dark prieSTS and spies throughout 
Endor. has determined that the divided northern 
Dunedain can be more easily destroyed than their 
southern counterparts. 

1284· 1 28 7 Arthedain and Cardolan war over posses­
sion of Amon SUI. Minaglar establishes himself as 
Regent of Cardolan when his legitimate half-brother 
TarasdoT proves ineffective as a military leader. 

e. 1300 The Hobbits move westward. many senling 
around BreI'. The SroOTS become well established in 
the Angle and (he abandoned lands of Eregion. 

130 r ·  1 350 Rhudaur gradually f.111s under the 
Shadow. Finally. Hillmen and Dunmen allied with 
the Wirch.king seize control. 

1332 Death ofTarasdor. deemed to be the last of the 
true Line of Isildur in Cardolan. Minaglar, assuming 
the Cardolanian sceptre, accepts Argcleb of 
Arthedain's claims ro the High Kingship of Arnor in 
1349 and is promised autonomy. 

1352·1359 First Northern War pits Arthedain and 
Cardolan versus Rhudaur and Angmar. 

1356 Argeleb J of Arthedain is killed in battle. 
1408·1410 Second Northern War. King Arveleg of 

Arthedain is killed in the fighting in the Weather 
Hills; Amon Sui is besieged and falls. though its 
pala"t{r is saved. King Osthir of Cardolan and his 
sons fall in battle on Tyrn H6dhath. With Elvish 
help, the Arthedain gathered at Fornost beat back 
the barbaric Angmarrim. 

1409· 1 500 Clans of Stoors from southern Eriador 
head east and recross the Misty Mountains. settling 

- by the Gladden Fields of the Anduin valley. 
1412 Princess Niricl of Car dolan and the Regent 

Nimhir are slain in an unsuccessful coup. Civil war 
in Cardolan. 

14 I 4 Annael of Faerdor recognized as Canotar of 
Cardolan with nominal powers equal to the kings. 

1432-1448 A civil war. the Kin-strife, erupts and 
divides Gondor. 

1503 Gordaigh. a Dunnish adventurer. establishes the 
Kingdom of Saralainn. Most of the remaining 
baronies and other successor states declare their 
independence of the realm of Cardolan soon 
thereafter. The lands east of the Nen.i·Sul and 
north of Faerdor are abandoned. 

1 601 Year One of the Shire Reckoning. In a bold 
move, Argeleb lJ grants to the Hobbits the Shire in 
southern Arthedain. 

1630 Most of the remaining Stoors leave Rhudaur to 
join their brethren in the Shire. 

1635·{ 636 During winter, the Great Plague sweeps 
into Rhovanion from [he East. 

1636·37 The Great Plague devastates Gondor and 
then strikes Eriador. The Hobbits suffer greatly. but 
are able to maintain their new homelands in the 
Shire. There are fewer fatalities overall in (he North. 
but the Plague causes enough disruption [0 overturn 
the two centuries of gradual recovery in Cardolan. 

1637 The domain of the Warlord founded in 
Minhiriath. 

1645-1666 The Hillman Revolt in Rhudaur. It ends 
with a Hillman targ�antl on the throne in Cameth 
Brin, secretly under the control of the Witch.king. 

1689·98 Rogrog's War. The Hillmen arc broken by a 
massive force of Orcs and Trolls. They dwindle in 
numbers thereafter and eventually disappear as a 
people. 

e. 1 700 The few remaining DUnedain of Cardolan 
abandon their homelands; equal numbers go to 
Arthedain and Gondor. Orcs and wolves control the 
Mindornath highlands. The Cardolanian commons • 
slowly migrate southward, but some resettle in 
fortified villages on or near the Gwathl6. 



c. 1800 The increasingly severe winters gradually force 
a slow southern migration of much of the remaining 
peasant population of Eriador. 

1856-99 Easterlings called the "Wainriders" invade 
Rhovanion, driving Gondor's armies out of the 
southern plains. A Wainrider kingdom is estab­
lished. 

1940 Arthedain and Gondor fonn an alliance against 
the Witch-king; Prince Arvedui marries Gondor's 
Princess Firid. 

1944 Gondor battles the Wainriders in her eastern 
provinces; King Ondoher and his sons fall in banle. 

1945 Prince Arvcdui's claim to the throne of Gondor 
is denied. ' 

1973-75 The Third Northern War. In bte 1974 

Arthedain falls to the Witch-king, and King 
Arvedui flees, first to the Blue Mountains, then to 
Forochd, with two of the palanl,ri. Most of the 
Arthedain of the North Downs and the Twilight 
Hills flee south and westward. An anny led by 
Earnur of Gondor sails to Lindon. In early spring of 
1975 Ordan's Elves of Lindon, Glorfindd's Elves 
of Rivendcll. and Earnur's Men of Gondor combine . 
to defeat the Angmarrim at the B.ntle of 
Anmiminas, but the Witch-king escapes. In March, 
Arvedui and his men arc drowned; the two northern 
palan/fri are lost at sea. 

1975-1985 Most of the surviving Arthedain emigrate 
to Gondor. Only the Bree and Shire folk are able (0 
refound their homelands. 

1976 Aranarth, the last Arthadan crown-prince, rakes 
the title "Chieftain of the DUnedain," founding the 
Rangers of the North. Elrond keeps the Arthadan 
heirlooms at Rivendcll. 

1979 Bucca of the Marish becomes the first Thain of 
the Shire. 

1980-81 The Dwarves mining for milbril beneath the 
Redhorn unleash a Balrog. It slays twO of their kings 
and drives them from Khazad-dum. Many Dwarves 
become refugees in Eriador. The city becomes 
known as Moria and is a haven for evil creatures. 

1999 Foundation of the Dwarven city under Erebor in 
Rhovanion. Most of the survivors of Durin's folk 
go there. A small colony stays with the Slue 
Mountain Dwarves. 

2050 King Earnur of Gondor is slain by the Nazgul. 
He has no heir, and the stewards who rule Gondor 
thereafter have no interest in the North. 

2052 After demolishing most of the remaining forts in 
central Cardolan, the Gondorian garrison in 
Tharbad is withdrawn. Most of (he- better folk go 
with them. The Cantons of Faerdor arc the snon­
gest of the petry states along the Gwathl6. 

2063 Gandalf goes to Dol Guldur but cannot discover 
the identity of the evil force residing the-reo 

2 1 1 6  The capital ofSaralainn is removed from Suduri 
to Land Angren. 

2340 The thirteenth Shire-thain, Isumbras, is first of 
the Took dan to rule the Shire. 

2463 The White Council is fonned and begins to 
meet regularly; it includes Saruman and Gandalf. 

2480 Orcs under an ambitious new lord bar the passes 
over the Misty Mountains. It ukes twenty years of 
effort for the Dwarves and Elves to reopen them. 

2510 The Balchoth devastate northern Gondor, and 
some invade Dunfearan. Earl the Young helps 
Gondor defeat them and is given the Kingdom of 
Rohan in time to take Dunnish pressure off the 
Eriadorians of the Gwathl6 settlements. The 
Rohirrim hereafrer refer to Dunfearan as Dunland 
(Ro. "Heathen Land"). Its inhabitants they name 
Dunlendings. 

2670 T obold grows pipeweed in Southr.,n-hing; pipe­
smoking is the rage among Hobbits in the Shire. 

2720-2750 Orcs invade Cardolan, slaying or driving 
off many of the remaining Eriadorians. An arrack on 
Tharbad fails, and the Orcs drift away due to lack 
of plunder. Faerdor ceases to exist as a united realm, 
and Suduri becomes [he political center of the 
Gwathl6 settlements. Similar Orkish raids in the 
north devastate Sree-land, but Gandalf aids in a 
counter.lttack and the Goblins are driven back 
e�tward. 

2747 Bandobras Took leads the Hobbits against an 
OrNribe invading the Northfarthing; Rangers assist 
the Hobbits, and the Orcs arc defeated at the Banle 
of Greenfields. 

2758-59 Gondor and Rohan attacked from all sides. 
Umbarean Corsairs conquer the coastal states of 
Eriador as part of this war, but divert their strength 
into assining in the Dunlendish attack against 
Rohan and do not penetrate farther north than 
Tharbad. 

2758-2759 The Long Winter. Five months of icy. 
freezing weather chill [he hearts of all in the Shire, 
Eriador, and Rohan, causing great loss of life. 
Gandalfhelps the Hobbits endure. In the spring, 
Gondor and Rohan recover and drive off their 
enemies. Rohirric cavalry liberates Tharbad from 
the Umbareans as part of a campaign to punish the 
Dunlendings. 

2759 Saruman receives the keys to Orthanc. He begins 
to organize secret societies and spy networks in 
Dunland and Eriador, reducing the inOuence of 
Sauron's minions. 
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2760-2800 Local Eriadotian forces, aided by the 
Rangers of the North and by Saruman the White's 
minions. organize revolts and drive the Corsairs 
from their bases along the coasu. 

2850 Gandalf enters Dol Guldur and this time 
discovers that the Necromancer is Sauron. 

291 I The Fell Winter. Rivers freeze. including the 
Brandywine. White wolves roam Eriador. 

2912 Unprecedented floods following the Fell Winter 
destroy the Great Bridge and devastate Tharbad 
(which is abandoned). 

2928-2950 Minions ofboch Sauron and $aruman 
make an effort to infiltrate the Rangers. Saruman's 
spies gradually win out, and the Dark Lord's best 
chance to learn of an heir to the Line of Isildur is 
lost. 

2931 Aragorn n (Strider) is born. 
2933 Aragom is taken to Rivenddl for tutoring and 

protection; his royal heritage is kept secret until 
such time as the traitors in the Ranger organization 
are discovered. 

2941 Quest of Erebor. Gandalf and Thorin 
Oakenshicld, the heir of Durin's line, hire Bilbo 
Baggins for the expedition. Bilbo acquires the One 
Ring, but does not realize its significance. Bard slays 
Smaug when the dragon assails Lake-town. Later, 
the Battle of Five Annies takcs place around Dale 
and Erebor. There the Orc-tribes and wolves of the 
North are vanquishcd. The White Council drives 
Sauron from Dol Guldur, ending his minimal 
interest in Eriador at a crucial time. 

2942 Bilbo rcturns to the Shire with the Ring of 
Power. 

2949 Gandalf and Balin thc Dwarf visit Bilbo in the 
Shire. 

295 I Sauron openly dcclares himself and rebuilds 
Barad-dur. At Rivcndell, Elrond reveals to Aragorn 
his ancestry and gives him the sacrcd shards of 
Narsil. Elendil's enchanted sword. 

2953 Last meeting of the White Council. Saruman is 
alienated and his spies in Eriador gradually begin to 
operate against the Rangers, allowing him to secretly 
gather an independent military force that includes 
Orcs bred in the Underdeeps of the Misty Moun­
tains. Noticing Gandalfs interest in the Shire, 
Saruman sends additional spies to Bree and the 
Southfarthing. 

2956 Aragom II and Gandalf meet and befriend each 
other. 

2980 Aragorn and Arwen are engaged to many. 
ca. 3000 Saruman uses the palnmfr of Orthanc and is 

entrapped by Sauron. For the first time, Sauron 
learns of the Rangers guarding the Shire. 

3001 Bilbo leaves the Shire for Rivendcll; the Shire 
guard is doubled. 

3004-3008 Gandalf visits the Shire to see Frodo. 
.30 I 0 Increased Corsair activity doses off the sea 

routes between Eriador and Gondor. 
30 I 8 Boromir of Gondor travels across southern 

Eriador searching for Imladris. He loses his horse 
while fording the Gwathl6 at the ruins of Tharbad. 

3018-3019 The War of the Ring rages, and the 
Company of the Ring engages in its quest. Saruman 
is killed, the One Ring is destroyed, and Sauron is 
vanquished. 

30 I 9 Aragom is crowned King Elessar of the Reunited 
Kingdom of the Dunedain. Remnants of Sa ruman's 
forces establish themselves in Tharbad. 

3019-3021 Arnor is refounded and plans are devel­
oped for the tebuilding of Annuminas. 

FOURTH AGE 

I Beretar, senior captain of the Rangers of the North, 
is made Prince-regent of ArnOT and takes the High­
elven name ofVeryatar. He supervises the dearing 
of Sa ruman's forces from Eriador. The Gondorian 
fleet, newly equipped with captured Corsair vessels, 
clears the sea lanes between Gondor and Suduri. 
The Saralainn lords declare the allegiance to the 
Reunited Kingdom. 

3 Forces of King Elessar evict the bandits from 
Tharbad and reopen the Old South Road. 

5 King Elessar, after conferring with the Sirannarin 
Elves and Grdan, adds the W estmarch and 
Buckland to the Shire. He issues an edict fotbidding 
Men from dwelling in it. He establishes permanent 
posts at the traditional strategic points in Eriador 
and begins to hire Hobbits and Eriadorians to 
rebuild Annuminas. 
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4.0 THE INHABITANTS 
OF ERIADOR, 
T.A. 1643 

Ungu2ge Note: Mmln'OUs I4n�gt(on\lf1ltionst;Xist in fM 
Sintwrin /onl"f Jor daignaling lNbufa{ or rori4/ groups, tbe 
mosl r�mon oj whitb is to IIdd fir swfJix -rim to fbe nanlt oj 
agiwn rtgion orr/hrllljlll/wrr; btntt, IIx inhabitants of RbuJaur 
art ,Ir "RbuJawrrim," IIx Nortbrnm 11ft tlx "Femxlrim," the 
folk oj CarJolan(J) 11ft Ibt "urJo/anJrim," and so on . .A 1m 
frr'fUlndy NStJ ailtmaliw js {ihwilb; ForoJwailb, EIltJbwdilb, 
Endo/wolfb, Tllwarwailb, tit. To sptoi oj lin individual 
;"ixlbi/iml oj IJ' rrgion or ffrtmbrr of a group, Ollt rtpla(� _nOm 
wilb.ooO/l (wilbomuio/Ulf \'CIrituions):Rbukuron, urJoLml1on, 
Ang7llaron, t/(. To mllklll 5im/arin nnmtllJj((liva/so ,ba, il WI 

moJify S(7Iflt olb" wora, NY -ml (singular) or -rin (p/uraQ: 
so,jor tXIImpk, ,bt ErrJ Milb-rin 1m fbt "Crry MONntaim," 
while 1M um Milb-rtn woNIJ be fix SinJan'n jrmn Jor Ibt 
"Grry[-dwn] Spmh." In fbt COlmllOII Spttth it is IfIlJiliorwl 
to JISt -jan (arrlHli( -tan) wlltn moJifyinl an (tbni( or 
grogt'llpbi{al namt: Nulfttn6rran, Angmamrn, Arnorilln, 
u rJolanian, EriliJonlln, ttt. Otbtr jrrqwmt/y uSIa (onvtntions 
irrtlutlt -isb (Dunltnaish, Hobbitisb), -i( (AJwlUli() IIna, in 
nlll7l(S that (mploy (lirairwi airtrliortS, -ron (lYeslron, Soutb","). 

THE NORTH·KJNGOOM OF AATHEDAIN 

The kingdom of the northern DUnedain is politically 
unittd but t[hnically diverse. Its tmbattltd bordtTS con­
tain a rigidly stratified and segregaud socitty whost 
proplts continue to be an untnding challtngt to prottct. 
The Me-n of the North-kingdom fact formidablt ob­
stacles inside their land as wdl as along their evu­
threauned boundari(5. 

Dominating the stony heart of tht country are the 
Arthtdain themselves, the noblest and most "Elvish" of 
Men. These proud and ascetic desctndants of tht Faithful 
ofNumenor, while small in numbu and tvtr-dwindling 
in worldly powe-r, count amongst the-msdves grtat schol­
ars and seers-including the prophttic Malbtth, who 
fore-saw [he- doom of his proplt. The inunse pridt ofche 
Arthedain, howevu dangerous whtn unaccompanied by 
practical humility, is justified, in thtir minds, by their 
accomplishmtnts and responsibilitits. It runs undimin­
ished in their blood throughout the troubltd and di�­
trous Third Age. 

The mass of the jXople of Arthedain, [ht "commons" 
as the-yare referred [0 at court, have little say in mattus 
beyond thtir own villages, for few of the-m havt the 
DUnadan lineage that is required for access [0 powu in the 
kingdom. However, a centuries-old bond of trust exists 
between ruler and ruled in Arthedain; tht "Kings of Men" 
have for many generations fought and died protecting and 
leading the people of Arthedain, tven when they could 
have used their wealth to hide in their castles or flee to 
their kinfolk in Gondor. The commons know the nature 
of the evil that faces the-ir country; they will plow their 

fie-Ids now and do their part when the dangtr comts dose. 
Tht whisjXrs and lies of the strvants ofDarkntsS will not 
bruk the bond bctw«n thtse kings and thtir subjtct5 
whilt the North-kingdom I:ms. 

Arthedain's newest inhabitants, the child-sin Hobbits 
who just four dtcades ago wue bunched up and crowded 
at Bree, now farm and smlt the wide and fmilt valleys of 
Siragalt: in southern Arthtdain, a region they havt named 
tht Shire. To the east, me bubbling, simmering mtlting 
pot of humanity and Hobbitry at Bree--where tht an­
cient highways callea the Great East Road and the Old 
North Road cross-seethes and hisses with ominous 
portent, for Angmar's spies arc everywhtrt, and the 
Witch-king's spies ste all. 

In the Far North, btyond Arthedain's borders, living 
ntar the great let Bay of Forochd, are [ht Lossoth, the 
isolated and reclusivt descendants of a mysttrious Second 
Age northtrn folk. These dusive nomads, the "Snowmen" 
of the wasttS, rtmain suspicious of othtrs and terrified of 
tht Witch-king. 

Living westof the Rivtr Lhun arc two distinct cultures, 
[ht scattered Owarvu of the Blue Mountains and the 
Elves of Lindon, the latter, ltd by Clrdan tht Shipwright, 
fast friends of Arthedain. Longtime residents of north­
western Endor, the Elves and Dwarves havt sttn and 
endured much suffering. and wish mainly {o bt It IT alone. 
Tht Elves of Lindon, howevC'r, do not forget the prestnct 
of mC' danger and the ancient responsibility facing thtm, 
and they maintain a vigil on [hC'ir frontiers likt to that of 
Arthtdain. 

THE LosT REALM OF URDOlJ.N 

Evtn at its htighr, Cardolan was nevtr a mighty Ttalm, 
ytt its borders contained one of [he most diverse colltc­
[ions of proples in Middle-earth. The importance of tradt 
and [he later need for mercenarits brought merchants and 
adventuTtrs from many lands, evtn [hose beyond Rhun 
and Harad. Dwarves and Northmen from Rhovanion 
havt comt in greater numbers for similar motivts. The 
indigtnous common Eriadorians, Enedrim, and immi­
grant Dunmen, both primitive and civilized, fonn [ht 
bulk of [ht population, of course; and many Hobbits 
makt their homes here, though not as many as in tht lattr 
years of tht lost DUnadan kingdom. The aboriginal 
Beffraen still inhabit the Eryn Vom, whilt Elves continue 
to wander across the lands. The wars with Angmar have 
brought foul Orcs and Hill Trolls over the bordtrs. 
Howevrr, Cardolan remains a realm cttated by the Men 
ofWesternessC', and lift here is still largtly a refltction of 
their socitty and culture. 

THE DOOMED MEN OF RHUOAUR 

In Rhudaur, the last remnants of a composite nation 
still hang on in an incrtasingly wild land. The Rhudaurrim 
consist primarily of twO races: the Hillmtn of the high­
lands of the T rollshaws, and the Ounnish jXasants of the 
lowland valltys. The Dunedain, Eriadorians, and 
Northmcn who once formed th

.
� uppcrclasses in Rhudaur 
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have dwindled away almost to nothing. The remaining 
two groups have intermingled over chI.' years, so that. 
depending on the prejudicc:s of a foreign speaker. either 
may be called by [he names of Hillman or Dunman. The 
differences ar(': known to the Rhudaurrim, however. and 
the oppressive rule of cht' minions of Angmar is driving 
the two groups apart. When the rift breaks open and war 
finally comes. no one in Rhudaur will be left untouched. 
and it may � that only ghosts will remain to tdl of the 
nation that once was. 

4.I THE DlJNEDAIN 
OF THE NORTH 

4.1.I THE ARTHEDAIN 

CULTURE 

These High Men, the purest by blood of chI:: DUnadan 
race, consider themselves the guardians of a noblt and 
mystical cuirurl', a way of life that has given puce and 
junice (0 northern Eriador for two thousand years and 
morc. Their nacion takes its name from the faction that 
fought against the sundering of old Amorand the dilution 
of its spirirual legacy-the Anatani (Q. "Royalists"). of 
which "Anhedain" is the Sindarin fonn. If any people of 
Middle-eanh is strong enough to face unflinchingly the 
terror of Angmar and to battle the darkness rising in the 
cast. iris the Anhedain. No nation of Men can boast of 
a history or cragedy equal to theirs. Now exiled from the 
Land of Gift. the island ofNumenor. they seem doomed 
(0 sorrow and loss and a diminution of power throughout 
the Third Age. Yet never do the Anhedain consider 
accommodation with or surrender to the ever-growing 
evil that has been threatening to devour them for three 
hundred years. 

To the Anhedain. the realm of Nature is also the 
province of Men. Their fundamental belief. reaching back 
before the founding ofNumenor to the First Age houses 
of the Edain. is that the world is not an "it" but a "we." 
Bonded with the sky and eanh and sea. the Edain and their 
DUnadan descendants feel a close kinship with the world: 
it is a very personal place for them. indistinguishable from 
themselves. The exiles ofNumenor brought that sense of 
kinship with them to Middle-earth. and. like their rever­
ence for their ancient ancestors and friendship with the 
Elves. it has passed down undiluted through Arthedain's 
many generations. 

The myths of the Arthedain were not created solely for 
entertainment or propaganda-value; they explain the world. 
proclaim truths. and confinn Man's share of the tarth and 
its bounties. Thus, the Anhedain do not resent or curse 
the rocky soil or the long and cold winters of their adopted 
homeland. for its very essence serves to justify their 
presence. Arthedain's windy highlands take on an indi­
vidual. spiritual character of their own and are valued 
because they are distinct and unusual, because they suggest 
the rocky landscape of central Numenor. and because they 
embody the soul of the Adanic kindreds. The memory of 
the past. particularly of the Land of Gift. has never left the 
people of Anhedain. 

To the Arthedain. the elaborate stone burial mounds at 
the B.1rrow-downs stand as symbols of their triumph over 
material forces and their acceptance of mortality; they 
stand as well to remind the northern DUnedain of their 
great pase and to point the way toward present cultural 
survival and a future reemergence into health and power. 
For the Arthedain. more so than for any other people. 
upholding rhe traditions of the state is equivalent to 
upholding the cominuarion of the world itself and main­

taining its balance. Their traditions encourage 
faith in the ultimate triumph of Good over Evil. 
For their convictions. the Arthedain have paid. 
and will pay. a very dear price. 

SociAL ORDER 
Yet Anhadan society is in no sense perfect: it 

is rigidly-classed and structured. with almost all 
daily physical labor confined to the lowest class. 
At the top stand [he rulers and nobility. privi­
leged and honored and much-indulged. Just 
beneath the nobility are [he seers of the royal 
court. especially (he Varyari Palandrion (Q. 
"Guardians of the Palantiri"). 

Ranking below the nobility of Arthedain are 
{he artists, :lrtisans. and lesser officials of the 
realm. those men and women who tend to the 
mundane tasks of running a state. The duties of 
the officials include everything from minting 
coins of the realm at the royal mint in Fornost 
to making. mixing. and using painr.s made from 
powdered minerals obtained from the Dwarves 
of the Blue Mountains. They also duly note the 



taxes levied upon Arthedain's citizens, and polish the 
king's silver fillet. Artisans of this enlightened culture 
busy themselves with everything from embroidering a 
royal tapestry with gold thread, to designing and making 
simple and elegant flagons and dishes, vases for flowers, 
and pots for cooking; even the ascetic Arthedain musr eat. 

At the base of Arthadan society stand the soldiers and 
the commons, practical-skilled and unskilled folk, largely 
those who speak the Wesrron tongue basic to most 
Eriadorians. The fanners who grow and tend the wheat 
and corn and other food crops belong to this class, as do 
the laborers who perform rourine non-military tasks like 
store and housekeeping. Although they arc considered less 
sensitive and noble than their higher brothers, t�ey carry 
no stigma and �ar no fierce prejudice. They are essential 
to the realm, valued because they are understood to 
compose an absolutely necessary group. Arthedain keeps 
no slaves; every Man is free to come and go here, and even 
to speak his mind if he is civil about it. The worker gives 
good labor, and the noble gives good leadership; both are. 
due fair speech and rcspect, if they hold to their duties. 

WARCRAFT 

Unlike Gondor and most of MiddJe-e2rth's cultures, 
Arthedain (like. Arnor before her) never placed any value 
in a brge standing army. It seemed to these northern 
Dunedain first and foremost a waste of energits and 
treasure better placed into work of value and substance, 
like arts and architecture. Traditionally, the Arthadan 
soldier, especially the knights and rangers, looked to 
military life more for spiritual discipline than as a means 
for waging war. Additionally, the Arthedain long and 
badly misjudged the cxrent of Angmar's detennination to 
desrroy the North-kingdom; indeed, the Archedain them­
selves were incapable of undersrandingsuch blindly venge­
ful thoughts. 

Let it not be said that the Arthedain were incapable of 
fighting for their own survival; in the Last Alliance and 
throughout the Third Age, they proved [0 be valiant 
warriors and skilled fighters on foot or horseback. But 
their culture was never martial in spirit, and they lacked 
the killer instinct innate in the Angmarrim. An Arthadan 
knight, in this century, might ride to Fornosr, bearing his 
sword and wearing his black chainmail, and look upon a 
carving on the city wall showing his grandsires, making the 
same ride, with no weapon or armor, no guard at their 
sides, and no fear or trouble in their faces. They may, he 
would think, have had interests other than slaughter and 
the dreams of foreign madmen on their minds. In their 
way, [he Arthedain have long seemed more Elven than 
Mannish; now, in this century, the two races share yearn­
ing memories of a happier past. 

APPEARANCE 
The DUnedain of Archedain are the most direct descen­

dants of the old NUmenoreans to be found in Eriador. 
People who associate with the Powers of the Undying 
Lands, even at a distance, gain the benefits of [he essence 
of that eternal place. Thus, the Sindarin Elves have always 
been larger and stronger chan the Silvan Elves; and the 
Noldor, who actually lived in Valinor, were the tallest and 
strongest of all rhe Free; Peoples. The Numenoreans lived 
on the fringes of the Light of Valinor for thousands of 
years. The men and-women who came back to Middle­
earth walked like giants and gods among lesser Men. Even 
in the later days of Archedain, Dunadan men of pure 
blood average over 6'6" in height, peaking at Elendil's 
height of seven feet. Women range from 5'9" to 6'4". 
Most of the northern OUnedain have the traditional, lithe, 
muscular build. well-trimmed black or brown-black hair, 
and the grey or hazel eyes seen in old Numen6rean 
portraits. They have reasonably fair if traditionally weather­
beaten complexions. The men show little or no beard, and 
those of diluted lineage that do arc generally religious 
about being clean-shaven. 

The Arthedain favor practical dress, long-sleeved tu­
nics and leggings with high boots, usually in the more 
subdued colors. Arthadan outer clothing is typically less 
colorful and decorative than their Cardolanian counter­
parts, although they can be more vivid in the privacy of 
their homes. The official colors of the Line of Isildur arc 
a deep blue-black for members of the royal household and 
jet black for their retainers, with [rim of silver or white. 
The rest of the nobility take their tone from this. 

SoclhlY 
Arthedain has, by tradition, sixty-four noble families. 

They include seven IImmon; (Q. "great houses"; sing. 
IHfllnossi), fifty-six lesser houses (sometimes called 1I/lIn011; 
in distinction from the IIrtllnossi) and, of course, the 
IInrllllossi" (Q. "royal house"). The IIr/Il/llni are lords to a 
larger number of 116roqUll'li--landed knights or gentry. 
After the devastation of the Second Northern War, King 
Araphor was obliged to elevate some of the gentry to 
replenish the numbers of the 1Ir111/II11i, thus narrowing the 
gap between the two classes. While the king and the 
arfa/llni govern rhe realm as a whole and rule their own 
lands, the gentry provide local leadership in the country­
side. 

Society in Arthedain is organized around the defense of 
the kingdom. ErroqUlni, knights who arc either landless or 
in service [0 an 1Ir111/lIn, act as officers in the military. The 
n6roqUll'li and the nobility, with few exceptions, live in 
defensible castles of good stone and little decoration; 
from these strongholds, they command [he local military 
effort and manage civil affairs as well. 
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A T.,.,il '"ight 
.... rtbtt 10 WOI' 

Gondor;ans. rvrn thost from the: fortress city of Minas 
Anor. find Anhadan keeps gloomy and cncloud. The 
Arthedain mainuin that the thick walls of theif homes 
keep joy within as warmly as the cold stones keep the 
weather out, and. if they laughed more in public. the 
southerners might believe them. Regardless. duty 
and discipline arc the first things every Arthadan 
child is taught by his parrots and tutors. The 
northern DUncdain are not an ovenly romantic 
or passionate proplt; they many late. typically 
choosing' a spouse carefully, and treat each 
child as a rare gem, to be first protected and 
then sculpted into a worthy member of society. 

Majority for a Dunadan
, 
occurs at twenty­

five years of age and. if the wars don't take him, 
he may enjoy a lifetime measuring a ((ntury and 
a half. To make the most of this long lifespan. 
itself a gift of the Valar. every child is required 
to receive an education. Study and contempla­
tion. the cornerstones of OUnadan culture, 
begin early and are pursued with great intensity. 
A noble son or daughter is expected, upon 
majority, to speak three languages fluently. to 
be able to discourse in those languages on 
astronomy. history. and herblore. to be able to 
play a musical instrument, to sing, to handle a 
sword and bow, and to ride a horse like the 
Huntsman of the Valar. Male children arc 
virtually guaranteed some military action in 
their lifetimes, but few are expected to make 
this their only business. Females of the nobility, who arc 
not expected to go to war. yet do not spend their entire 
lives raising children as other women do, often make 
second careers as artists, seers. or healers. This ideal of 
accomplishment and duty, measured by the highest stan­
dards, is one of the sources of Arthedain's success and 
pride. 

The lesser DUnedain of Archedain also try to live up to 
these standards. While they begin formal apprenticeships 
and careers at a much younger age, they arc required to 
study rhe Elvish classics and all the languages taught to the 
nobility, ail while learning a complex trade. Joy. for the 
anisan classes, comes from family and work well done; 
they are freer to dance and laugh than the nobles. Visitors 
to Fornosr who have sun only the grave, impeccable 
manners the Arthedain, particularly rhe soldiers. present 
to outsiders, arc sometimes amazed at rhe Elvish-styled 
frolics that go on inside the stark stone walls of rhe city. 

REuGION 
The Atthedain still follow all the old religious festivals 

of Westemesse; that is. those that were kept by the 
Faithful and untouched by the decadent hands of the later 
Numenorean court. Overt worship and discussion of 
religion is thought to be in poor taste. Loud. noisy 
ceremonies are considered the province of the DUnedain's 
enemies. More mystical than their southern kin, they 
rationalize their beliefs in prophecy and f

.
'lte rather care-

fully; fatalism is an ailment in some of their storits, a 
heroic stance in others. Not as concerned with their 
mortality as other DUnedain. they build less conspicuous 
rombs and put less in them. 

4.1.2 THE DUNEDAIN OF CARDOLAN 
The first Numen6rean sailors came to the lands of 

Cardolan in the seventh century of the Second Age, and 
their lords maintained g:'lITisons at Land Daer and Tharbad 
intermittently for the next thousand years. Interest in 
Eriador rhen increased; the imperialists of Numenor 
desired the tall trees of the ancient forests as masts for 
their vast fleets. while those most Faithful to the Valar 
began to flee the gathering darkness on their glorious 
island. The early exiles settled mainly in the lands [hat 
would become Arthedain, but Tharbad became their chief 
port. and other Numen6rean colonists began to perma­
nently settle [here. These colonists slowly expanded their 
holdings along the Gwathlo basin, despite vicious wa.rs 
with the native Eriadorians. Hundreds of years later, 
Elendil the Tall, having escaped the Downfall ofNumenor 
with the remaining Faithful. arrived in Eriador. The 
DUnedain of C'lTdolan were quite pleased to be includc'CI 
within the new Kingdom of Arnor, as it was the only 
conceivable support they could find for their still un· 
popular regimes. 



The early years of Arnor were very prosperous. despite 
the horrendous losses of the War of the Last Alliance of 
Men and Elves. This very prosperity led [0 slowly increas­
ing tensions among the DUnedain of Arnor, as those in the 
southern half of the realm held attitudes similar to their 
kin in Gondor. displaying a materialism of which the 
mystically-inclined northerners disapproved. Therefore, 
although the division of Arnor was primarily a result of 
quarrels among the "Princes Royal," the 10rdsofCardoian 
were well pleased with the result. They prospered for a 
time in the newly independent kingdom of Car do Ian. but 
the internecine wars of the divided kingdoms and the 
struggle with Angmar led to the fall of the realm in T.A. 
1412. Since that time. the DUnedain of Cardo,!an have 
rapidly declined in power and numbers. Some of the old 
hlrrtthstill survive. and in the heartland of the old kingdom, 
the DUnedain retain their traditional position in society. 

Al>PEARANcr 
The DUnedain never constituted more than a small 

minority in Cardolan. At their peak, before the disaster of 
Cameth Brin in T.A. 1217. there were less than two 
thousand of pure blood; now there are less than a tenth of 
that number. Most recognizable for their great height, the 
men range from 6'4" to 7', and women from 5'8" to 6'4". 
The majority are descended from a few families of the 
early colonists. so the once unusual auburn hair and green 
eyes of their ancestors are quite common. Only those with 
some tTace of the old royal blood display the classic jet 
black hair and grey eyes that arc characteristic of the 
DUnedain elsewhere. All have fair complexions. Like their 
Elven allies. full-blooded Dunedain have no facial hair. 

Although the vast majority of them arc actually of 
mixed blood. the DUnedain of Cardolan refer to them­
selves proudly as the Torfiriath (5. "High Men": sing. 
Torfir), resenting the label of "lesser DUnedain" placed 
on them by their nobler Arthadan cousins. The majority 
of the T orfiriath take part in a distinct military culture 
living within the larger society. Most of the Torfiriath 
descend from the intennarriage of Numenorean sailors 
and soldiers with the fair-haired native Enedrim, the most 
ancient Eriadorians. Generally. they have retained their 
forefathers' height and their foremothers' blond hair, and 
the males can and usually do grow bushy mustaches. Their 
culture is a curious mix of North man warrior ferocity and 
DUnadan self-discipline. However. the clearest distinc­
tion among the High Men is that the T orfiriath are 
fortunate to live for a century. while the Arthedain often 
live half again as long. 

The pure-blooded DUnedain of Cardolan prefer to 
dress in Numen6rean style, with flowing robes and capes. 
Deep reds and dark blues are the most popular colors. The 
dress of the Torfiriath depends on their social standing 
and can range from Numenorean robes to scruffy Hillman 
hides. though anns and annor are almost always present. 

Soalm' 

The nobles of Car dolan were originally the conquerors 
and governors of the old Numenorean colonies of the 
Second Age. These offices and lands became hereditary 
birdyr and trnilJy�aronies and principalities-during the 
many governmental changes of their long colonial his[Ory. 
Only four of the seven great families emerging from that 
period and remaining through the time of the Kingdom of 
Arnor still retain their ancient castles. lands. and au­
tonomy in this century. 

The Numen6rean soldiers who led the annies of the 
colonial conquests gradually evolved into the lower nobil­
ity of Cardolan-the n6roqumi or gentry. similar to their 
counterparts in Arthedain. They have virtually all been 
driven from their lands since the fall of the kingdom. but 
some still retain their old possessions in theGwathl6 basin 
and along the lower Baranduin in Girithlin. Those who 
lost their wealth emigrated to either Arthedain orGondor, 
or joined the dwindled soldiery of Cardolan. where they 
tend to serve as commanding officers for the T orfiriath 
and commons. 

The surviving Dunadan gentry of Car dolan still main­
tain a lifestyle reminiscent of ancient Numenor. Their 
rural and agricultural life centers around great stone villas 
which fonn the centers of sprawling manors. The villas arc 
usually built of marble or alabaster and set on hilltops. 
They consist of large two-storied houses with extensive 
courtyards that were once enclosed by elegant pillars. and 
now by sturdy walls. Once the men devoted themsdves to 
hunting and other idle pleasures. while their women 
managed the household with its herb and vegetable 
gardens. Now, the remaining Dunedain arc local war­
lords, governing rheir people and overseeing the govern­
mental needs of the villages that have sprung up under the 
protection of their walls. Despite these demands. the 
lA'medain still enjoy a life of some comfort and learning. 
Mon speak 5indarin and the local northern dialect of 
Westron, along with a smattering ofDunacl and classical 
Adlinaic. 

Old Cardolan possessed another groupofDt'inedain­
those fonning the dite of the urban mercantile and artisan 
classes. especially in Tharbad. As the kingdom has de­
clined. most who had both money and skill found it 
prudent to rdonte to Gondor or Arthedain. Their place 
in society was taken by commoners who retain enough 
wealth to now form parties in opposition to the rural 
Dunadan gentry. 

The ancestors of the Torfiriath were soldiers. for the 
moS{ parr, of no great rank or wealth, and their descen­
dants have re(;lined that orientation, simply switching 
their allegiance from the old kings to other masters, 
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REuGION 

The DUnedain ofCardobn. regardless of their panicu­
lar religious beliefs. afC nor gencrally considered to be very 
devout. The three high festivals of the ancient Numrnor 
are carcfully observed. but there are few other indications 
of piety. Givm the DUncdain's long hinory of intimate 
contact with the immonal Elves. including those of 
Valinor. and their direct experience of the Manifest Will 
ofEru in the War ofW r:lth, [he Gift ofNlllnenor and its 
Downfall. it is not surprising that they have little interest 
in oven worship. The Dunedain of Cardolan are, how­
eycr, �ry concerned with their ancestors, as can be noted 
in the black obelisks set in a place of honor in theif 
courtyards. Otherwi$( they arc more inclined [0 action 
and less [0 mysticism than those of Arthedain. They hold 
that. as the highest of the Sccondborn Children of Eru. 
they have an obligation to set an example to other Men by 
deed and appearance. They are morally bound to rally and 
lead all Men against the minions of Darkness and their 
foul author. 

The Torfiriath of Car dolan follow a similar. albeit less 
sophisticated. path. Their reverence for their ancestors is 
often expressed in an obsessive concern with personal 
honor. and they arc rather superstitious. especially with 
regard [0 "luck." The T orfiriath are also inclined to honor 
Eru through the Valar. Especially among the warrior 
class. it is common for the men to adhere to a loose 
devotion that exalts T ulkas. while their women revere 
Nessa. 

4.1.3 THE OUNEOAIN OF RHUOAUR 

APPEARANCE 

At the peak of their power. about T.A. 900, there were 
never more than a few hundred pure-blooded DUnedain 
in Rhudaur, resembling, by and large, the High Men of 
Cardolan. Those few remaining in the seventeenth cen­
tury are generally mixed-blooded "lesser Dunedain." 
called Haeranedain (S. "Far-wandering Edain"; sing. 
Haeranadan) by their kin in western lands for their need 
to be far from the centers of civilization. They still 
resemble their brethren to some degree. particularly when 
their family Jines arc crossed with Northman blood. 

Rhudaur's DUnedain dress in a variety of styles; wool 
pants and a long fur jacket are typical. although for the 
Hillme:n hide kilts and vests have also been popular over 
the years. Those of pure: blood (or the: pretension of it) 
wear Nume:norean robc:s on ceremonial occasions. D«p 
blues and blacks are the colors favored, and silver and 
white are common choices for rrim. 

SocIETY 
The DUnedain settled Rhudaur in a manner quite: 

unlike their kin to the west and south. Here the land did 
not reward half-heaned attempts ar agriculrure. and the: 
open villas favored by the setde:rs in Cardolan stood as 
inviutions to raiders. Thus, rhe Rhudaurian DUnedain 
built none halls clustered ahour a small tower or erecte:d 

fonified walls around their manors. When first founded. 
the:se villages had an average population of about a 
hundred, but this changed afte:r TA 3�it was then 
that Dunnish tribes were allowed to settle in the lowlands. 
Many Dunmen were eventually forced to seek homes in 
and around the villages and to fann. Some lived as virrual 
slaves, for the OUnedain did not disrupt the ancient Daen 
practice of debt-servitude:. Over time. these communities 
accommodated various mixings of Haerane:dain. 
Northmen. Hillmen. and Dunmen-all under the rule of 
nmali lot of purer Dunedain. 

In [he: traditional Arnorian society. the: aria/a"i and 
IImroqumi---the he:reditary lords and knights of the lesser 
housc:s--,swe:ar a loyalty oath to rhe king or one of the 
autonomous lords. calle:d lironalb in Rhudaur. The bones 
of this ancient structure arc still strewn about the land in 
TA 1643. but rhe tides have little prestige and less 
power. 

There were never more than five: tironalb in Rhudaur. 
They were subjeer to the lord-protector. based in Cameth 
Brin. and were of a social rank somewhat less than rhat of 
the aria/ani of Arthedain and the hirath of Cardolan. The 
five lords were responsible for the governance of a IironJor 
(5. "watch-land"), a vaguely defined area around their 
villages. but as Rhudaurian society declined. the:ir actual 
authority rarely extended beyond the sight of the castle 
tower. Although sworn to the service of the King of Arnor 
(and late:r Rhudaur)' a liron had almost unlimited power 
over his lands and subordin:lre:s. Even for the early kings. 
the exercise of central authority was difficult. and almost 
unheard of without the aid or threat of overwhelming 
force of anns. In fact. the last king to effectively control 
all the lirynJyr was the Hillman Ruggha. almost three 
hundred years ago. The political descendants of the old 
kings, lords. and knights have almost given up even the 
pretense of honoring the old obligations. and the: Hillmen 
fredy mock them. 

4.2 THE ENEDRIM 
The fair-haired Enedon people of Cardolan are more 

commonly known as Forodrim (5. "Nonhmen"; sing. 
Forodon). Theyofien refer to themselves as "Eriadorians," 
a tcnn more generally used to described the: much larger 
populace of the Arthadan and Cardolanian commoners. 
They are directly descended from those clans of the 
ancient &tain who e:ither did not migrate over the: Ered 
Luin into Beleriand in the Elder Days or who did not 
migrate to Westernesse when the EJder Days ended. 
Lacking the DUnedain's extensive contact with the Elve:s. 
the: Enedrim developed a woodland culture of their own. 
mixing semi-de:mocratic elements with lines of warrior­
chieftains. The various tribal groups of rhe old Enedrim 
soned themselves out so that the taller. fairer clans lived 
farther nonh. towards the colder and less forested coun­
try. thus establishing a rough local racial division bc:tWec:n 
" northerners" and "southerners" in Eriador. 



Later, these tribal domains fdl before the might of 
imperial Numenor in a series of bitter wars during the 
Second Age. The racial and cultural divisions among the 
Eriadori:ms were exacerbated by the imposition of 
Numen6rean culture on the south and (later) by the 
int.ermarriage of southerners with Daen·folk emigrating 
from the White Mountains. The northerners, rhcrcfore, 
have a purer descent from the ancient Eriadorians, a fact 
that many of the them have never forgotten. The legends 
of the conguest and the theme of cultural and racial purity 
continue to be rallying cries for the northerners as the 
DUnedain of Cardolan become fewer and more corrupt. 

When the original Em-don enclaves began to break up 
in the Second Age under pressure from the Numenorean 
colonists, many of their clans migrated cast over the Misty 
Mountains, to the lands which those same Numenoreans 
scornfully referred to as Rhovanion(5. " Land of the Wild 
Men"); but the Elves of the eastern lands named these 
fugitives the Leidhrim Forod (5. "Free Men of the 
North") or, simply, the Forodrim, and their descendants 
include the Woodmen of Mirkwood, rhe agricultural 
Grama (Gramuz) and horse.brcaking Ehwathrumi 
(Eothraim) of the plains east of the foresc, and the 
mynical Bcrninga (Beornings )of the Anduin vales. Much 
later, in the fifth and sixth centuries of the Third Age, 
some of the Enedrim werc trained as frontia cavalry and 
evcntuaJly migrated with their people eastward to serve as 
mercenaries on the Gondorian frontier. These horseman 
eventually joined themselves to the Ehwarhrumi of the 
plains. 

Most Enedrim gradually submerged into the main· 
stream of culture in Arnor, but a few maintained the older 
traditions. These traditions were reinforced when, with 
the rise of Angmar, Rhovanic Northmen were hired as 
mercenaries and brought back west to serve on the 

Cardolanian and Rhud­
aurian fromiers. By the 
mid· Third Age, three dis· 
tinct groups of North men 
dwell in Eriador: the 
Rivermen of the 
Baranduin, the Bargemen 
of the Gwathl6. and the 
Freeholdersof the Pinnath 
uren. In addition, those 
Northmen who fled from 
the fall of eastern elf· 
dolan into Saralainn dur· 
ing the past centuries have 
had a substantial impact 
on the culture of the king­
dom that has established 
itself there; those who re­
mained In castern 
Cardolan now dominate 
(he Cantons of Faerdor. 
the confederation of 

commoners that has inherited the responsibility for de· 
fense of the frontier. 

APPEARANCE 
Nonhmen arc tall by the st:tndards of most Men, if not 

by those of the Dtinedain. The men average 6' tall, and the 
women stand only a few inches less. Blue eyes and blond 
or reddish hair are common in many dans. The prevalent 
garb is utilitarian; the men favor leather or woolen pants 
and a tunic of light wool. The Bargemen and Rivertnen 
prefer waterproof leather coats and boots for heavy 
weather, while the MC':n of the Pinnath Ceren wear hides, 
p:anicularly brar-skins. 

SocIlITY 
The most noticeable trait of the Enedrim is their 

individualism and distrust of srrangC':rs. The Rivermen 
live in small villages along the Baranduin and the Lhun. 
The Bargemen ::and the Nonhmen of Pinnath Ceren 
uphold a more traditional lifestyle which centers around 
thegarJ(For. "freehold"). The rypical freehold consists of 
forty persons, about half of whom arc a family ofEnedrim 
and their close kin. c.alled the :arJ; (For. "family"). The 
rest are \W7tIS (For. "freemen"), Encdrim whose :arJi has 
bren destroyed or dishonored and who have been taken 
into service. There arc also a few Ihrahilos (For. "bonds· 
men"): slaves, essentially, typically oath·bound to serve 
for some debt or crime, or for losing in some peuy war. 
This was a practice that was suppressed by the DUncdain 
when they could still exercise firm control over the 
Northman factions. 

The center of the freehold is the miM rllzn (For. "main 
house"). which like the other buildings is built of brick 
reinforced with wood and stone. Behind the miM mZll is 
the garJo, a large fenced-in yard for the domestic animals. 
A raised platform stands at the far end of the garJo. The 
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mikif ram is a mmlature fort sufficient to withstand 
casually marauding Orcs and Trolls. Only the main family 
lives here. the others dwelling in scartered buildings 
within a quarter mile of it. 

The :araifalh is the absolute ruler of the freehold. as was 
his father before him. The honor of the garaj is the 
gar4ifalh's highest concern, and if it is impugned he must 
declare a blood feud. Such feuds arc often long and 
bloody, extending years after the original offense. Even at 
the height of their power, the DUnedain could do litde to 
stop this quaint custom. Enedrim maintain self-sufficient 
homes and generally see their neighbors only at fairs or 
when vigorous patrols for the common defense are re· 
quired. However. by strong custom, any stranger coming 
in peace must be provided with food and shelter, though 
this obligation only cxtends overnight. 

Among the Bargemen, eachgarai possesses i(sown barge 
for navigating the Gwathl6. Because of the contrary 
winds. and treacherous mud banks in the main channel, 
the barges provide the easiest mcans to navigate the river. 
Their prices are reasonable. but the service does not come 
with a smile. The Bargemen do coopcrate in upholding a 
marine force to patrol the river; each garai must serve in 
this force in a yearly rotation. Only Bargeman males sail, 
so their womenfolk have an unusually large say in the 
management of theif homes. 

---./ 

REuCiION 
The Northmen of Eriador tend towards less religious 

fervor than their eastern cousins, probably because of their 
long contacts with the DUnedain and the High Elves. 
Most dans or families support a Idwawila (For. "wise 
one"; pl. ldwawilans). a healer and shaman whose function 
is to perfonn periodic rituals to placate the various powers 
of the supernatural world. Each family possesses a totemic 
spirit of its own; the totem, bdieved to help guard the 
family against supernatural forces. may be the spirit of a 
animal, a spirit of nature, or some revered ancestor. 
Because he or she deals with such a variety of spirits, a 
skilled lriwawila is a storehouse of bits of ancient knowl· 
edge, some of it concerning powers that last wandered 
freely in Eriador before the rising of the sun. 

The immigrant Northmen still follow theif older 
belitfs, including the Cults of the Earth. the Growing. the 
Rider, and others. 

All of the Encdrim are superstitious. and many develop 
a few private rituals. channs, and tokens to help them 
through each day. Most of these have no eITtct on "luck" 
or "fate," bur some arc based on ancient magical knowl­
edge and will actually ward oft evil spirits. 

• 



4.2.1 THE RIVERMEN 
OF THE NORTHERN WATERS 

A small part of the original Em�don culrun: thac once 
flourished along the northem frontier of ArnoT, Arthcdain' s 
Rivermen have remained clost to theiT ancestors' home­
land ever after. These bold Northmen ply the waters of 
the upper Lhun basin and aaoss the divide into Forochd; 
they also travel the length of the Baranduin River, from 
Nenuial south past Buckland [0 $:l.rn Ford. the last 
crossing of the river before it empties into the sea south of 
Harlindon. 

The Rivcrrnt'n of Arthcdain :Ire unusual. even com­
pared to the distinctive and unusual Northman cultures 
surviving dscwhcrc. Few in number, Rivcrmqt lead a 
solitary existence and trust no one but theiT partners, 
valuing nothing but theiT trade along the waterways and 
the lure of adventuT<: and a nomadic existence. Dressed in 
furs and leather breeches and Jegging$, the blond-haired 
and blue-eyed Rivennen might be mistaken for higher 
Men in rustic disguise but for their gruff, unschooled ways 
and "woodsy" Westron, full of river-sl:mg and red­
blooded curses. 

Snags, sandbars, cross-currents, and driftwood all pro­
vide the kind of danger classical Northmen live for, and 
the Rivennen of Arthedain are no different. Traveling six 
to ten miles an hour in 16' long birch bark canoes that can 
carry over 300 Ibs of cargo, Rivennen work in twos and 
threes, splining their profits evenly, trading hard goods 
for furs and pelts up north and paddling and poling soum 
to sell the furs. Like the Lossoth. me Rivermen have 
learned to do what they must to survive in their chosen 
land, and the Arthedain, however puzzled by their crude 
manners and speech, respect their knowledge of the rivers. 

On shore, along [he Lhun and Brandywine. Rivermen 
have built look-out towers on overlooking bluffs and 
dozens orlean-tos on the banks. sustaining their families 
there in a simple fashion. They drive a hard bargain and 
delight in cheating Arthadan and Cardolanian soldiers 
and officials as well as the tradesmen in and around BreI.'. 
Cal'a! Celairnen. and the Pinnath Ceren. Only the recent 
Plague dimmed their spirits as it reduced trade up and 
down the river to hit-or-miss bankside bartering sessions. 
Rough and bullying as Eriadorians go. Rivermen are 
distrustful of strangers and capable of dispensing quick 
justice with the flash of a blade. Those who treat them 
unfairly cannot afford to tum their backs to them or sleep 
too soundly along the river banks. 

4.2.2 THE IMMIGRANT NORTHMEN 
Some of the ancient Enedrim fled over the Misty 

Mountains to preserve their freedom from the imperial­
ism of Nt'imenor. Their descendants returned as merce­
naries centuries later to fight the wars of the sister 
kingdoms. These tall. blond horsemen were particularly 
valued by the DUnedain. and they were encouraged to 
bring their families and settle permanently. 

IN CARDOlAN 
Five burgi. the hilltop fortress-towns favored by the 

Northmen, once defined the military border of Cardolan 
in the east. The collapse of the kingdom, and the swift 
disintegration of tile Htrdor of the Eredoriath. led most 
of the surviving mercenaries to return to Rhovanion. 
Dacron, twentieth Hir of Faerdor. persuaded some to 
come to his lands. which gave him a decisive edge in the 
civil wars that followed the downfall of the king. The 
Northmen of Faerdor, however. revolted against the 
mindless cruelties of his grandson. Gaerdil the Bad. and 
established the peculiar situation in that principality 
where the people govern themselves without lords. Proud 
of their distinct culture and suspicious of the remaining 
nobility of Car dolan, the Northmen have given Faerdor 
its reputation for stubborn and chaotic individualism. 
much like one of the ancient Enedon states reborn. 

IN RHUOAUR 

Cursed by many petty wars and a small population. the 
leaders ofRhudauroften looked beyond their borders for 
sources of manpower. Only a handful of Dwarves entered 
the servin' of Rhudaur. and although many Orcs and 
some Trolls fought, their role was minor. From about 
T.A. 1 100 to T.A. 1700. however. Northman mercenar­
ies would playa significant role in the historyofRhudaur. 
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At first these immigrant soldiers wen· welcomed only 
in Cardalan. Afur their worth was shown, they were 
employed by all threc: sister kingdoms. The Northmen 
came to settle as well as fa fight in Rhudaur. and their 
hilltop cabins dotted the northern and northwestern 
borders of the country. Although they served faithfully 
and grimly, after T.A. 1217 Ore allies began slowly to 
supplant them. This was due in part (0 the kings' desper­
ate poveny-Orcs proved (0 be less expensive and inde­
pcndent than Mannish mercenaries, 

More importantly. the corruption of the Rhudaurian 
kings drove the Northmen away. since most of them 
would not serve overtly evil masters. Instead. many took 
employment with the independent lords of the Angle in 
southem Rhudaur. Between 1':A. 1301 andTA I409.as 
pressure from Angmar increased. the number ofNorthmen 
on the border dwindled. and their tribal organizations 
were destroyed. Thereafter. the Northman presence in 
Rhudaur was provided solely by individuals and small 
bands. working for both sides. 

4.3 THE ERIADORIAN 
COMMONERS 

The original Second Age population of Eriador was a 
mixture of distinct racial groups. The Drughu were 
virtually driven out of the country in the (ariy years. with 
a few hanging on in the Eryn Vorn along with th(irtainted 
cousins. the Beffra(n. Two r(maininggroups. the Enedrim 
and the Mebion Bron. became the primary ancestors of 
the Eriadorian common people. Of these. the Enedrim. 
direct descendanLS of the ancient Edain who enured 
Eriador early in the First Age. have the claim of senioriry 
and were long the most prominent culturally. It was from 
the Enedon practice of holding a clan's agriculrural lands 
"in common." so that all villagers could work it. that the 
later "commons" of Eriador derived their name. 

The Mebion Bron were a Daen people. related to the 
Baradhrim (5. " Swarthy Men"rwho gained an evil repu· 
tarion in the Elvish tales of the First Age-and (0 the 
"Dunmen" of later times. The Mebion Bron were de· 
scended from the first Daen·folk to settle in Eriador and 
most had made no quarrel with the Elves or Edain. 
However. their kinship with the Baradhrim and their wild, 
rough culture kept them oULSide Eriadorian civilization 
for millennia. Only two of the Mebion Bron tribal 
groupings lasted into the Third Age: these were, curiously, 
the peaceful. settled Br(rion (On. "Bree-Ianders"; lit. 
"Hill· folk") and the fietce, xenophobic Hillmen of the 
T rollshaws. 

The Numen6reans blurred the distinctions among the 
Eriadorian peoples by culturally or militarily conquering 
most of the Gwathl6 basin. where the bulk of the popu­
lation lived. during the mid.&cond Age. Typically. the 
paler. taller Eriadorians who lived along the northern 
frontier of the Numen6rt:an sphere of influence retained 
enough of their own folkways to become a distinct 
cultural group. the Enedrim. The mainstream Eriadorians 

absorbed a stream of Numen6rean se:ttlers and further 
waves of Daen immigration; the Numenoreans brought 
many Daen clans north as mercenaries and encouraged 
them to stay during the Second Age wars. After the 
founding of the Kingdom of Arnor. a great (migration 
from Cardolan swelled the formerly thin population of 
the hill country and downlands of northern Eriador. 
These people became the commons of Arthedain. living 
under direct DUnadan feudal rule. After many centuries of 
d(velopmentand change. the commons of both Arthedain 
and Cardolan still speak the same northern dialect of 
Westron. although with distinct accents. and still have 
much communication and commerce with each other. 

SooETY 
In both Arthedain and Cardolan. the common folk do 

most of the farming and herding. and provide most of the 
militia levy for th( armies. The old system of common 
ownership of village lands was broken up in Cardolan by 
King Valandil of Arnor to encourage large.scale sheep. 
herding. Since that time the more wily or ambitious have 
profited at the expense of their neighbors. a process 
accelerated by the troubles of the land. 

In Archedain. own(rship of land by the commons is the 
rule in a few areas. while in others all viable land is owned 
by the local knights. and the farmers arc tenants paying a 
yearly rent in kind. In either case. the feudal lord and his 
officers are legal masters of the land. making most impor­
t.mt decisions about it :l.nd having the right to make many 
of the minor ones. Because of the strict cultural training 
of the DUn;adan nobility and their adherence to the rule of 
law. this system has led to little abuse and unrest. An 
Arth;adan commoner can. and will. quote [he local laws 
and customs to any poor soul who has "never heard of the 
king." 

In Cardolan. the common folk have long formed [he 
bulk of the middle class. the artisans and merchants. while 
in Arthedain this level of society is still mostly Dtmadan. 
In the great city of Tharbad, the guild members. the 
laborers. and the poor who subsist off the dole from 
Gondor, all come from commoner stock. In the 
Cardolanian villages. the commons are the rich peasants 
(who often possess more wealth than their nominal 
overlords) and the shepherds. as well as the landless 
vagrants who ;are driven off after a poor harvest. 

APP£ARANCE 

The common folk are generally short in Cardolan. 
averaging about 5'6". with ruddy complexions and dark 
hair and eyes. They dress in earth·toned tunics: pants for 
the men and shifts for the women. Cheerful and open with 
friends, favoring good foods and cheerful festivals, they 
are suspicious of change ;and of strangers. Most speak only • 
Westron and a few words of Dunad. 

In Arthedain, the people :Ire somewhat uller. with 
more complex clothing. but with asimilartaste for natural 
colors. The commons of Arthedain speak a Westron with 
a slightly more northern accent than in Cardolan. and 
some know �

.
Iittle Sindarin or classical Adunaic. They arc 



thriftier, g�neralJy better educa(�d, more self-confident. 
and more strictly mannered than their southern relations; 
and if they are less likely to favor drink, gaudy celebra­
t;ons, and raucous humor, they arc also more likely to aid 
a stranger in need and tell him to hep his coin for the trip 
whc.n he leaves in the morning. 

RwGION 

The commons of Archedain hold to the same religious 
beliefs as the DUnedain. leavened with a little traditional 
Northman superstition. The common folk and clansmen 
of Cardolan are usually familiar with th� lessons of the 
DUn�dain, but they have found thr need for more direct 
comforts, �s�cially in these hard timrs. They honor thl" 
Huntsman (Orome) and the Earth Mothrr Ci a-vanna) at 
festivals and during the planting and harvrs[ season with 
simple bur moving rites. On a day-to-day basis. thry seck 
[0 kerp various spirits, benrvolent and malevolent, ap­
�ased with channs and libations. Since many southerners 
arrived during thr Plague Yrars, several cults auociated 
with "s.acred mysteries" have been making progrrss, and 
some lords rightly fear that some may be fronts for the 
dark religion of Angmar. 

4.4 THE PEOPLE OF RHUDAUR 
The Hillmen are thr earliest inhabitants of the western 

slopes of the northern Misty Mountains. They are di­
rectly descended from the Mebion Bfon. the first groupof 
the Oaen to migrate into Eriador at the beginning of thl" 
Second Age. Most of the Mebion Bron wefe absorbed 
into the Eriadorian population over the passage of time, 
but the tribesmc.n ofRhudauf, who became known to the 
Elves of Rivc.ndell as the Endolwaith (S. "Middle Hill­
folk"). managed to stay apart and retain their culture. 

Through the Second Age and into the first centuries of 
the Third, the Hillmen more or less controlled all of the 
forested and semi-forested lands of Rhudaur. including 
the T rollshaws, the fells. the valleys of the Rivers Mitheithel 
and Bruinen, and the less-rugged Egladil or "Angle" 
between {he two rivers. While they seldom dared to 
trouble the Elven and Owarvish travelers on the Great 
East Road and the Men Rhudaur, both of which ran 

directly through their country, they could and did regu­
larly raid across the Eredoriath and down the Mitheithel 
whenever they needed supplies they couldn't trade for. All 
of this changed when Arnor was founded. Under the 
Sceptre's protection, the valleys of Rhudaur were smled 
by DUnadan knights and their Eriadorian subjects. The 
Hillmen fought back, but were eventually driven back 
into the Trollshaws. 

Rhudaur was never able to attract many Eriadorians as 
settlers, so Oaen immigrants withdrawing from the col­
lapse of {he Coentis kingdom in the White Mountains of 
Gondor eventually made up the bulk of the Rhudaurian 
�asantry. Hillmen who develo�d a taste for the serued 
lifestyle of the new immigrants intennarTied with them 
and created a variation of Eriadorian/Oaen culture that 
was impoverished but distinctly Rhudaurian. When the 

DUnedain ofRhudaur were driven away by a revolt led by 
a non-DUnadan king. the people of the rest of Eriador 
called him a Hillman, and continue to refer to all the 
Rhudaurrim not under DUnadan rule in that fashion. 

The Rhudaurrim :and the Hillmen, �rhaps the un­
luckiest folk in aU ofEriador, have too many troubles of 
their own to worry about the hated DUnedain's poor 
opinion of thrir races. Since Rhudaur has been under the 
thumb of the Witch-king, the population of the valleys 
has dwindled beneath the weight of near-constant warfare 
and oppressive rule. The heart of settled Rhudaur. the vale 
called Glin a-Creag, near the capital of Cameth Brin, is a 
lawless and drpressing place. The �ople share their 
villages with Orcs and foreign mercenaries, and those 
unfortunate enough to run afoul of the rulers or to go out 
at the wrong time of night get torn to pieces by war­
wolves. The Hillmen, who enter the valleys only to trade, 
have fought for the Witch-king in most of the Eriadorian 
wars, but are now on the edge of a full-scale revolt. 

4.4.1 THE HILLMEN 

APPEARANCE 
The Hillmen are one of the shortest Mannish races in 

western Middle-earth. Males range in height from 5'4" to 
5'8"; women are about 3" shorter. They are, however, a 
stocky, strong and hearty folk, and quite hirsute. (A slight 
mustache is not considered unattractive on a woman.) 
Men often sport grand beards, but all are neatly trimmed 
and most shave their chins. Hillmen are of dark complex­
ion with dark brown or black hair and dark eyes. Both 
sexes dress and wear their hair alike, tied in three long 
braids down the sides and back. They often decorate their 
hair with intricatdy carved bone rings. 

Clothing is simple and utilitarian. The �altb and hdloJo 
are worn throughout the year; the latter is a short fur jacket 
with sleeves down to the elbows. The �alth is a sort of skirt 
or kilt-made from fosranJir hide--that is wrapped just 
above the navel. In mid-winter Hillmen add a full-length 
fur cape and wear high boots, although they favor mocca­
sins {he rest of the year. 

SociETY 
Hillmen first came to Rhudaur late in the Elder Days, 

as clans of the Mebion Bron. Being long sundered from 
their ancient ancestors, they fed little (or no) lingering 
kinship with those Oaen-folk who later migrated north­
ward into Rhudaur. 

Hillmen are hunters and thus arc verydrpcndenton the 
fosranJir herds of Rhudaur. They gather some plants, 
notably blue pine nuts, and cultivate a few herbs, but these 
efforts merely supplement their hunting kills. Hillmen 
live in small mobile communities caUed dalai/ban orcamps, 
that loosely follow the migrations of the foJunJir. Housing 
is provided by a semi-circular hide house called the l4igb 
that can be quickly dismantled and packed up. Each Jataith 
has a �rmanent sacred winter campsite, a maigban, some­
where in the Trollshaws. 
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Hillman society is divided into three classes: Ijark (BI. 
"chiefs"; sing. /",*). t/hj" (81. "hunters"; sing. dhr,), and 
Jlru.s"n (BI. " makers"; sing. Jilt,"), Unlike most other 
culrurcs. these classes are not based on sex or blood, but 
rather upon ability. Hillmen use rigorous [euing from an 
early age to determine a person's status. All children arc: 
strongly encouraged to undertake me tests necessary to 
become a hunter. These consist of survival alone in the 
wild for the long winter and the slaying of a wolf­
unaided-in late adolescence. Those who fail or do nor 
try this rite become makers; it is they who perform all non· 
hunting tasks, from smithing to child cOlire. Their statUS is 
low, bur their role is ft'5pccrcd. and they are protected. 
Hunters, of COUNe, hunt and also defend the camp. 
Raiding between rival camps is almost constant, a form of 
diversion and conditioning. All hunters are eligible to 
become the new chief; a series of trials unique to each tribe 
detennines who will rule each camp. This commonly 
involves the killing of a cave bear. 

Descent and inheritance are traced through the mother; 
a husband joins his wife's camp. Children are the respon­
sibility of the nearest hunter among the mother's kin, 
often an uncle. Female hunters, who make up about a 
quarter of th( total, posrponl' or avoid motherhood. 

All Hillman camps belong [0 one of rhe Ne Dreubh:1I1 
(Du. "Nine Trib(s"). Hillmen dislike laws, bur rrvere 
cusroms, and no camp raids camps of the same tribe. 
Tribes do not have de­
fined territorirs, al­
though they have 
changing regional pref­
trences. Tribes are rul(d 
by lu,,·1: whose power 
dq)(mis upon theirown 
abilities. Each of rhe 
nine lian is eligible to 
b(come the new lar;g­
ann (BI. "high chi(f') 
when the old on( dies. 
In quiet times the posi­
tionof IIltg-llnu is largely 
honorary; however, in 
emergencies, the au­
thority of rhe lar;g-annis 
real and respected. 

Daily maners of the 
camp ar( governed by 
the collective wisdom 
of the hunters present. 
It is not uncommon for 
the strongest or bold­
est individual to act as 
leader; still, therl� is no 
fonnality to such ar­
rangements. Each camp 
also has a wrgtth (BI. 
"spirit-knower"), a fe-

mall' mag( who ov(rs(es religious affairs. Among the 
Hillmen, rhis is the sole hereditary position. The wrgttb 
also serves as a matriarch of sons and, although it is 
seldom done, she could overturn the collective decision of 
all the hunters. Only the chief has more authority. 

Hillmen rely upon the /osrallJir for most of their daily 
needs. The myriad copper deposits of the Glin a-Rhua are 
periodically visited .so that bronze, necessary for anns, 
utensils, and ornaments, can be mined. Iron and steel must 
be acquired from other lands. Hillmen crad( dried meat, 
hides, and furs for these and other metals. There is no real 
currency, but a rosranJir hide that has been cured and 
stretched has a standard recognized value (approximately 
5 sp). Otherwise, barter is the only recourse. 

REuGION 

Unlike the majority of [h(ir neighbors, Hillmen aggr(s­
sively reject both the Valar and dark cults associated with 
Morgoth and Sauron. Th(ir attitude is based on their 
inherent mistrust of foreign ways, coupled with some 
strange legends of their ancestors who claimed in ancient 
songs to hav( bttn "betrayed by both rhe Light and the 
Darkness." I n  any event, Hillmen are almost as touchy 
about their religious pracrices as are Dwarves. Like the 
Naugrim, they practice ancestor worship, but among the 
Hillmen this is centered around a fearful reverence of 
powerful ghosts. Lyrical chants and epic songs tell [he 
stori(s of th(s( strange beings. 



Hillmen look to th� high country surrounding th� 
T rollshaws as sacr�d and actively cherish the rocky es­
carpments and unyielding hills. Every winter, Hillmen 
add venerated objects to hidden, deep pits in the high­
lands. Although mainly used n burial sites for the copper 
totems that Hillmen receive at birth, the pits also hold 
weapons and j�welry. Ancestral �in (BI. "ghosts") are 
said to haunt and protect the more valuable pits. 

Aif-Itagan (Du. "little jewel"). personal totems, arc 
rough lumps of copJX"r chosen for a child by the wtgttb. 
They are borne until death and their loss often forces the 
dishonored Hillman to take his own life. This is usually 
the case when a totem is lost to a foe through cunning or 
in battle. A Hillman's only alternative is to �rve the 
holder of his totem until ircan be recovered byone of the 
loser's own family. If the totem's location cannot be 
determined, the Hillman may go to the wrgtcb for another; 
but in such a case, the matriarchal mage will invariably 
require the perfonnance of an awful task or quest. Most 
totems are worm tightly around the neck. 

LANGUAGE 

Hillmen have their own language, called Blann (BI. 
"Talk"). Blann is dosdy relared to the tongues of the 
Daen peoples of Gondor, most notably to the Dunad 
spoken in Dunfearan. It has, however, developed in 
isolation for centuries, and mutual comprehension be­
tween Hillmen and Dunmen is out of the question. One 
knowing Dunad. however, can pick up the Hillman Talk 
two to three times n fast as a Westron speaker. Hillmen 
are reluctant [0 learn other tongues, feeling that if some­
one really wants to talk to them, he can learn Blann. 

4.4.2 THE RHUDAURRIM 
In the fourth century of the Third Age, DOlen tribesmen 

had reached the southern borders of Arnor and were 
making incursions into Rhudaur. In the sparsely popu­
lated lowlands, where Eriadorian commoners would sel­
dom settle, the newcomers were unopposed and not 
entirely unwelcome. Several large tribes were allowed [0 
stay. 

These "Dunmen" proved far less productive and more 
difficult to govern than the Dunadan lords had hoped. 
Many were forced into debt-bondage and became agr.lr­
ian serfs. However, four of the tribes retained their 
freedom, and, 2fter the division of Arnor, their chiefs hdd 
equal status with Hillman leaders and DUnadan lords. As 
the power of the DUnedain waned :Iond the influence of 
Angmar increased, these people were readily corrupted, 
and became the first of the Rhud2urrim to directly serve 
the Witch-king. 

THE NORntERN RHUDAUAAIM 
While the DUnedain of Rhudaur did little to improve 

the lot of the common Rhudaurrim, WI" Witch-king, in 
exchange for his frightening and oppressive rule, has 
ironically brought some Numen6rean efficiency to the 
country, and made those Rhudaurrim under his control 
more self-sufficient in agriculture, trade, religion, learn-

ing.. and crafts. These Rhudaurrim are settled and till the 
land well. Close to their villages are fields of fl2X, com, 
wheat, mustard, 2nd rapeseed. They also plant orchards of 
apple, JXar, and blue pine (the latter for its nutritious 
kernc:ls). Some villages in the hills have terr.lced fields for 
easier ploughing and reaping.. although these are not 
common. Farthest from the village stand hay pastures. 
Much of the wheat and com goes to the granaries of 
Angmar and is grown simply to pay the t2X levied on all 
Rhudaurrim and Angmarrim. Gardens of herbs and root 
vegetables are also cu1tivated, and moS{ Rhudaurian homes 
incorporate a pigsty, chicken roon, and goat pen. Sheep 
arc commonly herded where there is insufficient land for 
all the villagers to be kepr occupied by tilling the soil. 

The northern Rhudaurrim supply much of the cloth 
used in Angmar. They are also skilled tanners and 
leatherworkers, woodcarvers, mnons and builders, and 
workers in reeds. They thatch their small, round cottages, 
for example. Their metalworking is adequate:, but most 
weapons are obtained from other Men or even from 
Orkish foundries. 

THE SouTHERN RHUOAURRlM 

The Donnish Rhudaurrim still under the rule of the 
kings at Cameth Brin have inherited only a little of this 
semblance of efficiency. They still practice the traditional 
Dunnish folk ways, modified somewhat by centuries of 
intennarriage and contact with the Hillmen. They depend 
equally on their crops and on hunting ('J'I( and !os" nJi, for 
sustenance. Although f.uniliar with coins, they barter for 
their own needs. Taxes paid to the king are generally in 
grain. Unlike the Hillmen, rhe Dunnish Rhudaurrim of the 
south do kel"p domestic animals, notably chickens and dogs. 
In Rhudaur, most of the dog breeds are poor guards and 
miserable hunters, so the majority end up in the stewpot. 

ApPEARANCE 

The Dunmen of Rhudaur are common Men. They 
range from 5'7" to 5' I I "  in height, with women about 3" 
shorter. Dunmen have brown hair and eyes, and their skin 
is swarthy, especially by the standards of the North. Local 
Donnish women wl"ar long, baggy, wool and linen dresses. 
Men wear baggy shins which hang below the waist and 
loose fur pants or, more ofren, hide. Men and women wear 
leather boots in the winter and shoes in the summer. 

REuG10N 
The traditional religion of the Daen of Rhudaur is 

centered on a group of ghost/nature-inspired deities. 
Each village has its own petty deities and c1aborare oral 
traditions. Most folk are fine speakers and enjoy acting 
out religious rituals, but the main tasks are left to the maigh 
(Du. "shaman"). He is responsible for communication 
with the spirit world. The shaman is greatly feared by his 
fellows; however, his duties are demanding, so he rarely 
plays an active part in the daily affairs of the village. The 
ceremonies, in spite of the fear, ritual sacrifices, and 
superstitious terror associated with some of the deities, 
resemble parties. 
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This ancient faith was easily corrupted by the priests of 
Angmar by emphasizing the powers of the Lord of the 
Night. The priests have convinced many of the people 
chat it is their faith and devotion to the "Dark Lord" that 
has banished the ancient ghosts that once haunted them. 
These people are the most loyal servants of the Witch­
king in Rhudaur. 

4.5 OTHER MEN 

4.5.1 THE BEFFRAEN 
The Beffraen were most likely the original inhabitants 

of Car dolan. They are descended from the ancient Drughu, 
being gifted with night-vision and a somewhat enchanted 
quality, but possess blood from other peoples (typically 
by kidnapping), making them somewhat larger than a true 
Drug. The Beffraen now live only in the area around Eryn 
Vorn and the woods south of (he mouth of the Gwathl6, 
though they once inhabited all the coasts of Cardolan. 
They came into conflict with the Numen6reans before 
other Eriadorians and retain a deep hatred for all the 
DUnedain. Traditionally, the Beffraen have attacked any 
outsiders, and they are still a menace to stonn-tossed 
sailors. Oflate, the leaders ofSaralainn have been able to 
establish contact with the Beffraen and set up some 
limited co-operation. 

ApPEARANCE 

Slightly larger than their Drug cousins, the 
Beffraen show signs of intermarriage with 
outsiders most in their height, which ranges 
from 4'5" to 5'5". They retain the broad 
stumpy profile and wide face of their ances­
tors. They have little body hair, and males 
rypically shave all their heads save for a top­
knot. Clothing is simple, leather or fur loin­
cloths and robes. Most Bcffraen decorate their 
bodies with large tattoos that make religious 
statements or rclate personal and family his­
tory. 

SocIETY 
The Beffraen arc a hunter-gatherer culture, 

people with little better than stone technol­
ogy, although they have many captured weap­
ons. Their tribal groups are led by a chief 
known as a Hag, who may be either a warnor or 
a shaman. They have a very simple tribal 
organization and a language few understand. 
The Beffraen arc quite adept are handling their 
small hide skiffs along the rocky coasts of 
Eriador where they fish; and they must excel in 
the ways of [he forest in order to survive the 
terrors of [he Eryn Vorn. 

RruGION 

The Beffraen cult is based on worship of 
Chefuidocsuma T unkadur (Sef. "Mightiest 
Doom"). Although the Saralainn rumor that 

claims their shamans are on a first name basis with demons 
is nonsense, the Bcffraen religion is a bitter and grim one, 
having much to do with the fear of Nature and the outside 
world. 

4.5.2 THE BREE-LANDERS 
By far the mosr tranquil part of the cool and heady 

Arthadan kingdom, Breriondor(S. "Land of the Brerion� 
colI. "Bree-Iand") is an anomaly, a simple village culture 
in a land of castles, open-air cathedrals, and chivalrous 
courts. Settled by the ancient Mebion Bron and periodi­
cally absorbing Eriadorian immigrants of all races, it has 
also been home to Hobbits for three hundred years. These 
simple, diminutive folk came as frightened refugees from 
the Angle ofRhudaur after the rise of rhe Witch-king in 
the early T.A. 1300s and now make up a strong minority 
of the Bree-Iand's population. 

Lying ar the junction of the Old North Road and the 
Great East Road, less than twenty-five leagues from 
Weachertop on Arthedain's worn-torn eastern frontier, 
Bree-Iand is a fanning region containing four small towns: 
Bree, Sraddle, Archet, and Combe. These quier settle- • 
ments sit in and around Bree-hill and the Chetwood, 
tucked between the Midgewater Marshes and the old 
boundary separating Arthedain from wild Cardolan to the 
immediate south. Given the turmoil so nearby and the 
frequently s�ady traffic that is the norm along the roads 



and in (h� inns ofBree-land. th� quaint. peac�ful character 
of the ar�a is remarkable. It is a quiet stability born of the 
special nature of its people. Here culrures and blood have 
joined to fonn a unique blend of tough. adaptable. Iaw­
abiding, industrious, and yet worldly citizens. They pro­
vide steady resolve in an ever-threatened quarter of 
Arthedain, and they protect commerce along the vulner­
able main roads betwttn Fomose Erain and the towns to 
the south and west. 

P�aceful Sree-Iand suffers from a few problems, of 
course. notably petty thievery among the transients and 
incursions from bandits based in th� nearby hills of 
Cardolan. R�fugtts displac�d by war or the Great Plague 
still pass through (h� r�gion, occasionally disrup�ng farm 
life. Generally. though, the farmers are rarely distracted 
from the chores, herders tend their flocks without undu� 
conc�m. and merchants go about the business of reaping 
a modest profit in coin or barter. 

4.5.3 THE DUNNISH TRIBESMEN 
The latest in the long line of "Swarthy Men" to enter 

Eriador arc the Daen Lintis. those tribesmen who have 
bun migrating north since the collapse of the Coentis 
kingdom in the White Mountains in the early Third Age. 
Som� were assimilat�d into the Rhudaurian culture under 
the rule of Ounadan kings. (These were described above 
in Section 4.4.2.) Others"generally more recent arrivals, 
retained their tribal ways and their identity as Oaen-folk. 

Known as "Ounmen" in Cardolan, the Oaen Lintis 
have a w;lr-like, semi-nomadic culture. A great number of 
tribes rem;lin sertled in Enedhwaith, part of which has 
bttn known as Dunfearan (Du. ;'Hill-land") for many 
centuries. Some h;lve been allowed into Cardolan (par­
ticularly Saralainn), the Eredoriath, and Rhudaur. typi­
cally to roam areas the common folk didn't want. or to do 
work or fight wars the locals did not care for. Smaller. 
non-tribal " clanless" families and bands of Dun men have 
also migrated into the north country from rime to time. 
taking work wherever it is available or land wherever no 
one else wants it. Th�y have come. in small numbers. as far 
w�st as the Rast Vom and as far north as Bree and the 
Shir�. Mignnt Dunmen arc of un the only civilized folk 
one will meet in central Rhudaur. as rhe Hillmen are Jess 
likely to massacre them than they would Eriadorian 
squatters. 

The tribesmen of Enedhwaith or Ounfearan raid rhe 
North periodically. Their cousins in Cardolan and 
RhudaUT are usuaJJy subject to little supervision by their 
nominal lord, beyond paying tribute. and live largely as 
they please. The c1anless Dunmen are considerably more 
autious; they arc generally outnumbered and impover­
ished and discriminated against by the locals wherever 
they go. 

"""'RANCE 
The Dunnish tribesmen have ruddy, but smooth. com­

plexions. dark eyes. and dark hair. A few clans sport red 
hair and blue or green eyes. For clothing, the mcn prefer 
breeches or short skirts and short tunics or jackets. 
Women wear jackets and long woolen dresses or skirts. 
The woolens aTe woven in bright plaids which indicate the 
wearer's clan. The tribesmen most often know Dlmael as 
their only language. 

SociETY 
The tribesmen liv� in semi-mobile villages of 80-1 SO 

persons, usually made up of two or three looscly-�xtended 
f.1milies. A village consists of sod-huts surrounded by a 
hcdgeofbriars. The inhabitants rely on hunting and some 
agriculture. which is almost entirely done by the women. 
Each village is led by a hereditary uann (Ou. "headman"; 
pI. finn), and anywhere from four ro twenty villages make 
up a tribe ruled by the elective {la/JIII"J (Ou. "ehier'; pI. 
tramutrJan} While the women scratch out the tribe's 
existence growing small potaroes, th� m�n spend most of 
rh�ir time herding cattle, poaching sheep. and raiding 
(h�ir n�ighbors. 

REuGION 
The Dunnish tribesmen hold odd beliefs, holding that 

their ancient culture fell because of the death of the "old 
gods." Their current practices arc primitive, animistic, and 
shamanistic. 
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4.5.4 THE LOSSOTH 
The Lossoth (S. "Snowmen"; sing. Losson) are a 

people frozen in mystery, and for nine months of the year, 
literally frozen by harsh weather. Born in an inhospitable 
land of ice and snow and long, gloomy months of bitter 
winter stonns, these nomadic people, who name them­
selves the Ystavat Talven (La. "Friends of Winter"), 
show no inclination to live elsewhere or to change t.he 
ancient ways of their ancestors. A completely non-agricul­
tural society, they trade little save for a few steel weapons, 
ignore the politics of the outside world, and generally 
avoid any contact with the strange folk who live outside 
of their hunting grounds. The Lossoth care little for the 
struggles of their tall neighbors to the south; they find the 
Arthedain as alien to and igno?ant of the ways ofForochel 
as the Orcs who raid onto the tundra from Angmar, and 
just as likely to survive. 

THE LOSSOTH AS HUNTERS 
Navigating the frozen tundra on carts with runners of 

bone while wrapped in heavy hides, these hearty 
outdoorsmen travel the icy wanes ofForochel in search of 
big game and the staple of their diet, fish. Meanwhile, 
back home in their snow houses along the great Cape of 
Foroche!. the women and children await the return of the 
hunters and tend to chores such as hide-tanning and the 
drying of fresh meat into chewy strips. Astute hunters of 
deer, elk. moose and other big game indigenous ro the 
North, the Lossoth work in teams, driving the game 
toward the center of the killing circle. where their bows 
and arrows can work their will. 

Great fishennen, the Lossoth living on the shores of the 
Bay of Forochel spend much of their time at sea, either 
over holes in the winter icc or in small wood and hide 
boats during the brief summer. Strangely, they arc almost 
exclusively non-swimmers. since rhe water is far too cold. 
Hypothermia (as Arvedui, the fleeing Arthadan king. 
learned) will cause the most skillful of swimmers to drown 
in the northern waters. The Snowmen arc careful to tic 
lines ro each other and to fish in pairs or teams. This is in 
keeping with the Losson custom of sharing and coopera­
tion. Among the Snowmen, life is largely communal. the 
village unit being an extended family or a group of such 
kin. 

THE LossoN ICE HOUSE 

Adversity has forced the Snowmen to adopt a tough, 
frugal lifestyle. one unknown to those further south. A 
prime example is the interior of a Losson home. a study 
in the efficient usc of space. Mosr ice houses measure 9-
15' in diameter and arc about 6' high in the center, with 
a 3' high entrance. (Only a Hobbit could enter a Losson 
home without stooping.) Each is constructed of srurdy, 
rectangular blocks of ice, stacked in circles to form a 
dome. Snow is used to fill the cracks, thereby preventing 
drafts. The only aperrure aside from the entryway is a hole 
CUt in the crown of rhe structure to allow the smoke of the 
fire to escape. A Snowman can carve a small house with his 
ice-knife in just a few hours. 

Inside the hut, rhe Lossorh suspend a family sleeping 
platform 2-3' above the ground and cover it wirh furs. 
Like most furnishings, this frame is made of wood or bone 



lashtd togtthtr with gut or sinew. A fire in the center of 
tht hut. a drying rack, cooking utt:nsils and fanning tools 
tah up rhe rest of the space within the howe. The Losson 
home is a crowded one, and individual privacy is a concept 
unknown to them. 

LOSSON Socll;ry 
Living in a society of kinships-both nuclear and 

extended families-without ptnnanent or regularly-cho­
sen leaders and only a single, locally-acknowledged chief. 
the Lossoth approach a kind of chaotic. nomadic. com­
munal democracy not seen elsewhere in Middle-earth. 
True. one man--usually the oldest healthy hunter---does 
act as leader of the hunt. and if he is shrewd tnough. as 
leader of the Lossoth as a whole. Butrhe Lossoth band and 
stay together for survival. because it is their way and has 
always been their way. Like the Arthedain. the Lossoth 
value tradition. Yet if anyone wishes to pack up his hides 
and summer tent and hunting weapons and leave. he is free 
to do so. No law or constable force will stOp him; only 
common sense, a bond with his kin. and a healthy ft:ar of 
whar is outsidt the frozen circle of villages around Forochel 
restrain him; yet these considerations are sufficient. 

DANGEJlS IN THE FAR NORTH 
Living in such a dangerous and harsh climate--one 

[hat is usually free of encroachment and the threat of 
invasiOl ........... the Lossoth are sensitive to the slightest sig­
nificant change in the weather. Their vocabulary includes 
many different words for "snow" and "ice," depending 
upon whether it's smooth or rough, drifting or still. old or 
new, icy or grainy. and so on. 

The Lossoth face jwt three great d:lJlgers: the ravages 
of Nature and tht weather in tht: North. attacks by the 
wild busts of the wastes (the Snow Trolls. ice-drakes, 
snow btan, or roving wolf packs). and sporadic raids by 
Angmar' s spit:s and scours bold enough to challenge the 
dements in the Forodwaith. 

From tht weather the Lossorh have little to fear, ucept 
sudden ice storms that can tear the skin off a hardy animal 
in minutes or trap them inside their ice houses for days. 
The Lossoth art rardy caught outside in a stonn, for they 
can forudl changts in the wtather just by sniffing the 
wind. When a particularly biut:r blizzard sets in. they hole 
up in their ice huts and pass the time repairing tools. 
preparing meats and fish. singing. and telling tall tales to 
amuse themselvu and their wives and children. 

The white wolves of the North. always hungry and 
ever-increasing in numbers. cause their f.,ir share of 
nightmares. The Lossoth have dogs to warn rhem of the 
imminence of the packs and to ofTer some resistance, bur 
the hunters still flee the field when the wolves come 
raiding. The hunting weapons of the Lossoth--Iong 
jabbing sptars, primitive bows and arrows of bone, and 
crude gutting knives--offer little sense of security when 
facing a dozen enraged wolves. 

Raiding and scouting parties of Snow Trolls and 
toughentd Hillmensent from Angmaroccasionally comb 
the area in route to the north country of Arthedain. When 
pressed, the Lossoth simply run and hide and hopt forme 
best, since they are no match for the Witch-king's fear­
some allies. 

LIFE IN THE SUMMERTIME 
In [he summertime, life changes dramatically. The 

Lossoth leave their melting ice houses and roam the 
forests and rivers 01 rhe region in starch of fish. game, 
greens. roots, and berries. The runs of cemin fish, like 
salmon and herring. are brief. and the Lossoth. highly 
de�nde.nt upon them for the bulk of their diet. organize 
their Jives around the movement ohheir prey. packing up 
their hide tents and moving daily to stay near the fish, 
which are salted and dried for srorage by the women. To 
increase their take. the Lossoth build stone weirs. or low 
walls of rock. t'C trap [rour and other freshwater fish in 
shallow water. where they are harvested with nets and. in 
the extreme shallows. by hand. Children hunt for drift­
wood washed ashore and help thtif mothers butcher seal�, 
cook mear. clean hides and make clothing. including the 
sealskin boots everyone wears. The men hunt beaver, 
waterfowl, elk and /QsrQI1Jir. and tend to the sled dogs so 
viral to winter survival. 

But even the dour and xenophobic Lossoth pause to 
have some fun. At the annual kNiikokouJ held in mid­
summer. Losson dans gather to trade hides and talk, 
arranging marriages and cdt:brating a hunting ritual. For 
most. it is the only cimt: of the yt:ar they see anyone outside 
their wintu hunting group and beyond the "bordtrs" of 
their hunting grounds; the high-spirited scene is [hfte­
quarters song-and-dance and one-<juarter business. Hav­
ing learned how to concoct and enjoy tuuris;mQ, a putrid­
tasting liquor made of roots or berries heated into a mash 
and distilled. the men argue. dance and drink themselves 
into a stupor. As is the custom. the women grudgingly 
clean up after them. 

CoMMON CHORES 
The Lossoth are masters of the natural tools provided 

by their chosen environment. The womt:n make glue to 
bind the tent poles from dried. treated and resoaked blood 
mixed with fish oil. To make a fire. they strike pyrites 
against a piece of iron and let rhe sparks fall upon dried 
moss or wood shavings. The men fish in the 20' long 
mmWIIi. a round-hulled boat with identical bow and stem. 
h takes a pair of Snowmen about two weeks to build a 
mmWllt big enough to hold both of them and hundreds of 
pounds of cargo; tht: mmw� is formed of bent cedar 
covutd with hide or bark. sewn with spruce roots and 
sealed with chtwed and heated gum. From the bark of the 
same ctdar, a much-cherished tree. Losson women make 
pillows. robes. sails. capes and napkins. Nothing goes to 
waste in the North. 
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CRIME, DEATH, AND THE LOSSOTH 
In Losson society, however crude and simple one finds 

ie, there is also much to admire. First. everyone knows his 
place; burglary and robbery afC as rare among the 
Lossoth as they are (ommon in other "higher" 
societies, like Rhudaur' s or those along Gondor's 
eastern border. Second, che Lossoth arc nor 
covetous or evil as a group. Thcy have no 
territorial ambitions. no hoarded riches, no 
bejeweled kings buried in elaborate mounds. 
To honor their deceased. the Snowmen send 
their dead floating downriver in a rurriwlI( 
lined with ferns and mosses. Most impor­
tantly. the Lossoth live as they please. in 
spirited competition with the climate and 
weather ofForochei :md the beasts who share 
the bare rocky tundra and icy streams and 
forests and rivers with them. for the Northern 
Waste-the land of the icy heart-is their 
home. 

4.5.5 THE CLANSMEN 
OF SARALAINN 

While most of the peoples of Cardolan 
have ancient roots. the clans ofSaralainn are a 
comparatively new phenomenon. After the 
downfall of Cardol;"m as a kingdom. many 
people sought slfety from the more violent 
civil wars in the thinly populated. and less 
than appealing. plains of Minhiriath. Large 
numbers of common folk from cencul Cardolan, and 
many Eriadorians from the east arrived with little but the 
clothes on their blcks and joined the local scattered 
tribesmen. Conflict could have been expected. hur the 
tireless efforts of the strange wizard known as Tharkfm 
(Gandalfthe Grey) led to co-operation and integration. 
Wichin a century. l new culture had blossomed, combin­
ing the arts of the tribesmen, thc diligence of the common 
folk, and the valor and individuality of the Northmcn. 

APPEARANCE 
The clansmen ofSaralainn average only about 5'7" in 

height, though some men are well over 6" tall. They are 
somcwhat swarthy, coming from primarily Daen srock, 
hut considerably fairer chan the Dunnish tribcsmcn with 
whom thcy share thcir lands. To contrast the drab land­
scapes of this "exalted land." the clansmcn favor bright 
colors for their clothcs; a yellow dye dcrived from the 
shrub Ius is most common. The men wear Iriub&!s (Du. 
"pants") and a short sleevelcss shirt. They top this with a 
long wrap, which the women also use over their long 
dresscs. The men tend to shavc, although long sidc-burns 
lrc popular. Virtually all clansmen know both thc local 
Dunnish dialect and thc northern dialect ofWesnon. 

SociETY 
The people of Saralainn are a rowdy folk who fre­

quently ignorc their kings and often indulgc in intrigues 
against them, hur their constant internal '1uarrels result in 
few deaths. They have organized themselves into nine 
clans headcd by a mllm (Du. "headmen"; pI. rillll) which 
consist of half a dozen small villages that arc movcd when 
the land plays out and two or three lorran (Du. "towers"; 
sing. lorr)' The lorr is an odd circular fort of three or four 
stories in which the large hollow walls provide residence 
for the clansmen while rhe center is reserved as a refuge for 
the sheep upon which the clansmen largely depend. The 
/orran serve well agai ns[ the evil creatures that raid Saralainn 
from the surrounding highlands and from the clansmen's 
own love of rustling. 

The clansmen arc famous. even in Gondor, for their 
arts. Their bronze and silver work. decorated with intri­
cate, intertwining animals forms, command high prices. 
hur not so high as the oratory of their bards, which even 
rhe Elves respect. Their skilled healers arc also well­
known, and considering how violent a world they live in, 
well-practiccd. 



4.6 OTHER RACES 

4.6.1 DWARVES 
The Dwarv� of the Blul." and Misty Mountains have 

been a small but vital part ofEriadorian history since the 
beginning. The path that later became the Redway and the 
southern cnd of the Old North Road were originally the 
trails between Belegosr and Nogrod, the citiu. respec­
tively. of the Firebeards and the Broadbeams. and Khazad­
dum, the home of the Longbcards (Durin's folk). then on 
the castern side of the Redhom Pass. After the fall of 
Belegon and Nogrod at the end of the First Age. Durin's 
people took up the [ask of opening roads, trails. and mines 
throughout [he' region. Short. bearded parties of rugged 
Dw:uven miners built bridges. ran ferries. coined money. 
and controlled the: market in sted and manufactured 
goods in Eriador for most of the Second Age. 

With the rise of Arnor, the Dwarves of Khazad-dum 
allowed their political intt'reS[ in Eriador to decline. 
While there arc always Dwarves in Tharbad and orher 
towns along the Eriadorian trade routes, the rulers of the 
Dwarven tribes now intervene rarely in the affairs of Men. 
The folk ofEriador, by custom, give great deference to the 
power of a Dwarven king and do not trine with his 
subjects, but neither they nor the Angmarrim fear his 
power. 

The Dwarves a traveler might meet on the road will 
typically seem cold and withdrawn. It is not Dwarven 
cuS[om to interact with strangers except as direct need 
arises, Those who manage to befriend them find them 
open enough, if a bit stiff-necked, :and stoutly loyal in a 
fight. The superstitious nonsense that is passed around 
Dwarves being born of stone and made of Slone is just 
that. It requires some effon, but an honest and direct man 
can find himself with worthy Dwarven acquaintances and 
possibly fast friends. 

THE PETTY-DWARVES 

The Negyth Nibin (S. "Petry-dwarves"; sing. Nogoth 
Niben) were a dying kindred before the birth of the sun 
and the moon. The last of their kin were long assumed to 
have finished their lives during the Elder Days, ;md only 
one, the treacherous Mim, is mentioned in the Elvish 
histories of those times. However, a few fled /Tom Be.leriand 
before its fall at the end of the First Age. They have 
managed to survive in dark lairs in hidden corners of 
Eriador ever since, periodically making appearances that 
are told in legends and odd, sad, old tales. 

The Petry-dwarves have always had a unique character, 
although they were once simply a group of renegades from 
the ancient city of Nogrod. The murder for which their 
leader was exiled may well have been the first ever to occur 
among the Dwarves. It was the nature of the world in the 
Elder Days that a single act could shape the destiny of an 
entire people, and even change their fonns. The exile of 
the Petty-dwarves gave the culture of their small tribe a 
furtive and evil cast, and their secretive and bitter ways 

twisted and diminished their bodies and minds. It was 
only after their sundering thar they began to diminish in 
stature and smith craft. 

Eventually they became considerably smaller than their 
Dwarven brethren, and in the Third Agl:! thl:!Y rardy stand 
more than 4' high. Their tendency to stoop and movl:! 
about with peculiar stealth accenruatrs their smallness. 
Petty-dwarves arc also rl:!markably ugly by nonnal stan­
dards: their gnarled limbs ill-fit their bodil:!s, their heads 
are far too large and thin, and their beards arl:! naturally 
wispy and tangled. -

Pacy-dwarves have far fewer skills in stone and metal­
working than do other Dwarves, but they can accomplish 
much given time. Instrad, they are better at growing and 
using herbs and more knowledgeable in the ways of 
Nature. These skills proved necessary in light of the 
persecutions weighed upon them; there were never more 
than a few Petcy-dwarves in any land, so they were 
inevit.ably preyed upon by stronger races. 

4.6.2 ELVES 
The Elves art the Firstborn, the oldrsr of the races of 

the Fr« Peoplrs created by Eru to populate Middle-earth 
aftrr its creation and sculpting by the Ainur. Of approxi­
mately the same physical build as Men, the Secondborn, 
Elves can be distinguished from Men by their immortality 
and by their eternal. radiant youthfulness. Elves not only 
do not age, they do not tire, do not sicken, and do not scar 
when injured. To look into Elvish eyes is to expect the 
freshness and innocence of youth and then see the pain 
and wisdom of immense age .and long experience. 

Brought into rhe world when it was still in the Sleep of 
Yavanna, the first Elves were raisrd under rhe stars and see 
as well in dark as in lighr. Thrre kindreds of the Elves, the 
Vanyar, Noldor, and Teleri, took up an offer from the 
Vab Orome to come to Aman, the Undying Lands, and 
sec the Two Trees that brought the full light of day to that 
parr of Arda. Those of the Teleri who turned from the 
march to Aman before reaching Eriador were the Nandor 
(S. Danwaith); they brcame the Tawarwaith, the Silvan 
Elves of the Va]rs of Anduin. Another group turned from 
the march to settle in Bcleri:md, some in the inland 
kingdom ofDoriath 2nd others along the Falas, the coast. 
These two peoples, who became known .as the Sindar, 
were the majority of the population of the Second Age 
Elvish realm of Lindon under the High King Gil-galad. 
Gil-galad was himsdf a Noldo--born in Middle-earth, 
but descended from those who went to Aman for many 
ages and came back to Middle-earth in search of the 
Silmarils stolen by Morgoth the Enemy. 

These decisions in rhe deeps of time csr.abJished both 
the appearance and identities of the thr« peoples. The 
Silvan Elves are slightly smaller and more reclusive than 
the other two. The Sindar lived long in a land dose to the 
source of the Powers rhat shaped Arda, and many dwdr 
with a Maia, Melian ofOoriath, as their queen. As a result 
of their close association with such power, they are taller 
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than most Men, and capable of great works of hand and 
intellect. The Noldor actually lived in Arnan for an 
immense period of time; they returned [0 Endor grown in 
both physical stature and wisdom. Many of them were 
well over 7' rail, possessed of enonnous strength, beauty. 
intelligence, and skill brought about by being in the 
presence of and learning from the Valar themselves. 
While most of them died violently and tragically in the 
troubles of the First and Second Ages, their talents and 
accomplishments continue [0 awe the learned Men of 
Middle-earth. and the radiance of a Noldo's appearance 
can cause lesser folk to cower or stare in astonishmtnt or 
fear. 

Their immortality gives Elves many advantages in 
Middle-earth and also some sllbtlc disadvantages. While 
all of Endor's children are born with free will, the 
immortal Elves are tied to the world and its destiny far 
more closely than Men, Dwarves, or Hobbits. While they 
can be happy and even frivolous in their daily lives, they 
are, in the long term, bound to the fate of the world by 
nature and by habit-in the face of great events the Elves 
tend to listen to prophecy and wait on events that would 
drive men to desperate action. 

The nature of immortality, too, gives Elves a conserva� 
tive nature. Possessed of natural grace and virtually im� 
mune to ailments of the body, little discomfited by 
physical needs, they lack an immediate goad for wealth 
and have little natural motivation towards risk to get it. An 
Elf. therefore, has little reason to be involved in the petty 
struggles for land and power that have busied the Men of 
Eriador virtually since the first rising of the sun. When 
they do so, the involvement seems to Men to be eccentric 
or obsessive. An immortal Elf with a cause, such as that of 
Feanor in the First Age or the sons ofElrond in the Third, 
can pursue that passion for many lives of Men, creating a 
legend in the pursuit. 

The Last Alliance of Elves and Men, fonned at the end 
of the Second Age, was so named because the Noldor of 
the Kingdom of Lindon knew that it would be their last 
great struggle. Sauron himself. the horror with which GiI� 
galad had been dueling for two thousand years, was a 
constant reminder to them of the greater evil of Morgoth 
and the First Age, when their people had left the bliss of 
Aman to come to Middle�earth and be slaughtered in an 
endless, hopeless war. As they had foreseen, the Elves of 
the West faced a similar grim, bloody conflict in the 
merciless deserts of Mordor. Only a handful returned to 
the fair lands of Lorien, Lindon, and Rivendell to weep 
for the cost of their victory. 

Lindon could no longer truly function as a realm; not 
enough Elves remained to make government viable. In� 
stead, Cirdan, the eldest and greatest of the Sindar, 
became lord of a scattered people. Only by dint of long 
debate and persuasion could any diplomatic or military 
initiative be made from his capital. Elrond of Rivendell. 
who sees farther than most Elves, has shown greater 
interest than the Elves of Lindon in the conflicts of the 
realms in Eriador, but he has no strength to commit. He 
contributes, for the most part, merely his wise counsel [0 
the cause of the DUnedain, when they have sense enough 
to take it. 

Thus the Elves and Men of Eriador are slowly sun· 
dered. Unable to sec past the Witch.king's throne and 
glimpse the hand of the reborn Sauron behind it, most 
Elves still view the struggle with Angmar as another war 
of Men. "When Elves intervene in the wars of Men," it is 
said, "fewer Elves come back than went forth; and always 
there is a new generation of Men, another tyrant, and 
another war." As cime passes, more Elves accept the offer 
of refuge made by the Valar at the end of the FirstAge, and 
each year a few board the ships made by Cirdan and his 
wrights and sail into the farthest West, away from the 
troubles and risks of Middle-earth. 

Individual Elves can and do take up Mannish causes. 
Elladan and Elrohir, the [win sons ofElrond, arc friends 
of the Arthedain, acting on their own or as their father's 
emissaries. Others can be found traveling through Eriador, 
some of them on personal business, some doing what they 
can to keep the paths to the sea clear for the Elves who may 
wish co set sail from Lindon. For the most part, Men do 
not sec them unless they want to be seen; and should an 
Elf stop in a Mannish town or village he will almost 
certainly draw curious stares. Most of the Elves, to avoid 
Men, travel in groups organized by Elvish leaders to assure 
their privacy and safety. 

THE WANDERING COMPANIES 

Of the Eldar chat remain in Middle.earth, most reside 
in havens near to or within Eriador: Rivendell, Lindon, 
and Lorien. When chey have need, these Noldor and 
Sindar venture into the lands ofEriador ingevmnais rain (5. 
"wandering companies"; sing.govannas rain). Composed of 
one to three dozen Elves, such groups arc organized well 
in advance. in one of the three Elvish domains, and 
outfitted for the mutual protection of all of the travelers 
in [he party. Their leaders know the lands ofEriador well 
and keep to secret paths and places on their journeys. 
Their scouts are vigilanc, continuously aware of all ocher 
nearby creatures. 



Even when the wandering Elves arc carefree and care­
less (no matter how large the gowlnnas), all that Men along 
their path might notice is a distant echo of Elvish song 
passing in the night. If the company is aC[ively avoiding 
contact, the Elves will generally not be noticed at all. even 
by Men who are deliberately seeking them out. Although 
peaceful in appearance, the companies arc well equipped 
in arms and magic, enough to deal with any contingency 
save perhaps an encounter with the Witch-king. 

Occasionally a goWlnnfJS befriends a Man, Hobbit, or 
Dwarf encountered along the way. The benefits of this 
friendship are more spiritual than material. The Elves of 
Eriadot do not wish [0 become actively involved in the 
affairs of mortals; and when they do, stich decisions are 
made by their lords. The most usually offer�d by a 
wand�ring company is witty companionship, a safe place 
to spend the night, and perhaps a very linl!.' advice, given 
with the warning that the Elves have "other concerns." 

Silvan Elves are less inclined to join one of the grvrmrail 
rain. Theymay be encountered in the panols rhatG:II�rd:aer 
and Felanor, Cirdan's w:ardc:ns in Harlindon and Forlindon 
respectively, occasionally send into Cardoi:an :and 
Arthedain, or those that Glorfindel, chief of the Guard­
ians of Riven dell, sends into Rhudaur :and Eregion. Such 
patrols are even more elusive than [he wandering compa­
nies. In the unlikely event that a patrol ekes direct action 
against an evil, their tactics arc secret and sudden. as 
violent as might be needed, and then the Elves move 
swiftly on their way. 
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4.6.3 HOBBITS 

ORIGINS 
No one knows how Hobbits came to be. No great 

creation myth permeatcs their culture, as in Elven and 
Mannish societies, and the records of these races do not 
mention the H:alOings. The original Hobbit homeland in 
the Vales of Anduin. on the eastern side of the Misty 
Mountains, is only slightly less broken than [he fells on 
the western side. The Hobbits seem to have been secretive 
creatures in the $ccond Age, using mainly flint tools, 
perhaps stealing scraps of metal from Dwarven camps and 
old battlefields. They took up agriculture only in secluded 
spots hidden in the forests and foothills. Their remark­
able skill at hiding and their habit ofliving in burrows may 
have gonen them mistaken for f.1iry cre:atures on more 
th:an one occasion. In that case. the oldest possible refer­
ence to the Hobbits in western lore would indicate that a 
"wood-child" traveled to Eriador and even Numenor as 
"companion" to a nephew of one of the less notorious 
kings. What may h:ave come of the voyage was not 
recorded. 

THE WANDERING DAYS 

Regardless of the lost past, Hobbits have most of the 
good and bad qualities of Men, and rapidly picked up 
Mannish customs once they began making their presence 
known in the world. The Harfoots started active trading 
of foodstuffs for manufactured goods with the Dwarves 
of Khazad-dum some-time in the early Third Age. After 
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the Shadow fell on Greenwood, across the Anduin from 
the Hobbit homeland, they found their woods and hills 
more dangerous and their small gardens growing less well. 
The Harfoots, the smallest Hobbits, but the most plen­
tiful, were the first to cross the Misty Mounuins into 
Eriador, sometime around T.A. r050. Dark haired and 
rarely exceeding 3' in height. they continued ro have good 
relationships with the Dwarves and liked fmile hilly land. 
settling first in central Rhudaur. spreading as far west as 
Weatherrop. They migrated ro Bree when Rhudaur began 
to fail. 

The adventurous Fallohides. leaner. taller. and fairer 
cousins to the Harfoots. followed them over the moun· 
tains a century later and hunted in the woodlands of 
eastern Rhudaur and (he Hithaeglir foothills. This led. no 
doubt, to some interesting encounters with both the 
Hillmen and the Elves of Rivendell. but finally war and 
the expansion of Angmar pushed them westward to Bree 
as well. Stoors. the most Mannish of Hobbits, were the 
last to make the hike over the Misty Mountains, around 
T.A. J 300. Rugged individualists, Stoors wear boots over 
their hairy feet and grow beards. Before joining the march 
westward, they fished in and boated on the rivers of 
eastern Eriador, settling for a time in large numbers in the 
Angle. in southern Rhudaur. and [he swamps along the 
southern bank of the lower Mitheithel in Eregion. In the 
later. declining years of the kingdom of Car dol an. Hobbits 
made up as much as twenty percent of the population. 
They arc a very practical race. though, and most of them 
were looking for a safer location if one could be found. 

THE SHIRE SErnEMENT 
By 1601 of the Third Age, many Fallohide and Harfoot 

Hobbits had left their homes along the Anduin to gather 
at Brce. where they hoped to be safe from Angmar's 
throttling grasp. Through a serendipitous stroke of good 
fortune. or possibly due to some subtle and skillfully 
opportunistic political maneuvering, King Argeleb n of 
Arthedain granted the Fallohide brothers, Marcho and 
Blanco. and their followers all the land from the Brandywine 
River west to the Far Downs to settle and f.1nn in 
perpetuity. All that was required of the Hobbits was that 
they acknowledge and aid Anhedain's king. his edicts, and 
his messengers, and that they maintain the Great Bridge 
that carried the Great East Road over the Baranduin. Such 
tasks the Hobbits. crowded and oppressed at Bree. were 
glad to agree to. Thus began one of Middle·eanh's most 
unusual-and. as it later turned our, most imporunt­
alliances among (he Free Peoples of the world. 

Substantial numbers of Hobbits still reside in southern 
Eriador in T.A. 1643, but these are now definable as [he 
"Wild Hobbits," families who have not acquired a veneer 
of DUnadan civilization. Wild Hobbits live in widely 
scattered fmials (Hob. "burrows") and are equally dis­
trusting of all "Big Folk," be they Orc or Man. A few 
civilized Hobbits. mainly Stoors, still reside near Fennas 
Oronin in the Angle or in Tharbad. Most of the latter 
work as guides in the Swanfleet Marshes or serve the few 
Dwarvensmiths who dwell in the city; they are among the 
few Hobbits to whom residence in the Shire does not 
appeal. 

• 



API>EAAANcE 
The Hobbits O!ppcar [0 be laughably small-2' to 4' in 

neignt-f:iIIc:rs of the soil, a com(orr.loving race overly 
fond of food. drink, fellowship and gossip. as unheroic as 
could be. Their dress and manners are simple', occasion­
ally colorful, mimicking those of the Cardolanian com­
moners and Bret-Ianders whose lands they've shared in 
recent years. Hobbits are polite to Men; they know how 
helpl!.'ss they appear to the Tall-folk. and can judge how 
helpless they would be if real trouble broke out. 

ScarrY 
Hobbits arc, by their very nature, reclusive stay-at­

homes. intensely loyal to their famili�. and naturally 
peaceful. These are all good tfaits for a small {ace in a 
world of large dangers, and they also suggest that the 
Hobbits' alliance with the quiet philosophers of the 
Arthadan COUrt is not so bizarre as it might seem at first. 

Most of the Hobbits' day-to-day culture is drawn 
directly from the Cardolandrim they first met when they 
moved to Eriador. They have learnw (he civilized trades, 
keep the old religious festivals, and herd most of the 
domestic animals common to Eriador. While picking up 
quickly on the use of plows and oxen, wheels and mills, 
Hobbits on the whole distrust and dislike machines and 
the steel weapons of their Dunadan overlords. They have 
shown, however, that they are quick learners, and their 
new lands in the Shire are already beginning to bloom. 

4.7 CREATURES OF FAERIE 

" ... thw art lIN Mdnirllna tIN Survli, lIN sylphs '" lIN lI;n IIna 
'" IIx lvinal ... 

" ... About Ibm/Jllrta a grral hem who Ilrt 1M rpn·frJ '" Irm 
Ilna wootIl, '" Jak ana jarai llna mounlilin-titk, In" lhose lhal 
sing IIlUiJ tIN grass III lIN1ming Ilna (hanl jllllong IN slllnaing (om 
al tw. Tbtu IIrt 1M Nmnir ana IIx Ta\llln·, Nanain; ana 
Drossi, brcwni(s,jays, pixin, kprawns, ana whal (Is( art Ihry 
nol (alka,jor lkir numbir is wry grra/: 1'1 fIIusl Ihty not be 
lOl!fNI(a will, 1M ElJllr.jqr Ihry I"""t born brJort IAt worlJ ona 
IIrr olJrr lhan ils oIt1tsl... 

" ... llI1a witb Ilxm IAt lroops '" tN Gam; Ina falmllrini ana 
the long-Irnsta WingilJi, Ina these art IIx spirits '" IN Joam ana 
fix lNtJ oj ouan. 

-De Book '" Lilt l"alll 1. p. 66. 

THE COMING OF THE VALAR 
All legends and tales of the creation of Middle-earth 

[eli of rhe Ainur, the Holy Ones, the beings of pure 
thought who existed in the Void in the service of Eru 
before rhe beginning of Time. The creation of Arda, the 
world, was accomplished by the will of Eru, aided by a 
small number of the greatest Ainur, the Valar, and an 
immense number of lesser spirits, known collectively as 
the Maiar. The Maiar that came to Arda were concerned 
wirh the details of the creation; rhus they comprised many 
elemental beings of earrh, air, fire, and water, as well as 
others that were guardian spirits of animals and plants. 
Stili others embodied themes, such as crafrs, hunting, 

hope, and healing, for such things are as much :l part of the 
world as any river or mountain. The Maiar that partici­
p::ated in the creation gave much of their essence to the 
world, and took fonns reflecting what they had given. 

As the ages passed, many of the Mai::ar withdrew from 
the world, passing beyond its boundaries (the "Walls of 
Night," or simply "the Pale") to return to the Void. 
Others stayed and became bound to the fatt of Arda. 
None retained the fUllness of their me will, for that was 
the province of Eru's new creations, the Free Peoples; 
some of the Maiar-lost their sentience, their self·aware 
intelligence, entirely. 

Atthe timeof the risingofthe sun, a multitudeof spirit­
beings of various descriptions still dwelt in Middle­
eanh-some f.u more powerfUl than the morral races, 
some not so. They were given different names by Elves 
and Men: gods, spirits, demons, fairies, e1ementals, the 
Little Folk, the Secret Folk, and all manner of other titles 
indicating awe, res�ct, fear, or a simple ignorance of their 
nature. 

In Eriador, where the lore of the Elder Days is passw 
on by the ageless Elves, the greattr of the Maiar are still 
callw by that name: they include beings such as Tom 
Bomb::adil, an earth spirit, and Goldberry, his bride. spirit 
of the rivers of the Old Forest. The lesser Maiar ::are 
generally referred to as the Hahini (Q. "Spirit Children" j 
sing. Fcahin), which is "Faehin" or "Faechin" in Sindarin 
and "Fairy" or "Faerie" in Westron. Some ofthem, such 
as Fangorn, the Eldest of the Ents, are as ancient as rhe 
world itself Othm, like Bregalad, or "Quickbeam," a 
younger Enr, were actually born in Middle-earth. A few 
are immensely powerful and barely conscious of events 
around them: rhe spirit ofCaradhras, the great peak of the 
Misty Mountains that sits above Durin's city, is one such. 
Others. like rhe Ents, arc sufficiently free·willed to be 
considered a race of the Free Peoples. Some are rare, small. 
and animal-like, such as Badger.brock of the Wirhywi ndle, 
a fairy creature mentioned in Hobbit poems. 

The Faerie arc much fewer in the Third Age of Middle­
eanh, and very reclusive. Most speak Sindarin or a 
variation of it, for they often had no speech of their own 
before the first Elves taught them. Those that wear 
clothing and live socially. as other races do, copy fashions 
and customs either from the Elve!l or Men who live 
around them. In all of these creatures, the Jana, or body. 
they take on, bears both some relation to their n::ature and 
some relation to the Free Folk. Thus, wood spirits often 
look, speak, and dress in an Elvish or Mannish fashion, 
while the Badger.folk of the Withywindle appear badger­
ish but live after the manner of Hobbits. An earth 
elemental will have the substance of dirt or rock and move 
slowly, an :lir e!emenral will be a breeze: with some 
substance and a flighty attitude. 

Animals and the Speaking Folk have interbred with 
Faeri� creatures in the past. The rrryrh, the enchanted 
Elvish horses ridden by Glorfindcl and other Noldorin 
lords, are ofFaeri!! blood, and it is said that the nimmllrllS, 
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or white: hart, of the Old Forest is also of such descent. 
Occasionally. a trace of the ancient bloodline will surface 
in otherwise nonnal beings; an Eriadorian fanner will 
blame "Fairy blood" for an unusually stubborn cow or an 
unnaturally cunning fox who causes him trouble. Sadly. a 
Man who acts in a bizarre fashion or is born with a simple 
physical defect such as pointed cars or webbed toes will be 
labeled "fae" or "changeling" and may be abandoned or 
driven from his village. This is a result of fear and 
superstition. for the most part, since the gift of true Faerie 
blood is extraordinarily rare in the Third Age. 

Men tcnd to confuse the creatures of Faerie with the 
mysterious Elves. and occasionally with the reclusive 
Dwarves. This is the same ignorance that leads Men [0 be 
as .fraid ofElvish magic as they arc of the Witch-king·s. 
The name Faerie itself is used by some Men to refer to 
Aman. the Undying Lands, which is actually ruled by the 
Valar and known to Men mainly as the abode of Elves. 
Such stupidity is a nuisance for any person confronted 
with a spirit creature. most of whom are without any 
directly evil intentions-but it is also a misconception 
derived from long experience. The tales that tell of Fairy 
creatures are cautionary ones. The feelings and motiva­
tions of such entities arc often unlike those of Men; an 
immortal whose memory goes back beyond the beginning 
of the world need not have great empathy for the little 
matters and creatures of Endor. Men deal with such 
ancient powers at great risk. 

4.8 CREATURES OF DARKNESS 

4.8.1 ORCS 
There was a time when the kings of Arnor would claim 

that no Orcs walked their lands; if this was precisely true, 
it was a remarkable accomplishment. for the Orcs havc 
lairI'd in and stalked the woods ofEriador since the dawn 
of time. The Misry Mountains rise over some of their 
greatest strongholds in the North. Enedhwairh and the 
Rast Vorn. never completely occupied by Men, have 
always been a haven for scattered tribes of Goblins. With 
the decline of the OUnedain. Ore-raiders have grown 
bolder. and can now be found anywhere outside the 
heartlands of Arthedain and Lindon and the immediate 
area of Tharbad. 

Most of the Orcs of the North are currently governed 
from Carn Dum. and they'vc been organized and re­
equipped by the Witch-king and his generals. Their basic 
nature has not changed through three Ages of the Sun. 
Appearing as shrunken, twisted, fanged, and bestial copies 
of Elves or Men. Orcs are vicious, erratic. selfish. and 
usually quite stupid. filled with a consuming hatred of all 
that lives in peace in the world. Attempts to save or tame 
Orcs, a hobby of some Dunadan scholars. have always 
failed. The Great Enemy who twisted their Elvish ances­
tors in the deeps of time did his work well. and eventually 
any kindness towards them is rewarded in the same way as 

cruelty: by an explosion of fear, despair, and ferocious 
anger. The kindest thing any Man or Elf can do for an Ore 
is to kill it; the Orcs feel the same way about the Free 
Peoples. of course, but take prisoners for later interroga­
tion. torture. sacrifice, or ransom. While subject to pan­
icky flight if pressed hard enough, they will fight to the 
death if cornered, and their females and imps will slay 
themselves to avoid caprurc. 

The majority of the common Orcs of Eriador belong 
to the Yrch Angmar, the Orc-host of the Witch-king. 
o..perating in Rhudaur and on the Arthadan border. Oth­
ers along the eastern frontier are part of the Goblins of 
Kapul-doraz (Ork. "Goblin-gate"; S. Orchannon). the 
cave-city under the passes of the Misty Mountains. The 
"Wild Orcs" of the Rase Vorn, Cardolan. and the 
Enedhwaith have no master. Common Orcs are no large.r 
than a Dwarf and not as solidly built. but the Uruk-hai, 
the elite troops of Angmar, arc bred to man-size and are 
nearly as intelligent. They turn up frequently as leaders 
and in important raiding parties from Angmar. 

4.8.2 TROLLS 
Even at the height of its power. Arnor nevet completely 

extenninated irs Trolls. Great, lumbering. scaly creatures 
of roughly Mannish shape. bred by Morgoth from Giants 
and Ents. the Wild Trolls of the Misty Mountains and the. 
fells on their flanks are long-lived. hard to kill, and capable 
of thriving on ground so barren and broken that Men and 
Dwarves have ruined themselves simply trying to hunt the. 
creatures down. Stupidly evil, they are easily made subject 
to the spells and evil will of the. Witch-king and have 
ste.adily increased their numbers under his protection and 
tutelage.. Their great vulnerability. other than their weak 
minds, is that their flesh turns to stone in direct sunlight. 
One of the more. spectacular victories of the Arthedain in 
the Second Northern War came when Galhen Eketya, 
Captain of the Rangers. aided by the wizard Saruman the 
White, set fire to a number of the Witch-king's tents 
encamped before Fornost and slew two dozen Trolls at 
once as they fled the flames into a noon-hour sun. 

The Stone. Hill. and Cave Trolls of the eastern high­
lands are only the most common breeds found in Eriador. 
The Olog-hai. the Black Troll bodyguards of the Witch­
king. are larger than the largest Hill Troll and not 
destroyed by the sun as long as their master's will is upon 
them. The Snow Trolls ofForochcl hibernate all through 
the northern summer. They turn to pillars of dirty ice 
when struck by the rays of the sun, but are not slain when 
this happens; when the sun goes down. they return to life. 
The Forest Trolls ofRhudaur. Enedhwaith, and Cardolan 
are much smaller than other Trolls and have a little of the 
grace and cunning of woodland creatures. Said to have 
some Goblin-blood. they are only slain by the most direct • 

and blazing sunlight and thus are somewhat more. mobile 
than others of their kind. 



4.8.3 UNDEAD 
Undead are, roughly speaking, the residue of the souls 

or bodiu of deceased Men (and sometimes other crea­
tures) held to a mockery of their living (anTIS by some evil 
power or horrible curse. Ghosts, souls bound to the earth 
by a powerful or random burst of willpower. 3TC undead; 
so are soul-less corpses such as skeletons and zombiu, 
which are wually animated by the direct action of a 
sorcerer or evil priest. The undead routinely consume life 
energy from the living beings around them. either by 
direct draining of life force (ghosts and wraiths) or by 
physically devouring them (ghouls). Such things werc 
rdativdy rarc in Eriador until rtcendy• when evil spiriu 
summoned by Angmarean sorcery appearx-d i{l some 
numbers in the Barrow-downs of northern Cardalan, 
taking over the graves of tht" kings and nobles of tht" 
Dunt"dain of Amor. 

BARROW-WIGHTS 

Tht" nt"ighboring Bree-Iandt"rs refer to tht" denizens of 
Cardoran's haunted mounds as barrow-wights (W. "bar­
row-men") because they appear as dark. shadowy, Man­
nish forms with eyt"s akin to faint lights. Much of their 
substanct" lit"s in the Shadow-plane. a parallel dimension 
of Darkness, coterminous with the physical world, that is 
a reOection of the evil that has tainted Ardasince Morgoth 
first marred it at the time of the creation. Consequently, 
wights arc difficult to perceive as anything other than dark 
shapes. If observt"d by one who can set" the Shadow-plant", 
or through special magiks, wights take the tattered forms 
of great lords of Men, with withered features and cold, 
crut"l eyt"s. While normally found in tombs or barrows, 
they are not typically the spirits of thost" laid to rest 
therein. This can happen, however. if the tomb's owner 
was sufficiently evil or somehow horribly cursed. 

The main weapon of a barrow-wight is fear. For an 
ordinary mortal. wights embody all the dark terrors and 
nightmares of childhood. Those who encounrerone must 
resist its aura of fear; if they fail. they arc paralyzed and 
unable to move. The touch of a wight is cold, lifeless, and 
killing. It yields a dt"ep slet"p that can often � broken only 
by magical means; the victim may never awaktn. When 
stricken. tht unfortunate victim dreams of (he final hours 
and tht most terrible moments of the original inhabitant 
of the tomb. Wights normally carry their victims into 
tht"ir barrows and deck them with jewels before perform­
ing a ritual sacrifice to Darkness. 

Wights are extremely difficult to disperse. Their only 
physical manifestation within Arda is that of shadow­
only a magical blade can reach the plane within which 
their spirit dwells. Wights cannot bleed: indeed, their dry. 
witht"red shadow-forms hold no blood. Although damage 
to a wight's form can disperse the spirit temporarily. it will 
re-coalesce in time. Like most �ings of the Shadow­
plane. wights are blinded by the sun. If exposed for more 
than a few seconds. they lose fonn and retreat to the 
darkness of their barrows. 

To permanently destroy a wight. the spell laid upon its 
barrow must be broken and the wight itself torn frt"e of the 
Shadow-plane. If the spell upon tht tomb goes unbroken, 
the wight will rcconS[irute itself and reappear afttr somt" 
passage of time. The wight's treasure muS[ be left free for 
all finders. although the slayer is permined to take a few 
items from the hoard. The motivation of the individual 
confronting the wight is t"qually important. Greed will 
effectivdy prevent the loosing of the bonds that hold the 
wight to Arda. The desire to recover from the barrow an 
ancient weapon for aimportant cause is morally accept­
able: but even this desire may be corrupted if the seeker 
takes tOO much trusure for himself. 

WRAITHS 
The Witch-king and several of his minions are true 

wraiths. undead so bound to the Shadow-plane that they 
have no physical fonn at all, unless they wear clothing 
and/or annor to give them shape. The Nazgfll. the 
Ringwraiths of legend. were created from great lords of 
Men by Sauron's magic in the Second Age. Lesser wraiths 
have comt" into being since then. many created and 
controlltd by the Nazgfll. much as the Ringwraiths are 
themselves t"nslaved by Sauron. Such wraiths are similar in 
many ways to barrow-wights. Wraiths, however. are 
bound directly (0 an object or curse. rather than a place. 
and are hence able to travel across the country. They have 
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more free will than a wight and arc ruled less by their 
appetites and passions. Wraiths arc useful serv:mts to the 
Witch-king, being individually dangerous while obeying 
orders absolutcly--an excellent complement to his many 
Mannish minions. 

WEAKNESSES OF mE UNDEAD 

Any undead creature is an abomination, a thing that is 
not part of the natural order of Arda. Even the most 
benign-seeming ghost invariably does some hann, de­
spoiling the health or dreams of those it haunts. Fortu­
nately, due to their unnatural presence, the undead have 
weaknesses that prevent them from being a general threat 
to the living. Lesser mortals, both rational and animal, can 
often " feel" the chill, disturbing presence of an undead, 
sometimes long before it comes into sight. Barrow-wights, 
as noted, arc bound to the tombs they haunt. Wraiths are 
nearly blind and must rely on other means to sense the 
world around them. Ghosts arc anchored to some sort of 
physical focus, typically a weapon or another small object 
that can be destroyed to dispel them. 

Natural forces, such as fire or running water, can 
destroy or panic undead; simple magical sigils that would 
not even be noticed by a Man or an Orc will repel a ghoul 
or keep it from entering a building. Many undead arc so 
fixated on their foul appetites or the grievances or habits 
of their lost life that they can be easily trapped or nicked 
by a clever opponent. A sharp mind and stouthean are the 
best weapons against these creatures. Most of the great 
stories about them celebrate the wits, as well as the 
courage, of those who defeated them. 

4.8.4 DEMONS AND SPIRIT-BANES 
The Maia and Faerii! races have their counterpan in 

raNgrim (5. "demons"; sing. raug) and JatJtgn;r (5. "spirit­
banes"; sing. Jatd4gn;r), servants of Morgoth, the ancient 
Enemy, some of whose history predates the birth of Arda 
itself. Forever bound into hideous forms and appetites by 
their original choice to serve Evil, they appear in Middle­
earth as refugees who hid from the wrath of the Valar in 
the' First Age or as summoned creatures from the Pale or 
the Void, enslaved and bound to a certain task by 
powerful sorcerers and priests. 

Demons, as f.1l1en Maiar, arc utterly evil and unnatural; 
anyone who deals with them or their magic is taking a two­
fold risk: a sudden and ugly death, if he casts a faulty 
binding spell or makes some other misstep, and the full 
force and violence of the Jaw in virtually any realm of Men, 
Elves, or Dwarves. Even the Witch-king. who has a fe'w 
demonic servants, keeps close track of the sorcerers able 
to summon creatures from the Pale within his fortress. 
They are all capable, by choice or accident, of calling 
something more powerful than he himself. 

Fallen Maiar have no fixed description or ievd of 
power. The lesser Maiar (the jswugnir, often tenned 
"greylins" ) are sometimes ludicrously weak. The greater 
(the raugrim) can be strong beyond the might of the annies 
of a vast kingdom; however, [ike their kin amongst the 
Maiar and Faerie (hat remain [rue (0 the Balance, they are 
bound by the force of ancient laws that do not trouble the: 
Free Peoples. 

Most are fixated on one limited theme or tied to a 
specific location, and possess minds blinded by their 
twisted desires and the pain of their evil fate. They have 
strange physical weaknesses, :IS well; some arc actively 
repelled by cold-forged sted or silver, or aromatic woods 
and herbs; others are attracted and softened by the purity 
of childhood or terrified of any show of virtue or strong 
will. Like the undead, they can be repelled or driven offby 
simple spells or protective sigils that would not effect an 

Ore or Troll. The few tharcome to positions of power in  
Middle-earth often disguise their nature, as there exist 
mighty forces and weapons among Men and Elves that 
would be brought to bear against them if their identities· 
are discovered. Mortals have always, in the past, found 
ways to defeat these horrors and return them to the Void 
to which they were banished. 



5.0 POLITICS AND 
POWER, T.A. 1643 

5.1 THE POLITICS OF WAR IN 
ARTHEDAIN 

For more than three hundred years, Arthedain has 
resisud the attacks of Angmar and endured thl" corrup­
tion. betraya/' and destruction of irs sister kingdoms. 
Anhedain stands virtually alont now, poised in the lull 
between storms, cut off by dist:lnce and attitude from 
Gondor far to the South. King Argclcb II, who has held 
the Sceptre of Annt'iminas for a half century, is in contact 
with his more worldly and warlike brethren in th�Sollrh­
kingdom. Unfortunately, the Gondorians have been dev­
astated by the Great Plague, and now face Corsairs, 
Easterlings. and a mysterious new foc in the hean of 
Mardor; thcy can offer little assistance fast enough to help 
the hard-pressed Arthcdain. should Angmar :lttack again. 
To the west, the Elves of Lindon, many of whom fought 
the bloodthirsty hordes threatening to overrun the North. 
kingdom in T.A. 1409, now turn their weary counte­
nances westward toward the sea. For the Arthedain. there 
is nothing to do bur carry on with preparations for war, 
even as they pray for peace and dcliveranc�:md wait for 
the worst. 

S.l.! THE PREOCCUPATION 
OF GONDOR 

TROUBLE IN TliE SouTH·KlNGOOM 
Gondor, a far more powerful realm than Arthedain 

even after its losses in the Plague, might have had [he 
strength to end [he wars in Eriador. but it has been torn 
by internal ;l,nd external problems throughout the long 
trial of the last two centuries. At the time of the Second 
Northern War in T.A. 1409, Gondor's resources were 
wholly invested in a long-standing stmggle between two 
rival branchC!i of the royal house that strove for political 
and military supremacy in the South-kingdom. The reign 
of the aging King Valacar was further disturbed by 
dissension stemming from his marriage to the daughter of 
one ofhis non-DUnadan allies in Rhovanion. The struggle 
of the Kin-strife grew out of these two rebted issues. 

The sister kingdoms of the North played little or no 
role in [his conflict. Cardolan long sought the good will 
of the traditionalists, the confederate parry whose power 
was based on control of Pclargir, the Gondorian fleets, 
and the southern provinces. It was merchants from Pclargir 
and Umbar who sailed to Tharbad every year, trading for 
woolens, fur, grain, glassware and metal and mineral 
goods from Khazad·dum. It was by leave of their w;l,rships 
that any Eriadorian ship traded anywhere in Gondor or 
Harad. The rival faction. the loyalists, controlled the 
king's seat at Osgiliath, along with the northern provinces, 
Dor Rhunen, and the Gap of Calenardhon. They saw the 
landward trade with Tharbad, the Dwarves, and the rest 
ofEriador as useful [0 their cause, but their attention was 

const:mdy on eastern problems. Arthedain, far distant 
from the quarrel and preoccupied with the struggle with 
Angmar. could only offer to serve the Gondorians as a 
mediator. Its weakness and failure to deal with the north­
ern Dunedain's own divisions made its proposals seem 
foolish and its advice hypocritical. 

In T.A. 1432, Valacar of Gondor died and civil war 
began in earO\$t. By f 437 the sly and vicious captain of 
Gondor's fleet, Gstamir, had overthrown Valacar's half­
Northman son and Eeir. Eldacar, and burned Osgiliath. 
Gondor's most important palan,rr was lost in the Anduin. 
Eldacar fled north and rallied his allies in Rhovanion, 
while Castamir, in only ten years of rule, alienated most of 
the South-kingdom's citizens and reduced irs government 
to a shambles. unable to polic� its borders or protect its 
interests. Eldacar returned and slew Castamir, but the 
Gondorian fleet left for Umbar and many citizens of the 
southern provinc�s went with it. Not for the rest of 
Eldacar's rrign did Gondor have shipping or men to spare 
for a northern expedition. Eldacar's successors, while 
s�cure on the throne, have never succeedrd in eliminating 
the threat on their southern frontier. The Corsairs of 
Umbar, as the rebels have been known for the last century, 
have never given Gondor a season's rest from their 
constanr raids. even managing to kill a Gondorian king in 
T.A. 1 634. 
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R.a.AnoNs WITH GoNOOR AND UMflAR IN T.A. 1643 

The faction that brought Castamir to power had always 
been a strong advoc2tc of maritime trade with Eriador. 
Also, as the traditionalist party in the Kin-strife. these 
confederatrs often found resonance in their moral and 
political worldview with the cultural const:rvatism of the 
Anhedain. These dispositions did not die out when 
Castamir's defeated supporters withdrew to Umbar. 
Casraher (Castamir's son) and his Umbarean successors 
bore no animosity toward the DUnt:dain ofEriador. The 
rebels of the Kin-mire saw in Arthedain and Cardalan 
useful (if disrant) allies, and made it a matter of policy [0 
cultivate good relations with the North. 

Like his reign in Gondar, h�wcver, Castamir' 5 northern 
policy was crippled by his own cruelty and political 
ineptness. The emissary he sent [0 strife-tom Tharbad in 
T.A. 1439 provoked a new round of civil wars instead of 
rrsoh'ing the old ones. Araphor of Arthedain, who had 
seen some justice in the traditionalist cause. was outraged 
by the Usurper's brutal oppression and murders. A popu­
lar uprising. supported by Araphor and the Cardolanian 
nobility, drove the last traditionalist ,dnotar out of the cil)' 
soon after the mysterious death of Casta her in T.A. 1450. 

Eldacar's rerum (0 Gondor Ttsulted in another bloody 
slaughter of Dt 'madan by DUnadan. Araphor sent letters 
(0 (he rerurned king. counseling him, as Valacar's son and 
his " cousin." to show mercy toward his enemies. How­
ever. Eldacaralso remembered that Araphor. as the heir of 
the senior Line of Isildur. had not offered him any 
comfort in his exile in Rhovanion and had spoken pub­
licly several times concerning his impure lineage. Securely 
on the throne of Gondor. though preoccupied with [he 
rebels on his southern frontier. Eldacar found that he 
could punish Araphor by ignoring first his "scoldings" 
and then his envoys. 

The quarrels of the fifteenth century only slowly 
receded in the sixteenth and seventeenth centuries. In­
deed. the hatred between Gondor and Umbar was per­
perually renewed by generation after generation of new 
blood. Gondor has been more successful on land. Umbar 
at sea. With both sides ravaged by decades of war. the 
conflict stands stalemated. 

The stalemate extends as far as Eriador, there taking the 
form of an uneasy truce. After a period of political 
infighting following Castaher's unexpected death. the 
Council of Captains in Umbar again sought peaceful 
relations with the north. Traditionalist merchants, now 
based in Umbar. soon reesr.ablished their control of the 
Eriadorian grain and fur trade. A loyalist tanotar has 
governed Tharbad since Eldacar's time. His presence and 
the changes of fortune in (he southern wars have enabled 
Gondorian merchants to compete for the northern trade. 
but never to dominate it. 

Umbar's financial strength in Cardolan is balanced 
nicely by the Gondorian garrison ofTh:ubad. A fleet from 
Umbar could sweep the garrison away in a trice. if the 
Tharbadian factions let it into the city. Knowing this. the 
tdnOlar allows Umbare:an mttchants and travelttS free 
movement in Tharbad. as long as they do not openly 
challenge his authority. The Dwarve:s ofKhaz<ld-dum and 
the Blue Mountains, uninte:rested in the quarrels of Men, 
sell weapons and steel tools to both sides. supporting 
whichever faction promises to keep Tharbad open as their 
gateway to the sea. The Umbarean Council of Captains, 
content with their stake in the Dwarve:n trade and see:ing 
less at stake in Cardolan as the country is ruined by civil 
strife and plague, have so far accepted this siruation. 

Argeleb II of Arthedain. more so than his father 
Araphor, has shown occasional interest in Umbar's diplo­
matic overtures. However. any sympathy he or the Arthadan 
nobility might have toward the traditionalist viewpoint 
has been poisoned by what many sec as Umbar's fall into 
corruption. Grievous e:nough. to the Arthadan mind. were 
the older kin.slayings of the Arthadan-Cardolanian wars 
and the more recent struggle for the throne of Gondor. 
But for two hundred years. the traditionalist state has be:en 
without a king. its governme:nt a nest of quarreling 
factions and conspirators. Further. the Corsairs ofUmbar 
have practiced devastation and pillage with a will the 
Arthedain normally associate only with Wild Me:n and 
Orcs. If the heirs of Eldacar have never returne:d Gondor 
(0 the pure:st traditions of the Faithful. the:y have: at least 
acted like DUnadan kings. The rulers of the: South­
kingdom, however tainted their lineage might be. howe:ver 
harshly they might treat their hate:d Umbarean and 
Haradrim foe:s, afe honorable men by Arthadan stan­
dards. 

Umbar, less grievously afflicted by the Great Plague of 
T.A. 1636. is now more capable: than Gondor ofle:nding 
material assistance to Argdeb in his struggle against 
Angmar. However, Argdeb and the leaders of the Great 
Houses have: gone far toward reconciliation with the heirs 
ofEldacar. Umbar's influence in Tharbad and along the 
Gwathl6 tantalize: those in Arthedain who dream of 
reclaiming those lands for a renewed Kingdom of Arnor. 
Various Umbarean envoys have encouraged this vision. 
suggesting that a st.:l.ble government in Eriador would 
increase meir trade revenues enough to finance a major 
e:xpedition against Angmar. On the: other hand. the 
Captains of Umbar are: avowed foes of a Gondorian 
regime that has, by upholding the moral and culrural 
traditions of the: Faithful and by providing a steady trickle 
of military aid. legitimized itself in the eyes of its northern 
cousins. Whate:ver Umbar might promise, most of the 
Arthedain see tangibly realized rather by embattled Gondor. • 



Now constantly b�et by troubles from the East and 
South, Gondor's new King Tarondor has (Q weigh care­
fully eve:ry man or we:apon he: se:nds to the distant North. 
Matte:rs are complicated further by the cultural remote­
ness of the two primary DUnadan kingdoms. Gondor, 
with a thousand years of border problems, habitually 
reaches for sword and shield. The Arthedain look to the 
stars and rdy heavily upon incantations and mysticism to 
sustain them, lamenting each bloody encoun{,er of war in 
song and verse. Their arcane and faralistic approach to 
problems confuses the Gondorian legations that come [0 
Fornon; the Arthedain never seem to appre:ciate: what 
little hdp the Gondorians provide. While: valiant, noble 
and capable fighters, the Arthedain are eve:r-dwindling in 
number and ever-wearying in spirit. Now that the Arthadan 
dream of a reunited North-kingdom of the DUnedain 
seems utterly hopeless, simple survival will prove difficult 
e:nough. 

5.1.2 THE ROYAL COURT 
The Aradhrind, the Arthadan royal court, values and 

follows the tradition thar a rigid hierarchy should provide 
the struerure-rhe social gluc---that binds each member 
of sociery to the other. The one failing of such a model is 
that it allows little room forexperimentarion and even less 
for iconoclasm. One either fits in and does one's assigned 
task, or one is shunned or punished. 

In summary, the Court of Arthedain is strucrure:d in the: 
following manner, in order of importance: 

-The king 
-The King's Council (seven members, one each 

from different noble families) 
-The Lord-commander of Arthedain's army and 

the Captain of the Royal Guard (two people) 
-The seers and Guardians of the Palantiri 
-Mentalists. herbalists, and alche:mists who serve 

as advisors 
-Representative artists and artisans, chosen by the 

King's Council, to provide outside opinion 
-Court historians and record keepers 
-Lesser servants to the king and his court 

THE KING's CoUNCIL 
In TA 1643. King Argdeb II fa(esa somewhat hostile 

council. It is composed of the: /!rfalani of the seven princi­
pal families of the North-kingdom, the IIrfllnOSJi (sing. 
"r,"nossf), each of which owns considerable property and 
maintains men-at-anns indepcndentof royal forces. With 
the threat of invasion. the IIrtllnossi traditionally put their 
forces at the disposal of the king. although squabbling 
over rank and strategy is common. The seven houses arc. 
in order of power: the Tarmear. the Ekeryar, the 
Orr6menyar, (he Hyarr6menyar. the Emeryar, the 
Fonnenyar, and the Noirinanyar. 

Each IIrt4nOJJi sports its own lWe-colored banner and 
distinctive' dress. Six of them draw their names from areas 
of Numenor, from whence they fled with Elendil before 
the Downfall. In contrast, the' Eketya clan, the' most 
militant and ambitious. takes their name from the tlrrl, the 
short, stabbing sword of the Numen6reans. 

The other IIrlalloss';'-with the exception of the T annea 
dan, who arc also traditionally militaristic-view the 
Eketyar with alarm. The' T armear, as ambitious as the 
Eketyar. have' bee'n intriguing for centuries to gain control 
of [he northern part of Siragaie, land adjacent to the 
territories over which their fortress, T armabar (Mar 
T anni!aron)' stands guard. They are losing that struggle. 
because the Halnings, settling the area the T annea claim, 
prefer to look directly to the king for whatever leadership 
they want or need. 

OTHERS IN THE ROYAL CoURT 
The Hirgon Dagorwaith Aran (5. "Lord-commander 

of the Royal Anny") and the Dirgon Tirith Ann (5. 
"Captain of the Royal Guard"). have. at best, an adversarial 
relationship. The first position is held by the IIfllnion, or 
crown-prince, who tends to heed the desir� of the 
nobility who provide most ofhis soldiers. Dirgon Tirith 
Aran, an old and loyal soldier who takes seriously his 
responsibility as first military ad visor to the Sceptre. tends 
to think first and only of the king. The two men are jealous 
of their spheres of innuence, and rarely agree on issues. 

The secrs and the Varyari Palanririon (Q. "Guardians 
of the Palantlri;" sing. Varyar Palanririon) assume more 
importance in times of relative ptace'. Indeed. they arc 
traditionally the king's clos�t advisors. With the con­
stant menace of Angmar. however. the seers arc overshad­
owed by the military. Thesomctimcs cryptic and puzzling 
infonnation provided by the stones does little to calm 
Arthedain's more militant princes and knights. who seck 
certain answers and decisive policy. 

Others on the council se'tve at the pleasure of the king 
and rarely have much to say ahoutmatttrs of state. Rather, 
they focus on thtir own domains, whether of study, 
proptrty. or government, for the Arthedain believe strongly 
in an ordtrcd. cultured, well-tended society. 

THE ROYAL DEClSION-MAKING PROCESS 
As with most monarchies, the king makes the final 

decisions ahom important matters of state, such as declar­
ing and fighting wars. raising taxes. or granting land and 
privileges to his subjects. Thus, ArgcJeb II. Arthedain's 
current ruler, stirred up a good deal of controversy when 
he granted the lands now called the Shire to the Hobbits 
forty-odd years ago over the protests of some of his 
councilors. 
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A brief outline of the royal decision.making process 
that resulted in the granting of the Shire to the Hobbits 
in T.A. 1601 follows: 

-The king hears from a councilor that Marcho 
and Blanco Fallohide desire [0 address him on an 
important matter. 

-Argeleb grants the request and, with the 
Aradhrind present, hears what the Hobbit 
brothers have to say. 

-The Aradhrind debates the granting of the land 
to the Fallohidcs and their kin in open court, 
with the king present. Argeleb pays dose 
attention [0 the opinion of the biflOn, then to his 
brother, Prince Dolrum, who urges the granting 
of the land. Privately, Min3Stir states his concern 
that House T armea h3S grown too powerful and 
self.important and threatens his (and thus the 
king's) control of all the fighting forces in the 
North-kingdom. Claiming a chunk of their land 
and giving it [0 the Hobbits amounts to putting 
the Tann�ar in their place, a risky but almost 
certainly necessary move at a time when their 
support for Argcleb is critically needed. The 
nobles then vote five to two in support of the 
grant, with the T annea and Eketya houses 
opposed to it. 

-Argeleb consults the seers, who look into the 
pilitlnl[ri and report positive yet ominous results to 
the htrular{m, the head of their council, who 
interprets these results for the king. 

-The king ruminates and announces in the 
presence of the full court that he will grant the 
Fallohides' request. 

-Marcho and Blanco dance a jig around the court, 
to the dismay of some nobles and the delight of 
ochers, including Argeleb. 

5.1.3 THE NOBIUTY AND 
COMMONS 

Arthedain is a land of two laws, one royal and the other 
noble. Lesser folk obey both; while an appeal to royal 
justice to overrule a lord's decision is possible, it is always 
difficult and seldom safe. Each of the seven artanossi, whose 
leaders comprise the Aradhrind, controls a substantial 
portion of the North-kingdom's lands. Other than granr­
ing the king's messengers the right of way and heeding 
royal decrees that directly affect rhem, each artanossi'is like 
a small kingdom unto itself. Many of the smaller fiefs have 
similar privileges. Royal roads and the land beside them 
indisputably belong to the king. but much of the land rests 
in other hands. 

The green and rolling lands of northern Siragal�. for 
example. were. until Argdeb II's decree of 
T.A. 160 I ,  claimed by House T ann�a. 
under title of grants and privileges made 
by previous kings and the Elves who 
actually had the legal rule of the country. 
The T ann�ar had done linle to farm the 
land. but did patrol it and granted great 
pieces of it to their knighrs. who in effect 
were disenfranchised by the king and [he 
Hobbits. Thus. the anger of the T ann�ar 
is more e3Sily understood; to them. law 
and cusrom, as well as their ambitions, 
had all been violated. { 
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Servants, fanners. tradesmen and crafts­
men residing in a noble fiefdom will swear 
allegiance first to the king and then to the 
house which both protects and governs 
them. More so than in FornoS(, the struc­
ture of government in many of the fiefs is 
an authoritarian one. Towns and villages 
are often free to choose their own local 
leaders. and they are usually at odds with 
local lords over the extent of each other's 
authority. balancing the noble's traditional 
rights against the townsmen's charters 
and privileges. The towns attract the mo�· 
indtpendent thinkers among the com­
mons for this reason. In the countryside. 
for deciding the simplest matters, such as 

when to harvest or who will pay to replace 
a damaged fence, the lord or his officers 
must be consulted. 



S.2 POLITICS AND POWER 
IN CARDOLAN 

Cardolan has been a Numen6rean colony. a province of 
Amor. and an independent monarchy. The princ(S of 
Cardolan. whether they have gone by the tides of va�ri 
(Q. "protectors"), rdllolari (Q. "governors"), hlralb (S. 
"barons"), or tm;�,b (5. "prince's"), have almost always 
mainr.ained a considerable degree of autonomy. In all its 
history, only Elcndil, Valandil and the Cardo!anian King 
Thorondur can be said to have truly brought [he princes 
(0 heel. Thus, the current situation, whue only a minority 
of the princes recognize any sovereign, is not as anomalous 
as it might appear If first glance. 

While (he Kingdom of Cardolan endured. the king's 
position was generally first among t'luals amidst his feudal 
lords. The king alone had authority over extemal aff.,irs 
and alone could promulgate laws for the realm. However. 
the king had very little control over the internal affairs of 
che princes' domains. By refusing to cooperate. che princes 
could effectively veto many of the actions of the king even 
within his own sphere, especially miliury decisions. Their 
only uplicit obligations were to pay an annual uibuu� and 
to provide troops in wartime, and excuses could usually be 
found to delay these duties if necessary. 

Therefore, Tarchil n instituted the Council of the 
Sceptre, which included all of the princes. The function 
of the council was to obtain their advice and consent. The 
Badhron Aran (S. "King's Chancellor") was often in­
cluded in the council, and a skilled boIJbrol1 could greatly 
enhance the king's prerogative, as few of the princes had 
any taste for the mundane bureaucratic deuils of imple­
menting their decisions. 

After rhe fall of the Cardolanian monarchy, the ancient 
Nlimen6rean omce of (allotll,.(Q. "governor;" lit. "lord of 
chieftains") was revived to combine the: governmental 
functions of the boIJbroll and the king's fonner position as 
captain of the joint military force:s of the realm. As might 
be expeCted, this office did not long endure in its intended 
form. The: princes now honor the Gondorian garrison 
commander and tax collector at Tharbad with the title, 
although he has little real power. 

5.2.1 THE PRINCES AND LORDS 
Fourof the seven traditional DUnadan princessrill hold 

their ancie:nt fiefs in Cardolan: the trIliia,h of Dol Caladir 
and Dol Tincreb, and the hiralh of Girithlin and T yrn 
H6dhath. Their citles date back [0 Nlimen6rean rimes, 
though they were renewed by Elendi!. Valandi!. and 
Thorondur. The houses of Girithlin and Dol Tinereb 
retain the ancient tradition that the title can only pass to 
a male heir, while the other principalities have had female 
rulers. The functions and shape of the government of the 
princip:llities have varied. In general, the princl"s dell"gatl"d 
most 10c:lI judicial and governmental functions to thl" 
lower Dunadan nobility. Now it is more common [0 see 
local military commanders or mayors exercising chese 
functions. 

Thue othu small stites comprise the rest of CUrTent­
day Cardolan. These are the Kingdom of Saralainn, the 
Cantons ofFaerdor, and the Domain of the Warlord. The 
first is the: successor stlte of the Emildor ofEthi r Gwathl6. 
while thesccond is the successorto the Hfrdor ofF:lerdor. 
The Warlord is a new deml"nt in Cardolanian politics. a 
lord of Trolls and Orcs. carving out a new realm. 

The old Hirdorof the Eredoriath on the eastern march, 
traditionally considered the seventh principality of 
Cardolan, consisted of all lands east of the Nen-i-Sul as 
far as the valley otthe Mitheithd and as far north as 
Nothva Rhaglaw.ltactually fell largely within the bound­
aries of Rhudaur when Arnor was sundered. The barony 
was divided up rather quickly by Thorondur and 
Galadhrion upon the childless de3th of its ruler in T.A. 
899. The portion of it within the bounds of Cardolan 
became a short-lived military m:lrch, ruled by the Prince 
of Ethir Gwathl6. This was a corrupt line. its trIlif 
commonly an absenree ruler, usually living in luxury in 
Tharbad and concerned only with the prompt arrival of 
his taxes. 

The six principalities are considered individually in the 
texr below. 

THE HIRDOR OF GERITHUN 
The Barony ofGirithlin traditionally e:ncompassed the 

northwestern half ofMinhiriath; its important lands were 
all along the south bank of the Baranduin between the 
Men Garan and the sea. CUrTendy [he barony's portion of 
the Saralainn has been taken by the new kingdom of that 
name. and a substantial chunk of the southeastern high­
land has bce:n expropriated by the Warlord. The h;,.Joris 
ruled from Minas Girithlin, a fortress on a hill overlook­
ing a great bend of the Baranduin, within sight of (he 
Elvish lands across the river. In the past, the baron has 
often supervised the gove:rnance of his holdings from one 
of the great houses the f."1mily maintains in Tharbad and 
Fornost Erain. 

The Hir Girithlin has always b«n one of the richer 
lords, financed by the amber beds near the momh of the 
Baranduin-at least until recently, as the beds have begun 
to play out and no new fidds have been discovered. The 
Girithlin family has a tradition of aggressive ambition and 
independence. Even now, when the baron plays thl" loyal 
servant of Arthedain, some of his funds go out to subsi­
dize his more unruly brethren. 

Girithlin is governed with a heavy hand, and the baron 
is the absolute and unchallenged ruler. The only excep­
tions are the Rivennen of the Baranduin, who are left to 
fend as they please. This has ensured that the isolated 
amber beds remain intact, and if the pea.�ants revolt there 
will be plenty of money to buy some me:rce:naries. Other 
lords, like those of Faerdor and Ethir Gwathl6. had a 
similar arritude, bur both of their lines are extinct. 
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THE HIRDOR Of TyW H60HATH 

The Barony ofT yrn H6dhath once consisted of a suip 
of territory fifty miles deep running south of the Great 
East Road from the Bar.mduin to the Nco-i-Sul. though 
its baron now only controls a fraction of that territory in 
the eastern and somhcrn Barrow-downs. The baron once 
ruled from [he beautiful town ofFaegil, on the laur Men 
Formen south afBrte, but Faegil was sacked in the Battle 
on Tyro H6dhath in T.A. 1409, and it has not been 
rebuilt. The baron now holds court in his fortrl"SS of 
Minas Mallorh further [0 the northeast. Because of the 
religious significance of these lands. the bf,.JM once had a 
relatively large DUnad:m population. The barony was 
almost as exposed as the Ercd�riath in the wars among the 
DUnwain and with Angmar. and has suffered accord­
ingly. The great recent peril has been the invasion of evil 
spirits-theJamub NuJh(S. "grave-ghosts;" coli. "barrow­
wights"), which have been seeking.. successfully, to take 
possession of the royal dead in the sacred barrows. 

Since the wight-invasion during the Plague Years, the 
baron has been a very loyal v;tSul of the King of Anhedain. 
The subsidy from Fornost Erain suppom the military 
efforts of the hrrJM, so the few subjects who dare to reside 
in this haunted land are little molested. There is still a 
fairly large Hobbit population here, mon of whom live 
near the southern eaves of the Old Forest. 

THE �WOR OF DoL T� 
The lands of the Prince of Dol Tinereb historically 

consisted of most of the highlands along me royal roads 
betweenSarn Ford and the Andeimel in cenml Mindomath. 
Since the destruction of House Faerdor, the prince has 
acquired most of the king's lands in the nonhem Gwathl6 
basin that Faerdor had appropriated. Despite their ancient 
claims to the Pinnath Cuen, the lords of Dol Tinereb long 
ago gave up trying to rule the stubborn Enedrim who dwell 
there. The princes had, for a time, ruled from the small city 
of Andrath, once imponant as a religious center, at the very 
south edge of the Barrow-downs. Andrath has been ruined 
and rebuilt many times, but reconstruction has not been 
begun since its capture by the Hillman king. Bruggha, in 
T.A. 1 639. Metldith (Thalion), the bustling town at the 
junction of me Old Nonh Road and Redway, virtually in 
the center of Carooilln, now serves as the capital as it has 
many times in the past. 

Except for the recent acquisitions, Dol Tinereb is not 
a fertile province, and its lords have always prospered 
because of their ancient right ro impose tolls on traffic on 
the Old Nonh Road. The princes have been unusually 
astute in investing this income in mercantile ventures. 
They are the only Men ever granted the hereditary right 
to be called Dwarf-friends. because of their frequent 
dealings with the folk of Khazad-dum. Dol Tinereb has 
done the ben job among the principalities of susuining its 
economy, its political inregrity, and itself in the two 
centuries of trouble since the fall of the kingdom. Its 
current prince follows a vaguely nostalgic policy, designed 
largely to guard his own auronomy. 

THE ERNlWOR OF DoL CALADIR 
The Principality of Dol Caladir has always been the 

richest agricultural realm in Cardolan, for it contains moS[ 
of theGwathl6 basin in Minhiriath. The princes rule from 
the magnificent Argond, a tower twenty miles to the 
southwest ofTharbad. 

The rulers of Caladir are notorious for an arrogance 
more appropriate to the ancient NUmen6rean imperial­
ists. This may be because their position has depended, 
more than that of their fellows, on the productivity of 
their servants. The lands were heavily damaged during the 
peasant rebellion in T.A. 1414, and with the decreasing 
growing season productivity has not really recovered. The 
response of the ruler has been more and more authoritar­
ian, and few people would be surprised by another in 
Caladir's long series of uprisings. 

THE FREE CANTONS OF FAERDOR 

The Principality ofFaerdor long consisted of the lands 
betwun the Andeithel and the Nen-i-Sul. A considerable 
strip of southem Faerdor has b«n removed by the 
Canot:lr of Tharbad and by the Emil of Dol Tinereb. 
Faerdor nominally rules most of the South Downs as well, 
but these have been abandoned. 

Faerdor was a fairly prosperous province, but the 
fonner rulers obtained their real wealth from their in­
volvement in shipping. Reasonably considerate of their 
subjects, the princes were also notorious for their ambi­
tions. Faerdor won the civil war that followed the death 
of Queen Nlriel, but did not obtain the Sceptre. The third 
canotar ofCardolan and twenty-second Baron ofFaerdor, 
Gaerdil the Bad, was a madman whose worst terrors were 
reserved for his homeland. Gaerdil assassinated or exiled 
vinually all of his minor nobles and his own family before 
his bodyguard grew so disgusted that they slew both him 
and his heir. After Gaerdil's death, there were no lords in 
the land, and the commoners had learned to loathe any 
noble. Following a period of considerable confusion, the 
people resolved [0 govern themselves. In the towns along 
the Gwathl6, decisions are made collectively by the adult 
males of the communitil"s in long unruly ml"l"tings. In thl" 
countryside, chI" Nonhman warriors and rich peasants 
effectively rule as a new minor nobility, a system that is 
functionally little diffl"rl"nt from that seen in the rl"st of 
Cardolan. 

THE KiNGDOM OF SARALAINN 
The King of Saralainn claims all of Minhiriath, but 

actually rules only the remainder of the former Ernildor 
of Ethir Gwathl6, which included a narrow stTip o f  
floodplain along the great river and a goodly expanse o f  
trl"dess grassland inland. Thl" capital i s  the pon o f  Sud uri. 
fonnerly call1"d Mistalonde or Lond Gwathl6, but rI"­
named in honor of thl" first king's father. However, the

­

king and his coun are usually on procl"ssion, visiting the 
clans and tribes. The irrefutable honor and ruinous 
expensl" of entertaining [hI" king is an effl"ctive deterrent 
which kl"eps the endemic rebellions restricted in size. 



The baITen lands ofSaralainn attracted few inhabiunrs 
while (he Kingdom of Cardolan lasted. The Prince of 
Ethir Gwathl6 was m:linly concerned with. his tolls on 
traffic on the river, and allowed a few Dunnish tribes [0 
s«de in his territory for vague and rarely fulfilled prom­
ises of mbute. The population grew greatly as times got 
rougher, swelled by refugttS from the north and east. The 
emergent culture of the clansmen of Saralainn had little 
use for their absentee landlord, and generally cooperated 
when the usurper Gordaigh T rollbane drove out the 
forces of the last prince and proclaimed himself a king. 

The King of &1ralainn has a great deal of trouble 
kttping some semblance of order in his rowdy realm. The 
clans and tribes owe tribute and military service to the 
king. but neither is easily obtained. If all the ci'ans and 
tribes acknowledged him, (he King ofSaralainn would be, 
by far, the most powerful lord in Cardolan, but that has 
yet to occur. 

THE WARLORD'S DoMAIN 
Ouring the Plague Yurs, the bizarre Half-troll known 

as the Dagorhir (5. " Warlord") led an army of Ores, bars, 
wargs. and Hill Trolls ou[ of Rhudaur into Minhiriath. 
They established a b;u;e i n :l  gypsum cave complex in the 
south central Girithl in highlands and unfortunately settled 
down to stay. &veral nearby villages pay tribute to the 
Warlord, who also keeps many slaves to fann the lands 
nearby. Lhugband (5. "Snake's Prison")' his new 
name for the caves, is derived from the white 
serpent on the Warlord's shield. There have been 
several attempts to squash this "domain." but the 
Warlord has proven to be a crafty general, and 
Lhugband IS provisioned to withstand :I long 
siege. 

THARBAD 
Although Tharbad has lost all of its glitter and 

most of irs pride, it is still a mighty city. at least by 
the standards of the North. The KingofCardolan 
once ruled Tharbad; it provided him a power base 
for the control of the unruly princes. Few of the 
kings had a taste for living in Tharbad. keeping to 
the royal compound at Thalion (Metraith). They 
governed the city through the office of the mayor. 

There is still a mayor, but he serves only as a 
figurehead for ceremonial occasions. Afterthe fall 
of the kingdom. Gondor took an ever·increasing 
role in Tharbad. Now the government of the city 
is in the hands of the Gondorian {inolar. Even the 
(anola,.'s effective powers :Ire limited. The real 
power of the city lies in its myriad guilds. The 
guilds were always a potent force in the city. but 
in the disruption of trade. industry, and food 
supplies after T.A. 1409, their influence vastly 
e�ded. Although me conflicts among the guilds, 
and between the guilds and the refugees in the 
city, keep Tharbad agitated. the {anotar finds that 
they must be indulged as the only means to keep 
any semblance of order. 

Within the context of politics in Cardol:m, Tharbad 
functions as a frtt city. Tharbad controls a substantial 
amount of land around irs environs by virtue of the 
Gondorian soldiers of the {anOlar. The {anotar maintains a 
bold face, but all know that he is unlikely to get rdnforce­
ments ormore money from the South. He therefore tends 
to play a cautious game in the morass of Cardolanian 
polities. 

5.2.2 THE FACTIONS 
The princes of Gardolan can be grouped into three 

semi-permanent factions. though sides change quickly. 
The Mellonnath Arthedain (5. "Friends of Arthedain") 
view the high king at Fornost Erain as thl' traditional font 
of authoriry whose co-operarion is required for any 
restoration of order in Cardol:lIl. The Mcllonnath Gondor 
(5. "Friends of Gondor") respond that the King of 
Gondor is the only person with enough power to rebuild 
rhe country. Thl' independents, the Mellonnath Leinas 
(S. "Freedom-lovers")' agree that the current siruation is 
unfortunate, but see no need to involve outsiders. These are, 
at any rate, me positions taken for public consumption. 
Each of the princes, save perhaps Pclendur, Hir T yrn 
H6dhath. who has his hands full in his own lands. sees the 
re-unification of Cardolan as a process [har he should lead. 
In the afunnath of the Plague Years, intrigue is in relarive 
abeyance. bur (he polirical siruation remains vola rile. 
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5.2.3 THE GREAT GAME, T.A. 1642 
The political siru;uion in T.A. 1642 illustrates the 

convolutions considered normal in Cardolan. It involves 
local rulers (Sec Section 8.2.) and the elite mercenary 
companies (See Section 7.2.3.), along with the diplomacy 
of Princes Arvcgil and Minastir of Arthedain. By the end 
of the year, in fact, the subsidies and assurances delivered 
by the two princes will divert most of the schemes of 
intrigue cowards a grand campaign against the Warlord. 
(See Section 9.3 in Artwr: The umJ.) Any given year in 
Cardolan will always find a similar cast of characters 
setting devious plans in motion, all intent 011 winning the 
"Great Game" of politics, even as the game board crumbles 
and rots before their eyes. 

, 
MINHIRlATH 

Echorion. [he Hir Girich!in, probably has the best 
claim to the vacant throne of Cardolan, and Girithlin has 
traditionally been among the Mellonnath Leinas. How­
ever, declining amber revenues have convinced Echorion 
(or, more correctly, his regent and uncle Aervellon) that 
it is rime to play a waiting game. Aervellon is very vocal in 
his support of King Argeleb II of Anhedain; he is also 
providing most of the funds for the Ragh Crann-Sleagha 
mercenary company to serve King Lanaigh ofSaralainn in 
a campaign against the Wadord. 

Actually the mercenaries are doing nothing against the 
Warlord, but are preparing instead against an expected 
Anhadan expedition. This secret is the real reason for the 
subsidy. Lanaigh, as the unblooded heir of a usurper, has 
the least to gain in a Dunadan restoration. He is very 
uneasy about the unrest among the numerous refugeessrill 
remaining in his capital and has been making open 
overtures to Gondor through the Canotar of Tharbad. 
The Warlord seems to be content to continue his unop­
posed pillaging, but he is developing an intricate plot to 
trap Forak, the Half-orc captain of the Forak Eiginn 
mercenary company. As unlikely as it seems to the 
Cardolandrim, the Witch-king really does consider the 
exiled Forak a rebel, and there is a large price on his head, 
just as the Half-ore claims. 

MINOORNATH 
Pelendur, the Hir T yrn H6dhath, is in this year abso­

lutely loyal to Arthedain, for only the traditional DUnedain 
of that realm have important enough interests in his 
wight-infested lands to continue the struggle. Pelendur 
would very much like to see the King of Saralainn's 
expedition go north into Girithlin, instead of northeast 
against whatever Arthadan force might appear at lach 
Sarno He has also been trying to arrange a clash between 
Dol Caladir and Girichlin, mainly by bribing Khanil, [he 
captain of the Dwarf-warriors currently in Finduilas of 
Caladir's employ. 

Finduilas Ill, Ernileth of Dol Caladir, has found herself 
leading the Mellonnath Leinas, though, by taste, she is a 
Mellon Arthedain. The princess is little respected among 
her peers because of her gender and her predilection for 
studying ancient scrolls and books of lore. Actually she is 
a most competent player in the Great Game. Finduilas is 
aware of the negotiations between Khanil and Pelendur, 
unbeknownst to either. She is allowing their plans to 
proceed, because she has bigger fish in the fire, and such 
a minor war would effectively divert suspicions. Her best 
spies (after decades of preparations) are about to unleash 
a major anti-Gondorian rebellion among the guilds of 
Tharbad. If it succeeds, all the better, as the rebels would 
be easily subverted. 

Hallas, Ernil of Dol Tinereb, finds himself a leader of 
the Mellonnath Gondor. This is not an entirely unusual 
position for him, but he is feeling his years and losing 
interest in politics. His current ambition is to restore 
beauty to his ruined former capital of Andrath, and he has 
retained Forak for this purpose. He has also contracted 
with the mercenary company, the "Steel Riders," for a raid 
against the Warlord; for Hallas is finding religion in his 
old age. Celebdur, Hallas' fifth and only surviving son, 
and Faradon, Hallas' grandson by his first son, take a dim 
view of the old man's attempts to squander their inherit­
ance before they get it. It is somewhat unusual (hat the 
other princes are not going after the weakening and 
disinterested Ernil Dol Tinereb, like wolves after a 
wounded ewe. 

THARBAO 

Imlach Haradrist took office as callolllr only seven 
months ago, after the suspicious death of his predecessor. 
Imlach's appointment did not seem to local observers to 
be wise, for the Dunadan is a battle-hardened soldier who 
has served Gondor for most of his life in Harondor. 
Although the doughty veteran has yet to really get a feci 
for the polities of Cardolan, he has instituted an impres­
sive program of reforms in Tharbad, which has grown 
accustomed to graft and disinterest from its governors. 
Unfortunately, this has made Imlach a number of enemies 
among the more powerful guilds, although he remains 
popular with the less skilled groups, especially the Sailors' 
and Laborers' Guilds. Imlach is close to uncovering the 
planned revolt, but whether or not he will do so in time 
is an open question. 



5.3 THE GOVERNMENT 
OF RHUDAUR 

Rhudaur, at [his rime, seems to be securely under the 
thumb of Angmar. Its rather rudimentary government is 
run by King Ervegil Stonearm and his steward. Maschbram. 
both of whom live in the keep at Cameth Brin. A handful 
of corrupt witty/han (Du. "royal constables") collect the 
taxes and resolve all issues the village ((On/,ordan (Du. 
"chiefs") cannot settle among themselves. The soldiers 
and Orcs ofRhudaur and Angmar, who outnumber the 
villagers in some places. ignore Rhudaurian constables 
and laws virtually at will. although their captains hang a 
number of them each year for abusing the locals and 
thereby threatening their ben source of provisi(;�ms and 
female. company. 

The watrthan usually perform their duties carrying 
mdrJIs, ornate leather satchels, as their only symbol of 
office. The satchel contains a pouch for taxes and what­
ever bribes are necessary to motivate the constable to 
perfonn his duty. Ironically, the satchel h3S a bead and 
feather design on it chat the learned would recognize as the 
personal coat-of-arms of Galadhrion, the first Dunadan 
king of Rhudaur. Inside the satchel. if anyone looked, is 
a set of Arnorian laws wrirren in classical Adunaic, 
Westron, and Blarm. Galadhrion's scribes created these, 
the only large documents ever written in Blann, to try to 
provide law for all of the king's subjects. 

The Hillmen give grudging obedience to the Jaws of 
Ervegil while in the lowlands, but on their own ground in 
the T rollshaws they obey their tribal leaders and customs. 
Broggha, the larg-arlll, or high chief. of the Hillmen has 
held his position for almost two decades, a tribute to both 
his skill and luck. He and Ervegil detest one another, but 
campaigned together for maqy years. Broggha, while 
temperamental, is not yet interested in doing something 
about his resentment, but a recent message from the 
Witch-king orders him to organize a major arrack on the 
remnant lords of the Angle in southern Rhudaur, and then 
on Faerdor in Cardolan. Since this would involve the 
shedding of much Hillman blood for little profit, Broggha 
is considering the words of a secret advisor, concerning an 
alternate plan to drive all of the Orcs and "lowlanders" 
out ofRhudaur, leaving only the Hi limen and the Dunnish 
tribesmen. If that were accomplished. the Hillmen could 
hunt and raid as they please, and a great larg-anu could 
create a true kingdom for himself and his sons. 

6.0 SOCIETY AND 
INSTITUTIONS 

6.1 THE LANGUAGES 
OF ERIADOR 

Sindarin, the oldest language now spoken in nonhwest­
ern Endor, was the original tongue of the Grey-elves of 
Beleriand. During the Age of the Stars it was adopted by 
both the Nandorin and Noldorin Elves who came to 
dwell in Beleriand, and by most of the sentient Faerie 
creatures who dwelt west of Rhun. The Dwarves of the 
Blue Mountains also learned it. to trade with the Elves. 
and in accord with their custom of never speaking with 
outsiders in their own. secret tongue. Khuzdu!. 

The natives of Numenor spoke Adunaic, a sophisti­
cated and elegant blend of the ancestral northern Mannish 
language of the First Age Edain and the mellifluous 
Quenya [Qngue spoken by the Eldar of Aman. But. as the 
loremasters relate, "The ancient Adunaic of Numenor 
became worn down by time-and by neglect. For owing 
to the disastrous history ofNumenor it was no longer held 
in honour by the 'Faithful' who controlled all the 
Shorclands from Lune to Pelargir. For the Elvish tongues 
were proscribed by the rebel Kings, and Adunaic alone 
was pennitted to be used, and many of the ancient books 
in Quenya or in Sindarin were destroyed. The Faithful. 
therefore, used Sindarin. and in that tongue devised all 
names of places that they gave anew in Middle-earth. 
Adunaic was abandoned to unheeded change and corrup­
tion as the language of daily life. and [he only tongue of 
the unlettered. All men of high lineage and all those who 
were taught to read and write used Sindarin, even as a daily 
tongue among themselves. In some families. it is said, 
Sindarin became the native tongue, and the vulgar tongue 
of Adunaic origin was only learned casually 3S it was 
needed. The Sindarin W3S not however taught to aliens, 
both because it was held a mark of Numen6rean descent 
and because it proved difficult to acquire-far more so 
than the 'vulgar tongue'. Thus it came about that as the 
Numen6rean settlements increased in power and extent 
and made contact with Men of Middle-earth (many of 
whom came under Numenorean rule and swelled their 
population) the 'vulgar tongue' began to spread far and 
wide as a lintw' franca among peoples of many different 
kinds. This process began in the end of the Second Age. 
but became of general importance mainly after the Down­
fall and the establishmentof [he 'Realms in Exile' in Arnor 
and Gondor. These kingdoms penetrated far into Middle­
earth, and their kings were recognized beyond their 
borders as overlords. Thus in the Nonh and West all the 
lands between the Ercd Luin and the Greyflood and 
Hoarwell became regions of Numenorean influence in 
which [he 'vulgar tongue' became widely current .... Within 
the original bounds of the Kingdoms the 'vulgar speech' 
soon became the currentspcech, and eventually the native 
language of nearly all the inhab��nts of whatever origin. 
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and incomers who were allowed to settle within the 
bounds adopted it. Its speakers generally called it Westron 
(actually AJlini, and in Sindarin Anmlnai/). But itspread far 
beyond the bounds of the Kingdoms-at first in dealings 
with 'the peoples of the Kingdoms', and later as a 'Com. 
mon Speech' convenient for intercourse between peoples 
who retained numerous tongues of their own. Thus Elves 
and Dwarves used it in dealings with one another and with 
Men." (T1!t Ptopks cj MiJdiNarlh, pp. 3 I 5-316) 

Other local dialects of Adunaic rose in other 
Numenorean colonies in the third millennium of the 
Second Age. but alongside them also grew the evils of 
racial pride and greed. Imperial oppression brought with 
it a movement among scholars and officials to "purify" 
the languages of the colonists. Thus they imposed a 
standard grammar for the ancient spcc:ch (known to 
Third Age scholars as "classical" Adanaic), based on the 
tongue as it was spoken and written at the royal coun of 
Armenelos. This dialect, imposed on all who dealt with 
the imperial bureauerats of Car dolan and other colonial 
strongholds, survived the Third Age as the court language 
of various "royalist" realms of southern and eastern 
Endor. These regimes, some of them ruled by followers of 
Darkness and some fiercely independent of outside pow­
ers, shared a traditional antipathy to the Faithful of 
Gondor and Arnor, people viewed as the enemies of all 
that was lost in the Downfall. 

In Amor, knowledge of classical AdCmaic was retained 
only by scholars who wished to f.lthom [he surviving 
legacies of the King's Men. In recent centuries Adunaic 
has also served those who study the plots of Angmar. The 
Witch-king's realm. long a haven of dark cults, attracts {he 
most fanatic of Black Numenoreans from across the 
continent. Most of them are true worshippers of Mdkor 
(or of other lords of Darkness) and arc eager to share in 
the destruction of a realm of the Faithful. 

Quenya, the ancestral language of the "Fairest Folk," 
the Noldor of Beleriand and Lindon. 3lso has a political 
history in Eriador. This language. brought from the 
courts of the Eldamar in the days before the rising of the 
Sun and the Moon, was a vital part of the religious litany 
proscribed by the Laws of Numenor in the centuries 
before its fall into pride and corruption. like the virtuous 
kings of old, the kings of the Realms-in-Exile adopted 
personal names of Quenya form. The great nobles of 
Arthedain also used the High-elven tongue to give names 
to their domains, recalling the lands and devices of lost 
Numenor. In T.A. 861 the dying King Earendur. foresee­
ing the sundering of his realm and the terrible doom that 
would result. called on his powers as spiritual leader of the 
northern Dunedain to lay a bane on his sons, forbidding 
all to practice certain of the holiest of the old rituals, 
including the taking of a High-dven name. until the 
division of the Dunedain should end. Earendur's desper­
ate effort to keep his sons and the factions they led from 
dividing Arnor failed. The tradition of Quenya names 
died with the unity of the Dunedain; like Adanaic, it 
became a language solely of lorr. 

Morlam (5. "Black Speech"), rose as the language of the 
Dark Lord's coun in the later Second Age. With Sauron's 
fall and the collapse of his empire, Morlam virtually 
disappeared, a foul tongue spoken only by evil spirits 
gnawing away at their pain in remote, shadowed places. 
However, the surviving followers of the dark cults still 
spoke [0 these spirits and preserved a few tomes and 
scrolls written in the forbidden tongue. After long centu­
ries, the rise of the Witch-king in Angmar allowed the 
hidden [ore to be brought fonh and the servants of 
Darkness to use the Black Speech freely, if only within the 
bounds of his fortresses. It would be the Witch-king's 
ambition to conduct all business in Morlam, but practi­
cality dictates that he tolerate, even at coun, the multipliC­
ity of tongues spoken by his many subjects. While the 
Black Speech is still outlawed in Anhedain, a few 
[orcmasters have learned its uncouth cadences so rhey may 
bener divine the thoughts of their enemies. 

Westron is theuniversa[ tongue in Cardolan, where few 
Dunedain of any rank survive in the seventeenth century, 
save amongthemigr3ntDonmen. In Rhudaur, the Hillmen 
of the T rollshaws seldom speak anything but their native 
tongue, Blarm. The lowland Rhudaurrim and the 
Angmarrim communicate in a banered diaJectofW estron 
with dements ofDunacl, Morlam, classical Adanaic, and 
Blarm, spiced with a few choice obscenities derived from 
the Easterling languages. At home, most of the lowland 
Rhudaurrim speak Dunael, their ancestral tongue. The 
Orcs ofRhudaur and Angmar usc this degraded form of 
Westron to communicate with strangers, but switch back 
to their own tribal dialects of the nonhem Misty Moun­
tains, when the outsiders arc gone. 

Most ofEriador's natural and man-built features have 
Westron labels as well; as Dunadan rule fades from the 
country, the old Elvish names often disappear. The 
Dunmen and the secretive Dwarves possess their own 
distinctive names for persons, pbces, and objects of 
particular value to them. For the most part, some kind of 
Westron, however rustic or debased, is used for every 
purpose and spoken in vinually every civilized quarter of 
western Endor. 

6.2 SOCIAL RANKS 
There is 3 distinct order of social ranks in Eriador. 

Every individual, regardless of his personal beliefs, fol­
lows it if he wishes to mix easily in society. These 
distinctions apply even to the small details of everyday 
life. 

Consider 3 merchant wishing to open conversation 
with a mixed party of adventurers. Such a man would 
assume any DUnadan m31e visible to be in command, 
while ignoring any Hobbits present until someone pointed 
the little fellows out. A Dwarf who got caught brawling in 
Mctr3ith, in the middle of Cardobn, would find that his 
word carried more weight with the constables than that of 
his Donnish opponents. Elves are typically held in awe by 
the authorities everywhere; a Sindarin or Noldorin trav-
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clef would he taken in for the night by virtually any 
Arthadan lord and given the best of accommodations; if 
the same Elf were accused of a crime in Tharbad, only 
absolutely incriminating evidence would drive the 
local watchmen [0 arrest him, and then he might 
find himsdflocked in officer's quartcrs ins[cad o£ 
a dungeon cell. 

NOTF.5 ON THE RACES 

Noldortn Elves-the Noldor are a rare and 
grand sight in Eriador; people will [end [0 
gawk. Neither they nor any other Elf could 
pass through Cameth Brill without a severe 
risk ofheing arrested or anacked by 
soldiers. The few Noldor -fiho work for rhe 
Witch-king dress in distinctively rough and 
somewhat disguising costumes. W caring 
the robes of the dark priests helps. 

Siodarin Elves-They tcnd to attract 
attention, but can pass themselves off as 
Dunedain wearing a disguise. 

Ounadan nobles-The ancient prestige of 
Elendil and the Numenoreans holds 
anywhere in Eriador; crowds will part for 
these people, and they know it. In 
Rhudaur, a high Dunadan will be ques­
tioned by the authorities and arrested if 
not bearing Angmarcan insignia. 

Silvan Elves-Men will be more curious than 
awed. 

Dlinedam-Will attract unwanted attenrion in 
Cameth Brin, and are better off there if they look 
ragged or very tough. They still carry the traditional 
authority; with the correct clothing and tone of 
voice. a {A 'lOadan can organize an impromptu militia 
company or lynch mob anywhere in Eriador. 

T orfiriath-They receive respect most places. People 
will assume that a Torfir is a soldier unless he 
proves otherwise. 

Northmcn--considered "rough," some of them live by 
the rugged but strict social code of Wilder land. 
Others try to take advantage of their bullying 
reputation. The Northmen of Faerdor are more 
controlled at home, where they have to set an 
example for the commoners. A DUnadan can visit 
Faerdor and still be respected if he [fears the 
Nonhmen as equals. 

Durin's Folk-Everyone is polite to a Dwarf. and they 
fed they've earned it. 

Luinic Dwarves-The Blue Mountain Dwarves arc 
used to their Durinic kin's slightly superior attitude. 

Commoners-Most of them accept their place in 
society. although they show the greatest range of 
manners. 

Hobbits-The Halflings have a terrible time gening 
anyone fa take them seriously. Some use good 
manners and a strong voice to assert themselves, 
while others play the child and get what they can 
that way. 

Clansmen of Sarab.mn-A rough form of social 
equality prevails in Saralainn, and a Dunadan there 
has to watch his step. Most of the clansmen are 
careful to keep their place when visiting elsewhere. 

Dunmen-Hard manners and hard luck; they are 
looked down on everywhere in Eriador and answer 
with either forced humility or sullen resentment. 

Rhudaurrim-Even worse off than their Dunnish kin; 
most people will assume they arc thieves. 

Hillmen or Easterlings-Typically treated like they 
are about to go on a rampage of some sort. Some 
inns and shops will simply not let them enter. 

Beffraen or Drughu-Most people cannot distinguish 
between the two cultures. They will draw gawkers 
and harassment by authorities in most places, and 
the Beffraen may attract a lynch mob in Saralainn. If • 
caught out at night. they may be mistaken for Orcs 
and anacked. 

Orcs-Can move freely in Rhudaur. and can pass 
without being attacked around Tharbad, if they 
cov�r theTsdvcs and stay out of th� way. 



6.3 THE ECONOMY 

6.3.1 TRADE AND COMMERCE 
IN ARTHEDAIN 

Anhedain's principal imports include wine, beer, raw 
metals, precious woods, and fine cloths (notably silk). In 
spite of the Duncdain's renowned blandness of tastc and 
the commons' reputation for thriftiness, most of these 
imports involve luxury goods. The metals an: from both 
of the Dwarvcn realms on Anhcdain's borders. and the 
wine comes from Gondor and Dorwinion. 

The North-kingdom t"Xports furs. herbs. and finished 
goods. es�cially leather items, weaponry. and coins. Ie 
still products most of its own food, in spite of its 
dwind!ing population and undcruscd farmland. 'and the 
Hobbits arc yearly improving the situation. The center of 
all manufacture in Arthedain is. of course, FornoS[, 
although most of the smaller towns and large estates boast 
craftsman and artisans who can turn out salable leather 
and metal goods. Arthedain remains virtually the sole 
supplier of white-colored and cold-weather furs to the 
western parts of Endor. 

In spite of agreements and attempts to devtlop new 
routes, most of Arthedain's commerce has always flowed 
south into Cardolan: down the Old North Road or the 
Redway. The Elven realm of lindon, which trades only in 

a few specialty goods, controls the only 
deep-water ports north of Tharbad. 

Elendil's old plans to create new ports, 
like many of his dreams, died with 

t. 

him, and the ships that sail from the estuaries of the lhun 
and Baranduin carry nothing of significance. The Great 
East Road leading over the Hithaeglir passes always 
carried a great deal of traffic in Arnor's time, considering 
the wildness of the lands east of the mountains, but that 
trade is now a ghost of what it was. It is allowed by Angmar 
only for the sake of that part of the traffic that moves off 
the road northward, through Rhudaur to Angmar, out of 
Cardolan and Moria. The merchants who handle this 
tr:lde, both Mannish and Dwarven, claim no country 
while on the roads north of the Angle or cast ofW eathertop, 
and are obliged to fend for themsdves if the Orcs or 
mercenaries along the way decide to rake a bit more in 
coin, goods, or flesh than the usual tolls might permit. 

Although barter is prevalent in the Arthadan country­
side, a portion of Arthedain's commerce involves coin. 
The king's mint located at Fornost (at Annuminas before 
it was ruined) produces ample coinage from very high 
quality metals. Arthedain's currency is valued throughout 
northwest Endor. Royal control over its flow gives the 
king considerable leverage in both domestic and foreign 
affairs. Cardolan and Rhudaur are both too chaotic and 
impoverished to regularly issue currency of their own; 
their economies survive on a mix of Arthadan and 
Gondorian coinage. Angmar possesses a mint-however, 
because the Iron-land has so few resources, it has always 
been dependent on goods and treasure imported from the 
Witch-king's eastern dependencies and allies. Thus, no 
other coinage in the North, save that ofKhazad-dum, can 
begin [0 match that of Arthedain in quantity or stability. 

6.3.2 TRADE AND COMMERCE IN 
CARDOLAN 

, 

Whethu the southern travder enters Eriador by sea 
or by land, he must pass through Cardolan to reach 
the North. Geography wasonceche basis of Car dolan's 
prosperity; increasingly it is the basis of bar I' survival. 

The people of Car dolan have thrived on trade in 
the past: the fertile lands of the Gwathl6 basin 
once fed all ofEriador, and the wool sheared by 
the shepherds and spun and dyed in Tharbad 
dominated the markets from the S:-a ofRhun to 
Harad. In chese troubled times, only the most 
bountiful harvests can supply the needs of 
Tharbad, and the wool industry has nearly 
collapsed. 
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THE WATER ROAD AND THE WOOlEN TRADES 

The sea voyage from the coasts of Gondor, around 
Capt Andrast and up the Gwathl6 to Th..rbad, was up 
until the time of the Kin-strife in Gondor (T.A. 1432-
1447) the safest route between the somhern and northern 
Duncdain. It remains chI:: '1uickcst. Ocean-going vessels 
can make the entire passage, but the Gwathl6 can be 
deceptively difficult to navigate. Therefore, (he normal 
procedure is to unload the ships at Suduri and complete 
the passage to or from Tharbad by barge. At one time. the 
Gwathl6 was crowded with barges and ships that had [0 
wait for a bcnh :l.t Suduri. Those days have long passed. 
The const.ant warfare:: betwccn Umbar and Gondor has 
made the Bay of Bclfalas an unhealthy place for far 
merchantmen. W arfan� in Cardolan, meanwhile, has led 
to a vastly reduced supply of raw wool reaching Tharbad. 
forcing the weavers and dyers to abandon massive ourput 
and unbeatable [ow prices in favor of higher quality and 
higher priced woolens. 

MoS( of the towns. and even the villages. of Cardolan 
once participated in the wool trade. The declining marker 
and population have forced a reversion to a primarily 
agrarian and self.sufficient economy. With its generally 
poor lands and lack of other natural resources. Cardolan 
has few exporu to substitute for wool. The Great Plague 
brought on a wave of panic and inflation that has almost 
caused barter to replace the use of money. It has also 
greatly reduced the price ofland. and most marginal fanns 
have been abandoned. 

The near collapse of the economy in Cardolan has had 
some rather peculiar effects. Staples. especially food. arc 
extremely expensive. while finished products :arc com­
paratively ehe:ap. L:abor is generally expensive. but the 
price of skilled labor. except for mar of he:alers. has 
proportionally declined. 

THE OLD SoUTH ROAD 
The Old South Road running from Osgiliam through 

Calenardhon. Dunfearan. and Enedhwaith to Tharnad 
was built in the reign ofElendil. ata time when Umbar wu 
an independent realm and its rulers of questionable 
loyalty. The road was blocked during the opening cam· 
paigns of the War of the Last Alliance by the Troll· 
minions of Sauron. and only the heroic efforts oflsildur 
and Methilorn ofSiragale cleared it in time for the march 
eastward. Piracy and privateering based in Umbar in· 
creased in the early Third Age; it took the Gondorians 
many years to build up enough sea power to overthrow the 
Black Numen6rean st:ate. and. in the me:anrime:. :an altu­
nate: to the se:a road to Gondor was needed. Amorian and 
Gondorian frontier forces there:fore: campaigned to pacify 
the: DOlen-folk men migrating into Ene:dhwaith and estab­
lished a tradition of rrade and commerce: along the: North­
South Road. one that continued even when the: su route: 
was cleared. 

Now. in the: age of the: Corsairs, the maritime route hu 
bun compromise:d again. The: Old South Road is once 
more: the safest route �tween the northern re:alms and 
Gondor. This is particularly true in the late spring and late 
fall when the uncivilized tri�smen are busy with the:ir 
crops. It has become the nonnal practice for the mer­
chants to gather in great caravans for mutual defense. and 
a Gondorian escort is often hired as well. Usuallythre:e or 
four caravans come up from Gondor in the: spring and 
the:n return in the: fall. 

6.3.3 COMMERCE IN RHUDAUR 
Before the: coming of the DUnedain, the Hillmen Jived 

a basic hunter-gatherer existe:nce:. supplemented by some 
limited trade in meta.ls with the Dwarves and regular raids 
on the: Eriadorians to the wesr and southwest for exotic 
goods and a few slaves. usually female. 



The expansion of the Numenoreans changed this 
equation. They were invincible in direct combat. and 
wealthy and organized enough to send war parties deep 
into the T rollshaws and deal bitter punishment to anyone 
who severely hanned their people. Raiding became a 
much less profitable affair for the Hillmen. and the land 
soon was peaceful enough for foreign explorers and 
hunters to move in. 

The economy of the Second Age Dunadan settlers of 
Rhudaur was largely based on hunting. In summer. the 
vast flocks of migratory birds that rested along the 
Mitheithel and Bruinen were their prey, and in winter. 
they stalked the losrandir moving down from the 
T rolls haws. Far more game was often taken than could be 
used. � the surplus was traded in the more westw�rd lands 
for finished goods and luxury items. A considerable fur 
trade with the Hillmen arose; river mink and beaver were 
hunted to extinction. Gradually, towers and keeps were 
built. and Dunnish peasants were put to work; the economy 
grew more mixed, and fanning and fishing became its 
mainstays. This Dunadan-centered economy slumped 
badly after the decay ofRhudaurian political institutions 
and the early Dunnish peasant rebellions. The constant 
large and small-scale wars since then have done much to 
destroy both the trade and regular harvests in all the areas 
not under the direct occupation of Angmar. In the time 
after the Great Plague. a subsistence economy is all that 
remains in central and southern Rhudaur. 

6.3.4 ROADS, MERCHANTS, 
AND TRAVEL 

THE ROYAL ROADS 
Three great roads have constituted the primary arteries 

of commerce in Eriador since the most ancient of days. 
The eldest. the wilderness path that first the ancient Elves 
and then the Edain followed across Eriador in the Elder 
Days became known as the Rhumbad (5. "East-trail") 
during the Second Age. In that era, it was maintained by 
the Dwarves of Durin's folk. and it was known and used 
by peoples of all races. After Arnor was founded, this 
wilderness trail became the Menatar R6men. the Great 
East Road that led to Wilderland and the mysterious 
lands of Rhem. 

Elendil the Tall. the founderof Arnor. dreamed mighty 
dreams. and included among these were great stone-laid 
roads to link aU the peoples of his kingdoms together. The 
Menatar Ramen was intended to connect Lindon with 
Arnor and Imladris. the Dinath Hithui. and [he Elves of 
Greenwood in Rhovanion. The Rhumbad had followed 
a line of natural depressions and passages through the 
various topogtaphical obstacles of northern Eriador; in 
the First and Second Ages. it also followed (rather 
roughly) [he northern limits of the Tam Enyd. the great 
forest of southern Eriador. Although the wild forest is 
gone. the line of the Menatar Ramen is still convenient for 
marking both natural and man-made boundaries. 

The Dunedain, who were mighty engineers in this field, 
as in most others, simplified the path with bridges. cuts, 
and culverts. From the White Downs on the borders of 
Lindon. the Menatar, paved on well-traveled stretches 
with white Eriadorian limestone. passed through Siragalc, 
Bree-Iand. along the southern edge of the Midgewater 
Marshes and the southern foot of Weathertop, then 
across Oiolad and the Mitheithel into Rhudaur. While he 
never gained pennission from the Elves to pave either end 
of the road, Elendil intended that it would marry the races 
ofEriador together:t-lis laws forbade any fortification of 
the road, and gave passage. without tolls or tariffs, to any 
wayfarer. of any race, who was not an enemy of the 
Dunedain. 

A more important trail from the First and Second Ages. 
the Carbad Naugrim (5. "Red Dwarf-trail"). followed 
the River Sirannon down from the Redhorn Pass to a ferry 
over the Gwathl6. then along the edge of the Eriadorian 
upland to Sarn Ford. and from there across Siragalc to the 
Blue Mountains. Itconnected the Dwarven city ofKhazad­
dum with the lesser Dwarven colonies of the Nan-i­
Naugrim (5. "Vale of the Dwarves")' and incidentally 
allowed Dwarven commerce with the Elves. Tharbad and 
Ost-in-Edhil were both built along this road. In Elendil's 
reign. the western half of it was paved with pink stone 
from the Pinnath Ceren. and was then named the Men 
Garan (5. "Redway"). 

As Arnor grew in prosperity. a third road. this one 
dating only to the mid-Second Age. gained prominence. 
This was the Iaur Men Formen (S/Q. "Old North 
Road"). The bur Men Fonnen ran from the mining 
centers around Fornost Erain on the North Downs, south 
through Bree-Iand and the Barrow-downs, across 
Mindornath to Tharbad. It was under protections similar 
to those given [0 the Menatar Romen, as it was intended 
to link the settlements of the Faithful with their Dunadan 
brothers in Cardolan. It met the Menatar R6men at Bree. 
which might have made that town a great city had not the 
War of the Last Alliance so depopulated the North­
kingdom. 

In T.A. 1643, the traditions of Arnor still hold some­
what. The only permanent fortification on either of the 
three roads is the dike of Bree on the Menatar R6men, 
which gives some minor comfort to the town's unwarlike 
citizenry. The Great East Road was the boundary of 
Cardolan and Arthedain for centuries. yet their fortresses 
were sited well off the highway. Most of them were 
abandoned during the Great Invasion and destroyed by 
Angmar. The scourging so depopulated the lands along 
[he road that few of the towers were ever rebuilt. 

Currently. merchants of west and east travel fredy 
along the Menatar R6men. No traveler who admirs to 
Angmarean allegiance dares pass west ofWeathertop. for 
fear of the patrols and the Arthadan garrison of Bree. No 
obvious Arthadan traveler passes east onto the Oiolad. for 
fearof the Urughash Orcs, who collect tribute for Angmar 
from their bases in the Stepping Fells north of the road. 
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There remain a number of merchants who claim 
no nationality. imd neither the Arthedain nor 
the Angmarcan government troubles them about 
it: both are desperately poor in these plague­
ridden times, and they gain useful goods and 
hard currency from the exchange. 

The laur Men Formen passes through 
Arthadan territory north of Bree and half­
desolate Cardolanian principalities from Bree 
almost to Tharbad. Angmarean merchants sel­
dom use this highway. bur those that do so to 
avoid the perennial Rhudaurian/Cardolanian 
skinnishing and raiding on the Eredoriath will 
be as anonymous here as on the eastern road. 

, 
THE CARAVANS AND MERCHANTS 

In peaceful and populated country. such as 
central Arthedain, the Gwath16 basin in 
Cardolan, orthe Hobbitsetdements in Siragale, 
the merchants who carry on the trade between 
the towns and villages travel in small groups, 
occasionally alone, but mOTe often accompa­
nied by a few associates, servants, and guards. 
Highwaymen arc rare here and occasionally 
seem dashing and romantic to the more inno­
cent citizens. However, much of the country­
side has now gone to chaos and wilderness. 
Caravan and convoy systems have been set up to 
protect the merchants from the desperate and 
quite often murderous brigands and from the 
increasing numbers of Orcs and wargs. This 
has, of course, driven up the price of goods: the 
kings and princes gain a little extra income by 
selling the caravans commissions of safe con­
duct, and mercenaries are assured of a source of 
constant employment in between the wars. 

The Dwarves were carrying ores, metals, and 
metal goods across Eriador thousands of years 
before the awakeningofMen. A typical Dwarvish 
caravan on any road in Eriador consists of 
several dozen longbeards, all of the same family, 
led by a family elder. A few scouts may be 
mounted on ponies, but almost all of the rest of 
the Dwarves in the caravan walk and bear packs 
of goods. Somt: draw hand-carts, others tend 
small pony or ox-carts. All of them art: fully 
armed. Dwarves fear wargs and cavalry in the 
open country of southern and eastern Eriador. 
Their camps will be in the fonn of a laager, or 
fortified circle, which will take advantage of 
local terrain, using the carts, stones and brush, 
and implanted steel-tipped stakes to form a 
continuous line of defense. Dwarvish caravans 
that are met along the Menat:lr Ramen tend to 
be from the Ercd Luin; those on the laur Men 
Formen are generally from Khazad-dum. 

GOODS & SERVICES CHART 

GOOD/SERVICE COST NOTE 

Food & Lodging 
Beer/ale ......................... Ll4 cp .... Pint. 
Brandy ........................... I cp ........ Half-pint. 
Cider .............................. 114 cp .... Pint. 
Mead .............................. It2 cp .... Pint. 
Wine .............................. 112 cp .... Pint. 
Light meal .................... Ll4 cp .... Cheese, soup, and bread. 
Normal meal ................ 112 cp .... Meat soup or pie, bread, 

potato. 
Heavy meal ................... I cp ........ Steak and vegetables, bread, 

soup, pastry. 
Poor lodging ................ 112 cp .... Communal sleeping. 
Average lodging ........... J cp ........ Allows for a separate bed or 

pallet and includes meals. 
Good lodging ............... 2 cp ........ Allows for separate room, 

meals, and ample refresh­
ment. 

Stable ............................. Ll4 cp .... Includes food for beast. 
Pipewced ....................... I cp ........ J pound. Good for a week's 

smoke; herbs in the mid­
Third Age, tobacco in later 
years. More exotic herbs can 
cost many times this price. 

Week's rations ............. 4 cp ........ Normal spoilage. 1 8  pounds. 
Trail rations ................. 6 cp ........ 14 lbs. I week. Preserved. 

Hard on the stomach. 
Greatbread .......... ......... 2 gp ........ 4 lbs. I week. Somewhat 

magical, made by Beornings 
and a few DUnedain and 
Northmen. 

Waybread ..................... 10 gp .... 4 Ibs. I month. Lembas, used 
by Elves and their friends 
only. Loses a fourth of its 
value if eaten with other 
food. 

Annor & W �apons 
(restricted availability in most areas) 
Target shield ................ 5 sp ........ 3 lbs. +20 vs melee; 

+10 vs 
missile. 

Round-shield ............... 6 sp ........ 10 lbs. +20 vs md�e or 
missile. 

Oval-shield ................... 8 sp ........ 13 lbs. +25 vs melee or 
missilt. 

Wall shield ................... 10 sp ..... 28 lbs. +30 vs melee; 
+4Q vs missile. 

Pot helm ....................... 4 sp ........ 2 lbs. Steel. 
Full helm ....................... 9 sp ........ 2.5 Ibs. Steel. +5 DB. 
Soft leather ................... 4 sp ........ 9 Ibs. Finely made jtrkin 

(AT 5). 



GOODS & SERVICES CHART 

GooD/SERVICE COST NOTE 

Rigid leather ................ r 4 sp ..... 12 1bs. Reinforced breastplate 
(AT 9). 

Lamell:u armor ............ 35 sp .... 17 1bs. Treat as chain 
(AT 16); -5 melee; 
+5 vs missile. 

Standard mail ............... 4 gp ........ 1 8  Ibs. Arnorian standard 
design. Treat as Ch/15. 

Breastplate .................... 3 gp ........ J 8 Ibs. Treat as Pi/ I 7. 
Half-plate ..................... 1 0  gp .... 40 [bs. Treat as Pi/I9. Not 

sold publicly; its use is 
res[riC[C�:d to the nobility in 
most places . .) a penalty to 
movement and perception if it 
is worn more than 10 hours, 5 
marching. 

Leather greaves ............ 2 sp ........ 2 Ibs. Varnished splints. 
Metal greaves ............... 5 sp ........ 2.5 Ibs. Steel plates. 
Hand-axe ...................... 5 sp ........ 3 Ibs. Steel head. 
Battle-axe ...................... 16 sp ..... 5 Ibs. 2-hand. Steel head. 
Throwing-axe .............. 7 sp ........ 2.5 lbs. As hand-axe; - I 0 

melee; + 25missile; range 50 ft. 
Mace .............................. 5 sp ........ 3.5 lbs. Wholly steel. 
War-hammer ............... 18 sp ..... 4 lbs. Steel head. 
War-mattock ............... 19 sp ..... 4.5 Ibs. 2-hand. Steel head. 
Heavy crossbow .......... 6 gp ........ 7 lbs. Mosrly steel. 
Dagger ........................... 2 sp ......... 5 Ibs. Steel. 
Broadsword .................. I gp ........ 3.5 Ibs. Steel. 
Scabbard ....................... 30 cp ..... J Ib. 

Clothing 
Boots .............................. I sp ........ 3.5 Ibs. 
Cloak ............................. 7 cp ........ 2.5 Ibs. 
Coat ............................... 13 cp ..... 7 Ibs. Fur-lined and warm. 

+25 RR vs. cold; 
-10 to moving maneuvers. 

Padded undercoat ....... 55 cp ..... 3 Ibs. As a coat, 
but only -5 [0 move. 

Clothing ........... ............. 80 cp ..... 10 Ibs. Pants, shirt, cloak. 
hood. Multiply this cost by a 
factor of 2 up to 100 as the 
wealth of the wearer increases. 

Pants .............................. 20 cp ..... 1.5 Ibs. 
Shirt ........... .................... 25 cp ..... I lb. 
Surcoat ............. ............. 80 cp ..... 1.5 lbs. A shirt [0 be worn 

over armor. 

GOOD/SERVIa 

Acce.ssories 

COST NOTE 

Backpack (20 lb) ......... 22 cp ..... 2.5 Ibs. Includcs bedroll; 
I cubic foot capacity. 

Bedroll (wool) ............. 19 cp ..... 5.5 Ibs. A hcavy blanket. 
Crossbow bolts ............ 150 cp .. 2.5 Ibs. T went}'. Steel-ripped. 

Fire-starting bow ......... V2 cp .... . 5 Ibs; fire in 5 minutes. 
Flint and steel .............. I I cp ..... . 5 Ibs. Scans fire in 3 minutes. 

Framepack-( 45 lb) ...... 30 cp ..... 3.5 lbs; 2 cubic foot capacity 
pack. 

Lantern .......................... 14 cp ..... 1.5 Ibs plus 2 Ibs oil (48 hrs); 
25' R light. 

Lock pick kit ................ 2 sp ........ 5 lbs. + I 0 bonus. 
Rope .............................. 50 cp ..... 6 lbs. 50'; breaks on unmod. 

01-02 roll. 
Rope. superior ............. 150 cp .. 3 Ibs. 50'; breaks on unmod. 

0 1  roll. 
Sack (50 Ib) ................. 7 cp ........ 2.5 Ibs; 3 cu' capacity. 
Star compass ................ 7 gp ........ I lb. +25 bonus for night 

orienteering. 
T arp ............................... 12 cp ..... 4 lbs; 5' x 8'; water resistant. 
Tent ............................... 2 sp ........ 9 lbs. Sleeps two. 
Torch ............................. V4 cp .... l ib; working end soaked in 

pitch for several days. 
. ......................................................... la' radius light. 

Waterskin ..................... It2 ........... .  5 lbs. Holds ! pint. 
Weapon belt ................ 60 cp ..... . 5 lbs. 

Tr:msport 
Mature pony ................ 2 gp ....... .4-20 mph (140'/rd); 

can carry 180 Ibs. 
Light horse ................... 35 sp ..... 5-30 mph (200t/rd); 

can carry 200 lbs. 
Medium horse ............. 6 gp ........ 5-25 mph (160'/rd); 

can carry 300 Ibs. 
Pack horse .................... 7 gp ........ 5-20 mph (120'/rd); 

can carry 400 lbs. 
War-horse .................... 25 gp .... 4-27 mph (175'/rd); 

can carry 350 Ibs. 
Great-horse ..................................... (never sold without 

permission of the local ruler.) 
Wagon .......................... 5 gp ........ 8'x5'; 2-10 mph (50'/rd); 

can carry 1500 Jbs. 

, 
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Mannish panies are more variable in composItion. 
Some consist primarily of ox-cans, some of pack-horses 
led by teamsters on foot. and some consist of a few 
horsemen leading several strings of pack-horses. The 
majority of the individuals in the caravan are teamsters 
and servants to maintain the carts. animals, and camp. 
There is at least one teamster and guard for every two 
animals, or two teamsters and a guard for every cart in the 
caravan. Only the richer caravans can afford mounted 
guards. Except in the smallest caravans, the merchants are 
mounted or ride on the carts and do little of the work; they 
arc there to lead and deal. 

Typically, caravans include merchants from a number 
of [owns and cities who have set up an infonnal organiza­
tion for mutual protection against Orcs and bandits. They 
each possess their own guards and often hire eKtta merce­
naries for protection, as well as a caravan master who 
provides central control and has long experience of the 
passage the caravan is taking. Generally speaking, smaller 
parties are of the same family or business. Man for man, 
they arc better-anned, better-connected, and much more 
dangerous than the people of the larger caravans. The 
camps of Men are more open [han those of Dwarves, 
although they will often fonn a simple laager of their carts 
and baggage and plant wooden stakes to cover obvious 
approach routes in open country. 

HalfIings occasionally cravel the roads of Eriador on 
business, but are more often immigrants of some sort. 
They almost always attach themselves to Mannish cara­
vans, although some Stoors arc occasionally found travel­
ing with friendly Dwarves. 

PRICES AND CURRENCY 
The adjacent charts provide a breakdown of common 

conversion rates and prices in Arthedain, where prices arc 
based on the king's coin and are therefore more stable [han 
elsewhere in Eriador. Prices for food arc usually higher 
( 10%-20%) in Cardolan, depending on what the wars are 
doing to the local traffic. In Rhudaur, prices arc compa­
rable to those elsewhere, bur goods tend to be oflimited 
quantity and inferior quality. Beuer Arthadan and other 
foreign-manufactured goods may be available (30% 
chance), but at an inflated price (10%-50% higher). 
One's social standing or local circumstances may cause a 
fluctuation and, where barter is involved, a simple value 
comparison may be required. 

Arthedain's mint was the most consistent in the North 
until the fall of the kingdom in T.A. 1974. The mint at 
Mallost, the king's seat of the Dwarves of the Ered Luin, 
was the only one to issue its coinage all through the Third 
Age. 

The royal mint of Cardolan functioned from T.A. 
862-I 4 I I. Production was limited in [he higher denomi­
nations; usually the only gold mintings were commemo­
rative coins to celebrate coronations and royal births. 
Copper and bronze pieces were issued originally for the 
king to give to the poor on Yule. However, during the 
years of prosperity in Cardolan, the high level of trade 

required more money in circulation, and despite 
disequilibrium and occasional sharp dealings by southern 
merchants, there was no option but to adopt Gondorian 
exchange ratios. Cardolan's coinage then revolved around 
a bronze standard until the era of war and inflation that 
began in the late T.A. 1200s brought silver into increasing 
demand. From then on, the mint ptovided extensive issues 
of half-silver and half-gold pieces, both of metal importea 
from Moria. After the destruction of the kingdom, the 
Merchants' Guild ofTharbad occasionally produced its 
ewn crude coinage. The last issue was a handful of bronze 
pieces dated T.A. 2814. 

After the fall of Arthedain, the mint at Michel Delving 
opened and produced mainly tin and copper pieces, 
although it restamped any coinage ftom other realms on 
requesf. Gondorian gold filtered up from the south in this 
era, usually a reign late, and old ueasure hoards such as the 
one Bilbo Baggins' broughr back from Erebor gave the 
Michel Delvingmint an occasional run of business. By late 
in the Third Age, almost no one in the Shire knew what 
the seven stars on the backs of their coins stood for. 

Gondor produces a II2 ounce gold piece, a V4 ounce 
silver piece, a V4 ounce bronze piece, and a II2 ounce 
copper piece. The difference in sizes produces the ex­
change rates between Arthadan and Gondorian currency 
noted in the chart. The standard equivalencies rates 
among the Gondorian coins arc: I gp = 20 sp; I sp = 10 
bp; I bp = 5 cpo Gondor' s silver piece is u3.ctly equivalent 
to one from Arthedain, and thus is the least confusing to 
usc. 

Almost all mithril coins are products of the Dwarves of 
Moria. with Dunadan varieties being limited to special 
commemorative issues. Mithril is a light metal. so the 
mithril piece is as large as a silver coin, and three times as 
thick. Because of its rarity following the abandonment of 
Khazad-dum (Moria) in T.A. 1981, 75 Gondorian gold 
pieces are required [0 match [he value of a single mithril 
piece. During this er3., it is usually unavailable on the 
common market. Towards the later Third Age, the 
official exchange rate in the price of mithril increases with 
each passing year. Some consider it priceless. 

ARTHADAN/GONDORlAN 
RATES OF EXCHANGE 

EXCHANGE RATE 
Com Arthadan Gondorian 

Coin Weight Com Com 

Mithrii Piece (mp) � oz 20gp 10 gp 
Gold Piece (gp) v.. oz 10 sp 5 ,p 
Silver Piece: (sp) IAoz 100", 10 bp 
Copper Piece (cp) v.. oz 2 h, " '"  
Tin Piece (tp) v.. oz " '"  v.. cp 
Half-copper (he) " 0' 2., " '"  
Quarter-copper (qe) ��oz - " 'p 

• 



CURRENCIES OF ERlADOR 

Mint Obverse Reverse. Langwgc ucurs IS5ues 
Dol Amroth Prince Oiolaire T rec· Sindarin Tengwar C, B. S. G 
Minas Anor Gondor's king White Tree Sindarin Tengwar C, B, S, G, M 

Fornost Arthadan king Seven Stars Sindarin Tengwar T, C, B, S, G 
Moria King Hammer & Anvil Sindarin Angerthas C, B, S, G, M 

Mallost King Hammer Sindarin Angcrthas C, B, S, G 
Thalian Cardolanian king Ram's Head Sindarin/Dunael Angcrthas C & B, S, G  

Tharhad Sign of Guild Token Value Sindarin 
-

Tengwar/ Angerthas B, S, G 
Michel Delving 001< L<,[ Seven Stars \Vestron Tcngwar T, C, B, S, G 

Issue Coda - M = Mithril. G = Gold, S = SiIVff, S = Bronu, C = Cop�r. T = Tin. Ord<r ;ndic�la proportion of COnlcnl . 

• �gjnning in T.A. 1982. the <kvicc ofBtJf�l:u dungcs to !lUI of � Sw�n-ship. in memory of the now-dc�ru<1 Elva of EdhdJond. 

6,4 INSTITUTIONS 
IN ARTHEDAIN 

Arthedain is a more tightly structured society than 
Cardolan or Gondor, and few organizations (Xist that can 

oppose the aristocratic est2blishment. Some of those that 
have sufficient power to influence the lords and kings are 
described below. 

6.4.1 THE COUNCIL OF SEERS 
Centered 3t the royal court in Fornost since ehe fall of 

Annuminas, the twenty-seven members of the Heren 
Cenoron (Q. "Council of Seers") of the North-kingdom 
comprise a most exclusive, nearly sacrosanct organization. 
Their sole duty is to tend, usc, and interpret the visions 
granted them by the palandri of the Nonh. 

The cenor (sing. ceno) serve, in theory, at [he pleasure 
of the king. In practice, they have too much prestige and 
are [00 difficult to replace for the king to remove one 
lightly. The herutarcen (Q. "lord high seer"), [he eldest 
active seer, fills vacancies in the organization as he wishes, 
with the king's consent. Young noblemen accepted by the 
seers serve 3 nine year apprenticeship during which they 
are never left alone with a seeing-stone. They study books 
oflore 2nd texts on the usc of the stones and are only rarely 
allowed to observe a paJantir in usc. For the next �ven 
years, each young noble is sponsored by a teaching seer 
who develops a special rappon with the student. Any rules 
infraction-down to simply arriving late for a tutorial­
is punished by either expulsion or demotion. 

When 3 seer dies, a sponsored seer-in-training may be 
nominated to take his place. Often, scats sit vacant until 
3 promising student fulfills his requirements of sixteen 
years of study and good behavior. Even then, a new seer 
heeds his elders and does not speak unless spoken to. A 
few senior seers are allowed to have sunds for the stones 
erected in their residences, but such private use of a 
palantir is not documented. Far more common than 
private viewing is the u� of the stones in court, where they 
have rested since being brought from Annuminas. 

Traditionally, the seers of Fornost are the king's most 
trusted advisors. Even The Hirgon Oagorwaith Aran 
heeds the visions of the stones, when they are clear. 
Howevl'"r, with ambiguity arises tension, and at btst the 
seers and the miliuf)' are at odds, for [hI'" military wants to 
act, to movl'". At oml'"s the surs can only counsel that time 
will tell. for many visions are cloudy and some simply do 
not come to pass. Thus. the need for sixtl'"en yl'"ars of study 
and training becomes obvious. 

THE IMPORTANCE OF THE PALANTIRI 

Thl'" pabntiri I'"ntrusted to the care of the seers will 
;l.lways remain chI'" most cherishl'"d of Arthedain's posses­
sions. Neithl'"r sel'"ing-stone is as mighty as ehe one lost in 
(he fall ofOsgiliath, which occumd during the Kin-strife 
in Gondor. bur both grant the king the power "to see whn 
is passing in his reOilm. and what his servants arl'" doing 
(LorR III. p. 260)." In addition. they can grant foresight; 
2n example is one sur's prophecy [hat the North-king­
dom would end if the Ounedain were not reunitl'"d. The 
awesome reputation of the stones has caused such proph­
ecies to become panofthe common dialogul'" in Arthedain. 
Both as connections with the glorious Numl'"n6rean past 
and demonstrations of the power of DUnadan intellect 
and philosophy, they remain oneof the mosrviral symbols 
of Arthedain's hopes and futurl'". 

6.4.2 MYSTICAL AND REUGIOUS 
ORDERS 

It was once said [hat [he only Olmedain in Arnor who 
wl'"ren't part of a fellowship. society, or order were already 
in their barrows. In Arthedain. the number of religious, 
scholarly. and political organizations has dropped over 
the ye2rs, but most of the nobles still possess some 
connections of this son. They allow the leadership of 
Arthed;l.in to exchange ideas ;l.nd ;l.rrange cooperation 
towards common political and scholarly goals. In Gondor. 
intellectual society is primarily based in the great cities. In 
Arthedain, people with intellectual intl'"rests are scanered 
oller a great expan� of country. Fornost is an important 
center for rhem, bur is traditionally dominatl'"d by the sel'"rs 
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and mystics of the court. Free-thinkers have. since before 
the founding of Arnor. usually lived in the various small 
monastic centers and observatories that dot the hills. 
These have always been either self-supporting or patron­
ized by the local lords. The nobles of Arthedain, most of 
whom arc as well-educated as the monks :lOd the mystics. 
commonly communicate with friends of similar ideology 
and interests through letters and in gatherings arranged 
adjunct ro their social and business schedules, while frecly 
using the local monastic scholars as sources of advice and 
dialogue. This habit of free communication of ideas is 
protected by custom and law, although certain unsavory 
characters in Arthadan history have specialized in stealing 
and reading other peoples' mail. 

Because of this tradition of Political dialogue, conspira­
cies of various sorts. most of them harmless enough, are 
rife in Arthedain, with certain lords campaigning ro 
switch the holiday litanies from Quenya to Sindarin. 
others to get the herutarcen replaced with someone more 
optimistic. and some others. operating on the bounds of 
treason and employing complex codes in their letters. even 
suggesting that the king could be replaceable. 

Below are described three of the more important 
fellowships in Arthedain. 

Sr:U.I NIENNIIVII 
Dedicated to healing, rheSclli Niennava(Q. "Sisters of 

Nienna;" sing. Seier Niennava) run charity hostels and 
hospitals. Even a sister who knows little speU lore will still 
be an efficient nurse or physician. The organization has 
long been the most prominent of irs kind in Eriador; its 

sponsors and leadership have traditionally been female 
Dt'inedain of [he nobility, although the majority of the 
membership has been of the commons. King Argeleb's 
mother was the healers' strongest supporter in the last 
century, but the current queen has other interests, and her 
neglect of the Selli has always caused whispers at court. 

ANIIMIIRTIIR 
The primary keepers of burial grounds, the Anamartar 

(Q. "Courtiers of Judgment;" sing. Anamarta) maintain 
extensive archives of rituals and locations. The brethren of 
the order consider themselves true monks. as, unlike som� 
of the other religious fellowships, they practice a restric­
tive social discipline involving drab clothing. ritual prayers. 
and sensual self-denial. The Arthadan commons. unlike 
most of the Men of End or, have had little experience with 
fonnal clergy or shamans; they consider monks of this sort 
odd. 

Like several similar organizations. the Anamartar were 
stricken by the sack of Andrath. Along with the destruc­
tion of property and records. it lost most of its leadership. 
including its lindamil (Q. "song-mother"). the Lady 
Eldiriel. (See Section 8.3.) The surviving. northern half of 
the fellowship is tainted by suspicions that some of its 
members aided the Witch-king's sorcerers in cursing the 
Barrow-downs, helping to create the plague of evil spirits 
that now haunt the ancient graves. The Anamartar re­
mains an important historical resource for scholars (and 
respectable adventurers) seeking i nfonnation on old ruins 
and burial sites. They will not, of course, deliberately aid 
overt grave-robbers. 

NOLEHILDI 
There arestill a number of practicing mages in Arthedain. 

some doing it as a hobby. others deadly serious. The 
N6Iehildi (Q. "Followers of Secret Lore;" sing. N6lehild) 
are a semi-secret society dedicated to the "useful study of 
magic." and were formed by none other than the wizards 
Mirhrandir and Curunfr (Gandalf the Grey and Saruman 
the White)' The N61ehildi include members as important 
as Queen Gilrie! of Arthedain and the Herutarcen T urlam. 
The order's members, who are accumulating magical 
knowledge primarily to battle the threat of the Witch­
king, do not speak of their fellowship. but each carries a 
distinctive symbol called a sefthane (an archaic Eriadorian 
word meaning "light of leadership"). This emblem is a 
decorative stick bearing a white gem at the top. A sefrhane 
can be as large as Gandalfs staff or as small as knitting 
needle, but is designed for practical use. They possess 
varying magical powers, both offensive and defensive, but 
always act as a light source and provide some form of 
detection magic. Members of the N6lehildi are nor 
unifonnly of high rank. but all members must be recom� 
mended by someone of importance. 

• 



6.4.3 FAIRS AND FESTIVALS 
IN ARTHEDAIN 

The Arthedain have a reputation for leading lives as 
drab and grey as their homel:md in winter. However. they 
hold celebrations and holidays much as do the other folk 
of Eriador. Most of rhe festive events of their year are 
based on Dunadan traditions; many of the details afC 
Eriadorian, brought from rhe south with rhe migrations 
from Cardolan in tht: early days of the Kingdom of Arnor. 
The Hobbits, famed for their skills at table and renowned 
for their exuberance and humor. have added these quali­
ties [0 the: season .. 1 celebrations all across southern 
Arthedain, from Bret to Siragal� and the banks of the 
Lhun, raking ad vanrage of the facr [hat traditional �rthadan 
manners and restraint prohibit some of the violent 
rowdiness that amicts the Cardol:mian fairs. 

THE AUTUMN FAIR 

Autumn fairs comprise an annual event that occurs in 
all the more imporranr (owns of Anhedain--a tradition 
of many centuries. People from all over come to these 
regional gatherings to do their trading. Inns are filled to 
bursting point, and many villagers open their homes to 
friends and relations from distant parts. Peddlers come 
from the south to take an opponunity [0 cnch the thrifty 
Anhedain with their purses open, and Dwarves journey 
from the Blue Mountains. 

All Arthadan fairs run smoothly; the local lord's guards 
and extra town constables keep order. A special fair-time 
coun-including a royal sheriff. the local mayor, and one 
or two officials from outlying villages-handles disputes 
on the spot, avoiding the nuisance of ordering a lord's 
court in the middle of the celebration. All decisions are 
legally binding. 

RULES OF THE FAIRS IN ARTHIODAIN 

(as POSllJ in Brrt and O,INr Rrspmabu Towny 
I-All shall keep the King's Peace and that of the 

Fair. 
2-No manner of folk may make any congregates 

or affrays among themselves whereby the peace 
of the Fair may be broken. 

3--AIl unsealed wine, all', beer, must be sold by 
measure, by the gallon, bottle, quart or pint. 

4-Baker's bread must be suited to a man's body. 
5--No manner of cook, pic maker, or huckster 

shall sell or put for sale any manner of victual 
but that which is good or wholesome. 

�No manner of persons may buy or sell but with 
true weights and measures sealed according to 
statute. 

7-Any persons whosoever find themselves grieved, 
injured or wronged by any manner of persons in 
this Fair. they are to come with complaint 
before the Steward of the Fair and no one else. 

&-Therefore now, at this Noon, begin in the 
King's name. and the Mayor and King send 
every man luck and this Fair good continuance. 

Nobles and other high folk :mend such parts of the 
fairs as their dignity allows. Traditionally they provide 
grand prizes for the contests and gifts for the local 
officials and commons, while wearing their finesr outdoor 
clothing and practicing with their brightest weapons to 
provide a show of glamour and strength for all present. 
Then they withdraw to allow the celebration to continue 
unrestrained by their presence. 

A fair brings people together from miles around: 
famlers, merchants, tanners, cobblers. weavers, bakers, 
brewers. coopers. carpenters, tailors. blacksmiths, ::md a 
wide variety of others. There are competitions for the 
fattest and finest animals, archery contests, wrestling 
matches, bouts with quarterstaves, and bake-offs. Jugglers 
and musicians provide entertainment. and there is dancing 
every night. The (liT ends at sunset every day, and it is 
illegal to sell goods after the fair has closed. The merri­
ment. though. continues long into the night. 

After the aurumn fairs. the people of Arthedain settle 
down for a long wintu. The market held e:very fortnight 
grows smaller and smaller. until by mutual consent it 
ceases altogether in early Narwain (Afteryule, for the 
Hobbits; the cquivale:nt of our own January)' It is resumed 
at the end of Gwaeron (Hobbits' Solmath; our March). 
Trading during these three months is carried on entirely 
by private arrangement. 

A Sisftr oj 
Nint,.. 
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HARVEST HOME 

Next to the feast of Yule, Harvest Home is the most 
imponam fenival of the Arthadan commons. The date 
varies, but if is always in early October. Lords and nobles 
may attend, but it is nonnally a sharing of the bounty of 
the (ann, herd, and garden. and this has never been an 
important matter [0 the DUnedain of the North. 

Harvest Home is celebrated village by village, with 
people coming from all over the local area, bringing 
various foods. Women begin preparation for the Harvest 
Home long in advance; each wife cooks her special dishes. 
The fcast is a huge affair, and everyone is welcome. 
including friends and rdatives from other provinces. The 
tradition calls for everyone to contribute something, from 
a bowl of fruit offered by the'very poor to a sheep or an 
ox contributed by the wealthier sguires. 

The festivities begin early in the morning. since most 
folk arrive the previous evening and stay with relatives or 
friends. Games and contests take up much of the day and 
include such competitions as log-splitting. camp set-up. 
and pie-eating. There are many courtShip games for the 
young people. Early in the evening. everyone sits down 
together and eats the food-some of which has been 
cooking in the temporary outdoor kitchen all day. After 
dinner. there is dancing to the music of flutes. fiddles. and 
drums till the early hours of the morning. 

MIDYEAR OR LITHEDA YS 
This holiday falls in between N6rui (Hobbits' Forelithe. 

our June) and Cerveth (Hobbits' Afterlithe, our July); it 
is a three-day period of special merrymaking. The festival 
originally came from the fonnal courtly Numen6rean 
midyear festival. which the DUnedain still celebrate, and 
was adopted by the Men of Eriador in the Second Age. 
Bonfires, games. feasts. parties, contests, and dancing are 
all part of the festivities. As with Harvest Home there is 
no central site; rather numerous small festivals are scat­
tered in villages and steadings throughout the land. The 
Lithedays are considered particularly fortunate for plight­
ing a troth. and many engagement celebrations occur at 
this time of the year. 

Every four years, there arc four Lithedays (instead of 
merely three) marked by particularly intense periods of 
feasting. 

YULE 
The last and first days of the year are called Yule days 

and are part of a six-day Yuletide celebration. This is 
primarily a family holiday in Arthedain and is marked by 
a period of visiting. merrymaking. and gift-giving. Lords 
customarily pardon minor law-breakers and forgive debts 
at this time. Traditionally most nobles and the wealthier 
commons hand our many gifts to the poor at Yule. making 
special efforts to see that they have sustenance for the 
winter. 

6.5 THE INSTITUTIONS 
OF CARDOLAN 

One might suspect that the people of Cardolan are an 
unruly lot, given the chaos of the normal political situa­
[ion in Eriador. Actually nothing could be further from 
the truth. As a general rule. the folk are quite lawful; the 
trouble arrives over the interpretation of the law. The 
Cardolandrim also have an almost obsessive interest in 
tradition and ritual. This is most often expressed through 
their organizations and institutions. the best examples 
Ocing the powerful guilds of Tharbad and the biannual 
fairs held throughout the country. 

6.S.1 THE GUILDS OF THARBAD 
A history of the guilds ofTharbad is virtually a history 

of the city itself. The oldest city guilds were founded in the 
first centuries of peace after the Numenorean conquest of 
Eriador. However, their era of strong official standing and 
political importance dates back only to the arrival of a 
dissident faction of glassblowers from Fornost Erain 
shortly before the division of Arnor. Up to that time, 
Tharbad had been basically a trading city whose manufac­
tures could never fulfill all of its needs. The immigrant 
glassblowers offered the city's leaders a chance to establish 
an export industry as prosperous as those ofFornost and 
Osgiliath. They awarded the new citizens land. subsidies, 
and privileges that made them almost instantly prosper­
ous. Jealousy over the preferential treatment given to the 
glassblowers caused virtually all of the other artisans to 
organize their own guilds and demand charters and 
similar privileges from the rulers. They soon accumulated 
enough political power to rival the city's trading mer· 
chants. but not enough to challenge the authority of the 
king or the emilath. 

A few decades after this initial burst of success. the 
glassblowers divided into two guilds: one concerned with 
the alchemy of glass. and the other with its artistic merit. 
The lesser guilds declined in influence under pressure 
from the more traditional powers ofTharbad, becoming. 
for a time, fraternal organizations thar did little more than 
march at fairs and high festivals. This held trueunti! King 
T erennil reorganized the political and economic struc­
tures of his realm beginning in T.A. 1079. Terennil was 
burdened with his father's massive debts from the Twelve 
Years' War and. given the largely self-sufficient economy 
and the independence of his princes, there was little 
prospect of [he debr being repaid. T erennil realized that 
his a.uthority had [0 prevail. and thar some new commod­
ity for export was needed. T erennil determined that 
sheep, which already outnumbered the people in his 
kingdom, were his best option. He restructured the law 
regarding both the lord's and the peasant's ability to own 
land, and provided subsidies for both the guilds thar 
worked wool and packed mutton and the merchants who 
sent it abroad. 



The weaving. dying. and men-packing guilds soon 
came to rival, in wealth and influence, even the nobles of 
Cardolan; their natural allies, the other guilds, rose with 
them. This new power, howevc:r, declined after the disas­
terofCameth Brin in the thim:enth century. The instabil­
ity in the country-and the decline in trade it caused­
undermined the income on which the power of the guilds 
was built, and continued to do so until the fall of the 
kingdom. 

The devasration of western Cardolan that preceded and 
followed the battle on Tyrn H6dhath in T.A. 1409 led 
thousands of refugees to migrate to the nearly impreg­
nable bastion ofTharb:ld. They g:l[hered in GW:lnwobd, 
[he shantytown outside Tharbad's walls, although there 
were no jobs, homes, or food there. Despite colonizing 
dTom in western Cardolan, the refugee population grew, 
and tensions increased between rheolderresidents and the 
newcomers. With no lords to provide order in the city, the 
guilds ofTharbad had to r:lise the money :lnd leaders for 
a new militia ro protect citizens from [heir riotollS "guests." 

During the widespread �asant rebellion led by 
Lamril in T.A. 1434, the guild militia provided 
the bulk of the forces that defeated the �asant 
army in the countryside outside ofTharbad. The 
victorious guildsmen fell upon the shantytown on 
their return, burning it while massacring many of 
its inhabitants. The canotar used the massacre as 
a pretext to disband the militias, but remnants of 
the organization survive. Protection onocal inter­
ests has remained one of the primary functions of 
the guilds. -

CURR.ENT GUIW Pouncs 
With the tensions that have been growing in 

Tharbad before and since the Plague Years, the 
guilds have obtained an unprecedented "popu­

larity." They effectively control all economic 
activity in the city, and guild membership is 
vinually a necessity for the common folk. Mem­
bership is generally demonstrated by wearing a 
cockade of one's guild colors, though this can get 
one into serious trouble if the wrong neighbor­
hood is entered. The Mercenaries' Guild and the 
Merchants' Guild, both of which have commerce 
throughout the city, rent their colors to visitors, 
and very few people will bother someone wear­
ing the purple and gold of the merchants, at 
least during daylight hours. 

The old rriumvirate of the Weavers', Dy­
ers', and Salters'/Packers' Guilds remain the 
largest guild faction in Tharbad, but because 

of the burden of providing for their numbers in the 
decaying economy they are des�ratdy poor; their power 
has greatly waned from the time they dominated the city. 
All three of these guilds have fractured inco rival factions, 
which makes them quite susceptible ro outside influence. 

The newest and largest single guild in Tharbad is that 
of the laborers. They arc mostly refugees from the north 
who came to the city during the Plague Years. These 
immigrants organized in proper Tharbadian fashion, and 
were granted a district to live in that had been gutted in the 
Great Fire ofTA 1634. Though numerous, few of the 
laborers arc well-fed or well-armed, which curtails their 
organization's influence. 

89 



90 

The most powerful guilds in T.A. 1643 arc those of the 
merchants and the tr:lders; though relatively smail, they 
conuol a great de;);l of money. The Merchants' Guild is 
dominated by Dwarves from Khazad-dum and Gondarian 
ship owners. They. of course, have the greatest interest in 
the mbility of the ciry. The T faders' Guild is actually a 
thieves' society. barely concealed by its pseudonym; in 
recent years the traders have become so strong that they 
march in the parades of the cities during the high festivals. 
Though quite rich. the Traders' Guild is not very effec­
tive. It has come to s�cializc in the comparatively victim­
less crimes of smuggling (especially drugs). gambling. and 
prostitution, and its leaders sl'cm hedonistic and compla­
cent. 

Of the lesser guilds the B�rgemcn's Fret' Association 
and the Seers' Guild are the most unusual. The strength of 
the Bargemen is spread up and down the Gwarhl6: the 
number of them in the city varies greatly from week to 
w.eek �n� from sc:ason to season. Moreover, they generally 
dlsdam mvolvement in local politics. The association is 
none the less actively courted and deferred to, for iu 
robust, brawling members arc probably the most decisive 
and uncommitud factor in the local balance of power. 
The Seers' Guild was officially disbanded in T.A. 1504, 
and those few members of rhe Alchemisu' Guild who 
knew :my magiks "retired." This course o( action was 
recommended by the powerful wizard, Tharkun-better 
known as Gandalf the Grey-who briefly resided in the 
city. Some of the leaders of Tharbad know that an 
underground Seers' Guild still exists, but not even the 
dnot:u or the Master of the Traders' Guild knows its 
membership or capabilities. 

6.5.2 FAIRS AND FESTIVALS 
Widely scattered asthey are, the inhabiranu of Car dolan 

must travel in order to gather together to honor their 
deities and to conduct business. Over the years, these 
practices have become regularized and formalized into 
fairs and festivals, hdd at most of the important towns 
and keeps. Honorary positions, such as officers and 
marshals, arc created [0 keep peace among the crowds the 
fairs attrae(; suaightforward standards of behavior are. 
dedared, like those noted in the previous section (or 
Arthedain, and rhey arc obeyed even by ragged ruffians. 
Despite the religious ritu:'Ils and rhe vital business dealings 
that t:lke place, the fairs and festivals are a rime o( 
indulgence, celebration, and joy, even though these com­
modities have been in short supply in recent years. 

THE GUIWS OF THARBAD 

Profession Cocbde 
Alchemists Red, Brown, White, and Blue 
Armorers Silver with Black Center 
Bargemen Greyish Green 
Brewers Nut Brown 
Carpenters Light Brown 
Coopers Light Brown with Black Center 
Dyers Yellow 

__ Embroiderers Red Rose. on White Field 
Fishennen Light Blue 
Herbalists Light Green 
Innkeepers Wine with Gold Center 
Laborers Grey 
Lampmakers Yellow with Blue Ce.nter 
Masons White with Grey Center 
Mercenaries Blood Red 
Merchants Purple with Gold Center 
Nightsingers Pink 
Papcnnakers Light Yellow 
Potters Reddish Brown 
Salters/Packers Red with Bone White Center 
Seamen Deep Blue 
Shipwrights Sc.a Green 
Smiths Black 
Tanners Brown with White Center 
Teamsters Orange 
Traders Gold (rarely worn) 
Vincners Wine Red 
Weavers Nwtral Grey-white 
Wheelwrights Black with Brown Center 
Whitesmiths Silver with Gold Center 

Note: Coopm ka/ in bamls anJ (asks, Ibr primllry staltJ 
sbippinJ: {onlainm oj EriaJorianlrak. Nighlsingm a rt SNppoS-
tJIy all Irgilimall lavtnr anJ sImi nJltrlaintrs, bUI proSli/NltS 
{omprist liII kitget' ja(/ion oj IMir mmrbership. Vinllrm Jtal in 
wim, anJ Whilmrrllhs in lbe finishing anJ Juorillitrg oj 
mtlalwork. 

T1.rrt arr al !till' two $lOTt minor ,fIli/Js lbal baw offi{ial 
rtcognilion bul fif/It inJIumu. Tbtst inrlNk: Sm·bts, Stboklrs, 
o,ulm, Playm, Cuitln, CrawJi,r;p's, FllmltN, ShtphtrJs, 
CfassmaYrs, Ltxhmilhs, l/(. buh oj Iht minor ,filiUs bas ils 
own tolors, a/Wilys a pof/trn oj Ihrrt tolors wtgwtly IIpproprilllt 
10 Ibtir projtsSion surrounJeJ by a whilt borh. No lUlU 
mtfllbrr OT apprrnlitt is likrly 10 bt Iml ;n publit wilboNl lbtlr 
to(kllrit, sin(( 1Il0S1 guilds Itry a jilrl for SNth latk oj pride. 



The autumn fairs are the most important of these 
occasions. The harvens must be m:lrkettd, and gradually 
the time allocated for this event has gained significance as 
the primary time of exchange for all products. Traders still 
gather from all over the Wen for the autumn fairs in 
Cardolan. There are several regional fairs, but the maS{ 
important is the one held at Thalion. Though there is no 
king. the autumn fair heu coincida with the Eruhantalc, 
one of the three DUnadan high holy days. As repraenta. 
tive of Gondor's priestly king, the canotar of Tharbad 
now has the duty ofleading the prayers and parada of the 
?Wple. 

The festiv",1 of Harvest Home, held in each village and 
household, occurs shortly afrer the autumn fairs,Harvest 
Home is an entirely local celebration, as is the observance 
of Yule which enlivens the long winter. Life is then fairly 
dull until the arrival of spring, which is announced by the 
spring f",ir. It coincides with Erukyermc, the DUnadan 
spring high festival. There is little to trade in the spring. 
so this fair is of less economic importance. Interest is 
sustained by parades, and especially by the mock combat 
and tournaments of the warnors of Cardolan. The mid· 
summer festival of Erul:aitalc, which is more obviously 
related to the ancient Numen6rean rita than the other 
holidays noted, is usually observed by only the DUnedain 
and T orfiriath ofG.rdolan. The commons mark it mainly 
as a day of relief from the summer's labors. 

6.6 EVIL CULTS 
Organized religion has never held much sway or appeal 

for the DUnedain. Their traditions include tala of direct 
contact and alliance with the Valar, done in a straighrfor. 
ward manner that precluded any need for elaborate war· 
ship and ritual. This general philosophy evolved into an 
absolute prejudice during the Second Age, when resis· 
tance to the Numen6reans was often led by local shamans 
and priests. The Dtmed",in's great enemies, Morgoth and 
Sauron, both used dark religions and cults to ",dvance their 
causes and also drew power directly from theif worship. 
pers. This great "fraud" caused the DUned:lin and their 
allies to associate :III religious institutions (other than 
their own) with both evil power and slavery. 

However, minor religious groups following an indi· 
vidual Vala or more obscure deities eventually did arise 
among the DUnedain in Amor. The few cults worship-­
ping the powers of Darkness or those with bizarre beliefs 
that could be corrupted by the Dark Enemies were once 
quite a nuisance in the North.kingdom, being largdy 
favored by quarrelsome intellecrualsand dilettantes. Most 
ceased to exist after the Witch.king arrived in Angmar 

and brought a dnmatic rdity to the beliefs with which 
most of the cultists only played. They arc rare enough now 
that no fonnal apparatus for witch-hunting or similar 
investigation exists in the country. Nonetheless, cultists 
are present, primarily as a result of infiltration by 
Angmare:lI1 priests, and a set of very old and very violent 
laws are on the books concerning "hurtful magiks," 
demonology. and religious subversion. Local officials deal 
with prosecution of any offenders. 

THE DARK. PRIESTS OF ANG.\.tAR 
The sorcerer·priests of Angmar were one of the Witch· 

king's most potent weapons in the first centuries of his 
reign, using persuasion, bribery, and rich gifts to sway the 
innocenrand the unsure, rarely proclaiming themselves as 
worshippers of Darkness. Those priests who first came to 
Eriador and Rhovanion appeared as servants ofFiryandii 
(Q. "Friend of Men") or Firyatar (Q. "King of Men"), 
aiming to cormpt the local leaders and sages and then to 
sow greed, intrigue, and (e:lr among the common folk. 
After superstition and fear began to dominate society, as 
h:lppen«l in Rhudaur but not in Archedain. could the 
priests introduce the worship of Darknas. 

This basic scheme no longer serves the Witch.king in 
public in Eriador, but small variations on it work among 
simple folk, such as the desperate refugees around Tharbad, 
and also on indi\·idual mages and loremasters blinded by 
pride and seeking a short cut to power. Direct infiltration 
continues, and plans to magically amict Archedain arc rife 
among the Angmarean dite. The most successful to date 
involved the plot to ensorcel the Barrow·downs, the burial 
place of the Arnorian kings-allowing evil spirits to infest 
the tombs. A dozen priests of Darkness and two score 
Angmarean rangers, trackers and other minions died while 
emplacing runestones, performing rituals in and around 
the barrows, and making Mannish sacrifices within a few 
yards of the Arth:ldan monks sworn to protect this holiest 
of places. 

The brilliant success of the plot has encouraged more 
and more of the priests to volunteer to serve in Arthedain 
and Cardolan. There they can usc their magic to enfeeble 
the strong, ensorcd the innocent, seduce the despairing, 
and destroy the hated Dunadan enemy from within. For 
the Angmarean priesthood, the material effects of the 
barrow.wight invasion are trivial compared to its obvious 
erosion of Dun ad an morale. They see the conflict between 
Light and Dark as a clash of wills; their dream is co so 
break the spirit of the DUnedain [hat their last strongholds 
in the North will fall without battk and the proud sons 
of Numenor will open their doors 2nd grovel at the feet 
of the servants of the Dark. 
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7.0 WARCRAFT 
IN ERlADOR 

GM Note: A klaikJ orbroJbatlltoJtht jorus JiSillSUJ btrt 
is giwn in fix Military TaMn, Sution 12. 

7.1 THE ARTHADAN MILITARY 
The primary defense of Anhedain is entrusted to a very 

small Dagorwairh Aran(S. "Royal Army"). reinforced by 
a mustering of sixry.three Dagorwc:irharh Arthedain (5. 
"Noble Armies;" sing. Dagorwairh Arthadan) that can 

defend thC'ir own tc:rritorics or be summoned by the king 
[0 fight anywhere in the: realm. In times of relative calm, 
the Dagorwcithath Anhedain'enforce the law and keep 
the peace by providing a constant presence of authority. 
When conflier breaks our, these elite forces arc: the first ro 
take the field. If the t.hreat reguircs more manpower than 
the "regulars" (as these professional military are called). 
the king. the nobles. and their officers have the authority 
to call all or part of [he kingdom's feudal levy, the Dins 
Ann (5. "Royal Militia') which can multiply their 
mength ten-fold. It has been claimed, with some justifi. 
cation, that the Anhadan army is, man for man, the finest 
in Endor, combining superior weapons, rigorous training. 
and strong. fit, highly motivated soldiers. The forces 
described hert' provide a well·armed and well.tcsted host 
capable of defending the North-kingdom from all but the 
mon overwhelming of foes. 

7.I.I THE ROYAL ARMY 
(DAGORWAITH ARAN) 

The Dagorwaith Aran is the king's own profcssional 
anny, a crack force which guards royal lands and garrisons 
key citadels. It answers only to the king or his officers and 
is constantly poised for war. Yet, since it is small and tied 
to the king's hOllse, the royal anny is nor unlike its private 
counterparts. 

Although the king is supreme overlord of all armies, 
even the Dagorwaith Aran is customarily directed by a 
vassal. Usually, the Ilrllllion (5. "crown-prince;" lit. "son of 
the king") is selected as its lord-command�, being groomed 
from early youth in the arts of war. He oversecs daily 
military activities, accounts for provisions, and sees that 
the training regimen is followed. He also leads the royal 
army on most campaigns. 

A circle of princes and older knights assists the lord· 
commander as a su.ff and provides It'adership for larger 
collections offield units, such as groupings of noble annies. 
Even in pe:leerime, this Othrind (5. "War Circle") proposes 
military policy and strattgics to the Andhrind (5. "King's 
Council"), thereby affecting Arthedain's political future. 

Beneath the Othrind is a hierarchy of 1lr7lllroqum; (Q. 
"royal knights;" sing. ar7laroqum). These men arc soldiers 
who have distinguished tht'msdves by service and valor 
and are deserving of non-hereditary knighthood. Unlike 
the 1lr/llrolJUlII; (Q. "noble knights;" sing. IlrtllrolJlltn), an 
Ilnltlroqutll can be born of :lI1y class 3.nd must cam his 

colors; few, however, are non-Olmedain. There are two 
tiers of royal knights, divided by length of peerage, both 
of whom serve as intermediary leaders. Those of the elder 
group are properly known as amllroqumi yrmw (Q. "old 
royal knights') and each of these commands an o/bronas 
(5. "warrior company") consisting of 8 1  warriors and 9 
of the knights' younger counterpans. The latter are nor 
actually given the title of "knight." but are called instead 
oblilri (Q. "esquires;" sing. oblar); each leads a borvnas (5. 
"division;" lit. "steadfast men") of9 warriors. 

-In addition to this mobile force. the king maintains a 
garrison of some 600 soldiers. the Ostirith (5. "Cit.adel 
Gu3.rd"). to defend his capital at Fornost; they are com· 
manded by one amaroqutn ylnwa and two oblilri. Each 
company of the Ostirith is commanded by a captain. and 
each division of soldiers by a sergeant. The Citadel Guard 
officers are much mon likely to be non·OUnedain than 
their counterparts in the regular army. The Sceptre also 
possesses a company of rangers, rhe Faradrim Aran, to 
perrorm reconnaissance. and an elite company of guards. 
the Tirith Ann, to protect the monarch and his family. As 
auxiliaries, the king maintains a kennel of wolfhounds 
(the Othronas Drogryn Aran) to reinforce his guards. a 
group of civilian contractors to build the various ballist.ae 
and siege engines used by his soldiers. and a collection of 
armorers. carpenters, suders, teamsters, and other artisans 
to supply the army. 

7.1.2 THE NOBLE ARMIES 
(DAGORWEITHATH ARTHEDAIN) 

Arthed3.in·s nobility is for the most part descended 
from the lines of the original Elendilian settlers, the 
Faithful who founded Amor. There are sixty.three houses 
of Ilrta/ani(Q. "nobles;" sing. llrlllllln). and each maintains 
its own army. $even are sizable clans, the Great Houses of 
Arthedain. Some, like the Eketya or T armea families. have 
forces rivaling those of the king, but most rely on small 
contingents. In time of W3.r, the Dagorweithath Arthedain 
are often combined with the Dagorwaith Aran, forming 
an integrated army. Large noble armies march and maneu­
ver under the orders of their own arla/ani, while smaller 
forces are banded together under the command of a 
member of the Othrind, usually a prince. 

The noble armies are necessarily varied in structure. 
Each is led by an arllllilnor his appointed lord-commander, 
and each draws upon the local vassal-rhe n6roqutn; (Q. 
"landed knights") and tr'r'OIIumi(Q. "solitary knights")-of 
the lower nobility. These knights bring their own unique 
followings of mrilby' (5. "fighters;" sing. mdl�) who, 
together with a Tirith Arthadan (5. "Lord's Guard"). 
form the army's warrior host. 

The Dagorweithath Arthedain often possess auxiliaries • 
similar to the king's, especially those lords responsible for 
the defense of specific sections of the frontier. None of 
them, of course. have the Sceptre's financial resources, but 
the lord·commander and several members of the Othrind 
inspect the Dagorweithath Arthedain to ensure th3.t they 
are fit for bat:tle. 



7.1.3 EQUIPMENT 
All Arthadan warriors, regardless of immediate aUe­

giance or background. arc superbly equipped. Each sol­
dier carries a composite bow, a short bow, a short sword 
«(hi). a dagger. and a longer weapon. The cavalryman of 
the royal army (one third of the total) bears a lance and a 
long sword (1IIrkk(/). while an infantryman uses a 9' spear 
and a hand-axe. All 3fC provided with a tool kit, wool 
bedding. and mess implements. 

Arthadan armor is made from fine grade steel and is 
among the best in Endor. Light and strong. it is ideal for 
chainmail. The king's foot-soldiers wear black chain 
shirts supplemented by solid leg greaves, all covered with 
black surcoats emblazoned with the Seven S[ar� of the 
North-kingdom. Each infantryman also employs a 30" 
diameter steel-reinforced oval shield. whose relatively 
straight sides allow for interlocking. These shields are 
ideal for the fonnation of a Ihal1�il (5. "shield-fence"). 
Horse-soldiers arc garbed in full chain and carry 1_' 
diameter, steel·faced round shields. Like theirunmoumed 
brethren. they wear open-faced helms of steel which are 
designed to protect the neck and ears and to accommodate 
the various linings needed for campaigns in the capricious 
Arthadan weather. 

Members of the noble armies are less unifonnly 
equipped. but most forces are aligned along this general 
theme. One should note. however. that most of the 
Dagorweithath Arthedain field no more than one horse­
man for every seven soldiers. 

7.2 ARMIES OF CARDOLAN 
Warcraft in Cardolan has greatly declined since the 

days of the realm's royal anny. the Dagorwaith Aran 
Cardolan. Then. the heavy pikemen of Cardolan--the 
Raggers-made up largely of T orfiriath who had fol­
lowed the profession for generations. were considered the 
finest heavy inf.1ntry in all the Realms-in-Exile. In those 
days. there was also a royal navy. the Cir Aran, though it 
could find few foes. Most of the ships were eventually 
sold. and a few still serve the Prince of Dol Amroth in 
Gondor. This was a better fate than that ofCardolan's 
soldiers. For a time Cardolan stood in the forefront of the 
resistance to the forces of the Witch-king. Now. conflict 
is a constant feature of life in Cardolan. but it is a war of 
pillaging villages. burning crops. and inconclusive sieges: 
war with little honor and no glory. 

ARTHADAN MIUTARY STRUCTURE 

The Line of Command for Offensive Campaigns 
A,m 

Dago�waith Aran 
(5. "Roy,] A�y") 

(5. "King") 
I 

Aran 
(5. "King") 

] 
Aranion 

(5. "Crown-prince") 
] 

Qthrind 
(S. "War Council") 

Arnaroqueni Yenwa 
(Q. "�nior Royal Knighrs") 

I 
Arnaroqueni Vinya 

(Q. "New Royal Knighrs") 
=Ohrari 

(Q. "Esquires") 
, 

Odlryn 
(5. "Warriors") 

I 
Oiras 

(5. "Militia") 

Dagorweit�ath Arthedain 
(S. "Noble Annies") 

Artatani 
(Q. "Gre

1
ar Nobles") 

Atani 
(Q. "Lesser Nobles") 

I 
N6roqueni 

(Q. "Landed Knights") 
I 

Erroqueni 
(Q. "Solitary Knights") 

I 
Meithyr 

(S. "Fighters") 
I 

Oiras 
(S. "Militia") 

The Military Branches 
B"U1cb Locllti01l 

r- Tirith Aran 
(5. "Royal Guard .. ) .................... Fornost 

f-- Osririrh 
(5. "Citadel Guard") ................. Fornost 

f-- Drogryn Aran 
(S. "Royal Wolfhounds 

.. 
) ........ Fornost 

f-- Faradrim ATan 
(5. "Royal Rangers") ................ Northern Frontier 

King-­
(5. "Aran") f-- Dagorwaith Aran 

(5. "Royal Anny") ..................... Royal Lands 

f-- Dagorweithath Arthedain 
(5. "Noble Armies") ................. Noble Lands • 

f-- Oiras Aran 
(5. "Royal Militia .. ) ................... Royal Lands 

L- Oirais Arthedain 
(5. "Noble Militias") ................ Noble Lands 
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7.2.1 THE DAGORWAITH ARAN 
CARDOLAN (T.A. 861-1409) 

On paper, the kings of Car dolan could gather an army 
of from 5,000 to 8,000 militia, 2.000 to 3,000 profes­
sional infantry, and about 2,000 mercenaries. 200 to 400 
cavalry, made up of the mounted Dunadan nobility. who 
generally fought on foot, led the force. These numbers, 
though, depended on the degree of cooperation of the 
rrniLlIb of Cardolan. The king's own forces consisted of 
600 of the finest Raggcrs, known as the Maltholath (S. 
" Gold Helms"), the kinsmen of the king, a bodyguard of 
about 20 arnaroqlU'ni, and some 2,000 militia raised in 
Tharbad. He would occasionally maintain about 800 
mercenaries organized into a banner of medium cavalry 
and a banner of archers. As a genera! rule of thumb, each 
prince could raise about 400 Raggers. 300 mercenaries. 
2.000 militia. and 60 cavalry from among his lesser lords. 
Thl' standard t.lcrics of the hostofCardolan was to use the 
militia ro garrison the realm's fortresses and to protect the 
army's lines of supply. The pikemen would then seck to 
force the foe to engage. so that the nobles could strike the 
decisive blow on a flank. 

7.2.2 THE WARRIOR CLASSES 
The warrior classes of the old kingdom still survive. 

though often mere ghosts of the halcyon days. 

RAGGERS 
The lesser-blooded offspring of the soldiers of the early 

Nt'imen6rean garrisons and their Eriadorian wives and 
mistresses were less than welcome in Nt'imenor. so many 
of these-who nevertheless spoke of themscl ves as T omriath 
(S. "High Men"}-took up their fathers' profession and 
remained in Cardolan. Over the centuries, they became 
the primary military class in their lands, the sted heart of 
the forces of Cardolan. They also adopted the epithet 
hurled at them by Dunnish marauders as a title of honor: 
Ragh Crann-Sleagha (Du. "Ranks of Pikes"). Raggers. a 
shortened version of the Dunael phrase. became to be a 
term in common usage. 

The professional pride of the Raggers was legendary. 
and, through incessant drilling. they became the finest 
heavy infantry in Endor. Their most noted accomplish­
ments were at the Battle of Dagor/ad in S.A. 3434, when 
they held the flank against Sauron's mumahl after the rout 
of the Silvan Elves, and at the Disaster ofCameth Brin in 
T.A. 1217. There. the Raggers, though exhausted by a day 
of desperate fighting and taken unawares, rallied them­
selves and clove a path out through the hordes ofGundabad. 

The Raggers slowly withered in the internecine wars of 
the sister kingdoms before the coming of the Witch-king. 
The last great host mustered in Cardolan was hammered 
to pieces in the Battle on T yrn H6dhath in T.A. 1409. 
Barely a hundred warriors now survive organized into the 
most feared and respected of the mercenary companies. 
The Ragh Crann-Sleagha are notorious for never having 
betrayed an existing contract. 

The remaining Raggers still use thc equipment of their 
longfathers( often literally). They wear a full chain hauberk 
and steel-shod boots. The men-at-arms don a full helm 
with a detachable visor. Their main weapon is a long and 
heavy pike. 12' from tip to haft. As might be suspected, the 
Raggers operate in very close order, relying on an irresist­
ible charge for offense and the impenetrable forest of their 
pikes on defense. For closer quarters. the Raggers use a 
distinctive, short and heavy backsword that they quaintly 
refer to as a "knife:' 

CAVALRY AND MOUNTED INFANTRY 
In ancient rimes. the lords and lordlings of Arnor 

fought on foot beside their subjects. The importation of 
fine horses from Harad was greeted enthusiastically. as 
marching was somewhat beneath the nobility's dignity. 
However, the Dunedain were trained to fight on foot. and 
horses were very expensive at first. Therefore, the ten-



dency among the lesser lords was to protect their mounts 
by using them only as a means to reach banJe. Only the 
greater lords could afford the stables, new «Juipment, and 
retraining necessary [0 fight effectively from horseback. 
Cardolan never developtd the heavy cavalry that became 
the mainstays of the DUnadan annies of Arthedain and 
Gondor. The minor lords used a variety of tides including 
nltfUl7l, aria/an, (I/brvn. and hir nibrn (S. "baronet")' The 
mounted DUne:dain in an anny were usually g:uhered as a 
strike force. Their c:quipment varied, but generally in· 
eluded shield. broadsword, :md bow. 

The lesser lords of the Dunedain suffered losses at least 
as severe as the Raggers in Cardolan's many wars. Those 
who remain tend to lead their forces from horseback. , 
There: are: not e:nough Ie:fr to gather into a banner of 
mounted infantry as of old. The only remnant of this 
system is the mercenary company known as the Marcaich 
Chruaidh (Du. "Steel Riders"). They are actually the he:irs 
of Rhudaurian exiles who entered Gondor in the four· 
tee:nth ce:ntury, and who use the unique Rhudaurian 
practice of having the knight's retainers accompany him 
ioro battle by hanging on to his stirrups. 

MIUTIA 

By law. all males over 14 years of age are: subject to 
military service when summoned by their prince. The 
codicil to that law-that all males must provide them­
selves with weapons-is readily obeyed; however. the 
most popular of the princes of the past did well to raise a 
quarter of their potential manpower from the individual­
istic common folk of Cardolan. J n contemporary Cardolan, 
the princes consider themselves lucky to raise half that 
percentage. 

When King Thorondur organized his new realm, he 
was well aware of the main deficiency of his annies: 
neither the Raggers nor the fOlIum; were given to missile 
combat. He: sought to re:pair this deficiency by establish· 
ing an organized militia force. the ye:omanry. to supple­
ment the levy of all healthy males. The yeomanry were to 
be equippe:d with long bows. learher annor, and a helm. 
Those yeoman companies that apptared at the fairs that 
accompanied the three high festivals were paid. and there 
were further rewards for the winners of comperitions in 
drill and archery. The yeomanry were under the orders of 
their prince, although paid by the king; this contributed 
significantly to the success of the institution. Unfortu­
nately. the royal treasury could not afford this expense 
after the Time ofT roubles. Some princes continued the 
practice out of their own pockets, but the last yeomen. 
those ofCaladir. were disbanded during the Plague Years. 

The current militia. synonymous with the fonner levy, 
are at best an anned mob. useless in a stand-up fight. They 
are ben suited for providing muscle for the construction 
of siege works, and in devastating the countryside. Even 
for their most serious conOicts, the princes arc likely to 
halt the muster once 1,000 troops arc collected. 

WARBANDS OF THE TRJRES AND CL\NS 

The warnors of the Dunnish tribes both in and outside 
of Cardolan arc one of the few asptcts of the military 
«Juation that has changed little over the years. As in the 
old days, theycan be found fighting for me Cardolandrim, 
against them. or simply r:IIiding on their own. The average 
tribe can gather about 200 warriors; a quarter of these will 
be experienced, distinguishable by their soft leather ar· 
mor. Dunnish warnors fight with spear and a large leather 
shield. They also use a notoriously ineffective throwing 
club known as a wrtb:-The: tribesmen nonnally relyon their 
usually superior numbers to envelop both Oanks of a foe. 
This is suicide against a ste:ady and more technically 
advanced foe, but no better idea has yet been found. 

The clansmen of Saralainn. a mix of Dunmen and 
Cardolanian commoners who've adopted Dunnish w:ays. 
have an organiz-1tion not much more advanced than this. 
Their tactics---cven when they aren't mad or drunk 
enough to view warfare as just a dangerous, but amusing. 
game-arc not subcle. The standard maneuver is to madly 
rush the foe in order to close with their deadly pole axes, 
which they wield with abandon. The more experienced 
warriors have the honor of using two·handed swords; big 
ones arc esptcially popular. The average elan can muster 
about 120 fighters. 

MERCENARIES 

urdolan possesses the ancient and honorable tradition 
of using foreign soldiers, a pracrice thar datcs back t.o the 
Daen bands that served [he Numen6reans in their wars 
with the Eriadorians. The constant fighting and thin 
population continue (,0 creare a demand for hired swords. 
and the brave and the foolhardy provide a wealth of 
volunteers. 

The Golden Age of the Mercenaries lasted from T.A. 
1050, when the sister kingdoms began girding themselves 
for their first war, to T.A. 1409, when the host of 
Cardolan withered in the Battle on the T yrn H6dhath. 
Cardolan relied on Northmen from Rhovanion. who 
served mostly as medium cavalry, and Dunnish tribesmen 
from Enedhwaith, who served as fodder. These were an 
answer to the Easterling light cavalry and Orc.infantry 
who fought for Rhudaur, and soon thereafter Angmar. 
The Northmen were particularly valued and many were 
persuaded to settle in eastern Cardolan. Their five burgi 
(For. "hilltop fons") :along the Nen-i-Sal outlined 
Cardo!an's northeastern boundary for many years. Since 
the fall of the kingdom, most of the Nonhmen have 
drifted back to their old homes. save for a number who 
settled in Faerdor. 
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7.2.3 THE MERCENARY COMPANIES 
The Silver Age of the Mercenaries is said to have begun 

in T.A. 1459 when the remaining Raggers besieged 
Dacron ofFacrdor. the first fanc/tlr, in order to colic([ their 
back pay. The success of this rebellion led many of the 
professional warriors in Carda!an (of whom there were 
less than 1 ,000 left) to notice that military success 
required a prince to be able to capture forts. Since they 
were the only force capable of doing that, the Raggcrs and 
some landless nobles formed themselves into companies, 
loosely based on thc guilds of Tharbad. and sold theiT 
services to thc highest bidder. This process has been often 
imitated, bur the success of the original companies has 
never been marched. 

There are currently four major mercenary companies in 
Cardolan, and the power and innuence of their captains 
comes close to rivaling that of the lesser princes. The 
foremost is the Ragh Crann-Sleagha, the remnants of the 
Torftrian military class; the Marcaich Chruaidh arc only 
slightly less potent. Next, comes the T roich-Annchleasah 
(Du. "Dwarf-warriors"), a combined anns force built 
around a nucleus of sturdy Dwarves. Last are Forak­
Eiginn (Du. "Forak's Violators"). It is a fair measure of 
the depths to which Cardolan has sunk, that a Half-orc 
(Forak) can be a person of note in the lands, dealt with by 
moS[ of the princes whether they like it or not. Few oust 
Forak, though he has a record of success. He is a necessary 
evil because the Violators possess the only mobile siege 
train in the country and his henchmen are very capable 
engmeers. 

7.3 W ARCRAFT IN RHUDAUR 

THE KlNG'S FORCES 
The Dunedain ofRhudaur were always too few and too 

scattered to usc the standard Dunadan military system, 
which relics upon highly trained masses ofinfantry. Until 
the division of Arnor in T.A. 861. border problems were 
dealt with by Arnorian rangers and regulars operating our 
of Cameth Brin. Local military practice was limited to 
passive defense of the keeps and villages and an occasional 
showy, and usually ineffective. punitive expedition against 
rebellious tribesmen. Generally. these feudal levies were 
led by the local DUnedain and composed of freeman 
supported by serfs or debt-slaves. The only change in this 
system with time has been a lessening of numbers and an 
increasing absence of any DUnedain to provide leadership. 

After Rhudaur became independent, the loose feudal 
syS[em was augmented by a tiny professional anny at­
tached to the Dunadan kings and numbers of Hillman and 
Northman mercenaries. These soldiers have, under later 
kings, been largely, but not tocally. replaced by Easterling 
and Orkish mercenaries. The army is divided into three 
war-bands: one. under the king. consists of the feudal 
levies and loyal mercenaries; the second consists of the less 
trustworthy and short-term mercenaries; and the third is 

made up of the Orkish levies from northern Rhudaur. 
The Hillman tribes willing to fight for the king usually 
operate separately from the royal forces, and they have 
been known to simply pick up and walk away from a 
battlefield if the omens don't look good for the day's 
fighting. As all of these forces are subsidized by Angmar. 
the Rhudaurian military will generally fight if and where 
the Witch-king commands. 

Traditionally, Rhudaurian warriors are competent. if 
basic, infantrymen. They arc equipped according to their 
background. Hillmen serving with the lowland forces 
have only soft leather annor, typically unfinished hides 
and furs strapped to their torsos. but are rugged individu­
als with good woodland skills. They use the (ng. a heavy 
spear thrown from a sling, and the alam, a light javelin with 
a bronze tip. They favor heavy helms of bone plate, but do 
not carry shields. Hand weapons are limited to knives. 
Lowland Rhudaurrim have more advanced gear. They 
wear good leather annor. often of cured or boiled hides 
that are as hard as wood. They also carry shields made of 
a similar material. Unfortunately. as they are of Dunn ish 
ancestry. many still have a liking for the w(lb, the clumsy 
throwing club which few actually master. Thus. in battle 
most come down to using a spear with a broad-leaf head. 
Once this is broken, bent, or blunted, they resort to a 
variety of hand weapons such as the hatchet-like dav. 

In a pinch. these soldiers arc unreliable. They have poor 
morale, unless fiercely led or defending their own belong­
ings or land, and can be easily distracted in battle by the 
prospect of rich pickings and loot. It is difficult to hold 
them into organized bands or persuade them to adopt 
tactics. 

TRADITIONAL HIUMAN MnrrARY i>RAcncr 
The Hillman passion for raiding greatly affects their 

approach to war. Fonnal "rules" of raiding place a high 
premium on stealth and woodcraft. Hillmen prefer to 
settle feuds by formal combat between chosen champions. 
but their external enemies do not believe in such methods. 
Always practical, the Hillmen combat these outsiders 
with their favorite wartime greeting: a nocturnal ambush 
involving vastly superior numbers. 

The primary weapon of the Hillmen is the spear called 
the (rrg. A (rrg can be thrown by grasping it in both hands 
and hurling it over one's head. It has a short range (25'). 
but it can pierce the strongest armor. (Treat it as + I 5 
versus plate or chain armor.) Most Hillmen carry knives 
bur use them only for cutting and carving. Since they rely 
upon bronze for mostof their weaponry. longer blades are 
in short supply. Hillmen generally do not use armor. but 
occasionally don a heavy hide coat. They do, however, 
swear by helms. These they decorate with carved bone and 
by weaving their own braided hair through selected holes. • 
Other fonns of annor arc considered too heavy and 
cumbersome for use in the woods. 



7.4 THE ANGMAREAN THREAT 

M.!UTARY ORGANIZATION 
The annies of Angmar greatly outnumber those of 

Arthedain, and a small fraction of thtm could defeat what 
urnains defending Cardolan; the Witch-king's weak­
nesses have always been quality and supply. Through this 
century, save when the Plague depletes the reserves penned 
up in his many crowded barracks. the Witch.king main­
tains :I standing annr of 10,000 foot.soldiers and 5.000 
cavalry. He has twice as many Orcs at his disposal. 
Depending on his plans and the quantity of foodstuffs 
and fodder he's accumulated, he can also call on two and 
three times this number of additional Men and Orcs from 
the East. " 

Few·of these soldiers are individually any march for an 
Arthadan Dlbron, and so the Witch-king generally must try 
to overwhelm his enemies with sheer number:s. However, 
Angmar faces considerable problems projecting its strength 
westward over the barren Udanoriath. Every anny the 
Witch-king sends across the plain leaves behind it a trail 
of broken-down carts, siege engines, and animals, as well 
;u spoiled rations, empty water c;uks, and eventually. sick 
and injured soldiers and Orcs. All of this is simply from 
the wear and tear of the journey. which is typically in 
winter [0 pennir the Angmarrim [0 get the best use from 
Orcs and Trolls, A hard-fought or defeated Angmarean 
anny leaves a litter of bones and rusted weapons that 
marks their line of march for years after the event. 

THE ORC-HOST 
The Orcs of Angmar arc the Witch-king's primary 

weapon in Eriador. Not a week goes by without 3n On:­
raid somewhere along the (rontier. Twelve tribes of 
Angmarean Orcs (onn a loose confederation. called by the 
Arthedain the Y rch Angmar (5. "Orcs of Angmar"). 
Their warlord is the Olog Rogrog. who has commanded 
the Orcs and Trolls of Angmar since the founding of the 
kingdom. It was Rogrog's forces who destroyed the:: last 
Dagorwaith urdolan on the Barrow-downs. and the 
warlord himself sle::w the:: last King ofCardolan. His name 
inspires terror and obedience:: within the Yrch Angmar, 
and he has considerable influence with the Orcs of the 
Misty Mountains. He wields unquestioning authority 
over the Y rch Angmar stationed within Eriador proper, 
along the northern and easrern frontiers of Arthedain, and 
bullie::s them into keeping their tribal warfare to a mini­
mum. The border Orcs prefer to make their homes in 
caves among the hills and ridges of the region. Failing this. 
particularly on the relatively flat Ere::doriath. the::y will 
build stockades with windowless buildings and shaded 
parapets. or villag(:S with timbe::[-covered rre::nches con­
necring sunken or buried living quarters. The important 
camps of the plains Orcs will often be in wooded hollows 
and ravines where they can weave the branches of trees 
with climbing vine::s and c:re::ate:: an artificial ve::rs;on of the:: 
shadowed, murky fore::srs in which they would prefe::r to 
live. 

7.5 MILITARY EQUIPMENT 
All the realms of Eriador build fortifications. since:: 

annies cannor be mustered quickly enough to protect all 
places and peoples at all times. In addition, keeps and 
castles provide b;ues for scouts, beacons to warn of an 
enemy approach, and places to find cover when the enemy 
is too powerful to face. Since most ofEriador is too barren 
(or an anny to operate without constant supply. most 
fortifications are:: de::signed to store and protect those 
supplies from either we::ather or ene::my action. To take 
fortifications, the primary powers of the North maintain 
siege trains, including some devic(:S to breach walls and 
others to throw missiles over the::m. The cascles themselves 
quite ofte::n have missile:: throwers of the::irown, All of these 
implements of war are maintained by construction troops, 
called "pioneers," and e::ngine::ers, or "sappers." Most are:: 
kept in storage at important forrresse::s until neede::d. 

7.5.1 SIEGE EQUIPMENT 
Both Arthe::dain and Angmar posse::ss a varie::ty ofhe::avy 

siege machines: mobile towus, ballistae::, onagers, rams, 
etc. While:: the Arthe::dain, as in otht"r things, have e::ngines 
ofbe::tter quality, the Angmarrim, who are usually on the 
offrruive::, ke::ep more:: machine::ry on hand and more sol­
diers naine::d to use ir. 

The Angmarean siege trains are kept in border castles 
in disassembled form. When a major campaign be::gins, 
they are:: wheeled to the:: targd: site::s in gre::at wagons; once:: 
there. they are assembled in fortifie::d camps and brought 
to bear after roads and ramps have:: be::e::n built to move:: and 
support them. Some:: smaller equipment is constructed 
near [he focus of the siege, along with trenches and e::arthen 
walls foreoverand to pre::ventsorties, and ramps and roads 
to get the:: c::quipme::nt and assault forces up to and over the 
walls of the kee::p being attacked. Both the:: Orcs and the:: 
Mannish infantry of Angmar op<:rate:: the:: e::ngines, al­
though the Orcs inevitably get the:: most dangerous roles 
in the ciose::-in work and the siege assault. 

The:: Arthe::dain kne::w little:: of sie::ge:: warfare:: in the:: e::arly 
years of the kingdom. but the::y have:: relearned the old 
knowledge and importe::d more from the:: south. Gondor, 
which routinely campaigns against Southron fortresses, 
has the besropen-field siege tactics in Middle::-earth, while:: 
the Dwarves ofKhazad-dum have specialized in compact. 
cave-portable equipment and technique::s for digging Orcs 
out o( underground lairs. Most of the Arthadan sie::ge:: 
engineers are:: veterans of the Dagorwaith Aran who are 
now officers of t.he royal court, typically also [e::sponsible:: 
for the:: anny's supply train and royal fortifications. The:: 
workers are often drafts of the royal militia. with the:: 
professional otbryn raking the:: lead only at the:: most viole::nt 
points in the:: siege assault. 

Siege work requires organization, which is lacking in 
much of Eriador. While the Rhudaumm can import 
e::nginee::fS directly from Angmar. the:: Cardolandrim have:: 
to hire independents. A good sapper can draw as much pay 
in Cardolan as the captain of a� important me::rcenary 
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company. Forak's Violators. one of the most elite of the 
mercenary companies. has the only permanent siege train 
in the country, and charges for its services accordingly. 

THE FIELD BAWSTA 

A ballista, roughly speaking. is a device for throwing 
stones or arrows. It docs this either by means of a drawn­
back wooden or steel beam. after the fashion of a cross­
bow. or by means of coils of rope. wound tightly around 
an axle so the wrapped cords act as springs to throw stones 
in a manner similar to the bent bow. The Arthedain favor 
the laner design. and their technological advantage allows 
them to build extremely agile ballistae with the rope-coils 
held vertically in iron cylinders. These device can be aimed 
flat and fired directly at an advancing siege tower. 

Many Arthadan keeps have such ballistae, one of which 
cracked the skull of the Troll-warlord Rogrog during the 
attack on Fomost in T.A 1 409, breaking up a major 
Angmarean assault. With the addition of spoked iron 
wheels. a baWsta of this sort becomes mobile enough to be 
used as field artillery. and is accurate enough to take out a 
great horse at a range two to three times that of a long bow. 
Because the Angmarrim [end to fight at night, battles where 
field baJlistae can be used are fairly me. The Witch-king 
himself was allegedly once injured by a Arthadan field 
baJJista outside Fomost and is said to personally destroy 
any such devices that arc brought [0 Cam Dum. 

THE FIELD ONAGER 

An onager is a timber-framed device that has its rope­
springs on a horizontal axis for "indirect fire," throwing 
a stone into the air so it drops down from above on the 
keep or [own being besieged. The onager is easier to 
maintain than a ballista. though less accurate. and can 
reach targets behind the walls of a keep. It is the favorite 
artillery of the Angmarrim. 

THE TREBUCHET 
Instead of a spring. the trebuchet uses the counter­

weight of a basket of rocks, in teeter-totter fashion, to 
"toss" a stone into a town in the same manner as 
an onager. The trebuchet is so simple even the 

Dunmen and Rhudaurrim can build and use one, 
and it can be much bigger than any device based on 
a bow or rope-spring. 

LIGHT ATTACK TOWER 

This portable wooden tower is only about 20' 
tall and was designed for use against the low 

walls of Anhadan and Rhudaurian villages 
and the more modest Dunadan border forts. 

It is assembled on the site of a siege and pushed 
up to a wall on small wooden wheels. It has plank 

and hide armor along its front and sides and interior 
ladders to allow attacking soldiers to get up to the level 

of the top of a wall without being exposed to enemy 
missile fire. Plank "bridges" can be dropped from its 

upper story [0 allow access to the defenders ramparts 
while siege ladders can be supported in its interior and on 
either side. It can also act as a firing platform for archers 
or a light ballista. 

WAR RAM 
This is a large piece of timber with an iron shod end 

used to batter down doors. The Angmarrim routinely 
enchant the heads of their rams to make them more 
destructive. The Arthedain also do this, but do not discuss 
it in public. The standard large ram is covered by a 
protective roof and supported on a wheeled frame, so it 
can be larger than a ram that is simply carried. The large 
Angmarean rams are suspended from the roofhousing by 

ropes and swung on them like a 
pendulum. Th e  superio r  

DUnadan ram is "tracked;" it 
uses greased rollers to sup­

port the shaft of the ram. 
allowing the soldiers op­

erating ieto get asteadier 
push and greater 

penetration. 

• 
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DEFENSES AGAINST MAGIC 

A master builder or military enginetr will routinely 
put small enchantments, alchemical mixes. or inscrip­
tions in or on buildings. sometimes just for luck or for 
superstitious reasons, but often because specific spells 
will improve (he quality, appearance, or durability of 
[he construction. The better of these enchantments 
:WO protcct against hostile spells and enchanted cn:a­
rures. The OUncdain, who routinely have been faced 
with magical threats from [he likes of Sauron and the 
Witch-king, arc very good at rhis. Here is a general 
guide [0 such matters; note that many variations on 
these themes 3TC possible. 
Blessed (Level J Defense}-A simple bJcssing' on 

the house. sigils written above the doors or 
scratched into the frames. 

Undead and Faerie must resist a 5th level 
attack to enter. unless they have been invited. and 
they will find passage through the doors uncom· 
fortable. No extra protection against damage. 

Examples: 90% of the rural houses in Rhudaur 
and Arthedain. 80% in Cardolan. save ncar the 
Rast Vom. Orkish shrines and chiers halls. 

Shielded (Level II Defense }-Spells have been said 
over the foundations by a local shaman or 
magician. who has also written runes into the 
comer stones and/or constructed a symbol or 
totem above one or more entrances. 

Doors and locked windows have 10th level 
defense against supernatural creatures. walls only 
5th. Gaseous or ethereal creatures .;:annot pass 
through cracks in the doors at all. Any evil 
creature failing its resistance check will take an 
"A" impact critical from the pain. No extra 
protection against anything but storm damage. 

Examples: important houses in Fornost and 
Tharbad. most rural Dunadan villas and keeps. 
and the houses of village leaders; Eriadorian 
religious sites. whether good or evil. 

Armored (Level III Defense >--Useful architectural 
spells and interesting herb and mineral prepara­
tions have been put into the mortar of the house 
or painted and/or soaked into the timbers by 
someone who knows what he is doing. Quite 
often. the spells will have been read and/or 
embedded into the stone or other material as it 

is being placed. scaled. or finished. The evidence 
of this is not always obvious. and a sorcerer or 
undead intruder will typically find our about it 
the hard way. 

The defenses noted for Shielded dwellings 
(Level II) are doubled in Armored ones (Level 
Ill). Any scrying spell or entry spell (Tt/tporl. 
Port/l� etc.) attempting to pass through the walls. 
doors. or windows will be resisted at 30th level 
on the base attack table; this defense holds 
whether the doors or windows are open or not, 
unless the spellcaster has taken care to gain a line 
of sight through such an opening. If the attacker 
fails. he will develop a mild headache and must 
roll a Spell Fumble at +30. Damage from any 
physical attack on such walls will be reduced by 
20%; that from magical attack. by spell or 
enchanted creature, by 50%. 

Examples: any major keep in Eriador. and a 
selection of the minor ones. All government and 
religious buildings in Arthedain. The walls of the 
citadel in Fomost. the outer wall of Minas Anor 
in Gondor. In both cases. the effect reaches a 
man's height above the top of the walls. 

Warded (Level IV Defense >--As above. but the 
spellcaster has put a great deal of time and effort 
into the job. because he expects that magical 
entry or magical attack might be tried. These 
defenses are variable and dependent on who 
helped with the enchanting. 

Typically there will be at least 50th level 
resistance and a spell fUmble penalty on spell 
attacks. 50% reduction on all damage. and "C" 
criticals for evil supernatural creatures. Only the 
most powerful scrying devices and spells will 
work at all on these structures (i.e .• a PIlla"/;,., the 
Mirror of Galadricl). 

Examples: The towers of Amon SUI and 
Orthanc. the royal palace in Fomost. [he 
remaining Noldorin houses in Lindon and Ost­
in-EdhiI. the city of Khazad·dum. Elrond's 
house ( 1  30th level defense, and a Memory Bane 
on the intruder � the inner sanctums of the 
Witch-king (1 8Oth level and nightmares visited 
on the intruder). Tom Bombadil's house (24Oth 
level), Dol Guldur (36Oth level). 
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7.5.2 FORTIFICATIONS AND KEEPS 
The: Elves built stone houses and fortifications in 

Eriador long before Men gathered enough wealth for such 
ventures, hut most of such structures have long since been 
abandoned. The Eriadorians. as well as the Dunmen, lived 
in hill-top villages protected by earthen berms (artificial 
ridges). moats (usually dry), log and brush outer walls. 
and stone: and timber gate houses. 

The Duncdain were the first Men to build large 
numbers of stone castles, town-walls. and towers in 
Eriador. Their knowledge: of earth-magic. akin to that of 
the Dwarves, allowed them build viable fortifications out 
of virtually any rock. although they preferred the strength 
of the white. pink. and blue granite: cut from quarries in 
the hills of the upper Barandusn. Their works could be of 
almost any design, from the standard "frontier keep" (See 
color insert in ArnOT: Tbr iAml.), to a small palace like that 
at Thalion (See Section 6.3 in ArnOT: T1K und.), to the 
grand elliptical dome of the royal palace in Anm'iminas. 
The ullesttower in Arnor was that of Amon SUI, which rose 
300' above the top of a hill that already stood 1,000' over 
the surrounding plain. The greatest construction in the 
kingdom was the citadel of FornoS[ Erain, which required 
the flanening of a ridge-top almost as high as Amon Sui and 
much broader, followed by the building of two miles of 50' 
tall gr:lIlite walls with guard towers every 100'. 

The Amorian Dunedain also built great bridges over 
the Gwathl6 and Baranduin, both with and without 
defensive towers, and long lines of military walls along 
vital stretches of the hills facing Angmar. The Rammas 
Emyn, built by Arveleg I and running along the outer face 
of the Weather Hi!is, was the most f.imous of these 
fortifications. Set just below the crests of the hills on the 
side facing the Oioiad. some 300-400' above the plain, it 
was simply a 10' high earthen embankment faced and 
reinforced with local limestone. A military road ran along 
the top, with small watch-posts built at good observation 
points approximately every two miles. With Arthedain's 
declining fortunes, nothing more elaborate could be built. 
The Rammas Emyn could not hope to stopan Angmarean 
army: its primary purpose was to keep wargs and wolf­
riders from passing freely into the interior of Arthedain 
and threatening King Arvcleg's communications with 
Amon SUi. 

7.6 STRATEGY 
The Witch-king of Angmar. chief of the Nazgtil. the 

dreaded Ringwraiths. is the instrument that the still­
hidden Sauron has chosen to destroy the DUnedain of the 
North. There is no haste in the Witch-king's campaign; 
when one of his onslaughts fails to overwhelm the 
Dunedain, he retreats to Cam DUm with the remnants of 
his inevitably shattered armies and begins to rebuild. 
Being undead, he lacks the time pressure that drives other 
conquerors, and the Arthedain have never possessed the 
strength to seek him out in his fortress. 

Arthedain has repeatedly proved too great for him to 
conquer. Her forces have slaughtered two great armies he 
sent against the realm and shattered many smaller incur­
sions, but her might wanes as the years pass. The Petty 
Wars have. III this regard, served the Witch-king's cause 
as well as his great battlefield victories. The war of 
attrition is one the \Vitch-king thinks he can win. The 
Orcs fight most efficiently in this kind of warfare; the 
slower pace allows for the breeding of more as the tribes 
are depleted. On the other hand. every house burned down 
and every family slain or fled is something the Arthedain 
or Cardolandrim can ill afford to lose. The Lord of the 
NazgUl knows that in time these raids and the shadow of 
his own presence will humiliate, demoralize, and reduce 
the numbers of the DUnedain. Sooner or later, he must 
Will. 

The Arthedain have. for years. understood this strat­
egy. Argeleb IJ practices patience, conserving his strength, 
working to keep the Petty Wars from wearing his soldiers 
down and driving his citizens south. Others are pushing 
for a more aggressive stance. The resources for war 
immediately available in Angmar west of the Misty Moun­
tains are quite small. If the Angmarean field armies could 
be destroyed and the Mannish population along the edge 
of the plateau of Angmar driven away, the threat to 
Arthedain's borders could be reduced to a few Ore-raids, 
and the kingdom could rebuild its strength and possibly 
even restore the boundaries of long dead Arnor. 

Others of a philosophical bent-and there are many of 
these at the Arthadan court-look to the heart of the 
matter: the Witch-king' s empire will not fall until he does. 
if all the force in Arthedain could be marched to the gates 
of Angmar, there would not be enough soldiers or siege 
machines to surround both Carn DUm and the Orc-holds 
in the mountains behind it. The example they choose is 
that of the War of the Last Alliance, where the nations 
that marched to the Enemy's stronghold were shattered 
beyond the healing of a thousand years of peace, and evil 
was still nor driven from the world. The philosophers 
look instead to omens. prophecies, and artifacts, and that 
twist of fate that would deliver the Witch-king up to an • 
act of supreme courage. such as destroyed Sauron on the 
slopes of Mount Doom so many years ago. Only this, they 
say-a manifestation of destiny-will save the Dunedain. 



8.0 FIGURES OF NOTE 
GM Notc: ntjollowingtbara(/ffkunptiom arekr;ytd /0 lilt 
kit TA. /643. nry iru/utit mosl oj,he imperlonl politital 
uat/mhip oj'lx !.!nds tbat on(f wrrt Arnar, as Will as srwral 
Imtr figurrs wbo art jrlltu"J in tho- JinulriO/ in tbis m�llfr or 
who art simply /ihfy tmOun/tfS Jm' tI/Ubitlows lIt/wnlur"J. 

Language Note: FollDwing IIx lunJmng oj AmM in T.A. 
861, II royal ban WIlS p"'uJ upon IIx publit NSf of IIx High­
,I\'tn longut in prrlOnal lUwlfS. (Sit StellOlt 6. I) As II malltr 
oj ,,,"/ilion, Imwwr, lbi nobility wtrt pmnittrJ /0 rda;" ,bt ust 

oj Qurnya in Ibti, family namlS, sina many oj that strWJ /0 
ncprm tbtlr alltgianrt and Jrwfion /0 Ibt traditions oj Ibr 
Faithful. 0wT liml, Ibt po1smion oj" QuI'!)'1l family naml 

, 
(amI' /0 /" rrgorbJ lIS (In imporrant proof oj 011(" lilllll� lind 
s(I{ia/ J/llnding. 

In rrtJ/ity, lhe DUlI(iIa;n do tlol poms, II'Nl "113/1 namn" 
(they bt-ing inwnlions pawliar 10 Ibt Hobbits lind ,Ix Bm­
lamlm); jnl/raJ, it l)U"aJan is laiJ limply 10 bt uoj I� lint or 
beU$l ojjorrJ(llbrr x" (rxpmsrJ in bolb 5indllr;n IIl1d Qsmryll 
by IIppmJing ,I" suJlix -ion "son of' or -if I "d.lugblrrof' 10 II" 
IUInl( oj lin IInmlor; bmtr, Arllgorn's full nllrrll WOIlIJ bt 
"Al'llgom [silJurion" or "Arllgorn Eundilion'). T1x n(llltli oj 
1M «\'tn IIrlllnoni (Q. 'grrlll beu«s" oj Ar/�kin IInJ Ihl)$( 
oj lilt u.urr nobility rtf« nol lO IInlrstT<ll lintllgt bu, la rtgions 
(orllrtif(lCIs) ojlost Nummor. Conll'1umtly, onrrxpwStlonr's 
br!onging to lin IIrtllnossf' '101 by lidding -ioll/irl to its nllllll, bill 

insltllJ Iry tbt aJj((liWlI suffix -yaM, inJilating winch asptct oj 
NHIIIl110r OIlt'S bou$l was originally IISlotillltd wilh: HOU$( 
Ekrtyll WIIS IIssoti<llrJ wilb 1M (ktl, Housf Tanntil wilb lhe 
MtlltitanlUl, House Erllnya with IIx "gion oj Emnii, alld so 

". 

S.l LORDS OF ARTHEDAIN, 
T.A. 1643 

8.I.! THE LINE OF JSJLOUR 
The heirs of the rqorth-kingdom traditionally cxptct 

all members of the family to play some small or large part 
in the governing of the realm. Since a scion of the Line of 
Isildur has a lifespan of two hundred or more yurs. adults 
of several generations can be active at court at any given 
time, providing the Arthadan kings with a body of 
experienced, loyal supporters that are the envy of lesser 
monarchs. The heir to the throne. a constant threat to 
kings of other nations, is raised in Anhedain, brought up 
to anticipate decades of useful service to the realm before 
assuming the Sceptre himself. Bccaweof deaths due [0 the 
Great Plague and related events, some of this advant':lge 
has been lost by Arthedain in TA 1 643. The surviving 
members of the royal family have gathered around King 
Argeleb to ward off troubles from rhe south. from the east, 
and within Anhedain itself. 

THE ROYAL FAMILY OF ARTHFDAlN 

(sinet 1M StlOlIJ Norlbrrll Wlltj 
Argeleb I 

1226·1356 
I 

Arveleg I 
1 309·1409 

I 
Araphor 

1391·1589 

Balo�wen 
1461-1637 

• 
Haleth 

I 
Galraen 

I 
Arg�leb II-GHrie! Dol�lin 

1473· 1 1568. 1541.1637 1466·1534 1489·1610 

r, ----'�---------.I-----.,----�I-.,� I 
Arvegil ' Nirie!�Selennil Seren Minastir' rlinnie! Falaswen=Baranfinde! Tannea 
1553- 1605-1 1601- 1607-1632 1609- 1612-1636 1581-1626 1 1579-

I i I 
Arve!eg II CarhronJ Celeborn' 

1633· 1634· 1 636-
Mallach T armcaJ 

1610· 

Note: nr IupmrriplrJ lIu",brrs IIUlrk Ibr /,gallillt oj suuwion to Ibr Ihron' of ArlMkin, IU ruognizrJ by a D((m of Lintllge spoken 
btjOT( fOlillc/"! by 1M king ill T.A. 1641. Arnorillll lrllJilioll ami law jll\>Ors tlxll/au lintoj Jtsunl; lilly W/IS born 10 Crown-pn·nu Arvrgil 
orlo Minaslir wou/J 'a� prlltknuoW'r Ibt otbrr Ixirs. NrJ l1U1utl:ilJrm orgranJthi/Jrrn 10 KingArgtltb's sistrrs nerviw in T.A. 1643. 
Any IIU11t born 10 rAtir lints wou/J hawa itsJffrlaill/ lo rhi SIl((tssiOIl lhall Mallarh Tllnni'a, by virtut oJhis dmenljrom tlx king's brallxr. 
AnorMr rOY(l1 kcrrr cOlild givr slirA all Mr prmknu owr Nfrir/, hut onry a nllrllbtr oj ararhs ill Ibt royaljamiry wou/J prompt such 
an arrion. 
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ARGELEB II. KING OF ARTHEDAlN 

Anhcdain's tenth king, Argelcb II, has spent much ofh;!; 
fifty years' rule in his distinctive black annor, fighting 
Angmar's hordes. Never aggressive politically. granting the 
Shire to the Hobbits some fony years ago was: the boldest 
domestic act of this moS[ mania I ruler. Argelcb is well into 
the second century of his life by T.A. 1640; having won a 
stalemate, of sorts, along his border with Angmar even 
before the Great Plague, he is working on his reputation as 

a patron of the arts and dcvO[cd tender of the royal herb 
gardens in ramose. He has grown weary of war as well as 
policy and, some nobles say. weak with age and disinterest. 

Just under 7' tall. with the greyeres, long limbs. and dean 
features ofIsildur's line. Argclcb looks the image of a great 
king. The weakness that seerTIs apparent to many at coun 
does not lie in his greying hair or the lines graven on his face 
and hands; Argeleb is of high Dunadan blood and expects 
to be as fit as a common man a quarter his age for decades 
to come. The trouble lies in the fading of the martial spirit 
young or hardhrarted men expect in their leaders. Argeleb 
follows the Elvish philosophy of his fathers and setS war as 
a dragging necessity rather than an opportunity for glory. 
Long years of conflict have left him fatalistic and hesitant 
to waste lives in aggrrssivr moves. Never naturally expres­
sive, he is no longer willing to put on the public displays 
required to lead those less wise than himself. 

Behind the scenes, Argeleb maneuvers with the careful 
touch of long experience. The younger members of the 
royal family, under the leadership of Queen Gliriel. 
provide him with infonnation about the plots against 
him, and he continues to move his pieces on the chess­
boards of court and public diplomacy. His policy of 
containment and conservation in chI' Angmarean war may 
yet bear fruit; help may still come from Gondor or the 
Elves or some other source yet undreamed of. In the 
meantime, in his own quiet way, Argeleb will guard his 
kingdom's viability, and unwary enemies that come close 
will find his hand is still swift and his blows deadly hard. 

Family ana Conntttions 
The king's elder sister, the Lady Balorwen, and his 

younger brother, Lord Dolruin, had been his close advi­
sors from the earliest years of his reign. Both died in 
Cardolan during the Plague, leaving Argcleb physically 
and emotionally isolated as the oldest surviving royal. 
Since then Crown-prince Arvegil and Queen GHriel have 
become more politically active, trying to protrct the king 
from the sycophants and power-seekers of the court. 
Beren, Argdeb's second son. and irlinniel, his younger 
daughter. were both killed in tragic accidents. Minastir. 
Argeleb's third son. is trustworthy, but unambitious. He 
is Harioned far from Fornost, commanding the garrison 
of lach Sarn and acting as a guardian of Siragale and the 
Shire. Niricn, Argeleb's remaining daughter, is a tough 
and savvy court politician. rapidly increasing her influ­
ence. Her two young children. Cathron and Ccleborn, are 
next in line for the throne unless and until either of 
Nirien's two brothers sire children of their own. 

GM Not�: For mort on Pn'nct &rtn'sJalf, Slt ICE'$ Minas 
Tiritb mOtillu, whm � bas taun t� puuacmym Elmail and is 
ill(OTTttfly iJmI!fitd as King A rapOO,'s son rather than Argckb 'so 

ARGELEB II, KING OF ARTHEDAlN 
Level: 25. 
Race: Dlmadan, of the Line of Isildur. 
Hom�: Fornost Erain. 

ArgtUb in MERP 
Hits: 196 Melee OS: 170 Missile OS: I75cp 

AT, PI", (55) 
MERP Profession: Warrior. 
MERP Scats: Co 98, Ag 92. Ig 95, St 99. Pr 92. It 92. 
MERP Skills: Artistic: Singing 30, Foraging 55, 

Influence: Diplomacy 35, Influence: Politics 65. 
Lore: Agmarean Geography/History 50, Lore: 
Arthadan History 45, Lore: Herb Lore 40, Lore: 
Military Architecture 60. Lore: Military Tactics 90, 
Lore: Weapons 70, Ride 85. 

MERP Spells (200 PPs): Detection Mastery (5th). 
Calm Spirits (5th), Surface Ways (5th), Protections 
(5,h). 

Argtleb in Rolertlilster 
Hits: 196 Melee OS: 170ss Missile 08: 175cp 

AT, 19 (55) 
RM Profession: Fighter. 
RM Scats: Co 98, Ag 92. SD 88, Me 92, Re 96, St 99. 

Qu 94, Pr 92. In 92. Em 89. 
RM Skills: Artistic (Active): Singing 30, Influence: 

Diplomacy 35. Lore (General): Angmarean History 
50, Lore (General): Angmar Region Lore 50, Lore 
(General): Arthadan History 45, Lore (Technical): 
Herb Lore 40, Outdoor (Animal): Riding 85. 
Outdoor (Environmental): Foraging 55. Technical/ 
Trade (Professional): Architecture (military) 60. 
T echnical/T rade 0' ocational): Tactics 90, T echni­
cal/Trade (Vocational): Administration 65, 
T echnical/T rade (Vocational): Evaluate Weapons 
70. 

RM Spells (384 PPs): Detection Mastery (5th). 
Purifications (5th), Concussion's Ways (5th). Spell 
Defense (5th). 

Appearance: 90. 

Argtleb's Spttiaf PctWfS 
Master of the Palantiri: Argeleb is, by blood and 

training. the master of the three palallt{n' of the 
North. (Sec Section 9.0.) 

Kingly Mien: When commanding his troops direcrly. 
they will rarely be forced to retreat. When Argeleb 
bears the heirlooms of Arnor, his troops will refuse 
to disengage. 

}.fERP/RM: +20 Ludcrship for his troops whil� in 
battle; whiJ� he bt:ars thr h�irlooms of Arnor. this 
bonus becom�s a +40. 

• 



A'XeUb's Principal Ittms 

luf Pin: Made of mitbn'/ by Elrond after an assassina­
tion attempt when Argeleb was Crown-prince, this 
cloak clasp causes any article of clothing to which it 
is pinned to become as tough as chainmail. It also 
adds to the wearer's Perception, gives him roo' 
��hlvision, and doubles his nonnal range of daylight 
vIsIon. 

MERP/RM: +20 Perception, 100' Nigbtvision. 

LOR: +2 Defense with no other penalties. sec dearly at 
night. 

Harmar Amanoreo (Q. "Heirlooms of the North­
kingdom"): as described in Section 9.0. 
• the palantiri. , 
• the Sceptre of Annuminas. 
• the Shards of Narsil. 
• the armor, helm, and shield of Elendil. 
• the Ring ofBarahir. 

Battle-garb: Although Argeleb bears thl;" sceptre and 
the ring whenever he holds court, he dons the other 
military heirlooms only when a major battle is 
looming. The Ring of Sarahir is occasionally 
tended as the seal of betrothal of the crowll-
prince, [0 be returned to the vaults of Fomost 
after the wedding. 

MERP: While wearing the heirloolTl5. Argdeb has a 
DBof 180. 

RM: While wearing the heirlooms, Argclcb has an 
AT of20and a DB of 180. 

LOR, While wearing the heirlooms, Argclcb has a 
Defense of 18. 

Harmar Aman6reo (Q. "Heirlooms of the North­
kingdom"): [he military side- of the royal inherit­
ance includes 
• black scale and plate mail armor; it bears a 

circle of seven stars emblazoned on its 
chest plate. 

MERP; + JO DB, encumbt"r'$ a.o; Rigid 
Leather. 

RM: + JO DB, encumbers a.o; AT 10. 
LOR: +4 Defense, - I  Subterfuge,-I 

Movement. 

• the Momekeru, two matched black Uhilllor 
shoruwords; both have sparks flying along their 
lengths, one glows blue when within 50' of Orcs, 
the other glows gold when within 50' of undead 
or dark priests. 

MERP: +20 OB, secondary electricity crit. 
RM: + 20 �)8, additional dectricity crit of equal 

seventy. 
LOR: +3 Damage, + I Melee OB versus Orcs or 

undead/dark priests. 
• the Cuf

.
,in (S. 'White Bow"), a hollow steel 

composite bow. 
MERP/RM: +25 DB, double range (triple if an extra 

round is taken). 
LOR: +3 Missile OS. 

• R.ing of Seven Stars. 
MERP/RM: �4 Power Point multiplier. +20 to all 

magic resinances. 
LOR: +20 Endurance. +2 Magical. 
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ARVEGIL, CROWN-PRINCE OF ARTHEDAIN 
NeirhC'f the soldier his fatheT ;s, nor tht diplomat his 

mother wishes he waC', Arngil Aranion considers himself 
a monarch still in training. He was a hit of a rake in his 
youth and was hobbled socially by a savage temper. Arthe 
age of ninety. he now maintains-somerimes [00 ohvi· 
owly-an iron grip on his anger. A student ofOUnadan 
history, Arvegil is gradually accumulating knowltdge in 
all :l.reas he thinks might be appropriau for the rule of a 
country; along the way, he is methodically building up his 
influence with the grey.haired seers and advisors at court. 
Arvegil shares his father's views conceming the need for 
patience and perseverance in the war against thl.': Witch­
king: he defends Argdch ficrcdy in counsel. He practices 
diplomacy among the mrilatb of Cardolan, more as a 
training exercise than out of any real hope of accomplish­
ment; the crown-prince travels as far south as Tharbad 
several rimes a year on errands he hopes will bring some 
unity and common sense to the princes---the "Lords 
Brigand," as he calls them--of that chaotic land. 

Well over 6'6" tall. handsome. well-spoken. and grace­
ful. Arvegil is every inch the prince. but. as he has himself 
said, "not necessarily what one would want as king." Self­
mocking. soft-voiced. and carefully studious of both 
books and men. he has b«n able to divine much about the 
current plot against the Sceptre. in spite of his privileged. 
somewhat isolated starus. Though married for several 
years now. Arvegil has kept mistresses in the past; he isstill 
on friendly terms with them and uses the mote observant 
as sources. even the one he knows to be a Cardolanian spy. 

Frinlas IIna Cmnu,ions 
Arvegil gets along well with his father. whose somewhat 

distant manner he attributes to the overwhelming tespon­
sibilityofthe kingship. He is on good terms with most of 
his family. but his best friends are Bellanicl and Baragund. 
two childhood companions who currently serve as his 
aides and confidants. (Sec Section 8.1.3.) Esgaldor 
Lhossireg. his old tutor and now the king's unofficial 
Lord of Spies. is still dose to his fonner pupil and acts as 
Arvegil's chief contact among the older courtiers. Arvegil 
is devoted to his young son Arveleg n, who is destined to 
succeed him one day as king. 

AAVEGIL. CROWN-PRINCE OF AATHEDAIN 
Level: 25. 
Race: OUnadan. 
Home: Fornon Erain. 

A.rwgil in MERP 

Hits: 85 Melee OB: 95 Musile OB: 88 
AT: Ch:lin (-70) 

MERP Profession: Bard. 
MERP Stats: Co 89, Ag 73. Ig 93, St 94, Pr 100, It 

99. 

MERP Skills: Ambush 10. Artistic: Poetry 40, 
Artistic: Singing 30. Athletic: Dance 35, Gambling 
(Cards) 50, Influence: Mockery 60. Influence: 
Politics 55, Influence: Seduction 55, Lore: Chess 
40, Lore: OUnadan History 85, Lore: General 
Scholarship 50. Martial Arts Sw«ps 60, Perception 
60. Ride 50. Stalk/Hide 50. 

MERP Spells (225 PPs): Controlling Songs (10th). 
Item Lore (10th). Lore (10th), Sound Control 
(10th). Detection Masury (lOth), Sound/Light 

- Ways (10th). Calm Spirits (10th), Surface Ways 
(10th), Nature's Movement (10th). Nature's Lore 
(to 10th level). 

Arvtgil in Ro/rnuuttr 

Hits: 85 Melee as: 95bs Missile OB: 8Sep 
AT, 16 (70) 

RM Profession: Scholar. 
RM SUts: Co 89, Ag 73, SO 85, Me 92. Re 94, St 4, 

Qu 80. Pr 100. In 98. Em 99. 
RM Skills: Artistic (Active): Dancing 35. Artistic 

(Activt): Poetic Improvisation 40, Artistic (Active): 
Singing 30. Awareness (Searching): Observation 60. 
Influence: Duping 60. Influence: Propaganda 55. 
Influence: Seduction 55. Lore (General): OUnadan 
History 85. Martial Arts (Sweeps): Rank I 60. 
Outdoor (Animal): Riding 50. Subterfuge (Anack): 
Ambush 10. Subterfuge (Stealth): Hiding 50, 
Subttrfuge (Srealch): Stalking 50, T echnical/T r:lde 
(General): Gambling (cards) 50. T tchnical/T rade 
(General): Tactical Games (chess) 40. All other 
Lores 50. 

RM Spells (492 PPs): Sound Projection (10th), Item 
Lore (10th), Lore (10th), Sound Control (10th). 
Detections (10th), Brilliance (10th), Anticipations 
(10th), SdfH"I;'g (10th), Clo,k;,S (10th), Sol;d 
Manipulation (10th). 

Appear:lncc:: 99. 

Arvrgil's Spttilll Powers 

Palantir Mastery: Arvegil is. by blood and training, 
capable of using the thrl'l' pIIi4nlrd of che North. 

Arvtgi/'s Princip4lltnns 

Armidhrut (5. "Royal Eminl'nt Cleaver"): An tUI. the 
Annidhrisr is "of Slaying" against Orcs and Trolls. 
It glows red hot when it strikes metal. 

MERP: +30 OB. secondary H�ar crtt on round :lfter 
striking m�ul;. 

RM: +30 DB. Hut crit of I Ius severity on round 
afttr striking metal. 

LOR: +5 Damag�. +2 Melee DB versus Orcs and 
Trolls. 



Bow: Num�n6rean high steel. 
MERP/RM: +200B. 
LOR: +2 Oanuge. 

P .... t� Armor. encumbers Jik� chain. 
MERP: + 10 DB. 
10M: + 10 DB, AT 20 (encumbtring as AT 16). 
LOR: +4 Defense:. -2 to Sublafuge. Movement. and 

M�gicai. 
Knife: Elvish make, has healing propenies. 

MERP/RM: + IS OB, C.1l.sts 011 RlfI"ir ill on command. 

LOR: + 1 Damage, CasU Hrllli'W 011 command. 

Full Shidd: engraved with a large rune. 
MERPo' + 1 5  DB. repds up to 9 levels of undc.1Id 3 rimes 

, 
. per day. 

RM; + 15 DB. casts Rrprl U"J,"J IX 3�/ day. 
LOR: +3 Defense, -I Magital. repels undcad three 

times per day. 
Ring: seven diamonds in ebony. a gift from Saruman 

the White. 
MERP: d Powcr Point multiplier, +20 DB. +20 to 

nugic l't'Sisunces, +20 Perception. 
RM::.-3 Mentalism Power Point multiplier. +20 DB. 

+20 to magic resistances, +20 Perception. +20 
Erhaustion Poinu. 

LOR.: +20 Endurance, +2 Offense:, +2 Magical. +2 
Perception. 

GLl!uEL. QUEEN OF ARTHEDAIN 
A winy and cultured woman, skilled in politics, and a 

sraunch advisor to her husb:tnd. Gllriel has gained promi­
nence at court since th� depletion of the royal family in the 
Plague. Glirid is a descendent of the youngest son of King 
Malvegil. While not the daughter of a wealthy lord. her 
lineage is good. and her intelligence has always com­
manded respect. Gliriel is a talented musician; she plays 
often in public. :tnd Argeleb sallies forth in disguise to 
watch her when she performs for the commons. She is an 
open advocate of A�Jeb' s passive defense against Angmar, 
fearing the attrition that might come with escalated. but 
fruitless. fighting. Unlike her husband. the queen docs not 
simply wait for signs of deliverance; she seeks them our. 
Het hous�hold funds often go to fjnanc� searches fot lost 
weapons and lore that might give Arthedain an advantag� 
in its ancient strugglf. 

Glirid is over 6' tall. with black hair and grey eyes. 
Elegant in manner. if somewhat angular in frame. she 
carries her years well. As a high DUnadan, she is. at 
seventy-five. actually in h�r early middle age; she remains 
curious. fit. and energetic, and she inspires a like en�rgy in 
King Argcleb, thirty years her senior. They often walk 
ann-in-ann in public. giving the appearance of whispering 
sweet nothings. while actually sorting out politics and 
court gossip. To them, this is romance. 

FrimJs ImJ Unlltdi"PII 
Gliricl makes a point of learning the names of 

every member of the court and their servants. She 
is a member of the N61�hildi, a magicians' society 
that counts Gandalf and Saruman as m�mbers. 
(See Section 6.4.2.) 

GURJEL. QUEEN OF AR.THEOAIN 
Level: 18. 
Race: Dt'madan. 
Home: FornoS[ Erain. 

C/{ritl ill MERP 
Hits: 88 Md�� 08: 100 Missile 08: 100 

AT, No", (50) 
MERP Profession: Bard. 
MERP St.an: Co 88. Ag 99. Ig 98. Sf 87. Pr 

99, It 85. 
MERP Skilli: Ambush 5, Artistic: Acting 40, 

Artistic: Playing Lute 80, Artistic: Singing 
80. Foraging 40, Influence: Politics 90. Lore: 
History of Arnor 70, Lore: History of 
Magical Weapons BO, Perception 60. Ride 
50. Stalk/Hide 40, Track 40. 

lOS 

Cfiriti, QNlfII of 
ArlbtdaiPl 

• 
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MERP SpeUs (108 PPs): Controlling Songs 
(1 0th). Item Lore (10th), Lore (10th). Sound 
Control (10th). Detection Masury (l Oth), 
Sound/Light Ways (10th), Calm Spirits 
(J Oth), Surface Ways (10th), Nature's 
Movement (10th), Nature's Lore (to 10th 
level), Protections (I Deh). Spell Defense 
( l Oth). 

CUriel in ROkmasttr 
Hits: 88 Melee DB: IOOss Missile OB: lOOss 

AT, Z (SO) 
RM Profession: Bard. 
RM Sms: Co 88, Ag 99, SO 85, Me 99, Rc 98, St 87. 

Qu 74, Pr 99. In 85, Em '96. 
RM Skills: Artistic (Active): Acting 40, Artistic 

(Active): Play Instrument (lure) 80, Artistic 
(Active): Singing 80, Awareness (Searching): 
Observation 60, Awareness (Searching): Tracking 
40, Influence: Propaganda 90, Lore (General): 
Arnorian History 70. Lore (Magical): Artifact Lore 
(magical weapons) 80. Outdoor (Animal): Riding 
50, Outdoor (Environmental): Foraging 40, 
Subterfuge (Attack): Ambush 5, Subterfuge 
(Sttalth) Hiding 40, Subtufuge (Stealth): Stalking 
40. 

RM SpeUs ( 1 77 PPs): Sound Projection (20th), Item 
Lore (20th), Lore (20th), Sound Control (20th), 
Controlling Songs (20th), Self Healing ( 1 0th). 
Brilliance ( 1 0th), Damage Resistance ( 1 0th), 
Anticipations ( 1 0th), Attack Avoidance (1 0th), 
Mind Mastery (TOth). Telekinesis ( 1 0th), Mind's 
Door ( 1 0th), Sense Mastery ( 1 0th). Gas Manipula­
tion (lOth). Movement (10th), Shifting ( 10th). 

Appearance: 86. 

C/{rill's Principal Ittms 
Sefthane: a 2' cane-like decorative "stick." (Sec Section 

6.4.2.) Within it is concealed an Elvish long-knife 
which can be wieldtd as a shortsword or thrown as a 
dagger. Ie will return to its sheath 3 times per day 
after being thrown. The gem at the end of the 
sheath will ring like a bell or light up as bright as a 
torch when struck against a hard surface. When lit. 
invisible objects arc revealed. 

MERP .. +2 spell adder, +20 OB (knife). 
RM: +2 Mentalism spell adder, +20 OB (knife). 
LOR, + 10 Endurance, + I Damage. 

Amulet: made of silver. 
MERP, +20 DB, +20 on magic RRs, x3 multiplier, 

+10 to any offensive spells. 
RM: +20 DB, +20 on magic RRs, .t3 Mentalism 

multiplier, +10 to BAR and Directed Spells. 
LOR: +2 Defense. +2 Magical. +25 Endurance. 

Lute: Superior quality (magically enhanced). People 
dancing to its music have increased stamina. Allows 
absolute recall of any song practiced on it for an 
hour. 

MERP .. +20 An: Play Lute, %2 multiplier. 
RM, +20 Play Instrument: Lute, %2 Bard multiplier, 

+20 Exhaustion Points for ;my dancing to the 
musIC. 

LOR: + 10 Endurance to all who can hear its music, 
Ring: made of a mithril alloy. 
-

MERP/RM: +10 DB, +10 magie Ms, casu BIaJmml 
and Dtjlmions 2x/ day (wearer only). 

LOR: + I Defense, + 1 Magical, casu ShitiJ on com­
mand up to 4 times per day. 

Hundirith (5. "Heart's Guard"): two mitMiI alloy plates 
worn secretly as part of Gllriel's costume when she 
is pt'rfonning in public. They give her back and 
chtst the protection of plate armor. 

MERP .. AT of Plate, +25 DB. 
RM: AT 17, +25 DB. 
LOR: +3 Defense. 

MlNAsTIR, ARTHADAN COMMANDER 
OF THE SOUTH 

As the third son of King Argeleb. Minastir grew up 
knowing that he would be unlikely to be called to rule. 
Therefore. he has devoted himsdf to a military life. He 
rose quickly through the ranks and i:; very happy in his 
first independent command. Iach Sarn is the only real 
Anhadan fortress on the Cardolanian border. Minastir 
has tenninated his predecessors' policy of remaining on 
the north bank of the Baranduin(and thus outofCardolan) 
except during interventions ordered from Fornost; he is 
willing to lead his cavalry down across Sarn Ford at the 
merest rumor of bandits mtnacing the Old Nonh Road. 
This has done a great dtal to improve order in central 
Cardolan, but stveral of the local tyniLlth have hopes of 
exploiting Minastir's hastiness by political or more vio­
lent means. 

Minastir is unmarried at age 34, keeps a sparse house­
hold, and prefers simple green ranger's garb when not in 
battle. His 6'7" height is not unusual for one of royal 
blood, but he also has dark skin and coarse hair. His 
unusual appearance caused much unfortunate and false 
gossip when he was a baby. Today, Minastir sports a hint 
of an unfashionable mustache, of which ht is inordinately 
proud. He is a man of manners who is respected by his 
soldiers and fast becoming a hero to the local peasants. He 
holds a singular dislike for Aervellon, the Regent of 
Girithlin; to Minastir, he symbolizes the amorality and 
duplicity that plague Cardolan. 

• 



MINASTIR, ARTIiADAN COMMANDER OF THE SoUTH 
Level: 15 .  
Race: DUnadan. 
Home: lach Sam. 

Miruutir in MERP 

Hits: 153 Mdee 08: 140 Missile 08: 90 
AT: Rigid Leather (75) 

MERP Profession: Ranger 
MERP Suu, Co 100. Ag 91.  Ig 89. St 93. p,. 83. It 

99. 
MERP Skills: Ambush 10. Foraging 60. Gambling 

(Cards) 45. Lore: Tactics 80. Lore: Wild Food 60. 
Perception 60. Ride 75. Swim 45. Stalk/Hide 60. 
Track 60. 

MERP Spells (60 PPs): Blood Ways (10th). Path 
Mastery (10th). Moving Ways (10th). Nature's 
Guises (10th), Nature's Ways (10th). 

Mintlstir in Rolmuuttr 

Hio: 153 Mdee 08: I40bs Missile 08: 90hcb 
AT, 12  (75) 

RM Profession: Ranger. 
RM Suo: Co 100. Ag 91. SO 88. Me 87. Re 90. Sr 

93. Qu 94. Pr 83. In 99. Em 96. 
RM Skills: Adlletic (Endurance): Swimming 45. 

Awareness (Searching): Observation 60. Awareness 
(Searching): Tracking 60. Lore (General): Flora 
Lore 60. Outdoor (Animal): Riding 75. Outdoor 
(Environmental): Foraging 60, Subterfuge (Attack): 
Ambwh 10, Subterfuge (Stealth): Hiding 60, 
Subterfuge (Stealth): Stalking. T tthnical/T rade 
(General): Gambling (cards) 45. Technical/Trade 
(Vocational): Tactics 80. 

RM Spells (129 PPs): Blood Law (10th). Nature's 
Guises ( lOth). Nature's Way (10th). Moving Ways 
(10th). Poth M.",'Y (10th). 

AppC2.raDce: 74. 

Minastir's Sptdlll PtlWffS 

Palantir Mastery: Minastir is. by blood and training. 
capable of using the three palantfri of the North. He 
has seldom done so. preferring less esoteric means of 
dealing with problems. 

Heroic Preseoce: Minastir keeps a royal banner close 
by him in combat; it adds +20 to the morale ofhis 
troops. 

Mi"tlstir's Pri"dpai Itmls 

Broadsword: made of mitbriL 
MERP/RM: +25 DB. never fumbles. 
LOR.: +4 Damage, + I Melee OB. 

Rigid Leamer Annor: full hide; enchanted. 
MERP/RM: +20 DB. 
LOR: +3 Defen$(':. -I Subrcrfuge. -I Movemenr. 

Heavy Crossbow: may be fired while mounted. 
MERP/RM: +10 0B. 
LOR.: + 1 Damage. 

Ranger's Ring: made of gold. 
MERP: +20 DB, +20 RRs. xl multiplier. spell effects 

are doubled. 
RM: +20 DB. +20 RRs. x2 channeling multiplier, spell 

dTecrs art doubled. 
LOR: +2 Deftnst, +2 Magieal. all spell effects are 

doubled (d,QUblt number of targets. ttc.). 
Full Shield: with a large rune on its face. 

MER.p/ RM: +5 DB. casts Brilli411fr 3x/ day. 

LOR .. +2 Defenst. -I Magical. 

NtRlEN. PRINCESS OF ARTHEDAIN 
The second child and first daughter born to the royal 

family, Nlr;en was not given much consequence in court 
politics other than as a prize of marriage. She achieved 
recognition. however. as a prominent scholar at an early 
age, her abilities earning the princess a place on the 
Aradhrind as a member of the Heren Cenoron. (See 
Sections 5.1.2 and 6.4. I.) She is an acknowledged expert 
on Arnorian history and the lore of magic. She also serves 
as Mistress of the Palace Tutors and Apprentices, giving 
her control over the schooling of most of the children of 
the wealthy and powerful in Fornost. Argdeb, who has a 
firm belief in making use of trustworthy family resources, 
considers his daughter's opinion on all matter of esoteric 
topics, most partirularly on appointments to the Varyari 
Palantirion and the Heren Cenoron. Nlrien is a focw of 
intellectual activity in FornoS[; scholars and sages vie for 
her attention to further their ideas and careers. Nirien 
remains practical through it all, dealing politely with the 
most boring of sycophantic pedants, and keeping an ear 
open for backbiting and intrigue that could undermine 
the king's position and policies. 

Just over 6' in height. Nirien demonstrates, in feminine 
form. the physical grandeur of the Line of Elendil the 
Tall. Her waist-length hair is often confined by gilt 
netting. a practice her nurse enforced, when, as a child. she 
used to twin her fingers through her curls. Of good figure 
and narurally graceful. she tends to overawe the smaller. 
better· featured women of the court; the princess found 
herself grateful when the Elven Lady Arvererhiel began to 
visit Fomost regularly-drawing off the more fawning 
courtiers. The reduction in sycophants permitted Nirien 
to seek brighter company and to bring her two children to 
gatherings for social seasoning. 

Fllmily II"J o,""ut;O"S 
Nlrien was courted avidly by several prominent young 

men as she approached her majority. But the princess fell 
in love with a guardsman of the Tirith Aran-the expert 
fencer and amateur linguisr. Belennil of T urven. With 
scandal ready to break. Belennil decided that his own 
departure might preserve Nlrien from unpleasant public­
ity. He left for the distant Souchlands, traveling through 
Harad and Mumakan to the f.,r:island nation ofE-Sorul 
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Sare. After four years of little communication, Nirien 
embarked in search of him. Her journey remained a sccr«, 
and she was accompanied by a few friends, including 
Gilronwc:n Celebren (See Section 8.1 .2.) and Haldal and 
Baranfindel, two of her suitors from House T annea. 

After a series of bizarre adventures chat remain curi­
ously undescribed by the Arthadan bards-there were 
questions, among other things, about whether a beautiful 
Elvish astrologer was BelenniJ's captor or hostess-the 
wandering scholar returned alone, Niricn following in 
close pursuit. The guardsman was knighted for books he 
wrote about his travels, and the lovers were frec to marry. 
Haldol T annea was killed in the South, and House 
T anneahas never forgiven Nlrien for his death. Baranfindel. 
a widower expected to remarry, has not done so in the last 
ten years; ifhe bears any resentment for Nirien's rejection 
of his suit, he has buried his feelings deeply. 

Nirien is well known among the wise of Arthedain, and 
her favor is actively courted by many who seek access to 
the powers of the court. Her two sons, Cathron and 
Celeborn, at nine and seven years of age, are just beginning 
their education and training. 

Belennil, Nirien's husband, is a quiet, unimposing 
fellow who spends a great deal of time translating histori­
cal tomes and indexing texts on herblore. like his nephew, 
Baragund (See Section 8. I .3.), he is easily overlooked. He 
chooses not to speak of the days when he was the finest 
young sword-hand in 
Arthedain and a 

member of King Argeleb's elite Tirith Aran; rather, he 
prefers acknowledgment for the four volumes comprising 
his Travtu oj a SlranF in Soulhim Endor, which detail 
languages, customs, herblore, and culinary arts. Much less 
widely known is [he fifth volume of the series, describing 
the appearance and methods of the three Nazglil-mon­
archs whose realms he visited on his journeys. It was his 
comparisons of these undead tyrants with descriptions of 
the Witch-king that actually gained him his knighthood. 

GM Note: Copil:s oj alIJiw volumes ofT ravels of a Stranger 
",Ion Masler Elrond's shilws in RiwnJrIl, whm IINy will (\!fflIJUllly 
srrveto inspire the boy EsI(� I.Jlff known as "Slrid(f''' and "Anrgorn." 

NIRlEN, PRINCESS OF ARTHEDAIN 

Level: 18. 
Race: DUnadan. 
Home: Fornost Erain. 

Nfrim in MERP 

Hits: 90 Melee as: 60 Missile as: nla 
AT: None (30) 

MERP Profession: Mage. 
MERP Scats: Co 89, Ag 90, 19 98, St 79, Pr 99, It 99. 
MERP Skills: Base Spell OB 36, Directed Spells 135, 

Lore: Education 80, Lore: Eriador 90, Lore: History 
of Arnor 90, Influence: Politics 80, Read Rune 70, 
Use Item 70. 

MERP Spells (144 PPs): Physical Enhancement 
(10th), Essence Hand (10th), Illusions (10th), 
Unbarring Ways (10th), Spell Ways (10th), 
Essence's Ways (10th), Essence Perceptions (10th), 
Fire Law (10th), Icc Law (10th), Spirit Mastery 
(10th), Light Law (10th), Water Law (10th). Lofty 
Bridge (10th), Living Change (10th). 

Niritn in RolmuUltr 
Hits: 90 Melee as: 60ss Missile as: nl a AT: 2 (30) 
RM Profession: Magician. 
RM Scats: Co 89, Ag 87, SD 99, Me 100, Re 96, St 

79, Qu 93, Pr 99, In 94, Em 95. 
RM Skills: Directed Spells: All 135, Influence: 

Propaganda 80, Lore (General): Arnorian History 
90, Lore (General): Eriadorian History 90, Power 
(Awareness): Read Runes 70, Power Awareness: 
Artunement 70, All other Lores 80. 

RM Spelli (287 PPs): Fire Law (20th), Icc Law 
(20th), Spirit Mastery (20th). and Water Law 
(zo,h), E�'n" H,nd (I ilih), Spdl Will (I ilih), 
Elemental Shields (10th), Essence's Perception 
(10th), Physical Enhancement (1 0th), Delving 
Ways (10th), Rune Mastery (10th), Detecting 
Ways (10th), Lofty Bridge (10th), Living Change 
(10th), Invisible Ways (10th), Dispelling Ways 
(I ilih). 

Appearance: 99. 
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N{rim's Sptdlll P�\WrJ 

Palantir Mastery: She is. by blood and training. 
able to we the three p"illnttri of the Nonh. 
Nirien. does. in fact. we the p"lantfr 
of Fornos[ regularly. and may join 
the Varyari Palantirion when she 
grows weary of her other duties. 

Nirim's Prilllip"i lltmS 

Shorts word: small. 
MERP: + 1 5  OB. secondary Electricity 

eric. 
RM: + I S OB. Electricity crit of I 

IC$$ severity. 
�OR: +3 Damage. + I McI�e OB. 

Robes: long and flowing. 
MERPIRM: + J O DB.+IO RRs. 
LOR: + I Defense. + I Magical. 

Tiara: simple mitbril. 
MERP: + 10 DB . .1(4 multiplier. 
RM: + IO DB. x4 Esunce multiplier. 
LOR: + I IXf�n5e. +20 Endurance. 

Wand of Light: Nirien is considering membership in 
the N6lehildi. the magicians' organization favored 
by her mother. (See Scction 6.4.2.) Her wand will 
gain more powers if the wizard Curunir joins it with 
a gcm to fonn a stjtbolnt. but Nirien is not yct ready 
to commit herself to a seer« society. 

MERPIRM: casts 30 PPs JXr day from Light Uw. 
LOR: + JO Endurance. 

8.1.2 THE GREAT HOUSES 
OF ARTHEDAIN 

The ruling aristocracy of the Kingdom of Anhedain is 
dominated by seven arlilnoui (Q. "great houses;" sing. 
artanosse). each of which owns considerable property and 
leads men-at-anns independent of royal forces. The seven 
artanoss; are, in order of power: the Tannear, the Ekcryar. 
the Orr6menyar. the Hyarr6menyar, the Emeryar. the 
Fonnenyar. and the Noirinanyar. Each Ilrtanostisporrs its 
own two-colored banner and distinctive dress. Thellrtalani 
(the lords of the IIrtll/lOSSi) arc pennanent members of the 
King's Council and we their influence with arrogance­
a Icading cause of the alienation of the nobles of Car dolan 
that led to the long-ago division of Arnor. 

Most of the nobles draw their family names from areas 
ofNumenor. from whence they fled with Elendil before 
the Downfall. The Tannear, sD"ongest in wealth and 
influence. rank highly in both sheer numbers and talent. 
contributing many family members to both thc military 

and civilian sectors of government, and to the Hercn 
Cenoron and the Varyari Palantirion. Their chief strong­
hold, T armabar (Mar T armearon), sprawls over a hilltop 
south ofL1ke Evcndim instead of being confined within 
the walls of a keep. The T annear. occupying positions of 
power all across Arthedl.in. will say that they arc its 
defense. 

The Ekeryl. clan take their name from the short sub­
bing sword favored by the DUncdain. the tl:tt. The Ekeryar 
came to Endoras soldiers during tht Numenorean wars of 
conquest; one of their members traveled nonh to Ntnuial 
after falling in love with l. noblewoman exiled from 
Numenor' s coun for hcr sympathies with the lords of 
Andunie. The two lovers. and those few Eketyar who 
supporttd their wayward cowin. s«t1td in the late Second 
Age on the rocky lands on the northtast shore of Lake 
Nenuial. Their stronghold. B.,rekctta (Mar Eketyaron). 
still stands a day's ride from thc ruins of AnnUminas. The 
Eketyar were not. sninly speaking. among the families of 
the Faithful. and this distinction has been a source of both 
pride and shame for them over the years. Many of 
Arthedain's military leaders arc drawn from theif family, 
hailed as the first into battit and thc last to retreat. 

The fivc other arlll/lOssi--with the exception of the 
T annca clan, who are also traditionally militaristic-view 
(he Ekctyar with some .alann. Tht other families cannot 
match the influence of the Eketyar or the T annear. They 
can only attempt to shore up their fading powers, frustrat­
ing tht machinations of thc two mightier howes by 
counter-conspiracy. The king. of course. taktS advantage 
of this conflict; the political balance in Arthtdain is set 
accordingly. As noted in Section 9.4 of ArnOT: T1r LmJ, 
House T annea and House Ekerya are schtming to upset 
this balance. 
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CARAMIR GLOSSARN. ART ATAN 
HY ARR6MENY ARON 

Reputedly the wealthiest individual in Arthcdain. 
Caramir controls quarries all over the kingdom and 
beyond. He also runs ships out of Caras Cdairncn all the 
way to Gondor. HarOld, and-it is rumorcd--to 
Umbar and Ciryacanor. Caramir, a practical sort 
who supervises most of his businesses directly, is 
well known to the commons of Arthedain and 
has a natural gift for speaking with them. His 
reputation for livdy mirth-and thus his popu­
larity--cxtends [0 the Silv;ln Elves of lindon. 
Their Noldorin and Sindarin overlords. how­
ever, are repelled by Caramir's mercantile 
inttrests. ' 

Caramir's first wife died at sea two 
decades ago, and he has sine/! married the 
Lady Arvercthiel. a Silvan Elf with an 
affinity for mortals. Theirs is a practical 
relationship; they have: made: legal ar­
rangements for Arverethid (0 turn over 
the Hyarromenya lands to Caramir's 
DUnadan heirs after his death and then 
return to Lindon without any regrets or con­
flictS. In the meanwhile, Arverethiel brings 
cheer to the drab Arthadan courts and gains a 
devoted and interesting companion for a goodly 
number of years. 

Over 6' in height, Caramir is an impressive 
figure of a man, just entering middle age, bur 
still possessing a bit of the undignified energy of 
his wild youth. Neither the greatest warrior nor the finest 
intellect among the lords of Arthedain, Caramir has a 
well-tuned sense of reality and compromise. He counsels 
his neighbor, Haldan Orr6menya, who lost a wife in 
recent years, and is cooperating with Nartheliel Noirinanya 
in her attempt to forestall the power-grab by Houses 
T annea and Eketya. 

Family and Omnlction.J 
Caramir's connections spread far and wide. His uncle, 

Malvegil. an ,rtaroqurn, serves in the Dagorwaith Aran; he 
monitors untrustworthy members of the military. Caramir's 
great-uncle, Edhdion, was chosen forthe Heren unoron, 
and a great-aunt is a varyar palantirion. (See Sections 5.2.1 
and 6.4. 1.) Caramir's sons and grandsons by his first wife 
are in Arthadan government and society; a few tend 
businesses in Cardol:m. One grandson, Batahir, is impris­
oned in Suduri, the capital of Saralainn, for obscure 
reasons; Caramir wants to "break him out" before the civil 
war in the area worsens. 

Caramir and Arverethiel intend to rear no children 
together, although the lady has jrsted that an Elven half­
brother might disconcert the ,rta/an's grown offspring. 
Upon hearing this witticism, Timbmhil of Lostaelin, a 
distant cousin, invesrigatrd the lady's background; he 
discoverrd that Arverethid has married other Arthadan 

lords during the past doun centuries, always under 
similar circumstances. Timbrethil brought his infonna­
tion to Caramir, but the arta/an told his relative that he 
would suffer for any trouble he caused Arverethiel. 
Timbrerhil, an unpleasant fellow, is making cautious 
plans to sell Arverethiel ro Angmar for the vast knowledge 
he thinks she has concerning Arthadan fortifications. 

CARAMIR GLOSSARN, ARTATAN HVARR,6MENVARON 

Level: 17. 
Race: DUnadan. 
Home: Minas Hy:momenyaron, in the hills southwest 

of Nenuial. 

Caramir in MERP 
Hits: 173 Melee OB: 160 Missile OB: 160 

AT, Pb" (35) 
MERP Profession: Warrior. 
MERP St:l(s: Co 99, Ag 98. Ig 94, Sc 99, Pr 93, It 89. 
MERP Skilli: Poleanns 145. Influence: Business 85. 

Influrnce: Politics 70, Lore Navig:ltion/ • 
Shiphandling 60, Martial Arts: Novice 70. 

MERP Spells (5 I PPs): Physical Enhancement (5th). 
Illusions (5th). Essence PerceptiON (5th). Spirit 
Mastery (5th). Unbarring Ways (5th). 



Gmullir i" Rolmuuttr 

Hits: 173 Melee OB: l 60bs Missile OB: 1 60cp 
AT, 1 9  (35) 

RM Profession: Fighter. 
RM SUts: Co 99, Ag 99, SO 80, Me 96, Re 93, St 99, 

Qu 97, Pr 93, In 89, Em 71.  
RM Skills: Influence: Propaganda 70, Lore (T echni­

cal): Trading Lore 85, Manial Arts (Strikes): 
Degree one 145, Special Attacks: Brawling 70, 
Technical/Trade (Vocational): Boat Pilot 60, 
T echnical/T rade (Vocnional): Navigation 60. 

RM Spells (91 PPs): Physical Enhancement (5th), 
Rune Mastery (5th). Delving Ways (5th), Essence's 
Perception (5th), Lesser Illusions (5th). , 

Appe:tr:mce: 96. 

Cramir', Pri"tipai lulIIl 

V:l.ry:l.f (Q. "Protector"): broadsword. 
MERP/RM: +20 OB, an additiQlU1 +20 on any parry. 
LOR: +2 Damage. +2 Defense. 

Hyarrbmenya Lord's Ring: lIJifbriL 
MERP .. xJ multiplier. 
RM .. xJ fuscm;:e multiplier. 
LOR: +15 Endurance. 

Platemail Annor: encumbers as Rigid Leather. 
MERP: +5 DB. 
RM: +5 DB, encumbers as AT 10. 
LOR: +4 Defense, -I Subterfuge, -I Movement. 

Shield: oval. 
MERP/RM .. +15 DB. 
LOR: +2 Defense. -I Magical. 

Eket: Shorts word. 
MERP/RM: + 10 OB. 
LOR: +2 Damage. 

Composite Bow: finely crafted. 
MERP/RM; +10 0B. 
LOR: + 1 Damage. 

Tunic: bears a ring of seven red stars on a pale blue 
background, along with a dark roo ship. 

OURALADH LIL THOR. ART AT AN 
FORMENYARON 

OUr:l.ladh inherited his high position after the death of 
his grandf:l.ther in the Great Plague of T.A. 16J7; the 
Artaran Fonnenyaron was the highest ranking victim in 
Anhedain outside the royal family. Prior to Orennil's 
demise, his grandson was an explorer of note and a 
collector of curiosities. Duraladh has seen both the sands 
of F:l.r Harad and the waves of the Bay of Forochel; he 
offers a reward for anyone who can bring him the horn of 
a demon-whale. 

A deadly, if unonhodox, swordsman, DUraladh dis­
likes war and politics; his wife and gnndson, both of 
whom spend time at Fomost, infonn him of court gossip. 
He holds a skewed view of events in the capital, since 
gossip and reality are never the same thing. Ouraladh 
accepts King Argeleb's military policies grudgingly, trust­
ing the will of the king to be weak enough that some minor 
crisis will bring a change. 

Tall and lean, tending towards a fit, if weathered, 
middle age, DUraladh is me least fonnal of the ,,,talalli; his 
infonnality and distracted, cynical demeanor make him 
unpopular with the nobility. However, the Lord 
Fonnenya's hooded eyes have seen much of the world in 
the last eighty years; fools and knaves go near him at their 
peril; although he has a tolennce for personal corruption, 
those who threaten his f.lmily or his people find him as 
patriotic as any stiff-necked royal knight and not nearly as 
gullible. 

Family 111111 CollllutiO"f 
Perlothicl, DUraladh's wife, m:l.n2gcs the interests of 

Hou� Fonnenya in Fornost; she is an astute. if somewhat 
shallow, coun politician. Three of their sons oversee 
mercantile ventures for the family, while four nephews 
serve in the royal anny, continuing the Formenya tradi­
tion of service to the Sceptre. Galadhrion, Duraladh's 
grandson, is a herald of the royal court at age founeen and 
a snoop after his grandmother's heart. He talks a bit too 
freely, however, and two scions of House Tannea present 
at the court arranged for thugs [0 "accidentally" take fists 
to the lad; ifhe sniffs out anything more dangerous about 
the plans of the Tannear and the Eketyar, he may find 
himself "accidentally" maimed or killed. 

DORALAOH ULTHOR, ARTATAN FORMENYARON 

Level: 21. 
Race: Dunadan. 
Home: T erellisce Formenyaron, in north central 

Arthedain. 

DMraL:ltlh ill MERP 

Hits: 175 Melee OB: 180 Missile OB: 170 
AT, PI", (65) 

MERP Profession: Warrior. 
MERP Stats: Co 94, Ag 95, Ig 99, Sr 86, Pr 100, It 99. 
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A" hllalln Commolls 
pitHn: wild hops 
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MERP Skills: Ambush IS, Climb 50, Lore Geography 
60, Polcarms 150, Ride 70. Stalk/Hide 70, Track 
50. 

MERP Spells (126 PPs): Physical Enhancement (5th). 
Essence Hmd (5th), Illusions (5th), Unbarring 
Ways (5th), Spell Ways (5th), Essence's Ways 
(5th), Spirit Mastery (5th), Essence Perceptions 
(5'h). 

V!irllltlJh in RoimllutN' 
Hits: 175 Melee OS: 180bs Missile OB: 170cp 

AT 19 (65) 
RM Profession: Fighter. 
RM SUb: Co 94. Ag 93, SO 56, Me 78, Re 100, St 

86, Qu roo, Pr 77, In 99': Em 88. 
RM Skills: Athletic (Gymnastics): Climbing 50. 

Awareness (Searching): Track SO, lore (General): 
Region Lore 60, Martial Arts (suikes): Degree one 
I SO, Outdoor (Animal): Riding 70. Subterfuge 
(Attacks): Ambush IS, Subterfuge (Stealth): Hiding 
70, Subterfuge (Stealth): Stalking 70. 

RM SpdIs (291 PPs): Brilliance (5th), Illusions (5th), 
Detections (5th), Spell Resistance (5th), Damage 
Resistance (5th), Delving (5th� Anticipations 
(5th), Attack Avoidance (5th). 

Appurance: 89. 

DW'414Jb's Sptci41 P�s 
Weather-hardened: Gets +20 on RRs versus spells 

that have effects similar to weather. Also gains +20 
on RRs versus blinding light spells (and similar 
types of spell attacks). 

DWr414Jb's Prilllip"i ltnns 
Helvegil (5. "Icc-sword"): a thin blade of white LIm. 

An Elvish longsword from the lands beyond the Bay 
of Forochel, the weapon does additional cold 
damage when it hits. Protects iu wielder from aU 
cold conditions and attacks. Considered a "Holy" 
weapon againsr fire-using creatures. The Elves of 
Lindon have made inquiries of Duraladh concerning 
how he came to possess this weapon, but he has so 
far rebuffed them. 

MERP; +20 OB, secondary cold cnt. roll Holy crits on 
table cr-IO. 

RM .. +20 OB, cold crit of equal value. 
LOR .. +2 Damage, + 1 Mcl�� OB, + I Magical 

(d�fensive only against cold attacks). 
Fonnenya Lord's Ring: milhril. 

MERP .. xJ multiplier. 
RM: xJ Me.ntalism multiplier. 
LOR: + 1 5  Endurance. 

Boots: enchanted. 
MERP/RM: casts 20 PPs/day from Lofty Movements 

(not Lrvilalion/fly spells). 

Cloak: enchanted. 
MERP/RM: +20DB, SNJows 4x/wk. 
LOR: +2 Defense, casts Camouflage 44 week. 

Bow: arrows shot arc not affected by wind. 
MERP/RM: +15 DB, half rang� pen. 
LOR: +2 Damage, + I Missile DB. 

Half-plate Annor. encumbers as Rigid Leather. 
MERP: +5 DB. 
RM: +5 DB, encumbers as AT 10. 
LOR .. +4 Ddense, -I Subterfuge. -I Movement. 

Eket: Shorrsword. 
MERP/RM .. + 1 0 08. 
LOR .. +2 Damage. 

Tunic: bears seven white stars in the form of 
Menelvagor (the constellation named after Turin 
Turambar) on a black background with silver 
auroral highlights. 
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FlNGUN. ARTATAN TARMEARON 
Eldcst of the lords of Anhedain. Finglin remains fit in 

mind while suffering bodily decline. In his youth. a 
century and a half ago, he was friend and traveling 
companion [0 the then Crown-prince Argcleb; Narthcliel 
ofNoirinanya and Hallas of Dol Tincreb also enjoyed his 
fellowship. Th( tunnoil and loss oflong years of military 
and political conflict has taken its roll on those friend­
ships and left him biner. His final break with King 
Argcleb came in T.A. 1601, when the privileges he'd �cn 
cultivating in Siragale.-the vast Elvish province soum of 
the T annea lands--wue compromised. if nor [otally 
negated, by the royal grant of smlement to the Fallohide 
Hobbits. 

The situation in Finglin's sphere of inf1�cnce in 
Siragale-called by him Latina Tarmearon (Q. "Plain of 
tile Tanncar"), and by the Hobbits the "Northwalk" or 
"Northfarthing"-has deteriorated over the last four 
decades. Hobbits who defy Tarm�a officers routinely 
hide in their rdatives' smillls(Hob. "holes") or simply flee 
southward, where Prince Minastir and his royal con· 
stablrs at Sam Ford just as routinely ignore their presence 
and thus proteerthem from T armea justice. The indignity 
exptrienced by the Artatan's proud mtilhyrin trying to dig 
up burrowing creatures to get them to pay taxes is 
matched by the knowledge that the whole horde of 
Hobbits speaks of a mighty lord of the Olmedain as the 
"Old Boy" or "Boss Hilltop." 

Recently, however, Finglin's anger has been dirctted at 
King Argdeb himsdf. The latter's passive policies on the 
Angmarean frontier have led to nothing but a slow decline 
in Arthedain's military fortunes. Finglin's great -gl'3ndson, 
Mall:Jch T armea, has risen to sudden fame as captain of 
the royal r:Jngers by taking aggressive aerion againS( the 
Orcs troubling the borders. Finglin's nephew, Erchor 
(acting as Finglin's personal representative in Gondor), is 
convinced that factions in the South-kingdom would 
favor sending men to support the North, if they believed 
the Arthedain had [he stomach for an all-out effort againsr 
the Witch-king. Finglin might have bought that support 
had he been able to develop Latina T armearon and draw 
upon ics resources; instead, he has been pulled, over the 
last decade. onto a riskier course: a conspiracy to depose 
Argeleb and replace him with Mallach T armea. The 
plotting, the subtle subversion and sounding our of 
prospective allies, come naturally [O:J politician as expe­
rienced as Finglin. The moral judgmt'nts he will leave [0 
history, and history will think highly of him if he can save 
the DUnedain and possibly even reunite the Kingdom of 
Arnor. 

A powerful and handsome man in his youth. Finglin is 
still imposing even as his hair whitens and thins and his 
body weakens. He goes to great lengths to avoid showing 
his age in public, arranging his schedule [0 allow rest and 
drink between strenuous events. In convcrsation, Finglin 
is polite, even kindly; on matters oflaw and thc rights of 
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his family, he can be arbitrary and harsh. Politics he treats 
as a blood sport, and men can tell when hc is thinking on 
it by thc glint in his eye and the clenching of his fist as he 
contemplates [he ruin of a hapless foe. 

Fllmily lind Omnf(/ionl 
House T armea boasts connections at all levds of the 

Arthadan military and civil services. Finglin's daughtcr. 
Neldoriel, sits on the King's Council in her father's place. 
Another daughter is one of the Varyari Palandrion, and a 
nephew serves on thc Othrind of [he Dagorwaith Aran. 
Finglin's surviving grandson and heir, Batanfindel, is 
Canot:1r of the Dagorwaith Tarmea, and Bal'3nfindel's 
late wife was granddaughter to King Al'3phor. This makes 
Mallach T arm�a, their only son, fifth in line to thc throne 
of Arthedain. 

FINGUN, ARTATAN T ARM�RON 

Level: 24. 
Race: DUnadan. 
Homc: T armabar (Mar T armearon). in southwestern 

Arthedain. 

Finglin in ItfERP 

Hits: 94 Melee OB: 135 Missile OB: 120 
AT, PI", (45) 

MERP Profession: Warrior. 
MERP Suts: Co 43 , Ag 5 1 ,  I� 98, Sr 76, Pr 99,ft 99. 
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MERP Skills: Craft: Alchemy 50, Influence: Politics 
88, Lore: Herbs 40, Lore: History of House 
T armea 70, Lore: Strategy 50. 

MERP Spells (144 PPs): Physical Enhancement (5th� 
Essence Hand (5th). Illusions (5th), Unbarring 
Ways (5th), Spell Ways (5th), Essence Ways (to 
5th level), Spirit Mastery (5th), Essence Perception 
(5th). 

Fingiil1 in Rolemasttr 
Hits: 94 Melee OS: 135s5 Missile OB: 120ep 

AT, 1 9 (45) 
RM Profession: Fighter. 
RM Stats: Co 43. Ag 5 1 ,  SO 95, Me 65, Rc 99, Sf 76, 

Qu 55, Pr 98, In 99, Em '66. 
RM Skills: Influence: Propaganda 88, Lore (General): 

House T annea History 70. Lore (Technical): Herb 
Lore 40, Science/Analytic (Specialized): Alchemy 
SO, T echnical/T fade 01 ocational): T aetics 50. 

RM Spells (270 PPs): Delving Ways (5th). Unbarring 
Ways (5th), Essence's Perception (5th), De[e(ting 
Ways (5th), Spell Enhancement (5th), Spirit 
Mastery (5th), Lofty Bridge (5th), Dispelling Ways 
(5th), Enchanting Ways (5th), Liquid-Gas Skills 
(5th), Organic Skills (5th), Essence Imbedding 
(5th). 

Appearance: 89. 

Finglin's Principili [Inns 
Shortsword: bums with flame and does an extra heat 

critical. 
MERP: + 15 OB, stcondary htat crit. 

RM: + 15 OB, un-a htat erir of tqual stverity. 
LOR: +3 Damage. + 1 Melee OB. 

Tarmea Lord's Ring. 
MERP; x 3 spell multiplin. 
RM: x3 Essence multiplier. 
LOR: + 15 Endurance. 

Amulet: has a compartment for herbs; its magic 
extends the benefit of the herb, typically one to 
relieve pain or exhaustion, by a factor of ten. 

Half-plate Armor. encumbers as Rigid Leather. 
MERP +TO DB. 
RM: + 10 DB, encumbering at AT 10. 
LOR: +4 Defense. -I Subterfuge, -I Movement. 

Oval Shidd. 
MERP/RM; + TO DB. 
LOR: +2 Defense. -I Magical. 

Daggers of Poison Detection. 
T armea Emblem: Englin docs not carry a lance [0 war 

any more, and his grandson Baranfindel leads the 
Tarmca host. The family emblem is a ring of seven 
gold stars on a silver-grey background. 

HALDAN, ART AT AN ORR6MENYARON 
Haldan has been drinking himself to death for the last 

ten years--ever since the death of his wife. Never a great 
leader, he hasn't yet noticed the slow decline in his 
reputation. The best that can be said of him is that he 
wishes no one ill and ensures that law and order arc 
maintained even when on one of his month-long binges. 
His neighbor and friend, Caramir Hyarromenya, tries to 
shake him out his depression by devising useful schemes 
and projects to occupy Haldan's morose moments. The 
latest. involving a rumor of conspiracy against the throne 
itself, is concentrating his mind rather splendidly. 

A great bull of a man, well into his second century, 
Haldan keeps his grey hair covered and his swelling gut 
shrouded. He displays a distracted. irritable manner in 
counsel, barely tempered by his proper Arthadan man­
ners. 

House Orr6menya contributes leaders to the Faradrim 
Aran and the Dagorwaith Aran-among them. all three of 
Haldan's sons. Haldan's younger brother serves on the 
Orhrind, and one of his daughters is a leading member of 
the Selli Niennava. dedicated to succoring and healing 
those amicted by the wars in Arthedain and Cardolan. 
Four of Haldan's grandsons run the fief for him, and the 
two who are not fools seem to make up for the two who 
arc. Haldan' s nephew Belecthir was the unofficial Arthadan 
legate to Gondor in the T.A. 1630s. When Pelargir was 
attacked in T.A. 1634, King Minardil of Gondor was 
slain and Belecthir was captured. He has remained in an 
Umbarean prison ever since, his ransom set far too high. 
The Corsairs. Haldan has learned, believe their captive to 
be a disguised scion of the royal house of Arthedain. 
possibly even the missing son of King Argelcb. Official 
contacts have been tied up for the last two years; Haldan 
is seeking a skilled and cynical diplomat to go to Umbar 
(Lord Hyarr6menya will provide transportation}--<ar­
rying evidence, both legitimate and forged-to prove 
Belecthir's identity and by either persuasion. bribery, or 
treachery. get him out. 

HALDAN, AATATAN ORR6MENYARON 

level: 16. 
ROlce: DUnadan. 
Home: Barad Garan. 

HlllJlln in MERP 
Hits: 140 Two-handed OB: 170 Missile OS: 150 

AT, PI,,, (15) 
MERP Profession: Warrior. 
MERP Stm: Co 69, Ag 9 1 ,  Ig 89, St 100, Pr 90, It 

77. 
MERP Skills: Foraging 65. Influence: Politics 60. 

Lore: Politics 50, Polearm 1 50. 
MERP Spells (54 PPs; hasn't used them in years): 

lIlusions ( 1 0th), Essence Hand ( 10th). 
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HalJan in RolnMsttr 

Hiu: 140 Mder 08: 170ts Miuilr 08: 150cp AT: 
1 9 ( 1 5) 

RM Profasion: Fighter. 
RM Sc:tu: Co 69, Ag 9 I, SO 40, Me 69, Re 90, St 

100, Qu 56, Pr 78, In 77, Em 88. 
RM Skills: Influence: Diplomacy SO, Influence: 

Propaganda 60, Outdoor (Environmcnral): Forag­
ing 65. 

RM Spdls ( 1 12 PPs; hasn't used them in years): 
lIlusions (5th), Attack Avoidance (5th). 

App�r:tncc: 88. 

HalJan's Spuial Powers , 
Drath Visions: He has random visions of futurc death, 

with a 10% chance per instance of an unusually 
dramatic death in his immediate area. 

Haldan's Prinripal ltems 

Thagor (S. "Splitter"): two-handed sword, which 
radiata a bright light that causes Ftar in Orcs. 

MERP/RM; +20 OB. + 15 DB (against oppon�nts 
with sight), nner fUmbles. 

LOR: + J Damage. + 1 Melee DB (againn Orc.s). +2 
Defen5e if facing a foe with eyes. 

Orr6menya Lord's Ring. 
MERP: xJ multiplier. +20 Ride. 
RM: xJ Essence multiplier. +20 Riding. 
LOR: + 15 Endurance. wearer is rarely thrown from :my 

riding bust. 
Half-plate Armor: encumbers as Rigid u:l(her. 

}'fERP: +5 DB. 
RM: +5 DB. encumbers as AT 10. 
LOR: +4 Defens�, -1 Subterfuge. -I Movement. 

Oval Shidd. 
MERP/RM, +15 DB. 
LOR: +3 Defense. -I Magical. 

Eket and Andcket. 

MERP/RM: +10 0B. 

LOR: +2 Damage. 

Orr6mcny:t Emblr.m: Thc lord's colors have :t ring of 
scvcn pale green stars abovr a palc blue crescent 
moon ag:tinst a grey background. 

METI-ULLIR. ARTATAN EKETYARON 
Young and rash, Mcthillir is an intcrcsting counter­

point to Finglin T armca, his partner in conspiracy against 
the throne of Arthedain. Both scholar and weaponmaster. 
he consorted with the seers and mystics in Fornost while 
building a fine reputation fighting on the frontier. His 
keep, Bareketta (Mar Ekeryaron), receives a year-round 
stream of guests, and his wife. Luthicn, is a welcome 
presence at festivals and tournaments throughout 
Arthedain. 

Methillir's grandfather chose the time of his own death 
twenry ycars ago. d(Spairing over the continuing failure of 
his schem(S [0 drive back the Orcs of Angmar from [he 
eastern frontier. Methillir's father and two uncles had 
already died in those wars, and the Arcaran Eketyaron is 
now convinced that success is impossible as long as 
Argeleb sits on the throne. His divinations and common 
sense cell Methillir he will not be king, but he does see 
himself as a warlord, in ch:arge of all the anni(S of the 
kingdom. 

Almost 7' rail, handsome and athletic. f:tir-skinned and 
more fair-haired than is usual for one of his blood. 
Methillir is the image of :a great lord of the DUnedain. He 
cultivates the part wirh gracious and droll conversation as 
host and a pleasant, unruffled demeanor under even the 
most harrowing conditions. His only obvious character 
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flaw is intense competitiveness; he plays to win in any 
sport or game; when bested, he must often visibly control 
his anger. 

Family a'HI COllntttions 
Ekeryar roost throughout all branches of the Arthadan 

military host. and not a few have achieved recognition as 
elite annorcrs. One captain of the Faradrim Aran is an 
Ekctya scion. as is the senior roquen of the Qchrind 
Dagorwaith Aran. Both despise King Argeleb and will side 
with Mcthillir in any dispute with the Sceptre. Halmir, 
Mcthillir's surviving uncle, is the commander of the 
Tirith Aran and reputably the finest swordsman in Arnor; 
no one knows who he would back if Mcthillir's more 
ambitious schemes come to fruition, and no one has yet 
found the nerve to ask him. 

METHIWR, AATATAN EKETYARON 
Level: 22. 
Race: DUnadan. 
Home: Bareketta (Mar Eketyaron), on the eastern 

shore of Lake Evendim. 

Mttbillir in MERP 
Hits: 166 Melee 08: 170 Missile 08: ISO 

SAT PI", (80) 
MERP Profession: Warrior. 
MERP Su.ts: Co 98, Ag 101, Ig 88, St 99, Pr 100, It 

83. 
MERP Skills: Ambush 16, Base Spell OB 1 I, Craft: 

Alchemy 40, Direcud Spells 40, Influence: Politics 
65, Influence: Seduction 50, Lore: Mysticism and 
Prophesy 50, Martial Arts: Standard Strikes 75, 
Polearm 165, Read Rune 35, Ride 80, Stalk/Hide 
50, T rac.k 50, Use Item 35. 

Mttbillir in Roltrru!ster 
Hits: 166 Melee 08: 17055 Missile 08: I50cp 

AT, 1 9  (80) 
RM Profession: Rogue (with Seer powers). 
RM Stats: Co 98. Ag 99. SD 97, Me 90, Reo 86, St 99, 

Qu 101, Pr 101, In 83, Em 76. 
RM Skills: Awareness (Searching): Tracking 50. 

Influence: Propaganda 65. Influence: Seduction 50. 
Lore (General): Philosophy 50. Lore (General): 
Religion 50, Martial Arts (Strikes): Degree Two 7S. 
Outdoor (Animal): Riding 80, Power Awareness: 
Attunement 3S. Power Awareness: Read Runes 3S. 
Power Manipulation: Spell Mastery 40. Science/ 
Analytic (Specialized): Alchemy 40, Subterfuge 
(Attack): Ambush 16, Subterfuge (Stealth): Hiding 
SO, Subterfuge (Stealth): Stalking SO. Weapon 
(Pole Arms): Mounted Lance J 6S. 

Appearance: 97. 

Mtthillir', Spuiaf PUWlrJ 
M:lgicaUy Gifud: Because of his natural gifts and 

intense study, he knows some spells. 
MERP: the predinive spells of the Direct Channel­

ing list as an Essence list. as well as Essence's Ways. 
both to 10th level. (19 PPs). 

RM: Seer base lists Past Visions. Mind Visions. and 
Future Visions. as well as open Mentalist 
Anticipations, all to 10th bel. (69 PPs). 

LOR: CiairvQyance, Concentration. Luck. 

Mtthiflir's Prjnrip4f Items 
Norf.aer (S. "Spiritfire"): a Holy ,k,t, it has flames 

running along its length, and burns evil creatures. It 
also burns the hand slightly, right through a 
gauntlet. whenever it is wielded in combat. It burns 
a penn anent scar into anyone of treacherous or 
deceitful nature. Methillir docs not know this. and 
does not consider himself treacherous. He and three 
of the last four wielders of the weapon have 
manifested the scarred hand proudly, and he will be 
'1uite surprised when. if his plans for a toUp should 
succeed. the sword proceeds to bum his hand off. 

MERP: +25 OB, double concussion damage. secondary 
heat cnt (on evil creatures only). 

RM: + 2S OB, double concussion damagt. heat erit of 
equal sevmty (on evil creatures only). 

LOR: +6 Damage. +2 Melee OB againsl tvil creatures. 

Target Shield: very small. known to deflect missile 
attacks away entirely. 

MERP/RM: +20 DB. DtfoffjOltf ill 4l/d.ay. 
LOR: + J Dtfcnst. + J Magical. 

Ekety.a Lord's Ring. 
MERP: lJ multiplier. allows the we.arer to cast spells 

from Spell Ways without having to "lc.am" the 
list (nonn.al PP elpenditurc). 

RM: lJ Essence multiplier. allows the caster [0 lISe the 
Alchemist spell lists Essence Embedding .and 
Mentalism-Channeling Embedding without 
fonnally le.anling or chanting the spells; the 
wearer uses his own spell points to power tht 
magic. 

LOR: + 15 Endurance, wearer can put any spell he 
knows into an item (will only stay in the item for 
I day); nonnal endurance must be spent when 
purring rhe spdl into rhe item, spell can automati­
cally be recallcd by the caster; others must roll 
and add their Magic.al: results over 10 will 
activate the spell. 

Leather C.ap: appears to be and protects as metal. 
MERP: +10 DB. +2 spell adder. 
RM: + 10 DB. +2 Ment.alism adder. 
LOR: + I Defense. + 10 Endurance. 

Half-plate Armor: encumbers as rigid leather. 
MERP: +5 DB. 
RM: +5 DB. encumbering as AT 10. 
LOR: +4 Defense. -I Movement. -I Subterfuge. 

• 



Andeket: broadsword. 
MERP/RM: +10 0B. 
LOR: +2 Damage. 

Bow: may shoot every round without fumble (or 
pen'hy). 

MERP/RM: +IO OB. 
LOR .. + I Damage. + I Missile OB. 

Adarcer-tippcd Lance: Mtthillir will initiate mounted 
combat with his lance against those of lower social 
rank. 

MERP/RM: +100B. 
LOR: +2 Danuge. + I Melee OB. 

Eketya Emblem: Methillir's tunic bears a ring o( seven 
red.nars on a white background. 

NAil. THELIEL GONGLAM, 
ARTATANEL NOiIUNANYAR.ON 

A tough and wily politician, the Lady of Ambon 
Noirinanyaron is the most powerful woman in Arthedain. 
excepting possibly Queen GlirieJ. Fing/in T annea alone is 
senior to her amongst the lords of the 411111110ssi. and she 
regards thwarting his m;anc:uvers as one of the chief 
pleasures of her old ;age. In her youth. N;arthdiel was ;a 
fiery and independent maid; she WilS courted by Finglin. 
;and then by Crown-prince Argdeb. In the end, she 
married Prince Gal;adril ofGondor, a younger son of King 
Hyannendacil IT, who gave her three children and died of 
complications due to his many victS. Rather than remain 
;a widow on the periphery of the court in Osgiliath, 
Nartheliel returned to Arthc:dain. Her older son came 
with her, only to perish of an "infusion of the lungs" inthc: 
cold. damp climate. When her father passed away a year 
later, Narthelid took finn control of the family lands and 
held them against all comers, including a fresh gaggle of 
suitors and an invasion ofGondorian lawyers represent­
ing her other children. She has been Artatanel of House 
Noirinanya for fifty years and has lost neither her deft 
political skills nor her aggressive, overbearing personality. 

Grey-haired and thinner than is usual amongst the 
Dunedain, Narthelid is still vigorous enough to go riding 
daily with the younger folk of her retinue. Besides the 
swanns of visiting great-grandchildren and occasional 
scholars from Fomose, she is always in the company of 
Gilronwen Celebren, the captain of her personal guard. 
Once one of the few female warriors of the Tirith Aran in 
this ctntury. Gilronwen btfritndc:d Narthdiel during a 
particularly exhausting political .risis in Fomon and in 
the midst of it saved her from an assassin's blade. She 
rtturned to Ambon Noirinanyaron with Narthelid, and 
the two havt been virtually inseparable since that time. 

Fdmily III1J Omnlltions 
The position ofC�norarof the Dagorwaith Noirinanya 

is held by Nartheliel's heir and eldest grandson. Erhuan, 
a somewhat dull fellow who spends most of his days on 
the northtm frontitr hunting Orcs. He disdains familial 
and national politics; nor does he anend either his 
grandmother's or the royal court. However, his sense of 
dury is s[tong; if a crisis nrikes House Noirinanya or 
endangers the kingdom, he shows a will of iron coupled 
with terrifying energy. Others of the Noirinanya family 
hold govtrnmental positions undtr the Scepm and /tsset 
ranks in the anny. Two march in the Tirith Aran; they 
monitor the monarch's policy and court intrigue for 
Nartheliel. Nartheliel's granddaughter, M!rien, is lady­
in-waiting [0 Queen Gllrie!' and she passes discrete 
messages between the twO women. 

NARTHEllEL GONGLJ.M, ARTATANEL NOIRINANYARON 

Uvd:26. 
Race:: DUnadan. 
Home: Ambon Noirinanyaron. in western Arthedain. 

Nllf1htlitl ill MERP 
Hits: 90 Melee 08; I IO Missile 08: 80 

AT, Non, (25) 
MERP Profession: Bard. 
MERP Suu: Co 77. Ag 55, Ig 99, St 54. Pr 100. It 

100. 
MERP Skills: Ambush I I  (+3 with her Dagger), 

Artistic: Play Stringed Instruments 50, Artistic: 
Poetry and Aphorisms 70, Artistic: Singing 40, 
Influence: Courtly Manners 60. Influence: Politics 
90. Lort: Gondorian Affairs 50. Lort: History of 
Arthedain 50, Lore: History of Music 60. 

MERP SpeUs (234 PPs): Illusions (10th), Essence 
Hand ( 1 0th), Essence's Ways ( 1 0th), Physical 
Enhancemtnt ( 1 0th), Essence Perceptions ( 1 0th), 
Controlling Songs ( 1 0th), Lores (10th), Sound 
Control ( I  Orh). 

Nllrlhtfitl in Rolnlllultr 

Hits: 90 Melee 08: I I0cfa Missile OB: 80 ro AT: 2 
(25) 

RM Profe:ssion: Bard. 
R.M S"", Co 77, Ag 55, SD 96, M, 97, R., 99, 5, 54, 

Qu 60. Pr 100. In 100. Em 98. 
RM Skills: Artistic (Active): Play Instrument (mando­

lin) 50. Artistic (Activt): Poetic Improvisation 70. 
Artistic (Active): Singing 40, Artistic (Passive): 
Music 60, Influence: Diplomacy 60, Influence: 
Propaganda 90, Lore (General): Arthadan History 
50. Lore (General): Gondorian History 50. Subter­
fuge (Attack): Ambush 1 1  (+3 with her Dagger). 
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RM SpeUs (494 PPs): Attack Avoidanc� (10th). 
Brillianc� (10th), Detections (10th), Self 
Healing (10th). Illusions (1 0th), Controlling 
Songs (20th), Lores (20th). Sound Projection 
(20th). 

Appearance: 90. 

Nartbtlitl's Prinripal ltmu 

Ring of Health: helps keep her body rhythms 
at a normal pace, controlling, among other 
things. an erratic heartbeat. Gilronwen rode on a 
quest to the far away Kingdom of Urd, more 
than three thousand miles into the distant Ean, 
to get this ring for Narthdiel. 

MERP/RM: +10 DB, +20 on RRs versus Fear 
and mind attacking spells. + JO on RRs 
versus poison. 

LOR: + I DefenS<', +2 Magical. helps 
resist poisons. 

Noirinanya Lord's Ring. 
MERP: .1I3 spdl mulciplin-. 
RM: xJ MCIU�ism multiplier. 
I.OR: + 15 Endur.l.Ilcc. 

Stones of Lendnndir: ten of these agates 
arc in her coin purse. If she throws 
thtm. missiles do minimal damage at 
best, but tach storts an tlectrical chargt 
char will also attack chI': [;Irgtt. Most 
also havt a stcondary area spell affect. 
such as Firrball or Slap X. with a IO' 
f:adius. 

MERP: Artaclu :u .a thrown item with h.alf 
d.anuge :rnd ''Tiny" crits; if .any danugr is 
ddi\·ued, .also ddivers .an addition.al + 100 
U,thlllilll Bob attack (at rangr 0') .and a random 
second.ary spell effect (Firt&.lI, Sltrp X, etc,). 

RM: Base .atuck delivers Tiny criticals: however, 
e1ectric.a1 acrack is + 100 Uzblllinz &11 (at rallge 0') 
and .a random S('condary spell affect (Firt&./I, Slttp 
X, etc,). 

LOR: When stone hiu a target, roll the dice and :odd 
10; this is tht amount of danugt the t.argct tUts. 
In .addition, all within 10' of tht urget :ore hit 
with a S/up spell. 

D::.gger: shorr·bl::.dcd. 
MERP: + 15 DB. sccond.ary sl:uh critic.al, +3 to 

Ambush. 

RM: +15 DB, ddivrn an additional SI:uh critical of 
one less stVtrity. +3 Ambwh skill. 

LOR: +2 Dam.agc, +2 Melee DB. 

Robes: wifh silk lining. 
ME1.P/ RM.· + 1 5  DB, reduces puncturt critic.als by two 

levels. 

LOR: +3 Defense:. 

Mandolin: produces high quality music; can eXtl':nd 
music or voice to double normal range. 

MERP/RM: + 10 Pl.ay Instru�'lt: Mandolin. 

LOR: Cuts Clomr Alli.,U// twice a day; will somttimcs 
afftet people (if they arc not highly emotion::.1 at 
tht timr). 

Noirinanya Emblem: Narthclicl no longer ridl':s with 
her soldil':rs, although she could at need. Her troops 
bear the Noirinanya emblem-a ring of seven siivl':r­
white stars on a black chalice, against a light brown 
background. 
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TELCHRIST, ARTATAN EMERYARON 
A former captain of the Faradrim Aran, the royal 

company of rangers, T ekhrist would willingly have made 
a career there had his father Anorion nor wasted so much 
of the f.1mily's reserve of gold in bad business deals. 
Tclchrist's elder brother committed suicide when he 
unearthed the truth, but the remainder of the family 
gathered to depose Anorion, counting on T dehrisc' s fame 
and repm3tion for integrity to salvage House Emcrya. 
Since then. hard work by his grandmother and several 
cousins has stabilized the family's finances, while T (,lchrist 
provided a dignified front. T clchrist's political impact has 
been lessened by [he problems of his house, but he is now 
becoming more active in counsel. The aria/an is �rcssing 
King Argeleb for a more active raiding policy even as the 
other lords are giving up on him. Somewhat naive, 
T dchrist is bright enough to learn the ways of politics and 
the court. Mallach T annea, an old friend from the rangers, 
is not sure if Telchrist could be safely approached and 
asked to join the Tannea-Ekerya conspiracy. 

Big. rugged, dark haired, and full-f.1ced, Telchrist is 
imposing in spite of his somewhat awkward manners. Few 
would guess that this largish, close-mouthed fellow had 
slain an Olog single-handed and stood in the streets of 
Cam Dum while the Witch-king himself rode through on 
parade. Instinctively self-mocking, Telchrist favors drab 
garb at inappropriate times, misses his cues at court 
ceremonies, and is troubled by the way (hese habits cause 
women [0 try to mother him. 

Family ana Conntctions 
Telchrist wedded his wife Miraladhwen for financial 

reasons, and the marriage has not fared well. She writes 
long letters to her sisters concerning f.1mily and political 
matters-the missives arc all carefully copied by the 
Angmarean spy who serves as her private footman. 
T elchrist's grandmother, Caraniel, is trying to pull the 
couple together and is seriously considering love potions. 
Two uncles and several cousins in the government in 
Fornostsecure mostofthe family influence. T elchrist also 
has many friends in the royal rangers, and they act as a 
second network that he uses to good effect. 

TELCHRlST, ARTATAN EMERYARON 

Level: 21.  
Race: Dt'inadan. 
Home: Cerin Balgrist, in the Emyn Uial. 

Ttltbrist in MERP 

Hits: 140 Melee OB: 145 Missile OB: 145 
AT: Plate (70) or Soft Leather (90) 

MERP Profession: Ranger. 
MERP Stau: Co 99, Ag 98, Ig 93, St 96, Pr 99, It 99. 
MER? Skills: Ambush 20, Climb 70, Martial Arts: 

Standard Strikes 60, Perception 90, Ride 70, Stalk/ 
Hide 1 1 0, Track 1 1 0. 

MERP Spdls (126 PPs): Path Mastery (10th), 
Moving Ways (10th), Nature's Guises (10th), 
Nature's Ways (10th), Detection Mastery (10th), 
Sound/Light Ways (10th), Calm Spirits (10th), 
Protections (10th), Spell Defense (10th), Nature's 
Movements (10th). 

Ttfcbrist in RoftTtUlSttr 

Hits: 140 Melee OB: 145bs Missile OB: 145cp 
AT, 19 (70) 0< 5 (90) 

RM Profession: Ranger: 
RM Stars: Co 99, Ag 99, SO 98, Me 89, Re 95, St 96, 

Qu 99, Pr 99, In 99, Em 80. 
RM Skills: Athletic (Gymnastics): Climbing 70, 

Awareness (Searching): Observation 90, Awareness 
(Searching): Track 1 10, Martial Arts (Strikes): 
Degree Two 60, Outdoor (Animal): Riding 70, 
Subterfuge (Attack): Ambush 20, Subterfuge 
(Stealth): Hiding I [0, Subterfuge (Stealth): 
Stalking [ [0. 

RM Spells (249 PPs): Path Mastery (20th), Moving 
Ways (20th), Nature's Guises (20th), Nature's 
Way (20th), Detection Mastery (10th), Sound's 
Way (10th), Purifications (10th), Barrier Law 
([ Oth), Spell Defense (1 0th), Nature's Movements 
(10th). 

Appe.araflce: 96. 

Intuitions. 
MERP/RM: Ht has natural Fan!&h', and has a 200k 

chance of a spontantous 1",..;,;0"S X in danguous 
sillJ;lcions. 

LOR.. He has naNral "Farsight." In somt dangerous 
situations (or as dttmed appropriatt by tht GM), 
roll me dice. If the result is a 7 or a 2, the 
character receives a small glimpse of something 
that will occur in the next 10 minutes. 

Ttkbrist's Principal ltmu 

Dind.agnir (S. "Silent Killer"): A broadsword that 
causes its wielder to be silent whenever he is stalking 
something; emanates a cold that freezes the blood 
leaving a wound. Bleeding wounds from this weapon 
seldom [eave an immediate blood tracc. 

MERP: +20 OB, 5;/r,,(( S' radius whenever stalking, 
secondary cold critical (victim must resist a 10th 
level attack; failure indicates absolutely no 
bleeding for 1-10 minutes-but victim suffers an 
immediate "C' cold erit). 

RM: +20 OB. 5;/m(( 5' radius whenever stalking, Cold 
critical of one less severity (victim must resist a 
10th level attack; failure indicates absolutely no 
bleeding for 1-10 minutes-but victim suffers an 
immediate "C' cold crit). 

LOR: +3 Damage. +2 Melee OB, wielder is silent 
when stalking something. 

I I 9  
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Ereuelen: ranger's star, enchamed, allows [he wearer to 
mimic the voices of Orcs and Trolls. (See Section 
9.0.) 

Leamer Annor. non-encumbering. 
MERP/RM: +20 DB. wears as normal clothes (No 

Annor/AC I). 
LOR: +3 D&nse (no other skill modifications). 

Le.uher Ann Greaves, 
MERP/RM: + 10 DB, negates 30% of all arm eriticals. 
LOR: +2 Defense. 

Oval Shield. 
MERP/RM: +15 DB. 
LOR: +2 Defense. -I M.agicaL 

Emery.a Lord's Ring: inhcrit'Cd. 
MERP: xJ multiplier. 
RM: r3 channeling multiplier. 
LOR: + I 5 Endurance. 

Trappings of the Artanossc: while he prefers his 
ranger's gear, he has also inherited and will some­
times wear the typical gear and garb of House 
Emerya (all following equipment): 

H:L!f-plate Armor: encumbers like Rigid Leather. 
MERP: +5 DB. 
RM: +S DB, encumbering Iik( AT W. 
LOR: +4 Defense, -I Movement, -I Subterfuge. 

Eket. 
MERP/RM: + JO OB. 
LOR: +2 Damage. 

Emerya Emblem: His tunic bears a ring of seven red­
blue stars on a gold background. 

8.1.3 OTHER PERSONAUTIES 

BARAGUND OF TURVEN 
Baragund and his cousin, Bellaniel Uial. were brought 

to the royal court of Arthedain as youngsters to serve as 
companions to Crown-prince Arvegil. Borhshowed prom­
ise in their early schooling and flourished under the eyes 
of the prince's royal tutors. Barngund's official position is 
Teithor Emil (S. "Prince's Scribe"), A pair of full-time 
scribes do most of Argeleb's secretarial work, leaving 
Baragund free to act as aide, advisor, and confidant. 
Scholarly, yet well spoken, he is equally at ease with the 
nobility and the commons, and often acts as a courier and 
spokesman for the prince. 

Baragund expects to be appointed to some high pon 
after he gains more experience in governmenr. After 
Arvegil and Mallach T armea, he is considered the most 
eligible bachelor in Arthedain. Baragund and Mallach 
often competed at romance when both were under tute­
lage at court; Barngund still knows him well and is 
privately troubled by his feeling that the ambitious ranger 
now considers the crown-prince more his competition 
than his lord. 

Just over 6' tall, dark-haired, violet-eyed, and of a lean, 
relaxed build, Baragund is easily underestimated. His soft, 
boyish, good looks and official status as "secretary" also 
foster the impression of mildness. He is, however, quire 
dangerous when crossed, being possessed of a literate, 
penetrating intelligence and a fine sword-hand. He often 
carries books about with him. Once, while resting at the 
Forsaken Inn near Bree, he was berated by drunken 
ruffians for reading in the common room; he is said to 
have taken the ruffians outside and beaten them severely 
with a copy of Hammed's Cuide to the Use oj tht Fist just to 
prove a point about education. 

Level: 12. 
Race: DUnadan. 

BARAGUND OF TURVEN 

Home: Foroost, at court. 

Bara,p"d i" MERE 

Hits: 135 Melee OB: 140 Missile 08: I 10 
AT, Ch,;n (55) 

MERP Profession: Warrior. 
MERP Stats: Co 81, Ag 100, Ig 98, St 88, Pr roo, It 

95. 
MERP Skills: Ambush 10, Influence: Administration 

60, Influence: Politics 65, Lore: Heraldry 40, Lore: 
Law SO, Martial Arts: Expert 80. 

MERP Spells (48 PPs): Physical Enhancement (5th), 
Illusions (5th), Unbarring Ways (5th), Spell Ways 
(5th), Essence's Way (5th). 

Bara,pnJ in Rolnnasttr 
Hits: 135 Melee 08: 140bs Mi5Sile 08: 1 1  Ocp 

AT, 14 (55) 
RM Profcssion: Rogue. 
RM Suu: Co 81, Ag 100, SO 94, Me 95, Re98, S[ 

88, Qu 98, Pr 100, In 95, Em 96. 
RM Skills: Influence: Propaganda 65, Lore (General): 

Hernldry 40, Lore (General): Philosophy 50,'Lore 
(General): Religion 50, Martial Arts (Strikes): 
Degree Three 80, Subterfuge (Attack): Ambush 10, 
T echnicaI/T rade 01 ocational): Administration 60. 

RM Spells (104 PPs): Unbarring Ways (5th), 
Essence's Perception (5th), Lesser Illusions (5th). 
Rune Mastery (5th), Detecting Ways (5th). 

Ap�.ar211ce: 100. 

Bara,p"J's Prillli/"li Items 

Wolf-hide Shirt: Interlaced with mitbril rings; encum­
bers as Soft Leather, but protects as Chain. 

MERP: +20 DB. 
RM .. +20 DB, protects as AT IJ (AT 14 with greaves), • 

encllmbers as AT 6. 
LOR: +4 D<:fen�,·f Subterfuge, .1 Movemcm. 



Broadsword: its thin alloy blade is half nonnal weight. 
MERP: +10 DB, secondary Slash ait on all non-metal 

armor, strikes as a mi,bril weapon. 
RM: + 10 DB. Slash enl of one less severity (only 

against opponents in non-metal armor), gains an 
additional mi,bril ait (equal severity). 

LOR: +3 Damage, + I Mtlee OB. 
Ring of Succor. 

MERP: +10 DB, + 10 on all Ms, )[2 multiplier. casts 
20 PPs p<'r day from Blood Ways and Bone/ 
Mwde Ways. 

RM: + to DB. + to on all Ms. )[2 Essence multiplier, 
casu 20 PPs per day from Blood Ways, Bone 
Ways, and Muscle Ways. 

, 
LOR: + I Defense. + I Magical, + 1 0 Endurance, casu 

Htllli"l up 10 5 times per day. 

BELLANIEL UlAL 
Bellanicl is third cousin to Prince Arvegil and one of his 

two closest companions. like her cousin, Baragund of 
T urven, she was brought to court while quite young to 
serve as a companion to the crown-prince. A gifted child, 
she has blossomed into a skilled and talented young lady 
and continues to serve the prince as an "adjutant herald," 
allowing her to advise him and act as a courier and go­
betwccn in his dealings with both nobility and commons. 

Arvegil. BeJl:miel, and Baragund remain close friends; 
they address one another routinely as "cousin" and share 
many confidences. Arvegil, who knows he must someday 
choose a wife for politica1 reasons, occasionally threatens 
to marry BeJlaniel to a Gondorian noble to save his future 
wife from jealousy. Bellaniel has other ideas; court gossip 
to the contrary, she has no great desire to be Arvcgil's or 
anyone's queen. She loves dangerous and possibly scan­
dalous intrigue, and is sizing up possible mates who would 
not object to her continuing that hobby. 

Tall, grey-eyed, smooth-skinned, and lithe-limbed, 
Bellaniel appears equally at ease in traveling leathers or 
court gowns. Her long. black hair is often titd in a simplt 
Dunnish horse-tail when she's not striving for elegance. 
When amused and interested, she smiles brightly with 
both her lips and eyes, something unusual in staid, fonnal 
Arthedain. 

Br:.U.ANIEL VIAL 
Level: 12. 
Lee: OUnadan. 
Home: Fomose. at court. 
Languages: Speaks all Eriadorian languages (including 

Blarm). 

BtIL.nill in }.{Up 
Hits: 82 Melee OB: 73 Missilc OB: 70 

AT: Soft Leather (25) 
MERP Profession: Bard. 
MERP SUts: Co 90, Ag 95. Ig 98, St 80, Pr 100. It 

94. 

MERP Skills: Ambush 10. Artistic: Play Lute 50, 
Artistic: Poctry 60. Artistic; Sing 60, Athletic: 
Oance 35, Influence: Politics 55, Lore: Faerie Lore 
50, Perception 85. 

MERP SpdU (72 pp'! Comroll;ng Song' ( l Oth), 
hem Lore (10th), Lore (10th), Sound Control 
( I  Oth � Detection Mastcry (10th), Spell Defense 
(10th). Nature's Lore (10th). Illusions (10th), Spc-II 
Ways (10th), Essence's Ways ( 10th). 

&JLt"itl irl Rolnnasttr 
Hits: 82 Melee OS: 73ss Missile OS: 70th da 

AT. 5 (25) 
RM Profession: Bard. 
RM Scats: Co 90, Ag 96, SO 88, Me 99, Re 98, St 80, 

Qu 94, Pr 100. In 94, Em 97. 
RM Skills: Artistic (Active): Dancing 35, Artistic 

(Active): Play Instrument (lute) 50, Artistic 
(Active): Poetic Improvisation 60, Artistic: Singing 
60, Awareness (Searching): Observation 85, 
Influence: Propaganda 55, Lore (Obscure): Faerie: 
Lorc 50, Subterfuge (Attack): Ambush 10. 

RM SpdIs (176 PPs): Controlling Songs (20th). 
Lores (2Oth� Sound Control (IOth� lum Lore 
(20th). Sound Projcction (10th), Self Healing 
(10th). Damage Resistance (10th). 
Attack Avoidancc 
(10th), Telekinesis 
(10th), M;nd', 
000' (IOth� 
Gas Manipu­
lation (10th). 

Appc-2nncc: 
95. 
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&lullliel's Prirl(iplIl lttms 

Orb: Her orb is a gift from Celebrlan of Imladris. The 
widder may gaze into it and command it [0 cast 
spells. 

MERP; May cast up to 30 PP of spells per day from the 
Essence's Ways and Essence Perceptions lists. By 
expending her own power points to match thO$C 
of the spell. she can double its range; repeating 
this operation again will double che range again. 
and so on. 

RM: May cast up [0 30 PPs of spc[[s per day from the 
Detecting \Vays and Essence's Perception lists. By 
expending her own power points fa match those 
of the spell, she can double its range; repeating 
this operation again �i[[ double [h� range again, 
and so on. 

LOR: may cast firm AIIlI(ysis and (;/Qirwyanrr up to 4 
'times per week (each). Roll [he dice 3nd add the 
user's Magical bonus. If the result is 9 or morc, 
the usage docs not count against the weekly 
limits. 

Knife: A Noldorin long knife that can be used in melee 
as a shorts word or can be hurled as a dagger. If 
hurled, it will re[Urn to the thrower (magically) 
thrice per day. 

MERPIRM: + 15 OB. bestows Nigbtvision on widder 
(while drawn). 

LOR: +2 Damage, bearer can sc:e during the night as 
wdl as during the day (doesn't apply under­
ground). 

Platinum Ring. 
MERP: xJ multiplier. 
R},f: x3 Mentalism multiplier. 

LOR: +15 Endurance. 

Lute: white birch construction; enhances nonnal music 
quality. 

MERP: Doubles all ranges and durations of Bard spells. 
+ 10 Art: Play Lute skill. 

RM: Doubles all nnges and durations of Bard spells. 
+ 10 Play Imtnlment: Lute skill. 

LOR: All within hearing range of the lute must rol! the 
dice and add their Magical bonus. If the result is 
Jess than 10. they will take no aggressive action 
against the player. 

Soft Luther Tunic: non-encumbering. 
MERPIRM: + 10 DB. reduces Puncture and Slash ,rits 

to the body by one level. 

LOR: +2 Defense (with no penalties). 

BLANCO AND MARCHO FALLOHIDE 
The adventurous and well-spoken Fallohide brothers, 

Marcho and Blanco, have gained with their tongues what 
Hobbits might never have claimed by force: a permanent 
homeland for their kindred, in the Shire in southern 
Arthedain. Typical of the Fallohide strain. they arc fair­
complected, taller, slimmer and more skilled in song and 
argument than their other furry-footed brethren. As 
chieftain of the Fallohide tribe, Marcho granted himself 
the honor ofleading his kinsmen across the ancient Bridge 
ofSronehows into their new homeland. Both Marcho and 
Blanco live in the new town called Hobbiton, along the 
Great East Road in the central part of the Shire. They 
concern themselves with maintaining good relations with 
[he king and persuading the Hobbit dans of the Shire to 
work together against the ruffians and other dangerous 
folk that still trouble their new homeland. 

BU.NCO FAUOHIOE 
Level: 6. 
Race: Fallohide Hobbit. 
Home: Hobbiron. 

Bian(o ill MERP 

Hits; 63 Melee OS: 85 Missile OB: 60 
AT: Soft Leather (40) 

MERP Profe5sion: Scout. 
MERP Stats: Co 70. Ag 89, Ig 90. St 70, Pr 90, It 92. 
MERP Skills: Ambush 10, Climb 35, Influence: 

Administration 30, Influence: Diplomacy 56, 
Influence: Leadership 30, Influence: Public Speaking 
68, Influence: Trade 50. Lore: Strategy/Tactics 45. 
Perception 68, Stalk/Hide 54. 

Blan(o ill Roltmaster 

Hits: 63 Melee OS: 8Sss Missile OB: 60sb 
AT 5 (40) 

RM Profession: Rogue. 
RM Stats: Co 70, Ag 91,  SO 90, Me 89, Re 90, Sr 70, 

Qu 90, Pr 90. In 92, Em 99. 
RM Skills: Arhletic (Gymnastics): Climbing J5. 

Awareness (Searching); Observation 68, Influence: 
Diplomacy 56, Influence: Leadership 30, Influence: 
Public Speaking 68, Influence: Trading SO, Subter­
fuge (Attack): Ambush 10, Subterfuge (Stealth): 
Hiding 54, Subterfuge (Stealth): Stalking 54, 
T echnical/T rade (Vocational): Administration 30, 
Technical/Trade ( Vocational): Tactics 45. 

Appearance; 89. 
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BLmlO's Prinriptll lttmS 
O:aggc.r: M:ade of red lam. marked with a circle of seven 

stars on the hilt. This was given to him by the king. 
When wielded. it gives off a reddish light (on 
command) that can only be seen by Elves and 
undead. 

MERP: + 10 OS; strikes al a milbril shorts word; 
5('condary Slash air againn non-metal annor; 
bestows Dwarvish NigbfYiJion on the widder; when 
lit. causes up to 5 levels of undcad to Al.'c: Elves 
m:aXc a Perception check (at -10 per mile distant) 
to see the red light. 

RM: + 10 OB; docs a Slash ait of one less severity on 
non-metal armor, bestows n.. .. hiJwn on the 
wielder; when lit. casts a R'fK1 UnJtQJ V; Elves 
make a Perception check (at -10 per mile 
dist:ance) to See the red light. 

LOR: + 1 Damage. +4 Damage venus undead. 

MARCHO F"U.OHIOE 
Level: 7. 
R..ace: Fallohide Hobbit. 
Home: Hobbiton. 

}.tmbo in MERP 
Hits: 70 Mdee 08: 85 Missile 08: 80 AT: Chain 

(65) 
MERP Profession: Scout:. 
MERP Stats: Co 71. Ag 89. Ig 97. St 73. Pr 99. It 

101.  
MERP Skills: Climbing 20. Influence; Administration 

30. Influence: Diplomacy 50. Influence: leadership 
50. Lore: Strategy and Tactics 25. Perception 35. 
Ride 25. Stalk/Hide 25. 

M4rlbo in Rolmuuttr 
Hits: 70 Mdee 08: 85ss Missile 08: 80sb AT: 16 

(65) 
RM Stats: Co 71. Ag 89. SO 90. Me 94, Rt 97. St 73. 

Qu 86, Pr 99, In lOr. Em 95. 
RM Skills: Athletic (Gymnastics): Climbing 20. 

Awartntss (Searching): Observation 35, Influence: 
Diplomacy 50, Influence: Leadership 50. Outdoor 
(Animal): Riding 25, Subterfuge (Stealth): Hiding 
25. Subterfuge (Stealth): Stalking 25, Technical/ 
Trade (Vocational): Administration 30. Technical/ 
Trade (Vocational): Tactics 25. 

Appearance: 96. 

Mrmbo's Prinriptlf Items 
Th:ain', M:athoms: Marcho uses the "Thain's 

Mathoms" (Sec Section 9.0.). 

ESGALDOR LHOSSiREG 
Offici:ally tht court's "Second Interpreter," Esg:aldor is 

actually King Argeltb's Lord of Spies. He oversees the 
extensive organization known as the DUvethir(S. "Night­
spies;" Q. L6menirni; coli. "Wandering Night�watch­
ers"), as well as many independent somces. Four assas­
sination attempts in the last decad" have convinced 
Esgaldor that he is doing his job well. As he has sardoni­
cally noted, "An expensive poison is the most flattering of 
gifts." Esgaldorw2S Prince Arvegil's ruror(or much of his 
youth, and it is from-him that the prince gained his ironic 
sense of humor. Esg:aldor has also served as a soldier, 
ranger, and diplomatic envoy in his checkered career. 
becoming a linguist and master of spies only after a severe 
knee injury left him with a pennanent limp. Middle-aged 
and unmarried, he is not sought after-he is disliked by 
most of the staid courtiers. Unable to speak publicly of his 
primary task. Esgaldor gives his majesty a daily briefing on 
matters foreign and domestic and contents himself with 
knowing that he is more useful to Arthedain than most of 
the soldiers and ancient seen who look down on him in 
the palace. 

FrimJs anJ Unnu,ions 
"The only friend a spy needs," says Esgaldor, "is his 

king." However, aside (rom Princess Nirien. who consid­
ers him furtive and manipulative. most of the royal family 
speak to Esgaldor on a daily basis. Prince Arvegil trusts 
him implicidy and is determined to bestow high office on 
him when the opportunity arises. Mallach T armea, cap-­
tain of the Faradrim Aran, is more :aloof; Esgaldor, who 
truslS the younger man not at all. regularly subverts 
T annea's authority by questioning rangers newly re­
turned from dangerous missions on the sly and without 
their captain's pennission. Unknown to anyone, Esgaldor 
has cultivated sources among the staffs of tht artanossi of 
Arthedain-ifhe is discovered before ht finds any sub­
stantial evidence of treason. his job and his life will be on 
the line. 

Esc::iALDOR l.J.IosslR£G 

Level: 17. 
Race: DUnadan. 
Home: Fornosr Erain. 

EsgalJor in MERP 
Hits: 145 Mdee 08: 130 Missile OB: 85 

AT, Ch,;, (30) 
MERP Profession: Bard. 
MERP Suts: Co 87, Ag 88, Ig lOO, St 92. Pr 95, It 

99. 
MERP Skills: Ambush 15. Artistic: Acting 45. Disann 

Trap 60, Influtnce: Espionage 1 10. Lore: 
Angmarean Affairs 60, Lore: Geography of Eriador 
70. Perception 85. Pick Lock 60; Read Rune 30, 
Stalk/Hide 90. Track 70. Usc Itt:m 30. 
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Esl"fJ(lr in RolnmlJltr 

Hits: 145 Mdee 08: 130S5 Missile 06: 8Sep AT: 13 
(30) 

RM Profession: Bard. 
RM Suts: Co 87, Ag 49, SD 96, Me 101,  Re 99, St 

92. Qu 95, Pr 95, In 97. Em 99. 
RM Skills: Artistic (Active): Acting 45, Awareness 

(Searching): Observation 85, Awareness (Search­
ing): Tracking 70. Lore (General): Angmarean 
Affairs 60, Lore (General) Eriador Region Lore 70, 
Power Awareness: Attuncmem 30, Power Aware­
ness: Read Runes 30; Subterfuge (Atrack): Ambush 
15, Subterfuge (Mechanics): Disarming Traps 60, 
Subterfuge (Mechanics): P.icking Locks 60; Subter­
fuge (Stealth): Hiding 90. Subterfuge (Stealth): 
Stalking 90. all other Subterfuge skills :'It 70. 

Appearance: 81 .  

Esgafdor's Spuial Powers 
Magical Knowledge: Esgaldor is a collector of odd 

magical lore. 
MERP Spells (68 PPs): Illusions (5th), Spirit Mastery 

(5th). Unbarring Ways (5th). Essence Hand (5th). 
Light Law (5th). Animal Mastery (5th). Blood 
Ways (5th). 

RM SpeUs (68 PPs): Illusions (5th). Spirit Mastery 
(5th). Unbarring Ways (5th). Essence Hand (5th). 
Shield Mastery (5th). Rapid Ways (5th). Mind 
Mastery (5th). Light Law (5th), Gate Mastery 
(5th). Self Healing (5th). 

LOR Spells: Speed. Healing. Calm Chann Animal. 
Fire Bolt. 

Linguist: He speaks all the common languages of 
Eriador and can swear profusely in most of them; 
his official duties include translating Morlam. which 
many at coun refuse to learn. 

EsgillJor's Principill ltnns 
Ring of Sensing: AIIows wearer to see as a Dwarf sees, 

as well as providing other magical enhancements. 
MERP: 50' Dwarven vision. +20 to Perception (+50 

versus illusions and invisible or umouflaged 
creatures), casts a um!, Eyr or Lon!, Ear each twice 
per day. and acts as a x2 multiplier. 

RM: SO' dark vision. +20 [0 Perception (+50 versus 
illusions and invisible or camouflaged creatures). 
casts a Long Eyr or Lonl Ear each twice per day. and 
acts as a x2 Mentalism multiplier. 

LOR: + IO Endurance. +2 Perception (+5 versus 
illusions and camoufbged crearures). casts 
Cantrll/ralion or C/.Iirvoylln{t twice per day. 

H211d Crossbow: self-loading on the first shot, can be 
fired with one hand, but then has only a 20' base 
range. 

MERP/RM: +15 0B. 
LOR: +2 Missile OB. +2 Missile Damage. 

Dirdagnir (S. "Man-slayer"): dagger of Man-slaying. 
taken from a high-ranking evil priest; the Witch­
king. once he finds out who has the weapon. will 
pay much to get it back. 

MERP/RM; + 10 OB, Slaying crits versus Men. 
LOR: +2 Melee OB. + I Dartl.3ge. 

Mithril Vest: Non-encumbering (worn under a baggy 
tunic). taken from a high-ranking evil priest; the 

- Witch-king. once he finds out who has the vest, will 
pay much to get it back. 

MERP! RM: + I 5 DB. no encumbrance penalties. 
LOR; +6 Defense with no other penalties. 

Needle: points towards metal in the area when bal­
anced on the back of the hand; the holder can 
mentally "subtract" items he recognizes (his annor, 
the knife on the table, etc.) and use it to spot hidden 
blades and [Taps. Esgaldor tips chis needle with a 
5th level paralyzing poison. just in case. 

Shornword: made of white alloy. 
MERP/RM: +15 OB. 
LOR: +4 Damage. 

Amulet: enchanted. 
MERP: +10 DB, +20 RRs versus blood and nerve 

poisons, +2 spell adder. 
RM: + 10 DB, +20 RRs versus circulawry and nervr 

poisons. +2 Mentalism adder. 
LOR: + 1 Defense. + 10 Enduranc�. if the wearer is 

afflicted with a poison. roll 206 and add 
Strength-ihh� result is over 9. tht poison has 
no effect. 

MALLACH "MARL" T ARMEA 
Never a king (but eager [0 rule as one), handsome, 

witty. and sly MaJlach T annea grew up listening [0 tales 
of the manial accomplishments of his family. Raucous 
songs in the T annea lands claim that this hero of Arthedain 
never fails to woo and win the local maidens. no matter 
where his [Tavels rake him. As Knight-captain of the Royal 
Rangers. he proudly wurs royal dark blue chain and a 
ranger's ring and star-marks of many successes and the 
respect of his men. If Captain Tannea has one failing. it 
is his impetuosity and inclination towards direct action [0 
address political problems. He has allowed a great con· 
spiracy to arise around him without much thought. and 
his life and more may turn on decisions based more on 
desire than good sense. 

Mallach's amorous repuration has won him the nick­
name of "Marl" among the Bree-landers (a local slang 
word for stud.horse)' Mallach's enemies often use the 
sobriquet to ridicule him in aristocratic circles. but his • 

close male friends also use it occasionally as a tenn of 
endeannent. 



MALl.ACH ''MARt'' T ARM� 

l..cvd: 23. 
Race: OUnadan. 
Home: FornoS{ Erain, but spends much timl! on thl! 

frontier. 

MIl/itub in MERP 
Hits: 145 Mdl!e OS: 145 Missill! OS: 135 

AT: Chain (75) 
MERP Profl!ssion: Rangl!r. 
MERP SUts: Co 99, Ag 98, Ig 88. St 97. Pr 101. It 

100. 
MERP Skills: Ambush 20, Artistic: Dance 35, Artistic: 

Pottry and Singing 40, Disarm Trap 40, Influence: 
Administration 40, Influence: Politics 40, Influence: 
Seduction 75, Lore: Strategy & Tactics 70, Percep. 
tion 90. Pick Locks 40, Read Rune 20, Stalk/Hide 
100, Track 100, Use Item 20, Weapon: Mounted 
Lance 60, Weapon: Thrown Dagger 101.  

MERP Sp,u, (207 PP,), Poth M,,,,,>, (10th), 
Moving Ways (10th). Nature's Guises to 10th 
level). Nature's Ways (10th), Detection Mastery 
(5th), Protections (5th). Spell Defense (5th), 
Nature's Movement (5th). 

Ma/iarb in Ro/mllultr 
Hits: 145 Melee os: 1 4S5s Missile OS: 13Scp 

AT, 1 3 (75) 
RM Profession: Ranger. 
RM Suts: Co 99. Ag 98, SD 61.  Me 89, Re 87. S(97, 

Qu 99, Pr lOT. In 100. Em 71. 
RM Skills: Artistic (Active) Dancing 35, Artistic 

(Active): Poetic Improvisation 40, Artistic (Active): 
Singing 40. Awareness (Searching): Observation 90, 
Awareness (Searching): TrOlck 100. lnfIul!nce: 
Diplomacy 40, Influence: Seduction 75, Power 
Awareness: Attunement 20, Power Awareness: Read 
Runes 20, Subterfuge (ArtOlck} Ambush 20, 
Subterfuge (Mechanics): Disarm Traps 40. Subter· 
fuge (Mechanics): Picking Locks 40. Subterfuge 
(Stealth): Hiding 100, Subterfuge (Stealth): 
Stalking 100. Technical/Trade 0'ocational): 
Administration 40, T echnicaJ/T rade 0' ocationaJ): 
Tactics 70, Weapon (Pole Arms): Mounted Lance 
60, WeOlpon (Thrown): Dagger 101. 

RM Spells (378 PPs): Path Mastery (10th). Moving 
WOlYS (10th). NOlture's Guises (lOth). Inner Walls 
(10th). Nature's Ways (10th} Spell Defense (5th), 
Detection Mastl!ry (5th), Purification (5th), 
Sound's WOlY (5th). 

Appearance: 100. 

MAlia,h's Sptri#l Prr.w:rs 
Orkish: Mallach has learned the dialects of most of the 

Orc tribes of the frontiers; he has a +50 skill when 
mimicking Orc voices. 

Malia'b's Principlli fIlmS 
Helm: silver-inlaid, black steel, shaped like a bear.head, 

with a Jewel of Stunning se[ in each eye socket. just 
above the brow. The pair of jewels are usOlbie 
instantly. 

M£RP/RM: 7x/.uy; I target/round fmng the wcam­
&. within 10' must resist a 10th levt.1 attack or bt 
srunned for I rd/IO% fail. 

LOR .. 7x/ day I urgn who CiIIl SCI! the wearer must roll 
2D6 and add his or her Magical bonus; if the 
result is less than TO, the target is stunned iIIld can 
take no actions for 106 combat roullds. 

Shortsword: a bbck lam blade of slaying Orcs Olnd 
Trolls. It strikes as a milbril weapon and detects evil 
creatures up [0 100' away. 

MERP/RM: +20 DB. 
LOR: +2 Melee OB. + J Damage. 

Chainmaif: dark blue and docs not interfere with spell. 
casting. 

MERP/RM .. +15 DB. 
LOR: +5 Defense. -2 Suburfuge, -2 Movement. -2 

Magical. 

High R.angu's Ring. 
MERP: zJ multiplier. 
RM: xJ Channeling multiplitT. 
LOR: + 15 EnduTallce. 

Ere.sselen: a ranger's star. (See SeC[ion 9.0.) 
MERP/ RM: + 10 DB and + JO to all RRs. 

LOR: +1 I)cfense iIIld +2 Magical. 

Oval Shield. 
MERP/RAt .. +15 DB. 
LOR: +4 Defense, -I Magical. 

Ranger's Cloak. 
MERP/RAt: +50 Stalk/Hidl!. 
LOR: +5 Subtnfuge. 

-
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Au"wlle" 

8.2 PERSONALITIES OF 
CARDOLAN 

GM Nott:: I1xJollowingrhararltrdtscriptionsartktytd to 1M 
JailS T.A. 1642�43. Hov.rvrr, Iht1(chararlm woufJ rr.uon­
ably approximalr 1M prinus dun"ng 1M Times ojTrowbles in 1M 
Ihirlmrlh rffltury oj 1M TbirJ Agt. TIerirrumslanrts Juring 1M 
rriglll oj one oj ,Ix wtakrr kings oj Gmlcum (ould also bt 
s;muitllta try makiltg 1M ConJorian ranolar in/a 1M king. 

8.2.1 THE LORDS OF CARDOLAN 
The lords arc presented in alphabClical order. In general. 

the two princes (rm;/alh) and [he King of Saralainn have 
slightly higher social rank than [he three barons (Mra/h). 

AERVELLON, REGENT OF GIRlTHLIN 
Acrvdlon roles Girithlin in the minority of his nephew, 

Echorion HiT Girirhlin. ACTvrllon is one of [he few 
contemporary Duncdain who approach [he height of 
theiT ancestors, standing 7'3" tall. He has the manial skills 
that might be expected of a man of his size; he is bold and 
forward in battle, although he is approaching his later 
years. Aervellon possesses simple, yet refined, tastes; 
poetry is his f

.
1Vorire hobby. He is an unmistakable figure 

on public occasions, noted for his brooding crimson 
robes, and his refusal to hide his balding pate beneath a 
convenient helm. Aervellon has picked a few bad subor­

dinates, but his subjects hold 
him to be a fair, if occasion­

ally harsh, master. 

For all his manifest vinues, Aervellon is at least the 
most conniving, if nO[ the most ruthless, of the lords of 
Cardolan. He has effectively managed the principality 
since his youth, a fact that his more relaxed father and 
elder brother rardy noted. Aervdlon has never been 
directly implicated in treachery, but he has lived too long 
to avoid the rumor mill. He is no longer trusted by anyone 
except. perhaps. his nephew. Although Aervellon was 
once content to rule from the shadows, he has grown to 
like the trappings of power during his regency. It is 
WlJikelythar Echorion will reach his majority, if Aervellon 
docs not predecease him. 

Fllmily IIIlJ Collnuti"lls 
Aervellon and Echorion are the last survivors of the 

direct baronial line of Girithlin. although a couple of 
second cousins are landowners in the province. Hir 
Echorvdlon, Aervellon's father, was the highest ranking 
Cardolanian victim of the Great Plague. 

AERVEU.ON, REGENT OF GIRlTHUN 

Level: J 7. 
R.ace: Ounadan. 
Home: Minas Girithlin, in western Cardolan. 

Atrwll"n in MERP 
Hits: 130 Melee OS: 132 Missile OB: n/ a AT: Chain 

(65) 
MERP Profession: Warrior. 
MERP Stats: Co 85, Ag 98, Ig 79, St 98, Pr 99, It 90. 

MERP Skills: Climb 10, Craft: Falsifica­
tion 50. Craft: Poison Usc 50, First Aid 
60, Influence: Diplomacy 67, Influence: 
Public Speaking 35, Perception 20, Ride 
62, Stalk/Hide 40, Swim 5. 

Mrvtfl"n in R,,/mulSttT 
Hits: 130 Melee OB: 1 32ma Missile OS: 
nh AT' 14 (65) 
RM Profession: Fighter. 
RM Stats: Co 85, SO 87, Ag 98, Me 75. 
Re 82, St 98, Qu 84, Pr 99, In 95, Em 
52. 
RM Skills: Athletic (Endurance): Swim 5, 
Athletic (Gymnastics): Climb 10, Aware­
ness (Searching): Observation 20, Influ­
ence: Diplomacy 67, Influence: Public 
Speaking 35. Outdoor (Animal): Riding 
62, Subterfuge (Mechanics): Counterfeit­
ing 50, Subterfuge (Mechanics): Using/ 
Removing Poison 50, Subterfuge 
(Stealth): Hiding 40, Subterfuge (Stealth): 
Stalking 40, Technical/Trade (General): 
First Aid 60. 
Appearance: 98. 



Aervellqn'l Prinfip�l Items 
Mithril Mace. 

MERP: +20 OB; Secondary Impact crits. 
RM: +20 OB; Gives Impact crits of equal severity. 
LOR: +2 Damage. + 1 Melee OB. 

Ann and Leg GreavC$. 
MERP/RM: negate 35% of ann and leg crits. 

LOR: +1 Defense with no other penalties. 
Chainmail. 

MERP/RM: + IO DB. 
LOR: +4 Defense. -2 Subterfuge. -2 Movement. -2 

Magical. 
Full Shield. 

, 
MERP/RM: + 10 DB, casu BiaJtlllTn once ptr day. 
LOR: +2 Defense, -I Magical. casts ShirLl once per day. 

Boots. 
MERP/RM: +20 to all moving maneuvers. 
LOR: +2 to Movement. 

DAGORHIR. WARLORD OF MINHIRJATH 
Not all of the hideous experiments in Dol Guldur 

conducted by the Necromancer(Sauron) were as success­
ful as those that produced the Uruk-hai and the Olog-hai. 
The Warlord of Minhiriath is one of the failures. An 
abomination, he is the resukof mixing T rollish and Elvish 
seed. As had been intended by his maker, [he Warlord is 
a lover of cruelty and dark learning. He is both a fearsome 
warrior, as is widely known, and a passable sorcerer, which 
few suspect. He also has an excessive hatred of Orcs and, 
when seeing one, will fall upon it and rend it to pieces. 
This could have been merely a humorous foible, but the 
Warlord could not restrain this habit even when in the 
presence of his Dark Master. He was therefore sent to the 
Witch-king, who at last found a usc for him when a batch 
of Hill Trolls proved unamenable to military discipline. 
The Witch-king gave them to the Warlord and un­
chained the lot in the general direction of Car dolan. This 
has proven far more useful than expected. 

Black of skin and 7'8" tall, the Warlord's body and 
limbs arc finely proportioned, but his face and head arc as 
misshapen as that of the ugliest Troll. He wears a stout 
iron ring around his neck chat is imbued with the penna­
nent illusion of a black homed helmet. The Warlord is a 
skilled negotiator and, sad to say, has secret dealings with 
many of his fellow Cardolanian princes. 

DAGORHIR, WARLORD OF MINHIRlA TH 
Level: 21.  
Race: Half-troll. 
Home: ereb Durga, in central Minhiriath. 

Dagorhir in }.{Up 
Hits: 236 Melee 08: 145 Missile OB: n/a 

AT: Rigid Leather (40) 
MERP Profession: Mage. 
MERP Stats: Co 100, Ag 100, Ig 74, St 93, Pr IOI. It 80. 
MERP Skill.s: Acrobatics 50, Craft: Trap Building 84, 

Lore: Traps 65, Perception 40, Ride 5, Stalk/Hide 
55. 

MERP Spells (63 PPs): Physical Enhancement (10th), 
Essence Hand (Wth), Illusions (10th), Unbarring 
Ways (10th), Essence's Ways (10th), Spirit 
Mastery (10th), Ice Law (10th), Water Law (10th), 
Living Change (1 0th), Wind Law (10th). 

Dagorbir in Rolnn�sttr 

Hits: 236 Melee OB: 145th Missile 08: n/ a 
AT I I  (4Q) 

RM Profession: Mystic. 
RM Stats: Co 100, SO 90, Ag 100, Me 63, Re 76, St 

93, Qu 54, Pr 101, In 77, Em 99. 
RM Skills: Athletic (Gymnastics): Acrobatics 50, 

Awareness (Searching): Observation 40, Lore 
(T echnical): Trap Lore 65, Outdoor (Animal): 
Riding 5, Subterfuge (Mechanics): Trap Building 
84, Subterfuge (Stealth): Hiding 55, Subterfuge 
(Stealth): Stalking 65. 

RM Spells (140 PPs): Brilliance ( 10th), Illusions 
( 10th), Shifting ( 1 0th), Movement (1 0th), Solid 
Manipulation (10th), Mind's Door ( 1 0th), Hiding 
(20th), Confusing Ways (20th), Liquid Alteration 
(20th), Gas Alteration (20th). 

Appe.arance: 22. 

Dag"rbir's Spui�l PllWtrs 

Knowledge of Orc�odors. 
MERP/RM: +20 Prrception to detect Orcs by their 

odor alone. 
LOR: AUTomatically smells any Orcs in area. 

Dagorbir'l Prin{ipal ltmts 

Two-handed Sword. 
MERP/RM: + IO DB. doublc concussion cbmage when 

a critical is ddiv�rcd. 
LOR: +3 Damage. + I Melee OB. 

Neckhand: gives the illusion of a helmet. 
MERP/RM: +2008. 
LOR: +2 Defense with no othcr pcnaltic". 

Amulet. 
MERP/ RM: +20 on all RRs. 
LOR: +2 Magical (in defense only). 

Wand. 
MERP/RM: casts F;rrball(+20 OB), IO uses. 

LOR: casts Firr &/1 (+2 Damage. afm other modifica­
tions). J O  uses. 

Sandals: double the range of his leaps. 

127 

• 



128 

FINDUILAS m. ERNILETH OF DOL CALADIR 
It is not unusual for either women or mages to rule the 

principalities of Cardol3n, but Finduilas is the first to 
combine these attributes. She is in her early adulthood, on 
the short side for a woman of pure blood, and rather 
plain-although it is said that when she unveils her light 
green cy�. they pierce one to ehe soul. Finduilas appurs 
to be very sdf-absorbed; she is content to leave the day­
to-day governance of her realm to her subordinates. The 
practice allows her further time [0 study her m;'lgiks and 
to plot. She would not he troubled to discover that her 
retainers pursue the same oppressive policies that charae­
teriud her forebtars. In most things. Finduilas is a 
traditionalist, favoring an archaic style of robes that dots 
little [0 complement her face or figure. 

Finduilas has long been considered a minor personage 
in the politics of Cardolan; that status is about to change. 
Having mastered the diminished knowledge of the Es­
sence available in the North (and deemed to � too eager 
a pupil by several masters). she is finally taking an inttrl"st 
in politics. She has found to her dl"light that the balancing 
and manipulation of political forces is an interesting 
analogy to her magiks. Finduilas has now decided to play 
to win. simply for the sake of the game. for she cares 
nothing for either the potential rewards or conse<Juences 
of her actions. This frivolous anirude docs not. unfortu­
nately. detract from her abiliti�. 

Family IIna Unn((lions 
Finduilas is the last of her direct line; her parents were 

drowned in ashipwrecksome cleven years ago. Two aunts 
and a cousin died of the Plague. leaving her without 
family. Her heir is another cousin who fled [0 Gondor 
years ago just ahead of several outraged husbands. Finduilas 
thus has the most impressive dowry to offer a prosp«tive 
husband in all the North. and she is just beginning to use: 
that fact to her advantage. 

FINDUILAS m. ERNILETH 01' DoL C."LADIR 

uveI: 16. 
Race:: IAmadan. 
Home:: The: Argond, w�t ofTharbad. 

Finawi�s in MERP 
Hits: 101 Melee OB: 98 Missile OB: 0/ a 

AT: None (35) 
MERP Profe:ssion: Mage. 
MERP SUts: Co 74. Ag 92. Ig 96. St 81. Pr 98, It 95. 
MERP Skills: Base Spell 08 37. Climb 5. Direned 

Spells 1 10. Influence: Interrogate 80, Influence: 
Seduction 76, Lore: Strategy 60. Perception 65, 
Read Rune 54, Ride 35. Stalk/Hide SO, Swim 30. 
Usc Item 54. 

MERP Spdls (96 PPs): Physical Enhance:ml"nt ( 10th). 
Essence Hand (10th). Illusions (10th), Unbarring 
Ways ( 10th). Spcll Ways (10th), Essl"nee Ways 
(10th), Spirit Mastery (10th). Essence Perceptions 
(10th). E",h Law (IOth� 1<, L,w (IOth� Ugh' 
Law (IOth� F;" Law (IOth). Lohy B,;dg' ( 10th). 
Water Law (10th), Living Change ( 10th). Wind 
Law (10th). 

Finalli/s,s in RoltnulSltr 
Hits: 101 Melee OS: 98ra Missile: OS: n/a 

-AT: None (35) 
RM Profusion: Mage. 
RM SUts: Co 74, SO 40, Ag 92. Me 98, Re 93. St 81, 

Qu 93, Pr 99, In 95, Em 52. 
RM Skills: Power Awareness: Attuneme:nt 54. Athletic 

(Gymnastics): Climb 5, Directed Spells: 1 10. 
Influence: Interrogation 80, Awaren�s (Searching): 
Observation 65, Ourdoor (Animal): Riding 35, 
Power Awaren�s: Read Run� 54. Innuence: 
Seduction 26, Subterfuge: (Stealth): Hiding SO, 
Subterfuge (Stealth): Stalking 80, Athletic (Endur­
ance): Swimming 30, T echnicaI/T rade 0' oca­
tional): Tactics 60. 

RM Sp<lli (180 PP,), Run, M",,'Y ( 10th). 
Unbarring Ways (10th). Elemental Shields (10th). 
Delving Ways ( 10th). Living Change: (10th), Spirit 
Mastery ( 10th), Spcll Reins (10th). Gate Mastery 
(10th). F;" L>w (IOth). /0, Law(IOth). E,,,h Law 
(10th). L;gh, bw (20th). W;nd L,w (20th). 
Water Law (20th), Light Molding (10th), Liquid· 
Gas Skills (10th). Evasions (10th), Dark Contacts 
(10th), Mind Destruction (10th), Confusing Ways 
(10th). 

Appearance: 74. 

Finalli�s' Printipai lltnls 
Finduilu' Rod: casts lightning bolts. 

MERP/ RM: uthrlli"l 8o/u 4./ day. 
LOR: casu; U�fllill& Bolt 4./day (ruolve like a Fir, &II). 

Ring. 
MERP: +10 to Dimted Spells, +5 to Base Spells . •  3 

multiplier. 
RM: + 10 to all Directed Spdl macks, +5 to base spell 

casting . •  3 Essence multiplier. 
LOR: +2 Magical. + 15 Endurance. 

Rapier. 
MERP/RM: +15 08. 
LOR: +2 Damage. 

Rob�. 
MERP/RM; +15 DB. 
LOR.: +2 IXfensc with no olher penalties. 

Penl NeckJaCl": givl"s her the initiative 50% of the time 
automatically. 



HALLAS. ERNIL OF DOL TlNEREB 
Hallas is aging, even for a OUnadan, having reached his 

one hundred and sixty-fourth year. This may be anribured 
(0 the presence of royal blood on both sides of his family; 
but in the last three years Hallas has lost his muscle [one 
and his teech. and gained a pot bdly. Hallas now wears his 
nightshirt on all but unavoidable occasions of state. His 
wispy white: haif and rheumy eyes belie his status as a lord 
of the DUnedain. 

Hallas docs not cling to life through pride or fear, for 
the one thing he has not lost arC' his wits. In his prime, he 
was ruthless and avaricious and almost always on the 
winning side. Hallas largely restorw the fortunes of his 
house from the nadir reached during the reigns of the 
Fac:rdorian {linolllri. In so doing. he strayed from the path 
of righteousness many times, and Hallas has detennined 
to do one good deed before he dies. Ever practical, he has 
two options: ridding Cardolan of [he Warlord, or restor· 
ing the ruined festival city of Amach, north of Merraith, 
to its former glory. Hallas' detenninarion is often mis. 
taken for senile obsession, but the old wolf is probably 
"good for one last bite," as he is fond of ceUing his 
impatient heirs. 

Family a"J u""uli,,", 
Five ofHalJas' family survived the Plague: his fifth son 

and heir, Lord Celebdur; his grandsons by his elder son, 
Faradon T rlagor and Barahir Orodram: and 61anwen, 
Faradon's daughter and only child. Celebdur rules the 
principality on a day.to.day basis. Faradon oversees the 
family's business affairs in Tharbad: hl' artl'mpted (0 
murdl'r Celebdur a few years ago and would be arrc.'Sted 
and killed, ifhe returnl'd homl'. 61anwen has dwelt with 
distant rdations in Arthl'dain for several years to finish 
her education; she will soon return to Cardolan. Gossips 
wonder if she will be as devious as the rest of her clan. 

H..\LlAS, ERNIL or DOL TINERF.B 
Level: 19. 
Race: DUnadan. 
Home: Thalion Palace, on the south side of Metraith 

and the junction of the Redway and [he Old North 
Road. 

Halla, i" MERP 

Hits: 74 Melee 08: 83 Missile 08: 67 
AT, PJ.,, (15) 

MERP Profession: Warrior. 
MERP Suu: Co 77, Ag 54, Ig 90, St 83, Pr 28, It 94. 
MERP Skills: Adrenal Defense 50 (but 50% chance of 

an "A" unbalancing crit� Artistic: Music 54, Climb 
·25. Craft: Navigate 60, Percl'ption 55. Ride 45, 
Read Rune 20. Sky-Watching 40, Stalk/Hide 30, 
Swim 10. 

MERP Spells ( 19  PPs): Physical Enhancement (5th), 
Illusions (5th), Spell Ways (5th), Essence's Ways 
(5th), Spirit Mastery (5th), Essence Perceptions 
(5th). 

Halla, in Rolnnasttr 

Hiu: 74 Mcle:c 08: 8355 Missile 08: 671b 
AT, 20 (15) 

RM Profession: Rogue. 
RM Suu: Co 77. SO 92. Ag 54, Me 62. Re 91 ,  St 83, 

Qu 44. Pr 28. In 94, Em 90. 
RM Skills: Athletic (Endurance): Swimming 10. 

Athletic (Gymnastics): Climb ·25, Artistic (Passive): 
Music 54. Awareness (Searching): Observation 55, 
Outdoor (Anima!.): Riding 45. Outdoor (Environ­
mental): Star Gazing 40. Power Awareness: Read 
Runes 20. Special Defenses: Adrenal Defense 50 
(but 50% chance of an "A" unbalancing crit). 
Subterfuge (Stealth): Hiding 30, Subterfuge 
(Stealth): Stalking 30. Technical/Trade (Voca. 
[ional): Navigation 60. 

RM Spells (51 PPs): Delving (5th� Cloaking (5th), 
Self Healing (5th). Detections (5th). Illusions (5th). 
Spc.ll Resistance (5th). 

Appearance: 25. 

Hafi4s' Prilllipai llems 
Mithril Shortsword. 

MERP/RM: +20 0B. 
LOR: +3 Danuge. 

Plate Annor: 50% of nonnal weight. 
MliP/ RM: + 10 DB (half tncl.lmbnnce pen). 
LOR: +4 DeftnR, ·1 SubterfUge • •  1 Movt:mcnt, -I 

Magical. 
Shield. 

MUP/RM: +S DB. 
LOR.: +2 Defense. -I Magical. 

MedaUion: enchantcd. 
MERP/RM: +SO to pmeive lies/forgeries. 
LOR: +S Perception versus liu and forgeries. 

Enedon Longbow. 
MERP/RM: +15 OB. 
LOR: + 1 Damage. 

Dalaparma (Q. "Palmist"): a very small hook that 
Hallas' eyes can barely read. containing some of the 
recorded wisdom of the lords of his house. He can 
present the center pages of this book to affect a 
victim. 

MERP: Sign of Stunning, Blinding or Death Cloud c.ach 
once pc'r day. 

RM: Rune of Absolution. Mind Shock. or Blindnen. 
each Ill/day. 

LOR: Each of theR dfecu Ill/day; blindnc," (targct 
rolls 206, add Magical boOla, subtract from 100; 
result is the number of days the urget is blind� 
mental blast (targct takes IOD6 damage and is 
sttmn«l for half thai lime in minutes). spirit 
trapping (target rolls 206. adds Magical bonus, 
subtracts from 100; result is number of days 
spc'nt in a coma). 
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!MLACH, CANOT AR OF THARBAD 
Imlach, the new callolar;n Tharhad, is amarure Dtmadan, 

6'2" in height, with dark auburn hair and merry hazel eyes. 
He dresses in the garb of the Gondorian garrison. a chain 
shirt over a simple white tunic and leggings. It displays the 
scars that crisscross his limbs. His only adornment is the 
gold mace, the symbol of his office. Imlach has sold the 
palarial furnishings of the former (anotar, and given the 
proceeds to the refugees that swann in the city. He resides 
in a simplc. spartan chamber in the Rondost Tharhad. He 
is a grim man, but displays an easy humor and a ready. if 
ribald, wit. 

ImJach was born a simple yeoman ncar the town of 
Linhir in Gondor; he joined the anny when his father lost 
the {ann gambling. Imlach m�dc steady progress through 
the ranks and was noticed by the Prince of Dol Amroth 
when he rescued two comrades from a burning Corsair 
galley. lmlach was knighted and again found himself in 
the wrong place, when his troop was assigned at an 
outpost upon which the Haradrim descended in great 
force. The command of the ga.rrison fell to Im1ach, 
because all the other knights and infantry commanders 
were slain by the enemy. The outpost held for eight days, 
and lmlach personally slew twenty-three of the Southrons. 
His brave persistence was later discovered to have saved 
the army and the crown-prince from a terrible ambush, 
and Imlach became a hero. He was still a peasant, though, 
and did not fit well in the court at Minas Tirith. Soon after 
the suspicious death of Tharbad's previous (liM/ar, the 
post seemed a likely spot to dispose of Imlach. He is 
unerly unprepared for this assignment. armed only with 
a sense offair play, common sense, and infallible courage. 

IMLACH, CANOTAR OF THARRAD 

Level: 14. 
Race: Dunadan. 
Home: Tharbad, in the Rondost Tharbad, the castle 

on the south bridge. 

Imfadl in MERP 

Hits: 165 Melee OB: 132 Missile OB: 96 
AT, Ch,in (SO) 

MERP Profession: Warrior. 
MERP Stats: Co 97, Ag 92, Ig 75, St 100, Pr 59, It 

90. 
MERP Skills: Acrobatics 35, Athletic: Subdue 40, 

Climb 35, Cookery 50, Craft: Smithing 60, Percep­
tion 25, Ride 45, Sky-Watching 35, Stalk/Hide 
10, Swim 40. 

lmlach in Rolnnasttr 

Hits: 165 Melee OS: 132fa Missile OB: 96kb 
AT, IJ (SO) 

RM Profession: Fighter. 
RM Stats: Co 97, SO 94, Ag 92, Me 78, Re 67, Sf 

100, Qu 86. Pr 59, In 90, Em 81 .  

RM Skills: Athletic (Endurance): Swimming 40, 
Athletic (Gymnastics): Climbing 35, Athletic 
(Gymnastics): Tumbling 35, Awareness Searching): 
Observation 25, Combat Maneuvers: Subdual 40, 
Crafts: Cookery 50, Crafts: Smithing 60, Outdoor 
(Animal): Riding 45, Outdoor (Environmental): 
W earher Watching 35, Subterfuge (Stealth): Hiding 
10, Subterfuge (Stealth): Stalking 10. 

Appearance: 89. 

lmlath's PrintiIU'l lttmS 

Falchion. 
MERP/RM: +15 OS, +25 to parry. 
LOR: +2 Damage, +2 Defense. 

Helm: reinforced with milbril. 
},fERP/RM: Negates 40% of head crits. 
LOR: + J Ddense with no other penalties. 

Chain Shirt. 
AfERP/RM: +10 DB. 
LOR: +3 Defense, -2 Subterfuge, -2 Movement, -2 

Magical. 

Light Crossbow. 
}'fERP/RM: +10 DB. 

LOR: + I Damage. 

Shield. 
MERP/RM: +5 DB. 
LOR: +2 Defense, -I Magical. 

Vial of Healing Potion: 4 doses. 
MERP: H,a/50 and Ooni"l V(simultaneous). 
RM: Hta1 5-50 and Flows/op V(simulraneous). 
LOR: HeJls all wounds. 

LANAIGH, KING OF SARALAINN 
King Lanaigh's great-grear-grandfather was Gordaigh 

Trollbane, a man of unknown lineage and unlimited 
ambition, the founder of the Kingdom of Saralainn. 
Though Gordaigh was a stranger to his realm, Lanaigh is 
fully acculturated as a clansman. Lanaigh stands 5'9" tall 
and has deeply-tanned skin and a mop of black hair which 
conceals his gaudy golden crown when the wind is blow­
ing. Lanaigh is not nearly as good an orator as he thinks 
he is, although he's somewhat accomplished. Lanaigh is 
boisterous: one of his unfortunate but favorite pranks is 
to throw stillborn lambs out of upper-story windows at 
people. He has a fast and hot temper, but it passes as 
quickly as a thundersronn. 

Lanaigh is no foo!' however, for he is exactly the kind of 
ruler that his pl;:ople desire; one who will wrestle in the mud 
with you and buy you a keg of ale if you win. There have 
probably been more rebellions in Lanaigh's reign than in 
that of any of his predectssors, but only one has been . 
serious: that of the False Kennegh, in which the Beffraen 
participated. When sober. L1naigh is an astute politician, 
which has been necessary for his realm to prosper in its 
peculiar fashion in the dangerous lands of Cardolan. 

Lanaigh'sonly trustworthy family member is his cousin 
Fiord, des�ribed bdow. 



UNAlGH, KING OF SARAlAINN 
uvd: 14. 
Race: Dunman. 
Home: Saralainn; he and his retinue travel continuously 

among the camps of the clans. 

Lmaigb in MERP 
Hits: 142 Mdee OB: 137 Missile OB: 72 

AT: Soft Leather (20) 
MERP Profession: Warrior. 
MERP Suu, Co 97, Ag 92, Ig 75, Sr 98, p, 90, Ir 82. 
MERP Skills: Ambush 10, Athletic: sports 76. Craft: 

Trap Building 20, Disann Trap 20. Foraging 50. 
Influence: Public Speaking 45, Lore: Herbs 35. 
Perception 25. Ride IS. Stalk/Hide 45. 

Lmaigb in RolmuUlrr 
Hits: 142 Melee OB: 1 37wm Missile OB: 72sb 

AT, 8 (20) 
RM Profession: Fighter. 
RM SUIts: Co 97. SO 68. Ag 92. Me 57, Re 77, Sf 98. 

Qu 92, Pr 90. In 84. Em 75. 
RM Skills: Athletic (Brawn): Athletic Games 76. 

Awareness (Searching): Observation 25, Influence: 
Public Speaking 45. Outdoor (Animal): Riding 15. 
Outdoor (Environmental): Foraging 50. Lore 
(Technical): Herb Lore 35. Subterfuge (Attack): 
Ambush 10. Subterfuge (Mechanics): Disanning 
Traps 20. Subterfuge (Mechanics): Trap Building 
20. Subterfuge (Stealth): Hiding 45. Subterfuge 
(Stealth): Stalking 45. 

Appearance: 70. 

Lrnaigb's Prinripal lterru 
Amlband of Strength. 

MERJ>/RM: +20 Sf Bonus for J rounds (4lL'/day). 
LOR: +2 Strength 4 times per day. 

War Mattock: Two-handed. 
MERP/RM: Triple concussion d:muge when a 

puncture critical is given. 
LOR: Double damage. 

Heavy Hides: worn as annor. 
MERP/RM: +10 DB. 
LOR: +2 lftferlsc. -I Subterfuge. -I Moveme!lt. 

T otcm: Dunnish, worn around the neck. 
MERP/RM: +20 on all RRs. 
LOR: +2 Magical (defensive use only). 

Short Bow. 
MERP/RM: +5 0B. 
LOR: +1 Damage. 

PElENOUR, HIR TYRN H60HA TH 
In Pdendur, thtere seems [0 have been born rhe ideal of 

a lord of the DUneda;n. An impressive man with jet black 
hairand grey eyes, he could pass for one of the kings of old. 
He stands 6'7" tall and is almost always found in the 
burnished cuirass and greaves that arc the ancient heir­
looms of his family. There is a definite weariness in his 
bearing and his eyes though, for Pdcndur hears a heavy 
burden. He guards one of the most sacred lands in Endor, 
rht' combs of the chieftains of the Edain. which date back 
to the dim mists of the Elder Days, against rhe evil spirits 
that seck to take possession of this hallowed ground. 

Pelendur is a soft-spoken man who treats king and 
coU.er with c<Jual honor. He participates in the intrigues 
of the other princes as he must to maintain his charge, bur 
this distresst:s him. A master of ancient lore and languages, 
he is dearly the prince held in highest regard by the Elves. 

Family lind Comrrriions 
The Lady Pdcwen, Pelcndur's siner, is rhe only other 

survivor of the line of the Hirath Tyrn H6dhath. Thcy 
have distant rdatives in Fornosr who keep them informed 
of events in the Arthadan capital. and they (oum Prince 
Arvcgil of Arthedain. Gandalf the Grey. and the brethren 
Elladan and Elrohir among their friends. 

r...,ur!p 
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PELENDUR. HtR TYRN H60HATH 

Level: 15. 
Race: OUnadan. 
Home: Minas Malloth. east of the Barrow�downs, at 

the end of a road that intersects the lauf Men 
Formen at Gamuthill village. 

PcbJwr in MERP 
Hits: I 14 Melee 08: 128 Missile 08: I 12 AT: Plate 

(60) 
MERP Profession: Warrior. 
MERP Suu: Co 80, Ag 90. Ig 89, St 94, Pr 90, It 96. 
MERP Skills: Ambush 8, Caving 40, Disarm Trap 40, 

Influence: Leadership SO,'lorc: Heraldry 35, Lore: 
Tactics 60, Perceprion 60, Pick Lock 20. Ride 80. 
Stalk/Hide 54. 

MERP Spe.Us (30 PPs): Spell Ways (5th). Physical 
Enhancement (5th). Spirit Mastery (5rh). Illusions 
(5th). 

PtUnJwr in RoinrulSter 

Hits: I 14 Melee OB: I2abs Missile OB: TI21b AT: 
18 (60) 

RM Profession: Fighter. 
RM SUts: Co 80, SO 91.  Ag 90, Me 66, Rc 92, St 94, 

Qu 69, Pr 85, In 96, Em 92. 
RM Skills: Awareness (Searching): Observation 60, 

Influence: uadership 50, Outdoor (Animal): 
Riding 80, Outdoor (Environmental): Caving 40, 

- Lore (General): Heraldry 35, Subterfuge (Attack): 
Ambush 8, Subterfuge (Mechanics): Disanning 
Traps 40, Subterfuge (Mechanics): Picking Locks 
20, Subterfuge (Stealth): Hiding 54, Subterfuge 
(Stealth): Stalking 54, Technical/Trade (Voca­
tional): T aeries 60. 

RM Spells (66 PPs): Dispelling Ways (5th), Spell 
Wall (5th), Unbarring Ways (5th),' Elemental 
Shidd. (5th). 

Appe:ar.uJce: 97. 

PtlmJU,.'s P,-intiplil ltmts 
Broadsword: gives off light on command. 

MERP/RM: +15 OB, "of Slaying" undead. 
LOR: + I Damagc. + I Mdee OB. 

Steel Bow: Numen6rean, double nonnal range. 
Amulet. 

MERP/RM: +25 RRs vs. Channeling nugic. 
LOR: +2 Magical. 

Chain Armor: with metal breastplate. 
MERP/RM: +15 DB. 
LOR: +4 Ddcmc;, -2 Subtcrfugc. -2 Movement, -2 

Magical. 
Greaves: non-encumbtting. 

MERP/RM: negate5 40% of arm criricab. 
LOR: + 1 Dcfcn5c with no other penalties. 

Oval 5hicld. 
MERP/RM: +5 DB. 
LOR: + I Defenst. -I Magical. 
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8.2.2 LESSER POWERS 

BAUMYAKUND 
Baumyakund is descended from the ancicnt Northman 

mercenaries oreardob.n. He is moderately tall at 6'2" and 
is rardy seen in anything but his short haubtrk of silvtrcd 
mail. Baumyakund is growing old. and his long. once­
golden locks ;arc fading to white. Baumyakund served as 
the leader of the forces of the Cantons ofFacrdor in their 
wars against encroachments of Dol Tinerth, Rhudaur, 
and Gondor. His success can be measured by the relatively 
small territories lost by the sometimes anarchic levies of 
Faerdor. Baumyakund lost all his sons in these wars, and 
the rest of his kin during the Plague Years. He retired to 
his house in the countryside and no longer plays a'part in 
local affairs. The cantons will still turn to him in a crisis. 
and he retains his reputation as the finest swordsman in 
Cardolan. 

BAUMYAKUND 

Level: 17. 
Race: Enedon (Immigrant Northman} 
Home: Brothrustath (For. "Brothers' Steading"). a 

farm in Faerdor in eastern Cardolan. 

&�myd .. n" in MERP 

Hits: 155 Melee OB: ISO Missile OB: 65 
AT: Chain (20) 

MERP Profession: W:mior. 
MERP SUts: Co 94, Ag 90, Ig 83, St 100, Pr 90, Ir 

81. 
MERP Skills: Lore: Strategy 55, Lore: Tactics 45, 

Perctption 30. Ride 45, Stalk/Hidt 25. 

& .. myaA�n" in ,RolnnaS'tr 

Hits: 155 Mdee 08: 1 50bs Missile OB: 65cb 
AT, 1 3 (20) 

RM Profusion: Fighttr. 
RM Stats: Co 94. SO 95. Ag 77. Me 59, Re 85. St 

100. Qu 98. Pr 90. In 85, Em 67. 
RM Skills: Awarentss (Starching): Obstrvation 30. 

Outdoor (Animal): Riding 45. Subttrfuge (Stealth): 
Hiding 25. Subterfuge (Stulth): Stalking 25. 
T echnical/T rade (Profcssional): Military Organiza­
tion 55, T cchnical/Trade (Vocational): Tactics 45. 

Appearance: 90. 

&�myIlA�n"'J Prinrif"ll lt�s 

Broadsword. 
MERP: +20 OB. 5tCondary Electrical crit$. 
RM: +20 OB. ddivm an EI«trical crit of equal 

sewrity. 

LOR: +3 Damage, + I Melee OB. 
Ch.ain Shirt. 

MERP/ RM: + 10 DB. negates I crit 21/ day. 
LOR, +3 Defense, -2 Subterfuge, -2 Movement, -2 

Magical. +20 Endurance. 

Gaundeu of Strength: bestow T rollish strength. 
MERP/R}'{; +20 Sf /St: bonus for thrtc rounds 

(wahlt twice a day). 
LOR: +2 Strength twice ptr day (Iasu for 3 combat 

rounds). 

DAGDBERT. C�BERLAIN 
OF DOL CALADIR 

Though ranhd among the common folk, Dagobert 
claims a trace of DUnadan blood. Noted as the fintst 
dresser and most elegant gourmet in Cardolan. he is 
overindulgent in both areas and has grown excudingly fat. 
Dagobert plays the fawning sycophant. though he has a 
steel trap for a  mind. and is the grudiest man ever to hold 
such high office. His terror tactics call for three times the 
normal level of taxation in Cardolan (nont too low to 
begin with), but less than half that amount rtaches 
Princess Finduilas' coffer. When Finduilas took an inter­
est in governing. she soon discovered Dagobtrt's malfea­
sance. Although she respects hisskill and his gall. Finduilas 
allows Dagobtrt's corruption to go unabated, since he will 
be a useful scapegoat if her plots go awry. Dagobert 
suspects neither the guile nor the intelligence of his 
mistress. 

DAG08ERT. CI-IAMSER.LAIN Of DoL ULAOIR 
uvd: 9. 

Race: Eriadorian. 
Home: Argond. 

Dagobtrt in MER.P 

Hiu: 97 Mdee OB: 89 Missile OB: 76 
AT, Ch,'n (30) 

MERP Profession: Scout. 
MERP Suu: Co 63, Ag 90, Ig 88, St 67. Pr 78. It 80. 
MERP Skills: (Overweight; faster than he looks in 

combat, but MM -5 over a distance) Climb 10. 
Craft: Falsification 50. Swim 5. Read Rune 30, 
Ride 40, Rope Mastery 30. Trickery 45. 

Dagobtrt in Rolnnasttr 

Hits: 97 Melee OS: 89mg Missile OS: 76lcb 
AT, 1 4 (30) 

RM Profession: Rogut. 
RM Scats: Co 63. Ag 90. SO 47. Me 89. Re 87. St 67. 

Qu 92. p,. 78. In 80. Em 53. 
RM Skills: (Overweight; faster than he looks in 

combat, but MM -5 over a distance) Athletic 
(Endurance): Swimming 5, Athletic (Gymnastjcs) 
Climbing 10, Crafts: Rope Masttry 30. Outdoor 
(Animal): Riding 40. Power Awareness: Read 
Runes 30. Subterfuge (Mtchanics): Counterfeiting 
50. Subterfuge (Stealth): Trickery 45. 
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Thlgc/,trt's PriHciptll Itnns 
Main Gauche. 

MERP: +15; A dagger with a basket hilt, adds 10 (0 

fl.arrying, Rcnlms via Long Door once ptf day. 
R}.f: + J 5; Raurns via Long Door once per day. 

Shield. 
MERP/RM: +IO 

Pen Set. 

Key. 
MERP/RM: + 15 for f.,[sificarion. 

MERP/RM.. Adapts to open any non-magical lock once 
per day. 

ECHORION. H!R GIRlTHUN 
Echorion is 24 years old. three years shy of his majority. 

A man ofi;[[lc n:arura( charisma. unimpressive in hcightor 
physique. he compensates with his refined bearing. 
Echorion has spent moS( of his life as a hostage in 
Arthedain, the result of a foolish war that his grandfather 
started and that cost his father his [ife. He has become 
deeply srecped in the mystique ofrhe IIrnaroqut/1". Echorion 
pictures himself as a knight errant, with the quest of 
destroying the evils that infest Cardobn. He is, however, 
a man of considerable intelligence, who is likely [0 quickly 
absorb and adapt to the reality he will find, if he ever 
succeeds in becoming baron. 

£cHORION, HtR GIRlTHUN 
Level: 9. 
Race: Dunadan. 
Home: Minas Girithlin, in northwestern Minhiriath. 

Lhorion in MERP 
Hits: I07 Melee OB: 97 Missile OB: 67 AT: Plate 

(60) 
MERP Profession: Warrior. 
}-1ERP Stats: Co 76, Ag 95, Ig 80, St 98, Pr 84, It 

53. 
MERP Skills: Ambush 2, Artistic: Singing 40, 

Athletic: Rowing 50, Athletic: Sailing 30, Disann 
Trap 25, Perception 20, Ride 67, Sulk/Hide 15, 
Swim 40, Weapon: Mounted Lance 114. 

MERP Spells (I8 PPs): Surface Ways (5th), Spell 
Defense (5th), Bone/Muscle Ways (5th), Organ 
W'Y' (5rn). 

Lhorion in RoleffUuter 
Hits: 107 Melee OB: 97bs Missile OB: 67cb AT: 1 9  

(60) 
RM Profession: Fighter. 
RM Stats: Co 76, SO 90, Ag 96, Me 72, Re 81, St 

98, Qu 91,  Pr 84, In 53, Em 96. 
RM Skills: Artistic (Active): Singing 40, Athletic 

(Endurance): Rowing 50, Athletic (Endurance): 
Swimming 40, Awareness (Searching): Observation 
20, Outdoor (Animal): Riding 67, Subterfuge 
(Attack): Ambush 2, Subterfuge (Mechanics): 
Disanning Traps 25, Subterfuge (Stealth): Hiding 
15, Subterfuge (Stealth): Stalking 15, Technical/ 
Trade (General): Sailing 30. Weapon (Pole Anns): 
Mounted Lance 114. 

RM Spells (36 PPs): Barrier Law (5th).Concussion's 
Ways (5th). Plan[ Mastery (5th). Animal Mastery 
(5th). 

Appearance: 93. 

Lhorion's Printiplli ltnns 
Half-plate Annor. 

MERP/RM: +15 DB. 
LOR .. +4 Defense. -3 Subterfuge. -3 Movement. -2 

Magical. 

Shield. 
MERP/RM: + 1 0  DB. 
LOR: +2 Defense, -I Magical. 

Wooden Lances: six of them. 
MERP/RM: +100B. 
LOR: +3 Damage. 

Composite Bow. 
MERP/RM .. +10 0B. 
LOR: + I Damage. 
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Arthadan Broadsword. 
MERP/RM: +10 0B. 
LOR: +2 Damage. 

Silvtr Ring; uctived as a gift from Queen Glirid of 
Arthedain. 

MERP: gives him one spell poinr per level (in spitt of 
his low stu). xl multiplier. 

RM: x3 Channeling multiplier. 
LOR: +25 Endurance. 

FIOREL. CHIEFTAIN OF CLAN MACTOSH 
Fiord is the cousin of King Lanaigh and chiemin of the 

royal dan. He is in almost every way the opposite of his 
kinsman. Reserved and cautious. Fiord has b,\en the 
steady hand at the helm while his cousin is off carousing; 
he oversees mostof the financial and exn::rnal affairs of the 
kingdom. Although exceptionally loyal. he is nonetheless 
nursing a grudge for the still painful burns he received 
when the king threw him in a kettle of stewing mutton. He 
might now be compromised. but Fiorel is engrossed in 
concerns over the unrest among the refugets in Suduri. 

Fiord is undistinguished in appearanCe. standing a 
mere 5'4" tall. with dirty blond hair and a bad complex­
ion. He likts to wear Numen6rean robts. and does so 
whenever affairs of state will pennit. Fiord lacks the 
strength to wield a pole-axe or a two-handed sword. and 
he is also cursed with a high-pitched nasal voicc--yet 
those who have insulted him have discovered that he is 
quicker than a cat. He wields a dagger in each hand with 
equal skill. Few of his foes escape without the loss of at 
least an ear. 

FlOREt.. CHIEFTAIN OF CLAN MACTOSH 
Level: 12. 
RaCt: Dunman. 
Home: A Mactosh clan-hold ncar Suduri in Saralainn. 

Fiord in MERP 

Hiu: 97 Melee 08: 95 Missilt 08: 90 
AT, Non, (35) 

MERP Prof«sion: Scout. 
MERP Su.u: Co 8 1 ,  Ag 100. Ig 90. St 33. Pr 93, It 

95. 
MERP SkiDs: Acrobatics 40. Climb 60, Craft: Fishing 

30. Craft: Herding 30, Influence: Public Speaking 
35, Lore: Diplomacy 30, Perception 30. Ride 20. 
Stalk/Hide 100. Swim 35. 

Fiortl in Roltmlfsltr 

Hits: 97 Melee OB: 95da Missile OB: 90th da 
AT, 4 (35) 

RM Profusion: Thief. 
RM S"'" Co 81, SD 77, Ag 100, M, 87, R, 90, Sf 

33. Qu TOO. Pr 93. In 96, Em 84. 

RM Skilli: AthJ�tic (Endurance): Swimming 35. 
Athletic (Gymnastics): Acrobatics 40. Athletic 
(Gymnastics): Climbing 60, Awmness (Searching): 
Observation 30. Influ�nce: Diplomacy 30. Influ­
enc�: Public Speaking 35. Outdoor (Animal): 
Herding 30. Outdoor (Animal): Riding 20. 
Outdoor (Environmental): Foraging 30, Subterfuge 
(Stea.lth): Hiding 100. Subterfuge (Stealth): 
Stalking 100. 

Appearance: 41. 

FiC/nl's Principal Ilnns 

Daggers: four of them. 
MERP/RM: +200B. 
LOR: +0 Da.mage. 

Hide Annor. 
MERP/RM: +IO DB. 
LOR: +2 Defense. -I Subterfuge. -I Movement. 

Ring ofInvisibility. 
MERP/ RM: Casts lnvisibililyonce ]X1' day (Iasu for 5 

rounds). 
LOR: Once per day, the wt:mr (and all hdd irmu) 

becomes invisiblt for I minute. 

OLBY 
Olby is the leader of the unrest in Sudur;. (See Section 

5.6 in Am",: Tbt Land.) A refugee from Osgiliath. he fled 
west during the Great Plague. He stands 5'7" tall. with 
closely cropped black hair. and generally appears in the 
anire of a well-off townsman; he has also httn known [0 
wear royal robes or annot. Little is known of his origins. 
for Olby caught the Plague and passed into a strange 
delirium. He now believes that he is Turin, dead son of [he 
deceased King T demnar ofGondor (both of whom were 
believed to have perished in the Plague). The best guess is 
that Olby was in f.1ct a minstrel, for he knows something 
of ancient tongues and is an aWeSome public speaker even 
by the standards of the Saralainn clansmen. 

Olby's total ignorance of the use of anns obscures his 
explanation for his altered Appearance: he was bewitched 
for his own protection. Olby's mission is to save the 
Gondorians still in the North from their oppressors 
before he returns home to reclaim his crown. There is no 
lack of refugees happy to take advantage of Olby's 
delusions and abilities. 

OUlY 
Level: 6. 
Race: Gondorian commoner. 
Home: Suduri. in Saralainn. 

Ollry in MERP 

Hits: 62 Mdee OB: 30 MusiJe OB: n/a 
AT: None (20) 

MERP Profession: Warrior. 
MERP Stats: Co 71. Ag 84, Ig 86. St 66, Pr 100. It 

50. 
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MERP Skills: Artistic: Juggling 35, Artistic: Singing 
55, Influence: Public Speaking 80. Influence: 
&duction 40, Perception 4{), Ride 15, Stalk/Hide 
30. 

Olb) in RolcrulSft,. 
Hits: 62 Mdn: OB: 30el Missile OB: n/a AT: I (20) 
RM Profession: Rogue. 
RM Stats: Co 71, SO 84. Ag 86, Me 94, Re 82. St 66, 

Qu 78. Pr 100. In 45. Em 97. 
RM Skills: Artistic (Active): Singing 55, Athletic 

(Gymnastics): Juggling 35. Awareness (Searching): 
Observation 4{), Influence: Public Speaking 80, 
Influence: Seduction 4O"Oucdoor (Animal): Riding 
15, Subterfuge (Stealth): Hiding 30, Subterfuge 
(Stealth): Stalking 30. 

Appearance: 80. 

Olby's Sptcial Powtr's 
Natural Resistance: Since his illness, Olby has become 

strangely resistant to magic and illness. 
MERP/RM: +50 [0 all RRs. 
LOR: If [he charaCler cvcr has to roll � rC5i5tanec to 

magic or iIIne55. he gain5 a bonlU of 5. 
Exudes Clun15iness: All hostile forces within 30' of 

Olby tend to find themselves a little less graceful. 
MERP: Once per day. all enemies within radilU mlUt 

resist a 15th level attack or have all nimble ranges 
doubled (including maneuvers. spell casting. 
attacks. etc.). 

RM: Once per day. all enmlie5 within radius must resist 
a 15th levd Mmtalism attack or have all fumble 
ranges doubled (including maneuvers. spell 
casting. attacks, etc.). 

LOR: All enemies within radius have their Agility 
temporarily lowered by 2. 

Oiby's Printip4i Itrnu 

Odd5 & Ends: Olby's followers give him many gifts. 
valuable or magical. none of which he can use. 

PELEWEN 
The twin sister of the Hir T yrn H6dhath. Pelewen is 

considued the most beautiful of the women of Car dolan. 
She is also the most eligible. for her brother has not 
married. This ignores her intrinsic virtues as an accom­
plished cleric, skills thar are desperately needed in the 
Barrow-downs. In her own way. Pelewen is as devoted to 
the realm as is her brother. and she is not inclined to marry. 

As noted, Pelewen is lovely; her skin is pale. offsetting 
her black hair, which is usually braided and falls below her 

-waist. Shy. her quiet manner adds to her beauty for many. 
She stands an elegant 6' tall, and favors simple white 
dresses. These qualities belie her grit and detennination. 
since Pelewen often accompanies forays against wight­
infested barrows. 

Level: 1 1 .  
Race: Dunadan. 
Home: Minas Malloth, southeast of Sree and east of 

the Barrow-downs. 

Ptiewrn in MERP 
Hits: 132 Melee OS: 94 Missile as: 25 

AT: None (20) 
MERP Profession: Animist. 
MERP Stats: Co 98. Ag 92. Ig 90, 5t 49, Pr 101. It 

99. 
MERP Skills: Artistic: Acting 35, Caving 30, Climb 

20. Craft: Embroidery 55. Disann Trap IS, First 
Aid 50, Influence: Leadership 60. Perception 55. 
Ride 45. 

MERP Spills (66 PPs): Plant Mastery (10th), Direct 
Channeling (10th), Animal Mastery (10th), Bone/ 
Muscle Ways (to 10th level), Blood Ways (10th). 
Organ Ways (10th). Purifications (JOth), Creations 
(10th), Detection Mastery (10th). Sound/Light 
Ways (10th), Calm Spirits (10th), Surface Ways 
( 1  Orh), Protections (10th). Spell Defens� (10th), 
Nature's Movement (10th), Nature's Lore (10th). 

Pelewrn in RowfIIUU,. 
Hits: 132 Melee as: 94qs Missile as: 25s1 

AT, 1 (20) 
RM Profession: Healer. 
RM SUts: Co 98. SD 90. Ag 92. Me 95, Re 76. St 49, 

Qu 78. Pr 101. In 99. Em 87. 
RM Skills: Artistic (Active): Acting 35, Athletic 

(Gymnastics): Climbing 20. Awareness (Searching): 
Observation 55, Crafts: Embroidery 55. Influence: 
Leadership 60. Outdoor (Animal): Riding 45. 
Outdoor (Environmental): Caving 30, Subterfuge 
(Mechanics): Disanning Traps 15, T echnical/ 
Trade (General): First Aid 50. 
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RM Spells (153 PPs): Channels (20th), Summons 
(20th), Communal Ways (20th). Repulsions 
(20th), 0,&00 W'y' (ZOth), Blood W'Y' (ZOth� 
Barrier Law (10th). Detection Mastery (10th), 
Sound's Way (10th), Calm Spirits (10th), Creations 
(10th), Symbol;, W'Y' (10th). 

Appearance: 100. 

Prlewrn's Spttisll Powtrs 

Fur Ruis�ce: Pelewen is immune to the fear of 
Barrow-wights and wargs (and is ruistant to other 
fear-� effects). 

MERP/RM: Resists all (ear rypc effects at twice level 
(completely immune to fear from B:.rrow-wights 
and wargs). , 

LOR: <Xts a +S on aU rolls to raist fur-rypc effects 
(completely immune to fear from Barrow-wights 
and wargs). 

Ptlewrn'f PrintiJU'l lttmf 

Pelewen's Ring. 
ME.R.P/RM: Acts as a +5 adder for healing spells only. 

LOR: Doubles the effects of all Ht�li"l spells. 

Elvish Brooch. 
MERP: A lI3 multiplier; allows wearer to lmIintain 

"conc(Ottarion� speUs without concentrating (this 
ability is usable 4l1/day). 

RM: A x3 Channeling multiplier; allows wearer to 
lmIimain Hconcenttation" spelu without concen­
tnting (this abiliry is usable 4 times per day). 

LOR: + I S Endurance. doubles me duration of all 
spells. 

Mithril Earrings: allow two automatically successful 
acrobatic maneuvers each day, as long as the wearer 
is physically capable of the actions. 

QUMterstaff. 
MERP/RM: +10 OB. 

LOR: +2 Damage. 

Suh. 
MERP/RM: +10 DB. 
LOR: + I £R:fellS(' with no other penalties. 

Necklace. 
MD.P/RM: Negates 30% of all head criticals. 
LOR: + I Defense with no other penalties. 

Sling Bullets: she always carries a dozen silver sling 
bullets (blessed). 

MERP/RM: +S versus undead and evil spirits. 

LOR: + I Damage versw undud things and evil spiriu. 

SHERL, ORACLE OF THE BEFFRAEN 
The outside world knows little of Sheri, the first person 

in many generations capable of instilling a common 
purpose in the tribes of the Rast Yom. She has demon­
strated an extraordinary visionary power that is greatly 
revered among the Beffraen. Though a woman, SherI's is 
a male profession, and she has becn raised and is treated 
as such on all occasions. Sheri has a persistent and 
troubling foreboding of some dire future peril in which 
the Beffraen must cooperate with outsiders. She therefore 
provides some :wist.mce to the False Kennegh. Kennegh 
was a half-Beffraenson of merhird KingofSaraJainn, who 
led a major revoir. The False Kennegh is a Half·orc who 
claims to be the original lord of his adopted folk. Sheri 
provides him with just enough aid to continue his activi­
ties, in order to learn moreof the strange world beyond the 
Eryn Vorn. No stranger has been allowed to see Sheri and 
live to describe her appearance. 

SHERl., ORACLE OF THE BEJ'f"R.AEN 
Levd: 9. 
Race: Beffraen. 
Home: no fixed residence; travels among the Beffraen 

villages of the Errn Vorn. 



138 

Ertbil 

Shul in MERP 
Hits: 93 Melee 08: 79 Missile 08: 30 

AT, Non' (25) 
MERP Profession: Animist. 
MERP Stats: Co 91,  Ag 84. Ig 70, Sr 92, Pr 97. It 

!OJ. 
MERP Skills: Contonions 40, Craft: Trap Building 

40, Foraging 20, Lore: Herbs 20, Perception 80, 
Signaling 45, Sky. Watching 60, Stalk/Hide 60. 

MERP Spells (54 PPs): Plant Mastery (I Orh). Direct 
Channeling (lOch). Animal Mastery ( 10th), Bone/ 
Muscle Ways ( 10th), Blood Ways ClOth), Organ 
Ways (10th). Purifications (1 0th), Creations 
(10th). Essence's Way (lOth). Essence Perceptions 
(lD<h). 

Sherf in Rc/emastn 
Hits: 93 Melee as: 79sp Missile 08: 30th sp 

AT, 3 (25) 
RM Profession: Seer. 
RM Stats: Co 9 1 ,  SO 93, Ag 84. Me 72, Re 64, St 92, 

Qu 86, Pr 97, In IOI. Em Sf .  
RM Skills: Athletic (Gymnanics): Contortions 40, 

Awareness (Searching): Observation 80. Communi· 
cations: Signaling 45, Lore (Technical): Herb Lore 
20, Outdoor (Environmental): Foraging 20, 
Outdoor (Environmental): Weather Watching 60, 
Subterfuge (Mechanics): Trap Building 40, Subter­
fuge (Stealth): Hiding 60, Subttrfuge (Stealth): 
Stalking 60. 

RM Spells (120 PPs): Detection Mastery (20th), 
Sound's Way (20ch), Light's Way (20th), Herb 
Mastery (20th), Nature's Lore (20th), Nature's 
Protection (20th), Past Visions (20th), Mind 
Visions (20th), True Perception (20th), 
Future Visions (20th), Sense Through 
Othm (2D<h), T ru, Sight (2D<h). 

Appearance: 85. 

Sberl's Sptcilll Powers 
Resistant: Sheri's natural gifts make her 

more resistant to illness and also harder 
to hit (due to the power she draws from 
supernatural sources). 

MERP/RM: +20 to all RRs and to DB. 
LOR: +2 Defense (with no other penal­

ties). +2 to all rolls to resist magic 
and illness. 

Power Efficiency: When casting all 
knowledge and vision-type spells. she 
expends only half the nonnal amount of 
power. 

Sbul's Principlll ftlmS 
Stone of the Orade. 

MERP: x2 multiplier. doubles duration of all forecast­
ing-type spells. 

RM: x2 Channeling multiplier. doubl�s the duration of 
all infonnation class spells. 

LOR: + 10 Endurance. doubles duration of all spells. 
Spear: black lam tip. 

MERP/RM: + 10 OR 
LOR: + I Damage. 

8.2.3 THARBAD 

ER THIl., CHAMBERLAIN TO THE CANOT AR 

The Canorar Imlach's greatest misfortune to date is 
that Erthil was not replaced as chamberlain when Imlach 
took office. Erthil is a native of Tharbad. the heir of a 
Ragger lieutenant disgraced for cowardice several genera­
tions ago. He is an imposing figure; with his fine clothes, 
dark hair, and height. he could easily pass for a pure­
blooded DUnadan. His office oversees taxes in Tharbad, 
and his post has proven lucrative for Erthil. 

Erthil maintains excellent relations with the smugglers 
and the Traders' Guild, being unpopular with the masses. 
This might be expected in a town as corrupt as Tharbad, 
but Erchil has made graft a way of life in the city. He has 
a reputation as a survivor. although he is allowing his 
antipathy for Imlach to interfere with his effectiveness. 
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ERTHIL, CHAMBER.lAIN TO THE CANOTAR 

Level: 9. 
Race: Torfir. 
Home: Tharbad. on the South Bank. 

Enhil in MERP 
Hits: I05 Melee OS: 75 Missile OB: 60 

AT: Rigid Leather (45) 
MERP Profession: Scout. 
MERP Stats: Co 88. Ag 84, Ig 95, St 83. Pr 84, It 95. 
MERP Skills: Ambush 3, Disarm Trap 30. Influence: 

Diplomacy 35, Influence: Seduction 50, Perception 
35, Pick Lock 45. Read Rune 15. Stalk/Hide 40. 

Erlhil in Rolmuult,. 
Hit5: 105 Melee OB: 7555 Missile OB: 60cb 

AT, 9 (45) 
RM Profession: Rogue. 

, 

RM SUts: Co 88. SD 90, Ag 72. Me 94. Re 96. St 83, 
Qu 93. Pr 84, In 97. Em 78. 

RM Skills: Awareness (Searching): Observation 35, 
Influence: Diplomacy 35, Influence: Seduction 50, 
Power Awareness: Read Runes 15. Subterfuge 
(Attack): Ambush 3, Subterfuge (Mechanics): 
Disarming Traps 30, Subterfuge (Mechanics): 
Picking Locks 45, Subterfuge (Stealth): Hiding 40. 
Subterfuge (Stealth): Stalking 40. 

Appearance: 82. 

Erlbil's Priruipal lttmS 
Shortsword: grooved to retain poisons. 

MERP/RM: +15 0B. 
LOR: +2 Damage. 

WalI Shield. 
MERP/RM: +5 DB. 
LOR: +3 Defense, -I Movement, -J Magical. -J 

Subterfuge. 
Runes of Glamour: eight of them. 

MERP: Each casts any one spell from the lllusiolu lin. 
RM: Each casts anyone spell from the Minor Illusions 

list. 
LOR: Each creates an illusion that must fit wirnin a 10' 

radius (lasts for I hour). 

F MADON OF DOL TINEREB 
Faradon is one of the few High Men of Car dolan [0 nill 

reside in Tharbad. He is an average specimen of DUn ad an 
manhood. standing 6'4" tall, with dark brown hair and 
eyes. He generally wears robes in the city with a sturdy 
surcoat of mail underneath. An allowance from his grand­
father allows him to maintain one of the larger personal 
bodyguards in the ciry: thiny well-equipped southerners, 
solid street-fighting men. 

Faradon has a mercurial personality. He was one of the 
staunchest supporters of the late, lamented Argil. He is 
currently exiled in Tharbad to escape the wrath of his 
uncle Celebdur, the presumptive heir to Dol Tinereb. 
(Celebdur uncovered Faradon's plot to poison him.) At 
rimes, Faradon can be expansive and opcn--his parties are 
said to be the best that Tharbad has secn in many years. 
He can also sulk in his unlit chambers for weeks at a time. 
and is considered too moody to be relied on in the 
intrigues of the city. Still, the forces at his disposal make 
him a key player. 

FARADON Of DOL TINEREB 
Level: 14. 
Race: Dunadan. 
Home: King's Row. on the island in Tharbad (K3 on 

the Tharbad map and key). 

FaraJ�n in MERP 

Hits: 145 Melee OB: 139 Missile OS: 120 AT: Chain 
(25) 

MERP Profession: Warrior. 
MERP SUts: Co 87, Ag 92, Ig 78. St 89, Pr 9 I ,  It 94. 
MERP Skills: Ambush 8, Artistic: Singing 25, 

Influence: Administration 35, Influence: Diplomacy 
35, Influence: Seduction 45, Influence Trading 45, 
Lore: Poisons 30, Lore: Politics 40, Perception 20 
(or 50 depending on his mood), Stalk/Hide 40. 
Weapon: Thrown Dagger f 00. 

FaraJ�n in Rclemasttr 
Hits: 145 Melee OB: 139bs Missile OB: 120cp AT: 

13 (25) 
RM Profession: Rogue. 
RM Stats: Co 87, SO 45, Ag 92, Me 70. Re 82, St 89, 

Qu 95, Pr 91, In 94, Em 71. 
RM Skills: Artistic (Active): Singing 25, Awareness 

(Searching): Observation 20 (or 50 depending on 
his mood), Influence: Diplomacy 35, Influence: 
Propaganda 40, Influence: Seduction 45. Influence: 
Trading 45, Subterfuge (Attack): Ambush 8, 
Subterfuge (Mechanics): Using/Removing Poison 
30, Subterfuge (Stealth): Hiding 40. Subterfuge 
(Stealth): Stalking 40. Technical/Trade (Voca­
tional): Administration 35, Weapon (Thrown): 
Dagger 100. 

Appearance: 94. 
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Farad.".J. PrinriJHIl ltnns 
Broadsword: cawes bleeding wounds. 

MERP/RM: + IO OB; 50% of the time, all bleeding 
wounds arc increas<:d in severity by +2/md. 

LOR.: +2 Damage; for every hit, roll 206; if the usult 
U a 7, the urger will take 1 point of darm.gc every 
combat round afur that hit, unril thc wound is 
bandaged or a Ht.Ii"l spdl is cut. 

Chain Shirt: encumbers as Leamer. 
MERP: + 15 DB. cncumben as Soft Luther. 
RM: +15 DB, encumbers at AT 6. 
LOR: + J �fclU(. -I Subtnfugc, -I Movement. 

Throwing Daggers: three of them; targets sometimes 
glow green. 

MERP; + 10 OS; target must resist ;;a 5th level arrack or 
glow green for 1- IO hours. 

RM: + 10 OB; lugcr must resist a 5th level Esscncc 
attack or glow green for 1-10 hours. 

LOR.: +0 Damage; roll 206 for uch target hit; if thl' 
rault is a 7, the target glows green (or 206 
houn. 

Shield: docs not usc it except when a battle is obvi­
ously going to be tough. 

MERP/RM: +10 DB. 
LOR: +2 [xftllS(. -I Magical 

Herbs: Faradon also carrits numerous herbs (GM' 5 
discretion). 

SIUVRlEN THE MAGE 
Also known as the rag-merchant, owner of Silivrien's 

Used Clothing Shop. After dark she sheds her daylight 
disguise as an ancient, enfeebled rag-dealer and goes about 
the city tending to her real business. A [211, stately', 
sophisticated woman who has to make an effort not to 
st2nd out in her waJlu through Tharbad's poorer quarters, 
Silivrien is a member of the N61ehildi and is connected 
with the mystical order of (he Anamartar. (See Section 
6.4.2.) She is Gandalfs and Samman's primary contact in 
the city. She has excellent relations with most of the 
wic:lders of Essence in Tharbad, either in her aged guise or 
her real identity, and to date has managed to avoid 
anracting the attention of the Witch-king's more intelli­
gent minions. Her willingness to endure such a lonely life 
is thought remarkable by some people, but her family and 
philosophical background all prepared her forthisstruggle; 
she acrually enjoys the subtlety and gamesmanship in­
volved. 

Eldiriel, Silivrien's older sister, is currently a captive in 
Rhudaur. (See Section 8.3.) Daeros, the mercenary cap­
tain, is cousin to Silivrien, but the two seldom meet. She 
regards his pretensions to the throne of Rhudaur as 
foolish, and works instead toward the defeat of the 
Witch.king; only when this has been accomplished might 
her family find junice. 



SIl..lVIUEN THE MAGE 

uvd: 16. 
Race: DUnadan, some royal blood. 
Home: Tharbad, Thieves Quarter, Silivrien's Used 

Clothing Shop, 

Silivrim in MERP 

Hits: 101 Mdee OB: 25 Missile OB: 25 
AT, Non, (25) 

MERP Profeuion: Mage. 
MERP Stats: Co 66, Ag 78, Ig 95, St 72, Pr 97. It 89. 
MERP Skills: Acting 65. Ambush 5. Base Spell OS 

32, Climb 20, Crafc Akhemy 45. Directed Spells 
125. Disarm Trap 25. Lore: History of Amor 50, 
Lore: Knowledge of Tharbad 50, Perception 60, 
Pick Lock 25, Read Rune 70, Stalk/Hide 30, 
Track 30, Use Item 70. 

MERP Spells (I 12 PPs): Physical Enhancement 
(1 0th), Essence Hand (10th). Illusions (10th levd), 
Unbming Ways (10th), Spell Ways (10th). 
Essence's Ways (10th), Spirit Mastery (10th), 
Essence Perceptions (10th), Earth Law (10th). Icc 
Law (H hh). L;ght Law (IO<h). F;" Law (1O<h). 
Lofty Bridge ( 1 0th). Water Law (10th), Living 
Ch,ng' (IO<h). W;nd L,w (IO<h). 

Silivriert in Rolmlluter 

Hits: r ° 1 Melee OB: 25da Missile OB: 25th da 
AT, 2 (25) 

RM Profession: Magician. 
RM SUts: Co 66. Ag 81, SD 99. Me 98, Re 95. St 72, 

Qu 77. Pr 99, In 89, Em 98. 
RM Skills: Artistic (Active): Acting 65, Athletic 

(Gymnastics): Climbing 20. Awareness (Se3rching): 
Observation 60, Awareness (Searching): Tracking 
30, Directed Spells: All J 25, Lore (General): 
Arnorian History 50, Lore (General): Tharbad 
Region Lore 50, Power Awareness: Attunemen[ 70, 
Power Awareness: Read Runes 70, Science! Analytic 
(Specialized): Alchemy 45, Subterfuge (Attack): 
Ambush 5, Subterfuge (Mechanics): Disarming 
Traps 25, Subterfuge (Mechanics): Picking Locks 
25. Subterfuge (Stealth): Hiding 30, Subterfuge 
(Stealth): Stalking 30. 

RM SpdJ. (261 PP,} It< L,w (20<h). Ught Law 
(2O<h). W;nd Law (20th). Sh;dd M",,'Y (20<h). 
Spirit Mastery (20th). Essence's Perceptions (lOch), 
Rune Mastery (10th), Unbming W;l.ys (1 0th). 
Lesser lIIusions ( 1 0th), Elemental Shields (10th), 
Ddving Ways (10th). Invisible W;l.ys (10th), Living 
Ch;l.nge (1 0th). Spirit Mastery (10th), Spell Reins 
(IO<h). R'p;d W'Y' (IO<h). G", M",,'Y (IO<h). 

Appearance: 98 (22 in disguise). 

Silivrim's Spuial Powen 

Empathy: Silivrien has an empathic link with her sister 
Eldirid. She can concentrate and sense her emotions 
and approximate location virtually any time, 
although the effort is tiring. 

Linguist: In addition co Westron, Silivrien speaks 
Blann, Dunad, Adunaic and the Elvish tongues. 

Silivrim's Prinriplll Items 
Bracelets ofTilgUwcn: Originally owned by a favorite 

enrert:liner of Ar-..pharazOn of Numenor. a dancer 
known for her endurance and bizarre style. Simple 
silver wristlets. they arc easily concealed and allow 
Silivrien to maintain her disguises without injury. 
The right bracelet allows free breathing of gas, 
smoke, and water for 30 minutes per day, and keeps 
clothing and make-up intact and the body supple 
through any prolonged physical [rial. The leff 
braceler negates some spell-like effects and gives 
bonuses to some maneuvers. 

MERP/ RM: left bncdet negates s&w and HoiJ spells, 
giYCs a +5 to all moving manruver5 (+ 10 to all 
dance/acrobatic m;meU\'C['J). 

LOR: + I to rolls resisting efTecu of magic that slows or 
impedes movement in any way, + I to Movement 
(+2 when perfonning d;mcing or acrobatics). 

Robes of the Royal Household: an heirloom of the 
Rhudaurian royal line. 

MERP/RM: +20 to DB, + 10 to RR, and allow any 
cap worn to protect as a leather hdm. 

LOR: +3 Defense' (with no other JXllalties). 
Princess' Necklace: enchanted mifbril eh;l.in that is an 

heirloom of the Rhudaurian royal line. 
MERP: Casu Shir/J 3 times per day, %4 multiplier. 
R.M: Casu Shk/J 3 times per day, x4 Essence multiplier. 
LOR: Casu SbiflJ 3 times per day, +20 Endurance. 

Sefthane: gem-tipped wand. 
MERP/ RM: Allows widder to cast three elemental bolt 

spells a day without preparation; it can also be 
USC'd 3 time.s/ day (Q maintain a concentration 
spdl, providing it is hdd in the le(t hand and 
spcllcasting and other work occur with the right. 
The gem casu ;my Lgbl spell on command, ming 
,he widder's spell points for power. 

LOR: Casu Firr &II three times per day: doubles 
duration on all other spells cast; emiu a light on 
command (color and intensity can be cilosen 
when activJted). 
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8.3 LEADERS OF RHUDAUR 

BROGGHA. T ARG·ARM 
OF THE HILLMEN 

A typical Hillman leader. Broggha has been more 
142 successful than most, He h;tS held the leadership of rhe 

B ....... 

Nine Clans for twcmy years and has actually been increas­
ing the numbers and wealth of his people in a dangerous 
age. When Ervegil came to the Rhudaurian thronc. 
Broggha negotiated an alliance with him. This re­
quired an oath of fealty to the "Big-axe Man," but 
Broggha never took itscriollsiy. During the T.A. 
r 630s, Ervcgil pushed his authority southward 
across the Mcnatar R6mcn and the Anglt as f.1f 
as Fennas Omnin. at the juncti,on of the Hoarwdl 
and Loudwater. None of this would have been 
possible without Broggha's cooperation. The 
Plague and an aggressive countcranack orga­
nized by Bawnyakund of Facrdor drove the 
Rhudaurian back beyond the Last Bridge by T.A. 
1 638. Ervcgil and Broggha then quarreled; the 
larg�anfl saw no point in sacrificing his warriors [0 
control a few miserable peasant farmers. Instead, 
he settled a quarrel with Emil Hallas of Dol 
Tinereb, who'd massacred a number of Hillman 
prisoners for insufficient cause. In T.A. 1639, 
Broggha and a cadre of hand-picked warriors 
crossed twO hundred miles of barren down-
lands in the dead of winter and burned down 
Andrath, HaIJas' fonner capiml and the key to 
control of northern Cardolan. Having thus embarrassed 
both Hallas and Ervegil, and unintentionally perfonned 
an important service for the Witch-king, Broggha with­
drew to the Trollshaws :lIld refu.sed to speak with any 
outsiders for two years. 

Broggha is short, stocky, and maintains a mask of 
indifference and calm to strangers. Only his darting black 
eyes betray his inner intensity. He sports long hair, in the 
triple braids of Hillman tradition, with thick. greying 
sideburns. Among the bone rings in his hair are three 
silvery ones of obvious DUnadan make. His kilt and jerkin 
were fashioned from the tanned hide of a Cardolanian 
knight's great horse. Broggha thinks it came from the 
horse of "the mighty Prince Hallas himself," and it would 
be unwise to contradict him. Of late, Broggha has been 
pondering much upon the future of his people, and he is 
bcginningto think that cleaning the Dunmen and DUnedain 
out of all Rhudaur might be possible in his lifetime. 

BROGGH .... T ARG-AR.M OF THE HIIJ.MEN 
Lcve.l: 19. 
Race: Hillman. 
Home: Le Ysbryddur (SI. "Ghostspine Steading" ), in 

the Trollshaws. 

Broggbll in MERP 
Hits: 140 Melee OS: 150 Missile OS: 125 

AT: Rigid Leather (85) 
MERP Profession: Ranger. 
MERP St.t" Co 92. Ag 99. Ig 81. St 78. Pt 99. It 89. 
MERP SkiUs: Ambush 20, Climb 85, Influence: 

Diplomacy 50, Influence: Public Speaking 70, 
Per!=eption 100, Ride 40, Stalk/Hide 120, Track 
100. 

MERP Spe.lls (57 PPs): Path Mastery (10th), Moving 
Ways (10th), Nature's Guises (10th), Nature's 
W'Y' (10th) 

BroggbA in Roltnuuttr 

Hits: 140 Me.lee OS: 1 50sp Missile OS: 125th sp 
AT, 9 (85) 

RM Profession: Ranger. 
RM Sut.$: Co 92, Ag 99, SD 91, Me 86, Re 80, St 78, 

Qu 100, Pr 99, In 89, Em 78. 



RM Skills: Athletic (Gymnastic): Climbing 85, 
Awareness (Searching): Observ:ltion 100, Awareness 
(Searching): Tracking 100, Influence: Diplomacy 
50, Influence: Public Speaking 70. Outdoor 
(Animal): Riding 40, Subterfuge (Attack): Ambush 
20, Subterfuge (Stealth): Hiding 120, Subterfuge 
(Stealth}. Stalking 120. 

RM Spells ( 1 1 2  PPs): Path Mastery (10th). Moving 
Ways (IOth� Nature's Guises (10th), Inner Walls 
(10th), Nature's Ways (10th). 

Appcar:ance: 84. 
B�'s Spttu,/ Powrrs 

Fearless: Broggha will never fail a fear or morale check 
while leading his people, and will also be extra 
resistant to mental attacks. 

MERP/RM; +50 to any m�ntal attack rcsistanc�. 
LOR: +5 to t'C$ist a m�ntal attack. 

Broggbll's PrinciplIl ltnns 

Fam·Targ.Argth: Broggha bears the Fam-Targ·Argth, 
the three magical symbols of the 11I'l·lIml. (See 
Section 9.0.) 

Kalth and Kullodo: a Hillman kilt and jacket. Nor­
mally made of IosrllnJir leather and bear fur, respec­
tivdy, Broggha's are of horse· hide. enchanted and 
blessed by the female shamans of the tribes, in 
honor of Broggha's victories. 

MERP/RM: +5 DB. 
LOR; +2 Defense, -I SubterfUge, -I Magical. 

Leather Breastplate: a gift of Angmar. 
MERP/RM; +10 DB. 
LOR: +2 Iftfensc. -I Subterfuge, -I Movement. 

Shidd: a gift from Angmar. 
MERP/RM: +10 DB. 
LOR.: +2 Defe'lse. -I Magical. 

Hair-Rings: three of them; made of milbril. 
MaP: Each providC$ a + 10 on RRs versus magic 

(cumulative to a +30); x3 multiplier. 
RM· Each providC$ a +10 on RRs \'$. magic (cumula­

tive to +30); x3 channeling multiplier. 
LOR.: Each provides a + I to Ksist magic.lIl effceu 

(cumulative [0 .11 +3); + 15 Endurance. 

ELDlRIEL THE LOST 
This much the Hillmen know: Eldirid is a woman of 

Cardolan taken captive by the Targ-Ann Broggha in the 
sack of Andrath in T.A. 1639. When no family offered to 
ransom her, Broggha appropriated the lady as servant and 
mistress. His own wife died a year ago; Eldiriel has wet­
nursed his son since that day and captured the '"'l-aml's 
devotion. If Broggha does win a kingdom, it will be for 
Eldiriel. 

The truth. if generally known, would destroy both 
Broggha and Eldiriel:-The high chiefs "kept-woman" is, 
in fact, a DUn.lldan of noble blood and the /inJami/ (Q. 
"song-mother") of the religious order known as the 
Anamanar. (See Section 6.4.2.) This order, dedicated to 
maint.llining the royal barrows of the Tyrn H6dhath and 
perfonning the ceremonies traditional to the tombs, had 
its primary house in Amach. Eldiriel hid her identity from 
her captors; she knew her bankrupt order had no resources 
to free her and feared the supersritiow Hillmen might 
execute her as a black sorceress. Her strength of will 
enabled the captive woman to survive the horrible winter 
trek from Arnach across the Eredoriath to Rhudaur. 
T ragicaIly, Broggha was so impressed by Eldiriel's cour­
age and stamina that he took her as a prize of the 
campaign, instead of selling her to the Dunmen around 
Cameth Brin. In the winter steadings of the Hillmen, all 
chance of escape was lost. and Eldiriel's spirit almost 
broke. 

The fantastic plan conjured up by the linJami/ to 
maintain her sanity has as its goal nothing less than the 
conversion of tht Hillmen to the Dunadan causc. Amaz­
ingly, she managed to complete the first steps: Itaming to 
speak Blann. winning the trust of the clan-folk through 
htr healing skills, and gaining the anention and .lIffection 
of Broggha. 

Now. an incredible stroke offate has given her a means 
to further her plan. During the last winter, Broggha's wife, 
Leath, died of milk-fever along with her new-born son. 
Eldiriel had given binh herse.lfbut a week before. She was 
virtually alone with Leath in the isolation of .ll sick-hut. 
The healer chose (0 put her own recently-born child in the 
cradle made for the tllrg-arm's first son, .lind let the 
clansmen of the steading think that hc:r own babe had 
died. Eldiriel has given DUnadan blood to the Hillmen, 
and it is blood that she believes will foster hostility to 
Angmar regardless of what happens to her. 

Eldiriel, while possessed of an imposing spirit, is 
neirhtr attractive nor tall byCardolanian standards. How­
ever, her slim, angular figure towers over the tribal women 
with whom sht works, and an acquired slouch, Hillman 
rriple-br:aids, and raw leather skin. cannot mask her 
luxurious brown h.llir and rtgal. hazel-eyed ftarures. She is 
not allowed to IC.lIve the T rollshaws, and outsiders visiting 
the Hillman camps will find her withdrawn and un­
friendly, unless her translation abilitiC$ are required. Eldirie.l 
has (00 much to lose by talking to strangers, panicularly 
when so many of them afC scrv�nts of Angmar. 
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ElJirid 

Aside from Broggha, who often discusses his political 
maneuvers with her. the only link Eldirid has with the 
outside world is her younger sister. Silivrien ofTharbad. 
(Sec $enion 8.2.3.) Silivrien was once the only person 
who knew that Eldirid survived the sack of Andrath; they 
have shared. since childhood, a touching of the spirits, an 
empathic link. allowing them [0 sense each other's emo­
tions over cnonnous distances. Both were driven to study 
the uses of magic by their curiosity over their "touching." 
After the fall of Andrath, it took Silivrien two years of 
starching [0 locat( Eldiricl. Their mutual friend, Gandalf 
the Grey, eventually discovered Rhudaurian traders and 
merchants who might be paid to pass letters between the 
two siners. Silivrien wants [0 arrange a rescue for Eldirid. 
She fears for her siner's sanity-for she is not at all sure 
that Leath's death was due entirely to her fever; Gandalf 
has noted the illness and deaths of at [east two other 
women who could have been a threat to Eldiriel's new 
position. The JindDmiJhas rC'fused rescue; she has a purpo� 
now, and shC' anticipates a DUnadan's long lifC'time in 
which to stC' that purpose through. 

EwIRJEL THE losT 
Level: 21.  
Race: DUnadan. 
Home: Le Y sbryddur (Bl. "Ghosrspine Steading")

' 
in the Trollshaws. 

EMirirJ i" MLRP 
Hits: 130 Melee OS: 95 Missile 08: n/a 

AT: None (15) 
MERP Profession: Animist. 
MERP Stats: Co 93, Ag 81, Ig 91, St 70, Pr 100, 

It 99. 
MERP Skills: Ambush 8, Athletic: Endure Pain 90, 

Base Spell OS 42, Climb SO, Craft: Ser Traps 40, 
Directed Spells 60, Disarm Trap 40, Influence: 
Administration 70, Martial Arts: Standard Strikes 
70, Martial Arts: Sr:andard Sweeps 70, Perception 
105, Pick Lock SO, Read Rune 80, Usc Irem 80, 
Stalk/HidC' 40, Track 40, T rickC'ry 30. 

MERP Spells (63 PPs): Path MastC'ry (10th), Moving 
Ways (10th), NarurC" s GuisC's (10th), NatutC" s 
Ways (10th), Detection Mastery (10th), Sound/ 
Light Ways (10th), Calm Spirits (10th), SurfacC' 
Wars (10th). Protections (10th), Spell Defense 
(10th). Nature's Movements (10th), Nature's Lore 
(10th), Plant MastC'ry ( '  Oth), Direct Channeling 
(10th), Animal Mastery (10th), Bone/Muscle 
Ways (10th), Blood Ways (10th), Organ Ways 
(10th), Purifications (10th), Creations (10th). 

ElJiritf i" Rolrm4sttr 
Hits: 130 Mdee 08: 95c1 Minile 08: n/a 

AT, 2 (15) 
RM Profession: Cluic. 
RM Stao: Co 93, Ag 82, SD 101. Me 93, RC' 90, St 

70, Qu 80, Pr fOO, In 99, Em 77. 

RM Skills: Athletic (Endurance): DistancC' Running 
90, Athletic (Gymnastic): Climbing SO, AwarenC'ss 
(Searching): Observation lOS, AwarC'ness (Search­
ing): Tracking 40, Directed Spells: Shock Bolt 60, 
Martial Arts (Srrikes): Degree Two 70, Martial Arts 
(Sweeps): Degree Two 70, Power Awareness: 
Attunement 80, Power Awareness: Read Runes 80, 
Subterfuge (Attack): Ambush 8, Subterfuge 
(Mechanics): Disarming Traps 40, Subterfuge 
(MC'chanics): Picking Locks 50, SubtC'rfugC' (Me-

_ chanics): Scrring Traps 40, Submfuge (Stealth): 
Hiding 40, Subterfuge (Stealth): Stalking 40, 
Subterfuge (Stealth): Trickery 30, T echnical/T rade 
(Vocational): Administration 70. 

RM Spells (135 PPs): Animal Mastery (10th), Herb 
Mastery (1 0th). Nature's Lore (10th), Nature:'s 
Protections (10th), Channels (20th). Summons 
(20th), Life: Maste:ry (20th), Protections (20th), 
Blood Law (20th), Locating Ways (20th). Lore: 
(zom), Bon, UW (10th} O,s,n uw (10th} 
Muscle Law (10th), Creations (10th), Symbolic 
Ways (1 0th), Purifications (10th). 

Appear.mce: 44. 
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EJJiruI's Sptru.l Pawtrs 

Healing and Hanning: Eldiriel can reverse all of her 
healing and creation spells to hann or destroy 
instead of to heal and create. None of the Hillmen 
with whom Eldiriel dwells even vaguely understand 
the full extent of her spell-casting abilities. 
ElJirit/'s PrinripOll ltmu 

Leath's Kalth and Kullodo: a Hillman kilt and jacket. 
They :are made of Iommair leather and bear fur and 
arc blessed by the tribal shamans of Broggha's clans, 
who were not pleased to see them given to "Eldiri" 
the Stgaich (BI. "Treespirit-woman") afm uath's 
death. Eldiriel has secretly incorporated silk and 
mi/bril from Broggha's treasure-hoard into these 
clothes. 

MERP/RM: + 10 DB; reduce PuncnlTt erifitals by ont 
level. 

LOR: +3 DefelUe. -I Subterfuge. -I Movement. 

Sone Rings: Eldiriel has collected four enchanted bone 
rings that, when worn togtther, increase her magical 
powers. 

MERP: +2 adder; x3 multiplier. 
RM +2 Channeling adder; x3 Channeling multiplier. 
LOR: +25 Endurance. 

Herbs: She has accumulated an excellent store of 
healing herbs and keeps hidden among them a 
number of useful drugs and poisons. 

ER VEGIL STONEARM, 
ICING OF RHUOAUR 

A fanner soldier in the Angmarean army and a 
lesser descendent of vanouslords of Arnor, Ervegil is 
just the sort of thug that the Witch-king would want 
as his puppet ruler in Cameth Brin. D:ark, long-legged, 

square-shouldered, and quite hairy, his unshaven face 
looks like it's seen several fist-fights too many. His 

dedication to the cause of the Witch-king is question­
able. but his hatred of the DUnedain is not. Brutal. with 
a booming. snarling-manner, driven by emotion in most 
things, he nonetheless has credible battlefield skill and a 
knack for convincing mercenaries of his brotherly affec­
tion. His not-particularly secret go:al is to m:ake Rhudaur 
a real kingdom again, and if he we.rc as good a civilian 
officer as he is a military one, he might have been a long­
term threat to somebody. Instead, the peasants under his 
rule in nonhern Rhudaur for the last dozen years are 
oppressed and unproductive. and the Hillmen who are 
supposed to be the other half of his kingdom and his :army 
:m sullen and virtually independent. Ervegil has the 
o.pacity to offend almost anyone who doesn't live by his 
childish. bullying code of ethics. He has the benighted 
notion that he and his fellow commoner King Lanaigh of 
Saralainn. an ill-mannered but decent fellow who rules in 
distant Minhiriath, will some day contest for the rule of 
all Arnor, after the Elvts and "Elf-men" (DUnedain) have 
faded away. What Ervegil will probably get is the b:ack of 
the Witch-king's hand as soon as his chief rival. Ruggha. 
the Hillman /Ilrg-Ilffll. loses patience and begins an open 
revolt. 

ERVEGlL STONEARM, KING OF RHUOAUR 
Lcvd: 17. 

Race: Mixed DUnadan/Eriadorian. 
Home: Cameth Brin, the royal keep of Rhudaur. 

Ervtgil in MERP 

Hits: 150 Melee OB: ISO Missile OB: 80 
AT, PI,,, (45) 

MERP Profession: Warrior. 
MERP Sues: Co 97, Ag 79. Ig 75. St 100. Pr 91. 

It 32. 
MERP Skills: Ambush 12, Athletic: Tumbling 45. 

Influence: Administration 20, Influence: Diplom:acy 
40, Influence: Public Speaking 40, Lore: Stratesy 
and Tactics 50, Perception 3D, Ride 60. Stalk/ 
Hide 40. Trickery 35. 

MERP Sp<iJ. (17 PP,), Om"ion M","l' (10th). 
Nature's Ways (10th} Spell Defense (10th). 

Ervtgil in Rolnruuttr 

Hiu: 150 Melee OB: ISOba Missile OB: BOth ha 
AT, 18 (45) 

RM Profcssion: Fighter. 
RM Stau: Co 97. Ag 60, SO 44, Me 55, Re 80, St 

100, Qu 94, Pr 91.  In 32, Em 30. 
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RM Skills: Awareness (Searching): Observation 30, 
Influence: Diplomacy 40, Influence: Public Speak. 
ing 40, Outdoor (Animal): Riding 60, Subterfuge 
(Attack): Ambush 12, Subterfuge (Stealth): Hiding 
40, Subterfuge (Stealth): Stalking 40, Subterfuge 
(Stealth): Trickery 35,. T echnical/T rade (Voca­
tional): Administration 20. 

RM Spells (42 PPs): Damage Resistance ( 10th). 
Detections (I Orh). Spell Resistance (I Orh). 

Appearance: 41.  

ErYtgilJs Sptcilll POWCr! 

Fearless: ErvegiI's experiences and the continuing 
effects of his magic items have given him a resis­
tance to unnatural Ftar (liRe that caused by undead). 

MERP/RM: +100 to all Fm RRs.. 
LOR: Immune to all effects of unnatural ftor. 

Erwgil's Principal 1urns 

Angrist (5. "Iron-deaver"): A two-handled battle-axe, 
Angrist "rings" an opponent's annor or weapon, 
resounding on metal annor and breaking lesser 
weapons if they are used to parry. Its enchantment is 
accompanied by :l loud and distinct metallic 
clanging that marks Ervegil's position in battle for 
his men. 

MERP/RM: + 15 OB; "ringing" caus�s a s�condary 
Impact critical. 

RM: + IS OB; "ringing" causes an Impact critical of 
�qual severity. 

LOR: +3 Damage, +1 Meh DB. 

Throwing Axes: three of them; all war trophies of 
Arthadan make. Ervegil nonnally uses a bow only 
when hunting game. 

MERP/RM: + 10 DB. 
LOR: + I Damage. 

Half-plate Annor: a gift from the Witch-king, 
Ervegil's annor has a helm shaped like a ,balli/Gig'S 
head (and is padded with genuine (MIII/Oig fur). It 
helps stop bleeding wounds, but this action leaves 
curious swirling scars that eventually reduce the 
wearer's Appearance srar. Upon the Witch-king's 
command, chis armor suit will constrict and 
probably suffocate its wearer. Ervegil suspects this, 
but judges that the annor he has worn so long will 
obey his will when the moment of truth arrives. The 
helm has an aura that negates blinding attacks and 
allows Ervegil better vision at night. 

MERP/RM: +10 DB; �ncumbers at half nonnal 
penalties; stops one point of bleeding (per 
wound): bestows 10' Nigbrv;s;G". 

LOR: +4 Defense. -2 Movement, -2 Magical, allows 
me wearer to sec at night as if it wert' daytime 
(range of 10'). 

Amulet of Sound Thought: Ervegil got this item in a 
trade with the Dark Elf known as Cunnange (who 
was actually Curunir the Wiurd in disguise). 

MERP/ RM: +20 to all RRs, DB, memory chtoo and 
drunkennus chtcks; +40 versus mental attacks 
from tvil spdl-casurs; when in combat with 
Trolls, first thr .. � criticals will Ix "Holy;" when in 
combat with undead, first thrtt criticals will be 
"of Slaying." 

LOR: +2 Deftnst, +2 on all lntdligence checks, +2 to 
resist illnesses and magic, +4 to r�sist mind 
attacks, + I Melee DB Vtrsus Trolls, +2 Mele� 
DB v�rsus undead. 

Boou. 
MERP/RM: Negate all fUmblts involving cht w�arer's 

f�et; allow S/Mtwdlkinl 3 times per day. 
LOR: WiU never stumble; allows the wearer co walk on 

stone surfaces up to vertical (usable 3x/ day). 
Cloak: halves the effects of chill and cold. 
Herbs: Ervegil cames a variety of herbs, including 

several poisons and several doses of sM, which allows 
him to negotiate the magical Darkwatch protecting 
the entrance to his citadel at Cameth Brin. 

MASCHBRAM. STEWARD OF RHUDAUR 
Aservitorofthe Witch-king formany years, Maschbram 

is Angmar's primary minion in Rhudaur. While he is 
amoral and personally a bit of a degenerate, Maschbram 
is also guite sincere in his support of his true master and 
thinks that the victory of the Dark Powers will come in his 
lifetime. Maschbram handles the bookkeeping for King 
Ervegil with the aid of several female slaves he personally 
chose and trained for multiple services. He also runs the 
king's spy network and sees to it thar all useful infonna­
[ion is passed on guickly to the AngUlion in Cam Dam. 

Maschbram has red-brown hair, freckled skin, and is of 
average size. He dresses well for a Rhudaurian. Cheerful 
even when there's no point to it and a fairly skilled 
communicator, he dishes out a lot of honest praise and 
even more petty bootlicking to compensate for his lack of 
any natural leadership ability. 

MAscHBRAM, STEWARD OF RHUOAUR L 
Level: 13. 

R2ce: Dunman. 
Home: Cameth Brin, the Minister's ("Chief's") Suites. 

Mastbhram in MERP 

Hiu: 93 Melee OB: 1 10 Missile OB: 75 
AT: Soft Leather (35) 

MERP Profusion: Scout. 
MERP Suu: Co 77, Ag 94, Ig 83, Sr 71, Pr 69, It 91.  
MERP Skills: Acrobatics 4(), Ambush 16, Athletic: 

Tumbling 50, Influence: Administration 50, 
Influence: Diplomacy 45, Influence: Public Speak­
ing 60, Influence: Seduction 50, Lore: Poison 65, 
Ride 70, Stalk/Hide 90, Track 35, Trickery 45, 
Weapon: Pagger 102. 



, 

MERP Spells (26 PPs): Physic:!.1 Enhancement (5th). 
Essence Hand (5th). Unbarring Ways (5th). Spell 
W'Y' (5<h). 

Mils(ilbrllm i" RoltnllUltr 
Hits: 93 Melee OB: I ross Missile OB: 75cp 

AT, 6 (35) 
RM Profession: Rogue. 
RM SUts: Co 77. Ag 94. SO 39, Me 87. Re 83, St 71, 

Qu 96, Pr 69, In 91. Em 55. 
RM Skills: Athletic (Gymn�tics): Acrobatics 40, 

Athletic (Gymnastics): Tumbling 50. Awareness 
(Searching): Tracking 35, Influence: Diplomacy 45. 
Influence: Public Speaking 60, Influence: Sc�uction 
50. Lore (Technical): Poison Lore 65. Outdoor 
(Animal): Riding 70. Subterfuge (Attack): Ambush 
16. Subterfuge (Stealth): Hiding 90, Subterfuge 
(Stealth): Stalking 90, Subterfuge (Ste:!.lth): T rick­
ery 45, Technical/Trade CVocational): Administra­
tion 50, Weapon (I-H Edged): Dagger 102. 

RM Spells (48 PPs): Rune Masrery (5th). Essence 
Hand (5th). Unbarring Ways (5th). Physica.! 
Enhancement (5th). 

Appearance: 75. 

Mllubbr"m's Princip"f llnns 
Eket: This authentic Arthadan shoruword draws 

instantly and flames white. It fonnerly belonged to a 
knight of House Ekerya. and that house would like 
it back. 

MERP: + 15 OS; secondary Heat eritic;!1s ;!g;!iIUI 
mortal targets (with a + 10 Heat critical agailUl 
undead). 

RM: + 15  as; Heal critical of on� Ie" $Cveriry ag;!insr 
moml urgets; Heal critical of equ.al severity 
against undead. 

LOR: +2 Damage, + 1 Melee OS. 

Annor: 50ft leather, protects against cold and rain. 
Maschbram uses this power to impress people with 
his toughness. It has hidden pockets that contain 
severa.! kinds of poisons. 

MERP/RM: + 15 OS; hidden pockets are -70 10 su; 
poisons arc 10th level. 

LOR: +2 Defense', -I Subterfuge. -I Movement; hidden 
pockets can only be seen with a Perception check 
(al -7). 

Ring: fires a green Fireball three times a day and allows 
wearer to breath smoke and some weak noxious 
gases without hann. 

MERP: + JO 10 all RRs. DB and Perception; +50 to 
perceive poisons, runes, and nugical tnps; fircb.all 
is a +20 arrack ; allows brnthing in up to 4th 
level poisonous gasses. 

RM: +10 to all RRs, DB, and Perception; +50 to 
Poison Pcrc�ption, perceiving nJlles, and 
dctei:ting magical traps; FirrIMlI is a +20 attack; 
allows bre;!thing in up to 4th level poisonous 
g�. 

LOR: + I Defense'. + I Perception. + I to resist all 
illnesses au.d m;!gic. +5 to perceive poi$Ons/ 
m;!gic.al writings/nugical trai»' fireball alucks 
like a Fift &II (+2 to danuge-after doubling) 
except affects all targets in a 10' ndius. 

Brooch. 
MERP: 1[2 multiplier; Nighl Visier! 3 times I>cr day. 
RM: 1[2 Essence multiplier; Ni,fbl Visien 3 times ]Xr day. 
LOR: + 10 Endurance; three times ]Xr day rhe wearer 

can Se'e in the dark up to 100' ;u if it were 
daylight. 
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8.4 ELVES OF ERIADOR 

ANDOVON PATHDAL 
The most energetic of the Glandirith Harlindon (5. 

"Guardians of South Lindon"). Andovon is one of the 
few Elves likely to be encountered in Cardalan. Born on 
the flanks of the Blue Mountains in the early Second Age, 
he became a guardian about the time of Aldarion's 
construction ofLond Dacr. Through many years, Andovon 
has witnessed the rise and fall of the northern DUnedain. 
He aided in the defense of Arnor during the War of the 
Last Alliance and witnessed the death ofElcndil's second 
queen, the Silvan ElfRiarma, murdered by a flying demon 
on the terrace of the palace of Annuminas in S.A. 3436. 

In the Third Age, Andovon's energies seem muted. 
although he continues to staunchly secure the passage of 
the Elvish wandering partics through Cardalan. As the 
Dunadan kingdom bleeds to death before his eyes. 
Andovon has become even more melancholic. compensar. 
ing for his mood by breaking off from his primary task to 
aid lost travelers and innocent victims of the conn ant war 
and troubles. His chosen personal quest is the destruction 
of the Warlord Dagorhir. whose T roIl·band has settled in 
almost directly along the Elvish paths in Minhiriath. 
Andovon seldom speaks to anyof the leaders of Car dolan. 
and is forbidden to interfere directly in their affairs. 

However. ifhe can help someone fighting the Warlord in 
some small way, he will do so. Only when Cardolan settles 
into some sort of peaceful state will he be able to consider 
the desire, buried deep in his heart. to board one of the 
ships leaving for the Undying West. 

Tall and somewhat stern looking. the green.dad 
Andovon looks the image of an Elvish lord. He has little 
sense of humor. but usually tTaveis with two of his young 
relatives. a nephew and a niece, Filcgdir and 6riel. a ranger 
and a healer. respectively, who provide him with the 
e�rgy and light spirits he no longer feels himself. 

ANooVON PATHDAL 

Level: lB.  
Race: Sindarin Elf. 
Home: Harlindon. along the Baranduin. 

AlIdovoll ill MERP 
Hits: 155 Melee OS: 165 Missile OS; 160 

AT: Chain (95) 
MERP Profession: Ranger. 
MERP SUts: Co 99. Ag 101, Ig 96. Sr 91,  Pr 9B, It 

99. 
MERP Skills; Ambush 20. Artistic: Poetry. (of the 

sadder sort) 60, Climb 120, Disarm Trap 40. 
Influence: Diplomacy 70. Lore: History of Cardolan 
80, Perception I 10. Pick Lock 40; Ride 80. Stalk/ 
Hide 120, Swim 70, Track 120. 
MERP Spells (108 PPs): Path Mastety (10th). 

Moving Ways ( lOth). Nature's Guises (1 0th). 
Nature's Ways (10th). Detection Mastery 
(10th). Sound/Light Ways (10th). Calm Spiriu 
(10th), Surface Ways (10th). Protections (10th). 
Spell Defense (10th). Nature's Movement 
(10th). Nature's Lore (10th). 

AlIJovoll ill RoinrulSttr 
Hits: 155 Melee OS: 1 65bs Missile OS: 160lb 

AT 1 3  (95) 
RM Profession: Ranger. 
RM Stats: Co 99. Ag 100. SO 97. Me 97. Re 96. 

Sr 9I, Qu lOI, Pr 9B. In 99, Em 90. 
RM Skills: Artistic (Active): Poetic Improvisation 

(of the sadder sort) 60, Athletic (Endurance): 
Swimming 70. Athletic (Gymnastics): Climbing 
120. Awareness (Searching): Observation 1 10. 
Awareness (Searching): Tracking 120. Influence: 
Diplomacy 70. Lore (General): Cardolan History 
80, Outdoor (Animal): Riding 80. Subterfuge 
(Attack): Ambush 20. Subterfuge (Mechanics): 
Disarming Traps 40, Subterfuge (Mechanics): 
Picking Locks 40, Subterfuge (Stealth): Hiding 
120, Subterfuge (Stealth): Stalking 120. 
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RM Spells (204 PPs): Path Mastery (20th), Moving 
Ways (20th). Nature's Guises (ZOth). lnnu Walls 
(lOth). N,ruc,' W'Y' (lOth). Bon, low (10th). 
Lore (10th), Spell Defense (10th), Oetection 
Ml.Stery (10th), Barrier Law (10th), Light's Way 
(10th). 

App�2tanc�: 96. 

Anaovon's Spa",1 P01Nfrs 

Linguist: H� speaks all th� languages of Eriador .and 
can mimic any common acc�nt or dialect:. 

Anaovon's Prinei!",1 ['nns 
Orcrut (5. "Goblin-cleaver"): With the rise of the 

Warlord, Andovon was selected by Master Elrond 
to bear the sword Orcrist (See Section 9.0.). 

eli Glandirith (5. "Bow of the Guardians"): silent, 
with no reloading penalty. It was given to him by 
Gil-galad as a reward for long-ago service. 

MERP/RM: +20 OB; may fire tVtry round at no 
penallY; doublt concussion damage against 
Kl'Vants of Darkness and oven tnemie:s ofElvu. 

LOR: +2 Damage, double Damage (afttr othtr 
modiGtn) whtn attacking suvants of Darknus 
and oven tnl"mies of Elves. 

Knife: serves him as a parrying weapon in place of a 
shield. 

MERP/RM: +30 0B. 

LOR: +3 Damage. 

ChainmaiJ: enchanted, made of nrilbril, but encumbers 
as leather. 

MERP: +30 DB; lIStS nunruver penalties of Soft 
Lcathu. 

RM: +30 DB; IISeS maneuv� penalties of AT 6. 
LOR: +S {)cfenst, -I Subttrtuge, -I Movement. 

Boots. 
MERP/ RM: casts Sprrd and Umbw.r� 3 times per day 

(each). 
LOR: casts Spud thl'« times per day, allows �artr to 

walk on narrow surfaces without a chance for 
falling. 

Greav�s: decorative. 
MERP: Stops 30% of all ann criticals; +30 to ail 

stealth aetions; .3 multiplirr. 

RM: Stops 30% of all ann criticals; +30 to all 
Subterfuge skills; x3 Channeling multiplier. 

LOR: +1 Dtftlue (no other penalties), +3 to Subter­
fuge, + 15 Endurance. 

ARWEN UND6MIEL 
Arwen is the daughrer of Elrond Half-dven and 

Cdebrian, the high-born daughter of Celeborn and 
Galadriel. She is also one of the best kept secrets of the 
Elves. Born in T.A. 241, she has lived all her long life in 
Imladris, save for a few years spent in other Elvish havens. 

Arwen has been granted, by Master Elrond's wish, the 
protection of an ancient Elvish law call the Galad Erebas 
(S. "Light of Solitude;" Q. Cala Eresseva). By this law, 
Arwen is never spoken of in conversation among the Elves 
of northwestern Endor. She is not unique in her anonym­
iry; a number of reclusive male and female Elves, including 
the Lady Ellindiel ofSiragale and a numberof children of 
important lords. have also been granted this boon by the 
rulers of the Elvish domains. Arwen has seldom made a 
public appearance in a Mannish court or keep under her 
own name, and many important Men who are knowledge­
able about the Elves arc completely unaware of her 
exinence. 

In addition to her natural gifts of beaury and grace, 
Arwen is ennobled by the burden of Elvish destiny. Her 
birth and life have been marked by portent and prophesy. 
As Luthien, daughter of Thingol of Doriath, was the 
Morning Star of her people, so is Arwen considered the 
Evening Star, seemingly fated to be the last great light of 
the Elvish presence in Middle-earth. Most of the Wise 
have agreed with the decision of Elrond, over the centu­
ries, to protect Arwen from the evils growing in the world. 
Others see her isolation as another sign of the "long 
defeat," of the failure of the Elves to take any action 
against the Shadow. 

Arwen's own views are deeply conservative. She has 
almosr always deferred to her father's wishes with regards 
to the Galad Erebas and other matters related to her 
destiny. Her dU[ies in Rivendell include the guardianship 
of the cycle of Elvish religious rituals. While she com­
mands, by right, a seat among the Councils of the Wise, 
she seldom takes other than a cautionary position on 
matters outside the common interests of the Eldar. How­
ever, Arwen's involvement in festival and mystical cer­
emony augments her inherent powers of foresight, so she 
occasionally has stanling and cryptic things to say on 
topics nonnallyoflittle concern to her. Despite her focus 
on spiritual matters, she has Elrond's taste for knowledge 
and intellectual gifts; her opinions, when given, are gener­
ally wdl-infonned and heard with respect. 

The Master of Riven dell is unusually and aggressively 
protective of his daughter, particularly since his powers 
tell him that she is destined to have a key role in mighty 
deeds far in the future. Occasionally Arwen travels among 
Men, typically on some quest or mission that she has 
chosen for herself. Her choices arc somewhat mysterious; 
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sh� m2y hav� had an Elvish "sight" on some: subj«t, orshc: 
may be seeking [0 satisfy htr curiosity. or she: may just fcd 
the need to sec a little of the world. When she dccid(S to 
travel dangerous paths, Elrond sees [0 it that one or both 
of her brothus are available to travel with her. When 
danger is at hand, they arc sworn to attend her constantly. 
and onc of them is almost always at her side. 

Arwen is tall :,md graceful, walking and riding with a 
sure, quiet confidence. She has a slim, girlish figure, black. 
braided hair, gray eyes and pale skin. all melding into a 
dark, glowing loveliness. Her glanc!" is all eyes and kind· 
ness, her voice soft wisdom. At home. the Evenstar favors 
dothes the color of twilight and evening sky. and wears 
little decoration. On the road. �hc dons a gray-green cloak 
and Dunadan clothing. She tends to keep her face partially 
cloaked to avoid attracting attention, and to screen her 
distracting beauty. 

I,. !Rur Y tArS 
After a thirty-nine year engagement that ended with the 

War of the Ring in TA 3018-3019, Arwen married 
King Elessar T elcontar(Aragorn the Ranger )and bt-came 
Quecnof Arnorand Gondor. She moved to Minas Tirith 
in Gondor after her wedding and returned to Arnor only 
occasionally thereafter. Like her Half-dven father Elrond 
and his long-dead, mortal brother Elros, Arwen had the 
choice of living and dying as a mortal woman or taking 
ship to the Undying Lands as one of the Firstborn. By 
marrying Aragorn, she chose his fate, and died at Cerin 
Amroth in Urien in F.A. 121, on the same hillside where 
they had pledged their love a hundred and sixty-two years 
earlier. Ironicll.lly, it Wll.S her decision to bt-come a mortal 
queen that fulfilled Arwen's destiny as the last light of the 
Elves. During her reign over the Reunited Kingdom she 
served as a spiritual and moral guide to men and women 
in many lands of Middle-earth. Her vast knowledge in 
matters of common and intellectual lore passed on to 
many generations of mortal scholars. 

ARWEN 
uvd: 15. 
Race: Half-elf (mainly Noldorin, with Adanic and 

some Maiarin ancestry). 
Home: Imladris. 

Arwtn in MERP 
Hits: 90 Mdee OS: 160 MUsile OS: 135 

AT: Tunic (55) 
MERP Profession: Bard 
MERP Stats: Co 90, Ag 99, Ig lOO, St 84, Pr 105, It 

100. 
MERP Skills: Artistic: Dance 90, Artistic: Sing 101. 

Climb 60, Direcred Spells IS. First Aid 65. 
Perception 96, Ride 60, Stalk/Hide 1 10. Swim 75. 

MERP Spells (270 PPs): All the Bard lists and casts 
the lists Nature's Guises, Sound/Light Ways, 
Essence Hand, and Direct Channding as Bard 
spells. 

Arwm in R(lJmu,stn 

Hits: 90 Mdee OS: 160lk Musilc OB: I 35thd 
AT' 13 (55) 

RM Profe.ssion: Bard. 
RM Scats: Co 90, Ag 99, SO 94, Me 101,  Re 97. St 

84, Qu 102, Pr 
105, In 100 Em 100. 
RM Skills: Artistic (Active): Dancing 90, Anistic 

(Active): Singing 101, Athletic (Endurance): 
-Swimming 75, Athletic (Gymnastics): Climbing 60. 

Awareness (Searching): Observation 96. Directed 
Spells: All IS, Outdoor (Animal): Riding 60. 
Subterfuge (Stealth f. Hiding 1 10, Subterfuge 
(Stealth): Stalking! 10. Technical/Trade (General): 
First Aid 65. 

RM Spells (558 PPs): All Bard spell iisrs to 10th level. 
Anticipations. Attack Avoidance, Brilliance, Cloak­
ing. and Damage Resistance. 

Appearance: 104. 

Spuilli PtlWtrs 

Fanight: Arwen is subject to "farsight" and gets 
occasional. random glimpses of future and/or 
distant events. 

Pn'l1dpal ltnllJ Whfll Trawlil1g 

Long-knife. 
MERP: +45; Holy weapon: Strikes as a scimitar; Any 

critical casu a 20th level Sleep, with I md of 
sleep per 10% of failure. 

/U.f: +45; Holy weapon; Strikes as a npier: Any critical 
casu a 20th I�vd Sleep. with I md of deep per 
100/0 offailulT. 

Combs: Two of them, made of black lam. 
MERP/RM: Protect as a full hdm; Negate 70% of 

head criu; Act as :I Bardic x3 PP multiplier; Do 
double the damage of a +20 dagger when used 
with hn 15 Ambush skill. 

Tunic; Dark gray silk woven with threads of !lhifI1Of'. 

MERP: +35 DB: Protem as Chain. 
RM: +35 DB; Protect as AT 13. 

Throwing Dagger. A thin-handled long knife, kept on 
her back 

MERP/RM: +30; Returns when thrown; Double 
r.lnge. 

Imladgol (S. "Cloak of the Deep Valley"): hooded. 
MERP: +50 (0 St3Ik/Hide; +100 to climb, land. or for 

acrobatics. 
RM: +50 (0 Stalk and Hide; +100 to climb, land, or 

for acrobatics. 
Wri.stlets: Made of enameled leather. 

MERP: Act as greaves; Halvr the ef(ccu of hand and 
ami criticals; Allow a + 100 MarciaJ Arts: 
Standard Striku attack 4 times a day. 

RM: Act as greaves; Halve the effects of hand and ann 
criricals; Allow a + I 00 Martial Arts (Strikes) 
D.cgn:c 2 mack 4 times a day. 

• 



Healing Herbs: Arwen will always carry a wide 
selection of [he finest healing herbs. 

Prindp"t Itnns whiu in ImiAJris or"t Ccwrt 
When Arwen is at Rivenddl and while she is Queen of 

Amor and Gondor she normally carries no weapon. 
Royal gowns. 

MERP: Non-encumbering; +35 DB; ProtW as Rigid 
u.uhcr. 

RM: Non-encumbering; +35 DB; ProtW as AT 12. 

Crown of Arwen: A delicate, milbrif [jara shaped like a 
leafy wreath. 

MERP/RM: �6 Bard PP multiplier; Protects as a full 
hdm; Negatu 60% ofh�ad criticals. , 

ELLADAN AND ELROHIR 

"So IUUfh 41likt wert tfMy, liIr SOliS oj Elrolla, IbatJrw could Illl 
thtm apart: allrk·hairtJ, grry-ryta, IIna tlx;r jiueJ lllltni4lir, 
(IAJ 41!;kt in �righl IIIl1il ,,",t4lIh (Ioaks oj si/\,"-grry. 

-nt Rtturn oj t�t Killg, p. 5 I 
Elladan and Elrohir are the twin sons of Elrond of 

Rivendell and his wife Celebrian, thedaughterofCciebom 
and Galadrid ofEregion, Lorien, and Edhellond. Born in 
Imladris in the early Third Age, Elladan and Elrohir were 
brought up as scholars, traveling betwttn Lindon and 
Rivendell and visiting the outside world quite rarely. 
However, they eventually developed a taste for adven­
ture-" errantry," as they term it-and have risked their lives 
often over the centuries dealing with the troubles of the 
world. The brethren have the subdued personalities and 
reclusive life-styles of all ofElrond's family. Nonetheless, 
tales ofImladris appear in garbled form in songs and tales 
told across Eriador and as far south as Gondor and 
Umbar-tales of heroes slaying monsters, rescuing maid­
ens, and chastising bullies and rogues in many countries. 
The brethren spend the majority of their days leading 
quiet, civilized Elvish lives in Imladris. Thcy arc treated as 
high nobility when traveling publicly among Men, and are 
welcomed as lords of the Elven-kind in spite of their lack 
ofland or subjects. Such is their prestige and that of their 
family. 

In appearance. the brothers have the tall, graceful form 
of their Elvish ancestors, matched with the nrong features 
and muscular frame of the ancient Edain. Handsome and 
charismatic, they can pass for momls as they wish. but 
their singular faimess of face and elegance of manner 
render them distinctive. They habirually dress in subdued 
grey tunics, leggings and cloaks, such as might be worn by 
sensible merchant-travelers of the frontier. On close 
inspection, the superb quality of their weapons and gear 
can reveal them as something far more dangerous. 

Elladan and Elrohir keep a circle of friends and associ­
ates among the Men of Arthedain and Cardolan. They are 
considered welcome company in many places, although a 
visit from the brethten can cause soml:: wonderment, as it 
might mean a fenival of pOl::try-readings. aspirited debatl:: 
or, on occasion, a grim battle against unspeakable evil. 

Elrohir's career and personality are virtually identical to 
that of his brother, Elladan. He has mort of a sense of 
humor and irony than his twin, and possesses a small 
continuing interest in flirtation and romance. This sets 
him apart somewhat from Elladan and has actually caused 
something resembling quarrels becwl::en the two. 

In LAltr YtArs 
Elladan and Elrohir swore vengeance against all Orcs 

after their motherCdebrian was captured by them in T.A. 
2509. The brothl::rs-succeeded in rescuing their mother, 
delving virtually into the chambers of Durin's Bane in 
Moria and the Goblin-king's throne-room in their des­
perate search. They never forgot her suffering and hunted 
Orcs relentlessly thenc<:forth. 

The brethren also took an active role in the great events 
ofthe War of the Ring. They campaigned actively against 
the Cult of th� White Hand in southern Eriador, riding 
to Rivendell with suspicions of Saturn an's Ore-breeding 
expetiments at about the timl:: ofGandalfs imprisonment 
at Orthanc. They crossed thl:: Misty Passes to escort Gloin 
and Gimli's Dwarven party over [he mountains, then 
carried word of the One Ring's arrival in Rivendell (0 
Lorien. When the Fellowship of the Ring left Rivenddl 
on its way south, the brethren wl::re back crossing the High 
Pass, serving as decoys to distract any spies of Sauron 
watching the paths over the mountains. A month later 
they joined the Grey Company of the DUnedain when it 
marched south [0 aid Aragom. The brothers accompa­
nied him through the Paths of the Dead and rode with the 
ghostly army he summoned to Pelargir. From Pclargir, 
Elladan and Elrohir shared in the victory at the battle of 
the Pelennor Fields and were counted among those that 
fought in the last battle on the slag heaps in front of the 
Morannon. 

As Peredhil, the brothers had the same choice as that of 
Elros and Elrond: Mannish mortality, or Elvish deathless­
ness. They eventually chose the latter, though they re­
mained for a time in Middle-earth aftu their f.1ther's 
departure at the close of the age. 

EllADAN AND EutOHIR 
GM Note: Tbt Slills oJ,lx lwills /lrt nl"/lrly itimtir4lf, IIna so 
art nol lisltiI srpIlr/lltly. W'bm-tfMy haw JijJrrtnl skiffs thou oj 
EliIlJan art giwn fint, stpllrIIltJ from thost oj his brotbtr by a 
,.,h (I). 

Level: 25 
Race: Half-elf. 

Home: Imladris, often on one of their many cam­
paIgns. 

EliAJ/ln /lna Elrobir in MERP 
Hits: 150 Melee OB: 170 Missile 08: 165 

AT, PI", (120) 
MERP Profession: Ranger. 
MERP Scats: Ag 102, Co 98. Ig 98. In 103, Pr 98, St 

101 .  
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MERP Skills: Ambush 12/16. Climb 91/81, Disarm 
Trap 86/35. Perception 96/105, Pick Lock 42/ 
9I.  Ride 101/96. Stalk/Hide I I 1/106 Swim 86/ 
91. 

MERP Spells (400 PPs): Each knows all Opcn 
Channeling and Ranger lists lO 10th level. 

EllaJ1l1f (lila Elrobir in Rel/crul$ler 
Hits: 150 Mdee OB: r70bs Missile OS: 165lb 

AT, 2O(120) 
RM Profession: Ranger. 
RM Stats: Co 98, SO 100, Ag 102, Me 97, Re roo. 

St 101, Qu !O2, Pr 98, In I03. Em 94. 
RM Skills: Achletic (EnduraIJ..ce): Swimming 86/91. 

Athletic (Gymnastic): Climbing 91/81. Awareness 
(Searching): Observation 96/105. Outdoor 
(Animal): Riding 101/96. Subterfuge (Attack): 
Ambush 12/ I 6, Subterfuge (Mechanics): Disarm· 
ing Tr3ps 86/35. Subterfuge (Mechanics): Picking 
Locks 42/91. Subterfuge (Stealth): Hiding I I II  
106, Subterfuge (Stealth): Stalking r 1 1 /106. 

RM Spells (648 PPs): Each knows all Ranger base 
lists to 20th and 4 Open Channeling to 10th Ivl. 

Appearance: 99. 

Elf4JI""s I",J Elrobi,'s Prilltiplll lttms 
Durgurth (5. "Death of the Dark") and Durgorth (5. 

"Dread of the Dark"): sister swords. Elladan wields 
the former and Elrohit the latter. 

MERP/RM: +20 milbril weapons; Slaying vs. Orcs and 
Trolls; glow cold blue in the vicinity of Ora 
(dimly within 100 yds; very bright within 100'): 
Cm Ham X on their wielder 3x/ day. 

Cuvragol (5. "Sudden Bow") and Cugaran (5. "Red 
Bow"): sister bows made from tathorallg and 0l"lwur. 
Elladan wields the former and Elrohir the latter. 

MERP/RM: +25; Fire every round with no penalty; 
Range (ripled; Concussion hits are doubled; All 
attacks arc s ilem. 

Menelgyl (5. "Cloaks of the Sky:" sing. Menelgol). 
MERP/RM: +30 DB; provide safe landing 99% of the 

rime for falls of any height; 5 times a day allows 
wearer to leap 10' per level laterally or 5' per level 
vertically; nonnally sky blue, but change color [0 
that of surroundings if desir�d (+50 hiding); 
allow gliding from heights (drop l OO'/md and 
sail loo'/md) as often as duired (requires a high 
point to drop from). 

Annot: Plate armor of deep blue steel and wirbriL 
MERP/RM: +20; Only a 20 maneuver penalty. 

Rings. 
MERP/RM: x4 PP multiplier; allow wearer to move 

without leaving footprints or sounds. 

ELUNDIEL OF SIRAGALE 
By the seventeenth century of the Third Age. few Men 

remember that Siragale has a sovereign ruler. let alone a 
female Noldorin one. The Lady Ellindiel knows no home 
and walks the roads and woods of Arthedain in disguise. 
When she rests. it is among the Sirannar, whom she 
considers her true subjects. The Men and Hobbits who 
settle in increasing numbers in the country are left to the 
governance of the King of Arthedain and his vassals. 
Ellindiel makes her presence known only when she sees a 
need. King Argeleb. her feudal lord. does not trouble her 
to attend court. for she is, in fact. the last ruling Noldorin 
monarch in northwestern Middle-earth, second in lineage 
and prestige only to Elrond and Galadrid; she gives fealty 
by her own choice rather than by the will of any ruler of 
Men. 

Ellindiel is the granddaughter of Aegnor, grandson of 
Finwe, first and most ancient father of the royal lines of 
the Noldor. Her mother was a Sinda of the First Age 
kingdom ofDoriath. Ellindiel dwelt in Doriath when her 
father and all his family were slain by Morgoth's sorcery 
in the Banle of Sudden Flame. She survived the Fall of 
Beleriand and. early in rhe Second Age. wed Merethorn, 
the Silvan lord of the Sirannar. thus achieving a symbolic 
union of the three Elvish kindreds. Merethorn ruled 
Siragale well through the long centuries of the Second 
Age. finally perishing in the War of the Last Alliance. 
Ellindiel. heartbroken over what she saw as a deliberate 
sacrifice of her consort and her people in battles over the 
wastelands of Mordor. swore fealty to Isildur in the 
aftermath of the war, and thus became one of the great 
lords of Arnor. 

As the Third Age passed. Ellindiel's erratic melancholia 
grew progressively worse, and her distaste for civilized 
life. which had drawn her to Merethorn a long age before. 
drove her away from Mannish contact. When the King­
dom of Arnor was sundered. she swore allegiance to 
Arthedain. then vinually ceased to take any part in 
Eriadorian politics. Her choice was resented by (among 
others) Thorondur of Cardolan. one of many DUnadan 
lords who wished her to wife. Currently she appears at the 
Arthadan court only once or twice in the reign of a king. 
and aggressive nobles and humble squatters move freely 
through her domain. 

The Noldorin lady has the height and physical gifts of 
her father's people. She stands 6'5" tall and is possessed 
of a lithe, elegant fonn. Her high cheekbones. shoulder­
length. black. braided hair. and intense, hazel eyes allow 
her to be raken for Noldo. Sinda. or DUnadan. 

Ellindiel is also known as the " Dark Widow." the 
"Lady of the Forest." the Beynshea (Du. "She-shadow"). 
and the Yevan(Du. "ConsolerofWomen")' She has long 
cultivated a mysterious image, and her melancholia causes 
mood swings that give her the appearance of multiple 
personalities. Simple folk have equated tales of Ellindiel 
with those of ghosts and spirits. The Sirannar know 
better; in the normal cycle of her life. she travels from one 



Elvish holding to another. living a few weeks with a local 
lord in Siragal( or an old Sindarin friend in Lindon. Since 
she r�uires little ceremony of her subjects. they are 
generally pleased to share their homes with her. In ex­
change for lodging. she provides the Sirannar with the 
little government they need. judging disputes that involve 
many clans. interceding with local Mannish leaders. and 
summoning up hermemoriesof Amorian/Elvish law and 
tradition. 

Ellindiel invokes the Elvish tradition of Galad Erebas 
(.!itt AR WEN. above.)to protect herprivacy. TheSirannar 
will not speak to strangers of Ellindicl. When conversing 
about her. they name her "our cousin," or" our kin;" when 
she approaches for a visit, they nudge Mannish �ests out 
of their homes. They arc fiercely protective of the lady. 
Periodically she wanders through the woodlands alone, 
half-demented, lamenting the lost glory and peace of the 
Elves. Her grief is so powerful that she attracts spirir­
creatures; the Naiccfairi (Q. "Pain-lights")' wispy. sickJy­
green entities from the Shadow-plane which feed on her 
emotiOn! and the life-forces of any creatures passing by. 
Whenever this transpires, Elvish patrols monitor the area. 
watching Ellindiel from a distance, carefUl [0 keep inno­
cent wayfarers from harm. 

The Sirannar form a "grapevine" of highly observant 
informers; their diligence ensures that Ellindid remains 
knowledgeable of events in the world. She gains fUrther 
information by dwelling among Men for a few days each 
month, usually in disguise. leaming much and giving bits 
of sound advice and barely-veiled warnings to wrongdo­
ers. She espedally favors women for these interventions. 
and her punishmenu of wife-beaters and dowry-pirates 
has caused her to be misraken for the Dunnish spirit 
Yevan. a patron deity of marriage. 

Ellindiel is rarely caught at unawares by events in 
Siragalc. and often appears unexpectedly for political 
confrontations and conferences. Occasionally, she im­
poses herself on government officials as far away as 
Fomost. bullying her way into meetings of royal counse­
lors and demanding explanations for matters grtat and 
small. Her uncanny knowledge of evenu is occasionally 
attributed to magic. but the wise know bener; she is, for 
all her erratic manners, the oldest and most experienced 
ruler in Arnor. 

Eu.iNoIEL OF SIRAcw..£ 
Level: 38. 
Race; Noldorin Elf, with Sindarin and Vanyarin 

blood. 
Home: SiragaJ( and Lindon. No fixed residence. 

EUindiff in MERP 
Hits: 155 Melee OS: 170 Missile OS: 190 

AT; Chain (90) 
MERP Profession: Bard. 
MERP Stats: Co 88. Ag 97, Ig 99. St 79, Pr 96, It 

99. 

MERP Skills: Artistic: Dance 40, Anistic: Music (Elvish 
Instruments) 90, Aniscic: Singing 70, Craft: Sewing 
and Embroidery 80. Influence: Diplomacy 90. 
Influence; Politics I I  D, Influence: Public Speaking 
100, Lore: EIvish History 80, Weapon; Thrown 
Dagger I 10, all other Primary skills 60, all ocher 
5<ronJ"y oolh BO. 

MERP SpdU (450 pp'} Cold Law (10m), L;gh, Law 
(lOth� Wind Law (lOth� Physical Enhancement 
(lOch), E."",, ti",d (10m), 111"';0"' (10m), 
Unbarring Ways (10th). Spell Ways (10th). Essence 
Ways (1Ot:h� Spirit Mastery (IOth� Essence Percep­
tions (10th). Path Mastery (10th). Moving Ways 
(10th). Nature's Guises (10th). Nature's Ways (10th). 
Controlling Songs (10th). Item Lore (10th). Lore 
(lOch). Sound Conttol (10m). 

Ellinditf in Rokwufer 
Hits: 155 Melee OB: 170bs Missile OS; 190cb 

AT, 14 (90) 
RM Profession: Bard. 
RM Stats: Co 88. Ag 97. SO 49, Me 85. Re 100, St 

79, Qu 93. Pr 96, In 99, Em 94. 
RM Skills: Artistic (Active� Dance 4{), Artistic 

(Active): Singing 70. Artistic (Passive): Music 
(Elvish instruments) 90, Crafts; Sewing and 
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Embroidery 80, Influence: Diplomacy 90, Influence: 
Propaganda 1 10, Influence: Public Speaking 100, 
Lore (General): Elvish History 80, Weapon 
Thrown): Dagger I 10, all General skills 60, all 
Outdoor and Subterfuge skills 90. 

RM Spells (764 PPs): Cold Law (50th), Light Law 
(50th), Wind L,w (50th), P"h M",,'J' (20th), 
Moving Ways (20th), Nature's Guises (20th), Inner 
Walls (20th), Narure's Ways (20th), Spell Wall 
(1 0th), Essence's Perceptions (10th), Rune Mastery 
( 10th), Essence Hand ( 1 0th), Unbarring Ways 
( lOth). Physical Enhancement (1 0th), Lesser Illusions 
( 1 0th), Detecting Ways Cl Oth). Elemental Shields 
(l Oth). Delving Ways (1 0th), Delving (1 0th), 
Cloaking (1 0th). Damage Resistance (1 0th). Antici­
pations ( 1 0th), Am.ck Avoidance ( 1 0th), Brilliance 
(10th). Self Healing (I Orh), Delections ( 10th), 
Illusions (1 0th), Spell Resistance (1 0th), Lore ( 10th), 
Controlling Songs (10th), Sound Control (10th), 
Sound Projection (I Orh), Item Lore (1 0th). 

Appearance: 1 0 1 .  

Ellinditl's Spuilll Puwm 
Undead Mastery: Ellindiel has a special affinity for 

undead spirits empowered by despair and loneliness, 
and can repel or control them at will. 

Ellindid's Principlll Itnns 
Hurvegil (5. "Heartsword"): Elvish [ongsword. As 

long as a broadsword, it has a thin, black blade. 
Ellindicl slings it over her shoulder in a full-sized, 
padded, Arthadan sheath to avoid attention. 
Hurvegil was forged by Celebrimbor, Ellindiel's 
cousin, as a wedding present for her mother. 

MERP,' +30 DB; Holy weapon; Slaying criticals to 
Orc; and Men; a + TO secondary Puncture critical 
(on blows to the torso); secondary Slash critical 
(on attacks to the limbs and head). 

RM: +30 DB; Holy weapon; Slaying criticals to Orcs 
and Men; Puncture criticals of equal severity (on 
blows to the torso); Slash criticals of one le$s 
severity (on attacks to the limbs and head). 

LOR.. +6 Damage. +3 Melee OS. 
Arrows of Enchantment: Ten of the (wenty arrows in 

her quiver arc magical and contain an enchantment. 
She can command the arrows to dissolve in flight, 
thus attacking the target only with the inscribed 
magic, or let the target receive both the arrow-strike 
and the effects of the spell. 

MERP/R}'f: +20 DB; I SUIf'tJ Essence spell. 
LOR: +2 Damage; GIIIl spell affeets target. 

El1indjd's Flute: After playing this silver instrument for 
twenty seconds, she can use it to cast spells. She can 
also use it to maintain concentration on a spell for 
long periods of time. and once kept a trio of abusive 
suitors dancing to hrr tune for a day and a night. 

MERP/RM: May cast any non-demental spell as 
instant spells: can be used to extcnd the dur;uion 
of COllcentration spells. 

LOR: May cast any non-attack spell once per round, 
victims do nor have to be scen, bue must be able 
to hear the music. 

Noldorin Gannents: made of enchanted Elvish fabrics. 
Ellindiel possesses such clothing woven in DUnadan 
and Elvish styles. including a soft leather jerkin and 
leggings that protect as a chain shirt and greaves. All 

_ of these costumes arc enchanted to allow her to vary 
minore details of her manner and appearance. She 
uses this power to change her apparent age, looks, 
and posture. to give the impression of being Silvan 
or High-dven, young or middle-aged Dunadan, 
aristocrat or common. allowing her to pass unno­
ticed in most company. 

MERP/RM: +20 DB; may adjust PR bonus by a 
modifier between +30 and -ro. 

LOR: +2 Defense (with no other penalties). 
Diadem: protects as a helm; when worn in fonnal 

court. it allows the wearer to know the names and 
history of any unaware or unguarded supplicants. 
The symbol of Ellindiel' s Nlmhip, it is a fragile. 
jointed milbril weave set with diamonds sculpted into 
leaf fonns. It is, perhaps. the only crown in Middle­
earth that can be carefully folded and slipped into a 
pocket, although Ellindicl has been known to 
simply comb her hair over it. 

MERP/RM: +20 DB. 
LOR: +2 Defensc (with no othcr penal tics ). 

Necklace ofSintgale: A giant sea-pearl set in amber, on 
a muhril chain. A wedding gift from Merethorn to 
his bride. She habitually wears it under her clothing, 
although the neck-chain is often visible. 

MERP: + IO DB; x5 multiplier. 
RM: + IO DB: x5 Mentalism multiplier. 
LOR: + I Defense (with no othcr penalties), +25 

Endurance. 

BooLS and Cloak of the Sir.a.nnar. 

MERP/RM: +50 Sulk/Hide. 
LOR: +5 to stalking and hiding rolls. 

Cll Ithilith (5. "Moonlight Bow"): shaped of pale 
wood, it can fire every round without penalty at 
double the nonnal ranges. 

MERP/RM: +20 DB. 
LOR: +2 Damage. 

Throwing Dagger; a pair of them; double nonnal 
hurling range. 

MERP: + I 5 DB; secondary Electrical critical. 
RM: + I 5 DB; Elenrical critical of one less severity. 
LOR: + I Dam:age, + 1 Missile DB. 

Dagger: wielded in her left hand in place of a shield. 
MERP/RM: +20 DB. 
LOR: + � Defense (with no other penalties). 

• 



8.5 MAlAR AND ISTARl 
Few of the Maiar. the ancient beings that aided in [he' 

m:ation of the world. still iingu in Middle-earth by the 
mid-Third Age. Tom Bombadil, the mysttrious guardian 
of the Old Forest, is the best known of them. Another. 
according to the lore of the Dwarves. is the malevolent 
spirit inhabiting Caradhras. one of the mountains of 
Moria. Bombadil is seldom seen by mortal Men, but is 
well known among the Elves. He w('ars rags and lives in 
a simple fanner's cot, bur whispers among the wise say 
Bombadil may have been the fta50n the Old Forest was 
nor destroyed by the Nt'imen6rtans who conquered 
Cardobn in the Second Age. Even Wrstemesse, at the 
height of its imperiaJ glory, did nor dare to chal�ngc the 
power of such a being. 

The other Maiar ofEriador arc much less powerful and 
usually more retiring then Bombadil. Tucked into quiet 
corners of the landscape. often lost in contemplation of 
their millennial memories. they arc still occasionally thrust 
by fate or whim or prodded by the folly of mortals into 
involving themselves with the world. 

One special group of Maiar only recently arrived in 
Middle-earth. These are the Istari (Q. "Wiz.1rds;" sing. 
Istar). members of an order sent over the Sundering Sea 
abom T.A. 1000 as emissaries of the Valar. The Valar 
sensed of a new awakening of evil in Middle-earth at the 
end of the millennium. However. because they had re­
nounced their active guardianship of End or at the time of 
Numenor's Downfall. their messengers were sworn to 
never match strength with strength in their battle with the 
Shadow. Consequently. the Istari retain onlya fraction of 
their Maiarin powers in their earthly forms. Few uve the 
greatest of the Elves know of their true purpose in 
Middle-earth. 

By accepting the weaknesses of their JOMr. they are free 
to act as teachers and diplomats. encouraging resistance 
everywhere against the plans of the servants of Darkness. 
Three of these beings. the wizards known as Gandalf thc 
Grey (Mithrandir). Saruman the White (Curunir). and 
Radagast the Brown. wander through or dwell in Eriador 
atdifferenr times in the Third Age. Most people they meet 
arc unawa", of their nature. as that knowledge would 
bring demands on the Istari's power conupting to their 
purpose. For the most part. the folk of Eriador consider 
Gandalf a wandering conjurer with an interest in history 
and language. Saruman is seen as a traveling dabbler in 
alchemy and political gossip. Radagast the Brown, who 
usually dwells east of the Misty Mountains in Mirkwood. 
is known around Tharbad as an eccentric trainer and 
dealer of fine hunting birds. 

Those Maiar residcnt in Eriador share someorall of the 
following powers unless otherwise described: most of the 
more potent Faerie beings also have some of these charac­
teristics: 

f) They always have the greatest vigor possible for the 
JOM (body) they inhabit, seldom tiring and needing lime 
rcst. The istlri must take rest and food regularly. much as 
mortals do; they visibly age during long periods of intense 
activity. They may need months or even years of rest­
Saruman in Lindon or Rivendell. Gandalf in Rivendell or 
the Shire-after a drawn-out political crisis tests the limits 
of their powers and endurance. All Maiar take critical hits 
as Large Creatures unless otherwise described. 

2) They are bound by the thoughts and emotions that 
come with their Jona;an Istar thinks and acts like a mortal 
man. a Maia in wolf-form has the passions of a hunting 
beast. and so on. 

3) They double the ranges and areas of effect of any 
spells they cast. The Istari use of magical lore and spells 
just as mortals do. but the older Maiar can often cast 
powerful magib with little more than a thought. 

4) Maiar spontaneously summon and magnify the 
inherent Essence of things around them. causing strange 
and even dangerous events wherever they go. Thus. a spirit 
bound to a stream might cause springs to flow. lilies to 
grow. and fish [0 leap in the wake of his passage. A 
powerful Mai:! like Bombadil, without conscious effort. 
brings sentience to the animals he encounters, prompting 
them to converse. or dance, or aid him in an escape or 
prank. The Ismri. bound in this sense to their incarnate 
fonn. lack rhis power. 

GANDALF THE GREY 
The Wizard Gandalf is known to the Elves and 

DUnedain as Mithrandir (5. "Grey Pilgrim "). It is from 
the Rhovanic Northmen. rather. that he got the name 
Gandalf (For. "Elf with a Staff'). by which he would 
mainly be remembered in Tbt RIJ &lk of Wrslm,mh. By the 
Dwarves of Khazad-dum and the Blue Mountains he is 
called Tharkun (Khuz. "Staff-man") the Conjurer. The 
commoners of Eriador generally refer to him by the title 
of whichever of these three cultures is most dominanr 
among them. The folk of southern Eriador. for instance. 
name him Tarka the Seer. after his Dwarven sobriquet, 

Of all the Istari. Gandalf is the most devoted to the 
cause of saving Eriador from the Shadow. For long 
centuries he has been the greatest enemy of the Witch­
king. The ruler of Angmar. in his rum. has never clearly 
divined Gandalfs nature and purpose. and has supposed 
him slain more than once. The Grey Wiz.1rd cultivates 
this confusion among his foes; he leaves little trace when 
he travels and takes little credit for his successes in the 
struggle. His refusal to rake on earthly wealth or power 
further bames the servants of Darkness. So does his 
rendency to disappear for years at a time-actually resting 
at Rivendell or traveling in Gondor and Harad-and his 
avoidance of any gaudy displays of strength or spell. 
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In his travels( typica!lyon foot with few companions or 
baggage) Gandalf wears tattered, worn robes. kept neatly 
darned but of indistinct color and material, He is usually 
marked by tall. pointed hatwich a wide brim, of no fashion 
but suitable for keeping off the rain, along wich a silver 
scarf. He carries his staff with him everywhere, and at 
times appears to need it as a walking stick. As with all of 
the Istari, he came to Middle-earth in theJana of an elderly 
Man. He has long. straw-like. grey hair, a similar beard, 
and bushy eyebrows. His dark eyes burn like fire when he 
is angry. He stands abom 6'6" tall. though he often walks 
with a stoop that conceals his height. 

Gandalf came to Middle-earth a century and more after 
the division of Arnor. bearin� the ill-defined burden of 
resisting a power of evil foreseen in Aman. but had not yet 
revealed his focus or intent. While he could not announce 
his true nature to the rulers of the divided DUnadan 
realms. he spent a great deal of time attempting to re­
create old Arnor. until he was distracted by the rise of the 
Shadow in Mirkwood. Neither Arnor nor Greenwood the 
Great could be remade by his e(fons, and Gandalf was 
seldom welcome in the couru of Car dolan after the extent 
of his maneuvers became known. The centuries since then 
have seen bitter failures and many small successes. In the 
time of the Second Northern War Gandalf led Bree­
landers fleeing to safety in lands beyond the Brandywine. 
In the seventeenth century he has aided the Hobbits in the 
senlement of that land. now becoming known as the 
Shire. Gandalf now sees it as a last hope for a prosperous, 
free haven in a country torn by endless war. 

Gandalf, over the years, has dealt with Elves and 
savages, knights and peasants, scholars, soldiers, and 
farmers. While he makes good usc of the aura of mystery 
and strength that goes with being a wizard. he also takes 
pains to appear world-weary and common. He avoids 
using magic to impress or frighten. Since it is not his task 
to "match power with power." he instead makes good usc 
of blunt, sensible argument and his commanding grasp of 
lore and honorable behavior. Gandalf can speak with 
commoner or lord, leavening his respect for their separate 
burdens with a humbling. barbed wit. He enjoys the street 
entertainment of setting off fireworks for children, and 
the grand dignity of a royal concert of the harp. 

If Eriador seems less and less likely to witness a defeat 
of the powers of Darkness, Gandalf has the will to save 
what he can of the good and to continue the fight in other 
arenas. His sight reaches far, touching the past, gathering 
courage for the present trouble and patience for a hopeful 
future. Weary, footsore, the Grey Pilgrim will continue 
his travels, if victory takes a thousand years or more. 

GANDALF THE GREY 

(Mid-IbirJ A,gt, ca. TA. 1640) 

L",t 35 (70). 
ROIce: Istar. 
Home: the Grey Pilgrim wanders throughout the lands 

of Eriador, Rhovanion, and Gondor. 

CanJaif tbe Crry in MERP 
(Mid-nirJ A,gt, ca. TA. 1640) 

Hit.s: 200 Melee OS: 140bs Missile OS: I 5sp/ da 
AT: Rigid Leather(120) MovM: 45 

MERP Profession: Mage. 
MERP StaU, CO 102. AG 99. IG 1 10. ST 96. PR 

105. IT 101 
MERP Skills: Acting 6 I, Artistic: Music 5 I ,  Athletic: 

Skiing 3 I, Base Spell 40, Boat Handling 69, Caving 
_ 65, Craft: Smithing 62, Directed Spell 80, Foraging 

I I  I, Influence: Public Speaking I 14, Meditation 
95. Perception I I r. Rope-mastery 45, Signaling 81, 
Sky-Watching 8 I. 

MERP Spells (3780 PPs): Gandalfknows all Mage 
lists and all open Essence lists. 

CanJaif tbe Crey in Rolnnaster 
(Mid-nird A,gt. ca. TA. 1640) 

Lml, 35 (70). 
Hits: 200 Melee 08: J 40bs Missile OS: I 5sp/ da 

AT, 12(120) Mo,M 45 
RM Profession: Magician 
RM Stau: Co 102, Ag 99, SD 103, Me 100, Re 99, 

St 96. Qu 100, Pr 100, In rol, Em 102. 
RM Skills: Artistic (Active): Acting 61, Artistic 

(Active): Singing 51, Artistic (Passive): Music 51 ,  
Athleric (Endurance): Swimming 72, Athletic 
(Gymnastics): Climbing 10 I. Athletic (Gymnastics): 
Skiing 31.  Awareness (Searching): Observation I I I, 
Awareness (Searching} Tracking 57, Communica­
tion: Signaling 8 I ,  Crafts: Rope Mmery 45, Crafts: 
Smithing 62. Crafts: Woodcarving 35, Directed 
Spells: All 80, Influence: Diplomacy 86. Influence: 
Leadership f06, Influence: Public Speaking 1 1 4, 
Influence: Seduction 45, Outdoor (Animal): Riding 
97. Outdoor (Environmental): Caving 65, Outdoor 
(Environmental): Foraging I I 1, Outdoor (Environ­
mental): Star-gazing 81 ,  Outdoor (Environment): 
Weather Watching 8 I ,  Power Awareness: 
Attunement 96, Power Awareness: Read Runes 96, 
Power Manipulation: Channeling 120, Power 
Manipulation: Spell Mastery 106, Science/Analytic 
(BasiC): Basic Math 71, Science/Analytic (Special­
ized): Alchemy 90, SclfConuol: Meditation 95. 
Subterfuge (Mechanics): Disanning Traps 65, 
Subterfuge (Mechanics): Picking Locks 80, Subter­
fuge (Stealth): Hiding 100. Subterfuge (Stealth): 
Stalking IOQ, Technical/Trade (General): First Aid 
105, Technical/Trade (General): Sailing 69, 
T echnical/T rade 01 ocationa!): Administration 40, 
Technical/Trade 01ocational): Navigation 85, 
Technical/Trade 01 ocational): Tactics I J 6, All 
other Lore skills 80. 



RM Spells (5625 PPs): Gandalfknows all base 
Magician lists to his current level, all open Essence 
lists to 20th level. all dosed Essence lists to 20th 
level, the Mentalist lin Mind Speech to 20th level, 
the Secr list Mind Vision to 20th level. 

Appearance: 100. 

Wnth!fs Sp«ial PowtrS 
(MitI-IlnrJ All', (a. TA. 1640) 

Empathy: Gandalf has the ability to underm.nd the 
feelings of others with whom he converses, just as if 
he were raised one of their kind. 

Linguistics: Gandalf the Grey knows 20 languages. His 
mother tongue is Valarin, but he typically s�aks 
Sindarin or Westron. 

Weapon Flexibility: Ganda[f does not become 
attached to any particular weapon he uses on his 
dangerous journeys. In any given time period, he has 
an equal chance of bearing a shortsword, broad 
sword, dagger, or no weapon other than his staff. 
He has a similar OB with all of them. 

WIIJII!fS Pn'lItipAf lImlS 
(MIJ-TIlrJ All', (a. T.A. 1640) 

Narya (Q. "[Ring] of Fire"): Gandalf wears this Ring 
of Power, given to him by Cirdan the Shipwright 
upon his arrival in Middle-eanh. It adds +30 to DB 
and has the following powers: 
• It is invisible while being worn. 
• It allows unlimited use of spells from the RM Fire 

Law and Lore lim, up to 50th level, along with 
the continuous usc of the RM Firtllnnor, IlInlT 
Willi. NonJ(lttl, and Ullpmrnrt spells. It also 
generates a Pray" spell that is +30 to RR and 
morale checks and acts in a 30 radius. 

• Wearers RR role is doubled when resisting 
detection by the Dark Lord. 

• Wearer cannot be stunned and regenerates 3 hits 
per rod. (See Section 9.0 for more information 
on Narya.) 

Robes of Am2n: Grey inside and out. Fashioned in 
Valinor, they provide him prouction like a thick 
hide, but they do not encumber his movements. 

MERP, AT RL(30). 
RM, AT 12(30). 

LOR: +3 to Defense. 

Staff. A small crysul globe nestles in the tip of this 
slightly gnarled, 6' long. magic oak staff. Gandalfs 
attack spells spring forth from this recessed orb. 
The globe glows any brightness or color on mental 
command. 

MERP/RM: x9 pp multipli�. +30 [0 holden DB and 
spell-casting rolls. Glows as a 10 mile Bueon or a 
300' Ulltflilht spell on mental command. 

LOR .. +2 to defense, +2 to Magical. 

Gaurdagnir (5. "Werewolf &ne"): At tht time of the 
First Nonhem War, and during the reign of the 
Warlord Oagorhir in Cardolan, Gandalf witlds this 
black-bladed, mitbrif-alloy broadsword lent to him 
by Cirdan of Lindon. 

MERP/RM + 10 08: ofWarg- and Wolf-slaying. 
LOR: + I Damage. + I Melee OB ycrsus wolva and 

w"". 

GANDALF THE GREY 
{Ll1t-I'birJ Ali, (a. T.A.. 3018) 

uvd, 40(80). 

Ca"Ja!f Iht Crey in MERP 
CU't nirJ Age, (II. T.A. 3018) 

Hits: 200 Mdee OB: IBObs Missile OS: I 5sp/ da 
AT, RL(120) 

MERP Proftssion: Mage. 
MERP St.t" CO 102. AG 99. IG 1 10. ST 96. PR 

lOS. IT 101 
MERP Skills: Acting 66, Anistic: Music 5 I ,  Athletic: 

Skiing 31, Bast Spell 47, Boat Handling 69, Caving 
70, Craft: Smithing 62, Directed Spells 92, Forag­
ing I I  I , lnfluence: Public Speaking 121,  Medita­
tion 102, Perception 1 1 6, Rope-mastery 45, 
Signaling B4, Sky-watching B I .  

MERP Spells (4320 PPs � Gandalf knows all Mage 
lists and all open Essence lists. 

Wllda!f 11K Crey in RtUnnasltJ' 
(La/( Th,J Age, rll. TA. 3018) 

uvd, 40 (SO), 
Hits: 200 Mdee OB: TBObs Missile OS: I Ssp/dOl. 

AT, I2(120) 
RM Profession: Magician 
RM Sucs: Co 102, Ag 99, SO 103, Mt 100. Re 99, 

Sr 96, Qu 100, Pr 100, In 101, Em 102. 
RM Skills: Artistic (Active): Acting 61, Artistic 

(Active): Singing 5 I, Artistic (Passive): Music 5 I ,  
Athletic (Endurance): Swimming 72, Athletic 
(Gymnastics): Climbing 101, Athletic (Gymnastics): 
Skiing 31 .  Awareness (Searching): Observation 1 16, 
Awareness (Searching): Tracking 57, Communica­
tion: Signaling 84, Crafts: Rope Mastery 45, Crafts: 
Smithing 62, Crafrs: Woodcarving 35, Directed 
Spells: All 92, Influence: Diplomacy 91 ,  Influence: 
Leadership I 13, lnfluenct: Public Speaking 1 2  t ,  
Influence: Seduction 48, Outdoor (Animal): Riding 
97, Outdoor (Environmental� Caving 70, Outdoor 
(Environmental): Foraging I I I ,  Outdoor (Environ­
mental): Star-gazing BI, Outdoor (Environment): 
Weather Watching BI .  Power Awareness: 
Attunemenr 101, Power Awareness: Rtad Runes 
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101, Power Manipulation: Channeling DO. Power 
Manipulation: Spell Mastery 1 1 3. Science/Analytic 
(Basic): Basic Math 71, Science/ Analytic (Special­
ized): Alchemy 95, Self Control: Meditation 102, 
Subterfuge (Mechanics): Disanning Traps 65. 
Subterfuge (Mechanics): Picking Locks 80, Subter­
fuge (Stealth): Hiding 100, Subterfuge (Stealth): 
Stalking 100, T echnical/T rade (General): First Aid 
105, Technical/Trade (General): Sailing 69, 
T echnical/T fade 01 oc,uional): Administration 45, 
T echnical/T rade 01 ocational): Navigation 85, 
Technical/Trade 01 ocational): T aetics 123, All 
other Lore skills 80. 

RM SpeUs (6345 PPs): Gandalfknows all base 
Magician lists [0 his currerit level. all open Essence 
lists [0 20th level, all closed Essence lists to 20th 
level. the Mentalist list Mind Speech to 20th level. 
the Seer list Mind Vision to 20th level. 

Appe.arance: 100. 

Cllllda!!s Spttial P�w"s 
(Ulr Third Agt', til. LA. 3018) 

As in the mid-Third Age. 

Canda!!s Prilldpal ltnns 
(U/l Third Agt', (fl. LA. 3018) 

As in the mid-Third Age. except for an exchange of 
weapons. 

Glamdring (S. "Foe-hammer"): Gandalfbears this 
sword after T.A. 2941. aCCJuiring it from a T roll­
lair during the Quest of Erebor. The weapon is a 
magic Elven broadsword made of jlbj!nor. It is a holy 
blade which glows cold blue around Orcs (dim 
within 1000'. and very bright within 100'). (See 
Section 9.0.) 

MERP/RM; +30 tMilbril broadsword. Orc-slaying holy 
weapon. Fumbles only on unmodified attack roll 
0(01. 

LOR: +2 ro Damage. +3 Melee OS versus Orcs. +2 to 
Magical. 

LINYUILE 
Also known as the "Lady of the Lake" and the "Cold 

Ghost." Linyuile is a water spirit. the Maia of Lake 
Nenuial. Her chosen form and clothing are like unto 
those of the Elves who first walked through Eriador on 
the great migration to Valinor ages ago. However, she has 
appropriated the language and many of the mannerisms of 
the population dwelling on the shores of her domain and 
can pass among them undiscovered when she chooses. She 
forges no long-term friendships with Men or Elves, and 
remains apart from their loyalties. Her ways are fickle, 
seldom with any serious purpose, though never with any 
overtly evil intent. She is eCJuaily capable of rescuing a 
ship-wreck victim. if he is facing death bravely, or of 
letting him drown. because he resembles a man long dead 
against whom she bears a grudge. 

The JafUl (mortal body) of Linyuile resembles a pale, 
slim. radiantly young and beautiful Sindarin or DUnadan 
female, with long black hair and piercing. ancient grey 
eyes. The silken shifts she wears would stir recognition in 
anyone with a memory of ancient Elvish dress. Her flesh 
is cool to the touch; she is as damp or dry at any time as 
she pleases. Immune [0 heat or chill, she shivers only when 
realizing some sudden fear or falsehood. Her smiles arc 
rare. given equally to innocence or irony. When she gives 
vent [0 stronger emotions. her sorrow can weaken and her 
fury can frighten unto death. She is capable of eXCJuisite 
kindness and boundless cruelty when she judges need. 

Ifbefriended. Linyuile may let slip lore and foresightof 
great worth. She has made a gift of magic to strangers who 
impress her. She has also visited horrifying fates on those 
who've courted her out of greed or other evil desires. 

A story from the Eketya minstrels presents an idea of 
the risks involved in dealing with such an ancient and 
powerful entity; note that the teller of the tale does not 
understand, in this case, Linyuile's true nature. 

ne Tau of tM Pau Lover 
"A younger son of the Amondirionnath, a knightly 

family sworn [0 House Ekerya, was of a melancholy 
nature and seemed doomed to remain unmarried and 
unsuccessful. When his twentieth spring arrived, how­
ever. he changed, showing a new and intense energy. His 
cousins, finding him suddenly interested in matters of 
lore, business, and romance, thought he might have found 
a lover among the ladies of the nearby citadel of House 
Eketya, and so they watched his movements. Yet he did 
not travel to Bareketta; instead the spies saw him approach 
a ruined fortification by the lake. and there meet a girl, 
lovely to look upon. but unknown to all and dressed like 
a commoner. The Lady Amondiriel, fearing scandal, 
arranged to encounter the maiden as she left the ruins. But 
the girl would say little, and when the lady touched her 
both women recoiled-the maid's hand was ice cold. 

"The lady fled back to her manor and consulted with 
her seers; all were deathly afraid that the boy had be� 
friended a ghost or vampire and that his good health 
would soon fade as the creature drained the life from him. 
So. the cousins waited in ambush at the ruin. TIle lovers 
met again and were confronted, and the maiden was 
threatened with swords and repellent herbs. In appalling 
fury. she struck and broke a sword with the back of her 
fist. Then, thrusting her way directly through a line of 
strong men, she ran to the edge of the ruin and dove into 
[he lake. The younger son would have followed her had he 
not been restrained. And betteroffhe might have been, for 
she did not return; he fell into a deeper melancholy than 
before. bemoaning all she could have or would have taught 
him and eventually took his own life. 

"Yet the curse of the family's rash action did nor stop 
there. Ever after. whenever one of rhe maiden's foes sailed 
upon the lake and chanced to look in the water, he might 
sec a reflection other than his own. It would be a young 



maiden. suring. cold. and malevolent. and as her 
victim screamed in terror the lake whipped up 
into a squall. threatening all aboard with drown­
ing. The family's holdings could not prosper, 
and many of their servanu moved away to Jess 
accursed demesnes. The cousins joined the 
Dagorwaith Aran or simply fled to the eastern 
fiefs. The Lady Amondiriel went mad. and 
within a few years the house was extinguished as 
a pow(r in the district." 

lINYu,'" 
uvel: 200. 
Race: Maia 0N ater Spirit)' 
Home: Nenuial in north(m Eriador. Occa­

sionally sh( ventures up the surrounding 
strums and down [h( Baranduin as far as 
the town of Rood, 5e<:retly she attends 
evenu on the shores of the lake. particu­
larly weddings. Linyuilc was present at 
every royal coron;lltion ;lind birth in the 
royal palace at Annuminas until iu 
destruction in T.A. 1409. 

u'lIytliU' ill MERP 

Hits: 450 Melee OB: 250MAst Missile OB: 2IOro 
AT, No (150) 

MERP Profession: Mage. 
MERP 5"", ST 1 10; AG 120. CO 1 1O. IG 88. IT 

120. PR 105. 
MERP Skills: Ambush 30. Athletic: Diving 300. Base 

Spell OB 100. Climb 200. Directed Spells 200. 
Disann Trap 130. Martial Arts: Expert Sweeps 250. 
Perception ISO, Pick Lock 130. Ride 100. Stalk/ 
Hide 130. Swim 300. Track BO. 

MERP Spells (1.500 PPs): Linyuilc knows all open 
Essence lists. all Mage base list. all Bard base lists. 
and all open Channeling lisu to 10th levd. although 
she may have to concentrate for a while to remem­
ber some of them. 

Lllytlili ill Rolmuultr 
Hits: 450 Melee OB: 250MAstIV Missile OB: 2 I Oro 

AT, 4 (150) 
RM Profession: Magician. 
RM Stats: St 1 10. Qu 120. Em 100. In 120, Pr 105. 

Ag 120. Co 1 10. Me85. Re 93. SD 101. 
RM Skilli: Athletic (Endurance): Swimming 300. 

Athletic (Gymnastics): Climb 200. Awareness 
(Searching): Obs(rvation 150. Awareness (Search­
ing): Tracking 130. Directed Spells: All 200. 
Martial Arts (Sweeps): Degree Four 250. Outdoor 

(Animal): Riding J 00, Subterfuge (Attack): 
Ambush 30. Subterfuge (Mechanics): Disanning 
Traps 130. Subterfuge (Mechanics): Picking Locks 
130, Subterfuge (Stealth): Hiding 1 30. Subterfuge 
(Stealth): Stalking 130. 

RM Spells (3.000 PPs): Linyuile knows all Essence 
lisu. and all open and closed Channeling and 
Mentalism spells to 30th level. although she may 
have to concentrate for a while to remember some 
of them. 

Appearance: 105. 

LinytliU�1 PrincipAl Itmu 
M:agical Vessels: Linyuilc is seldom encountered 

bearing any constructed item. and actively dislikes 
weapons. She has in her home at the bottom of 
Nenuial a number of useful things taken from 
wrecked ships; among them are slivers of wood 
from various wrecks that she can transfonn into 
magical boau of the same sort. 

MERP/RM: Boat transformation com IO pp$ and 
requiru I round of concentration ptr foot of 
ship length. 

LOR.: Boat U'ansformalion costs 5 Endurance points for 
small \·t.S5ds (less than 20' long) and 15 Endur­
ance points for large onu (20' or more). The 
transformation is complete in 3 minutes. 

• 
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8.6 FIGURES FROM 
OTHER TIMES 

8.6.1 FIGURES FROM THE 
SECOND AGE 

ELENDIL THE TALL 
Elcndil was the only son of Amandil of Anduni�. last 

lord of the Faithful of Westcrnessc. Warned of the 
impending destruction ofNumenor. Elendil and his two 
sons-Isildur and Anarion--Icd the remaining Faithful 
across the sea to Endor. They saved the seven paitlnl(ri, the 
great seeing-stones, as well as the Rod of Andunie, symbol 
of their ancestral house. Through Isildur's courage. they 
preserved the line of the sacred White Tree Nimloth­
Isildur stole a fruit from the Numcn6rean capital before 
they set sail for Middle-earth. 

In the wild seas that resulted from the Downfall of 
Numenor, Elendil's ship went northward. His sons were 
swept south to the Bay of Bel fa las. Elendil founded Arnor 
and built the capital city of Annuminas by Lake Nenuial, 
a site he had visited on earlier visits to Endor. His sons 
ruled the South-kingdom of Gondor, but Elendil was 
high king of both realms from their origin in SA 3320 
until his death in SA 344 I .  

Sauron. convalescing in Mordor after the cataclysm 
that engulfed Numenor, soon learned that his enemy 
Elendil was sening up a DUnadan realm on the very 
borders of the Black Land. Enraged, he spent a century 
feigning peaceful intent, then gathered his forces and 
struck Gondor in S.A. 3429. Its eastern fief was quickly 
lost, but, while Anarion defended the Anduin, Isildur 
cleared a path northward to maintain a link with Arnor. 
Elendil called upon his friend and ally Gil-galad the High­
elven king, and together they formed the Last Alliance of 
Elves and Men against Sauron. The war raged from S.A. 
3429 until SA 344 I ,  and in the end the Free Peoples 
vanquished the Dark Lord's minions. During the last 
battle upon the slopes of Orodruin, the Dark Lord 
engaged Gil-galad, Elendil, Isi/dur, and Elrond Half­
elven in direct combat. The Evil One slew both of the high 
kings and destroyed their mighty weapons, but Isildur cut 
the One Ruling Ring from Sauron's hand. Without the 
Ring, the Dark Lord's form dissipated, and a costly 
victory was won. The surviving leaders of the Free Peoples 
retreated to rebuild their devastated lands. 

Elendil was an intimidating presence. He stood well 
over 7' in height and bore the legendary sword Nani!. 
Handsome, athletic, and intelligent, he seemed the image 
of an idealized monarch. As Gil-galad, in life, had domi­
nated the Second Age in Eriador, Elendil, in death, 
dominated the Third. The Kingdom of Arnor was his 
dream, a state perpetually at peace with its neighbors and 
bound to the ancient beliefs of the Faithful and their 
friends, the High Elves. Troubles eventually left Arnor a 
desiccated ghost of his original creation. However, thou­
sands of years after his death, Hobbits still walked the 

roads he'd buik men still ruled by his laws. and humble 
Ranger-chieftains still judged themselves by the standards 
of leadership Elendil had set in an ancient distant age. 

ELENoIL THE TAU 
Level: 60. 
Race: DUnadan (Numenorean). 
Home: Numenor; then Amor. 

Elendi! ill MERP 

Hiu: 180 Melee OB: 205 Missile OB: 195 
- AT, PI", (205) 
MERP Profession: Warrior. 
MERP Suu: Co 101, Ag 102, Ig 98. St r03, Pr 104, 

It 104. 
MERP Skills: Acrobatics 90. Acting 90. Artistic: 

Music 50. Artistic: Singing 54, Athletic: Dance 75, 
Athletic: Diving 80, Athletic: Frenzy 35. Athletic: 
Sailing 90. Athletic: Sports 72. Climb 80, First Aid 
65, Foraging 50, Influence: Administration 88. 
Influence: Diplomacy 90, Influence: Public Speak­
ing 1 10. Influence: Seduction 85, Influence: 
Trading 84. Lore: Architecture 50, Lore: As­
tronomy 45. Lore: Navigation 90, Lore: Strategy 
75, Lore: Tactics 84. Martial Arts: Standard Strikes 
98. Martial Arts: Standard Sweeps 70, Meditation 
80. Perception 1 10, Ride 88, Sky-Watching 50. 
Stalk/Hide 90, Swim 83, Track SO. 

MERP Spells (300 PPs): Physical Enhancement 
(10th). Essence Hand (10th), Illusions (10th). 
Unbarring Ways ( lath), Spell Ways (10th), 
Essence's Ways (10th). Spirit Mastery (10th). 
Essence Perceptions (10th). 

EUlldi/ in Rolemaster 
Hits: ISO Melee OB: 205bs Missile OB: 1951b 

AT, 20 (20S) 
RM Profession: Fighter. 
RM StaU: St-l03, Qu fOO. Em 101. In I04, Pr I04, 

Ag 102, Co IOI, Me 99, Re 98, SD 103. 
RM Skills: Artistic (Active): Acting 90, Artistic 

(Active): Dancing 75, Artistic (Active): Singing 54, 
Artistic (Passive): Music 50, Athletic (Endurance): 
Swimming 83, Athletic (GymnastiC): Acrobatics 90, 
Athletic (Gymnastics): Athletic Games 72, Athletic 
(Gymnastics): Climbing 80, Athletic (Gymnastics): 
Diving 80, Awareness (Searching): Observation 
I IO, Awareness (Searching): Tracking SO, Influence: 
Diplomacy 90, Influence: Public Speaking 1 10, 
Influence: Seduction 85, Influence: Trading 84, 
Martial Arts (Strikes): Degree Three 98, Martial 
Arts (Sweeps): Degree Three 70, Outdoor (Ani- • 
mal): Riding 88, Outdoor (Environmental): 
Foraging 50, Outdoor (Environmental): Star 
Gazing 45, Outdoor (Environmental): Weather 
Watching 50, Self Control: Frenzy 35, Self Control: 
Meditati.?n 80, Subterfuge (Stealth): Hiding 90. 



Subterfuge (Stealth): Stalking 90. T echnical/T rade 
(General): First Aid 65, Technical/Trade (General): 
Sailing 90, Technical/Trade (Professional): 
Architecture 50, T echnical/T rade (Professional): 
Military Organization 75. Technical/T rade 
0'ocational): Administration 88, Technical/Trade 
0' ocational): Navigation 90, T echnical/T rade 
(Vocational): Tactics 84. 

RM Spells (458 PPs): Delving (10th), Cloaking 
(10th). Damage Re.o;istance (10th), Anticipations 
(10th). Attack Avoidance (IOth� Brilliance (lOth� 
Self Healing (10th), Detections (I Orh). Illusions 
(10th). Spell Resistance (10th). Sense Mastery 
(10th). Gas Manipulation (IOth� Shifting (10th). 
Liquid Manipulation (10th). Speed ( lOth� Mind 
Mastery (I Oth � Solid Manipulation (I Oth � 
Telekinesis (10th). Mind's Door (10th). Movement 
(10th). 

Appeannce: 100. 

ElmJjl's Pritltip41 ltmu 

Hannar Arnanoreo (Q. "Heirlooms of the North­
kingdom"): Elendil's primary magical possessions 
become the heirlooms of Arnor; [hose not lost over 
the course: of the Third Age become the heirlooms 
of the Reunited Kingdom in [he Fourth Age. (See 
Section 9.0 for their description.) 

GIL-GALAD 
Originally known by his birth-name of 

Ereinion, Gil-galad acquired hisllnmi(Q. "givt:n­
n;une") upon his ascension to the throne of 
Lindon. He was a great and wise leader, the last 
of the Nolderin monarchs, being the son of 
Fingon, who was the son of Fingolfin, who was 
the son of Finwt', who rose with the first awak­
ening of the Elves in the dC'C'ps of time. 

Born in ancient Beleriand before the destruc­
tion of the £Ivish realms by Morgorh. he was 
sent by his father to dwell with Cirdan the 
Shipwright in the havens of Falas. He escaped 
the sack of the havens. this time fleeing to the Isle 
of Balar. Following the deaths of Fingon and 
T urgon, he became High King of the Noldor. 
When Cc:lcborn departed Harlindon, the re­
maining Grey-dves joined themsdves to Gil­
gOliad. 

Gil-galad was undeceived by Sauron's maskof 
friendship when that fallen Maia appeared as 
Annatar in the thirteenth century of the Second 
Age and did not allow him into Lindon. When 
Sauron openly assaulted Eregion. Gil-galad scnt 
reinforcements under Elrond which allowed the 
defenders to hold out longer and evenrually 
enabled some of them to escape. With the aid of 
T ar-Minastir, eleventh King ofNumenor. Sauron 
was defeated and driven out of the Wdt. When 
Sauron again rose to power after the fall of 

Nlimenor. Gil-galad renewed the alliance with the surviv­
ing Dunedain and defeated Sauron again in the War of the 
Last Alliance of Elves and Men. Gil-galad. however, fell 
in single combat with Sauron on the slopes of Mount 
Doom. alongside his friend, the High King Elcndi!. 

Gil-galad was one of Middle-earth's greatest. noblest, 
most honorable. and most consistent leaders. His realm of 
Lindon was the longest lasting Elven kingdom in Middle­
earth. Sindarin. the language of Lindon and Gil-galad's 
court, became [he common tongue of philosophy and 
civilization over a vast reach of Endor. and kings and 
princes measured the strength of their realms and the 
quality of their justice against the standards set by Gil­
galad. He was extremely wise. perceptive. and a faultlds 
judge of character and intent. Physically he had the 
remarkable physique of the greatest Noldorin princes 
(7'6"), the fair golden hair found in his august lineage, and 
the penetrating blue eyes of the Vanyar. 

Gll-GAtAO 
uvd: 100. 
Race: Noldorin Elf. 
Home: Born in Hithlum. then lived in the havens of 

the Falathrim. tht"n went as a fugitive to the Isle of 
Balar. and finally served as King of Lindon. 

1 6 1  
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Cil-,pLiJ in MERP 
Hies: 225 Melee: OS: 430 Missile OB: 340 

AT Plm(240) 
MERP Profession: Warrior. 
MERP SCats: Ag !OJ, Co 100. Ig IOS, In 107, Pr 

105, St 102. 
MER? Ski.lls: Base: Spell OB 100, Directed Spells 1 10, 

Influence: Administration 180. Influence: Diplo­
macy 165, Influence: Public Speaking 152, Martial 
Arts: Standard Strikes 1 50, Martial Arts: Standard 
Sweeps I SO, Perception 2 I 0, Ride 170. Stalk/Hide 
ZOO. 

MERP Spells (600 PPs): Spell Ways (10th), Essence's 
Ways ( 10th). Essence PerCeptions ( 10th). Detec­
tion Mastery (10th), Sound/Light Ways (10th). 
Calm Spirits (10th), Surface Ways ( 10th). Prott'c­
cions (10th). Spell Defense (10th), Nature's 
Movement (10th), Nature's Lore (10th). Plant 
Mastery (r Oth). Direct Channeling ( 10th). Animal 
Mastery (I Orh). Bone/Muscle Ways ( lOth). Blood 
Ways (10th). Organ Ways (10th). Purifications 
( 10th). Creations (10th). 

Cil.lfIlAJ in RolnnastN' 
Hits: 225 Melee as: 430sp Missile as: 340th sp 

AT, ZO (Z4O) 
RM Profession: Astrologer. 
RM SUt5: Co 100. SO 104. Ag r03. Me 105. Re 

106. St 102. Qu 104. Pr 105. In 107. Em 105. 
RM Skills: Awareness (Searching): Observation 210. 

Directed Spells: All 1 10. Influence: Diplomacy 165. 
Influence: Public Speaking 1 52. Martial Arts 
(Strikes) Degree Three 150. Martial Arts (Sweeps): 
Degree Three 150. Outdoor (Animal): Riding 170. 
Subterfuge (Stealth): Hiding 200. Subterfuge 
(Stealth): Sulking 200. T echnical/T rade (Voca­
tional): Administration 180. 

RM Spells (1 . 100 PPs): Time's Bridge (50th). Way of 
the Voice (50th). Holy Vision (50th). Far Voice 
(50th). Starlights (50th). Starsense (50th). Spell 
Defense (20th). Barrier Law (20th). Detection 
Mastery (20th). Lofty Movements (20th). Weather 
Ways (20th). Purification (20th). Concussion's 
Ways (20th). Nature's Law (20th), Blood Law 
(20th), Bone Law (20th). Organ Law (20th). 
Muscle Law (20th). Nerve Law (20th). Locating 
Ways (20ch), Calm Spirits (20th), Creations 
(20th). Symbolic Ways (20th), Lore (20ch). 
Delving (20th). Cloaking (20th), Attack Avoidance 
(20th). Illusions (20th), Sense Mastery (20th). Gas 
Manipulation (20ch). Shifting (20th), Liquid 
Manipulation (20th). Speed (20th), Solid Manipu­
lation (20th), Telekinesis (20th). Mind's Door 
(ZOth), Mo"m,nr (20th). 

Appearance: 105. 

Gii-lfIlaJ's Printipal Itmrs 
Aeglos (S. "Snowthom"): A great spear made of pure 

white rag. It protects its wielder vs. any cold and the 
draining power of undead. Aeglos was destroyed by 
Sauron's Gaunclet of Slaying on the slopes of 
Orodruin, but Gil-gaJad's fatal contest with Sauron 
permitted Elendil to strike the Dark Lord down. 

MERP: +88 OB; Holy weapon; triple. concussion 
damage: secondary Cold and Impact criticals; 
casts any of the following spells up to 3x/ day (up 
to twice txr round) at 50th level of ability: 
BklJtlwrn, Ut &11 (with 5x damage), Rtgmml;o" lll, 
HUll 10, Rtsisll/llfr. 

RM: +88 OS; Holy wtapon; triple: concussion damage; 
Cold and Impact critical! of one less severity; 
cam any of (he: following spells up (0 3x/ day (up 
to twice per round) at 50th level of ability: 
B/"Jrtum l, 1ft &11 (with Sx damage:), Rrtc"mliol1 V, 
U"pai" 50%, RtJisfallfr T r1I4'. 

LOR: +8 Damage; +4 Melee OB; casts any of the 
following twice per combat: ShitiJ, Firr &11, Hra� 
ProlttliOM from Magir. 

Vily:a (Q. "[Ring] of Air"): Gil-galad was never able to 
wear this Elven ring while he had it in his posses­
sion. because Sauron's One Ring could dominate it 
(See Section 9.0.); he passed it on to Elrond before 
his death. 

Robes of Aman; naturally silver-white, they change to 
any desired coloring and/or mottling. 

MERP: + 100 Hide; casts ShirlJ at will. 
Rltf: + 100 to hiding maneuvers; casts D;spillrtllltl1l Vat 

will. 
LOR, + 10 to any hiding maneuvers; casts Shield at will. 

Crown of Lindon: woven from sprigs of the White 
Tree ofV:alinor, it protects as a full helm. 

MERP: xl0 multiplier; wearer can maimain concentra­
tion spells without concentration (lip to f round 
per level): negates 50% of all head criticals. 

RM: x 10 multiplier for all realms; wearer can maintain 
concentration spells without COllcentration (up to 
f round per lev<:l): negates 50% of all head 
criticals. 

LOR: +50 Endurance; +2 on all spell casting attempts: 
+ I Defense (no other penalties). 

Veil of Lindon: a cape with the same coloring proper­
ties as Gil-galad's Robes of Arnan, it swirls to 
defend its wearer like a full shield. It provides a 
glow about the wearer chat gives him an aura image 
of god-like power. 

MERP: +50 DB; all attacks against wearer have: a -25 
modifier. 

RM: +50 OS; all attacks against wearer have a -25 
modifier. 

LOR: +5 Defense (no penalties). attacks against wearer 
have -2 to attacker's Melee OS. 

• 



8.6.2 FIGURES FROM T.A. 1409 

AR.VELEG I, KING OF AR.THEDAIN 
A haughty warrior. famed for his skill with his white 

bow. Arvdeg I was the eighth King of Anhedain. He: led 
the DUnedain against the invading anniu ofRhudaur and 
Angmar in T.A. 1356 after the death of his father, Argeleb 
y, in baldt. He feared dissension and military weakness in 
his ki�gdom and was fond of pomp and splendor. Arvdeg 
I fell 10 the struggle for Amon SuI in T.A. 1409, slain by 
an unknown Angmartan soldier. 

ARYaEG I. KING OF ARTHEOAJN 
Level: 28. 
Race: DUnadan. 
Home: Farnan Erain. 

Arvlhg ill MERP 

Hits: 170 Melee 08: 190 Missile 08: 195 
AT, PI", (60) 

MERP Profession: Warnor. 

, 

MERP Sub: Co 99, Ag 100. lg 97. St 101. Pr 100, Ir 
9 1 .  

MERP Skills: Influence: Diplomacy 60, Influence: 
Ltadership 80, Lore: Strategy and Tactics 90. 

MERP Spells (84 PPs): Nature's Guises (5th), 
Nature's Ways (5th), Dettction Masury (IOth� 
Sound/Light Ways (10th), Calm Spirits (10th), 
Surface Ways (10th), Prouctions (10th), Spell 
Defense (10th), Nature's Movement (IOth� 
Nature's Lore (10th). 

A.rvtkg in Ro!nn..s'tr 
Hits: 170 Melee OB: 190ss Missile OB: I95cp 

AT, 19 (60) 
RM Profession: Fighter. 
RM Stats: Co 99, SO 89, Ag 99, Me 90, Re 98, Sr 

101. Qu rOI. Pr 100, In 91, Em 78. 
RM Skills: Influence: Diplomacy 60, Influence: 

Leadership 80, T echnical/T rade (Professional): 
Military Organization 90, T echnical/T rade 
(Voc2tional): T aeries 90. 

RM Spells (165 PPs): Spell Defense (10th), Barrier 
Law (10th), Detection Mastery (IOth� Lofty 
Movements (10th), Weather Ways (10th), Sound': 
Ways (10th), Light's Way (10th), Purification 
(10th), Concussion's Ways (10th), Nature's Law 
(10th), Inner Walls (10th), Path Mastery (10th). 

Appearance: 100. 

A.rvtkg's Pril'l(iIN'i llnns 

Hannar Amanorw (Q. "Heirlooms of the North­
kingdom"): Arvdeg �ars the heirlooms of both 
Arnor and Armedain. The first of these is describe( 
in Section 9.0; the Heirlooms of Arthedain are also 
used by Argdeb II. (See Section 8.1.1.) 

MALBORN ARMENELDIR 
Malbom, the T;I;inted Seer, rose quickly in the Heren 

Cenoron (See Section 6.4.2.). maint2ining the trust of his 
king for all of his long and prosperous if deceitful life. 
Famed for his flowing scarlet robes and flashing gold ring. 
the tall and degantMalborn was swayed by wealth, power, 
and the promise of tutelage under the Witch-king himself 
[0 join the forces of Darkness around T.A. 1400. His 
personal library of sorcerous tomes was unmatched in the 
North-kingdom. 

L<vd, 25. 
Race: DUnadan. 

M.U.!oRN ARMENao.R 

Home: MalOOrn High, north of Foroost. 

MalbCH"'l'l in MERP 

Hits: 70 Melee OB: 85 Missile OS: 30 
AT, Non, (70) 

MERP Profusion: Mage. 
MERP Suts: Co 56, Ag 79, Ig 101, St 71, Pr 99, It 

99. 
MERP Skills: Base Spell OB 50, Directed Spells 50, 

Influence: Diplomacy 40, Influence: Public Speak­
ing 4O. 

163 
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MERP Spdls (225 PPs): Physical 
Enhancement (10th). Essence 
H",d (IOth). lIIw;on, (1 0th). 
Unbarring Ways (1 0th). Spell 
Ways ( 10th), Essencc's Ways 
(10th). Sp;c;, M",tty (1 0th). 
Essence's Perceptions (1 0th). Earth 
Law (10th), 1ct Law (10th). Light 
uw (10th). F;e< uw (10th). Lofry 
Bridge (10th). Water Law (10th), 
Living Change (10th), Wind Law 
(10th). 

MlIlborn in Roltmasttr 

Hits: 70 Mdee 08: 8555 Missile 08: 
30th da 
AT, 2 (70) 

RM Profession: Seer. 
RM Scats: Co 56, SD 90, Ag 79. Me 

101. Re 101. St 71.  Qu 84, Pr 99, 
In 99, Em 60. 

RM Skills: Directed Spells: All 50. 
Influence: Diplomacy 40, InfIuenc� 
Public Speaking 40. 

RM SpeDs (367 PPs): Dc:lving 
(10th). Clo.k;ng ( 10th). Acu<k 
Avoidance (25th). Detections 
(10th). Sense Mastery (10th). Gas 
Manipulation (25th), Mind 
Mastery (25th). Tdckinesis (10th). 
Movement ( 10th), Past Visions 
(25th). Mind Visions (25th), True 
Perception (25th). Future Visions (25th), Sense 
Through Othm (25th), True Sight (25th). 

Appearance: 88. 

Ma/born's Special Powers 

Palantir M.a.stuy: Malborn is trained in the usc of the 
p<li4l1lfri. 

Mafborn', Prilltipaf Items 

Wand of Fear: 3' long, casts images of death into the 
minds of all within a 30' radius. 

MERP/RM: RR versus wield�r'5 b.lSt ,mack; fail by I-
20 r�sults in Fr�'(u spdJ), 2140 �sults in TtmIr 
(urgrr cowers seruming. effectively stunned). 
41 + rc.sults in MillJ T".rilll (-100 to e�h menta'! 
star, regain only 50 at the rate of I p« w�ek); all 
general effects last for I round p« 5% failu�. 

LOR: Roll 206, subtnCt target's Magio.l skill. add 
widder's Magical skill; rc.sult is the number of 
minutc.s that the urger cowers in fear; if the rc.sult 
is 12+. the urge! pmnanenciy 10$($ 1 point from 
Intelligence. 

Gold Ri.ng: Inset with a red crystal. 
MERP; +7 adder; x3 multiplier. 
RM: +7 Mentalism .lddcr; xJ Mentalism multiplier. 
LOR: +50 Endura.nce. 

Robes of Tom Yom: His brightly colored robes. 
MERP/RM: outcNolxs +15 to all RRs and DB; 

under-robes arc +40 to all RRs and DB. 

LOR; outer-rolxs a� + 1 Defen$( (with no other 
penalties) .lnd + 1  to resist all illness and magic. 
under-rolxs arc +4 to Defense (with no other 
penalties) and +4 to resist all illness and magic. 

8.6.3 FIGURES FROM T.A. 1974 

ARANARTH. CROWN.PRINCE OF 
ARTHEDAIN 

Arvedui's son, the Crown-prince Aranarth ruled as the 
first of fifteen chieftains of the Rangers of the North. 
Renowned as a slayer of Trolls and "the man who leaves 
no footprints," Arananh led the Rangers for over one 
hundred and thirty years, a trying period during which tht 
DUn(dain had linlt reason for hope. Inspirational to his 
followtrs, ht was as bold 3S a Riverman. crafty as a DW3rf, 
3nd wood-wise as an Elf; Ar30arth was the pcnultim3u 
ranger. 

ARANARTH AS CROWN PRINCE 

Level: 18. 
Race: DUmdan. 
Home: Foq)ost Erain. 

• 



Arll'lIlI',.,b tbe Crawn PrillU II MER.P 

Hits: 1 19 Melee 08: 120 Missile 08: 125 
AT, Ch,;n (65) 

MERP Profession: Ranger. 
MERP S[2ts: Co 101, Ag 89, Ig 98, St 95, Pr 99, It 

IOI. 
MERP Skills: Ambush 18, Influence: Diplomacy 30, 

Influence: Leadership 70, Influence: Public Speaking 
40, Perception 90, Stalk/Hide 90, Track 80. 

MERP Sp<ll, (144 PP,), P"h M�"'Y ( lO<h). 
Moving Ways (10th). Narure's Guises (10th), 
Nature's Ways (10th). Surface Ways (10th). 
Protections (10th). 

Aratlll'rtb fht CrowII Prille( ill Rolnnasttr 

Hits: 1 19 Melee 08: 120ss Missile 08: 1 25cp 
AT, [3 (65) 

RM Profession: Ranger. 

, 

RM Sr.a15: Co 101,  SD 100, Ag 90, Me 99, Re 97, St 
95, Qu 89, Pr 99, In 101, Em 99. 

RM Skills: Awareness (Searching): Observation 90, 
Awareness (Searching): Tracking 80, Influence: 
Diplomacy 30, Influence: Leadership 70, Influence: 
Public Speaking 40. Subterfuge (Att3ck): Ambush 
18, Subterfuge (Sre3Ich): Hiding 90, Subterfuge 
(Stealth): Stalking 90. 

RM Sp<II. (292 PP'J. Sp<1I D,(,n" (IO<h). P"h 
Mastery (20th), Moving W3YS (20th), Nature's 
Guises (20th), Inner Walls (20th), Nature's Ways 
(2O<h). 

Appearance: 85. 

ARANARTH AS CHIEFTA.IN OF THE RANGERs 
Level: 32 
Race: Dunadan. 
Home: Rivendell; famous for his constant travels. 

Arll'lIlI'rtb ilbe Oiiftll'ill II MERP 

Hits: 150 Melee 08: 170 Missile 08: 175 
MERP Skills: Ambush 32, Climb 80, Influence: 

Diplomacy 70, Influence: Leadership 90, Influence: 
Public Speaking 60, Perception 1 30, Ride 70, 
Stalk/Hide 130, Track 120. 

MERP Sp<U, (256 PP,), P"h M�"'Y ([  O<h). 
Moving Ways (10th). Nature's Guiscs (10th), 
Nature's Ways (10th). Surface Ways (10th), 
Protections (10th), Detection Mastery (10th), 
Sound/Light Ways (10th), Calm Spirits (10th), 
Spell Defense (10th), Nature's Movement (10th), 
Nature's Lore (10th). 

Arll'lIartb ,be Oiiftaill ill RolnrJluftr 

Hits: 150 Melee 08: 170ss Mi55ile 08: 175cp 
RM Skills: Athletic (Gymnastics): Climbing SO, 

Awareness (Searching): Observation 130, 
Awareness (Searching): Tracking 120, 

Influence: Diplomacy 70, Influence: 
Leadership 90, Influence: Public Speaking 
60, Outdoor (Animal): Riding 70, 
Subterfuge (Art:l.ck): Ambush 32, Subter. 
fuge (Stealth): Hiding ' 30, Subterfuge 
(Stealth): Stalking 130. 
RM Spells (256 PPs): Spell Defense 

(10th), Barrier uw ( 10th), Detection 
Mastery (10th). Lofty Movements ( 10th). 

Weather Ways (10th), Sound's Ways (10th), 
Light's Way (10th), Purification (10th), 
Concussion's Ways (10th). Nature's Law 

(10th), Path Mastery (25th), Moving Ways 
(25th), Nature's Guises (25th), Inner 
Walls (25th), Nature's Ways (25th). 

Arll'lIartb's Prilll"ip41 htmJ 
Stone: made of white adamant, it forms the 
center of the Seven Stars emblem on his black 
helm. 
!>fERP; ,,4 multiplier; choict (once per day) of: no 

footprints or act as if Ha$�J for I round/level. 
RJ,f: ,,4 Channding multiplier; choict (onCt per day) 

of: no footprints or act as if H,.s�J for I round/ 
level. 

LOR: +20 Endurance; choict of doing one of the 
following (once per day): bve no footprints or a 
free 5prrJ spell. 
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ArwJ"i 

Eresseleni: Aranarth has a collection of these ranger 
stars taken from comrades who've died in the wars; 
he carries them in a pouch on his belt. (See Section 
9.0.) 

MERP/RM: +40 to all efforts needing physical 
endurance. 

LOR: +4 to all efforts needing physical endurance. 

Black AdMen: Troll-slaying shoruword. 
MERP/RM: +20 OB; Slaying criricals versus Trolls. 
LOR: +2 Damage, + I Mdee OB versus Trolls. 

Composite Bow: triple nonnal ranges. 
MERP/RM: +20 DB. 
LOR: +2 Damage. 

Black mail: shift beneath de�p green garb. 
MERP/RM: +20 DB. 
LOR: +4 [ftfense, -2 Subterfuge. -2 Movement, -2 

Magical. 
Ranger's Cloak. 

MERP/RM: +40 to Sulk/Hide. 
LOR: +4 to stalking and hiding maneuvers. 

AR VEDUI, KING OF AR THEDAIN 
The last Kingof Arthedain, Arvcdui, ruled butten years 

before foundering in the ice. His tragic escape to Forochel, 
typical of the haste with which he was forced to make 
decisions about matters of state, fulfilled Malbeth the 
Seer's darkest prophecy. For moS{ of his brief reign, 
Arvedui relished court life, music, and flowers, and unlike 
many of Arthedain's kings had little interest in physical 
contests and military training. Like Argeleb II, he was a 
brooding figure during the last few years of his rule. 
1\rvedui may have taken to heart the ambiguous but glum 
predictions of his seers, as ifhe had no way of influencing 
events and no hope of changing them. 

ARVEDUI, K1NG Of ARTHEDAIN 
Level: 24. 
R.2ce: Dunadan. 
Home: Fomost Erain. 

Arvtdl4i in MERP 
Hits: 159 Melee OS: 165 Missile OS: 170 

AT, Pb" (60) 
MERP Profession: Warrior. 
MERP SUts: Co 97, Ag 95, Ig 89, St 98, Pr 90, It 
87. 
MERP Skills: Ambush 5, Influence: Administration 
40, Influence: Diplomacy 60, Influence: Leadership 
70, Lore: History of the DUnedain 75, Lore: 
Strategy and Tactics 45, Ride 60, Stalk/Hide 40. 
MERP Spells (96 PPs): Detection Mastery (5th), 
Calm Spirits (5th), Surface Ways (5th), Protections 
(5th), Spell Defense (5th), Nature's Movement 
(5th), Nature's. 

Arvtdl4i in Rolmuultr 
Hits: 159 Mdee OS: I65ss Missile 08: 170cp 
AT, 17 (60) 
RM Profession: Fighter. 
RM Stats: Co 97, SO 90, Ag 95, Me 91,  Re 87, St 
98, Qu 97, Pr 90, In 87, Em 76. 
RM Skills: Influence: Diplomacy 60, Influence: 
Leadership 70, Lore (General): DUnadan History 
75, Outdoor (Animal): Riding 60, Subterfuge 
(Attack): Ambush 5, Subterfuge (Stealth): Hiding 
40, Subterfuge (Stealth): Stalking 40, T echnical/ 
Trade (Professional): Military Organization 45, 
T echnical/T rade 0' ocational): Administration 40, 
T echnical/T fade (Vocational): Tactics 45. 
RM Spells (184 PPs): Spell Defense (5th), Barrier 
Law (5th), Detection Mastery (5th), Lofty Move­
ments (5th), Light's Way (5th), Nature's Law 
(S'h). 

Appe2nnce: 97. 



ArVlJwj', PrilKiJHIl ltnns 

Hann:lT Amanoreo (Q. "Heirlooms of the North· 
kingdom"): Arvedui has the use of the heirlooms of 
both the kings of ArnOT and those of the kings of 
Arthedain. (See Section 9.0.) His usu:lI combat garb 
is listed below. 

Bre.:astpl.:ate: emblazoned with the Seven Stars of the 
North, worn over a chain shirt. 

M.ERP/RM, +20 DB. 
LOR: +5 Oefen�. ·2 Subrmuge . •  2 Mo�ment. ·J 

M;tgical. 

BI.:ack Helm. 
M.ERP/RM; +5 DB. 
LOR: + I DefeflS('. , 

BUCCA OF THE MARlSH 
Bucca, Chieftain of the Marish-that territory which 

includes the marshy farmlandson the western banks of the 
Brandywine-was dected as first Thain of the Shire in 
T.A. 1979. Until the rise of Buckland and the mighty 
Took d.:an, all th.:ains wen descend.:anrs of this unique 
Hobbit. founder of the Oldbuck family. A lover of food 
and poliric.:al argument, Bucca srood up [0 Men who 
threatened the Shire and bravely represented his folk at 
great risk. He was a life-long friend of Aranarth, Chieftain 
of the Rangers. 

BUCCA OF TI-lE MARJSH 

Level: 6. 
Race: Harfoot Hobbit. 
Home: Stock, on the edge of the Marish. in [he Shire 

BII((OII i" MERP 
Hit.s: 64 Melee OB: 90 Missile OB: 90 

AT: Rigid Leather (50) 
MERP Profession: Warrior. 
MERP St.:ats: Co 92, Ag 99, Ig 94, St 78, Pr 99, It 99. 
MERP Skins: Ambush 5. Influence: Administration 

30, Influence: Diplomacy 45. Influence: Leadership 
60, Influence: Public Speaking 40, Perception 50, 
Stalk/Hide 60, Track 50. 

BII((4 i" Rolnru.sftr 
Hit.s: 64 Melee OB: 90ss Missile OB: 90sb 

AT, 10 (50) 
RM Profession: Fighter. 
RM Stats: Co 92, SD 88, Ag 99, Me 85, Re 96, Sf 78, 

Qu 100, Pr 99, In 99, Em 80. 
RM Skills: Aw.:areness (Searching): Observation 50, 

Awareness (Searching): Tracking 50, Subterfuge 
(Atrack): Ambush 5, Influence: Diplomacy 45, 
Influence: Leadership 60, Influence: Public SiXaking 
40, Subterfuge (Stealth): Hiding 60, Subterfuge 
(Stealth): Stalking 60, Technical/Trade (Voca­
tional): Adminimation 30. 

Appearance: 92. 

Bllw,'s PriMJH'l ltnns 

Weapons: Bucca has [he use of the "Thain's 
Mathoms." (See Section 9.0.) Normally, however, 
he simply c.:an-ies .:a non-magical sword and wears a 
padded leather jerkin in his role as Chieftain of the 
Marish and as [he peacetime Thain of the Shire. In 
Bucca's time, it was still common for Hobbits to 
carry weaponry when traveling or meeting strangers. 

MALBETH. LORD HIGH SEER 
OE.ARTHEDAIN 

High counsel to the king and iNrNlarfm (Q. "lord high 
seer") of the Heren Cenoron, Malbeth is (he keenest of 
the royal court's seers, Malbeth prophesied in dark, poetic 
and sometimes puzzling language the collapse of the 
Arthadan kingdom. Hissttond great prognostication, the 
"LongShadow" poem recounted in Ik Rtd BookofWtslmarch, 
remained unexplained for a millennium after Malbeth's 
death. An ascetic being. Malbeth had little contact with 
anyone but the king and the other seers during his long 
service to the Sceptre. 

MAuEni, LoRD HIGH 5EER OF AATI-IEDAIN 

Level: 28. 
Race: DUnadan. 
Home: Fornost. 

MOII/befb in MERP 

Hit.s: 77 Melee OB: 70 Missile DB: 35 
AT: None (45) 

MERP Profession: Animist. 
MERP Stats: Co 95, Ag 71. Ig 98, St 57, Pr 100, It 

100. 
MERP Skills: Influence: Administration 95, Influence: 

Diplomacy 70, Influence: Public Speaking 50, Lore: 
Prophesy 95, Lore: DUnadan History 55, Read 
Rune 60, Use Item 45. 

MERP Spells (84 PPs): Essence Perceptions (10th), 
Essence Ways (10th), Detection Mastery (10th), 
Sound/Light Ways (10th), Calm Spirits (10th), 
Surface Ways (10th). Protections (IOth� SiXlI 
Defense (IOrh), Nature's Movements (IOth� 
Nature's Lore (10th), PI.:ant Mastery (IOth� Direct 
Channeling (IOrh� Animal Mastery (10th), Bone/ 
Muscle Ways (10th). Blood Ways (10th), Organ 
Ways (10th), Purifications (10th), Creations 
(IOrh). 

MOII/bttb i" Rolnru.sftr 
Hits: 77 Melee DB: 70ss Missile DB: 35th d.:a 

AT, 2 (45) 
RM Profession: Seer. 
RM Stats: Co 95, SO 101, Ag 71,  Me IOI.  Re 95, St 

57, Qu 70, Pr 100, In 100, Em 101. 

, 
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RM Skills: Influence: Diplomacy 70. lnflucn< 
Speaking 50, Lore (General}. Dtinadan Hi! 
Lore (Obscun:}. Prophecies 95, Power Aw. 
Attunemcnt 45. Power Awareness: Read R 
60, Ttthnical/Trade 01oc3tional): Admin 
[ration 95. 

RM Spells (r 84 PPs): Past Visions (20th). r... 
Visions (20th). True Perceptions (20th), 
Future Visions (2Oth� Sense Through Ott 
(20th), T ro, S;gh' (20th), Clo.k;ng 
(20th), Damage Resistance (20th), 
Arrack Avoidance (20th), Spell 
Rl.':sistanc(' (20th} Sense Mastery 
(20th), Gas Manipulariol{ (20th), 
Li'luid Manipulation (20th), Barrier 
Law (10th), Lofty Movements (lOth). 
Weather Ways (10th), Sound's Ways 
(10th). Light's Way ClOth). Purifica-
tion (10th), Concussion's Ways 
(10th), Nature's Law (10th), Blood 
Law (10th). Bone Law (10th), Organ 
Law (10th). Muscle Law (10th), N�'TVC 
Law (1 0th), Calm Spirits (10th), 
Creations (1 0th), Symbolic Ways 
(10th). 

Appe.arance: 34. 

Mlllbtl!', Sptlilll Prywm 
Palantir M.a�tery: Malberh is trained in 

rhe use of the f'/lillntfri. 

Millbet!'s Principal hnns 
Robes: black, and embellished with the symbol of the 

White Orb, an emblem rdated both to the f'/lillnl{ri 
and clu� Arthadan mystical order called the 
Anamartar. (See Section 6.4.2:) 

MERP/ RM .. +30 to all RRs and DB. 
LOR: +3 Dcf""lse (with no other penalties). 

Shortsword: forged with black sted and ithilnor. 
MERP/RM: +250& 

LOR: +2 Damage. 
D.aggef of Returning: This can be thrown out to 100' 

without a range penalty and will return (flying) up 
to 4 times per day. 

Ring of Doom: The black orb set in the ring emits the 
shadowy projection. 

MERP .. +7 adder; caslS Bi4r' Bo/IJ oj Down three tim�s 
per d�y (up to 100' n.ngt; rtsolvt as a +35 
U:h'lli"l Bob. ucept the r:ugcr's clOK( loved one 
receives the damage (hat the target would have: 
taken; loved one must make an RR; failure by 1-
50 raults ill 1-10 rounds of stun no p.1-rry. failure 
by 51+ restlllS in unconsciousness for 1-100 
days). 

RM: +7 Ment.alism adder; casu BLl(k BclIJ '!! Doom three 
rimes per day (lip to 100' n.nge; ..... solve as a +35 
U:htni"l Bell, ucepr the target's closet loved one 
receives the danu.ge that the target would have 
taken; loved Olle must make an RR; failure by I­
SO results in 1-10 rounds of stun no parry. f.,ilure 
by 51+ results in unconsciousness for 1-100 
days). 

LOR: +35 Endurance; casu /JLrti Belts of Doom three 
times per day (up to 100' range; ..... solve as a +3 
Fitt Bel,. ucrpt the target's closet loved one 
receives the damage Ihal the target would have 
taken; loved one must roll 206, adding t.heir 
M�gical skill and subtracting the Magic�l skill of 
Mallxth; raults of Jess thall JO have no funher 
effccts, raults of 10-12 immobilizes the loved 
one for 2-12 minutes. results of 12+ makes the 
loved one unconscious for 2-J 2 weeks. 



8.6.4 FIGURES FROM T.A. 3018 
AND AITER 

ARAGORN II 
Known as "Snider" to the folk of Bree and the Shire. 

Aragorn was born in T.A. 2931, the only son ofGilraen 
and Arathom 11 He was reared in the haven of Riven dell 
by Master Elrond until his twentieth birthday. at which 
time his noble lineage was revealed to him: he was heir to 
the combined kingdoms of Arnor and Gondor. For the 
next eighty years Aragorn naveled me roads of Middle­
earth. Much of his time he spent commanding the Rang­
ers who patrolled the North. keeping it safe forunsuspect­
ing peoples such as the Hobbits of [he Shire. He walked 
everywhere he went: this was the most practical,way of 
getting' around in the barren wilds ofEriador, and because 
of his height (6'9") he had a very long stride. 

Aragorn's travels took him far afield to other pans of 
Endor, gaining knowledge ofSauron and his minions and 
seeking allics for the war that all the Wise knew must 
come in his lifetime. He served in the armies of Rohan and 
Gondor in the guise of a common man. under [he name 
Thorongil. and then ventured south across the deadly 
wastes ofHarad and beyond. meeting folk in distant lands 
who shared his hopes for the final defeat of evil and giving 
them such aid :md encouragement as one wist but lonely 
traveler could offer. When the crisis of the War of the 
Ring approached. he 
was back in Eriador. 
leading the 

Rangers in the defense of the Shire, and he was eventually 
almost single-handedly responsible for the Ringbearer's 
safe arrival in Rivendell. 

For the moS[ part, Aragom's long labor in pursuitofhis 
destiny was motivated by the intensdy moral tradition in 
which he was raised. This was the culmination of the 
philosophy and dreams of the Faithful of ancient Numenor, 
maintained by their cousins, the Half-elven of Imladris, 
and upheld by me iron-souled sons and daughters oflost 
Arnor. In Aragorn's case. this tradition was reinforced by 
his love for the Lady-Arwen Undomiel. He met her when 
very young and was told that he was not worthy of a 
woman of such ancient lineage. Much of his decades of 
travels and burdens he endured to become worthy of the 
daughter of Elrond; he made himsdf a king to win her 
hand. and they reigned more than a hundred and twenty 
years in perfect accord as monarchs of Arnor and Gondor. 

In appearance. Aragorn was tall and rdatively slender; 
though he possessed the strength of a Numenorean heir. 
it was well concealed. His hair was dark brown. and he was 
dean-shaven. also after the manner of the Numenouans. 
As Strider. he nonnally wore clothes of green and brown 
color. very worn boots. and a dark doak. He was often 
considered a "shady fellow" by many who did not guess 
his purpose or identity. 

ARAGORN II 
(fll. T.A. 3018, btJOft IN Wllr oj 1« Rings) 

Level: 27. 
Race: DUnadan. 
Home: Based in Rivenddl. but [ravels 
continuously. 

Aragon! U i" MERP 
(rll. T.A. 3018, "10" 1« Wllr oj 1« Rings) 

Hits: ISO Mclcc OB: 185 Missilc OB: ISO 
AT: None (60) 

MERP Profcssion: Ranger. 
MERP Stab: Co 102, Ag 100. Ig 96, St 101.  
Pr 100, It  102. 

MERP Skills: Acrobatics 100. Artistic: 
Dancc 98. Artistic: Singing 105. Athletic: 
Sailing 1 10, Climb 193, Detect Trap 133. 
First Aid 1 1 3. Influence: Diplomacy 100, 
Influence: Leadership 130, Influtnct: Public 
Speaking 100. Influence: Seduction 100, 
Influence: Trading 92. Lore: Administration 
92, Lore: Forestry 170. Lore: Navigation 92. 
Lore: Strategy and Tactics 1 17. Perception 
152. Pick Lock I 16. Read Rune 100, Ride 
196. Stalk/Hide I 15, Swim 193, Track 
167, Trickery 104. Usc Item 100. 

MERP Sp<lli (324 PP,), P"h M .... ry 
(10th). Moving Ways (10th). Nature's 
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Stri,u,. 

Guises (10th). Nature's Ways (10th), Detection 
Mancry (10th). Sound/Light Ways (10th). Calm 
Spirits (10th), Surface Ways (10th), Protections 
(10th), Spell Defense (10th). Nature's Movement 
(10th). Nature's Lore (10th). Plant Mastery (10th). 
Direct Channeling (I  om). Animal Mastery (10th). 
Bon,/M",d, W'Y' (10th), BI�d W'Y' (10th), 
Organ Ways (10th), Purifications (10th). Creations 
(10th). 

Arllgorn U in Rolnruuttr 
(la_ T.A. 3018, bifO" IN W"r oj 1M Ri"g� 

Hits: 180 Melee OB: I 85ss/bs Missile 08: 180lb 
AT, 1 (60) 

RM Profession: Ranger. " 

RM Scats: Co 102. SO 96, Ag 100. Me 89, Re 97, Sf 
101. Qu 101. Pr roo. In 102, Em 100. 

RM SkiU&: Artistic (Active): Dancing 98, Aninic 
(Active): Singing 105. Athletic (Endurance): 
Swimming 193, Athletic (Gymnastics): Acrobatics 
100, Athletic (Gymnastic): Climbing 193. Aware· 
ness (&arching): Detecting Traps 133, Aw;treness 
(Searching): Observation 152, Aw;trencss (Search­
ing): Tracking 167, Influence: Diplomacy 100, 
Influence: Leadership 130, Influence: Public 
Speaking 100, Influence: Seduction 100, 
Influence: Trading 92, Lore (General): Region 
Lore (all forests) 170, Outdoor (Animal): 
Riding 196, Power Awareness: Attunement 100, 
Powe:r Awarencss: Read Runes 100, Subterfuge 
(Mechanics): Picking Locks I 16, Subterfuge 
(Stealth): Hiding 1 15, Subterfuge (Stealth): 
Sealking 1 1 5, Subterfuge (Stealth): Trickery 
104, Technical/Trade (General): First Aid I 13, 
T echnical/T rade (General): Sailing I 10, 
Technical/Trade (Professional): Military 
Organization 177, Technical/Trade (Voca­
rional): Administration 92, Technical/Trade 
(Vocational): Navigation 92, Technical/Trade 
(Vocational): Tactics 1 17. 

RM Spell, (566 PP,), BI� L,w (10th), Bon, 
Law (10th). Organ Law (10th), Muscle Law 
(10th), Nnve uw (10th). Nature's Movement 
(10th), Plant Mastery (10th), Animal Mastery 
(10th), Herb Mastery (10th), Nature's Lore 
(10th), Nature's Protections (10th), Path 
Mastery (20th). Moving Ways (20th). Narure's 
Guiscs (20th). Inner Walls (20th), Nature's 
W'Y' (20th). 

Appearance: 80. 

Aragom's Principal Itrms 
(Btjort fix War rif IIx Rjng) 

Shards of Narsil: During the first pan of the War of 
the Ring. Aragorn bears the Shards ofNarsil. The 
history of the shards is given in Section 9.0; it is 
acrually a Numen6rean broadsword with the blade 
broken ofT a foot above the hilt. The remainder of 
the blade stays in the sheath. Aragom carries the 
Shards of Narsil whenever he is on missions relevant 
[0 the: de:stiny foretold of him. 

MERPIR�i' +300S. 

LOR: +4 Damage. 
Forvegil (S. "Sword of the: Nonh"): His favorite blade 

before his long travels beyond the borders is this 
broadsword retrieved from a barrow in the: Twilight 
Hills. It detects Orcs and cannot be fumbled in 
combat. 

MERP: +20 OS; secondary Slash critical; Mithril 
weapon. 

RM: +20 OS; Slash critiul of one less severity; Mithril 
weapon. 

LOR: +3 Dal1l;lge, + I Melee OS. 

Cloak of the Valadrca. 
MERP/RM: +20 to all RR$ and DB. 
LOR: +3 Ddcnsc (with no other penalties). 



" 

Longbow: Elven d�ign, fashioned in L6rien; it can be 
fired every round without penalty and is extremely 
lightweight (half normal weight)' 

MERP/RM: +30 0B. 

LOR.· +3 Darmoge, + 1 MiS5ile DB. 
SoDe Ring: before Aragorn was given the Star of 

ElendiI. he wore this simple ring. 
MERP: .. 4 multiplier. 
RM .. 4 Channeling multiplier. 
LOR: +20 Endurance. 

Ar.<l'gom's Prim-ipai Ittms 
(During lilt W.<I'r of 1M Ring) 

AndUril (S. "Flame of the West"): The Shards I?f 
Nanil, re-forged by the Elven-smiths of Rivendell. 
It will flame on command: it can burn hot or it can 
burn cold. (Set Section 9.0 for more details.) 

MERP: +50 OB; Holy wupon; choice of secondary 
Hut critical (Slaying venus Orcs) or Cold 
critical (Slaying venus undud). 

RM: +50 OB; Holy weapon; delivers choice of utn 
criticall: Hue (Slaying venus Ott!) or Cold 
(Slaying versus undud). 

LOR: +6 Dam:lge, +3 Mdrc OB. 
Elessar (Q. "Elfstone"): Given to him by Gabdrid in 

l6rien. 
MERP: continuous PflIytr; .. 6 multipliCT. 
RM: continuous P� x6 Ch:lllndilig multiplier. 
LOR: continuous !.wi spell. +30 EnduWlCc. 

Sheath: Given to him by Galadriel in l6rien; the sword 
drawn from it is practic.ally unbreakable. It will 
always draw swiftly, but will never come out 
accidentally or clumsily. 

MERP/RM: + 100 10 resist breaking; no penalty for 
drawing the blade :lnd attacking in the same 
round. 

LOR: + IO to mist breaking. 

Ltvd, 36. 

ARAOORN AS E1£s.sAR, 
KING OF lliE R.ruNrrEo KINGOOMS 

(oJ'« T.A. 3019) 

Home: Minas Tinth. 

ArOlgom as EUss.<I'r in MERP 
(oJ'« LA. 3019) 

Hits: 185 Melee 08: 200 Missile OB: ISO 
AT, Ch';n (75) 

Ar"gorn .<I'S lussar in ROUmasttr 
(oJ'« TA. 3019) 

Hits: ISS Melee 08: 200bs Missile OB: 180 
AT 19 (75) 

lUJI"'" Prilltip"l ltnns 
(oJ'« TA. 3019) 

Mir:hril Helm: as Elcssar, the Elfstone, of the line he 
names Telcontar, Aragorn wears the mUM'1 helm of 
Gondor, black milhril chainmail, and a black surco.at 
emblazoned with the symbols of the two kingdoms: 
Gondor's White Tree, circled by Arnor's Seven 
Stars, and topped by Anirion', Winged Crown, in 
silver-white thre .. d. When presiding over aff .. irs of 
[he realms, he also be .. rs the Sceptre of Annuminas, 
the royal symbol of Amor, and me Ring of Bal<lhir. 
(Both of these ..re d�cnbed in Section 9.0.) 

Mir:hril Mail: m .. de of black ithilllOr, it encumbers as 
chain .. rmor but protects as plate armor. 

MERP: +35 DB. 
RM: +35 DB; annOT pen:.lltio of AT IS. 
LOR: +6 Defense. -2 Subterfilge, -2 Movement, -2 

Magical. 
Crown of the Reunited Kingdoms: made of milbril 

inlaid with gold. it has a receptacle for the Elessar to 
be set in the brow. 

MERP/RM: +IO DB. 
LOR: +1 DefellSC (with no other penaltio). 

W..r-helm: made of mi/hril inlaid with gold, it has a 
receptacle for the Elessar to be set in the brow. 

MERP/RM: +15 DB. 
LOR: + I DcfcllSC (with no other penaltio). 

Shidd: black with a nri/hril rim and inlay. 
MERP/RM: +25 DB. 
LOR: +3 DefellSC. -I Magical. 

I7I 
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PALADIN II, 31ST THAIN OF THE SHIRE 
More conventional than the young heroes of the war, 

but still an important figure. Paladin was the Master of 
T ookland and thirty-first Thain of the Shire(TA 30 I S­
F.A. 15). He showed the aggressive spirit of the Took 
tradition and was the only clan-chieftain in the Shife to 
mount an organized resistance to Lotho Sackville-Baggins' 
coup and Sharkcy's rule of the Shife during the War of the 
Ring. Coming to the thainship ata fairly advanced age, he 
had been fond of organizing huming trips to the Shife 
borders all his life and saw to it that somc of the tougher 
border T ooks were on hand to teach his lads the business 
of hunting Mannish ruffians. He was in the process of 
arranging a secret reorganization of the Shire-muster for 
a general revolt against SharRey when the Ringbearer and 
his party arrived and started an uprising on their own. 
With the aid of Meriadoc Brandybuck and Peregrin 
Took, he led a sweep of the Southfarthing that cleared the 
ruffians out of the Shire and drove them beyond Sam 
Ford, liberating the Riverman and Eriadorian settlements 
there and establishing a base for the Rangers of the North 
to push the rest of Sa ruman's minions out of Eriador. 

After the war Paladin had long discussions with his son 
Peregrin over the way of things. He reorganized the Shire 
government and established a rudimentary school system 
in Tookland. Some fifteen years later, at the age of 101, 
he died of the Red Flux while in negotiations for the 
supplying of the Arnorian work crews rebuilding 
Annuminas. His son became thain after him and ex­
panded on many of his policies. 

PALAOIN D, 31ST THAIN OF THE SHIRE 
u:vd: 7. 
Race: Fallohide Hobbit. 
Home: Great Smials, in the Shire. 

PafgJill ill MERP 
Hits: 67 Melee OB: 105 Missile 08: 1 1 0  

AT: Chain (60) 
MERP Profession: Warrior. 
MERP Stars: Co 96, Ag 100, Ig 94. St 99, Pr 98, It 

98. 
MERP Skills: Influence: Administration 35, Influence: 

Diplomacy 35, Influence: Leadership S0, Perception 
35. Public Speaking 40, Ride 20, Lore: Strategy and 
Tactics 35. 

MERP Spells (7 PPs): Sec Principle hems below. 

PllfgJill itl ROkmasler 
Hits: 67 Melee 08: I05ss Missile 08: I IOsb 

AT, [6 (60) 
RM Profession: Fighter 
RM Stats: Co 96, SD 88, Ag 100, Me 80, Rc 94. St 

99, Qu 99, Pr 98, In 98, Em 90. 
RM Skills: Awareness (Searching): Observation 35, 

Influence: Diplomacy 35, Influence: Leadership 50, 
Influence: Public Speaking 40, Outdoor (Animal): 
Riding 20, Technical/Trade (Professional): 
Military Organization 35, Technical/Trade 
01ocational): Administration 35, Technical/Trade 
(Vocational): Tactics 35. 

RM Spells (12 PPs): Sec Principle Items below. 
Appearance: 90. 

Palilditl's Prillcipai lltmS 
Thain's Mathoms: Paladin uses the "Thain's 
Mathoms" (See Section 9.0.); his stats arc 

given as wearing these magic items, which he did 
during the war with Sharkey and Lotho. 
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9.0 ITEMS OF POWER 
Objects of enchanted nature, mose created with magic 

or those of such quality as to be as powerful as magical 
devices, are relatively common in mid-Third Age Eriador. 
The Elves. of course, have the oldl'S[ and the beS( magical 
weapons and devices, although the skill re'luired [0 create 
them is be<:oming rarer and rarer. The Dunedain and the 
Dwarves of Khazad-dum both routinely use forging 
magic (0 make the high steel blades and annor in which 
they t3k!: so much pride. High stet.! (+ 10) is, in fact. the 
mark of elite soldiers all through wu[cm Middle-earth. 
Weapons of higher quality (+ I 5 bonuses or higher) are 
considered marks of social accomplishment for Anhadan 
knights, Cardolanian mercenary officers. and,Orkish 
tribal chiefs alike. 

The dinribucion of weaponry is described in the 
military tabks (Section 12.1). while the common magical 
herbs are detailed in an appendix on medicinals and 
poisons (Stction 10.1 in Amor; Ibe lAn/). Notethat herbs 
and potions oflesser value are often available (and there 
are always objects and substmces available in the markets 
and from small shops that are nearly worthless); however. 
it is up to the buyer to make sure that he is getting a true 
"Numtnorean sword" or "Elixir of Health" rathenhan a 
reforged Dunnish pruning shear or a bottle of spiced 
potato brandy. 

Described below is a selection of politically important 
items of power. MoS[ of them turn up again and again 
during theStcond and Third Ages. some changing owners 
quit(' frequently. 

ANOORIL 
(S. "FLnrll � tN Wtst'.? 

Created by the reforging of the shards ofNarsil in T.A. 
3018. Anduril is Aragorn' s sword throughout the War of 
the Ring and all his years as king. It is a +50 weapon and 
has the special powers of Narsil. (See below.) 

ERESSELEN 
(Q. "Star � Soli/Ilk"; pl. rrtSultni) 

<rIMy WtTt (lad in (!oaks � rLln.grry. and tbrir hoods \WTl (l1I/ 1WtT 
btlm lind Nad .. .Nor did [tbty] brllr IIny badgt Ot taUn. 14W onry /hal 
tll(h {!oak _s pinntd upon IN lifl sboulJrr bylllnwch � silvtT shaptd 
/iu II taytd slat." 

-Ilt Relllm � lbi King, p. 51. 

Thus did the Faradrim Forod, the Rangers of the 
North, go ro the final war against 5.,uron. The drab. 
unassuming garb of the Grey Company C:lme from tradi­
tions that predated the OUnadan kingdoms. The silver. 
m:lny-rayed star they wore was related to one used as a 
pass-coken by the Ad:lnic warnors who kept watch on 
Morgoth's fortress of Angband in the First Age; it was 
supposed [0 represent Alcarinque. the brightest star in the 
northern sky, In the Stcond Age. the star was used as a 

brooch identifying the Glandirith (S. "Guardians") of 
Gil-galad's Kingdom of lindon. When the immigf:lJ1ts of 
the Faithful beg:ln allying themselves with the Noldorin 
kingdom. they fonned :I joint-ranger comp:lny. though. 
unlike the Glandirith. the DUnedain referred to thtm­
selves by the name of Faradrim (S. "Hunters"); the grey 
cloak. made in Lindon and woven with power to provide 
camouflage in many [ype5 of ground cover. was an Elvish 
creation worn by all in the company. The Elvish rangers 
dressed in a more colorful stylt when off-dury; but the 
DUnedain enjoyed the aura of modest discipline the drab 
cloak projected. and it became theiroffici:tl unifonn when 
they were joined to the anned forces of the new Kingdom 
of Amor. 

Thl:: dite royal rangers of Arthedain pmtrvtd :tll of the 
older traditions. The trtsulm was awardl::d only [0:1 ranger 
who had servl::d for some yl::ars and proved himsdf worthy 
and fait.hful. Tht star was given after a vote of the 
comrades of the ranger so honored. and no king or lord 
dared to inttrttre with this ballot. 

The Witch-king collecttd a good hundred of tht 
lTtSUitJ1i over the course of his long war against Arthedain. 
\Vhenevtr hI:: issul::d them to spies to wtar as disguise. he 
invariably lost them. The items werl:: thought to have some 
curse of returning on them. and [he NazgUl-lord tventu­
ally gave up the practice. not realizing that thl:: fritndship 
and familiarity practicl::d by the royal rangl::rs was a better 
stcurity system than any badge. Whl::n thl:: Angmarean 
anny was destroyed in TA 1975, the Witch-king's 
collection of surs was captured with his baggage. :lnd 
Prince Aranarth used them to initiue his new order of the 
Rangers of the North :I year later. 

Some of thl:: rrtJst/r"i are forged by Sindarin Elves of 
lindon or Rivenddl. but most of those used in Arnor and 
Arthedain wert made by the senior silversmith of Forno st. 
using lindon silvl::r. Each provides a + I 0 bonus to both 
DB and RR; there is a +20 bonus to morall:: and ftar 
checks for any ranger fighting to keep one from his 
enemIes. 

FAM-TARG-ARGTH 
(BI. "GwJ, 0/ ,I< H;gh CbUfo<im'') 

Three of these four itmu originated sometime in the 
mid-Second Age and wert used by the larg-1u'lll!. the 
dl::cted high chiefs of the Hillmen of thl:: T rolls haws. until 
the near-extermination of their people at the end of the 
Hillman Revolt in the seventeenth century of tht Third 
Age. Tht fourth heirloom. [hI:: Turtle-helm. was a gift of 
the Witch-king in TA 1413. After the defeat of the 
Hillmen. tht artifacts went to the vaults ofCarn DUm and 
disappeared from historical records. 
Crag-olf-Ti (Bl. "Mansptar"): A +25 Man-slaying 

sptar. Oak inlaid with silver. it is very :lncient, 
carrying a fire-hardened tip on its wooden shaft 
instead of a metal or stone sptarhtad . 
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Cu-Saggha-Brath (BI. "Turtle Helm"): This is a gift 
from Angmar and is intended to allow the kings of 
Rhudaur to control the fell-turtle in the lower levels 
of their citadel at Cameth Brin. The situation 
becomes very awkward when the king and the 1<l'E­
ann are not the same person and both believe they 
should he wearing the helm. In T.A. 1643 the T arg­
Arm Broggha has the helm. and he is ahout to start 
a war with King Ervegil Stoneann for other reasons. 
The T urtlt Helm is made of steel, with a lining of 
fell beast hide. Its exterior plates of green copper are 
shaped [0 form a turtle skin, giving [he wearer the 
appearance of having a hideous rurtlc head. It has 
the following powers: 
- + IO to wearer's DB. Negates 40% oHead cots 

and halves head sum results. 
- allows the wearer to see and hear normally 

underwater, in mist, fog, or rain. 
- allows underwater breathing for up to 20 

minutes per day. 
- allows the wearer to control any one turtle, 

regardless of size, up [0 300' away. 
Dran-Tark (81. " Chief's Beads"): Usable once per day. 

they will double strength and/or speed, but tempo­
rarily reduce the Constitution stat by 5 pts per power 
doubled per round for as long as the lar:-arm has 
Constitution points left. He recovers his Constitution 
points at the rate I/minute of rest. These beads are 
bone ringlets worn in the chief's long Hillman braids. 
This pair is engraved with runes. 

Olga-Wanta (BI. "Wam's Belt"): The belt confers +25 
to DB. It is composed of nine copper plates, each 
with the symbol of one of the Hillman tribes, all 
linked by gold chains. Rather crudely made; it can 
be worn with metal armor. 

GLAMDRING 
(S. "Foe-hamnur') 

Made by the Elven-smiths ofGondolin. Glamdring is 
a sword of such power as is rarely found in the latter days 
of MiddJe-earth. During the TIrr, anJ Bark Again (Erebor 
CJuest) adventure in T.A. 2941, Gandalf claimed the 
sword as his share of Troll-hoard loot. and Thorin 
Oakenshield claimed its mate Orcrist. The two swords 
had already existed for thousands of years and passed 
through the hands of a dozen owners. Forged in ancient 
Gondolin for the Goblin Wars (another name for the 
Wars ofBeleriand in the First Age), they have an attractive 
enchantment on them. While most Orcs and other evil 
creatures are simply [00 greedy to des[Toy a CJualiry Elvish 
weapon, even one with a bane against their own kind, these 
two weapons have so much of the pride of their maker on 
them that any owner is swayed by it (he must resist a 5th 
levcl Swggestion each month the sword is in his possession 
or feel the urge to use it or at least speak about it in public 
or show it off). 

Glamdring was once wielded by King T urgon of 
Gondolin; it and Orcrist. its twin blade, were taken to 
Angband by Orcs after the fall of the Elven city. The 
weapons apparently left Beleriand towards the end of the 
First Age, appearing a few centuries later in a Goblin­
hoard in the Misty Mountains. Taken from the Goblins 
by Dwarves, they were ransomed by the NoldorofLindon 
and later lent to Prince Aldarion of Numenor's officers 
while they were exploring the upper Anduin. After use by 
a pair of Elrond's warriors in the War of the Elves and 
Sauron, one of the two blades went to Mordor as boory, 
while the other returned to Rivendell and was used in the 
defense of that haven. They were reunited there after the 
death of a $auronic spy in L6rien late in the Second Age, 
then went back to Mordor in the hands of Sindarin 
warriors fighting in the War of the Last Alliance. After 
one blade spent centuries in an Elvish vault in Lindon, it 
was returned to Rivendell soon after the corruption of 
Rhudaur, and both swords were actively used in the 
Eriadorian wars for the next two thousand years. 

Duringan attempt to clean oucthe southern T rollshaws 
in the twenty-fifth century of the Third Age, both Orcrist 
and Glamdring were captured and made trophies, under 
their Orkish nicknames "Biter" and "Beater," in Mount 
Gundabad. A revolt in that city saw them carried back to 
Eriador a few centuries later, and they were found there in 
a Troll-hoard in T.A. 2941 by Gandalf the Grey and 
Thorin Oakenshield. Glamdring accompanied Gandalf 
on all his journeys thereafter, eventually going to the 
Undying Lands with him at the end of the age. 

In T.A. 1643, Glamdring is in the vaults of Elrond in 
Rivendell, though he is considering assigning it to some 
worthy ranger or warrior so its powers may be felt in the 
struggle against the Witch-king. 

The powers of Glamdring are as follows: 
- +30 Uhi/nor broadsword 
- "Holy" weapon 
- Glows cold blue in vicinity of Orcs (dim within 

I <XXJ'; very bright within 100') 
- "Of Slaying" Orcs 

HARMAR ARNAN6R.EO 
(Q. "Hrir/wrm oj Ibr Nlffth-kingJom') 

Most of these we:re the personal posse:ssions ofElendil 
and lsildur, forged by their Elvish allie:s in the Undying 
lands before the fall of Numenor. They became the 
hereditary possessions of the kings of Arnor and Arthedain. 
Annor ofElendil: +70 full plate made of ithilnor and 

inlaid with silver. It protects as AT PL/20, but 
encumbers wearer as if it were AT Ch/I4. loS( in 
the Bay of Forochel in T.A. 1975. 

Helm of Elendi1: A full helm, protects against head 
and neck criticals 60% of the time. Lost in the Bay 
ofForochel in T.A. 1975. 



Ring of Barahir: +30 to DB. A First Age artifact. it is 
sometimes used as a token of betrothal by the 
crown·prineu of Arnor and Arthedain. Given as 
token of gratitude to a Losson elder in T.A. 1974. 
it is ransomed by the Elves and kept in Rivendell 
with the other heirlooms until the coronation of 
King Elessar in T.A. 3019. 

The Silver Rod of AndUnie: Also called the Sceptre of 
Annuminas. The sceptre is fashioned of plain. 
unadorned silver. but carved with a spiral of 
Tengwarin letters relating the history ofTuor and 
Idril and the prophecy of Huor. Fony.nine inches 
long. it was the symbol of the lords of Andunie and 
Andustar in Numenor. It survived the DownfaJl to 
become the oldest DUnadan heirloom in Endor. It 
served as the Sceptre of Arnor and Arthedain until 
T.A. 1974 and then was kept in Rivendc:ll. Elrond 
gave it to Aragorn at his wedding. and it then 
became the most exaJted posses.sion of the Reunited 
Kingdom. the mark of the royal authority of the line 
of the Telcontari. 

The powers of the rod, though sddom used, 
include: 

- 2cts as a +50 Holy wtapon in combat. 
- anyone struck by the rod must make a RR versus 

widder's level. Failure of 01-50 results in victim 
being completely subdued and immobilized for 
I - I 00 minutes; failure of 51-1 00 results in 
victim f211ing unconscious for I· I 00 hours; and 
failure of 101 + results in victim dying instantly. 
his bones dissolving to dust. 

Shidd of Elendi.l: +45 full shield of milbril and lam. it 
is weightless and unencumbering. 

Palanciri: As the rightful heir of Elros, Elendil and his 
heirs and designates are the pennitted users of the 
ptllanr{ri. (Sec below.) They are, in a way. pre-attuned 
to their use. 

The Sh2l'ds of Narsil: After Elendil's sword was 
broken on the slopes of Mount Doom in S.A. 344 I. 
Isildur used the hilt-shard of Narsil to cut off the 
ring-finger of Sauron. The shards became relics of 
the northern Dunedain there.after. Prophecies 
concerning them became :I. matter of concern as 
Archedain weakened in the mid-Third Age. and the 
shards were taken to RivendeJl with other heirlooms 
before the f.1.11 of Fornon. They rested there until 
Aragorn U learned that he was destined to reunite 
the DUnedain. and he carried the shards with him 
whenever he undertook a mission relating to that 
destiny. Noldorin smiths in Rivendc:ll had u.ved 
materials for the reforging of Nanil in their vaults 
for most of the Third Age, In T.A. 3019. after the 
One Ring was identified and brought to Rivendell. 
the shards were reforged into Anduril. (See above) 

NARSIL 
(Q. "ligbl oj lbe Sun lind Moon') 

Forged by Telchar of Nogrod in the First Age, it was 
used in the War of Wrath and taken to Numenor when 
the Eda;n migrated there in me e.arly Second Age. Passing 
through the hands of important Numen6reans. it ap­
peared occasionally in Eriador during the Second Age and 
eventuaJly was given to Elendil by his father Amandil just 
before he set out on his doomed voyage westward in S.A. 
3319. The blade was broken when Elendi! was slain in 
combat with Sauron- at the end of the s...cond Age. 

Also called the Sword of Elendil. Narsil possesses the 
following powers: 

- +60 Holy sword. 
- flames on command with the following powers: 

• when it &,"11 Hm. it is an Ore-slaying weapon [hat 
delivers a Heat Critical (of equal severity) in 
addition to any nonnal critical strike. 

• when it &oms GIJ. it is an Undead-slaying weapon 
that dclivrn a Cold Critical (of equal severity) in 
addition to any normal critical strike. 

NARYA 
(Q "[R"g) oj F'.', 

Of all the twenty Rings of Power. only the Three Elven 
Rings. forged by Celebrimbor alone, arc unsullied by the 
evil hand of the Dark Lord. Like all tnll.· artifacts. Narya's 
power is a function of its wielder. The powers of the Fire 
Ring are difficult to pin down to specific spells or even 
lists. but in general Narya--like the othet' two Elven 
Ring.s-airu in learning. healing. and undemanding. not 
only for the wearer but those around him. Narya was kept 
hidden by Ordan the Shipwright for most of the later 
Second Age. He wielded it in the early part of the Third 
Age to heal the wounds of the High Elves and bring some 
semblance of peace to shattered Lindon. Cirdan gave the 
ring to Gandalf the Grey upon the wizard's arrival in 
Middle-earth around T.A. 1050. With Narya's help. 
Gandalf aided the causes of Elves and Men throughout 
the Third Age. In T.A. 3019 he heaJed King Thwden of 
Rohan, not only in body bur in spirit. In the prest."nce of 
the Red Ring, people are often moved to acts of couragt." 
and selflessness that they might not otherwise consider. 
But the ring docs not inspire empty bravery; the powers of 
resistance and agility which it conveys are quite real. 

The fire of Narya was, fim and foremost. the fire of 
Men's heans, the flame of passion. which Narya kindled 
most. Narya's powers wt."re wdl-suited to Ganda!f's pur­
pose, which was to inspire and rally the Free Peoples 
against the Dark Lord ofMordor. The Red Ring's actuaJ 
power over fire is a secondary ability. 
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A more specific delineation of some of Nary a's powers: 
- Continuow Mystic UnprtSl1l((, Ncn,utm, and 

Mentalist In"," Wall. Doubl� RR level of wearer 
when resisting the Dark Lord's detection powers 

- Continuous Finamlor 
- Continuous Pray" (RR and maneuver bonus): 

+30, all friends within a 30' radius 
- Free use of closed Channeling Lore list to SOm Ivl 
- Fru wc of base Magician Firt Law list to 50th 1v1 
- +30 co Constitmion bonus 
- Regeneration 3 hits/ rnd 
- Wearer cannot be stunned 
- +30 to wearer's DB , 
GM Note: SbowLl Sauro" "towr tbt Om' Ru/in: Ring, 
Narya ana IIIl /hings lou(htd � il wiil bt rtwaltJ---anJ thus 
vu/ntrablt /0 1M Darlt Lord's undoing. With ,bi Jts/rurlion oj 
fir Ont Ring, all oj lilt olhtr rings /OS( tlxi, powrn, IxIv;flg """ 
unallOjrIPhly linkta /0 iI. Narya is IlIkrn OI\'T'« Iril by eanJaY 
wNn he /taws MiJJIt�(lzrlh in T.A. 3021. 

ORCR.lST 
(S. "CobIin-t/tawr" 

This sword is the twin ofGlamdring (See above.) and 
was used in ancient Gondolin by a kinsman ofT urgon, the 
Noldorin king of that city. After a dramatic history, the 
blade was entombed in Erebor, in Rhovanion, with 
Thorin Oakenshield in T.A. 2941 and nOT used again 
until sometime in the Fourth Age. 

In T.A. 1643 Orcrist is wielded, with Elrond's permis. 
sion, by Andovon of Lindon, one of the wardens assigned 
to keep the paths clear for Elvish wandering parties in 
Cardolan. It was loaned to him as a direct result of the 
founding of the domain of the Warlord in Minhiriath, 
and will probably be returned [0 Rivendell after the 
Warlord's fall. 

The powers of Orerist are as follows: 
- Glows with a bright, blue flame when Orcs or 

Trolls approach (dim within 1000', very bright 
within 100') 

- MERP / RM: +30 08; fumbles only on an 
unmodified 0 I .  

- LOR: +3 08; +3 Damage. 

PALANTiR 
(Q "F(lr�J«t";" pL paLmlfri) 

Legend has it that F<>anor. greatest of the ancient 
Noldorin smiths. crafted these magical seeing.stones. 
Seven of their number were given as gifts by the Elves of 
Aman to the Men ofNumenor. and these seven weTI': kept 
as heirlooms by the lords of Andunie. Elendil and his sons 
rescued the p<li4mfn' from the wreck of Numenor and 
brought them to Middle�earth. placing them at important 
sites within the kingdoms they founded. 

Four of the legendary seeing.stones were kept by 
Gondor; the remaining three resided in Arnor. Two of 
these lie within the bounds of Arthedain, and the third is 
nearby under the care of Cirdan's Elves in the White 
T owm of Emyn Bcraid. The pai4nljr of Amon Sal. the 
largest of the three at nearly 3' in diameter. was located in 
the tower on Weathertop until the Witch.king's armies 
besieged itin T.A. 1409. Thesmaller p<li4n/(rof Annuminas 
was kept in the royal halls; but both stones were later 
removed to FornosL Unlike the jewels and lesser heir­
-looms of past kings. the seeing-stones arc never displayed 
in public; few outside the highest reaches of the royal 
court even have clear knowledge of their existence. Only 
kings and the stones' appointed guardians are given access 
to the paLmliri, which are locked away in guarded rooms 
(often encased in stecl "shrouds") high in the towers of 
the capital city. Only in the royal court are the stones cited 
as sources of information, and those citations are also 
stored far from the public eye. 

The seeing-stones are " connected;" that is, each p<li4nl(r 

transmits to and receives "silent speech" from another in 
use at the time, its "answering" stone. The stones display 
visual images of scenes and acts that have occurred. are 
occurring. or might yet occur, but they cannot transmit 
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s�ech or interpret the images shown. Thus the need for 
guardians and surs. as well as kings. to explain what the 
stones have pictured is clear. 

The paLInI{n' are full of beauty and mystery. Perfect 
spheres of a dark hue when at rest. they look very much 
like crystal globes in the cradling cups of the marble tables 
upon which they rest. (An intent observer may notice a 
minute flame flickering deep in the center of an unused 
stone.) The smallest stone is only I' in diameter. the two 
largest-the one at Osgiliath (in Gondor) and the one 
originally kept at Amon Sui-are so great that a man 

acting alone cmnot lift them. If dropped. the stones are 
undamaged-but intense enchanted hcat cm shatter them. 

Invisible to the uninitiated. unmarked poles w�hin the 
p4lanl{ri indicaee alignment. and each stone has an upright. 
proper position. Their penn:ment "upper" and "nether" 
poles must be placed in line with the earth's center in order 
for the user to see through their viewing faces. Lesser 
stones are even tied to a set orientation; for example. the 
palanl{r ofOrthanc's west viewing surface has to be aimed 
westward or it would remain blank. Even more restricted 
is the seeing-stoneof the Tower ofElostirion in the Emyn 
Beraid. which is tied to the original master-stone on the 
Elven isle of Eressea and can only face westward. ;tway 
from Middle-e;trth and over the Bent Sea. However. the 
major suing-stones can be viewed at many angles and can 
flash scenes ofhap�nings in any direction and at amazing 
disnnces. For ex;tmple. the palDn/{ri of Fomost might 
reveal to the Arthadan royal coun scenes from a battle in 
Gondor. a distance of hundreds of miles. 

However powerful. the palDnlfri have their limitations. 
the major one being their failure to illuminate a scene 
hidden or cloaked in darkness. A viewer sees things as if 
he were present at the scene and subject to its conditions 
of lighting. Thus. action taking place inside an unlighted 
C;lve could not be viewed by a palan/(r. The darkness of a 
cave is all but absolute and too much for a seeing-stone to 
counteract. Nonetheless. the lighdessness within solid 
objects will not obscure ;l view to a place beyond them. so 
that a user of a stone can gaze through "things" without 
hindrance. One can peek into a chamber through a door 
oreven a mountainside. although the room's details might 
be obscured by poor lighting. Also, ungoverned visions 
are usually random. hazy glimpses enshrouded bY;l misty 
foreground. making the skill and knowledge of the stones' 
guardians crucial. 

To utilize a seeing-stone fully requires mmy years of 
practice ;tnd education. plus the gift of "seeing:' or 
correctly interpreting the vision. To begin, the viewer­
whether minister, gu;lrdian. or royalty--must focus his 
will and concentrate his energies upon the dark stone. an 
exhausting effort in itself. Standing about three feet from 
the palandr. facing the stone in the direction he desires to 
look. he brings fonh visions-a battlefield scene. let us 
say. Should the user desire. he can enlarge his field of 
vision to display a vast host of enemies on the march. or 
he can focus upon a single object held in one warrior's 
hand-a weapon or a jewel, for example. 

In the case of communications betwetn stones, he can see 
the thoughts of the one with whom he deals-provided the 
"connecting" user is in ;lccord and is able to clearly bring 
forth the imagt. The paLln/;ri cannot read the thoughts of an 
unwilling user, and in such casts what they display is towly 
a matter of the wills of the two users involved. 

Aftuthe rise of Angmar around T.A. 1300. the stone­
users of Arthedain and Gondor have used the stones to 
communicate much more frequently. As trouble brews 
and boils over. the DUnadan kingdoms try to put aside 
their differences amtexchange information about enemy 
movement and strengths. and suggest and coordin;tte 
strategies to counter them. 

Both of the remaining palDnt(ri of the North are lost in 
the Bay of Forochel in TA 1975. 

THE RUNEKNIFE OF RlSINTI 
AND THE CRIST _IN_HULHOTH 

Losson magic and magical equipment tends, by neces­
sity. to be rarer and less complex than those of wealthier 
cultures. The enchanted spears and earrings possessed by 
each established henkinimituja (See Section 12.1 .9) are 
tht personal totems of the individual spellcaster and can 
only be passed on to others in special ceremonies involv­
ing the elders of the entire clan. Certain items of import. 
however. do surface. and the two described here are only 
examples. A traditional Lasson ritual knife typically has a 
rune-inscribed handle attached to a blade of hom or ivory. 

The Runeknift ofRisinti is high steel blade fashioned 
and decorated ;lftera Lasson ritual design. bur the weapon 
was actually forged in Ost-in-Edhil by Annatar(Sauron). 
It has the following powers: 

_ wielder may cast the weather control spells 
found in the Water Law and Light Law lists to 
conjure up cold and snow. 

_ wielder may use any summoning spell she (or he) 
might know. regardless of its actual purpose, to 
call the Tuulipahauus (See Forochcl entry in 
Am()l'; Ibt LAna. Section 4.0.); dagger doubles the 
summoner's level for purposes of controlling that 
spirit of cold or providts a +20 bonus to any 
attempt to negotiatt with it. 

The Crist -in-Hulhoth (5. "Cltaver of the Wind-horde") 
is also a runeknife.1t has a red /un blade and was forged in 
Lindon at Gil-g;llad' 5 command soon after he ltamed of the 
existence of the other blade. Its powers art the following: 

- weapon of Slaying against demons; and confers a 
+40 bonus to any defense against them. 

- permits any spellcaster to use any summoning 
spell she or he might know to summon wind 
demons. These spirits are actually true air 
dcmentals of the north winds. mortal enemies of 
[he T uulipahauus. 2-10 of them will appear ifhe 
is in the area. and if he decides to flee, they will 
pursut him for I -I 0 ytars. He will be trapped in 
the upper airs for all that period of time. 
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MlUinlllll ill 
pro/It/ta 
Ri�tllJtll 

, 
THE THAIN'S MATHOMS 

These magical items were originally given by King 
Argeleb to Marcho Fallohide in T.A. 1605 to establish 
the Hobbit's authority as a royal constable in northern 
Siragale. They became the symbols of the thains of the 
Shire once the Hobbir.s organized their own government 
a decade or so later. In the later Third Age, they became 
hereditary possessions of the T ookish thains. 

The Thain's Bow: +15 short bow, with ranges like a 
long bow; arrows shot from the bow do double concus­
sion hits and an additional puncture critical. 

The Broadsword of the Thain: + 15 short sword that 
does an additional slash critical. It is semi-sentient and 
occasionally empathically warns its wielder of the pres­
ence and direction of a non-Hobbit within 25'. 

The Sceptre of the Shire: + I 5 mace; it doc.s an addi­
tional unbalancing critical. 

The War-dress of the Militia Captain: Hobbit-sized 
+15 full chain and helmet. It is AT Ch/16 and 
unencumbering; it also negates 30% of all criticals to a 
Hobbit wearer. 

V1LYA 
(Q "[Ri,g) of Ai�? 

The mightiest of the Three Elven Rings of Power, 
Yilya was created by Celebrimbor in Eregion. Since it 
could not be wed safely as long as $.auron's Ruling Ring 
was on his finger, it was hidden for most of the Second 
Age. Jwt before his death, Celebrimbor gave Vilya to GiI­
galad for safe-keeping; Gil-galad, in turn, surrendered the 
ringro Elrond when the two of them departed for Mordor 
as part of the Last Alliance of Elves and Men. 

Elrond wore Yilya continuously throughout the Third 
Age, and the ring was a key factor in the powerful magical 
defenses of Riven dell. IfSauron had regained the Ruling 
Ring, it is likely that Rivendell would hAve been revealed 
[0 its enemies and probably attacked or abandoned. 

Vilya's specific powers include: 
- Continuow Mystic spells of Unpresmrt and 

NonJtltfl, as well as the Mentalist spell Inntr W,IIL 
These: spells can also be enacted with a radiw to 
shield an entire area. 

- Doubles resistance level of wearer when resisting 
the Dark Lord's detection powers. 

- User may employ a continuow PrllytT spell (RR 
and maneuver bonus) adding +30 to all friends 
within 30' or in sight. 

- +33 to Constitution bonus and to Defensive 
bonus. 

- Allows wearer free we of the Mentalist lisrs Gas 
Manipulation, Solid Manipulation, and Liquid 
Manipulation to 60th level. Ranges variable, but 
usually 10-1 OOx normal range listed. For 
example, Elrond could control the river in 
Rivenddl. and the weather in the entire valley. 

- All htaling done by wearer has one third normal 
recovery time, and recovery is alway.s complete 
(with a few exceptions). 

- Wearer (or whomever he touches) regenerates at 
the rate of 10 hits/ rnd. 

- Wearer cannot be stunned. 
- Yilya acts as a x 9 PP enhancer (any profession} 

GM Note: Pnhllps lIIorr IbtllI IIx. OlbrT two rings, Vi�'s 
essnItt mlboJia Miling '"' slrtngtbtnillg. Nmya sbillJtJ, in 
Urim, ' !IInJ oj (ompltlt rrpo_lmOJI rtIU4I; N,rya 
kinJItJ bt,lm 10 1I(lioll. II WIIS ill RillmJtIl what Virya llboJe 
IhIIl J(cisionJ wrt"( IIJ11Jr, ,rlions plarllltJ. In 'PfKlfrlfna, Viry.. 
is If ring oj purr: lOU Sfl wilh If {mgt, (It,lr billl SIIpphirr:. 
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10.0 THE RANGERS OF 
THE NORTH 
(T.A. 1 974-EA. 120) 

Fanned after the fall of Arthcdain and King Arvedui's 
death in T.A. 1974, the Rangcn of the North carri� on 
the unbroken Line ofIsildur throughout the chaos of the 
Third Age and into the: promise of the Fourth. Although 
they lacked a natc (0 govern, the ltadcrs of the Rangers, 
who caned themselves chieftains. were nonetheless fOraJ 
in bearing and breeding. regardless of theif woodsy ap­
parel and suspicious demeanor. Besides battling Orcs and 
other scrvanu of Evil, the Rangers established and main­
tainrod watchtowers and observatories on the fromiers of 
Eriador and sheltered the heirlooms of the northern 
DUlledain at the Elven haven of Rivendell. Granted a 
longer lifespan th:m Chat or their brethren in Gondor. the 
secretive Rangers persevered and overcame the tests of 
time, preserving themselves as a political and military 
entity for a millennium. 

THE FOUNDAnON OF THE RANGERS 
The fall of Fornost in T.A. 1974 was followed by a 

scouring of the landscape like nothing seen in Eriador 
since the fall ofOst-in-Edhil in the Second Age. It was the 
intent of the Witch-king that neither man nor beast of 
Arthedain should be left alive by the spring of the next 
yur. To a large extent, he succeeded in this goal, and the 
knowledge of his success probably contributed to his 
decision to flee when confronted by Glorfindcl at the 
Battle of Lake NenuiaJ. Crown-prince Aranarth, the only 
senior member of the royal government to survive the 
debacle. found the Twilight Hills and the North Downs 
uninhabitable, the buildings and towers destroyed. the 
stock slain. and the forests and orchards burned to the 
ground. Arthedain could not be re-founded. 

Because of his shame for what he perceived as his 
father's failure to adequately fulfill his oaths to protect the 
subjects of the realm, and because there were still assassins 
searching for him amidst the swarms of refugees crowding 
the camps at Caras Cel:aimen and the Harlond. Aranarth 
kept a low profile during the spring campaign that 
destroyed the Angmarean army and the lightning follow­
up that purged the country of the last of the invaders. 
Many of the surviving Arthedain left for Gondor not 
knowing that an heir to the Line oflsildur still lived. Over 
the course of the next two years, in which the Host of the 
West. consisting of Gondorian. Elvish. and remnant 
Arthadan forces marched eastward to the very gates of 
Cam DUm. Aranarth let himself be announced only as 
Knight-captain of the Royal Rangers. Crown-prince 
Earnur of Gondor. who saw no reason to promote the 
nobility of a man who could have claimed the throne to 
which he intended to ascend himself someday. willingly 
went along with this pretense. 

All the while. Aranarth was making plans and negoti­
ating with those few people who represented the remnants 
of theeliteof the old Arthadan society. Anoath was sworn 
by Aranaith and a few close friends in early T.A. 1976, as 
they gathered around the last p414n1fr of the North. in the 
Elostirion. the White Tower of the Emyn Beraid on the 
border of Lindon. They pled�ed to dedicate themselves [0 
completing the work that Arvedui and their forefathers 
had left undone, to protect the land that had bcc:n Arnor 
and all of its peoples. until all oaths had been kept and the 
few hopefUl prophel"ies of the centuries of decline and 
weakness had bcc:n made true. This was [he true beginning 
of the Rangers of the North; few present at that little­
known meeting understood how many generations of 
Men and how much blood, toil. and sacrifice would be 
needed to keep the promises so made. 

The core of Aranarth's organization was the old 
Faradrim Aran, the Royal Rangers. Their symbol was the 
((($Sf/(II, the silver brooch. shaped [ike a six-pointed star, 
attached at ceremonies to the left shoulder of each Ranger's 
grey. hooded cloak. Traditionally the (ff1Sf/rn could not be 
awarded even to royalty without a full vote of a company 
of Rangers on the worth of the recipient. and it was long 
the most coveted symbol of heroic achievement in all 
Arthedain. Aranarth bonded his old Ranger-command to 
the officers of the armies and the masters of the religious 
orders who had shown their quality in the war. The ",wit., 
would become the symbol of this new Hrr(ll II Covannas in 
Fllf'llJrim FaroJ (5. "The Order and Fellowship of the 
Rangers of the North"). 

THE PR.F..sERVATION OF THE DONADAN lINE 
Because the purpose of the Witch-king's assault had 

always been to exterminate the DUnedain of the North, 
Aranarth decided that one primary goal of the new 
Rangers was to maintain the bloodlines of the Lords of 
Men. To accomplish this, he enforced strict segregation 
of the members of the order. This policy, which forbade 
access to the inner circles of the Fellowship of Rangers to 
anyone of lesser lineage, was ill-thought of by many. 
including Master Elrond. Those of the commons of 
Arthedain who'd fought bnvely in the war were denied 
the full protections and benefits of membership in the 
Rangers. leading some of them to join the southern 
exodus and deprive Aranarth of their talents. Over the 
years, other non·DUnadan would be enlisted to the service 
of the ordC'r. and even awarded the ",'witn, but the star 
could not givC' thC'm free access to the havC'ns and villages 
of the Faradrim Forod; additionally, the star was given on 
the premise that it be rC'tumed to the order upon the 
bearer's death. so that no unworthy heir or outsider might 
gain unearned privilege. 
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Restrictions were also applied [0 marriages, with the 
intent that all children supported by the fellowship retain 
the pure bloodline of the DUnc�dain. This, and the sepa­
ration of the Rangers' dwelling places from those of other 
Men, meant chat they would always be few in number, and 
their hold on the North country [cnuow and shatterablc 
by the casualties of juS[ a few lost battles. Aranatth, 
nonetheless. bound himself to his vision, believing that 
the physical and mental heritage of Nt'tmenor was a 
priceless advantage his people could not afford to lose; his 
heirs followed his example for fifteen generations. A 
selfless discipline like that of the Faithful of old was 
taught to every child of che order. and the loneliness of the 
Ranger's life was compensated by th� surety of loyal 
comrades on any journey and-a friendly home and hearth 
waiting at the end of it. 

ro.l THE RANGERS IN THE 
THIRD AGE 

Secr�cy and a tightly knit structure, both key aspects of 
the ancient orders and fellowships of Arthedain, w�re 
incorporated imo the Rangers of the North. Only a few 
peopl� outside of the Elves even knew of its existence as 
an organization. The Hunters, as the Silvan Elves called 
them, or the Muinmir nam Beann Glasa (Du. "Folk of the 
Grey Hills;" coil. "Grey-hillers"), the name used by the 
Saralainn clansmen, were viewed as just another clan of 
wild folk, like the Dunlendings, Dwarves, and Rivennen­
prone to wandering in dangerous places. It was known 
that they were exceedingly dangerous, and that they 
tended to deal harshly with ruffians and troublemakers of 
all breeds, but this was considered to be a sort of tribal 
'luirk. The leaders of the Rangers encouraged this belief. 
The humble tide of chieftain that they used forthemselves 
was steeped in Adanic and Northman tradition, but 
served also as part of the camouflage of the order. So, too, 
was the lack of unifonn or badge in their everyday dress. 
The title of captain was the only other rank used within 
the order, and none of the leaders were called by anything 
other than their given name save while on safe ground. 

Only the male heirs of [he Line ofIsiidur could be the 
chieftains of the Rangers. Each Ranger swor� unswerving 
allegiance to his chieftain, who was the unquestioned 
authority in all maners political and military. At no time 
were there more than several hundred Rangers in exist­
ence. They lived in "havens," small steadings and villages 
along the northern fringe of habitable land in Eriador, 
some of them based in old Arthadan monasteries and 
towns, some built secretly in new locations, easily isolated 
and protected from intruding wargs and frontier bandits. 
Rivendell was the occasional home of the chieftains and 
their families, although western locations nearer to the 
settlements of Men were favored when times were quiet; 
T 01 Lamfirith, ncar Caras Celairnen, was the primary 
training ground of the Faradrim and their chief center of 

lore and study. Other havens and outposts of the order 
were built and maintained, some of them for hundreds of 
years. Throughout the long Andran Awarthad (S. "Age of 
Abandonment"). as the Rangers' scholars tenned it, these 
dwelling places were moved-as the troubles of the north­
ern lands shifted. as they were discover�d and harassed by 
the evil creatures who still haunted th� country, or as d�ath 
and depredation caused the numbers of the order to wax 
and wane. Ultimately the Rangers were, as the Bree­
landers put it. rootless and wandering. 

THE ScHOOUNG OF THE RANGERS 

Traditionally, the eldest son of the chieftain was born 
and raised in the safest of the Rangers' havens. In his 
family's house, the young DUnadan prince was instructed 
in the traditional ways and lore. When his studies were 
complete. the Heir ofIsildur was ready to guide his people 
in their age-long and purposeful fight to protect and 
preserve the Shire and other senlements in what remained 
of Eriador. He was also expected to find a mate and to 
produce an heir. and to take on the other responsibilities 
of a king in exile: to inspire confidence in his followers, 
and to confinn their faith in the promise of a reunited 
Dunadan kingdom. That it would take more than a 
thousand years from the time of the fall of Arthedain to 
resurrect a North-kingdom was unknown to these princes, 
but even if they foresaw it, they were possessed of an Elven 
manner and a noble cause and found the patience to 
endure and persist. 

The training of the other children of the Rangers was 
only slighdy less rigorous. The members of me order were 
expected to preserve all the traditions of the northern 
Dunedain. those of the scholar. crafter. and mystic, as well 
as those of the soldier and ranger. Any Ranger. whether of 
the villages or the retreats. was rigorously drilled in born 
Elvish and Mannish languages. Numen6rean and 
Eriadorian history, song and poetry. and herb lore. Few 
children of the true bloodlines of the DUnedain were 
lacking in int�llectual capacity. just as few were without 
strength and endurance on the trail. 

THE WOMEN OF THE FARADRIM 
Female members of the order were also educated. 

unlike many of the daughters oflesser Men. While their 
paramount dury, belonging to such a small and scattered 
people. was to bear and rear children. the Dunadan 
women, like their ancestors in the Arthadan nobility, had 
many years of their lives where they were notso burdened. 
They always demanded and received a fair share of the 
schooling and training available in the havens and took a 
corresponding share of responsibility for the lives of their 
people and the maintenance of the villages. While only a 
few of the women of the order in each generation actually 
earned the Ranger's star, all were exceptionally talented, • 
including in their number many of the few true wieldets 
of magic. 



10.2 THE WAR OF THE RING 
AND AFTER 

With the unveiling ofSauron and the Nazglil in T.A. 
2951 and the coming War of the Ring, the Rangers faced 
[htiT greatest challenge: to protect the Ringbearcr, and to 
ov(tcomc Saruman and the evil genius of the Dark Lord. 
Their victory can be seen as somtthing of a miracle. or a 
quirk of farc. or both. Regardless. it was a striking 
accomplishment. The fifteenth and last of their stateless 
chieftains was Aragorn II. who assumed his title in TA 
2933, nthc agcof two years. As is n:cordcd in Ik Downflill 
oj lhe lAIrJ oj IIx Rillgs IIna IIx Rtlurn oj lhe King. Aragom was 
the chief Mannish hero of the War of the Ring. and in 
T.A. 3019, as King Ell.'ssar Telconrar. he fuU:{lIed the 
undying Arthadan longing when he reunited the king­
doms of ArnOT and Gonder ;after Sauron's destruction. 

Throughout an age which saw the Arthedain defeated. 
scattered, and finally homeless, the Rangers nonetheless 
managed to carry unbroken the line of the Kings of Men 
and were able to retain their ancient culture. No matter 
their losses in number, their battered and shrinking spirits, 
a supreme Arrhadan pride in their long and uninterrupted 
tradition ofloyalty. reason, and justice saw them through. 
In Arago�inger, poet, king, healer, warrior. and vision­
ary-a man who would lead other Men into the Fourth 
Age, they produced the predestined hero to complete the 
Anhadan dream of one, united kingdom of the DUnedain, 
and to raise high the banner of peace and hope for all 
peoples bloodied and bewildered by the Warof the Ring. 

TH" FOURTH AGIO 
As the Third Age closes, the scouring of the Shire is 

completed with aid from the Rangers. The oppressors, 
Sharkey (Saruman) and Grima W ormtongue, are killed, 
their despised regime overthrown. Brave Hobbit·heroes 
return triumphantly to claim their rewards; the Shire (Urns 
to peace and fruitful greenery. All is well, at last, in the land 
of the Halflings. 

But far to the north lie the weathering ruins of 
Annuminas, and to their east, the fallen towers ofFornos[, 
now called "Deadman's Dike." Thorns and weeds gather 
in the courtyards where kings and seers once conferred. 
Ravens light on the crumbling porticoes of the ancient 
halls. In the cool hills, the Faradrim Forod find that their 
havens no long need to remain secret. A new prince· 
regent, fonne.rly a c .. ptain ofR .. ngers and unfamiliar with 
the finery and ceremony of fonnal government. dwells in 
Tharb .. d for a time, eventually hoping to build a new 
home in the nonhern lands. Gondorian soldiers and 
northern Rangers eye each other warily in Eriadorian 
outposts that have not seen their like in a thousand years. 
The title of chieftain is used no more, as King Elessar 
prepares to resurrect Arnor and ir:s capital of Annuminas. 
The Kings of Men seem to belong to the past now, but for 
a while these legends sit on a throne that strives to create 
peace for the scattering of common Men still living in 
Eriador, and the Rangers of [he North can now openly 
bring hope to people who have had little for untold years. 

10.3 THE ORGANIZATION 
OF THE RANGERS 

The Hir·in-Far .. drim (5. "Chieftain of the Rangers") 
is alw .. ys the Heir of Isildur, that is. the senior male 
descendent of the kings of Arrhedain. While the Rangers 
take pride in this line of rulers never being broken during 
the Age of Abandonment, some provision was always 
made for the succession in the event of the chieftain's 
premature death. The tradition .. l number of Dirgonath 
Faradrim (5. "R .. nger-captains;" sing. Dirgon Faradrim) 
is four; all must have earned their sUr, and at least one 
must be one of the heirs to the chieftainship, so that 
experienced leadership is on h .. nd in the eventof a tragedy. 

Typically the Faradrim live in a half-dozen villages and 
monasteries. or "havens," scattered across northern Eriador. 
Although they arc theoretically sworn to defend all of the 
lands of ancient Arnor. tradition and lack of resources 
keeps most of their efforts within [he old Arthadan 
boundaries. particula.rly around the Twilight Hills, BreI'. 
the Shire, and the Brandywine settlemenr:s. At any given 
time, a few of [he Rangers dwell in other places, such as 
Rivendell or Lindon, and occasionally one may settle, 
particularly for purposes of retirement. in .. village of 
Men. When there is a need, the Rangers build and 
maintain ste .. dings or watchtowers in country where there 
is a pt'rsistent problem with raiding Orcs or recurring 
wolf.migrations--more often the order does not have 
sufficient strength for garrisoning such outposr:s. 

The captains are assigned responsibility for one to 
three of the havens and also a "province," an arbitrarily 
bounded area of the north country. One of the havens in 
the province serves as home and he .. d'luarters for the 
captain. He leads and coordinates all of the military and 
general political activities of the province. while the thanes 
of the villages and the rdair(S. "fathers;" sing. adar) of the 
monasteries are responsible. under his ultimate ruling. for 
the day.to-day activities of the people. Rank within the 
order is roughly detennined by seniority. although there 
are also infonnal designations-hmiir (S. "master;" pI. 
btrJiralh). MrJis (S. "mistress;" pI. hrrJiswb), and Joron (5. 
"elder;" pI. ioryn; fem. sing. ;orrl/r, fern. pI. ion'lb}-i:hat are 
eventually granted as measures of respect to the older 
Faradrim. councils of ioryn advise each of the leaders of the 
order and elect the thanes and {daiT of the havens. While 
the chieft .. in is. in theory, an absolute ruler, the other 
leaders of the order and the senior members of his family 
sit as .. council of the R:rngers to provide him with advice 
:rnd act as a check on his power. 
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lOA CREATING A RANGER 
CHARACTER 

GM Note: TIt intmst tdWllltion lind lrtlillirzg proviJeJ to Il 

chi/J in the h4wns givu a Rangertrnl,!), IIJWlIlllgtS (Wrrolbtr joU: 
in En'ador. o"ry Ihlru4ain, ElllU, and Ha!f-elva may bt JO 

Irllinra. 

Statisms 

Statistical Minimums: 50 in Intuition and Presence. 
30 in all other sUts. 

Stat RonwC.5: + I 0 to Constitution and Intelligence, 
+5 to other stars. 

RClIiistancc Roll Modifications: + I 0 to poison and 
disease. '-

Aaolmmt S'ill Ranh 

Movement and Maneuver: No Annor (I), Soft 
Leather (2), Rigid Leather (I), Chain (I). 

Weapon Skills: I-Handed Edged and Missile (2), all 
others (1). 

General Skills: Climb (2), Ride (I), Swim and Track 
(2). 

Subterfuge: Ambush (2). Stalk/Hide (3), Disann 
T"p' (I). 

Magical Skills: Reading Runes and Using Items (I) 
Miscellaneous: Body Devdopment (3), Perception (3). 
Percentage Chance of a Spell List: One Ranger list is 

gained automatically if the character is a Channeling 
spell caster. If not. one Open Essence or Open 
Mentalism list of similar quality is learned. 

lWlktfvlmJ Drt4ils 
Languages: 8 additional ranks. typically in Eriadorian 

languages. 
Background Poinu; Only 2. but the character also 

gains one Special Ability and one Special Item. as 
well as one skill in each of the following secondary 
skill categories [0 rank 5: 
I) Any artisan or craft skill (Carpentry. Fletching. 

or Midwifery. for example.) 
2) Any scholarly skill (History. Sky-gazing. 

Weapon-lore. etc.) 
3) Any secondary outdoor skill (Foraging, Game­

keeping, Herb Lore. etc.) 
4) Any artistic skill (Calligraphy, Dance, Music, 

Poetry, etc.) 
DevclopmtDt Points: The Ranger character can be of 

any profession. He always transfers Development 
Points on a 2 for I basis, even if he has no initial 
points in the area to which they arc being trans­
ferred. 

10.5 UFE AND DUTIES 
OF THE RANGERS 

A Ranger's life is spent in the pursuit of tasks set by the 
order. When no duties of this sort are at hand. the Ranger 
may relax and work on less dangerous chores in his home 
village. A portion of the daily routine in a Ranger-haven 
involves the mundane labor of farming. or repairing 
buildings and tools. but the lack of any great desire for 
material wealth amongst the Faradrim keeps these labors 
from overwhelming those available to do the work. A large 
pficentage of the male population of the Ranger-villages 
travels out on missions most of the time, as does a smaller 
fraction of the females. This dispersal of strength is the 
primary reason for secrecy regarding the location of the 
havens. A typical village haven boasts 200-300 inhabit­
ants in following proportions: 

10% Retired Rangers. mostly male. Most will sit on 
the Council ofIoryn, and it is 80% likely that one 
holds the position of village thane. 

10% Active Rangers. in between their longer missions; 
this number will double in the colder winter months 
or at certain holidays or times of crisis. While at 
home. they engage in crafts and training or put in 
time on guard duty. 

20% Women of childbearing years. tending to family 
and village business. 

10% Older women, typically ioryn. healers, and senior 
craftsmen. It is likely that one is the village thane. if 
a retired Ranger docs not hold the title. 

30% Children of all ages. They arc noticeably more 
alert and serious than children in other villages. but 
may still be seen playing a good portion of the time. 

20% Non-Dunadan servants of both genders and all 
ages. They are typically members of families that 
have been working in the haven for several genera­
tions, often descended from people rescued from 
Orcs and bandits. They arc intensely loyal. 

Half of the DUnedain in a haven serve as physicians, 
scholars. or teachers, in addition to their other mundane 
duties. A portion of the Rangers away from the village 
travel on patrols providing the community with long 
range security-but ali of the inhabitants, save for the 
smallest children, are: responsible for guarding and de:­
fending the: haven. In a monastic haven. a portion (20%) 
of all of the Faradrim, including the non-DUnadan, work 
soldy as scholars. mystics. and seers. Servants do a larger 
share of the mundane chore:s in such e:nvironments. 

• 



MISSIONS OF THE FARADRJM 

Under th� chitftlin. tht Ranger.leadership (the 
captlins) is responsiblt for stnding Rangers out on 
missions. A list of such missions is givtn below; thc 
gamcmastcr may choosc appropriatc missions or roll 
thtm randomly on a 0100. Missions vary in I�ngth. 
but typically last for 1·5 months. 
01· I 0 CoURIER: taking m(5Sagcs across country. 

The Rangcrs havc friends. comrades. and allies as 
ntar as tht next villagc and as far away as Umbar. 

1 1-20 DEFENSE: go to a specific plact and protect it 
from whatevtr threats occur. You mayor may 
not havc th� cooperation of the locals. \. 

2I�25 DIPLOMACY: trave! to distant parts and try to 
make friends and influence people. The elite may 
trave! to the court of Gondor; others may trave! 
(0 Bree to arrange a safe· house with a peasant or 
a supply of barley for the horses. 

26·32 FORAGING: Seek out a plant. animal. mineral 
or object and return it to a haven. This may be a 
mitbrii sword from the ruins of Cam DUm. a 
quantity of old coins buried in a cache by your 
grandfather. or a small. mossy plant found only 
on the down-scarps of the Emyn Uial, suitable 
for curing a newborn of the croup. 

33-40 GUARDIAN: An individual or group mun be 
protected. They are traveling and require open 
escort. although they may be shadowed. if they 
are not to know they are being guarded. Or, 
assassins may be seeking a victim in his own 
town, and you will wait for hours or months 
until the villains reveal themselves and strike. 

41-45 HUNr. Hunting for animals is done by 
local arrangement in the villages. The nonnal 
prey for Rangers on official hunts are Orcs and 
bandits. The leaders of the hunt will be given 
such informacion as may be availabl� about the 
prey; th� party will be expect�d to come up 

with a plan of search. Eliminating the targets is 
oft�n enough. However. this is a brutal and 
addicrive habit; tht preferred tacric of civilized 
men is rossing the criminals on thco doorsteps of 
thco local law. 

46-6 I WVE: take yoursdf to :I safco havcon, your 
own or anothcor, and dwtll among friends and 
DUntdain for a time; living constantly in the 
wild will turn-you into something resembling a 
bean. Remember that it is the first duty of 
every Ranger (0 produce heirs to the Cloak and 
Star, thar their purpose may be carried through 
many lives of men. 

61-76 PATROL: march across :I section of the 
country and discover what is cherI', what has 
been cherI'. and what will happen with the 
passage of time. Most of these patrols arc in 
Eriador, but be prepared to travel to Rhan and 
beyond. 

76-80 PuROiASE: you are entrusted with an 
amount of money and sent out to secure 
manufactur�d and exotic wares in distant lands. 
The Rangers deal only with trusted mcorchants 
when they can. but in other circumstances ther� 
may be a need for a skilled bargainer and a 
protective sword. 

81-85 ScOOTING: penetratt an inhabited area and 
learn who, what, when, and how; a simple 
mapping from a hilltop may suffice. or you may 
have co go undercover for years of spying. 

86-90 SoRTIE: fonn a company and assault an 
organized enemy. Your people have little 
strength to waste on battles of attrition; make 
you

,
r plan clever, as every man lost counrs 

agamst your success. 
9 I _ I 00 TRAINING: learn, in :I safe village or in the 

Elven-homes, for the Rangers' shared knowl­
edge is their sole advantage over their enemies. 
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ERlADOR UNDER THE PROTECTION OF THE FARADRlM 

Eriador through most of the Age of Abandonment 
was depressingly empty. but also remarkably peaceful. 
The Rangers and theif Elvish comrades in anns worked 
hard [0 keep it that way. Instead of random dangerous 
encoumers, the GM can describe the situation in the 
North in terms of a few well-defined "threats," The 
Faradrim will be aware of and deal with those within 
their reach. Such threats can be divided into three 
categories: 
Routine Threau: A pack of wolves migrating out of 

the Forodwaith, a clan of Orcs descending from 
the Misty Mountains, or a pair of Trolls moving 
from the hills toward a'town all constitute 
routine threats. 1·5 of these are present in 
Eriador and under investigation by the Rangers at 
any given time. Others. of course, are dealt with 
by local forces. The captains expect their Rangers 
to deal with romine threats withom f.1talities. 
Loosing a man to a trivial Goblin-hunting party 
is considered a defeat. 

Scriow Outbreaks: Usually only one of chese occurs 
in any given year. This might mean the appear­
ance of unusually powerful beings or large 
numbers of the lesser ones, such as the Orcs and 
wolves. If there is time, Rangers from more than 
one province will organize and systematically deal 
with the situation. These matters are seldom 
settled without casualties, but the DUnedain can 
not afford to let these threats entrench them­
selves. 

Invasions and Pbguu. A crisis like this comes along 
once (.very generation. It generally requires a small 
war and a mustering of all the Rangers, under the 
chieftain, along with aid from other peoples of 
the North and possibly Elvish help. The losses 
from such an event might take a generation to 
replace. 

Drta's and CriSt$ 
Roll a DIO to identify the threats randomly: 
I ... _ ... Bandits and Thieves 
2 ........ Beasts and Monsters 
J ........ Tribal Raiders 
4 ........ Merchants and Migrants 
5-6 .... Goblins and Orcs 
7 ........ Na[Ural Banes 
8 ...•.... Trolls 
9 ........ Wargs and Wolves 
IO ...... Supernatural Threats 

Bandits and Thieves. As a routine threat. this 
generally means a dozen or so brigands 
harassing an area, presumably beyond the 
ability of the local thains ane! lords to defeat. A 
serious threat might be an entire band of a 
hundred or more, dominating and pillaging a 
large area and lairing in an old fort or cave 
system. These evil sorts never become a major 
problem, unless they take over an entire small 
province or tribe, in which case, the situation 
requires a deft political tollch so that a peaceful 
government can be restored. 

Beasts and Monsters. A simple matter of a rogue 
bear or lion, a reappearance of the kelp-kraken 
in Nenuial, or a dragon winging in from the 
Withered Heath. 

Tribal Raiders. Dunnish cattle thieves are a 
constant nuisance. Occasionally an entire band 
of Beffraen or Dunlendings goes on the move 
under a charismatic leader. On rare occasions, 
whole dans of Easterlings have come over the 
mountains, hoping to establish an empire. Such 
invasions are a small part of one of the grand 
invasions ofGondor, akin to those of the 
Wainriders and Bakhoch. Invasions and coastal 
raids by the Corsairs of Umbar also fall into 
this category; they would represent a more 
organized threat, except that their native land is 
too distant for their government to support a 
true campaign of conquest. 

Merchants and Migrants. Mostly a diplomatic 
problem. Eriadorian trappers and hunters, as 
well as the Dwarves who normally travel the 
northern road net, know how to cope with the 
weather and how to avoid the Troll-country 
and the banes len over from the Witch-king's 
time. Southerners lack this wisdom and are 
often in need of protection or rescue. Attempts 
to start mines in areas known to be haunted can 
cause larger problems, as can the repeated 
attempts of Dunnish clans to move up the 
Gwathl6 directly into the river valleys most 
favored by raiding Trolls. In the most severe 
cases, money itself could be used as a powerful 
tool of repression. The Fellowship of the 
White Hand, which secretly provided the 
financial backing for Lotho Sackville-Baggins 
in the Shire. used its resources to overthrow 
local leaders in a half dozen small settlements 
in Eriador. The R:mger-Icaders who were trying 
to combat its influence were not able to reveal 
it as a plot of the traitor Saruman until the War 
of the Ring was already begun. 
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Goblins and Orcs. A continuous problem 
throughout the Third Age and into the Fourth. 
The:: Goblin-lairs in ereb Durga, the Eryn 
Yom, and the:: Misty Mountains provide:: a 
constant supply of Orcs to Eriador, coming out 
of hole::s the OUnedain can not stop up for any 
pe::riod of time. The situation could explode 
into a se::rious problem or an invasion anytime 
an Ore or Troll-chief felt the desire to start his 
own empIre::. 

Natural Banes. An unusually cold winrer, a se::ason 
of heavy rains, or a summer drought could 
cause devastation, flood, or famine throughout 
a. wide expanse of Eriador. Though there a�e no 
active volcanoes in the country, and rather few 
earthquakes, plagues, avalanches, and crop 
blights are constant haz.1rds. The Dunedain 
suffer from these occurrences only slightly less 
than [he ocher peoples of Eriador, but their 
ancient sense of duty compel them [0 provide 
what aid they can whenever they can. 

Trolls. Like the Orcs, they are a constant problem 
over the years. Forest Trolls are:: the primary 
threat in the country near the Eryn Yom and in 
the Gwathl6 basin bordering Enedhwaith. The 
more dangerous Hill and Stone Trolls arc a far 
greate::r menace, moving south out of their 
brttding grounds in the northern Trollshaws 
whenever their numbe::rs get too great for the 
local population of WIrlmJi, and wild kine to 
support. The worst threat always comes when 
some intelligent leader arises among [he T roils, 

giving them organization and making it less 
easy to nick the::m onto ground exposed to the 
killing rays of the: SUll. If such manl"Uvers fail. 
the deadly work of killing them one at a time: 
begins, and seldom can this be done without 
loss. 

Wargs and Wolves. The most persistent and 
effective of the Banes of Angmar were the 
crazed. tainted wolf-packs that swept across the 
open fields of the northlands, slaughtering 
stock mindlessly and forcing Men to kee::p a 

constant vigil. They continue::d to be a plague 
on the:: country until the:: fall of Sauron. whe::n 
the:: taint of madness that black sorce::ry had put 
upon the packs of the North began to fade, and 
there was finally hope that the last of the:: e::vil 
wargs would be hun[e::d our. 

Supe.rnatural Thruts. Undead. evil spirits and 
fairy creaturts, de::mons. and the like:: cre::ate the 
stuff of frightening I�ends. A Huom amcking 
woodcuners could be easily dult with, but a 
small army of skdetons and walking corpses 
raised by an e::vil priest might pose:: a threat to an 
entire:: realm. The greatest nightmare:: of the 
Ranger-chieftains. second only to a personal 
appearance by the Dark. Lord or his 
Ringwraiths, was the prospect of Durin's Bane:: 
venturing our from the confines of Moria to 
ravage Eriador. That this never occurred was 
considered by several DUnadan mystics [0 be a 
proof of the good will of the Yalar. 
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CHIEFTAINS OF THE RANGERs 
As the adjacent chart shows, the Line: ofChicfuins 

began with Arvedui's cider son,' Aranarth. just after 
the king's death and continued into rhe Fourth Age, 
concluding with its greatesrhero. Aragom n, " Strider," 
His heirs no longer took the ririe, and rhe Faradrim 
Forod became a part of the Amorian military. All 
chieftains used the prrfix "Ara(n}:' indicating their 
royal status and [h('ir intention to reuniu tht' sun· 
dcrcd DUnadan kingdoms under one liege. 

Each chieftain poS5eSSed: rhe Sccptte of AnnUminas, 
the Ring of Ramhir, the shards of the sword NaNii. 
and tht silvcrcirdct called the Elcndilmir. These were 
kept at Rivcndcll and sddo...m revealed in public. 

Annarth 
1974-2106 

I 
Arahacl 

2106-2177 
I 

Ar:muir 
2177-2247 

I 
Aravir 

2247-2319 
I 

Aragom 1 
2319-2327 

I 
Araglas 

2327-2455 

I 
Arahad I 

2455-2523 
I 

Aragon 
2523-2588 

I 
Aravorn 

2588-2654 

I 
Arahad II 

2654-2719 

I 
Arassuil 

2719-2784 
I 

Arathorn I 
2784-2848 

I 
Argonui 

2848-2912 
I 

Arador 
2912-2930 

I 
Arathorn n 
2930-2933 

I 
Aragom n (Elessar) 

2933-F.A. 120 

Note: all Jiliu ;nJ;{lllt 11K nirJ A:r unltss otbtrwiSl NeIlJ. 
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This s�ttion is int�nd�d to serve as a quick and convenimt reference guide: for the GM.lt provides a genealogy ofEriador's DUnadan 
rulers and :l glossary of Middle-e .. n:h tenns used frtquently in this book. 

I I . I  THE LINE OF DONADAN ICINGS OF THE REALMS-IN-EXll.E 

Anu.ndil of An<iun;l, lUI Lord of 1M Faithful o(Watmles.K. was 1M father ofElendil tk Tall and 1M ancestor o(both lines or kings of me Rnlms­
in-E..:il�. H� � alJO a duccndcnl orKing Vah.ndil ofNUrnenor and thut;(on: of eM Fine Agdnden or the Edtin, Naldo., and Sindu; ht; also Nd one Maiann 
anccJUus. He diro in 5.A. 3319 . 
• - All dues hn-tafle1" �f(f 10 Ihe Third Age' unless olru,rwiK noted. 

t - Unnuural death. 

* - Usurper. 

§ -o,ildlm. 

;ow: - Succw:lcd hy a ncphtw. 

o _ Succeeded by a younger brothtr. 

NOlc I _ Am .... lIy Ananon'. son. The line of Gondar's kings is dcr;�d (rom Isildu" repulcd gnnl of an indcpt'ndcnt South-kingdom to Mcnddil. 

NOIe 2 -T uchil. Elwen, and Aldor wac the [asl kings ofCudolan and Rhud.:.ur from the uruullicd lint ofIsildur; none of them were heirs of the monarchs 
they rtpb�ed, being choun inlllud by coundlt and factions. Argdeb of ArthecUin tried to rrdaim theM: .ealnu in T.A. 1349, but T archil's and Aldor'. 
immediau succenorJ as rulers of Car dolan and RhucUur wcn nonethdeu �nenlly ncogniud by Gondar, the Dwarves, and the Elva. 

Notc 3 -Although some later lead .. rs ofRhucUur gaincd widelprrad rrcognilion. none therraficr _n uni."rsally ICcq>lcd ;u INC kings. Tk rulers ofRhud.:.ur 
wcrc rrgarded by the establisiKd rralms as Angrnanan pupp.-u.. 

Not<' 4 -From the nign of Argcleb I forward, ArthtcUin'J kings dairm<f dominion 0,," all of what w.u Arnor prior to T A 861. 
Note 5 -E1dxar was .... sloffll 10 his throne after the death of Castarni •. 

Note 6 _A dcscendt,nt ofTdumthtar Umbarcbcil. 

KINGS OF ARNOR 
Elcndil (ltaJtr oj fix Faitbjlll anJ Higb Ki"l oj the Rub-in-Exile) t 

S.A. 3319-3441 

KINGS OF GONDOR 
Isildur t and Anirion t 

SA 332Q..3430 (lsiUlir /llone tiftn 3430) 

Isildur, High King t (fiNt oj the IInbroktn line) SA 344I-T.A.2 

Valandil T A. 2...249 • 

Eldacar 249-339 
Arantar 339-435 

I 
T arcil 435-515 

I 
T arondor 5 J 5-602 

I 
Valandur t 602...652 

Elcndur 652...777 I 
Earendur (UISt King oj Amor) 777-86 I 

I 
ContinNtJ on Ntxl PlIgt 

I 

I 
Mcnddil (Stt Note 1) T.A 2-158 · 

Ccrncndur 158-238 
Earcndil 238-324 
Anardil 324-41 I I 
Ostohcr 41 1-492 

I 
R6rnendacil I t (Tllrostar) 492...541 

I 
Turambar 541-667 

I 
Atanat2r I 667-748 
Siriondil 748-830 

I 
Tarannon Falastur § ¥ 830-913 I 

UntinUlJ on Nocl Pagt 

I 



KINGS AFTER THE DIVISiON OF ARNOR, T.A. 861 
of Arthedain 

I 
Amlaith 86' -946 

I 
Ikl<g 946-J 029 

MaHor 1029- 1 1 1 0  

. Cclepharn 1 1 10-1191 

I 
Celcbrindor 1 191-1272 

of Car dolan 
I 

Thorondur t 861-936 
Turamarth 936-1001 

I 
Cirion 100 1 -1 079 

I 
Terenni1 1079-1 153 

, 

Cclervellon t i l  53-1235 

of Rhud.tur 

I 
Ga!adhrion 861-951 

Orodrerh 951-988 
Edhelthorn t 988-103 I 

I 
Elnon 103I-II07 

Fordegil l �07-1 176 

I 
Ruggha t 1 1 76-1231 

Earnii 1 t 913-936 

I 
Ciryandil t 936-I015 

I 
Hyannendacil I 1015-II49 

Atanatar II (Alcarin) 1 1 49-1226 

I 
Nannacil 1 § a 1226-1294 

I Tarchil (See Note 2.) 1235-1287 I 
Malvcgil 1272-1349 

Argelcb t (Stt NOlt 4) 1349-1356 
Arveleg 1356-1409 

I 
Araphor 1409-1 589 

I 
Argcleb II 1589-1670 

Arvegil 1 670-1 743 
Arvcleg II 1743-1813 

I 
Arava! 1813-1891 

Araphanr 1891·1964 I 

I Elwen (5rtNolt2) '231-1307 

Tarasdor 0 1287-1332 
Calmacil 1294-1 304 

R6mendacil n 1304-I 366 
Aldor (Stt NOlt 2) 1307-1347 

Minaglar 1332-1381 I 
Eigost t§ 1347-1355 

I 
various claimants and puppets (Stt NoltS 3 & 4) 

Osthirt 1381-1409 
I 

Niricl t §  1409-14'2 

various claimants (Su Nole 4) 

Valacar J 366-J 432 

Eldacar (Stt Nole 5) 1432-1437, 1447-149 
Casramir t t (Set NOll 5) 1437-1447 

I 
Aldamir t 1490-1 540 

Hyarmendacil II 1540-1621 
Minardil t 1621-1634 

Tclemnar t '¥  1634-1636 
T arondor 1636-I 798 

I 
T clumehtar (Umbartuu;l) r 798-1850 

I 
Nannacil lI t 1850-1856 
Calimehrar 1 856-1936 

Ondoher f }936-1944 
Earnil lI (5rt Note 6) 1945-2043 

Arvedui (LuI King oj Arlhtdain) t 1964-1974 I 
I Earnur t§ 2043-2050 

I 
(A}I" II" i.1I oj AffbtJ"i� II" �"".b.,." DW",J�i� .rt ",frJ by I.b. rAitjl.itu oj Ik R.ngtrf oj IIx NOffh, .U j� Jim, Ii", If Jul(n'irom A ....... Jwi Us'-�ing. ConJa., .jlr,.,bt Jwh 0/ un"" 

is ",frJ by IIx S,�,Js. Thrsr /We JYMStiN wtrr Isrrllnl'J jram rk kg;nni"!;' 0/ Ibn, ",fr. n. rhirjr.ins ." 1is"J in Strti"" IIJ.O. EvrnfH.Uy 'lx DW",Uin " • .,..nillJ .nJ rlx mOM"bitJ 
0/ Arner .nJ ConJer mrerrJ by rlx sixutnrb Oitjl.in 0/ rk R.ngtrS, A,.gom 11) 

I 
Elessar Telconur, King of the Reunited Kingdom (AragortJ ll) 301 9-F.A. 120 

I 
Eldarion F.A 120-
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I I.2 DEFINITIONS AND TERMS 
These abbreviations and terms are used throughout this module. 

11.2.1 ABBREVIATIONS 

GAME SYSTEMS 
MERP ................ Middk-tlntb Role Pi4yil1g 
LOR ................... LArd cif tbe Rings AJverltlire Clime 

R.M ...................... Rolemastrr 

CHARACTER STATS 

AG, Ag ............ Agility , 
Ap .................... Appearance 

CO, Co ........... Constitution 
Em ................... Empathy 
IG ..................... Intelligence 
IT, It ............... Intuition 
Me ................... Memory 
PRo Pr ............. Presence 
Qu .................... Quickness 
Re .................... Reasoning 
SD .................... Self Discipline 

ST, St .............. Strength 

GAME T EJU.iS 
AT ................... armor type 
erit .................. critical strike 
D ...................... die or dice 
D I 00 ............... percentile dice result 
DB ................... Defensive &onus 
FRP ................. Fantasy Role Playing 
bp ..................... bronze pieces 
cp ..................... copper pIeces 
gp ..................... gold pieces 
lp ...................... Iron pIeces 
mp .................... mithril pieces 
tp ...................... tin pieces 
GM .................. gamemaster 
LvI .................... level (experience or spell levcl) 
MA .................. manial arts 
Mod ................ modifier or modification 
NPC ................ non-player character 
OB ................... Offensive Bonus 
PC .................... player character 

PP .................... Power Points 
Rad .................. radius 
Rnd. Rd .......... round (10 second period) 
RR ................... Resistance Roll 
Stat .................. statistic or characteristic 

LANGUAGES 

Ad . ................... Adunaic (2nd Age " classical" Westron) 
alt . .................... alternate form of a word 
BI. ..................... BJarm (Hillman speech) 
coli . .................. colloquial (common-place) fonn of a word 

Dn . ................... Daenacl (Old Dunacl) 
Dru . ..... "., ......... Drugic (Drug speech) 
Du . ................... Dunacl (Dunnish speech) 
fern . .................. feminine form of a word 
For . .................. Fornen (pre-TA I BOOs Northman 

speech) 
Hob . ................ Hobbitish (ancient or dialectical) 
Khuz . ............... Khuzdul (Dwarvish speech) 
lit . ..................... Iiteral meaning or translation of a word 
La . .................... Labba (Losson speech) 
Lo . ................... Logathig (Easterling speech) 
Mor . ................ Morlam (Black Speech) 
Ork. ................. Orkish (Ore-speech) 
Os . ................... Ossiriandic (Nandorin Elvish) 
pI. ..................... plural fonn of a word 
prop . ................ proper fonn of a word 
Q . ..................... Qucnya (High-dven speech) 
Ro . ................... Rohirric (late-TA Northman speech) 
S . ...................... Sindarin (Grey-c1ven speech) 
sing . ................. singular form of a word 
Ta . ................... Tawaren (Silvan Elvish) 
W ..................... Westron (Common Speech) 

TEMPORAL TERMS 

IA .................. First Age 
FA .................. Fourth Age 
SA .................. Second Age 
T.A . ................. Third Age 

SoURCES 

Hcb .................. .. T1x Hobbit 
LctR ... ................ Tbt. Lord cJ tlx Rings 
LctR1... ............... T1x Ftllcwsbip cJ IIx Ring 

LctRll ............... T1x Two Tcwm 
LctRIll ........... .. T1x Rmml cJ 1M King 

Sit .... ................... T1x Si/mari/licn 

UT........ Unfinislxd Tafts 

• 
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11.2.2 DEFINITIONS 
A few important concepts 3rc detailed below. The majority of 

unique terms from Th Hobbit and The Lord oj/Ix Rings are described 
in the text. 
Adarcu-A white metal (alloyed from iron, coal. and tita­

nium) used by the Dwarves of Khazad-dum and the Blue 
Mountains for the forging of edged weapons capable of 
cleaving normal iron in two. 

AinUf (Q. "Holy Ones;" sing. Ainu)-The divine servants of 
Ern lItivatar, born of hi! thought. The Valar ;md the Maiar 
arc the Ainuf who reside in Arda. They rake on a fana. or 
physical body. in order to do this. " 

Angmat' (5. "rron-home"}--Angmar was founded around 
T.A. 1300 by the Witch-king, the Lord of the Nazgu.1. An 
evil realm, it lies nesded in and along the icy flanks of the 
northern Hithacglir (5. "Misty Mountains"). in the high 
plateau of northeastern Eriador. Between TA. r 30r and 
T.A. 1 974, Angmar wars on Arthedain, Cardolan, and 
Rhudaur, the three Dunadan successor states to old Arnor. 

Annlimlnas (S. "Tower of the West") -Elendil the Tall, first 
King of Arnor and Gondor, built Annuminas on the hills 
beside the southern shore of Nenuial (S. "Lake Evendim") 
between SA 3320 and SA 3325. The city formally 
became the capital of Arnor after the completion of its royal 
palace in SA 3396. Although the kings and court spent 
more and more of their time at Fornost Erain following the 
sundering of Arnor in TA. 861, Annuminas remained the 
titular capital of Arthedain until it was sacked and de­
stroyed by the armies of the Witch-king in T.A. 1409. 

Arda (Q. "Realm;" coli. "Earth"}-The physical world, which 
includes both Middle-earth and the Undying Lands. In the 
First and Second Ages it is flat and circular; in the Third 
and Fourth Ages it is a sphere. As a conse<Juence of this 
event, the Undying Lands have been separated from the 
planet, so that a ship departing Middle-earth must travel by 
non-physical paths to reach them. The evil Vala Melkor 
marred Arda during its primeval forming in an effort to 
dominate it, infiltrating and tainting its substance with his 
own Dark Essence. Although he himself was defeated and 
Gist out of Ea at the end of the First Age, Morgoth's 
nihilistic Essence remains, and may be drawn upon by his 
servants for sorcerous purposes. 

Arnor (5. "Royal Land"}-Encompassing most of Eriador, 
Arnor is the northernmost of the two "Realms-in-Exile." It 
constitutes the North-kingdom, while Gondor, its sister 
land, is the South-kingdom. Founded by Elendil the Tall in 
S.A. 3320, Arnor is settlcd by thc Faithful Numenorcans 
who fled the Downfall of Ntimenor. These DUnedain 
dominate the indigcnous Eriadorian groups until the 
collapse of the realm. In T.A. 861, Arnor splits into thrce 
successor states-Arthedain, Cardolan, and Rhudaur. 

Arthedain (5. "Royalists;" lit. "Royal Edain"}-Originally the 
namc of a political faction in Arnor, "Arthedain" came (0 be 
applied to the northwestern portion of Arnor, the lands first 
scttled and rulcd by the Faithful of Ntimenor, and in which 
thc royalist nobles became the dominant aristocratic group in 
TA 861 (the year of Arnor's sundering). Arthedain survives 
as a DUnadan realm until it is overrun by the forces of the 
Witch-king of Angmar in TA. 1974. With its collapsc, thc 
last remnant of the northern Kingdom of Arnor passcs into 
oblivion. Arthedain (sing. Anhadan) is also a name givcn to 
thc inhabitants of this realm as a whole; the royalist nobles 
distinguish themselvcs from the commoners through use of 
the High-elvcn form of the name: arcatani (sing. artatan; fern. 
artatanel). 

Baranduin (5. "Long Gold-brown River;" coli. 
"Brandywine"}-A great stream fed by Lake Evendim in 
Arthedain, the Baranduin winds across west·central Eriador 
and empties into the Belegaer north of the Rast Vom (5. 
"Dark Cape") in Minhiriarh. In the Second Age the 
Baranduin is the eastern fronticr of the Kingdom of Lindon, 
and in the Third Agc the lower Baranduin forms part of the 
borders of Arthedain and Cardolan. Its principal downstream 
crossings are at Sam Ford near irs southern end and the 
Bridge of Stone bows farther north. 

BarTow-dOWDs-An ancient burial ground, the Barrow-downs 
constitute the oldest and most revered of Adanic gravesites. 
The grass-covered mounds contain royal passage-graves and 
sunnount the wild fells of northwestern Cardolan, south of 
Bree and east of the T aur bur (5. "Old Forest")' The ancient 
Eriadorians spoke of the downs as being haunted, and so the 
early Numen6rean explorers knew them as thc T yrn Gorthad 
(S. "Downs of Terror"). Later in the Second Age, when 
Numen6rean colonization extended into Eriador, thc barony 
that laid claim to the downlands renamed them the T yrn 
H6dhath (5. "Barrow-downs")' Following the invasion of the 
downs by evil spirits in TA. 1636, many revived thc use of 
Tym Gorthad, though Tyrn H6dhath remained the region's 
official designation until the fall of the North-kingdom in 
T.A. 1975. 

Beffraen-A relatively primitive folk found in western 
Minhiriath, thc Beffraen arc relatives of the Drughu of the 
Dniwaith bur (5. "Old Ptikel-Iand"). 

Belegaer (5. "Great Sca"}-Also called the Sundering Sea. The 
ocean to the west of Middle-carth, formerly separating it 
from the Undying Lands and the island of Ntimenor. 

Beleriand (5. "Land ofB\llar")-The sub-continent to the west 
of the Blue Mountains in the Eldcr Days, and the homeland 
of Grey.elven (Sindarin) civilization. It was destroyed in the 
War of Wrath that ended the First Age. The land of Lindon 
is a remnant of it. 

• 
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Cardolan (5. "Land of Red HiIIs"}--The southernmost part 
of Arnot. Cardolan is a separate Dunadan kingdom from 
TA 861 until T.A. 1409. Cardolan is the most densely 
populated area of old Arnot and contains sizable popula­
tions of Dunmen. Eriadorian commoners, Northmcn, and 
Dunedain, as well as scattered groups of Beffraen and 
Drughu. Its last ruling king perishes while fighting the 
Witch-king's hordes in the Barrow-downs. Under weak but 
continuous Angmarean pressure thereafter, Cardalanian 
society decays and the realm collapses into chaos. It is 
gradually depopulated after the Great Plague. The trade 
center of Tharbad on the middle Gwathl6 i5 Catdolan's 
chief city. Sudt'iri, farther down river, is the only large town 
in Cardolan after Tharbad falls into ruin in the late Third 
Age. 

Demons-Fallen Maiar, some found in Middle.earth in 
enchanted locations. others summoned there from beyond 
the Walls of the World by evil spellcasters for unpleasant 
purposes. 

DUncdain (S. "Men of the West;" sing. DUnadan}-This 
term refers to the Numen6reans and their descendants in 
Middle·earth, groups which possess considerable physical 
:md mental strength, longevity, and a rich, Elven·inf1uenced 
culture. Adunaic ("classical" Westron) is theif native 
language. These High Men are descendants of the Edain 
who settled the western isle of Numenor in S.A. 32. They 
eventually returned to explore, trade with, colonize, and 
later conCJuer many areas along the western, southern, and 
eastern coasts of Endor during the Second Age. Unfortu· 
nately, their hubris and desire for power led them to 
auempt an invasion of the Undying Lands. As a resule, Eru 
destroyed their island in S.A. 3319. Those Dunedain called 
the "Faithful" opposed the policies and jealous Elf·hatred 
of the unfaithful "King's Men" that prompted this Down­
fall. The Faithful were saved when Numenor sank, sailing 
east to northwestern Middle-earth. There they founded the 
"Realms.in-Exile," the kingdoms of Arnor and Gondor. 
Although sparsely populated, Arthedain (in Arnor) contains 
the highest proportion of the Faithful and the most purely 
Dunadan culture in all of Endor. There are several other 
Dunadan realms in Endor, and many of the King's Man (or 
"Black Numenorean") groups survive as well, living in 
colonies in southern and eastern Middle-earth. and in 
independent states such as Umbar. 

Dunmen-Properly the Men of Dunfearan, this colloCJuialism 
tends to be applied to all folk of Daen ancestry dwelling in 
Eriador. Daen peoples have periodically migrated into 
Eriador since the First Age, becoming the ancestors of the 
Bree-landers and Hillmen, among others. The early centu­
ries.of the Third Age saw the entrance of a new group--the 
Daen Lintis-into eastern Enedhwaith (Dunfearan), where 
they live under their own chiefs, independent of the 
DUnadan kingdoms (though they are regarded as subjects of 
Gondor until T.A. 2050). The later Rohirrim branded 
these folk as Dunlendings (Ro. "Heathen") and of their 
land as Dunland. 

Ei (Q. "The World That Is;" coli. "the Universe"}-After the 
Ainur (under his guidance) had completed the So,ng of 
Creation, Eru caused his own Essence, the Narc Ufirima (Q. 
"Flame Imperishable"), to reside at the heart of the music. 
and thus brought the universe into being. All of Eii and 
everything in it is penneated with Eru's Flame, which the 
Elves call the faire (Q. "radiance;" S. facr). Beyond the 
confincs-of Ea (or contrary to its cxistencc) is the Void, 
which is eCJuivalent to non-being. 

Edain (sing. Adan}-This name originally refers only to those 
Men (including the Drughu. who were dubbed "Druedain") 
who fought as allies of the Elves in the Wars of Beleriand. 
Later. the Men of Nu.menor (the Du.nedain) referred to their 
ancestral kindred in Eriador as Enedrim (S. "Middle Men"). 
Some of these migrated cast of Eriador to escape the imperi­
alism of the later Numen6reans; the Elves of Greenwood 
renamed these the Leidhrim Forod (S. "Free Men of the 
North") or the Forodrim (S. "Northmen"). Some of these 
later returned to Eriador and were there also called Forodrim 
in distinction from the Enedrim. 

Eket (Q. "Sword;" pI. Eketi}-A traditional Numen6rean 
infantry weapon, the eke[ is "a short stabbing sword with a 
broad blade, pointed and two-edged. from a foot to one and 
a half feet long (UT, p. 284)." The DUnedain of Arnor and 
its successor realms also wield a longer blade known simply 
as an andeket (Q. "long eket;" pI. andeketi). 

Endor (S. "Middle-earth"}-A continent, "Middle-earth" is 
also used by some as a title for all the monal lands of Arda, 
including the mysterious continents east and south of Endor. 

Ents (Ro. "Giants"}-The Treeherds of Middle-earth, crea­
tures of a most ancient and powerful sort; they have suffi­
cient numbers and independence of will to consider them­
selves a separate race of the Free Peoples. and occasionally 
ally themselves with Elves or mortals who, in the Sindarin 
tongue. call them the Onodrim (sing. Onod) or the Enyd. 
Driven out of Eriador by Mannish settlement and clearing of 
land. they arc found mainly in Fangorn Forest in the Third 
Age. The Huorns. animate, sentient, man-hating trees found 
in dark places in the forests of Eriador, are sometimes 
mistaken for Ents. This is ironic. since the T reeherds, in [he 
Elder Days, were able to control the Huorns and keep them 
from hanning Mankind. 

. 

Eog-A legendary metal of mysterious alloy, repellent to 
Essence-manipulation and more unbreakable than adarcer or 
ithilnor, the secret of its compounding was lost with the 
downfall of Eregion in S.A. 1697. In the lore still preserved 
at Rivendell and Lindon [his metal is known by the High­
elven name of oiondo (Q. "everlasting stone"). 

Eriador (5. "Land Beyond the Fence;" coli. "Empty Land"}­
Originally an Elven designation for all of the lands east of the 
"fence" of the Ered Luin (5. "Blue Mountains"). this region 
was later more precisely defined to include only the territory 
between the Ered Luin and Misty Mountains. Eriador's 
imprecise northern .�undary lies along the highland ridge 
that runs ":estward from Cam Dum in Angmar and reaches 
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to the Ice Bay of Forochel. Most accounts identify Eriador's 
southern boundary with the line of the rivers Gwathlo and 
Glanduin (Gondor's traditional northwestern frontier), 
though some push it as far south as the River Angren. 
Eriador incorporates the lands of Minhiriath, Eregion, 
Cardolan. Rhudaur, and Arthcdain. and (for some) also 
Dunfearan and Encdhwaith. "Eriadorian" is the common 
name for folk dwelling in Eriador, but the term h:lS other 
meanings. In the Second Age, this name is used for the folk 
of the Gwath16 basin in Eriador who are descended 
primarily from the ancicnt Edain who never went to 
Ntlmenor at the end of the Elder Days. Thl\. Numcnoreans 
called these the Enedrim (5. "Middle Men"). In the Third 
Age. "Eriadorian" can be used for the Arthadan and 
Cardolanian commons, who arc of DUnadan, Daen, and 
ancient Eriadorian descent, or for the remnants of the 
Second Age population that sustain an independent culture 
in several locations in Arthedain and Cardolan. 

Eru (Q. "He That Is Alone;" coil. "The One")-The one true 
God who created the universe and gave Being (Essence) to 
aU living things, mortal and immortal. Elves also call Ero by 
the name of Ilt'ivatar (Q. "Father of All"); themselves and 
Men they refer co as the Erohini (Q. "Children of Eru"). 
The pious Dt'inedain of Arnor know these High-cleven 
names for the One, but dare not speak them because of the 
divine power they are believed to possess. Only during one 
of the three high religious festivals of the Dt'inedain, or in 
the swearing of the most solemn oaths, will the King of 
Arnor (or, later, the God-fearing kings of the sister realms 
of Arthedain. Cardolan, and Rhudaur) utter the Divine 
Name. It is permissible, however, for any Dt'inadan to use 
the Westron circumlocutiQfl of "The One" in everyday 
speech. 

Essence----The energy or faire (Q. "radiance") generated by all 
fear (Q. "spirits;" sing. fea), Essence serves as the basic 
medium for all forms of magic. The ultimate source of 
Essence is Eru Ilt'ivatar; but all of Eru's offspring, whether 
Ainur or Incarnates (Elves, Men, Dwarves, etc.), once 
brought into being, possess an individual and distinctive 
faire of their own. The three realms of magic (Essence, 
Channeling. and Mentalism) draw upon different sources or 
levels of faire for their ?Ower. The realm of (pure) Essence 
derives from the Narc Ufirima (Q. "Flame Imperishable''). 
the primal faire through which the spirit of Eru "in-dwells" 
the world he has created. This energy is also known as the 
Muinare (Q. "Secret Fire;" S. Naur Thurin)' ;lnd is 
occasionally used as a euphemism for Ilt'ivatar himself. The 
realm of Channeling refers CO the demiurgic activity of the 
Valar and Maiar, and its energy derives specifically from the 
Essence with which they have imbued the substance of 
Arda. Melkor, originally the most powerful of the Valar, 
corrupted all physical matter with his Morifaire (Q. "Dark 
Essence"), and from this clement his servants are able [0 
work wicked sorcery and black magiks. The Elves often 

refer to Dark Essence as the Mordo (Q. "Shadow;" lit. 
"Taint"). Mentalism, the third realm of magic. draws 
exclusively upon the Essence of the individual spell-caster. 

Faerie (alt. Fairy, Fay)-A Westron adaptation of Fealie (Q. 
"Spirit-folk") or Feahlni (Q. "Spirit-children;" S. Faechin). 
Lesser immortal spirits ("Maiar" if they entered the world at 
its creation, "Faerie" if they were born in Arda). Most of the 
magical �eatures found in Middle-earth are of this origin. If 
they speak, their language is typically the Sindarin or 
T awan"n they learned from the first Elves to walk the world 
or a variant of Westron or some other tongue they may have 
learned from Men. The Ents are the best·known examples of 
the Faerie races in legend, but demons, pixies, e1ementals, and 
similar folk can also be of Fairykind. Men like to place any 
mysterious being in this category, and various sources will 
include Elves, Dwarves, and even Hobbits among the Faerie 
races. 

Fana (Q. "Raiment;" pI. Fanar)-The High Elves used this 
expression to refer to the bodily incarnations of [he Valar 
and Maiar. Just as Elves and Men donned or cast aside 
clothing, so too the immortal spirits took up and abandoned 
physical forms at will. Fana is not used to refer to the fonru 
of Incarnates (Elves, Men, Dwarves, etc.); instead, hr6a (Q. 
"body:" pI. hroar) is the word that is more commonly 
spoken. 

Forodw2ith (S. "Northern Waste")-This term applies to the 
peoples of the Forochcl (5. "Ice of the North"). the shore­
lands edging the icy bay in northwesternmost Endor. It is 
sometimes loosely interpreted as meaning the "Lands of the 
Northem Folk," which has led Men to use the label to 
describe the territory north of Eriador traditionally dubbed 
the "Northern Waste." The Lossoth are the chief group of 
the Forodwaith. 

Fomost Erain (S. "Norbury of the Kings")-Fornost originally 
serves as the refuge and summer rerreat for the kings of 
Arnor. Between T.A. 250 and T.A. 861 the court gradually 
shifts from the royal capital at Annt'iminas to Fornost. This 
fortified city becomes the capital of Archedain when Arnor is 
split in TA 861. It is destroyed by the forces of the Witch· 
king in T.A. 1974, and the ruins become known to the locals 
as "Dead-man's Dike." 

Galvom (S. "Dark Shining")-An Elvcn-forged metal pos­
sessed of both incredible resilience and flexibility, mO$[ often 
desired for the devising of impregnable armor, the secret of 
galvorn's making was rumored to have been rediscovered by 
the Noldorin smiths of Eregion. 

Greenw2y-An alternate name for the Old North Road 
between Fomost and Tharbad. The nickname originally 
referred to the hardwood trees planted along its length. After 
the fall of Cardolan and Arthedain, it is so named because of 
the grass that grows between its paving stones. 
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Gwathl6 (5, "Greyflood;" lit. "River of Shadow"}-The wide. 
slow-moving tiver that cuts through southeastern Eriador. 
Formed by the: confluence: of the: rivc:rs Mithc:ithd and 
Glanduin, it c,.mes w:nc:r southwcstward into the: Bdc:gaer. 
The: Gwathl6 stparatc:s Minhiri:uh from Enc:dhwaich and 
forms the: long southeastern border of Cardolan. The: pons 
ofTharbad. Suduri, and Lend Daer are: situated on irs 
banks. 

Ithllnor (5. "Moonfirc"}-A mithril alloy. favored by the 
Dwarves of Khazad-dum for irs excellence as an edging for 
weapons. 

Lac:n-Bc:tter known by the: High-dven namc'bflanne (Q. 
"woven tissue"), this narurally-occurring crystal is prized by 
both Elvc:n and Dwarven smiths for its mallrability when 
brought to extremely cold temperatures. within which it can 
be: shapC'd into many-hued works of art. Its incredible 
hardness at othrr te"mperatures also favors it for the forging 
or decoration of weapons and armor. 

Lindon (Os. " Land of thr Singers"}--Lindon is a coastal 
realm which encompasses all the Elvish lands west and east 
of thr Blue Mountains. lindon was originally the name for 
the First Age Silvan domain of Ossiriand. When Beleriand 
fell into thr sra at the end of the First Age. only parts of 
Ossiriand rrmained above the waves. The surviving Elves of 
the west founded the Kingdom of Lindon here, under the 
rule of Gil-gOliad, last of the Noldorin high kings. The 
Elvish population of lindon dwindles in the late Second 
Age and throughout the Third. as more and more Elves sail 
into the Uttermost West and the boundaries of lindon are 
drawn in. After Gil-gaJad's death. lindon is no longer a 
kingdom, but its population recognizes Clrdan the Ship­
wright as their ruler. lindon is divided by the Gulf of lhun 
into two parts. Forlindon (5. "North lindon") and 
Harlindon (5. "South lindon"). The Mithlond (5. "Grey 
Havens"). where Cirdan dwells. lie on the gulf and serve as 
the customary center of the realm. 

Lond Daer (5. "Grear Havrn"}-Founded as Vinyalonde (Q. 
"New Haven") by Tar-Aldarion of Numenor in SA 777, 
lond Daer was a great haven for the seafarers of 
Westemesse. Its location betwren the ports of lindon and 
the harbor at Edhellond (near Dol Amroth) gave birth to 
iu other name--Lond Daer Enedh (5. "Grrat Middlr 
Haven") 

Louoth (5. "Snowmen;" sing. Losson}-A poor. primitive. 
nomadic folk who roam thr sparsely settled ice plains nonh 
of Eriador and Angmar. They live on big game and 
whatever they can wrest from the rich. cold Ice Say of 
Forochel. 

Magic (alt. Powrr; Esstnce)--That fluid ponion of the 
substancr of the univrfSr subjrcr to thr direct manipulation 
of thr will. Thr tenn "magic" describes both a power and 
the use of such power. whrther by a Noldorin lord sum­
moning a storm from the sky or a Hobbit midwife singing a 
Rhyme of Peaceful Slerp over a newborn. Most Men have 

little knowledge or use of magic. and so fot them thr name 
holds mysterious connotations. The Elves rrfrr to magic as 
Nolwe (Q. "Wisdom. Secret lore;" alt. N6Ie), accepting the 
use of power as a normal part of their lives. Magical knowl­
edge and usage declines in Middle-earth slowly throughout 
the Third Age. in pan because of subtle changes in natural 
law, in pan because the Dark Lord maintains a deliberate" 
policy oJ subverting or hindering any user of power who is 
not under his control. 

Maiar (sing. Mala}-The lesser Ainur who entered Arda 
originally as servants of thr Valar. They include the ttadi­
tional Maiar like Bombadil and fallen Maiar like Sauron. In 
addition to these powerful beings, there exist many Feahini, 
or lesser Maiar. the fairy creatures of Hobbit and Mannish 
folklore. 

Metraith (5. "Streets' End"}--Metraith is a strategically­
located town in centra! Cardo!an. It stands at the crossroads 
of the Old North Road and the Redway. Thalion, the 
traditional royal hold of Cardolan. is just south of Metraith. 
and the town is also known by that name. 

Minhiruth (5. "Between the Rivrn"}--The region of Eriador 
located betwet'n the rivers Gwathl6 and Baranduin, 
Minhiriath fomu the southwestern half of Cardolan. 

Mimeithe.l (5. "Hoarwell"}-The relatively narrow, swift­
moving stream that rises in the Misty Mountains near the 
junction between the Ettenmoors and the Coldfells of 
Eriador. Cutting through Rhudaur. the Mitheithel slows and 
widens after its confluence with the Bruinen. It joins the 
Glanduin in the marshes ofSwaniIeet, giving birth to the 
Gwathl6, the wide, slow·moving river that is the largest in 
southern Eriador. 

MithriI (5. "Silver-steel;" lit. "Grey-gleam"}-One of the most 
prized metals in all of Arda. mithril is known to exist only in 
Khazad-dum and is one of the chief reasons for the Dwarven 
realm's prominence in the lands of Eriador through the ages. 
Also called "true-silver," mithril is highly prized by the 
royalty and nobility of Arthedain. It was also a motive for the 
expansion of Numen6rean power in Middle-earth. as when 
T ar-T e1emmaitt sought to exploit hills and downs of 
Cardolan in his vain search for an alternate source of the 
priceless ore. 

Northmen-One of the four primary racial groupings of Men 
in Endor west of the Sea of Rhun. The ochers are the 
DUnedain, Daen. and Drughu. (The common folk of Eriador 
are a mixture of thr first three.) The Northmen are de­
scended primarily from the ancient Edain, one of whose clans 
waJ fair-haired; thus. they are the only racial grouping in 
Middle-earth with a large percentage of blond-hairrd clans 
and individuals. Originally the basal population of southern 
Eriador at the end of the Elder Days. they spread out across 
Eriador and over the Misty Mountains in the Second and 
Third Ages. Some of their eastern groups return to Eriador 
aftrr T.A. 1000 as mercenaries. and are often confused with 
the local Enedrim .. '. 
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Ogamur-A Dwarven-forgcd metal unique in its clastic 
quality. The Noldor of Eregion made extensive usc of 
ogamur, but never succeeded in prying the secret of its 
making from the Dwarves. 

Old Forest-The Old Forest lies in the northwestern comer 
of Cardolan, between the T yrn H6dhath (5. "Barrow­
downs") and the River Baranduin. The home of Tom 
Bombadil. it is a remnant of the ancient wood, the TauT 
Enyd, that once covered much of northwestern Endor. 

Redway-The Redway is named for thc reddish paving stones 
that cover its surface. Beginning at the Sam Ford on the 
Baranduin. it runs southeastward across western Cardolan 
and joins the Old North Road at Metraith (Thalion). 

Rhovanion (5. "Wildcrl:md;" lit. "Land of the Rhevain")­
Traditionally. this region includes all the land south of the 
Ered Mithrin (5. "Grey Mountains") and north of Mordor, 
between the Misty Mountains and the Redwater. The area 
includes Mirkwood and the northern Anduin river valley. 

Rhudaur (5. "Eastern Forest")-Easternmost of the three 
sections of Arnor, Rhudaur is the wildest, most rugged, and 
least populated region in the North.kingdom. When Arnor 
is sundered in T.A. 861, Rhudaur becomes an independent 
realm. It is a culturally diverse and politically volatile 
territory with a rdativdy small DUnadan population. The 
Hillmen ofNe Dreubhan (Du. "The Nine Tribes") and 
later, migrating Dunmen, form the majority of its populace. 
Its sparse DUnadan aristocracy loses control of the kingdom 
in T.A. 1349; in the following year Rhudaur goes to war 
with Cardolan and Arthedain. Rhudaur is subject to the 
Witch.king of Angmar for the last sixty years of its 
existence as a distinct state, until T.A. 1409. Thereafter 
kings of Rhudaur are Angmarean puppets, ruling only the 
area around the capital at Cameth Brin. 

Shire-Located in southwestern Arthedain and formerly parr 
of the old Elvish tribal domain ofSiragale, the Shire is a 
ferrile, wdl·watered province covering over 18,000 square 
miles. In T.A. 1601, King Argeleb II grants the region to 
the Hobbits, led by the brothers Blanco and Marcho of the 
FalJohide tribe. Within thirty years, the majority of all three 
tribes of Hobbits migrate into the Shire, where they set up 
their own semi·autonomous society. The Shire survives the 
downfall of Arthedain in T.A. 1974. Note that the adjacent 
Hobbit seruement of "Buckland" is actually founded in 
territory that was once northwestern Cardolan and is not 
officially integrated into the Shire until early in rhe Fourth 
Age. 

Sindarin (Q. "[Tongue] of the Grey.elves;" prop. Lamba 
Sindarinwa)-The most important Elvish language of 
western Middle·earth. Originally the language of the T deri 
of Bderiand in the Elder Days, in the Second Age it 

becomes the common tongue of all of the Elves living west of 
the Sea of Rhun and north of the Haradwaith. The Edain of 
the First Age and the DUnedain and common Men of the 
Second Age used it as a language oflore. diplomacy, and 
trade. In the Third Age. the language called Westron 
supplanted Sindarin as the common tongue of western 
Endor, but the fonner's old dominance is marked by the 
universality of Sindarin place names over a wide stretch of 
Middle·earth. Throughout this text, most geographical 
names will either be Sindarin in form or have a Sindarin 
equivalent, used by the Elves and the learned. 

Siragale-Ancient Elvish province of the Kingdom of Arnor. It 
is losing its Silvan population all through the Third Age. 
leaving room in T.A. r601 for Hobbit settlement and the 
founding of the Shire. 

Sud6ri (Ou. "5ea.port"}-Port town on the lower GW:lrh16, 
upstream from the ruins ofLond Daer. Founded as 
Mistalondc in the early Second Age. then Lond Gwathl6 
until T.A. 1509. After the fall of Cardolan, Sud6ri becomes 
the principal town in the Kingdom of Sara I a inn. 

Tathorang (S. "Willow.iron"}-An extremely flexible and 
lightweight metal favored in the crafting of bows. 

Tharbad (S. "Crossway")-The fortified river·port that 
straddles the River Gwathl6 at [he point where the Old 
North and Somh Roads meet. Founded by the Numen6reans 
in the Second Age, it is the principal city in Cardolan and a 
ttade and communications center for all of Arnor. 

Undying Lands-In the Elder Days, this name was given to the 
continent of Aman and its adjoining islands west of Endor 
over the Sundering Sea, inhabited by the immortal Valar and 
those of the Elves who "passed into the West." Valinor is 
the name of the inhabited realm on the eastern side of Aman. 
T 01 Eressea is a large island near to the shores of Aman, 
inhabited by Te.lerin Elves; it is, ttaditionally, [he first land 
sighted by ships sailing to the Undying Lands. After the fall 
of Numenor in the Second Age the Undying Lands are 
removed from the "Circles of the World." Only ships that 
can sail the "Straight Road," which usually requires the 
pennission of the Valar, can leave the surface of Arda and 
reach Aman. 

W cstron-The common tongue of western Endor, the living 
fonn of the older Adunaic tongue of Numenor, modified by 
long contact with the speech of Eriadorian and Oaen peoples. 
Few save for loremasters can speak fluently the "Old 
Adullaic" of the later Numen6rean court, since the Faithful 
who came to Middle·earth eschewed those who spoke it. 
Nevertheless, in their own minds, the Faithful never ceased to 
speak their ancestral tongue, and for them " Adunaic" and 
"Westron" are one and the same language. A distinction, 
however, is recognized between contemporary Westron and 
its classical Adunaic progenitor. 

• 
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This section provides s[nistic::el information for usc with the MiJJle-t,r,h Role Playing, RoinnilS/tr, and LMJ oj lilt Rings AJwntNrt G.,,1l 
rule sysums as these pertain to the description of military organization (Section 7.0)and figures of note (Section 8.0) in this module. 
T ablts covering orner aspectS ofEriador (weather. flora and fauna, random encounters, etc.) arc dealt with in Section I 1.0 of AYnor; 
TIt LUIJ. 

12.1 MERP jRM MILITARY TABLE 

Thue entries supplement and complete the information provided in Section 7.0 of this moouk 

12.1.l PRIMARY MIUTARY FORCES OF ARTHEDAIN 

DAGOR W AITH ARAN (5. MRoyal Anny") 
1ne roy:al �nny counts some 91 0 soldicrs and field commanders, all organiud undn Chf king. crown-prince, and Irn, royal mIT. (5« Section 7.1.) This includes 
810 warriors, 90 knights. and 10 oldn knighl-comm;ift<krs. The basic unil is I IO'nun !.oro_ compo..,d of9 ",alTian and I,d by a knighl. Nine btmuois fonn 
a 90 man company. which is comnunded by an old knight. \Vithin each company is � mix of thru cavalry /o, ..... is and six infantry btrrn-is. allowing the unit 
tacliu[ nuibility. This is crucial. since an Arthadan company gcncnlly mucha alone and of len serVC's as ilS own independent forre. In times of rdatiVC' quiet 
only a Ihird of nch company is on �ctiVC' dUly (one H.o ...... o(honcmen and two oHootmcn} Given ttl( grut burdens on il. t� royal anny is rarely at (ull strcngth 
or nghll as a whole. When it docs. it contains nine companies. 

Royal soldiers wear black armor and a bb,k sun:oat nnblazoned wilh tM symbol o( Arthedain. seven six-poinled star'J arranged in a cirde. Their h1ack.leat�t­
faced shields an: also nnbdlishcd wilh the ScVC'n Sun of Ihe North. Rank is determined by I� color of a man's helm, plulNgt'. and b.:mner«. Royal wurion 
Nve black hellN. two black wing-plumu. and bbck spur Or Iarw;:r banncn:u. upon which tMy plact their family emblems. R0)'11 knights wurcbrk blue. while 
stnior royal knighu are adorned in silnr. 'Tht royal knighu of tM O!:hrind don unique he[ms and INintain banncfCU prtuliar 10 their home and lint. Princes. 
of COW'K. art allowed romplttrly dinincc li",ries. lhough black armor is n:quid 

Name LvI Hiu AT DB Sh Gr Melee OB Mi5llile DB MovM Notes 
Dirath Othrind/IO 20 175 PI/1 9  45 YIO (A/L) 1 80s.s 170cp 10 DUned.tin/Wamors 

Composed of princes and wist knights. �ch knows one Animisl [isl (10 10th Ivl). has 40 PP. and wean a lord's ring (+2 spel[ adder} Their +5 black 
plalclNiI wears as AT 10. Thty urry + 10 oval shidds. + 10 ,lrri of Ore-slaying. colOI'M lances • •  nJ,krri. and have foul' 10)'11 war-horses (on[y IWO of 
which accompany them, and only Ont of which is annort:d at a ginn time} 

(War-horses/4O) 4 170 SL/3 30 - - L Tr70 - 30 Gnat-horse/Heavy horse 
Lal"gt'. )"'1 >Try (ut. \Vht:n armon:d thty art: mcn:ly (UI and ha>T a + 10 MM bonus. bul they defend as AT Ot/15 (-10). 

Amaroqueni Ytnwa/IO 1 7  160 Ch/15 50 YIO (AIL) I SObs 160cp 15 DUntdain/Warriors 
&ch (Omm�nds a company 0(90. 'Thty art: old Or uprrien«<l knights. INn still fil and wily . ... ho wt'ar silver Mlms and cany +10 round-,hield.. and 
+ 10 weapons. including a lance. speno and tin. Most afT nuent in four bngwgt's: Westron. Sindarin. Adilnak. and Durw.I. 

(War-horses/JO) 4 160 SL/3 25 - - L Tr65 - 25 Gnat-horses/Heavy horses 
Elrlmntly durable and (ast. Only ont i, ulttn on campaign. 0 ... is stabled ""ar Fornoll and lhe Ihird is stabled at the knight's hofn". 

Amaroqueni/90 12 140 Ch/15 45 Y5 (AIL) 140bs 145'1' 15 Dt'tnedain/Warriors 
&.sic royal knights. each comlNnd, a j.,,",_ of9 soldim. They are distinguished (rom Ihe ...... ""1""'i)"""'" by their black hdms and larger +5 round­
shields. �ch Owns but two horsts. 

(War-horses/I 80) 4 155 SL/3 25 LTr60 25 Great-horses/Heavy horses 
Durable and &st. Only ont goes on camp.aign with hi, knighl. 

Ohtari/270 5 90 Ch/14 35 Y5 -/L 105ml 90cp 10 Eriadorians/Warriors 
Include DUnccbin and mu.ed-blood Eriadorian folk.. Superbly lrained. they art: n"" honrrnfn and adcpc: bowmen. 'Thtir black cNin shiru have 
shoulder and ,Iun: modifications suiled 10 arrhen. Tht 810 soldius rOiatt mounlCd dUly and one third of them arc al.Iigncd 10 the cavalry (warnon) 
in a given )",ar. A mounted warnor UKS a lance and an .nJritr as his primary [oob. They tarry two d:r.ggcn and an ritr. 

(Ho�'/360) 3 145 5L/3 20 LTr50 20 
Tough and fUI. lhey operalC effectively in lhe Nonh. A third of these horses an: kepI as a n:pbcnmnt rrnr>T. 

Othryn/54O 5 90 Ch/13 40 Y5 N 90ss 90cp 10 Eriadorians/Wamon 
Include D<ontdain and mixed-blood Eri�doriln folk. They arc equipped as lheir mounted counterparts. bUI carry a spear instud of a lance, make 
frequent un of their bows, and favor shoruword r:llhtr than [ongsword tlClics. 
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Name L.I Hiu AT DB Sh '" Mdee OB Missile OB MovM Notes 

QSTIRITH (5. "Citadd Guard") 
Also known :oJ lh� City Gu.:ird, the Ostirith is the military garrison ofFom(>.5I, rrspon.ible for the s�r;ty of the citadel and the cily proper; it also [!OIins and 
...,inforct. the Fomon militia and the City Watch. The gwrd i. the [""[ nmnan! of the old Numtn6nan profeuionaJ miliury in Arthcdain, SO ;I h"" a slightly 
diffucm scqurncc of ranks from the rorll anny. Each of its 9-nu.n btmuoiJ is commanded by a .crgcan!; 9 '-rmois make up a 9O-man company. comnu.nde<! 
by a uptain. The se",," comp;mies of the Ciudel wrd arT commanded by an .m«mp<m J<1IWIf wid> 2 oI".ri u lirutcnants. The$( three positioru a", nQ�,I!y 
the highest in Arthcd.:.in tbl nn � achicwd by a non-DUnadan. It is rom (or more than 5 of the 7 companies 10 b.. active .1.1 any time, the balance being '" 
",,,,,rve," in priv�t� employment in or nnr FOtn\Ul. T radition�lly, one or two comp�nits of the guard m�rch wilh Ihe Dagorwailh An.n when it goes on c;unp:.ign; 
Ihis k,�ep, the guard "bloodied" and h.3rdened. The..., is a riv;olry between the two organizatio,!! thai is infollT1.al for most but bintr for a few individuals. The 

capra;n'· i. used infonnally for any annyorr;cer commanding mo..., dun rwo bt"".u, but the fonnal titles of Artha<bn knighu must always be used when ,,= 
a Citadel Guard offic("t is preKnI. 

Dirgon Ostirith/l 20 165 Ch/15 60 Y I 5  (A/L) 185bs 155ep 15 Variable/Warrior 
Th. Dirgon OSlirilh (5. "uptain of the Citadel �ard"), an �m"'''q .. m Y"""". POUt"eS + 15 .quipment. Polilically skilled and well "connected" at aU 
l�vtl. of ciry soci .. y. 

Ohtari/2 17 160 Ch/15 60 YI5 (A/L) 155bs 14<kp 15 Variable/Warriors 
As th.ir cornm.amkr, but younger and socially ambitious. Ohlari of the guard t.nd 10 marry younger daughters of the nobililY. 

Dirgon3th Osririth/7 12 135 Ch/15 50 YIO N l40bs 135cp 15 Mix of Men/Warriors 
The Dirgonalh Ostirith (5. "uptains of the Citadel Guard"; sing. Dirgon Ostirith) posse" + 10 weapons and +5 chain annor. E:ach Ius +40 skill in 
Artha<bn bw and the authority to conduct search.s and inven;gatiorn of crimes anywhe..., in or near Fornost. 

Dirgonath Bcrcnais/63 8 1 1 5  Ch/13 40 Y5 N I lObs 105ep 10 Mix of Men/Warriors 
The Dirgonath Sennais (5. "Sergunu of the Br...,nai."; sing. Dirgon BoronaJ) possess +5 equipment. Each Jirgon commands a bo .. mu and can wield a 
spur with a +80 skill at need. 

Othryn Ostirith/567 5 85 Ch/13 40 Y5 N 80sp 85ep 10 Mix of Men/Warriors 
Othryn fight with a broadsword at the same skill levd (8Obs). The "gundsm.n," in addition to manning the cily defense. ofFornoJt, back-up the dry 

walCh in the event of serious disNrbancu Or riou. They have a +50 OS with a non-lethal. leather cover«! cudgd, or ," ... f--I:n::at aJ a dub atrack with 
a muimum crilical severity of'A'. Rowdies who luve no fear of the milida often break morale �t the men:: rumor of apprD.1ehing gu�rd.!men. 

DAGORWEITHATH ARTHEDAIN (S. "Annies of the Artauni"; sing. Dagorw.lith Arthad.ln) 
E:ach noble army is a unique aJsembbge. $orne a..., nearly ill large and well-organized as the royal anny, while others are little mon:: llun unifonnly ourfilted 
war-band •. Thus, their struelU..." . equipment, and tactic, vary, allhough mOSI resembl. Ihe royal anny in some way. E:ach displays the �vcn Sun of Arthedain 
u a show ofJoy;olty. and cheir J.Oldins Wtar the symbol on the chtst of th.ir .thirt or sureoat, juS! aJ with the king's troops. In lOme caJes. only color distinguishes 

a fighter in a noble army from hi. royal counlerpart. The Eketya house, for inJlance. fidd.. an army which uses white surcoau emblazoned with red SlUS, yet 
olhcrwi..: perfectly mimics the look of the Dagorwaith Aran. 

Arcatani/7 19 170 PI/19 50 YI5 (A/L) 165bs 16<kp 10 OUncdain/W �rriot$ 
The ,even ">1 .. �"i rule the great houses of the Arthe<bin. E:ach is equipp«l in a princely manner and �ner:.Jly knows .11.1 least one Open Ounnding li,t 
(to 5th level). MoS! !u.ve a lord', ring which is a xJ PP multiplier, giving nth 1 14 PP •. Occasionally, they command the allegiance of one or more 
lesser nobles. 

(War-hor.e./28) 4 170 SL/3 30 - - LTr70 - 30 Great-horses/Heavy horses 
Large, Yel ¥CI)' faJl. When armon::d they are merely fa.t and have a + 10 Movement bonus, bul they then def.nd aJ Chi 15 (-40). Each of Ihe """,,,"i 
!u.s four, two of which go on a given campaign. 

Atalli/56 15 160 PI/1 9  40 YIO (A/L) 150bs l 4<kp 5 OUncdain/Warriors 
The �,,,"j comprise Arthe<bin's lower nobility, ruling the fifty-si:. [user house,. They are typic:.Jly equipf'C'd in the faJhion of the .. ..,,�l"I>if"ml Y'"Wfl of the 
royal anny. 

(War-horses/I 12) 4 155 SL/3 25 
Dur�ble and fa.sl. Only one goes on campaign with his knight. 

- - LTr60 - 25 Great-horses/Heavy horses 

Artaroqueni/210 10 135 Ch/15 40 Y5 (A/L) 120bs 1 15cp 10 Dunedain/Waniors 
T )'pical Arthad..an knights, they command fOllT1.ations of eilhn 9 (140 btrtn.u) or 18 (70 ,JJ bt"" .. u) Each can wield a +5 war-lance (I 00mI) and an rkit 
(105ss), in addition 10 his long.word. 

(War-horses/360) 4 ISS SL/3 20 
Durable and faJl. Only one goes on campaign with his knight. 

- - LTr60 - 20 Great-horses/Heavy horses 

Rochonath/360 5 65 Ch/14 40 Y5 -/L loo,p 80g> 10 Eriadorians/Warriors 
Rochonath (S. "Horsemen"; sing. Rochon) are typical mount«! fighten; they make up 1/7th of the whole of the mridry'. E:ach carries a round·shield in 
lieu of the infantry oval-shield and makes usc of the 'f'C'ar as the primary mdee weapon. They also carl)' an .n"hl (95bs) and an 'M (85ss). They a..., 
organiz«! like the foot-soldi.rs, and it is rare for more than a third of them 10 b. on actiye dury unleu a war is at h.3nd. • 

(Horses)/520 3 145 SL/3 15 - - LTr50 - 1 5  Hairy Short-harm/Mcd. hones 
FaJt and ...,lativcJy rugged, these long_!u.i...,d beaJu work effectively in the North. 25-35% of the.e horses au kept aJ a ...,placement resefVC. 

Mcirhyr/2160 4 65 Ch/13 35 Y N 85M 80g> 10 Eriadoriaru/Warriot$ 
M,Mry' a..., drawn from their home territories, the bnd. owned or claimed by the house to which th�y pledge loyalry. ney art organized inlo bt",,�u 
(divisioru o(9) or liJ btmu.u (divisions of 18). One in seven is composed of cavalrymen. (Sr. above.) In [ime, of relalive quiel, il is rare for mou than 
a third of them to be On aclive dury. 
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Hits AT DB Sh Gr Melee 08 MiS5ilc OB MovM Notes 

DiRAs ARAN (5. "Royal Militia") 
Probably the toughest feudal levy in Middlc�arth. T OI.Igh and grim in combat; Ihe weak and the fainthearted left Arthcdain for Ihe .south long ago. The 
"ngubrs." the profn.ional soldiers and warriors, an not "[!':lid 10 fight aiongsitk ,he militia. After cemurie. of warfare:, mosl families !u.V( one Or more wuporu 
with a +5 high sled edge. typically c;lhu a 'f'C'ar or a shon sword. Their boWl tend to be made of yew-wood fTom Lindon, bul hollow sted bOWl similar 10 
the those used by the nobility arC rrgubrly hande.! oU{ as prius al $uson,.! toumaments. For anno. they wur a OK-hide coat rdllrorced with wooden plalu. 
Logini,a] probJmu pnvcnl the king from summoning rno,.., than a ("'Clion of the militia to any given bauJcfidd. MOll of m�ir offie�rs �re fl'lind �oldi�n 
of the fl'gular anny Or 1()(C:d official�: �heriffs. mayon. Thains. and olher prominenl cilizens. Quite often th.se leaders fall into bOlh categories. as the anny is 
considered an honorable way to ri�. in Ih. world and r�lird W:1'�ns are often given land or jw,s. Like the Dagorwaith ATOm, the militia i, divided into 9-man 
btfflllli;, nch is led by a Jrd-Sth I.vd s.rgeanl. Th. militia of a village is led by a 6-ICkh levd uptain responsible 10 theloc:d lord or th� king'. offian. 

Diru Arandor/lO,OOO 3 40 RL/7 (25) (Y) N 70sp (7Ocp) 5 Mixed Men/Warriors 
In close mdeeth�y W� an thl{SOss afuck). On. in fiv. is tnined 10 usc a composite bow in military fonnalion. The •• are Eriadorian. and Icuer 
DUnedain, the levi�s of tt... royal wards and fiefs of Ih. Wuther Hills, North Downs, upper Bar:lnduin valu, and Twilight Hills. Thes. villagen, 
fannen, and herdsman, arc g.ne�l!y well tr:lined and highly motivated. 

Diras Fomo$[/4000 2 40 RL/7 (2S) (Y) N 60sp (6Ocp) 5 Mixed Men/Warriors 
Simibr 10 ,h. reS[ of the Din.! Ar:lndor, but [he Fomon militia has Ius combat experience and conditioning then the runl l."Y' Mosl of their officers 
ue retired citadd guards. Th.Y :1re commill�d. to combat only around Fomosl. Dr:lfu of the Fomost militia provide bbor for the king'. military 
project. in peacetime. In tim •• of war, they tend and proltel hi. line of supply. A nurn�r of compani.s of th. militia are actual!y on fUll.time duty and 
pay, acting as the city walch and patrolling Ih. diku that make up the ouunnost wall. of the city. 

TIRITH ARAN (5. "Royal Guard") 
This dite gwrd company consisu of six btrm�is instud of the usual nine. each led by a knight; th. entire company is I.d by a knight-commander. By tradition, 
these m�n are considered to � senior 10 those of equivalent rank in the ",st of the realm', annies. The king and each of the important memb<:n of Ihe royal 
family is protected by a .ingl. i.e'lln ... , while another i. a.,;gned. to th. royal dum�rs in the pab,e. The royal guard an: primarily infantry, although they an: 
trained with the lance and war hone and fight wilh the cavalry i( the ror:d personage they are guarding goa into mounted combal. 

Royal guardsmen tend to b<: older men with dour miludes and interening Kan. They wear th. same colors and insignia as their counterparts in the Dagorwaith 
Aran, save that:r.ll dothing andgcar is edged with silver or mirbriL The guard holds yearly tournam.nts to find warriors worthy to join theirranlu. After winning 
such a tournament, the applicant must gain a personal recommendation from a mighty and respecled lord. The \Vitch.king'. J..ni of gwrds was c«ated in 
imiUlion of Ihe Tirilh Aran, and periodically he sends one of the more fanatic:d of their number 10 fight in the tournaments. Th. few who have won such a 
tournament haw: all �en challenged and sbin by the Tirith Ann command ... It i. said thaI if the I.cn-�� chalJ�nger ever wins one of th.se dud., il would be: 
the sign for the Witch-king to b<:gin his final onslaught on Anhedain. 

Mcmb<:rs of the royal family who hold lands or offices dnw their guards (rom soldiers :wigne<l lo those lands Or offices; th. palace itself is protected by 
a company of the Citadd Gu.ud. In the time of the Amorian kingdom, the Royal Guard had twice Ihe strength given here, with contingent. drawn from aU 
over Amor. It even included a &m:.n ... or Gondorians, m.aint;lined :u a symbol of 11.1' unity of th. two kingdoms. 

Dirgon Tinth Aran/I 25 170 PI/19 55 YIO (A/L) 200bs 185lb 15 DUnadan/Warrior. 
The Dirgon Tirilh Aun (5. "Captain of the Royal Guard"). an ."""ffl!"'" JtII,""" outnnlu all oth .. Anhadan military officen nve those of Ihe Othrind 
within the palace grounds Or in the presence of the monarch. This is a position of great honor in Arthedain; the proximity of ,hi. officer to the king 
maku him a faClor in court politics, and h. sits on th, royal council. The post is gener:lUy given to a soldier of skill, sav")', and few social ambitions. 
He is equipped similuly to the Othrind and he or one orhi. knighu carry Ihc king'. standard. into baule. H. is expected to b<: I�amed in Anha.un 
history, heraldry, and COurt ,eranony, and speak at least five languages: \VeSlron. Sindarin, Adanaic, Qu.nya, and o,ma.t. 

Rechbin Tirith Aran/6 19 165 PI/19 55 YJO (A/L) 180bs 160lb 15 DUncdain/Warriors 
The Rechbin Tirith AWl (So "Knights of the Royal Guard") are all �m""'1 .. ",i of PUn' DUnadan drKenl, and art �quipped as their count�rp:orts in ,h� 
Dagorwailh Ann. They luve lore and language .kill. similar to those of their commander. 

Othryn Tirith Ar:m/60 16  160 Ch/15 55 YlO AIL 16Gb. 1501b 15  DUncdain/Warriou 
Th� Othryn Tirith Ar:ln (5. "Warriors of th. Royal ward") are DUnedain (.ome with Eriadorian blood) who have amined the rank of obr ••. 
Equipped as their counterparts in the Dagorwailh Ann, but generally mo", .ophistiuted in mannen and education. 

FARADRIM ARAN (5. "Royal Rangers") 
This organization has traditions and prestige that predate l!u kingdom of Arnor. The mISt/tn, Ihe r:lnger's broach, i. a silver. Slar-shaped cloak-pin whose design 
dates back to Gil-gabd and [he border-nngtrs of Lindon. Th� fomul uniform of a nnger i. dark gray, and the rrtlStltn is tht only decor�tion nonnal!y worn 
with il. The Slar i. awarded to a nnw:r only after year, of service, and th�n only by a vOte of hi. comnde.; the king and lords of Arthedain have lillIe say in 
the matter. The trrudtni us.d by the Arthcdain are made by the unior silversmith of the Fomost guild, using Elvish silver; it adds + 10 to DB & RR •. 

R�rl-Dirgon Faradrim/1 22 140 SL/5 85 YIO N 140bs I 45cp 30 DUnadan/Rangcr 
The Rochben_Dirgon Faradrim (5. "Knight-captain of Ihe Rangen") is a mrm�r of [he Andhrind or Arthedain. Gcnnal!y someone of high social 
r:lnk, with distinctive liw:ry and annor. Mallach "M�rl" Tarm�a. who holds Ihis nnk in T.A. 1643, is de.scri�d in Section 12.2. More: typical!y, 
though. the R()(Ch�n-Dirgon Faradrim wears a + 10 unmarked luthn helm and black +20 luther armor that ndther encum�rs him nor prevents 
• pel!caJ(ing. He b<:ars a +20 .J..,,-tT�dged broadsword of Ore-detection and slaying; a + [5 composit. bow that i. sil�nt, rapid loading {no pen:dty} and 
has double nonnal r:lnge; a small + I 5 shield; and a �nger's cloak that gives � +50 bonus to St::dk/Hide. � his only badge of office he wears a high 
nnger's ring Ihat acts as a �3 PP mulliplier. lfhc has com. up Ihrough tht r:lnk$, r:llher than through outside appointment, he also has the trrSStltn. The 
knighl-captain typical!y carTic' herb, lhat provide NiJhtviSl'cn and a .e1ulion of Arrows of Alchemy (fUnctioning as Ihe FLm spen, but of varying colors). 
He has 240 PP. and knows S Ranger [i'[I (10 20th level) and J Open Cfunneling lists (to [Ckh level). He i. require<l lo know rhese six languagu: 
Wutron, Adunaic, Durt:lfl, Qu�nya, Morlam. and Sindarin. 

• 
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N�, l,1 Hiu AT DB Sh C, Mdu 08 MissilE 08 MovM No,," 

Dirgonalh Fmdrim/6 16 130 SllS SO YIO N 12Ob. I I Scp 20 Mix of Me.n/ROlIlgas 
At Iras( (our of dw Oirgonau. Fuadrim (5. �upuins of tM Rangml�: sing. Dirgon Fnadrim) arc DUn«bin. and one of these is a membn- of the rap! 
family. EKh h.u a + 10 helm and + I S Inther armor tNt cncumbtts u doth :and allows spt:llcuting; a + 10 b.-.!sword dut ckr«u Orcs; a + 10 
compos itt bow with double nonml raT: a muJi +IO &hidd; and a doa tNt giva a +50 oonus lo Sl:alk/Hi�. 1bcir rangn's rings Xl as lI2 PP 
mulliplitrs. MOil han their rom",', Ndgc ;u wdl. E..ch capuin Ius acCUJ 10 herbs INI provick NiptrNion and a ulKlion of Arrows of A1cmmy (5C'C 
abon). Exh uptain know:. 6 R:lllgc, spe:ll lisu (10 20th lenl) ;and J �n Owlnding lisu (10 5th len'l). They know al lu .. n IhHt; four bngw.ges: 
WUlron, AdillUic, Mariam. and Sindnin. 

Faradrim texr/80 10 9S slls 60 YS N IOSbs - 9S", 20 Mil of Men/Rangers 
90% of ,he Fandrim Iocr (5. H�niot RangtrsH: sing. Fuedj. tau.) a� OUnccLin. E:r.ch hu a + 10 J.O(' l.ad"'r tuni� !lU.I �ncumbcn as cloth .lnd .lilows 
spdlcasting; a + 10 broadsworel; +S (ompo.site bow; a +S sm...Il shielel; and. doah !lU.I add +30 [0 $calk/Hide. Emy "nior r:lIlgn wun:lll EresKlen. 
They know at lust 6 Rangu sptll iisu ([0 10th leyel). 3 Optn Ch:m .... ling lists (to 5th bd). and. all sptak al least th...,� bnguages: Wutron, Adunaic, 
and Morlam. , 

Far.ldrim/200 8 70 SllS 4S YS N 95bs 9(kp 20 Mix of Mtn/Rangtrs 
50% of lh� (ommon Faradrim (5. "RangenH; sing. FerMi.) an: DUnedain; the rest 1fe conunollJ. milled wilh a handful of Elves and Dwarves. Their 
equip,,",nI is Ihe »m� as their "niors. Halfhaye earned an mUll,". and the others hope to cun one. All know at leasl 4 Ranger spell lists ([0 10th 
leYel) and speak at luSIthr« bnguagu: \\festron, Adunai(, .lnd Morl.lm. 

OTHRONAS DROGRYN ARAN (S. �Company of the ROY.lI WolfhoundsH) 
This comfn-ny of u... army rons;m of Ihe royal wolfhounds and thdr keepen and trainers. n... kerpen. some thirty of them, Nye the same ranks :llld colon 
as their counterp.lrts in the Dlgorwaith Aran. The dogs th.msd�s art 10nglu.irTd and long.limbed. with enonnous huds Ind f«l. each standing J' plus al 
the shoulder. n... royal ken .... 1J 'rT in the (iladel ofFonlOsl; the keepc:-n an nomully mtioncd Mff. I:lking u..., o( Ihe dogs II court :llld trnding with them 
al I}", king's d;Kmion. The dogs "rve wilh the royal gwrd and the king's rangen and. nomully obey Men lhey know and those in Ardu.<bn unifonn who 
mow no fcar of than. n... Sceplrt toUlintly giyU tho: UCtlS malos in a liller as prestigious gifts 10 its supporun. 

(Drogryn A,,")/40 8 ISO Sl/4 60 - - 90LBi 6OMO 25 Wilor Dogs/Usc �L/r crits 
Drogt-jn Ar:lIl (5. �Royal Wolfhounds-) wcar III,rl.riI.lacM hide collan th.lI gi� than a + 10 bonus [0 RR and DB. They art [rained 10 kill wargs and 
wolns and gain a bonus of + 10 [0 OB and DB against [h� Cl"'aturet. On the ran: occasions tNt the Angmurim uptUrT a Drogt-jn Ann. il is 
accorded .l battle to the deuh in.lJl arma. pitted ag.lins[ [he Witch-king'$ finest war·wolws.. 

(l)roerfn Gdn:lhrin)/y...;..bk 12 200 Sl/4 60 - - IOOLCI 80MBi 30 Wn Dogs/"L/I" crits 
In 5% of the DrogTjn Ann the :u'Io(ient bloodlines run alnoluuly [ru�; II... beU[ IMn show, II... uceplional intdlig�nce and Kl"'ngth of its :lnCtslOf'S, 
some of whom ue "'puted 10 NW (ome from the Undying u.n.u w;lh [I... Noldor. 'These Drogrjn Gdtdhrin (5. �Noldorin Wolfhounds"; sing. 
Drogrjn Golodh",n) aR picked out o( their linen II :In nrly ag� by upc:-rirncM kennel.masurs. lhen gr.u>l�d as personal comp.lnions to fnoRd 
royah: and "ICCled (riends of the Scepm. Somewhat anp.lthic, tMy show almost M.lnnish srnsibililiel and. un undtnl.lJld Mannish l.lJlguage. 

OTHRONAS 6RERJONOOR (So "Company of the Brcc-Iand") 
Brcebnd has .liways bun _what of an autonornow proyinc� of Ar1he<bin. and. thus has not Nd ;u militia organiution upgradM to th� quality oflhe Diras 
Aran. Bccauu of the inc",ased <bnger or incursions from the Sanow-downs and Cardol1n sinct Ihe Pbguc. lh� royal garrison has been reinforced to fon n  .l 
weak 0I1>ror.a wilh an anachM be"",., of Dunn ish KOUts. 

Known locally as the Town Gwrd. this isactually a weak comfn-ny of the Dagorwaith Aran (Sec aboye.). equipped as mOUnlM infanlry. They use broadswords 
and art assigned enough hones to make mountM patrol. at (ull strength. The Tirith Bn:riondor comillS of7 "",,,,is lotaling 63 soldiers (called "guardsmen"); 
each be,."., i. led by a lieutenant (an .""'roqwnr) and the whole force is commanded by.l capt:lin (.In • ...,.,...,..1" J"""'l). 

Referred to as the Bn:e·land Muster, the Diras B...,riondor i. peaceful by naturT. Ihey IJUk� poor soldiers; organiulion and leadership roughly corresponds 
[0 tNt of lhe Diras Aran. The Hobbiu an: also peaceful, but haw not lost lilt toughness of their wandering <bys; a +20 bonus to $calk/Hide 

Glcndir/5 3 4S Slls 30 Y N oo.p SOq> IS Dunnish/Rmgcn 
Glcndir (5. "Scouu"; sing. GJ.lJldir) an: local hunters and trappers, mostly Dunnish. + 10 bonw to $calk/Hide . .lnd. a +20 bonus to all appropriate 
local knowledge .kilIJ.. 

Diras (Mcn)/IOOO 2 40 SllS S N N So.p 4O,b 0 Bred.lndcr /W.lrriors 
Diras (Hobbits)/500 2 3S Rl/9 40 Y N oo.p 55sb 20 Hobbit/Scouts/Rogues 

MUSTER OF SIRAGill 
The I.a.dy Ellindid has II... power. in throry, to rummon and comrru.nd all milil:lry (orces in the province. but she nomu.lly deals only with the Siram1.1rin Elyes.. 
The Men :llld Hobbits who d.w:1I in Sirag.lil look. inslnd. [0 Prince Minastir, rommanding at bch �m. He nn call up the provincial mililia for ""pport. 
but has �ry little provision or equiprmnl for a prolonged campaign. 

• 
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HOSTA SIRANNARION (Q. "Host or the Sirannar") 
The S;r:lnn�rin Icry ;. org�nizcd along ancient NJndorin tribal rines, but all of Ihese Elves arC equipped wilh cxccllclu Noldonn and Anh,uun wnponry and 
armor provided by the .hn'wti political machinations of thdr ruler. Thdr ludus favor skirmish uctio. 

Parthirath/TO 16 1S5 Ch/15 80 YI5 A/L 170bs 180lb 20 Sinnnartim/Waniors 
The Parthir:uh (5. "Gbde-Iords"; sing. Part hi.) use +20 Elvish long-k";",,. with mitAnl bbde.; + 15 While hom bows Ihal fin' c,",,}, round wilhom 
pt'rl.:Ilty, double normal range; and + 15 round shields. +20 chainmai! i. non...:'ncum�ring. does oot hinder 'J>dl c:l.!ting. E:.ch knows 6 Ranger & 4 
Open Clunnding lim. 

Hcdryn 101:./60 8 100 SL/5 30 N A/. I IOsp - I I Slb 20 Sirannarrim/Wamon 
Th. Hcdryn lou (5. "Vcrcran Spt"armcn": sing. Hadron bur) ar� u�"ed 10 Iud Ih. younger !.tJ.,n. Thy po$Sus + 10 s�an, long_bows, kniv�s, and 
le.uh�r armor. 

Hedryn/600 4 75 SL/5 25 N N 80sp 851b 20 Sirannanim/Warriors 
Hcdryn (5. "S��rmm"; sing. Hadron) possess +10 S�3rS, long-bows, knivd, �nd lealher �rmor. 

OTHRONAS IACH SARN (5. "Company ofS:tm Ford") 
Prin •• Minanir direcdy commands one .,/m,,,,,so( Ih. Dlgorwailh Ar:ln. (&� &C!ion 12.2 below for Mina.ni'. srau.) Th...,e !.tmutisof soldien galTison of rhe 
keep �I bch Sarn; six Irtrm.is of 0I1ny" ael :IS hi. uva!ry striking fore., while a tenlh ..,r"\l" .... is his "enonal bodyguard. Each bor"\ln.<lS �ve for the guards is commanded 
by �Il �"'A""7""'; Ihese knighu 3C"1 as MillaSli,'s slarr and licUlcnanlS. 

Diras Aran 
(Mcn)/ZOOO 2 40 RL/7 (25) (Y) A/- 70.p (7"'p) 5 Mix of Men/Warriors 

A mOlley colloclion of fannol"$, hunlel"$, and s'luluers, spread over a brge provin ••. Some an �nnan.mly mun • ...,d and aCI as Ih� prince·. $cOUIS, 
while olhers aCI :IS local shuifT. and road-wardens. 

(Hobbiu)/3000 2 33 RL/9 45 Y N 60� 6(),b 20 Hobbiu/Scouu/Rogu� 
The Perian levy is organized around Ihc X"rJij.nl.o, a dan levy desc�ndcd from the ancicnlX",Ji_rJ" (For. "hOll5e-guard") of Ihe Ihru original Hobbit 
Irib� •. Basically, ii's every able-bodied fellow. Six clans, possibly a third of the 10UI. might answer a summoning of Ihe levy; Ihe resl would tend 10 wait 
the cri.is OUI. All have .1 +20 bonw 10 Sulk/Hide; 20% arr Scouu/Thi.vcs, widl a s�cial +3 to Ambush. 

12.1.3 PRIMARY MIUTARY FORCES OF THE WITCH-KING 

FIRlATH ANGMAR (S. "M�n of Angmar") 
Troops drawn from various allies and subject �opl., compo .. Angmar's six fidd armies (one of 5,(0) men and five of I.0Cl0). Warlords who answer only 
10 Ih. Wilch-king and Ihe Anglilion, 31 Carn Diun, direct Ihde forc�s. Th. annin �rr ideally organiud into [.n tom�ni.s of 100, uch headed by a 7th I�vd 
grisboiltvr. These arc form(d of t�n divisioru of 10, with 9 soldiers commanded by a Jr.rn./(3rd Or 4[h level) figh[.r. Th� .. divisions can break imo IwO 5-man 
groups, [h� I .... , one controlled by a 3rd level adjuum. In pr:lclic., however, Ih;s organi:tadon breaks down, for large numbers of Angmarrim ar� relegale<! 
to garrison dUly under julowly gre.dy overlords. NOle [hal the figures for the Men and Orcs include all thos� .oldj�rs din:clly undu Ih� Wilch-king's rule 
in northnslun Eriador and northwestem Rhovanion, bUI nOI those of v:lSuls (e.g., Ih� Lord of Gundabad). 

Hocrk/60 1 5  155 Pl/19 30 Y (A/L) 160m. l4<kp 10 Mill of Mcn/Warriors 
These men form an el;t� bodyguard which ;s nonmlly (I) confined 10 dury al Cam DUm, (2) prole"ing [he Witch-king and his warlords out5id� the 
eapilal. or (3) �rforming very ddicat. missions. TIle;r dark grey annor is emblazoned wilh ,he symbol of a ...,d ring, and Ih�y .ach w�ar a nal wargo 
head which i. filled Over Iheir o�n.faced st.d helms. 

Olog-hocrk!6 18  170 RL/12 60 N N 175fl I SOsl 5 Olog-hai/Waniors 
This Troll-guard generally o�r:lIes as Ihe hocrk', nighl wnch. Th.y are v�ry dose to the \Vilth-king. 

Black Rangcrs/60 9 105 RL/9 30 N N 8Sha 75cp 20 Mill of Men/Rangers 
Th. black rangers are lrained 10 work ;n �ny wuther or at any time. Most live orr Ihe land and employ Nalure Sign' :IS a way of communicaling. 
Working in grO\lp' of 2-6, the .. deadly fanalies Iypically pnform ,h� most dangnow and delicate of missions undn the diretl orden of Ihe Wilth-
k.ing Or his do.e Ji",lenants. Each is equipped with a +10 kine-hide breastplate and knows 5 Ranger liSlS (10 IDlh level). 9 PP. 

Trackers/ZOO 7 65 RL/9 20 N N 6Sha 45", 20 Rhudaurians/Rangcrs 
The .. I�sser trained outdoorsmen pcr(onn palro[ and track.ing dUlies along the frontier. They know 4 Ranger [i,1S (10 IDlh level). 7PP. 

Horscmcn/3000 5 65 CIl/IS  30 Y (AIL) 9Sml 75sb 10 Eas,crlings/Warriors 
This large mix of Easterling and NonhfIUn tribe",",n is organized according 10 tribal and clan grouping •. Sill principal confeder:ll;ons are pre$ent: Ihe 
Asdriag, Brygath, Galhmarig, Odhriag (Nuriag), Kykurian, and Sag.lIh. Asdriags and Odhriags a..., c'luip�d wilh a +5 .uritv which can aC"l as a lance or 
a [wo·handed sword. Mosl rid. small, Slurdy, hairy Ilorses, bc�Sls relaled 10 those found on the northern plain' ofRhun. Thcy are wcll·.uit�d 10 ,he 
climate of northem Eriador. 

Footmen/ I 0,000 2 40 Ch/13 20 Y N 50bs 50sb 0 Mix of M�n/Warriors 
Rugged bul poorly trained and lighlly motivated infantry. 
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YRCH ANGMAR (5. �Ora of Angm:l.rH) 
Tht nSl lNjotiryof dlt; Witch.king's 10'11' host is madt up of a lOW( roU«1ion of nintOrkish nib&! confedenc:;cl. conuiningovn-thirryui�, many of ..nom 
an at war wilh OM anol�r. All owe alltgianca to w 0103 warlord R<lJfog al urn Dum. T wclw uibu an ifn�d :o1ong th. Arthacbn frontier. the: Asklui. 
&gronkux. Durbabg. Faulgurum, Kurkurum, Lughoth, Sru.gmh. Thrakbun:um. U1oganlm. Uroth-bunn, UNghish. and 11K elite Uruk-ufhg. A IaT (cntn] 
rucrvc:md warlc fOKe Ii"". in and around urn DUm and the: Nan Angmar. Tk Crt. ofGun<bb.ad and Goblin-gaIC .1.", among those undn Ill( Witch-king's 
Nit. but Kldom contribute mon dun a p<llrol or niding p;lrty to the IO'U. 

A3khai/l200 3 '5 No/3 35 Y N 65K zo,p 5 Orc.s/WMTiors 
Many UU' sp<'ars in md«. Most weaf no annor OWl' dun a hdmtl, Thcy an al w:l.r wiUuhc KurkuNm. 

&gronkuz/ l500 2 44 SL/6 25 Y ./L so" 3o.b 5 OI'(.S/Warnors 
A large bUI poor Iribt, dUI often (01-40) lacks hdmm or (41-60) �sorts to using :lrlirml skulls for protection (if struck, t�at OIl! hdlTlt't on 01-50; 
b��k on 51 -70). 

Durbabg/ 1200 2 .2 RL/9 ' 25 Y N '5" 40sb 5 Orcs/Warriors 
Fine archers. TIley f3>'or I�mb above �Il delic�cin and frequently prty upon Arthrdain's nodu. 

Faulgurum/900 3 50 Ch/16 25 Y (A/L) 6Om, 20sr ·5 Orcs/Warriors 
Some usc s�au in melee, but they arc poor with mi .. il"". They luvc an uncuy puce wilh the LughOlh. 

Kurkuntm/600 3 60 Ch/16 20 Y (A/L) 60., 5o.p 0 Orcs/Warriors 
Some usc two-handed sword!.. They �rt �t wu with the Ashkai. 

Lughoch/2400 2 35 No/3 35 Y N SDK 2O,b 5 Orcs/Warriors 
u� tribe known for immediately blinding prisoners. Maintain an uneasy �ace wilh the Faulgurum. 

Snagoth/l 500 2 .5 Ch/D 20 N L '5po SOja 5 Orcs/Warriors 
Snaga-lui. Known for using 'pem. javoclins. and lulberds dipped in poison (on 01·10, point coated with k!7). 

Thn.kburzum/750 2 .3 PI/I7 25 Y A/L SOh. 25,), 0 Orcs/Warriors 
Superb annon:n; Ihis is the smaller bnnch of the tribe. 1.500 othen Ii.., in ancl arouncl Moum Gnm. 

Ulog�rUm/810 • SO Ch/D 25 N L 80wh 75sb 5 Orcs/Warriors 
A particubrly bruul lribe known for iu cannibalistic WlIys. Frequently WlIr on Or hunl other Orcs. 

Uroth-bunn/720 • 75 Ch/15 30 Y (A/L) SOK 65,p 5 Orcs/Warriors 
Highly mobile; their wolf-riding partin Invocl the highlands north of Arthe<bin. They an: Ih. most aggrusive of Arthc<bin's e"il neighbors. 

(War-wolves) 3 95 SL/3 35 N - 70LBi - 30 \Vhil. wolves 
1.100 in 101al. NOnTl.1Jly very fast; if ridden by an Ore or in snow, jwl fasl. Rugged and wdl suiled 10 the icy north. 

Urughash/630 2 '5 SL/7 20 Y -/L ,0., 30sb 0 Orcs/Warriors 
Aggrcssiw. Ihey an: Ihe mO$! prol1<' 10 nid along lhe southern Arthadan frontiu. 

Uruk-uflag/300 8 1 1 0  PI/19 .0 Y (A/L) JOSb! 9(kb 15 Uruk-hai/Warriors 
E1itr troops of the Uruk-lui ultd to insun: ordu among the f,omiu rribes. Thcy lun a snull contingent of wolf-riden. 

Wargs! J O  5 150 SL/' 30 N - SOLBi L060 30 Warg$ 
Very fast and tlCtremely vicious. Can communicate in a variety of ways. 

TERYG FORN (5. "Trolb ofthl' North") 
Losderyg/24 1 4  181  RL/II 35 N (A/L) 16Om1 120sp 10 Losdl'ryg/Wamors 

Nocturn�1 Snow Trolls. ItrvanlJ or the Witch-king. living in cavocs along the ridgrs south of the Northern WaJle and around the Ice Bay of Forochcl. 
Uk' urge Cn:atun' Crilical Tablc.s. 

Sharkai/36 I I  153 RL/ I I  20 N (A/L) 120cl IOORock 5 Doldayg/Warriors 
Stupid, bUI battle-trained Hill Trolls, they arc eff«liw at night. Usc Large Cn:aturc Critical Tables. 
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12.1.4 MIUTARY FORCES OF RHUDAUR 

11M, bIer kings of Rhudaur Iud (0 r=h do with 3 "''1 mind hag or rortu. $om. (nor«! mrretlU.nu, some their own Hillrmn and loa.! levin. 

CAMETH BRIN 
This listing is approprim (or either King Ervtgil's l't'ign (ca. T.A. 1640) 0' King Brugglu's rule (n. T.A. 1671). King Ervrgil dotJ nO( [nul his mere"'n"ric., 
and soma;nt:l.iru amixcdgroup that lw troubkcorupiringamonglhcmRl ... s. King Bruggru.. in T.A. J 671, dcprnd.. much mol't'onhisloy..J HiUmm;hissoldien 
right much harder for him than Ervegil's. 

Fuindir Co=ndm/S 5 87 Ch/IJ 4() Y5 - 85u 55'" 5 H:aenm:dain/\V;urion 
Fuindir Elire/J5 3 64 Ch/D 35 Y - 65u 45'" 0 Rhudauri�5/Warriors 

&s( in darltlK!j;. 
Gu;lrCl Sergc�u/5 4 74 RL/IO \ JO Y A/L "),p - 0 Mil[ of Men/Warriors 

p'oor initialj..." 

Guards/50 2 45 SL/8 25 Y - 50sp 25sb 0 Mix of Men/Warriors 
Garrison troops. 

Hillmen Dign-Tiark/6 5 90 RL/9 4() Y - 7Ssp 6Sja 10 Hillmen/Rangers 
uJders. Morc sophistiuttd dun their brethren in lilt T rollslu ... s. 

ExfXricnctd Hillr'nl:n/ IOO 4 70 SL/8 I S  N - 6S'p SOja 10  Hillmen/Rangc:rs 
+s SL �rmor. 

Hillmen/l20 3 60 SL/7 10 N - SSsp 40ja 5 Hillmen/Rangc:rs 
\Vould nlher b. hallie. +S SL �rmor. 

Dunnish Hcadmcn/3 4 79 RL/9 35 Y5 - 80sp SSwh 0 Rhudaurians/Wamon 
u�dfl's. Not to b. trusted. 

o..mnish Waniors/40 2 49 SL/8 30 Y - so.p Jawh 5 Rhudaurians/Wamon 
Solid. 

Raw o..mmen/ 170 I 30 SL/8 2S Y - 4o.p ZSwh 0 Rhudaurians/Wamon 
\Veak mo",1c. 

�I05h's Orcs/IO 3 65 RL/9 30 Y - "),, 4Od, 0 Orcs/Warnors 
Content with g�lTison duty. 

Korka!" Uruk-hai/4 5 9S Cli/IS 10 N - 85fl SSda 15 Uruk/Warriors 
These :orr Wilcb's pcrson.>1 bodygmrds, USu.1l1y hidden in 1M othfl'wise uoustd Armoq-al.W�nu. Thf)' love blood. 

WAruDORS OF RHUDAUR 
Hillnash's Band 
This collection of s!mll Orkish tribes and mercenaries g�rrisolU northern Rhudaur. mcnt living in villages and supporting thenuelva when 001 on active du.y. 
They �re kept away from !II. Hillmen if at all pouiblc. 

Orc-Icadcrs/ZO 5 95 Ch/D 4() Y5 - 95K 4Ssb S Orcs/Warriors 
Untk-hai/IOO 4 80 Ch/14 35 Y A/L 8Ob, 5(kb 0 Uruk/Warriors 
Orc-warriors/6S0 3 65 Ch/D 30 Y - "'" JO.b 0 Orcs/Warnon 
Green Oro/IOOD I 35 SL/7 2S Y - 35K 2o.b 0 Orcs/Warriors 

Espheme's Band 
The mercenary contingent. Grimly profruional. btU no pcuorul loyalty to the king. SUliontd �round e:.llIclh Brin �nd various fortrcucs in Ih. T rollsluws. 
When they arc mobilized. the k.cps arc garrisoned mainly by local Icvies. 

Cavalry Lcadc:rs/ZO 6 105 Ch/D 40 YIO - 9Sbs 6Seb 0 Mix of Mcn/Warriors 
Very upcrienccd. 

Nonhnun U. Cavalry/ISO 3 60 RL/9 JO Y5 - 6Ob, 3o.b 5 Forodrim/Warriors 
Also UR bnces al SOml. 

Easterling Cavalry/SOD Z 45 No/I 35 Y5 - SSml 3Ssb IS Eastcrlings/Warriors 
Their mo",l. is fngil •. 

T uvador.lth/ 48 5 80 Ch/14 15 N - 8"'h 5(kb 20 Hacranedain/\Varriors 
The Tll'vado"'th (5. "T",verscn") ue an tlite ITI('rccn.:lry company. 

• 

Mcrctn.:ary U. Fooc/ISO 2 SO RL/9 30 Y - 4Sha 3Ssb 0 Mix of Mtn/Warrion 
WolfRidcrs/IOO 3 S8 RL/9 25 Y - """ """b 0 Orcs/Warriors 
Wolvu/IOO 3 9S SL/3 35 N - 70LBi - 30 War Wolvt$ 

• 
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Unu.ug's Band 
Paid and given mOSI of their orders by dtt Witch-king. o.,ploytd ,,",II ofC=.t1h 8rin, ,h.,. 3«U:llly spcnd most of IMit lime: on escort duties in 11K Oiolad 
and il1fillralion minions ;1110 Cardolan. 

Capt:l.ins/4 " 120 Ch/14 45 YIO - """ 85'" 10 Orcs/Warriors 
Tough ;tOd JaV")'_ The "";Ot uptain has a Kimif:lr o(MM:an_s[aying. H the rut Ont ofM8Iood-dnwing" (s«ond.;ary sbsh crilic;w). 

Wolf-riders/ I 00 4 75 Ch/15 35 Y5 - BO� 7o.b 0 Orcs/Warriors 
Wdl-di.cipJintd and skilled. Have a spcci:ti +40 bonus to acrobatic riding. E..-pccttd 10 uif Glhcr Orcs u sword·fodder 10 COnKrvt their strength. 
Sorm ux a .p"ar u a lighl boee al (6OmI). which stanlu moSl M,mnish cavalry. -

Wolvcs/120 3 95 SL/3 35 N - 70LBi - 30 \Var \Valves 
Iku.r ( .... ,,,.d than mh., wulvcs. Hav. a special +40 bonus to rollJ and lurns wilh a ridrr. 

The King's &nd 
TM ftu<bl lniu orRh�ur. lf a civil W;lrOCcurs, cht Dunmtn and mfrcelUriu follow Ihe king �nd Ihe Hillmen fighl for lhe r.orz-.o ..... Tht IIIrz-.o ..... hu double 
Ihe numlKr ofHil!""'n ,hown heR' rrlluining in Ihe cbn-holds of Ihe T rollJhaws, bul lack. Ihe logi.lics bur 10 g�lhu Ihrm in one pbce. 

Mercrnary uadrrs/40 5 B5 Ch/l3 35 Y - 90sp 55jv 5 Mix of Mcn/Warriors 
Actwlly anmd with .l nrirty of wupons. Wdl·lr.limd and pR'p.lrr<!. 

Mcrcrnarirs/200 3 55 Ch/l3 30 Y - "'" 4o.b 0 Mix of Men/Warriors 
U.u�l!y bnll�L 

Dunmen Wurior./700 2 45 SL/8 30 Y - 45sp 30wh 5 Dunnish Rhudauri�ll$/ 
W�rriors 
UndiKiplined. 

Raw Dlinmen/2100 I 30 SL/6 25 Y - J5sp 20wh 5 Dunnish Rhud�urims/WalTion 
NO! KT)' rrJiablt, 

Exp.".irnccd Hillonrn/400 4 BO SL/8 1 5  N - 75sp 55ja 10 Hillmen/Rangers 
+5 SL armOr. Tough wood'm.n, all wilh lud.uhip skilb. Fanatic�1 if f'lgilling for the 'Q'Z-<I"�, 

Hillmrn/700 3 55 SL/B 10 N - 55sp 45ja 5 Hillmen/Rangers 
Grim and dtlerminr<!. +5 SL armOr. 

Green Hillmen/400 2 40 5L/6 5 N - 4o.p JOja 10 Hillmen/Rangers 
Good mor.llr. 

12.1.5 ELVISH MILITARY FORCES IN ERIADOR 

GLANDlRJTH IMLADRlS (S. "GUARDIANS OF RIVENDELLH) 
Excepl in lil1'l(5 of strif •. when rrfugus m.:Iy flood in. Iherr arr mVtr more lhan JOO inhabil.1nu al RivenddL Th. E1�s liSl.d hen are thox likdy ,O },., mel 
on p�lrol or on 5p«ial missions for Masur E1rond. Howevrr. on. of ,h. ironiu of Ihis ha�n of puce is dut nearly (veryo"" in Imladris is a Ir.lincd Vl'kl':lO 
of many conl1iclI. \Vhen evil lhn::.llrns th. Elves of Ih. NOAh, double the forcr d.scribed herr m.uch secrrtly 10 Ihe aid of their kinfolk in Lindon or Lbrim. 
Sinc. Riv.ndcll has always been � haven for Noldorin and 5indarin intellectuals. a score of Buds, Akhemisu, and spelkasters of 13th·4Oth levd abo dwell 
Ivrrin, living a rulusive, peaceful life unltss some personal Or family nud Or favor draws them into the <bnger. of ,Iv ouuid. world. 

All of Ihr Glandirilh arc equipped with + 10 enchant.d E1vish wupons and armor unltss },.,lIrr rquiptnc'nl i. not.d. All wur E1�n do...ks and hoou Ih�1 
give a +50 bonw 10 St�lk/Hidt. 

Dirgonath Glendir/2 20 160 No/I 90 Y20 AI· I SObs I551b 30 Noldor/Rangcrs 
The DirgolUlh Glendir (5. MCapr�ins orScouts-; sing. Dirgon Glrndir) carry +20 weapons �nd clothing. Noldorin longowords an ofDtUCIing and 
Slaying Orcs and T roUs. Thry know all Ranger spell lists 10 20th It�1 and 5 Open Clunnding lists to 5th. 

NNhryn/6 12 90 No/2 60 YIO N BOu 651b 20 Elvish Mix/Animist/Healer, 
SO% of all Ne,hryn (5. MHrale .. -; sing. Nrlhron)�" famle. + 10 cqu;pmcnl, a mix of m.:Igieal devicn, a Klection ofhe�ling her!». Know all 
Clunnding and healing lists 10 20th It�1. 

Glcndir/30 9 105 No/I 50 N N 100.. I051b 25 Elvi5h Mix/Rangers 
GI�ndir (5. "Scouts"; sing. Glandir) US(' + 10, E1vish long knives, plus olhcr + 10 rquipmtm. Know 5 Rangn spdl lislS 10 10th I.vel. 

Dirgollath GIandirilh/6 1 7  170 PI/ I B  90 Y25 AIL 170b0 I751b 20 Noldor/Warriors 
Tht Dirgonalh Gbndirilh (5. "Caplains or thr Guardians�; sing. Dirgon G1andirilh) bt-ar +20 weapon. & armor. }.fi,/ml broadswords arr or Dtlecting 
II Slaying Ore. and T rolk Thty know 7 Open Eutncr 5pells lim to 51h lev.1. 

Ikkgothryn/30 10 120 PI/IS 70 Y I 5  A/L I JObs 1351b 20 Noldor/Sindarin/Warriors 
�ch of lhe: Bdegothryn (5. -E1it. Wurior.�; sing. Bdtgothron) know5 5 Open Esso:ocr or 5 Open Clunmling lists to 5th 1 • ...,1. 

• 

Othryn/50 6 BO Noll 40 YIO N 90u IOOlb 20 Silvan Elves/Warriors 

..  



lO- 12.1 MERP jRM MIUTARY TABLE 203 

Name L,I Hits AT DB Sh G, Mdec OB Miuilc OB MovM Nota 

HOST OF LINDON 
II is tart: (or mOre than half of this forcr to assemble in any Ont place, The c.1ttgoriu given hert are just a rough approximation of the hodgq><>dgt ofr",,<bl, 
tribal, and personal ties [luI hold the l'C'alm orLindon together. A selection ofSinduin warriors (rom the host makf il lhdr business to protect Cirtbn's �rson. 
He keep' no {ornul guud or court. 

The HO$! orUndan i. :..tway. accompanied by at kUI OrK Hule. of 1 J Ih·201:h lewl for tvrry 20 warriors, and .11 [easl one Mage or similar .pdJaSlcr of 
121h.3OI:h level for twry 50 warnors. Tltne arc' volumetrs without {omul military Ibnding; SO% are frouJe, and 70% an rebecd to someone in [he force 
they ue accomPMlying. 

Hirgonath/4 30 190 PI/20 90 Y30 (A/L) 2001" - 1901b 20 Noldor/Sindarin/Wanion 
TM Hirgoruth (5. �Lord .. apl:lins�; sing. Hirgon) a� �urans of W Wm .... ith MorgOlh. e>n:. f�cing Wm without be.ndit of o�rwhelming numbe.n 
mu.JI m.1kf �n imfll(d;�te monic check. 

Dirgonath/J2 20 160 PI/20 70 Y20 (A/L) 180Iu 1801b 20 Noldor/Sindarin/Warrion 
Oirgonath (5. �Capuin.H; sing. Oirgon� , 

Bdcgothryn Gtlydh/200 12 150 PI/20 65 YI5 (A/L) 14Ob$ 14S1b 15 Noldor/Warnors 
Belegothryn Gdydh (5. "Elite No[dorin Wmiors"; sing. Belegothron Golodh). 

Belegothryn Mithrin/300 8 1 1 0  Ch/15 60 YI5 A/L 1 20("  12S1b 20 Sind.,r/Wamors 
Belcgothryn Mithrin (5. "E[ite Sin<brin WarriorJH; sing. Bdcgothron Mithun)' 

(E"y,h) 10 180 SL/4 60 N - 9SMCr SOMTs 50 Elven Horses 
Errych (5. "Noble Horus"; sing. ArTO(h) can .t[1O USC' .t  75MB; .1.tuck. TIw.st .1.1"1' tn.u: EJ .. ish horses. Vcry intelligent. can run for <bys .... ith little �St. 

Othryn/4000 4 75 Noll 25 N N 75" SSlb 20 N�ndor/Sinrhr/Warriors 
About 10% of all the Othryn (5. "Warrion"; sing. Othron) �rt mountcd. Simlarin mostly. TIw. infantry c.tn m.1rch twicc .1.J fast .tnd. (wice ;II f�r .1.J 
their opponents or �nnish .tllies. 

(Nimrych) 4 120 5L/3 25 N - 4SLTs - 25 Mid-Horses 
The Nimrych (So " White HorstsH; sing. Nimroch) �r. a superior bucd of the Amorian mid.horu. 

Hirgonath Gbndirith/3 20 160 SL/5 100 Y30 N I SObs 1901b 30 Sindar/Rangm 
The Hirgonath Gbndirith (5. "LArds of the Guardians"; sing Hirgon Glandirith) traditionally cotnlTUnd the .... atch on the borders or Lindon. +30 
equipment, s .... ords orSIaying Orcs. Holy, double .peed, triplc range bows. 

Bcleglendir /70 1 6 150 SL/5 90 Y20 N ISObs 160lb 30 Sindar/Rangt:n 
TIw. Belcglflldir (5. "Elite Gwrdians" ; .ing. Belcglandir) al"l' stnior Noldor and 5indar; s .... ords do utn heat or cold .riticab (senrity is one step [en 
Imn nonn.tI critical ddi ... �d), double range bows. 

Glendir/350 5 75 Noll 25 N N 75" 851b 20 Sindar /Nandor/Rangcn 
GI.ndir (5. "Guardians-; sing. GI.tnd.ir� 

GEVENNAJ5 RAIN (5. "Wandering Companies"; sing. Govannas Rain) 
Elvish wandering panics in Eriador a� typically from Lindon or Rivenddl and (ontain the following sdeetion of individuals: 

/ H;, (S. "MaSlrrj - 70% arc warriors of captain's rank or higher; Ihe rest arc spcllcasters of similar rank. 
2-3 elmJir (S. "Srcwts" - Lindon guardians or c1ile guardians, or scouts of Imladris 
2·6 &It;ro,bry" (S. "Elil, W .. mon') - as described abovc. 
6·/ () Otbryn (S. "W .. monj - as described above. 
/·2 Nnbryn (S. "Animists/ Hr<.kTl) - as described abon. 
'·2 LIO/bryn (S. "MIIl""'j - 16th-201h level, with combat spells. 
4·'10 R,nJi, (S. "T ,...wlnsj - variable. rypically 20% a� f>«SOns of note, while the nst approximate 5th I('vel Bards. 

Any group smalln dUll this rn.vding through Eriador in the$(' troubled rimes is prombly on a specific mission for one of the Elvish leaders. 

• 
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12.1.6 DWARVEN MILITARY FORCES 

The Dwanta of rhe Misty and Blue Mounuins Iu", no int� in the affairs orMcn in Eriador. Thcy uke oven aCl;on only if IOmrolK U: foolish cnough (0 
dirrcdy atuck Dwarwn IlOIvdns or mcrdunu. Both Dwarvm ru[nu arc in rallOtc areas and pcwa..! only a limilrd numbn-of pack lIlimais (some poniu and 
oxcn), so Iky h:r."., wnslanl supply problclm ... n.n opr,,!!;ng on,. long dl$lancu. Thcy mU$I go IQ a grnl dul of trouble and prepJ.r.l.tion 10 $Cnd out a force 
stronger [han the uf"'dirion ducribtd here. If they do, the Dwarves of 1m Ered Luin un mWlrr three limn and 1M Durinic Dwarves tcn times Ihis force. 

NAZAG DUSHKOKUDU (Khuz. "Company of Vigilance") 
Cons;SIS of two full companie, of rTJlar milif:lI'y and Onr company of the lrib," Ie,,), bting'Uud u bearers. The barers bring a few ponin and carts. 

Attack.-lord/2 1 4  150 PI/20 77 Y20 (A/L) lSOwh 85ha 10 Dwarves/Warriors. 
Bml�-guard/42 4 70 PI/I' 45 YIO (A/L) 80wh 59ha 5 Dwarves/Warriors. 
Anm�n/42 3 60 Ch/16 40 YIO (A/L) 6Oh, 50leb 0 Dwarves/Warriors 
Ar(hers/42 2 45 Ch/ 13 ' 20 N .fL 45sp 50hcb 5 Dwarv�j/Warrion 
Pon�rs/42 I 30 Ch/ I O  35 Y5 (A/L) 35wh 25ha 0 Dwarvu/Warrion 
$e01.Its/21 2 55 RL/' 30 Y N 6O'p 50sb 1 5  Mil( of M�n/$eouu/Rogu�s 

Mannish mtrccnaria. som.. on light horsts. Th� Dwarvd prtftr Northmcn: th�y art mort rtliable and also taller. giving mort "Iong-scting" for thdr 
coin. Note thoit the Dw�l"\Tn warriors can, if nc:ccsury, out-TlUrch thac honrm..n. 

12.1.7 SOVEREIGN MIUTARY FORCES IN CARDOLAN 
Ahhough all of the princes ofC.rdolan TlUinuin profe.»iona! ""tive lrooj».thc ""tio",,1 army was not rcconllitutcd after the &:au[e on T ym HOdhoith in T.A. 
1409. Only two princ:ip.:a[itics __ Suabinn and the \Varlord's dOm.:li-na"" effecti"" independent armies. The princes genc:rally rely on various mercenary 
companies and/or co-opcr:ltion with the garrisons mainuined by Arthedain and Gondor. 

SARALAlNN 
Royal Bodyguard/IO 5 90 Ch/13 30 N N J(X)!,. 45da 10 Eriadoriaru/Warnors 

+ 10 bailie_au. 

Archer uadm/6 4 70 SL/O lS N N 55da 7"'" 1 5  Mil( o f  Men/Rangers 
, spcll iin. 

Royal Archers/48 2 50 SL/O I S  N N 3Qd, 55sb 10 Mi. of Men/Warnors 
Very stcady. 

Cavalry Lcadm/4 4 05 Ch/ I J  20 Y N 65sp 45sp 10 Mix of Mcn/Warnors 
Three +S speus. 

Royal Cavalry/4O 2 45 SL/7 1 5  Y N 5o.p JO.p 5 Mix of Men/Warriors 
Three spears. 

Sudliri Watch/60 2 45 SL/O 1 5  Y N 50" J5Jb 10 Mix of Men/Warriors 
Basically police. 

Sudliri Lcvy/-I20 I 30 No/I 5 Y N 25sp - 0 Mix of Men/Various 
Used for city defense. 

CLANS 
Three Or four of tlK nine dans �ncr:a.lly amwcr a royal summom 10 war. though am probably revolts. The king's own dan U: alwa)'l' loy.d. The make.up of 
a typical dan is given below. 

Chieftain/ I 0 100 Ch/14 20 YIO A lOOb, 6Qd, 1 5  Mil( of Men/Rard. Ranger 
Knows 3 spell lim. + 10 gear. 

Warriors/6-20 4 80 SL/O 1 5  N N 6O,h 5o.b I S  Mix of Men/Bards. Rangm 
I spcll iist. 

Clansmcn/30-90 2 45 No/I 10 N N 6Op, 25da 10 Mix of Men/Scouu 

TRIBES 
Tht king can usually uquirr Ihe scrvicn of a couple Dunnish tribes from hi. own bnds or from Enedhw�ith. The latter sourer of nunpowrr is often U$td by 
all the princes of C.rdolan. 

Chief/ I 7 120 Ch/IJ 25 Y N I I00p 85sb 1 5  Dunmen/\Varrior 
Pn:fm gilded (luimrui]. Know! 1 .peJ[ !is!. • 

Warriors/8-40 3 OS SL/4 20 Y N 555p 45sb 1 5  Dunmen/\Varriors 
Poor discipline. 

Tribesmen/50-150 2 45 SL/' 5 Y N 45sp JSsb 10 Ounmen/Warriors, Scouts 
Fr:lgi[r morak 
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DOMAIN OF THE WARLORD 
Th� Warlord can mobiliz� twic� u many r�[J b�;uu: and 5JaVC$ if invaded. 

Troll-guard/16 8 150 RL/ 12 5 N AIL 9Sd 50m ·5 Doldcryg/Warriors 
Eboor:llc armor, .10 to all oonuKS in d..:.ylight. 

TrolJ.lcvy/25-J5 6 130 RL/I I 20 N N 85L& 75LCI 10 Doldcryg/Wamors 
-30 to all oonUSt' in .uylight. 

Wargs/5()..60 6 150 No/4 50 N N 75LBi - 60lel 15  Wargs 
Pankub.rly large. 

8a1$/100-200 2 15 Noll 55 N N 40SBi di�2..S(' 30 Fdl BOlu 
Vampiric, rdUCUIlI 10 0pr.;m in d..loylight. 

Mcrccnarics/20 3 60 PI/18 '10 Y AIL 70ha 45ha 1 5  Mil[ of Men/Warriors 
Prirmry function is 10 cnsurt tlul Ihc �bveJ figh!. 

Slavcs/120-ISO I 25 Noll 0 N N JOsp - 5 Dunmcn/Wamors 
Fanatical due to teRO', 

THARBAD 
In thfflry. Ihc T'Nrbad militia iJ Itn firm. the .iu noud.. A full K;a.lc inv.uion might bring Ihrm out. 

Comoundcr.s/8 6 90 Ch/15 35 Y A 95b$ 65lcb 15 T oriiri.1lru/Waniors 
+IObs. 

City Garrison/! 60 3 55 Ch/13 20 Y N 6Qb, 55lcb 10 Mil' of Mcn/Warrion 
RduC1:1nt to go on upeditions. 

City Watch/240 2 45 RL/9 10 N N 5Qq, 3051 10 Mil( of Mcn/W.1.mors 
Lonl consl�blts. slings �..., on qu�rt�nUyts (i.t., sl�fT.Jlings). 

Moh/Militia/400 I 30 No/I 5 N N 25da - 5 Mil( of Mm/Various 
Pronr to rioling. 

T�dcrs' Guild/30 3 50 No/I 20 N N 65d� 4Od, 20 Mil( of Men/Scouts 
Mwde for the Guild.. 

Naval Capuins/I·8 6 90 No/3 40 N N lOOq, 6(),b 25 Eriadorians/R21lgtn 
P�lrol lN; Gw:.tWo. 

Muinrs/20-160 3 60 SL/5 25 N N SOh:a 7{kb 15 Eri:ador.ans/W:amon 
Solid fighting mrn. 

DAGOR WAlTH ARAN GONDOR (5. "Roy:al Anny of Gondor") 
The Tlurbld mililia dders (0 the Gondorians. 50% chanct of the cily w�l(h caUing tht dnour's mrn in to deal with clangu instud of their own dty garrison. 

Roqutni/12 10 135 PI/ 19 40 Y5 (AIL) 125ml I 25ep 10 DUnedain/Wamon 
Have a l2Sbs anuk. 

Ohuri/12 6 85 Ch/15 30 Y L 95ml 85'1' 10 DUnedain/Wanion 
Opcrau wilh knighu:. 115m in mrl«. 

Guards/I 6 5 80 Ch/15 30 Y (AIL) 9Ob, 75'1' 10 T orfirians/Warriors 
Harondori�nJ; 10)·a1 10 the ( •• "'r. 

Mounttd Sergeants/26 4 75 SL/8 25 Y N 70ml 4O<b 10 T orfirians/Wanion 
Mtn.at'.1.mu/72 4 75 Ch/15 20 Y A 75hs 6<kb 5 Gondorians/Wamon 

Half .. e scane...,d in sewn! c�51leJ. 

AUl(ili3ries/86 3 60 Ch/13 15 Y N 6Ob, SOsh 10 Cardolanians/\ Vamon 
Local me...,war'es. Mainly garrisoned al Th�rbad. 

Scouu/24 2 50 SL/5 20 N N 50n 40sh 15 Mil( of Men/Scout/Rogues 
FamiJiu wilh cenlnl GrdoJan. Seyeral u·bandiu, "yera) Angtmrun spies. 

GIRlTHLIN 
Aboul lulf IN; lustr nobles of Hirdor GirilhJin :answer � summons 10 wu. \Vhcn mobili<U'd, Giri!},]in forcrs lend 10 indude a comp.arativtly high number 
of IN; leY)'. llul is 600-700 of IN; polenlia) 2,OQO..J,CXXl. 

Nohlcs/14 8 125 Ch/15 25 Y5 AIL lOOb, 75lch 15 DUncdain/Wanion 
Commanders. 

RCI:ainns/140 4 65 Ch/13 10 Y N 75hs 5o.b 10 Mil( of Mcn/W.1.mors 
Mercenaries. 

Mercenarics/60 3 55 SL/6 10 Y N 70sp 45sb 15 Mil( of Men/Wamon . 
The /IIr', Tfuiners. 

ltvy/650 No/I 
, 

Mil( of Mcn/Wanion I 35 0 N N 25sp - 5 
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TYRN HuDHATH (T ym Gonh.d) 
Older nomu of mlliury orglninlion uc slill upheld in I� troubled &rrow-aowns. 

Nobles/7 9 135 Ch/l' 25 YS A I lObs 8S,!, 20 DUntdain/Warriors. Rangers 
+ 15 tquipmcm. 

Rcuincn/56 3 SO RL/9 I S  Y N 70ha .5,), 10 Mil' of Mtnf\Varriors 
Fonign oru.n:cnariu. 

Soldicn/28 6 95 Ch/13 20 Y N 9Op. - 65hcb I S  Tomriaru/Warriors 
&ron', bodygwrd. 

Rangers/6 6 100 SL/' 25 N N loob. 4Ssh 25 Eriadoriaru/Rangers 
Know Z spt'1I 1isu. 

Militia/500 2 .0 SL/6 "0 N N SSsp 6Ssb 5 Mix of Men/Wamon 
Exedlenl mo",l. in d.('!lIiv •. 

Husfanho/IOO 2 .0 SL/5 .0 Y N 60u 6(),b 20 Hobbitll/Rogues, Wamors, 
&:ouu 

FAERDOR 
Furdor tries 10 rely on a yoJunltU Inny. with only SlTull fon:u st:r.nding at any ginn liln. T n.intd .... anion uc: JuppoKd to be joined by w local ltvy (rardy 
mOil: than 500 g'lIhcn:d). 1nc usuJu of this system all: always unpudicubJe and often dinSlroUJ. 

Gu.uds/SOO • 60 Ch/13 20 Y N 75bs So.b 15 Forodrim/W,uriors 
Vtty good if .... Jl I.d. 

l.",y I 4000(') I 30 Noll 0 N N JO.p - 0 Mix of Men/All types 
DOL TINEREB 
TiMrtbi�n fortts Iu� jU'1 bern rt-org�niud with � signific�nl mounlNl dnnrnt. The Emil of Dol Tinc""b g<'nrn.lly prtfrrs to IUt mercen.ary comp�niCli nther 
dun his Own militi�. 

Noblrs/I I  7 105 Ch/l' 20 Y5 All. ID5bs 60lcb 15 T orf'irians/Warrion 
A fr-w DUn«b.in. 

Soldiers/97 3 55 Rl./ 10 10 Y l. 65ha 60lcb 10 Mix of Men/Warriors 
Mounted inf�ntry. 

Bodyguard/8 5 70 ChlIJ I S  Y N 9Ob. 35sb 1 5  Northmcn/Warriors 
Soft dut to ':LItlt duty. 

l."'y/2OO I 35 No/I 0 Y N 35M - 5 Mix of Mcn/Wamors, etc. 

DOL CALADIR 
Dol ul�dir ustS lugt forcts for imcrna[ control and tends to ""lyon hirelings. 

Nobks/27 5 65 Ch/13 10 YS N 85ma 55sb 10 Mix of Mm/Warriors 
Few lih 1<1 fight. 

Rctainers/300 2 .5 Rl./9 5 N N S<hp 3<hb 10 Dunmcn/Warri<lfs 
Loul lhugs. 

Rctvts/65 3 55 Ch/I3 10 Y N 65� 40sb 10 Dunmcn/Wamors 
Prim.uily talL' collecton. 

McrcenariCl/50 3 55 Ch/l' 10 Y N 65bs s<kb 15 Mix of Men/Warriors 
C:utlt Gu.>rdJ. 

Militia/6OOO(?) I 20 No/I 0 N N 25c1 5ro 0 Mix of Mcn/Warriors 
UndrJKndable rabble. 

THE BEFFRA£N 
Tht number ofBefTntn d�ns Ji�ing in 1m R:LII Vom and Enedhwaith !t:a.s M�r been :lCcuratdy dcurmiMd. It is n.1'( for them to unite (Of a miliury ...,nrul'(, 
�nd twO <If thrtr coming 1'T'lhtr fOf a fight is a nouwonhy ,...,nt. They arc flO( !UIUn.! horsnmn, bul wlKn raiding or migraling Ihrough Ihe <lpen coumry 
<lrMinhiri�lh ,hey "cal horses 10 allow them 10 move quickly. The following dcs.cribes a typical cbn. l"htir javr.lins and blowgun d.:arts ate lipped with a 5th 
lenl ,",rn poiJon (ME.RP: IUt laynaga) if Ihey Iu..., time 10 prepare for a hunt or fight. 

a.id/I 10 120 No/I I S N N 1 2Q,p 10Sbg 3D 8<ffnon/Warrior or Animisc/S= • 
The 1"'" (Bef. "beJt knower.) Also a rtligiouJ luder; 20 pp, kI\Qws 4 Clunnding [ins 10 10th bel. If he (or she) is an Animin/Scer, he has 40 pp and 
knows 10 IIsu 10 10th. Spcak some WeJtt'On. 

$coU(s/6 5 60 No/I I S  N N 80sp 70bg 25 BcfTratn/Rangcrs 
Elile woodsmtn. AmbUJh: 10, +201<1 olher Jlfalth skills on home ground. un also uK a 55ja allack. Half kI\Qw a lilde \VeSiron. 

Warriors/3D 2 .5 No/I IO N N 6O'p 60Ib I S  Bcffraen/Warriors 
Can also IUf a 45ja �tutk. . . 
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12.1.8 MERCENARY COMPANIES OF CARDOLAN 

1l\( princes rdy p<lrtially on nr;ow fl\(rccfluy companiu--(our S\lch companiu p�domin.:IIt. 

MARCAICH CHRUAlDH (Du. �Stcd Riders") 
Scrgcants/5 7 105 PI/19 30 N AIL I iOba 8(kb 20 T orfirians/Rallgcrs 

+ 1 5 baltic Ufl. Know J sptH lim f�ch. 

S[(�d Riden/28 5 85 Chi" 15 N AIL 900h - 6(kb 20 T orfiri:uu/\Varriors 
+ 10 wupom, often mdu on foot. 

ufl-sidcrs/18 2 40 Noll 50 YI5 N 55sp 4O>p 5 Dunmen/Wamors 
+ I 5 wall shields an: w.M 10 screen riders. 

Righl-sidcrs/28 3 60 SL/6 dO N L 65sp 55sp 10 Dunmcn/W.uriors 
urry 4/5 spurs for migil, fiu. 

Scouts/8 4 70 SL/8 15  N N 75sp 60sp 15  Hillmen/Scouts 
5ptus an: + 10 versus Pbte and Quin. 

(War-horses) 4 160 Ch/lS 10 N AIL LBa70 MBi45 20 Grrn-honc.s 
Very Karce. 

RAGH CRANN-SlEAGHA (Du. "Ranks of Pikcs�) 
Knighu/4 7 l iS PI/20 30 YIO AIL 13Sbs 95;a 10 T orfirians/Wamon 

urdobnian rlIif"rni. un abo we I +90M& mack (i.e., I shield b;uh� 

Sngcants/8 6 100 Ch/16 40 N N I lOra 2Sda 15 T orfirialls/Warriors 
+ 10 hJlburu. Cm �Iso lISe � 70fJ melu �Iuck. 

PLkemen/79 5 90 Ch/16 30 N N 9Ssp 2Od� 10 T orfiri�ns/W arriors 
UK +10 pikes (ll' long). Can �Iso UR a 60fa melu mack. 

TROICH·ARMCHLEASAH (Du. "Dwarf-w�rriors") 
Wardcns/4 6 liD Chl15 30 Y5 AIL lOOba 6Sha 5 Dwarves/Warriors 

+ I 0 bmle-uu. 

Warriors/14 4 85 Ch/IS 25 Y5 AIL 80wm SSha 0 Dwarvu/Wa.rriors 
+5 equipment. 

Line Infamry/3D 3 60 Ch/IJ 30 Y N 65n 5"'" 10 Mil( of Men/Warriors 
Some nrey light croubows. 

Light Cavalry/40 3 55 RL/9 30 Y N 6Om1 40.b 15  Mil( of Mcn/Warriors 
Also � 40ss att;lck. 

AUliliaries/3D-SO I 30 No/I 15 Y N 40", 3Ssb 10 Dunmen/\Varriors 

FORAK·EIGINN (Ou. "Forak's Violators�) 
Ltaders/4 4 80 PI/I7 20 Y5 N 9"" 45'" 15  Half-ora/Warriors 

+ 1 0  ""imiun. 

Engin«rs/12 4 70 Ch/14 15 Y5 L 8"" 65'" 15  Orcs/Warriors 
Have 4 mobile light balliuae. 

s.,ppers/48 2 45 SL/6 20 N N SOse - 20 Mixed/Warriors 
Good construction trOOpS. 

Warriors/70 2 45 SL/8 15 Y N 50.p 35sb 5 I)unmen/Warriors 
Fierce but brittle monle. 

BRlGANDS AND OTHER COMPANIES 
Thne arc cum-ntly fi� other tmrcclUrycomp,;m;cs, who rtadily indulge in bandiuy when {ontl":loCU art scarce. "Tntrt art also Ihrtc outlaw gangs who comider 
mfrecnary employment. The forre below, Hamn's ]flath Brolher!, is mQrt Or less '>1'iea[ of bolh groups. 

Captain/I 8 120 Ch/13 30 Y5 N J20ha 7Sha 1 5  Various/Warrior, Scout 
+10 weapons. 

Sugeanu/3-6 4 80 RL/9 25 Y N 8Ob. 35da 15  Variou5/W;lrriors • 

Susolled �Itram. 

Regulars/T S-40 2 45 SL/7 20 Y N so,p JO.b 10 Mil of MCIl/Warriors 
Ferocious if {orntll'd. 

Foragers/10-3D 2 40 SL/5 25 N N 50.. 30.b 15  Mil of Mcn/Scouu 
Not nOled for lo)"'hy. 

. . 
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12.l.9 THE LOSSOTH 

Hcnkinimiuaja/4 5 44 SL/4 40 Y (-/L) 45", so,p 1 5  Lo.ssoth/ Animin., 
1M HmkinimiuJjJI (u. "Spiri,.IWTl=;" sing. Henkinimitujl) arc NggM and ualud spirilu.alluckn. Exclusively ramie, thae holy womt"n IxlicYf 
IlKy cannOI Ix killed and cannol N stunned (be it magic or their Ixing. thty ignort Ilun ruuJu, b.n not tk othtr cnl . •  nulu). They aU the arbilcn of 
their people's conmvativc folkways. E.3ch wurs magic::tl sealskin armor (AT 4) and c;min a +20 holy hom spur of slaying icc.dQkes) which can Ix 
Ihrown without a range penalf)'. E:r.ch knows 6 AnimiJliisu (10 10th Ivl) and 3 Ou.nnding /isu (10 10th ['II). They luvc IS PPJ and a +4 spdl adder 
(urring). -

HUnlas/96 3 5 1  RL/7 10 N (A/L) 65sp 7o.p 1 0  Lcwoth/Warrion 
Thc.K superb hunters lave +50 Ir.acking bonustS. Thei. spears �� ;is Nrpoons which Slick imo a r� or his pl'Ol«tivc covering with ;inY crilic;al 
result (unless 'p«ified as carry through or gl�nee; f� d",n Iw a ·50 ptnall)' 10 hu MowM �nd OS', unlil tho: hupoon or cowring u mnowd; 2-20 
round.s 10 ranow). Molt cany -10 hand-an. (45�). and many haw +5 bolas (SObo). 

12.1.10 MIUTARY FORCES OF OTHER TIMES 

MIO-SECONO AGE 
TANRAZON AN-KANZUlAI (Ad. "Skill-keepers Circle") Numcn6run Diplomatic Party 
Tht Nw.,.,noruns conquered whe",wr t""y WC'nt during the Second Agt. n,.,irupediliolU.ry forces Kldom apptan:d in Eriador and won't � described here. 
Mo", of len, snull p.1rtits of fIKrehanu and diplormu Wfn[ forth from the Nurncoo",an lrealy pom and trading posu 10 ntgoliale with. offer ;wulance 10, 
and generally OVCr:lWt I"" Eriadorians. The Itg�[ion detailed bdow u similar [0 Kwral lNI Qtahluhtd Rfe and priwi/tg<'d p.15Rgt for I"" Mcn or\Vesleme»C' 
from Tlu.rhad all [he way 10 lhe NOM Downs in lhe mid-&cond Age. allowing t"" mystiCJ and uiles of the Faithful ofN{Imenor to build the:ir refuges in 
uftlY. TheK small parties we", capable of defending themstlvts againsl an entire Eriadorian lribal army in a pinch. Nott th�t, along wilh thtir suptrior weaponry, 
thest mCn wcre, on the avenge, jlU[ under 7' [all and 250 Ib, in weighl; the nalives were typically a head and a hundred pounds muller. 

ugale/I 35 150 Ch/14 55 N (A/.) Iso" 80q> 20 Numcn6rcans/Bard 
� ludtr of thc miuion, Ihi, dutinguishtd ptnonagc wurs +20 sofl luther clothing tNI prottCU as a cNin shirt and g",avcs. Hu +20 short sword 
d�s a seconduy dmrical critical. He hu an ,{m"ltr tf'k /Wit. (a x4 PP mulliplier) and a J:i,¥ oj bum. (fun M.tit. ;all realnu, 3' range); tho: ring u 
also +20 10 OS and RR. As tho: colonies lended lO provide an outlet for ambitious Ntimenlman wornen. tMre u a 20% cNnce tNt the utate u 
fmule. If Ihu occurs, double [he percen[age cNnee of anyone elst in the party being a clOK relation, 

Inmhor/I 25 170 Pl/20 75 Y20 (A/L) 2OQb., 180q> 1 5  Numtn6rcans/Wamor 
"Lord of Power." Rupoll$iblt for Ihe security of Ihe minion. but wuaUy not one of the luders. He wears loose-jointed, comforuble. NUinenorcan 
+ 10 plale .ruil lhat WUrS as AT 0,/15. Hu +20 hroa<uword d�, a 1CC0ndary slash critical. Hi, + I 5 stttl compotile bow has double normal range 
and he carries alc""micaUy ;altered arrows [NI can illuminate, flare, etc. Tht", is a 5% cNnce of his �ing a 'py or a source (or a 'py. As a 'py "" could 
� working for the Legale', f:action Or family, a riv;al fa"ion, a natin fa"ion, one of the rulen ofNtimenor. Undon, or Mordor, or an Eriadorian king. 

KanzukhOr/ I 20 90 No/2 40 N N w.. 4Qd, 20 Numcn6rc.uu/Magc 
HLord of EsstnceH or knight-nuge. Usually a P"'" .rugc. but somctimn another Iypt' ofEsstnce UKr. Always an Uptr1 on .rugie;al matters and I�;a/ 
arcane and ",ligiow lore. Wears an amuln (d PP mul[iplier); came. a Magician's Rod (+2 spdl adder, +20 10 boll ,ptUs, 30 po;nu fumtt HuJ ptr 
day); wears +20 encNnted robes and other pro[wiwe .rugic. Dim:lCd Spells: 120, 8aK Spell: 40. 20% cNnce ofbdng femak 20% cNnce o( being a 
relative of [he Legatt. 10% chance of being a spy Or source, hut morc likely 10 be dealing wilh Mordor than Lindon. 

Concords of the Guild/415 100 SL/5 25 N A/- 12Ob. 80d> 1 5  Nume.n6n:ans/Bards/Spccial 
+ I 5 weapons. +10 leather armor. rypically with a sptci;a/ prol:mion against certain wounds, sptlls, or poisons, They wear a (AllfOrJ's AmM/rr. a x2 
mulliplier. + I adder. + 10 10 RR, DB. 1"hut are profeuional merchants, diplo.ruu, and Kholal$, cmplo)'C'd by the ugale', family or company or by 
tM Colonial Govcrrunenl, Each knows 10 spell luu 10 20lh lewl; the liul can be from any one field of .rugical study, 20% cNnce of being female, 
10% cNnce of being a relative of I"" utatt, 10% cNnce o(�ing a spy Or SOUrCe. 

ZaganhOr/2 20 160 Ch/14 65 YI5 (A/-) I BOb. 185cp 25 Numcn6runs/Wamon 
"Sword·scions" or Knighu of [he Guild. the Sceptre. or some other organization. This title was originally equivalent 10 "Lieutenant" in early 
Numrnor. It became a lille of semi.nobility in the second millennium of ["" Second Age' to gin Numeoo",an soldiers rank ovcr loc;a/ Endorian nobles. 
TheK officers wear non-cncumbering mitbril alloy cNin.ruil and �ar + I 5 Wtapons and equipment. Each wears a jeweled Guild Amulet thai U + 1 0  [0 
RR and DB and :acts u a +2 spdl adder. They cany 1-10 herbs of"";a/ing and enhancemenl (N�Oft and H.-It. for iM[lInee). Each knows fiwe IptlJ 
li,u 10 51h levcl. Thty sptak all local langwgcs. 20% cNIKe ofbting relaled [0 one of lhe p.1ny leackrs, 10% dunce of�ing a spy or info"""r. 20% 
likely 10 Nvc an Eriadorian mistress. 

Royal Soldicrs/5 12 130 Ch/14 55 YIO (A/-) IJ5hs /J0q> 1 5  Numtn6reans/\Varrion 
Sergeants. tough professionals, able [0 command soldiers of any race. + 10 equipment and a Guild Amulel like Iheir officers. 5% chance ofbcing a spy 
or infonner, .lO% likely to have an Eriadorian wife or mi"",,,. 

Soldim/20 6 1 10 Ch/14 50 YIO (A/.) 100b. 85", 1 5  Numcn6rcans/Warrion 
Elite professiolU.l soldiers. + 1 0  equipment. 20% likely to Nve an Eriadorian wife or mutress. 10% likely to � a spy or informer. Each cames a sptar • 
while on dul)'. 

Warriors/SO 3 60 RL/9 40 Y A/- 65", 55ha 10 Eriadorians/Wamon 
Local mercenaries; 10% a« Rangcrs Or SeOUl/Rogues, ralher INn warnors, doubling u local guide .. The Warriors arc Ihe heavy labor force for the: 
legation, aided by the se .... anu. Exe.llenl morale; working for Guild gives them a higher s�i;a/ rank lhan serving a local rultr. +5 annor, Nnd·�n 
(6Oha). spe�r, and sword (6Ou). 10% liktly [0 be a .pyor informer, Two or Ih",( a", Ihe illegilim.ne offspring of som( oflhe Numenoreans in the 
legation. Each camu a sptar while on duty. . . 

' . 
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Servants/ roo 2 30 NQ/I 5 N N 30d 30r0 0 Mixed Men/Scouts/Rogues 
Eri�dori-'ln hQ�ho[d and body sc:rvants, wilh a few mind blood and pun DUnadan in charge. 20% are rdated (0 the soldiers in the p:arty. 10% likely 
10 be:l. spy or informer. Thcy fight if trouble occurs; anyone duperate enough 10 aluck the Diplomatic Party is likely 10 kill the s(rvanu out of hand 
and t:lke only the Niirnenoruns for r.lnsom. 

THIRD AGE 1974 - FOURTH AGE 3 
FARADRIM FOROD (5. "R.angm of the North") 
During normal lr.l",J. Rangers wur bla'ynd clothing and bits of old anno. nOI readily discernible from the clothing of thclr.lppcn and tinhrs who norm:l.lly 
wander the north country. When given a ,minetto pupue for fotm:lJ combat. they acquiu st •• lhelms and fine cbinmail that is scarcely detectablcundcrth.ir 
cloaks and runks. An ,.,....It". the traditional rangn's silVfr cloak pin. serves as Iheir only badge of membership.:lOd it i5 uldom shown in public. The leaden 
of Ihe order wear no dininctive liVfry. but they are known pc-nonally to all of their men. 

Hir-in-Faradrim/I 25 145 Ch/13 80 YIO N 150bs 140lb 10 OUnadan/Rangfr 
l?e Hir·in-Faradrim (5. "Chiefuin of rhe Rangml is the Heir ofisildur. Typically the chieflain wean + 15 lealhu annOr thai proleCls as chain and 
allows spdlcasling. Hi. + 15 broadsword is ",;Ilml or holy. slaying either Orcs or Trolls. His + I 5 Elvish longbow has double nonnal range; hi, cl0.3k 
and boots add +50 10 Hide/St"lk. He carrie.! a tokw or ilem ofjewdry that am as a d PP multiplier. adds +20 to Dm" PoI"m .,,1 Disl�. and P'''ifits 
any liquid in which it is immened mOre Uul a minute. Th. chiellain knows 10 Ranger spc-II Ii"s to 20th levd and 6 Channding Ii.u to fifth. Hi, 
bonuses all' at least 90 in Perception. Stalk/Hide (140 with cloak). and Track. and he spc-alu al leasl six unguagcs: Wesnon. Adolnaic. Dunad. 
Quenya. Morum. and Sindarin. 

Dirgonath Faradrim/4 21 140 RL/7 40 N AI· I SObs l4<kp 20 DUnedain/Rangcrs 
Ch/14 70 YIO AIL 150ml 140cp 10 

At l.asl one of the Dirgonalh Faradrim (5. "Captains of the Rangm"; sing. Dirgen Faradrim) is an heir of the Line of isildur. They Wtar + 15 leather 
annOr lhal encumbers as clolh and allow • •  pdlcasting. and carry both a + IS broadsword of Ore-slaying and a + 10 composile bow with double nonnal 
r:lOge. If given lime 10 prepare for formal combal. uch captain has accen 10 + I 5 chainmail Ihat encumbers as lealher and additional + 10 weaponry. 
Ranger cloalu and boots are ofElvish make bul ofEriadorian sryle. adding. Il'spc-CliVfly. +30 to Hide/Stalk. Each carries a token or good luck chann. 
al.o nude by Ihe EIVfS. thaI acts as a x2 PP multiplier, adds +20 [0 Dun Pm",,, ."J Disl�. and Pwrifi" any liquid in which il i. immerxd moll' lhal a 
minute. Each captain knows 8 Ranger sp-eJl Ii5ts to twentieth level and 3 Optn Channeling lim to fifth. Each has bonuses of at leasl 80 in Perceplion. 
&alk/Hide (I JO with cloak). and Track. All sp-eak atl�ast siz langlug<'!: Weslron. Adunaic. Dunac!. Quenya. Morlam. and Sin"'-rin. 

Faradrim locr/60-I OO  1 6  130 SL/6 35 N AI· I 25b$ 13"", ZO DUnfdain/Rangers 
ch/14 65 YIO AIL I I00p 130cp 15 

Faradrim/IOO.200 12 1 10 SL/6 35 N AI· I lObs 9<kp 20 Dtinedain/Rangers 
Ch/14 65 YIO AIL 1 I 00p 'Xkp 15 

Northem DUna"'-n. The Faradrim Iocr (5. "5.nior Rangers"; Jing. Feredir bur) a",. on average. almon !lfry yeal"$ older Ihan Iheir juniors. Beyond Ihi. 
daSJi!lcation. chain of comnund within the order is deurmined by individual uniority and prestige. Each ranger normally wUrI a + 10 soft luther 
tunic that encumbers as doth and allow. spc-Ikuling. as well as a + 10 broadsword. composite bow. and .mall shield. In practice, the Rangers of the 
North tend [0 be individualiJlir in th.ir choic� of wupons. and short swords. crossbows. spears and axes of good quality also app-ear in their 
compani ••. Ranger doalu and boots are of Elvi.h make but ofEriadori:lO style. adding. Il'spc-cliveiy. +3010 Hide/Stalk. Ea.h carriu a token Or good 
luck chann thaI acts as a x2 PP muhiplin. Each knows 5 Rangn spc-Il liSls 10 10th Iud and 3 Open Channding li.ts [0 51h. Each has bonUM! of al 
leasl 60 in Perc�ption. &alk/Hide (90 wilh cloak). and Track. All speak at I.ast fiVf language.!: Westron. Ad,;naic. Morlam. Sindarin, and cilh.r 
Dunac! or Quenya. 

THE HOST OF LINDON AND THE DWARVES OF THE ERED LUIN 
In th. later Third Age. Lindon tan mustu no more than half the forces noted for Ih. sevenleenlh nnlury and are leu inclined to do so. Th. Dwal"Vfs of the 
&cd Luin all' in a similar lIalc. 

FOLK OF THE SETTLEMENTS 
The urious ('(tty Il'alnu ofMcn in Eriador mount forces similar 10 [he feud..J levie. described in Ihe Cardolan miliury chans. Only Bree and Saralainn «nuin 
p<.lliticaUy intaCl throughout the Third Age. and Ihe quality of their wcapons drops with the decline in Dwarven and Gondorian trade. 

• 
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HOBBITS OF THE SHIRE 
\Vhilt pcMtnti.uly 1M brgcsl military force north of Gondo., 11K Hobbiu arc �ry insulu and fnnkly uninterested in warfare. This situation is cnggcr:lud 
throughout 1tM. Third Agt' by IIx R.tngcD' cklibtnn poliey of protecting 11K SIli", at a disunct, ",hich nomully pndudrd any Hobbit in .. ol¥......,m in tkir 
own defeNt. The Shirr-muster, as thc local militia is called. docs public works and provides nnrrgcncy bbor just as the old Mrudan militia did. When ;1 is 
summoned on a brgc "alc for alens or miliury drill, ;, becomes thc Hobbitry-in-AmlJ. Only thc mo", eccenlric T ooks and some of the border districu aClu.lily 
In;n Ihcir mUSln, and Ihc monic of Ihc Hobbitry-in-Anm unckr combat condidons is questionable, at !>cSI. The only adumagcs rhc Hobbiu tu"" ar� th�ir 
inttnK mutwl lophy and thfir iMatnt toughn�ss. Thtir w�apons aR fIUinly fann and hunting tools, thdr logistiul systtm is madf up on dlt spot. Tht Hobbit 
gentry would spend t!it first hours of a crisis rnding old books to find OUt how to Iud trooe! on a battl�fidd. 

Thain/I 7 65 Ch/16 SO y N 9Q" 9Ssb 20 Hobbit/Warrior 
Thf thain is typically a Took. Othe-r leadership is similn to that of t!it Anhadan militia. 

Trained FighttTS/IOOO J 35 No/l 20 N N w.p 60'" 20 Hobbits/Rangtrs or WaITiors 
All hayt a speci.;al +20 bonw to Stalk/Hidr. Half OftheK aR rangm (huntm, tr.lppen, ;md woodsfolk) with a sp«ial +5 bonw [0 their Ambush 
s�ill; the othtr half arf true warriors (shirriffs, consubb, ;o.nd border wa"hmen and gwrch). Most aCluaily h;.v<: their own spears and bows. 

The Commons/IO,OOO I 25 No/l 10 N N lOWe (30,b) 10 Hobbits/Warriors 
About 25% own a bow. 75% fight with dUN, tools, and fann implnmnu. Most of the r�al wtapom aR fIUthoms, curios raken oUl of dOKts and 
down from W;7oI1 displays. 

CODES 
$om.:: of the codcs aR sclf .. ""planatory: Lvi (level). Hiu, Sh (Shield). and MovM (Movement and Manc-IIv<:r bonw). Th� mOR com pi"" statistics aR 

dacribcd bdow. A parenthetical rderencc indicalts th;.t th� entry POSstSSe-s equivalcm devices or spells. 
AT (Annor Type); "The two Itller code givts the cuatuR's MERPanno. type (No = No Anno., Sl = Soft Leather, RL = Rigid Leather, Q = Chain, 

PI = Platt); the numbn is the tquin[tnt RoInrunrr annOr type. 
DS �felUive BonUJ); Nott d.,femivf bonu.es include JUts and shield. Shield rdtrmcn indude quality bonw (e.g., "Y5" mum "yu, a +5 shield"). 
G. (Gnave:s): "A" and "L" are used to indicatc ann and leg gRaves n:spcClivciy. Pan:nthtsts indicatt tht protectivt futurts of gn:avts, but that guavC$ 

are not actu.:l.lly worn (e.g .• ch;.in hauberk, spclls, nc.). 
os (Offensive: Bonus); Abbn:..u.tions follow OBs; wupons an: in sfNJl lmers, while body a!lacks begin with capiuls: 

ha = ballie-llxt bo = bolJbs = broadsword eI = dubcp = compruitc bow 
da = d�gg�r fa = falchionfi = Fist fl = flailha = handout 
hb = halbc:rdhcb = hu")' crossbow ja = jave:linlk = long knifdb = long bow 
I,b = light ,rossbowfN = fNcnng = fNin-g�uchtmJ = mounted boct I)( = nct 
pa = polt ann qs = quatttrslafTra = npiflTO = Roc:k.sb = shott Or hork' bow 
K = scimitar .1 = slingsp = sptarss = shott Iwordthd = thrown dagger 
tlls = 2--h;.ndcd swordwh = war lummtrwm = war mauoc:kwp = whip\Vt = any \Vupon 
MAsw (nnk) = manial aru swccps and throws (highest rank) _ MERP: Kt p. 218; I = Novict; 2 = Standard; 3.4 = Expcn. 
MAst (nnk) = fNnial am slrike (hightst rank) - MER.P: set po 218; I = No�ice; 2 = Standard; 3,4 = Eltpen. 

AnifNl and unanntd attackJ an: abbn:viattd uling cooe from the M.mtl" Beast T ablt 10.3 in Am"", n.. unL Combatants untrained in a type of 
wuponry (e.g., OrCJ unrraintd in missile combat) lufffr a pena[ty of -25 when attacking. Mdu and missile offensive bonusu include tht bonus (or 
the combatant·, best Wtapon in that cattgory. 

5«ond.ary Cricia.b: In this tablf and in Table 12.2, a special �s(Condary critical� is indicated for crmoin weapons. Wh..nuer such a ....,apon dtlivets a 
nomlll critical with a Kverity of'S' of more, it also ddiV<:TS a �KCOnd.ary critical" th;.t Ius a Kve:rity th;.t is ont sup Itss (e.g., an 'E' usult ddive:ts a 
'0' secondary ,ritical, a '0' usult ddlve:" a 'C stcondary critical, etc.). 

Critical Type: $upt"f Large critic�IJ an: "Hug�" criricab in MERP (i.f., UoK the Large Critical T ab[ts with a -10 mod.). 
Slaying Wupons: When a '·S1aying" weapon ddive:" a critical to a La� or a Hugt/Super La� crWUR of the appropriate type (i.f .• a T roll .. slaying 

sword widded against a Troll}-MUP:: the critical is resolwd on ublf cr-IO or cr_11 with a +20 modification; AM: the ,rili,a1 is Rsolve:d On 
tht Slaying colwnn of the: approprial� Largf or Supcr Large Critical 5.rikf Table. 

Whtn a "Slaying" weapon deliwrs a critical to a nonnal crtature of thf appropri�te type: (i.f., an Elf+�bying sword wielded agailUt an Elf), Ihe 
crilical is n:solvM nonnaJ!y and a second critical (Kpar:au roJ!) ;s resolve-d as if the ,n:arun' wert a Large (n:atun' (as outlinfd in the pn:vious 
p>.ngraph). 

Rxt/Cultural grouping: DUnadan ,h;.racters aR deKribed. as NUmcnorun if they 'I'm born in lhe: island realm; tOOK born in Middje-urth art 
dfscribed either as DUnadan or Black Numenon:an. depcnding on which of the IWO NUmcoon:an colonial cullUrtJ they belong to. ChancurJ of 
mixcd DUnad�n and common descent an: defined as tithtr Hatranadan (Rhudaurian) Or Torfirian (Cardolanian). The common folk of Eriador an: 
heR classified as Atthadan, Cardo[anian, or Gondorian; if they fit nont of thur di"inClive cuhures, Ihey aff dCKribed as Eriadorian. Nonhmcn are 
dassifitd either as Enfdon (or &iadorian Sloc:k) Or as Foradn:n (ofRhovanic mc:rctnary descfnt). The: Angmarean and Rhudaurian populations arf 
wllUraJly and racially distinCl from other common folk, h;.ving. rupcctivdy. Easlerling and Dunnish/Hillman components. 

Profrssions: In each Calt", the MERP proffSlIion is givtn first. If nteckd, a separate RM profession is lddtd arter th� slash. Two notn: first, l!it MERP 
'·\VaITior" profusion is equiv�lenlto the RM "Fightu"; s.cond, th� MERP "B.ard" profession is u��d (or genuic "jack of all Ir:ld�s" characters, and 
thf skills and spclls of tht$( characters varin widely throughout tht ub[e. 



,. 12.2 MERP jRM NPC TABLE 21 1 

The chuacters below ue lined in order of the cfupters in which they are first or best dt5Cri�d. The cluracters fully described in SeCiion 8.0 have additional 
st�ts gi�n forsigniflcant family members and imporunt connections. Not aU of the cluractcn deKribed in Ihe [UI could Ix included hut. The military ubles 
in this module (Table 12.1), as well as the generic char:lClCr rabin in tbe MERP(Tahlc ST-3, p. 252-254) and RM rule book..! (CbL T ablr 15.5.3). can provide 
guiddinu (or determining their natistics. 

Only combat and unusual .kill bonuse, a", provided in this ubk you can I1'fu 1<.1 Ih. generic NPC tables in MERP(Tablc Sf -3, p. 252-254) and RM rule 
books (at Table 15.5.3) for other .kin bonuses. 
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THE UNE OF ISILDUR (SEmON 8.1.1) 
Argdcb II 25 196 Pl/19 55 YI5 N I70ss 

-
I 75cp 10 [hinadan Warrior 

Tenth King of Arthedain. So:e SUlion 8.1.1 for spuia! tffecu of wearing the Hannar Amanolio. 

Arvegil 25 85 Chl1 6  70 YI5 N 95hs 88cp 5 OUnadan B.ard 
Crown-prince of Arthed.:.in. In combat. i5 AT PI/19 with A/L grt'3VtS Ihal do not affect his bonuses. 

, 
Belenn;1 18 145 Ch/lJ 50 YI5 N t70ss 145cp 30 OUnadan Warrior 

Scholar and husband of Princess Nirien. Wears a hidden unencumbering cbin shirt; witlds a midmJ shol'Uword Ihal do .. a ucond..ry Sl:osh crilical. 
Somctimu uses a d.:.gger in place of a shidd. 

Cathron I 25 No/I 30 N N 30MAst(I) 30r0 30 OUnadan Ranger 
Eldest son ofNirien and Belenni!. +70 skill in geuing around any part of the king's palace residence UllM'en. A medallion around his neck produces an 
illusion that SecRU 10 alter his location; -50 to att::lcks for 5 rounds/day. 

Celebom 0 20 No/I 20 N N JOTKi - 20 OUnadan Scout/Thief 
Somewh'lI spoiled. picks pockeu to get mention. Toy leather ball that responds to any friendly !Crying (i.e .. surching) spdl up 10 xl 0 nonnal rangt. 
xlO if it is c:ost by his mothu. 

GHrid 18 88 No/2 50 N N 100" 100"" 30 Ot.'tnadan Bard 
Queen of Arthedain. Gn secutly wur pbles Ihat make her back and chest PI/20(-75). 

Minastir 15 153 RL/12 75 Y5 AIL 14Gbs 90hcb 10 Dt�tnadan Ranger 
Prince of Arthcdain. 

Nirien 18 90 No/2 30 N N 60" - 20 DUnadan Mage/Magician 
Princess of Arthed..in. Prcferred aluck is a + I 35 OB Li�"i"g Belt (rom a wand. 

THE GREAT HOUSES OF ARTHEDAlN (SECTION 8.1.2) 
Arven:thid 15 80 No/4 50 N (AIL) 9Od, 701b 30 Silvan Animist 

+30 (to DB) Robes give RM AT; 4 and the protrction of gruves wilh no penahies 10 her bonuses. MERP: knows all Open Channeling and Animist 
Spells 10 100h leve!. RM knows all Op"n and Closed Channeling sp"lIs 10 100h [e",,1. 

Barahir 7 65 No/I 10 N N 80d 65ro 10 Dunadan Scour/Rogue 
Nephew ofCaramir Hyarromenya. imprisoned in Sud"ri. Sufftring from consumption; coughing fiu 3-30 minults apart. 

B.aranfindcl 1 6  150 PI/19 50 YIO AIL 15"'" 1 I0q> 10 DUnadan Warrior 
Commander of Ihe Tannh warhost. 

Ikltcthir 14 135 No/I 35 N N 130bs 130cp 15 D,inadan Warrior 
Haldan's nephew. imprisoned in Umbar. Still wearing +20 family Ring ofOeftnse (i.e., +20 to OS). Working with Umbarcan annorers 10 p;us cl.e 
rime. cl.us has access ro wupons. 

Caramir 17 173 PI/19 35 YI5 AIL I60bs 16Oq> 1 5  DUnadan Warrior 
Lord ofHousc Hyarromenya. Can also usc J 145ml aluck. 

Caranicl 25 77 No/2 10 N N SSda - 5 OUnadan Scout/Rogue 
Tdchrist', grandmother. +80 Hub Lou skill. +70 Tr:lding skill. MERP: she knows 8 Open Olannding lists plw Plant MUlery and Animal M:lSItry. 
all 10 10th level; in RM. she knows all of Ihese lisrs. plus Herb Mastery to 10th [evel. 

DUraladh 21 175 PI/19 65 YI5 AIL I BObs 170cp 15 Dunadan Wamor 
Lord of Houu Fonnrnya. 

Edhelion 24 98 No/2 35 N N 65qs 4Sd 0 Dtinadan Mage/MystiC 
Grcat uncle to Car:lmir Hyarr6mcnya. Member of rhe Council ofSo:crs. Elderly. conservalive. [oyal to his family. 96 PP. K2 multiplirr ;lfTlul.t, + 10 ring 
acts U +4 spell adckr. +20 robes of d.fense, B/Mr and Hous 4/ day. + 10 quartenlaff docs a second..ry Impact crilical (from "ringing" sound); returns 
wh.n thrown 3/ d�y. Know. 3 spell Jim to 25cl. levd, 4 [0 201h. 12 10 10th. 

Erhuan 1 9  180 PI/19 60 YIO AIL 160bs 135cp 10 DUnadan Warrior 
Lord-caplain of th. Noirinany;> warhosl. • 

Finglin 24 94 PI/19 45 YI5 AIL 135ss 120q> 10 OUnadan Warrior 
Lord of House T annh. 

Galadhrion 5 95 5L/6 30 N N 90" 70q> 25 OUnadan Warrior/Rogue 
Grandson of DUraladh Fonneny'l. Page in Fornosl. +80 skill in getting around Ihe ciTadel and palace. 

Gilronwen 23 155 Chl15 75 YI5 AIL 17Sra 16Scp 25 D,\nadan Warrior 
Capuin of Narthdid Noirinanya's bodyguard. +25 mitbril-cdgcd rapier. docs a ucond.:.ry Electricity (6)ical. +20 mitbril chainmail and greaves, covered. 
non_encumbering. + I 5 Sbortsword in left hand. prolects :os small shield. , 
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N=, L.I Hiu AT DB Sh G, Mdct OB Missile DB MovM Notes 

Halwn 16 14<> PI/I9 15 N A/L 170u 15Oq> 5 OUnadan \VOlmOr 
Lord ofHouu Orr6mtny�. 

Methillir 22 166 PI/I9 80 Y20 A/L 170.. 15O<p ].5 OUnadan Warrior/Rogue: 
H:u Sen po .... rn. un 1150 uS(' a 165m! �Inck.. 

Minladhw('n 9 66 No/2 20 N N 66� 7O<p 20 DUnad ... n Bard 
Ttlchrist'. lit ... wifr. Qw.rrdsomr, has SOIJK growing up 10 do. 

Minen I I  68 Noll 5 N N 4Od, - 5 
Handnuid 10 Quun Glind. MERP: know. Spirit MUlcry and IIIwions liSlS; RM: knows'5 lIIusionisl lim 10 10th lewl. 

DUn,t(Un M.age/illusionist 

Narthdid 26 90 Nol2 25 N N I I Oda 80r0 0 DI�madan Bard 
Lady ofHoust Noirinanya. 

Ncldorid 21 95 No/2 \. 25 N N 70u 35u 15 DUnad ... n Mage/Magician 
SJH'aks (or House Tarmh On thr King's Council. MER!'! .hr know. Spiril M. •. mry plus all Open Esunc, lisls. RM: knows I Z spdl lisu 10 2D1h level. 
none of them tlrmrnul. 

Pcrlothid 17 88 No/2 30 N N IOSda 75da 20 Dt'madan Bard 
Lady afHouJ. Fonnenya: know. 8 .pcll iisu 10 10th lvi, knows various lore spoils, cast as Ch�nnd;ng spdls. +70 polilical skill, +60 coun gOHip 
skill. 

Telchrin 21 14<> 51/5 90 YI 5 A/. 145bs 145cp 20 DUn�dan Ranger 
Lord ofHouK Emuya. un also atr:ack with 6OMAst(2). Somttimcs ww's PI/19 (.70). MovM 10. 

Timbrtthil 1 3  140 Ch/I4 50 YIO A/- IJ5hs I IO<h 1 5  DUnadan Warrior/Rogue 
Hyarromtnya cousin, attempting to lH:tray Ihe Lady Arvcrnhid. 

OTHER ARTHADAN FIGURES OF NOTE (SECTION 8.1.3) 
&lragund 1 2  135 Ch/14 55 N N 1401" I IDer 35 DUnadan Warrior/Rogue 

SOMAS! (r:ank 3). ScrilH: to Princr Arwgil. 
Bellanid 1 2  82 51/5 ].5 N N 73u 7O<h 25 DUnadan &lrd 

+ 12 Bast- SpdJ OB. Herald 10 Prince ArvrgiJ. 
Blanco 6 63 SL/5 40 Y N 85u 6O<b 25 Hobbil Warrior 

eo.foundcr of the Shirt. 
Esgaldor Lhussiril 17 145 Ch/I3 30 N N 130ss 85,. 25 DUnadan &lrd 

Lord of Spies in Anhtohin. 
Mallach T annea 23 145 Ch/I3 75 YI5 N 145ss 135ep 1 5  DUnadan Ranger 

uptain of the Royal Rangm, 
Marcho 7 70 SL/5 45 Y N 70� 65sb 30 Hobbit Scout/Rogue: 

Chieftain ofFaliohidr tribe o( Hobbits. 

THE LORDS OF CARDOLAN (SECTION 8.2.1) 
Acrvdlon 1 7  130 Ch/14 65 YIO A/L 132ma - 15  DUnadan \Varnor 

Regent o( Girithlin. 
&lrahir 1 3  148 Ch/ I4 65 YIO A/L 12Sss 13O<p 10 DUnadan \Varrior 

GrandlOn 10 HaUu 0(001 TinelTb. H:u a "'i,bnl�dged sword. 
Cclebdur 1 5  150 PI/19 50 YIO A/L 150ha I IDep 10 [A'madan \Varrior 

Son and heir 10 Hall:u 0(001 Tincrth. A¥.e dOl'S a Sl:conohry Crush cri'ic�, cannot I>f (umhlui. "sing." as it is swung in combal. Bra.u-plalcd + 10 
annor. DWlrven.made, ITduca I},., Kverily o( 10rso crilicals by ORr IIrp. 

Dagorhir 21 236 RI/II 4<> N N 1451h - 45 Half-troll Mage/Mystic 
Warlord ofMinhiriath. Sword. dOl'S double cOflCU»ion hi' darmge. 

Fuadon (�e "Thuhad ($Mion 8.2,3)" lH:low.} 
Finduilas 1 6  101 No/2 35 N N 98� - 30 DUnadan Mage 

Princess 0(001 Cabdir. +110 DilTcud SpeJiJ Bonus, +37 Bast- Spell DB. 
Hallas 19 74 PI/20 1 5 Y5 N 83u 67lb -30 DUnadan Warrior/Rogue: 

Prince: 0(001 Tinrrth. MoyM 0 whtn ulU.m>OlTd. C.nnol mo", (:Uler than a w�k. 
Imlach 14 165 Ch/I3 50 Y5 N 1 32fa 96lcb 20 DUnadan Warnor 

Gondori�n anot�r ofTharbad. 

Lanaigh 14 142 51/8 20 N N 137wm 7Z,b 25 Ounnish \Varrior 
King o(Saralainn. 

61anwcn 7 58 SL/5 40 N N 65� 6Oro 20 DUnadan Bard 
Daugluff (0 Far.ldon. + 10 Ir.rhcr �nnor . ...,duces rh� se",rity of PunaulT aili{�1J by IwO srrps. Kno�.s 4 Bard spell lisu fO 10th. 

Pdtndur 15  1 14 PI/I8 60 Y5 A/L I 28bs 1 12Jb·· 10 Olifladan \Varrior 
Baron o(Tyrn HOdhath. Sword slays undud. , 
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LESSER POWERS (SECl10N 8.2.2) 
Baumyakund 17 ISS Ch/13 20 N N I SOb. 65<p 20 Forodrcn Wamor 

Retired F�erdorian �nu,,1. 

Dagoben 9 97 Ch/14 30 YlO N 89mg 76lcb .5 Eriadorian Scour/Rogut' 
Suward to Princns Finduil.u or Dol C.1�ir. 

Echorion 9 107 PI/19 60 YIO AIL 97ml 67lcb 15 DUnadan Warrior 
Ebron of Girithlin. Can also rmh a 97bs a!tack.. -

Fiord 12 97 No/4 35 N N 95da 9Qd, 25 Ounnish Scoue/Thief 
<l1icftain of Qan MaClosh. Can rmkt two 95m att:l.clu. each round. one in nch lu.nd. 

Olby 6 62 Noll 20 N N 30d - 25 Gondorian Warrior/Rogue 
Ludtr of \InRI! in Suduri. , 

Pd'cwen I I  132 Noll 20 N N 94qs 25s1 35 DUnadan Animin/Hl',1ler 
Sistfr of tht Ebron ofTym HOdh:oth. 

Sheri 9 93 No/3 2S N N 79sp 30sp .0 Berfnen Animist/Secr 
Oraclc of the BdTnm. 

THARBAD (SECTION 8.2.3) 
Erthil 9 lOS RL/9 '5 Y5 N 7S" 6(kp IS T orfirian SeoUl/Rogue 

Qambtrlain to the '.1001 •• , 

Faradon I. 1'5 Ch/13 25 N A/- 139b$ T2Dep IS l)UnOld.ln \Varnor/Rogue 
C:on uu his + 10 shield 10 incrust hiJ DB 10 60. Abo c�n tUt � 100 Ihrown daggn Jllack. 

Silivrien 1 6  101 No/2 25 N N 25d;!. 2Sd;!. IS OUnadan Mage/Magician 
Proprietor of �Silivri .. n's Uud OOlhingH .hop. + 125 DirNttd. Sp"lls Bonus, +32 &.. .. Spt'll 08. 

Macenlllry Captains 
Arahid I I 136 PI/IS 60 YIO AIL 1371» 9Slcb 15 Tomrian Warrior/Monk 

C.p!�in of 11K R�gh Crann-SlcJglu. un also lUC' � MAsI 80 (rank 2) alUck. 

Daeros 12 126 PI/IS 60 Y5 AIL I40ha 65lcb lO DUnadan \Varnor 
C.puin of 11K Marc�ieh alru�idh.. 

Fo,,", I I  90 Ch/13 20 N N I05sp S5sp 20 Half-orkish Warrior/Rogue 
C.puin of Forak-Eiginn. 

Kh�nil 12 133 Chl15 25 N A/- 12Sba 7Sha 15 Dwarvcn W �rrior 
C.puin of the T roich.Armchlcanh. 

LEADERS OF RHUDAUR (SECl10N 8.3) 
Broggh;!. 19 1.0 RL/9 8S YIO A/- 150sp 125sp 25 Hillman Ranger 

Targ.Ann of the Hillmen. later King of Rhudaur. 

Eldiricl 21 130 No/2 1 5  N A/- 9Scl - 20 D,in;!.dan Animist/Cleric 
C.pli"" of Ihe '.'l .. n�. 

Ervegil 17 ISO PI/IS '5 N AIL ISOha SOh, IS Mixed-blooded Warrior 
King ofRhudaur. 

Masc:hbram 13 93 SI/6 35 N A/- llOu 75cp 10 Dunnish Scout/Rogue 
$uwJ.n:l of Rhudaur. U.u p<>ison. 

THE ELVES OF ERlADOR (SECTION 8.4) 
Andovon P.uhd.al 18 155 Ch/J3 95 Y30 N I 65hs 160lh 30 Sindarin Ranger 

Guudian ofHulindon. US" a long Imif .. in pl.ac .. of a shidd.. 

AlWen 15 90 Ch/J3 55 N (AIL) 160lk IJS,hd SO Half-dven Bard 
Daughltr of Elrond and Cdtbrian, [altr Quren of Amor and. Gondor. AT Rl/12 wIKn in rob.,J. 

Ellad.an &. Elrohir 25 ISO PI/20 120 YI5 AIL 170bs I 651b 25 H�f-clven Rangn-s 
Twin SOIU of Elrond.. 

Ellindid Orgalad 38 ISS Ch/l. 90 YlO (AIL) 170bs 1901b 30 Noldorin Bard 
lady ofSiragalc. UUJ a daggu in pbce or a shidd. 

Filegdir 10 8 1 Ch/13 50 YI5 N IOSbs 120lb 30 Sindarin Ranger 
Nephew or Andovon. 

Orid 9 77 SI/9 30 N N 75u 80lb 25 Sindarin Animist/Healer 
Niece of Andovoll PathcL.1. 

" 
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THE MAlAR AND 1ST ARl (SECTION 8.5) 
Gandalf the Guy 35(70) 200 RL/12 120 N N l40hs 15sp/da 25 ISbnn Mage/Magician 

Known to the OUne<bin and Elves as Mitluandir. Usa minimal force to resolve problems, Usc Large c!"tam" crilicau. 

LinyuiJe 200 450 No/4 150 N N 2S0MAst(4) 2IOro 105 Maiann Animist/Magician 
Wucr Spirit. Usc Large crutun criticak Gn also U K ;\  250MAsw(4) auack. 

5>rurruoro ,he M>ny-coJom:ISO( I 00) 200 RL/12 130 N N lOObs 25sp 45 Istann Magel Astrologer 
During the War of the Ring. -

S:l1uman the White 50(100) 200 RL/12 1 1 0  N N lOObs 25sp 45 Istann Magel Astrologer 
Prior to the War of the Ring. Known to the DUncdain and Elves as CUNnir. 

Sharkey 12 (50) 90 No/2 40 N N IOOhs 25sp 20 Istarin Mage/Illusionist 
After his faiL , 

AGURES OF OTHER TIMES (SECTION 8.6) 
Figures from the Second Age (Scction 8.6. I) 
Elendil 60 180 PI/2O 205 Y45 AIL 20Shs 1951b 10 Nlimc:n6rean Warrior 

Lord of Andunie. High King of Arno. �nd Gondor. 

Gil-galad 100 225 PI/20 240 Y50 AIL 430sp 34<hp 65 Noldorin W�rrior/ Astrologer 
King of lindon. High King of the Noldor. His cloak ,leu as his shield. 

Figuru from T.A. 1409 (St:ction 8.6.2) 
Arvdcg I 2S 170 PI/19 60 YI5 N 190ss I 95cp 10 DI�madan Warrior 

Eighth King of Anhedain. 

Malborn 25 70 No/2 70 N N S5u 30<1, IS DUnadan Animist/Secr 
Lord High Sttr of Anhedain. Uses Wand ofFu. at his +50 base spell bonus. 

Figures from T.A. 1974 (Section 8.6.3) 
AnOITas 7 79 Ch/13 40 Y5 N So" S5", 10 DUnad.an Ranger 

Aid� and couiin to Ar:rnanh; memb..r of th� Royal Ranger •. \V�ars a Rangers Ring (+ J spell adder) and has 14 PP. His annor wean as if it is 
organic. He know. 3 base Ranger lim (to 10th Ivl). 

Arananh I S  1 19 Chll3 65 YI5 N 120ss I 25cp IS D imadan Ranger 
As Crown-prince of Anhed:r.in and Lord_COlnmander of Ihe Royal Anny. 

Arananh 32 150 Ch/13 65 YI5 N 170s5 175cp 15 Ot'madan Ranger 
As o,id'uin of the Rangm. 

Arvedui 24 159 PI/1 7  60 YI5 N I65ss 170cp 10 Dlinadan \Varrior 
Usl_king of Anhedain. 

Bucca 6 64 RL/IO 50 Y N 90u 90.b 25 Hobbit Warrior 
o,idtain of the Marish in Eastfanhing. 

Earnur 3 1  162 PI/IS 55 Y20 AIL I 63bs 1 6<kp ·5 Dunadan Warrior 
Malbc:th 28 77 No/2 45 N N 70u 35da 10 DUnadan Animist/Secr 

Lord High Seer of Arthed:r.in. High Counsel 10 the King. +56 Base Spell bonus. 

Figures ITom T.A. 3018 and After (Section 8.6.4) 
Aragorn Il 27 ISO No/I 60 N N 18Sss 180lb 30 DUnadan Ranger 

o,ie{u.in of the Rangers ohhe Nonh. 

Bertlar 23 145 SL/6 60 N AI· 14Sbs ISOcp 25 DUnadan Ranger 
Senior c�pr::lin of the Rangers of ttu, North. laur komes Princ.-r�gcnl Veryatar of Arnor. 

Elcnar 36 ISS Ch/19 75 Y25 �/L 200b, 1801b 20 Dlinadan Ranger 
Aragom II in his �ars as King of the Rronited Kingdom of ArnoT and Gondor. 

Mm)' S 71 Ch/ I3 75 YIO N 95u So.b 20 Hobbit Scout/Rogue 
Meriadoc Brandybuck. Harfoot/Fallohide Hobbit. Member of Hobbit gentry of Buckbnd; also Maste. of Buckland 
(F.A. I J-64) and Counsdor to King Eemr (FA 14-64). Prior to the Ring Qum Merry i. but 2nd [e>'C'1. 

Paladin 7 67 Ch/16 60 Y N 105S$ I [Osb 20 Hobbit Warrior 
Jist Thain of the Shirt. • 

Pippin S 63 Ch/13 40 N N S5u 9Ssb 30 Hobbit Scout/Rogue 
Pnegrin Took. Member of the Hobbit gentry (rom T ookland. 32nd Thain of the ShilT (EA. 14-F.A. 64). Counselor to King EI ..... ar. Prior to the 
Ring Quest. he is only 2nd Ind. 

s'm 9 677 No/I 45 Y N 65u 970b 20 Hobbit Scout/Thief 
s..mwisc G�mg�. Commoner from Byw�ter in the Wenf�nhing. Later Mayor of the Shire (EA. 7-56) and Maner of Bag End. the smial and fonncr 
e$t�te$ of Fro do Saggin •. Prior to the Ring Quen. Sa.m is � 2nd level landscape artiSI. ' . 
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12.3.1 PRIMARY MIUTARY FORCES OF ARTHEDAIN 

DAGOR WAlTH AR.AN (5. "Roy:!.l Anny") 
Th� royal �rmy counts 50Im 91 0 Jold,�rs �nd field cOlTU'lUndcn, all organiud under the king. crown-prince, and dx royal staff. (S.c S.ction 7. I.) This indudu 
810 wamors, 90 knighu. and 10 oldcr knighH:otnm.1nc1trs. The bnic unit is a IO-rrun ""-composN of9 waman and ltd by '" Itnigln. Nine kms"., form 
'" 90 nu.n (ompany. which is comrmnd,d by 1n old knight. Within uch company is" mi ... of Ihlft n .... lry !. ....... ., and ,i ... in(<lour ,""",is. allowing the unit 
tllCli,;J fluibility. This is crucial, since, an Ardladw company g(n"",lly ITUrchcl a10fK and oftrn ...,rwS ;is iu own in<kp<'ndcm fOTCe. In limes of rdal;...: quiet 
only a third of tach company is on active duty (one "'roMSofhonancn and two offootrmn). GiYrn the &"':11 burdeN on ii, the 1"01"1 :lnny is .... rdy al full slr(ngth 
or fights U :I  whole. \Vhcn it doa, it contains niM companies. 

Royal soJdirn wur bl�ck umor and a bbck Jureoat nnblOlZOned with the symbol of Arthe<billo le�n six-pointed sun amlng<'d in a circle_ Their bbck. IUlhfr-
faced shidds an: abo embellished with the Sr�n Sun of Ihe North. Rank is Grlennin«! by the color of a man's hdm. pluma�. and bannen:L Rof21 warrion 
h;r.� black hdrru. two black wing-plumes. and black sptaror lance bannertu. upon which they pbcc Iheir family emblenu. Royal knighu wur dark blue. while 
"nior royal knights arc adorned in silver. The ropl knighu of the Othrind don unique hdllU and nuintain banmll'u ptculiar to their homt and line. Princes, 

of coune. an: allowed completely distinct liveries. though bbck armor i. rrquill'd. 

Md Mis # 
Name EP Eod S" Ag 10' Mo' D,f DB DB G,o Sub Pu, Mag 5pdls Notes 

Dirath Olhrind/IO 5700 104 2 I 0 ·1  3 7 7 2 I 2 -5 0 Human Warrior 
(War-lmI'm/4O) Srt LOR Milil"? &QSI TAblt 
Arnaroqueni Ycnwa/IO 4800 104 2 I 0 ·1 3 7 7 2 0 2 ·5 0 Human Wanior 
(War-horsu/30) Srt LOR Milil"? &4sl Tablt 
Amaroqueni/90 3300 95 2 I 0 ·1 3 6 6 2 0 2 ·5 0 Human \Varnor 
(War-horses! 180) Srt LOR Milil"? lk"s/ Tablt 
Ohtari/270 1200 77 2 I 0 ·1 3 5 5 I 0 I ·5 0 Human Warrior 
(Hol'$tl/360) Stt LOR Milil"? &�I T"blt 
0(hryn/540 1200 77 2 I 0 ·1 3 5 5 I 0 I ·5 0 Human \Varrior 

OSTIRITH (5. "Gladd �rd") 
Also known :u tM City G.�rd. tM Dltirith is 1M milil.:lry garrison ofFomost. responsible for the "curity of tilt citadel and tM city proper, it allo tr.lins and 
rtinforeu the Fornost militia and the City Watch. Tho: gw.rd is Ihe l:ut n:mnaM of the old NUITICnbrun profusiorul miliury in Arthccbin, so it has a slightly 
different sequence of ranlu from the royal army. E3ch of iu 9-man !'-"""is is cOlTUTUnded by a "'iunt; 9 H>'I'7I4is make up a 9().man company. comrru.nded 
by a captain. The "�n companies of the Ciudel G..u.rd are comnunded by 111 ''''''nIrf''m J"""'" with 2 obl�ri:u lirottrunlJ. The" Ihr« posilions an: nornu[Jy 
Iht highest in Arthtdail1 thai can bo: �chie�d by a nOI1-DUnacbn. It is "'Il' (or moll' tlun S of 1M 7 comp.1nics 10 bo: aCli� .1.1 any time. the balance bt.ing �in 
ruervr. " in pTintt tmployment in Or nUT FornoSI. T radilionaUy. one or (wo ,ompanies of tM gw.rd ma"h with Ihe D�gorwailh Aran whtn il goes on nmp.1ign; 
this keeps tilt gw.rd "blooditd" and h;r.rdtn«!. Thrn i. a rivalry betwctn thr twO o'ianiz.lIions tlut is infornul for most bUI bitter for a few individuals. Thr 
(erm �caplain" is UJfd infonnally for any army officer comm.ndingmort Ih;r.n two H,m"is. but the fonnal tillts of Arth;r.cbn knighu must always bo: used when 
a Cil�dd Guard offi,er i, preJ(nt. 
Dirgon Os[iri(h/J 5700 104 2 I 0 ·1 3 7 7 2 I 2 -5 0 Human \Vanior 
Ohtari/2 4800 104 2 I 0 ·1  3 7 7 2 0 2 ·5 0 Human \Vanior 
Dirgonath Ostirith/7 3300 95 2 I 0 ·1 3 6 6 2 0 2 ·5 0 Human \Vanior 
Dirgonath Ikrenais/63 2100 86 2 I 0 ·1 3 6 5 2 0 I ·5 0 Human \Vanior 
Olhryn Ostirith/567 1200 77 2 I 0 ·1 3 5 5 I 0 I ·5 0 Human Warnor 

DAGOR WElT HATH AR THEDAJN (5 . .. Annics of tht Amuni"; ling. Dagorwaith Arthadan) 
Each noble army is a unique Ulnnbbge. Some all' marly as b.rgt 1I1d wtll-o'ianized :u d'lt royal army. whilt OIMn art litde mon lhan uniformly outfitted 
war-band,,;. Thus.tllt;r Itructures. equipml'nl. and ladi" "ary. although most rcumble Iht royal army in some way. E3ch dispbys the Seven Stars of Arthecbin 
;u a showoflof21ty. and IMir soldiers .... ur the Iymbol on thrchest oflheir shirt Or JUrcoal. just:u with Iht king's trOOps. In some caSts. only colordisl;nguishes 
a fighlCl' in a noble army from his royal counterpart. The Eketya hoUJf. for inslance. fields an army which UK1 whitt surcoau emblazom<i with red Slars. � 
OIMrwiSt ptrfwly mimi" 1M look of 1M Dagorwaith Ann. 
Artatani/7 5400 104 2 I 0 ·1 3 7 7 2 I 2 ·5 0 Human \Varrior 
(War-horsel/28) Stc LOR Milil"? &ul T"bIe 
Atani/56 4200 95 2 I 0 ·1 3 7 7 2 0 2 ·5 0 Human \Varrior 
(War-horst's/ 1 1 2) Str LOR Milil�? &/UI T"blt 
Artaroqueni/210 2700 B6 2 I 0 ·1 3 6 6 2 0 I ·5 0 Human \Varnor 
(War-horst'I/360) Sa LOR Milil"? &"1/ T"blr • 
Rochonath/360 1200 77 2 I 0 · 1  3 5 5 I 0 I ·5 0 Human Warrior 
(Horsu)/520 Sa LOR Mililll? &"JI T"blr 
Meithyr/2 160 900 77 2 I 0 - I  3 4 4 I 0 I ·5 0 Human \Varnor 
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Md M;, # 
N=, EP End 5" Ag In' Mo. D,' OS OS G,n Sub P�rc M..g Sp<lli Notf:' 

oiRAs ARAN (5. "Royal Militia") 
Prob�blr th� loughtu feudal I,." in Middl.�lrth. Tough �nd grim in combat; ,he wuk and the faimhearted I.fl Arth.dain for the south long ago. The 
"regulars." lhe professional soldiers and warriors. aK not afraid to fight alongside the militia. Afttr C."IUTies of wufue. most familie. have on. or more weapons 
with a +5 high ,tcel edge, typically cilhu a 'pnr or a short sword. Their bows tend 10 be nude of yew_wood from Lindon, but hollow sud bows simibr [0 
Ihe those wed by Ih. nobility are regularly !u.mud Oul;U pri�. al .cason'll lournamcnu. For armor they wear a o�-hidc coal rdnfoTHd wilh wooden p[3Ies. 
l<>gistical problems prevent the king from swnmoning more than a f"cli.;," of Ih. militia [0 �ny giv�n b.uddldd. Mo,t of th�ir offic�n �r� �ti�d soldins 
of the re:gu[�r �nny Or [ocal officials: shniffs, mayo"', Thaim, and other promin�nt citium. guite often these [ead�n faJ[ into both categori�lI, as the anny is 
considere:d �n honorable way 10 rise in the world and �Ii�d veterans are: oft�n gi",n bnd or jobs. Like the Dagorwaith Aran. the militia is divided into 9-man 
&trtn�ir, e�ch is led by a 3rd-Sth [evel sergeant. The militia of a villag� i.led by a 6-IOth level captain �.pon5ible to the local lord or the king's officus. 

Diras Arandor/IO,OOO 600 6S 2 I 0 -I 3 4 4 I ·3 I ·5 0 Human Warrior 
Diras Fomost/4000 300 68 2 , I 0 -I 3 3 3 I -3 I -5 0 Human \Varrior 

TIRITH ARAN (5. "Royal Guard") 
This elit� guard company comisu of six �rm.is instead of the usual nine, nch [cd by a knight; the �nrirr company is led by a knighl-<.:ommandu. By tradition, 
these men arr considered to � .enior to those of equivalent r:l.nk in the rest of the realm's anni�,. Th� king and each of the important mem�rs of the royal 
family is protCCled by a single /.on,""" while another i. usigned to the roy�1 clum�n in the p�lace. The royal guard arc primarily infantry. although they are: 
trained with the [�nce and wn horse and fight with the cavalry if th� royal p"rson�ge they arc gu�rding goes ;nlO mounled comb�t. 

Ropl guardsmen tend to � older men with dour miludes and interc:stingscars. Thcy w�ar the same colon and in.ignia as thdr counterparts in the Dagorwaith 
Aran. save: that all clothing and gear i. edged with sil",r or millmL The guard holds ye .. ly tournamellls to find warriors worthy to join their ranks. Afur winning 
Juch � tournament, the applicant must gain a penonal recommendation from a mighty and rc:sp"cted lord. The Witch-king's t...r� of guards w"" crrated in 
imitation of the Tinth Aran. and p"riodical!y he sends one o( the morc: fanatica! of their number to fight in the loumaments. The few who luve wOn such a 
tournament have al! �en dull�nged and .lain by th� Tinth Amn commander. It is said that if Ihe bo .. H challenger ever wins one of these duels. il would � 
the sign for the Witch-king to �gin his fin�l onslaught on Anhed..in. 

Mm'l�rs of Ihe roy�1 (�mily who hold bnds Or offices draw their guards from soldiers :u.sign�d to those lands or offices: the palace itself is prolCCled by 
a company of the Citadd Guard. In the time o( the Amorian kingdom, th� Royal Guard had twice the urwgth given herr. with contingent.. drawn from all 
over Arnor. It even included a /.o",nllS of Gondonans, maintained :IS • symbol of the unity of the two kingdoms. 
Dirgon Tinch Aran/I 7200 58 I 2 0 I I 3 4 3 6 7 -I 4 Human Scout 
Rcchbin Tinch Aran/6 5400 104 2 I 0 -I 3 7 7 2 I 2 -s 0 Human Warrior 
Othryn Tinch Aran/60 4500 95 2 I 0 -I 3 7 7 2 0 2 -s 0 Human Warrior 
Roch�n_Dirgon Faradrim/I 6300 62 0 0 2 -I I -2 -4 3 -I 4 I O  ,II Human Bard 
Dirgonach Faradnm/6 4500 67 I 0 I -I 2 6 0 8 0 5 -2 0 Human Ranger 
Faradnm loer/80 2700 67 I 0 I -I 2 5 - I  7 0 4 -2 0 Human Rangc:r 
Faradnrn/200 2100 67 I 0 I . I 2 4 -I 7 0 4 -2 0 Human Ranger 

OTHRONAS DROGRYN ARAN (5. "Company o( the Royal Wolfhounds") 
This comp.1ny of Ihe �nny �onsi.u of the rO)"l1 wolfhounds and their k«p"rs and Ininers. The k«p"rs, some thirty o( them. have the same ranks and colors 
u their counterparts in the Dagorwaith Amn. The dogs memsc["". ar� longluired and [ong-lim�d, with cnonnous huds and (eel. each standing 3' plus at 
the .houlder. The royal kcnnds arc: in the citadel ofFornost; the kccp"'" arr nonnally stalion�d here. taking care: of the dogs at coun and tra""ling with them 
at the king's discretion. The dogs .erve with the ropl guard and the king's ranger. and nonnally o�y Men they know �nd those in Anhad�n uni(onn who 
show no (ur o( them. The Seeptrc: routindy giyes the ucus males in a Iiller "" pn:nigious giflS 10 iu ."pponers. 

(Drogryn Aran)/40 Sa LOR Military BWI Tablr 
(Drogryn Gciedhnn)/variablr St. LOR Mililary &a1/ Tablr 

OTHRONAS BRERIONDOR (5. "Company of the Bree-Iand") 
Breeland h"" alw�ys �en somewhat o( �n autonomous province of Arthedain, and thus h"" not had iu militia organization upgraded to the quality of the Diras 
Aran. Bc:uusc of the increased danger o( incursions from the !krrow_dowm and urdolan .ince the Plague. the ropl garrison has �en reinforced to fonn a 
weak 0Ib.m1lS with an attached bo",nllS of Dunn ish SCOUIS. 

Known locally as the Town Guard. this i. actu.>lly a weak company o( the Dagorwaith Aran (Sec above.). equ;p�d u mounted infantry. They use broadswords 
and arc: usigned enough horses to make mounted patrols at full strength. The Tirith Brcriondor comi.u of7 &trrn«istotaling 63 soldiers (called "guardsmen·'): 
each /.0"' ..... is led by a lieutenant (an ...... ""f""I) and the whole (orce is commanded by a captain (an �m.""l"m,.."....). 

Referrc:d to as the Brec-Iand Muster. the Diras Brc:riondor i. p<'aceful by nature:, they make poor soldiers; organization and leadership roughly corresponds 
to that of the Diras Ann. The Hobbits arc: also p<'aceful. bul have not lost Ihe toughness of Iheir wandering days; a +20 bonus to St'alk/Hide. 
Glendir/5 600 49 I 0 I -I 2 3 -4 5 0 3 ·2 0 Human Ranger 
Dfm (M�n)/f(X>O 300 6S 2 I 0 -I 3 3 3 I -3 I -5 0 Human Warrior 
Dfras (Hobbits)/SOO 300 54 -2 3 0 -2 3 -5 4 I 4 3 -5 0 Hobbic Scouc • 
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MUSTER OF SIRAGAL£ 
Parthirath!IO 4500 99 0 , 0 I 3 5 8 I ·1 , ., , Elf Warrior 
Hcdryn IOtr/60 '100 8 1  0 , 0 I 3 4 7 I ·1 I ., , Elf Warrior 
Hcdryn/600 900 7Z 0 , 0 I 3 3 5 ., ·1 I ., , ElfWamor 
(Mcn)/2000 JOO 68 , I 0 ·1 3 3 3 I ·3 I ·5 0 Human \Varrior 
(Hobbiu)/JOOO 300 54 ., 3 0 ., 3 ·5 4 I 4 3 ·5 0 Hobbit Scom 

12.3.3 PRIMARY MILITARY FORCES OF THE WITCH-KING 

FIRJATH ANGMAR (S. �Mcn of Angmu") 
Troops dnwn from nrious :tIlieJ �nd ,ubjcCt pcoplu,comp<>-'" Angm>r's sill lield armiu (one of S,OOJ mrn �nd fiyc of I,QIX). Warlords who an$wrr only 
fO the Witch-king and the AngUlion. "I Cun IAim, di",ct meR (Ofrrs. The armiu a"" idc...!ly organiud imo len companiu <;If 100, ca.;h hudcd by" 7th Irvt:1 
,rrisIMlrwr. Thele "n: fo"""d of Itn d;vi.ion. of 10, w;lh 9 ,aldicl'll comn1.1ndcd by a J""..,..1(3rd or 4th Icvd) fighter. These divisions can b...,,,k into two S-man 
groups, th.: le""r one controlled by a 3rd level adiulanl. ln pnClicc. howcvfr, thi, organiution brulu down, for largc numbers of Angmarrim are rdeg�ted 
to gnrison duty under jealously gTecdy ovcrlonfs. Note dut the figures for the Men and 0". indude all those .oldie .. di...,clly under Ihe \Vilch.king·s rule 
in IlOnheOlStem Eriador and nonhwestem Rhovanion, bul not those of .. :wals (e.g .• the Lord of Gundabad� 

Hotrk/60 4'00 95 , I 0 ·1 3 7 7 , 0 , -5 0 Human \Varnor 
Olog.hotrk/6 5100 99 0 , 0 I 3 6 8 I -I , ., , Troll Warnor 
Blac.k Rangn-s/60 '400 67 I 0 I -I , 5 ·1 7 0 4 ., 0 Human Rwger 
T nt:kcrs/200 1 800 67 I 0 I - I  , 4 ·1 6 0 4 ., 0 Human Ranger 
Horscmen/3000 1'00 77 , I 0 ·1 3 5 5 I 0 I ·5 0 Human \Varnor 
Footmen/ IO.OOO JOO 68 , I 0 - I  3 3 3 1 -3 I ·5 0 Human \Varnor 

YRCH ANGMAR (5. "Orcs of Angmar") 
The "a,t majority of the Witch-king's W,lf host is m�de up of a loose collection of nine Orki,h tribal confedcr�cies, containing over thiny tribes, many of whom 
arc at war with one another. AU owe aUegi�ncCJ to the Olog warlord Ragrag at urn DUm. Twd .. e tribes a..., arnyed along the Anhadan fronfier: the Askhai. 
a.gronku� Du.rlmag. Faulgurum. Kurkurum, Lughoth, Snagoth, Th�kburzum, Ulogarum, Uroth·bunn, UmghUh. and the elite Uruk.uflag. A large CClll�J 
...,sern and work (o...,c lives in and around urn DUm and the Nan Angmar. The Orcs ofGundabad and Goblin_gale a"" among Ihmc under lhe \Vilch.king's 
rulc, but st:ldom conlributc mo..., dun a patrol or r.liding �ny 10 the war. 

Askhai/ 1200 600 7Z 0 , 0 I 3 , 5 ., ·1 I ·2 0 Ore Warnor 
BagronklD!/ISOO JOO 63 0 , 0 I 3 , 4 ., ·1 I -, 0 Ore Warnor 
Durba.lag/ 1200 JOO 6J 0 , 0 I 3 , 4 ., ·1 I -, 0 Ore Warnor 
Faulgurum/900 600 7Z 0 , 0 I 3 , 5 ., ·1 I ., 0 Ore Warnor 
Kurkurum/600 600 7Z 0 , 0 I 3 , 5 ., · 1 I ., 0 Ore Warnor 
Luglioth/2400 300 63 0 , 0 I 3 , 4 ., · 1 I -, 0 Ore \Varnor 
5nagoril/ISOO 300 63 0 , 0 I 3 , 4 ., ·1 I ., 0 Ore Warnor 
Thrakburzum/7SO 300 63 0 , 0 I 3 , 4 -, ·1 I ., 0 Ore Warnor 
Ulogartim/8IO 900 7Z 0 , 0 I 3 3 5 -, -I I ., , Ore Warnor 
Uroth.burm/720 900 n 0 , 0 I 3 3 5 ., ·1 I ., , Ore Warrior 
(War.wolves) Stt LOR M;I;",? &.Jl T<tblt 
Urughish/630 300 63 0 , 0 I 3 , 4 ., -I I ., 0 Ore Warnor 
Uruk-ufIag/300 '100 81 0 , 0 I 3 4 7 I ·1 I ·2 , Ore Warrior 
Wargs/IO I ZOO 77 , I 0 ·1 3 5 5 I 0 I ·5 0 Human \Varnor 

TERYG FORN (5_ "Trolls of the Nonh") 
Lo.sdcryg/24 3900 1 1 6  4 -, ·3 4 3 3 , 3 -I -I ·6 0 Troll Warriors 
5harkai/36 3000 107 4 ., ·3 4 3 , I , ·1 -, -6 0 Troll Warriors 

• 
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12.3.4 MILITARY FORCES OF RHUDAUR 

CAMETHBRIN 
Fuindir Commandcrs/5 1200 77 2 I 0 · I 3 5 5 I 0 I ·5 0 Human \Varnor 
Fuindir Elitc/35 600 68 2 I 0 · I 3 4 4 I ·3 I ·5 0 Human Warrior 
Guard &rgcanu/5 900 77 2 I 0 · I 3 4 4 I 0 I ·5 0 Human \V.:urior 
Gu.:mb/50 300 68 2 I 0 · I 3 3 -:l I ·3 I ·5 0 Human \Varnar 
Hillmen Dign-Tiark/6 1200 77 2 I 0 · I 3 5 5 , 0 , ·5 0 Human \Vanior 
Experienced Hilimen/IOO 900 77 2 , 0 ., 3 4 4 , 0 , ·5 0 Human Warrior 
Hillmen/I 20 600 68 2 

, 
, 0 ., 3 4 4 , ·3 , ·5 0 Human \Vanior 

Ounnidl Headmen/3 900 77 2 , 0 ., 3 4 4 , 0 , ·5 0 Human Warrior 
DUllnish Warriors/40 300 68 2 , 0 ., 3 3 3 , ·3 , ·5 0 Human Warrior 
Raw Ounmen/170 0 59 2 , 0 . , 3 3 3 , ·3 ·2 ·5 0 Human WarTior 
Ode»h's Orcs/ TO 600 72 0 2 0 , 3 2 5 ·2 . , , ·2 0 Ore \V.urior 
Karkal', Uruk-hai/ 4 '200 8' 0 2 0 , 3 3 6 ·2 . , , ·2 2 Ore \Vamor 

WARRIORS OF RHUDAUR 
Orc-lcaders/20 '200 8' 0 2 0 , 3 3 6 ·2 ., , ·2 2 Ore Warrior 
Uruk-hai/IOO 900 72 0 2 0 , 3 3 5 ·2 ., , ·2 2 Ore \V arnot 
Orc-waniors/650 600 72 0 2 0 , 3 2 5 ·2 ., , ·2 0 are Warrior 
Green Orcs/IOOO 0 63 0 2 0 , 3 , 4 ·2 ., , ·5 0 Ore \Varnar 

ESPHEME'S BAND 
Cavalry uaders/20 '500 86 2 , 0 ., 3 5 5 , 0 , ·5 0 Human \Varnar 
Nonhm;ln Lt. Cavalry/ISO 600 68 2 , 0 ., 3 4 4 , ·3 , ·5 0 Human \Varnor 
Ea.m:r1ing Cavalry/SOO 300 68 2 , 0 ., 3 3 3 , ·3 , ·5 0 Human \Vaniar 
T fevadof'alh/ 48 '200 77 2 , 0 ., 3 5 5 , 0 , ·5 0 Human \Vaniar 
Mer((nary Lt. Foot/ ISO 300 68 2 , 0 ., 3 3 3 , ·3 , ·5 0 Human \Varrior 
WolfRiders/IOO 600 72 0 2 0 , 3 2 5 ·2 ., , ·2 0 Ore \Varrior 
Wol\l($/IOO Su LOR Milil"? Bml T"bIr 
uptain5/4 3000 90 0 2 0 , 3 5 7 , . , , ·2 2 Ore Warrior 
Wolf-ridm/IOO 900 72 0 2 0 , 3 3 5 ·2 ., , ·2 2 Ore Wamor 
Wol\l(s/l20 !itt LOR Mililn? &"11 T"blr 
Mcrccn�ry Leadcn/40 '200 77 2 , 0 . , 3 5 5 , 0 , ·5 0 Hum:m Warrior 
Mercenaries/200 600 68 2 , 0 . , 3 4 4 , ·3 , ·5 0 Human Warrior 
Dunmcn Warriors/700 300 68 2 , 0 ., 3 3 3 , ·3 , ·5 0 Humall \Vamor 
Raw Dunmen/2100 0 59 2 , 0 ., 3 3 3 , ·3 ·2 ·5 0 Human \Vamor 
Experienced Hillmen/400 900 77 2 , 0 ., 3 4 4 , 0 , ·5 0 Human \Vamor 
Hillmen/700 600 68 2 , 0 ., 3 4 4 , ·3 , ·5 0 Human \Vamor 
Green Hillmen/400 300 68 2 , 0 ., 3 3 3 , ·3 , ·5 0 Human \Varrior 

• 
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1 2.3.5 ElVISH MIUTARY FORCES IN ERIADOR 

GlANOIRJTH IMLADRIS (5. "Guudians of Rivcnddl") 
Exc(p' in limes of mife, when rrfugees our flood in. Iherr art nCYt!" mon Ihan 300 inhabiu.nu at RivcnddL The Elves listed herr an: those likdy 10!J.c, mel 
on patrol or on sp<'cial miuion! for Muter ElTOM Howe"" . one of thc ironics of ,hiJ luvrn of pr<ICc iJ Uul Muir enryonr in Imladris is a trained YClcnn 
of ITUny conflicts. When cvil t.hRUCns dloC Elva of the Nonh. double the force deKri� h� nuM SCCfI'cly [0 lhc aid of thcir kinfolk in lindon or LOrieo. 
Since Ri...,nddJ hu a1wap kn a hawn for Noldorin and Sind.uin inldlrt:luaU. a Korr o(�. A1dvmisu, and Jpt[]castm of IJlh...oKkh Icvd also dwdl 
hcrtin, liYing a ",c1win, pncdi.Jl lifc unlas some personal or {;unity n«d or favor dnwJ thnn into Uw: dangffS of Ihc ouuidc world. 

All of the Glmdirilh art rquipptd wilh + 10 mchanttd E1v;"h wnpons �nd umor unln. bmtr tqUipmt'nI is nofed. All wur EI�n do�k.s �nd boot. that 
gi« a +50 bonus [0 Sulk/Hidt. 
Dirgonalh Gl('ndir/2 5700 53 0 I I I 2 2 3 8 I 8 0 2 Half-df Rangn 
Ntthryn/6 3300 95 2 

, 
0 3 6 6 2 0 2 ·5 0 Hunun \Vanior I · I 

Glendir/30 2400 86 2 I 0 · I 3 6 6 2 0 I ·5 0 Human Wanior 
Dirgollath Glandirith/6 4800 99 0 2 0 I 3 6 8 I · I 2 ·2 2 ElfWanior 
Bdegolhryn/30 2700 53 0 I I I 2 I 3 7 I 6 ·3 0 Half-df Ranger 
Othryn/SO 1500 81 0 2 0 I 3 4 6 ·2 · I I ·2 2 ElfWanior 

HOST OF UNDON 
It il n.", ror m<m dun hair or Ihil rOrtt 10 ;aJKmblt in any one pbct. nw, Ultgorid ginn h.tn a'" just a rough approJimation or 11K hodgtpodge orrNdal, 
tribal, and f'C'rsonaltid tNt hold tM ",aim of Lindon logctMr. A sdection orSindarin wamon rrom the host male il their bwincn to protect Citdan's person. 
Ht k«� no rorm<li �rd or court. 

lbc HOlt of lindon is always :lCcompani«l by at IC3.5t Oil( Healer of 1 1th-20th Iud ror every 20 wanion, and 01.1 leut Oil( Mage or similar sptllculu of 
12th-30th Ic�1 (or c'IU)' 50 wamors. These a", \tOlunl«,. without fomul milifary standing; 50% a", r.-male, and 70% a", ",laled (0 someone in the rorce 
Ihty arc accompanying. 
Hirgonalh/4 8700 62 I I I I 2 2 3 9 I 9 0 2 Half-elf Ranger 
Dirgonalh/12 5700 53 0 I I I 2 2 3 8 I 8 0 2 Halr-elfRangcr 

Dirgoruth (5. "c::.prains"; ling. Dirgon). 

Belegothryn Gc:lydh/200 3300 90 0 2 0 I 3 5 7 I · I 2 ·2 2 ElfWanior 
Belegothryn Mithrin/JOO 2100 53 0 I I I 2 I 3 6 I 6 ·3 0 Half-dfRanger 
(Eny<h) Sa LOR Mi/i."., &.s' T.blt 
Othryn/4O(X) 900 77 2 I 0 · I 3 4 4 I 0 I ·5 0 Human \Vanior 
(Nimrych) Sa LOR Milt""] &"'/ T"blt 
Hirgonath Glandirith/3 5700 53 0 I I I 2 2 3 8 I 8 0 2 Half-df Ranger 
Beleglendir/70 4500 53 0 I I I 2 I 3 8 I 7 0 2 Half-elf Ranger 
Glendir/3S0 1200 53 0 I I I 2 I 2 6 ·2 5 ·3 0 Half-df Ranger 

Glcndi. (5. "Guardianl"; ling. Glandi.). 

GEVENNAlS RAIN (5. "Wandering Companiu"; sing. Govannu Rain) 
Elvish wandering putiu in Eriador are typiea.lly from Lindon or Rivcndell and contain the following selection of individuals: 

1 Hir (5. "Ma>ler")- 70% an wamon or capuin'. rank or high«; W tal an .pdlcoulen or similar nnk. 

2-3 G1�ndir (5. ",xouu") - Lindon guardians or dile guardi�ns, 0. KOUIS orlmladris 

2-fi Bdrgothryn (5. �E1ilt WamorsM) - :u  dr.scrilxJ abo�. 

6-10 Othryn (5. �Wamon") - :u  dr.scri�d �bo�. 

1-2 Nc[hryn (5. � Animi$u/He.ucn�) - as dr.scri�d above. 

1-2 luthryn (5. "MagesH)_ 1 61h-2Oth If�I, with combJt ,ptl!J. 

4-40 Rendir (5. "T n.�lft.H) _ vJrilblr, typicllly 20% are penons o( note, whil, the ral �pproxim3lf Sih Ifvd Bard •. 

Any group lmaller dun Ihil lranling through Eriador in Ih�.., troubled limu is probably on a .pttifit minion ror ont or the Elvish leaden. 

• 
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12.3.6 DWARVEN MILITARY FORCES 

Tk Dwor.rva of the Misty �nd Bluc MOI.Inu;ns h�� no interm in the affairs orMcn in Eriador. They uke ovm ;action only if $OfT1wne is foolish enough to 
dir�cdy a!tack Dwa�n nuden or mtrchanu. Both Ow,,",", �a!ms arc in r.mon;ln:U and POSSUJ only a limiud nwnbu of ?"ck animal. (some ponies and 
oxen). 10 they han COlUunt supply problems when optr.lting Ol'C:r long distances. They must go to a great deal of trouble and prcpar.llion 10 5"nd OUt a force 
suongcl' [han the u�dilion ducribcd hue. If they do, the Dwuvt. of the Erta Luin nn mustu three limes and the Durini, Dwuvcs len times ,hi. foree. 

NAZAG DUSHKOKUDU (Khuz. "Company ofVigilanCt;�) -
Consists of two (ull companies of regular military and one company of 1m tribal Ie,,), �ing wed as hurU'$. The },.,arcl'S bring a ftw ponies and cuts. 

Attack-lord/2 3900 105 2 · I 0 ·2 2 8 3 4 0 2 ·7 0 Dwarf W artior 
Ihnlt-guard/42 900 87 2 · I 0 ·2 2 5 I 3 0 I ·7 0 Dwarf Warrior 
Axnntn/42 600 87 2 , · I 0 ·2 2 5 I 2 ·3 I ·7 0 Dwarf W artior 
Archtrs/42 300 78 2 · I 0 ·2 2 4 I 2 ·3 I ·7 0 Dwarf W artior 
Poncrs/42 0 78 2 · I 0 ·2 2 4 0 2 ·3 ·2 ·7 0 Dwarf Wartior 
Scouts/21 300 49 I I 0 1 1 2 I . I 3 3 .oj 0 Human Scout 

12.3.7 SOVEREIGN MIUTARY FORCES IN CARDOLAN 

Although all oft� princn ofurdobn m.1;nfa;n profall;orW n.n;w rroop!', rllt national anoy w;u nor �consrirurtd afrer tN. &ule on Tym HOdhath in T.A. 
J 409. Only rwo principalitioj._Sualainn and IN. Wulord', dOm.1in--luve dTtctin indtpt'ndtnl .1nni.s. Th. prineu gemr.tlly roly on V.1riOUJ mercenary 
eomp.1nio, and/or c<>-Opt'r.ttion with the garri$Ons mainuin.d by Anh.dain and Gondor. 

SARALAJNN 
Royal Bodyguard/ I 0 1200 77 2 I 0 ·1 3 5 5 1 0 I ·5 0 Hum.1n W.1mOr 
Archer Lcaders/6 900 58 I 0 I ·1 2 3 . I 5 0 3 ·2 0 Human Ranger 
Royal Archers/48 300 68 2 I 0 ·1 3 3 3 I ·3 I ·5 0 Human Wamor 
uvalry l..caders/4 900 77 2 1 0 · I 3 4 4 I 0 I ·5 0 Human Wamor 
Royal uvalry/40 300 68 2 I 0 · I 3 3 3 I ·3 I ·S 0 Human Warrior 
Suduri Walch/60 300 68 2 1 0 ·1 3 3 3 I ·3 I ·5 0 Human Wamor 
Sud\'iri Levy/- f20 0 49 1 1 0 I I 2 0 ·1 2 3 ·4 0 Human Scout 

ClANS 
Three Or four of IN. nim clans gemrally answn a royal IWTUnOns 10 wn, though one prob..bly �voltJ. The king'l own clan is always loyal. The m.1kc.up of 
a Iypical cbn is ginn !xlow. 

Chieftain/I 1500 58 I 0 I · I 2 4 ·1 6 0 4 ·2 0 Human R.1nger 
Wamors/6-20 900 58 I 0 I · I 2 3 ·1 5 0 3 ·2 0 Human Ranger 

TRIBES 
The king can U$ually acquire the Jerv;cu of a coul'l. Dunnish rribes from his own lands or from Emdhw.ith. Th. bun source of manpower il often wed by 
:dl Ihe princts ofc:'rdobn. 

Chief/f 1800 86 2 I 0 ·1 3 5 5 2 0 I ·5 0 Human \Vamor 
Warnors/8-40 600 68 2 I 0 ·1 3 4 4 I ·3 I ·5 0 Human \Varnor 
Tribt$men/50-150 300 49 I I 0 I I 2 I . I 3 3 .oj 0 Human Scout 

DOMAIN OF THE WARLORD 
Th. Warlord can mobilize twice lllTWly f.ll b-tllU and sbns if invaded. 

T roll-guard/ 1 6  2100 107 4 ·2 ·3 4 3 2 I 2 ·1 ·2 ·6 0 Troll Wamor 
Troll-Icvy/25-3S 1500 107 4 ·2 ·3 4 3 2 I 2 . I ·2 ·6 0 TroU Warrior 
Warg$/50-60 Srt LOR M;/;'�ry Billsl Tllblt 
Bats/IOO-200 Srt LOR Mi/i/.4ry Billsl Tllblt 
Mcrccnari�/20 600 68 2 I 0 · I 3 4 4 I ·3 I ·5 0 Hllman Warnor 
Slave$/1 20-1 80 0 59 2 I 0 · I 3 3 3 I ·3 ·2 ·5 0 Human \Varnor 

THARBAD 
In theory. tN. 11u.rbad militia is Itn times the siu OO(cd. A fUll �alc invasion might bring Ihnn out. 

Commandcrs/8 1500 86 2 I 0 · I 3 5 5 I 0 I ·5 0 Human \Varnor 
City Garn.son/ l60 600 68 2 I 0 · I 3 4 4 I ·3 I ·5 0 Human \V.1rnor 
City Watch/240 300 68 2 I 0 · I 3 3 3 I ·3 I ·5 0 Human \Vamor 
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Md Mis # 
N=, E. End s" Ag In' M" 0,( OS OS c"n Sub Puc �g Spells No<a 

Mob/Militia/4OO 0 49 1 I 0 I I 2 0 -1 2 3 -4 0 Human ScOUt 
T raden' Guild/30 600 49 I 0 I · I 2 3 -4 5 0 3 -2 0 Human Rangcr 
Naval Gptains/I-S 1500 58 1 0 I - 1  2 4 -1 6 0 4 -2 0 Human Ranger 
Marines/20- 160 600 68 2 I 0 · I 3 4 4 I -3 1 -5 0 Human \Vamor 

DAGOR W AITH AR.AN GONDOR (5. "Royal Army of Gondar") 
Tht Tlurbad militia defers fO Ihe GondorialU. SO% chancc OrlM cily watch aIling 1M dndbr's mcn in to dul with danger instud of their own city garri50n. 

Roqueni/12 2700 86 2 I 0 · I 3 6 6 2 0 I -5 0 Human Warnor 
Ohrari/12 1500 86 2 I 0 · I 3 5 5 I 0 1 -5 0 Human \Vamar 
G.Jards/1 6  1200 77 2 , 1 0 · I 3 5 5 I 0 1 -5 0 Human \V,unor 
Mounted Scrgcan,s/26 900 77 2 I 0 · I 3 4 4 I 0 1 -5 0 Human Warrior 
Mcn-at-amu/72 900 77 2 I 0 -1 3 4 4 I 0 I -5 0 Human Warnor 
Auxiliaries/86 600 68 2 I 0 - 1  3 4 4 I ., I -5 0 Hllman Warrior 
$colJcs/24 300 49 I 0 I · I 2 2 -4 4 0 3 -2 0 Human Ranger 

GrRITHLIN 
About half the [user noblts ofHirdor Girithlin answer a swnmon.l [0 war. When mobiljzed, Girithlin (orces \(nd to include a compar:llivdy high num�r 
of the Ic,,),. that is 600-700 of Ihe potential 2.{XX)..J.()(X). 

Nohlu/14 2100 86 2 I 0 - 1  3 6 5 2 0 I -5 0 Human W amor 
Rcuinrrs/l40 900 77 2 I 0 -1 3 4 4 1 0 I -5 0 Human \Vamor 
MC'fcenaries/60 600 68 2 I 0 -1 3 4 4 1 -3 I -5 0 Human Warrior 
Ltvy/650 0 59 2 1 0 - 1  3 3 3 1 -3 -2 -5 0 Human \Varrior 

TYRN HOOHATH (T ym Gorthad) 
Older norms of military organization are .still upheld in the troubled Barrow-downs. 
Nobles/7 2400 86 2 I 0 -1 3 6 6 2 0 1 -5 0 Human \Varnor 
Reuiners/56 600 68 2 I 0 -1 3 4 4 I -3 1 -5 0 Human \Vamor 
Soldiers/28 1500 86 2 I 0 -1 3 5 5 I 0 1 -5 0 Human \Varnor 
Rangers/6 1500 58 I 0 I · I 2 4 . I 6 0 4 -2 0 Human RangC'f 
Militia/500 300 68 2 I 0 · I 3 3 3 1 -3 1 -5 0 Human Warnor 
Husfartho/ IOO 300 54 -2 3 0 -2 3 -5 4 I 4 3 -5 0 Hobbit Scout 

FAERDOR 
Facrdor !rics to rdy on � volunteer arnly. with only mull (oren standing at �ny given time. Tr::ained w�reion ue supposed to be joined by the local ltvy (r::a�ly 
more than 500 gathc�d). The ",suits or thi' systcm arc always unpredictable and often disastrous. 

Guards/500 900 n 2 1 0 · I 3 4 4 1 0 I -5 0 Human Warrior 
'-"'y/4ooo (,) - 0 49 I I 0 " 2 0 . I 2 3 -4 0 Human $cout 

DOL TINEREB 
Tine",bian (orees luvt' just bun .... -organil:cd with a significant IllQUnted dement. The Emil orOoI Tine .... b gcnenlJy p",rers to usc mcreclUry companies rlther 
dun hi. own militia. 

Nobles/I I  I BOO 86 2 I 0 · I 3 5 5 2 0 1 -5 0 Human \Varnor 
Soldiers/97 600 68 2 I 0 - 1  3 4 4 1 -3 1 -5 0 Human \Varnor 
Bodygu.mi/8 1200 77 2 1 0 - 1  3 5 5 I 0 I -5 0 Human Warrior 
,-"",/200 0 59 2 I 0 -1 3 3 3 I -3 -2 -5 0 Hum�n \Vamor 

DOL CAlADIR 
Dol Caladir IUd urgc (oren (or inunul control and tends to ",ly on hirdings. 

Nobles/27 1200 77 2 I 0 -1 3 5 5 I 0 1 -5 0 Human \Vamor 
Retainers/JOO 300 68 2 I 0 - 1  3 3 3 I -3 1 -5 0 Human \Vamor 
Reeves/65 600 68 2 I 0 -1 3 4 4 1 -3 I -5 0 Human \Vamor 
Mercenaries/50 600 68 2 I 0 -1 3 4 4 1 -3 I -5 0 Hunun \Vamor 
Militia/6OOO(?) 0 59 2 I 0 - 1  3 3 3 I -3 -2 -5 0 Human Warnor 
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Name: EP Eod 5" Ag 10' Mo. D,' 08 08 G .. Sub Puc Mig Spdls Notes 

THE BEFFRAEN 
Th� number of&fTrun dans living in (h� Rut Vom ;md En�dhwai(h hu nncr been accurately "ctennined. 11 is rare for them to unite for a military venture, 
and two or Ihru coming t�lhfr (or a fight ;s a noteworthy c�m. Thry are not IUtur,,] horumen, but when niding or migr.lling through the open country 
ofMinhinath they nul horses to ,"low them 10 mOve <Juickly. The following describe. a typical clan. Their javelins and blowgun darts all' lipPI'd with a Sth 
Jrvd ncr"" poison (MER£>: usc taynaga) if they have lime [0 prepare for a hum Or fight. 

Chief/ I  2700 86 2 1 0 ·1 3 6 6 2 0 1 ·5 0 Human \Varrior 
Scoll[$/6 1200 77 2 1 0 ·1 3 5 .; 1 0 1 ·5 0 Human \Varrior 
Warriors/30 300 68 2 1 0 ·1 3 3 3 1 ·3 1 ·5 0 Human \Varnor 

12.3.8 MERCENARY COMPANIES OF CARDOLAN 

The princes rely partially on variow mercenary companks--four such companies prcdomin�u. 

MARCAJCH CHRUAJDH (Du. "Sted Ridm") 
Scrgeants/S 1800 63 ·2 3 0 ·2 3 ·1 5 2 6 • ·5 0 Hobbit Scout 
Sted Riders/28 1200 77 2 1 0 · 1 3 5 5 1 0 1 ·5 0 Human \Varrior 
Lefr-sidm/28 300 68 2 1 0 ·1 3 3 3 1 ·3 1 ·5 0 Human W�rrior 
Right-sidcrs/28 600 68 2 1 0 · 1  3 • • ] ·3 1 ·5 0 Human Warrior 
Scours/8 900 77 2 1 0 · 1  3 • • 1 0 1 ·5 0 Human Warrior 
(War-horses) Mr LOR Milil�ry &"11 T"blt 

RAGH CRANN-SLEAGHA (Du. "Ranks of Pikes") 
Knights/4 1800 86 2 1 0 ·1 3 5 5 2 0 1 ·5 0 Human \Varrior 
Scrgcants/8 1500 86 2 1 0 ·1 3 5 5 1 0 1 ·5 0 Human Warnor 
Pikcmcn/79 1200 77 2 1 0 ·1 3 5 5 1 0 1 ·5 0 Human Warnor 

TROICH-ARMCHLEASAH (Du. "Dwarf-warriors") 
\Vardcns/4 1500 96 2 ·1 0 ·2 2 6 2 3 0 1 ·7 0 DwarfWarnor 
Warriors/I 4 900 87 2 ·1 0 ·2 2 5 1 3 0 ] ·7 0 Dwarf Warnor 
Line Infantry/30 600 68 2 1 0 .] 3 4 • 1 ·3 1 ·5 0 Human W �rrior 
Light Cavalry/40 600 68 2 1 0 ·1 3 4 4 1 ·3 1 ·5 0 Human \Varnor 
Auxiliaries/30-S0 0 59 2 1 0 · 1 3 3 3 ] ·3 ·2 ·5 0 Human Warrior 

FORAK-EIGrNN (Du. " Forak's ViolatorsH) 
Lcaders/4 900 72 0 2 0 1 3 3 5 ·2 ·1 1 ·2 2 Orc \Varrior 
Enginccrs/12 900 72 0 2 0 1 3 3 5 ·2 ·1 1 ·2 2 Orc Warrior 
5.1ppm/48 300 68 2 1 0 ·1 3 3 3 1 ·3 1 ·5 0 Human Warnor 
Warriors/70 300 68 2 1 0 · 1  3 3 3 1 ·3 1 ·5 0 Human Warnor 

BRIGANDS AND OTHER COMPANIES 
There an cur�ndr five other mere�nuy companie!, who ��dar indulge in b�nditry when contl":lCIJ �rC s,�rce. There �n �Iso Ihnc outlaw g�ngs who consider 
mtrc�nary mlploymcnt. The force brlow, H�rr:l.n's Dcalh Broth.n, i. more or Irs. typical ofooth groups. 

Captain/I 2100 86 2 1 0 · 1  3 6 5 2 0 1 ·5 0 Human Warrior 
Scrgcants/3-6 900 77 2 1 0 ·1 3 • • 1 0 1 ·5 0 Human Warrior 
Rcgul�rs/I S-40 300 68 2 1 0 ·1 3 3 3 1 ·3 1 ·5 0 Human Warrior 
Foragers/ I 0-30 300 '9 1 0 1 · 1  2 2 ... • 0 3 ·2 0 Human Ranger 

12.3.9 THE LOSSOTH 

Shamans/4 1200 53 0 0 2 ·1 1 ·2 •• ] ... 3 7 10 Human Bard 
Hunters/96 600 44 0 0 2 ·1 1 ·2 •• 1 ... 3 6 6 Human Bard 

• 
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1 2.3. 1 0  MIUTARY FORCES OF OTHER TIMES 

MlD-SECOND AGE 
TANRAZON AN-KANZUW (Ad. "Skill-kecp!'fS Circl�") Ntimen6rean Diplomatic Pany 
The Ndmcoorcaru conquered whcrtVC'rllKy went during the s.cond A�. Tho;. uptdition.:r.ry fOr(cs sddom appurcd in Enado. and won'l be: described here. 
Mo", of 1m, fm.111 panies of mcrdunts and diplom.1u went forth from the NUlmn6run Ift.lI}' poru and n .. ding posu to negoliale widl. offer usisuncc 10. 
and gClKr.lllyovcrawc the Eriadorians. The legal ion detailed below is simibr 10 sc"tn.l liul cuabllshed nrc and privileged pungc for 1M Men o(WeslcmuK 
from Thnb� all lhc way 10 1M North Downs in the mid-Srcond Age. allowing lhe mY',ia and exiles of d,,, Faithful ofNiunrnor [0 build their ufugu in 
safety. Those ,null p.ania were capablc of defending dw:mulva against an entire Eriadon...n tribal army in � pinch. Nott tfin, �[ong with the-ir suptrior wnponry. 
lhe-U men we�, on the �vclOlge. juS! undtr 7' ull �nd 250 lb. in wtight; Ihe IUli�u were typically � hud �nd a hundred pounds sr11:loller. 

Ugate/ I 10200 62 0 , I 2 · 1 1 ·2 ·1 3 0 5 10 ,II Human Bard 
Inrakhor/ I 7200 104 3 1 0 - I  3 8 7 2 1 2 -5 0 Human \Varrior 
Kanzukhor/I 5700 62 0 0 2 -I I -2 -4 2 -I 4 10 ,II Human Bard 
Concords of the Guild/4 4200 53 0 0 2 - I  I -2 -4 2 -I  4 ro 1 4  Human Bard 
uganhor/2 5700 104 2 I 0 · 1 3 7 7 2 I 2 ·5 0 Human \Varrior 
Royal Soldicrs/S 3300 95 2 I 0 · 1 3 6 6 2 0 2 ·5 0 Human Warrior 
Soldicrs/20 1500 86 2 I 0 · 1 3 5 5 I 0 I ·5 0 Human \Vamor 
Warnors/SO 600 68 2 I 0 - I  3 4 4 I -3 I -5 0 Human \Vamor 
Servants/TOO 300 6B 2 I 0 - I  3 3 3 I -3 1 -5 0 Human \Vamor 

THIRD AGE 1974 - FIRST AGE 3 
FARADRJM FOROD (S. �Rangcrs of the Nonh") 
During nonnal tra""l, Rangers wur bl.and clothing and biu of old annor nOI readily diKemib[c from the clothing of the tlOlppt'U and linkers who nOrm:llly 
wander the north country. When given a chance [0 "rtpart for fomul comba[. they acquirt ,[cd hdms and finc chainmail that is ,(3l"(;oIy detectable under their 
cloakt and tunics. An .rrJStlm, Ihe tradilional r:lnger"J .il""r du:o.k pin, nrVC$ U Iheir only badge of memb.r.thip. and it i, ,ddom shown in public. The leaden 
of the order wur no diSfincli�e [iyuy. bul Ihey art known personally to all of their men. 

Hir-in-Faradrim/ I 7200 76 2 0 I -I 2 7 0 9 0 5 ·2 0 Human Rangu 
Dirgonalh Faradrim/4 6000 62 0 0 2 -I I -2 -4 3 - I  4 10 .11 Human Bard 
Faradrim iOC'r/60-IOO 4500 53 0 0 2 · 1 I ·2 -4 2 · 1 4 10 14 Human Bard 
Faradrim/100-200 3300 53 0 0 2 · 1 I -2 -4 2 -4 4 9 14 Human Bard 

THE HOST OF UNOON AND THE DWAR YES OF THE EREO LUIN 
In lhe lalff Third Age. Lindon e1n muStCr no moll' tlun lulf [he forcn noted (or the ,eyent«nth century and arc leu incli� to do ro. The Dwarves of the 
Ered Luin all' in a 'imibr stalC. 

FOLK OF THE SETTLEMENTS 
The various !",tty rtalnu o(Men in Eriador mount (orces simibr to the (cud.:![ [eviu described in Ihe C:lrdolan military charts. Only B ...... c and Saralainn remain 
polili�ally intact throughoul the Third Age, and Ihe quality o( thtir weapons drops with the decline in Dw�rven and Gondorian It::Idt. 

HOBBITS OF THE SH1RE 
While poIemially t1K lugest mililary force nonh o(Gondor, Ihe Hobbits arc �rry ;ruulu and fnnkly uninurcsud in wufare. This sitwlion is ua&gl't::Itcd 
Ihroughoul tlK Third Agr by the Rangrn' dclibmle policy of protecting IhI: Shire al a distance, which nOrm:llly predudM any Hobbit involvtmrnt il'! IIKir 
own dcftnM. Tk Shirt-musler. as Ihe local militia is called. docs public works and pro"';dts anergency labor just as Ihe old Ardu.un mililia did. Whtn il is 
summoned on a brge scale for aleru or mililary drill, il bcrOITKS u... Hobbitry_in_Anns. Only the mort eccenuit T ooks and SOmt of the border disuicu actu�lIr 
Ir:lin tlKir mmler, and the morale of Ihe Hobbilry-in-Anns undrr com�t �ondilioru is qucslionable, at b.st. The only ad��nl'lgcs t1K Hobbits luvc arc IIKir 
inlenu mu[wl loyalry and wir inhrrcnlloughnes.s.. Their wupons are mainly (ann �nd hunting tools, !heir logistical system is made up on 11K spot. The Hobbil 
genlry would spt'nd the first hOUri of a crisis reading old books 10 find OUI how to Iud Iroops on a baulrfidd. 

Thain/I 1800 63 -2 3 0 -2 3 ·1 5 2 6 4 ·5 0 Hobbit Scour 
Trained Fighlcrs/IOOO 600 63 ·2 3 0 ·2 3 ·2 4 I 4 3 ·5 0 Hobbit Scout 
The Commons/IO.OOO 0 54 -2 3 0 ·2 3 ·5 3 I 4 2 ·5 0 Hobbit Scom 

• 
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EP End Stt Int Mov Ocf 
THE LINE OF ISILDUR (Section 8.1.1) 
Argcleb II 7200 58 
Arvcgil 7200 62 
IkJ�nnil 5100 58 
u.thron 0 49 
CcldlOm 0 49 
Glint! 
Min.1.Stir 
Ninen 

5100 53 
4200 67 
5100 53 

o 

, 
o 

o 
THE GREAT HOUSES OF AR THEDAIN 
Arvcrclhicl 4200 57 -I 
&arahir 1800 53 0 
B.uanfindd 4500 58 
Bdccthir 3900 58 
Car:amir 
Gr:llnid 
DUraladh 

4800 58 
7200 62 0 
6000 58 

Lord of House. FOnTKnp 

Edhdion 6900 76 
Erhuan S400 58 
Finglin 6900 58 

Lord of House T�nnh 
Galadhrion 
Gilronwcn 
Haldan 
Mcthillir 
Miraladhwcn 
Minen 
Narthdid 

I...:ady ofHouu Noirill2lly.> 

'200 
6600 
4500 
6300 
2400 
3000 
7500 

49 
58 
58 
58 
53 
53 
62 

2 

, 
o 
o 
o 

Nddorid 6000 62 0 
Pcr[othid 
Tdchrist 
Timbrtthil 

4800 53 
6000 76 
3600 58 

o 
2 

2 
o 

o 

o 
o 
o 

o 
2 
o 
, 
o 
2 

2 

8.1 .2) 

- , 

-, 

-, 
-, 
-, 

, 2 , 
o 2 -I 

o 

o 
2 

o 
, 
2 

2 
, 
2 
o 
o 
o 

o 
o 
o 

o 
o 
2 
o 

o 
o 

o 
o 
o 
o 
2 
2 
2 

2 
2 
, 
o 

, 
-, 

- ,  

, 
-, 
-, 
- , 

- , 
-, 
-, 

OTHER AR THADAN FIGURES OF NOTE (Swion 8.1.3) 
&ngund 3300 58 I I 0 I 
Bdlanid 3300 53 0 0 2 - 1  
Simco 1500 63 -2 3 0 -2 
fugaldor LhuJsiril 
MaJlach T armta 
Marche 

4800 53 0 
6600 76 2 
1800 63 -2 

THE LORDS OF CARDOLAN (Section 8.2. 1) 

o 
o 
3 

Acrvdloll 4800 58 I I 
Sarahir 
Cdcbdur 
Dagorhir 
Fandon 
Finduilu 
Hallu 
Imlach 
unaigh 
6lanwI'n 
Pclcndur 

3600 58 
4200 58 
6000 125 4 

&t 'Thr#HIJ (Srttiorr 8.2.3)" btlow. 
4500 53 a 
5400 58 
3900 
3900 
'800 
4200 

58 
95 
53 
58 

2 
o 

-2 

o 

o 

2 

o 

o 
o 
o 
-3 

2 
o 
o 
o 
2 
o 

- , 
-, 
-2 

4 

-, 
, 

-, 
-, 
, 

2 

2 

2 

2 

3 

2 
3 

, 
3 

, 
3 

------------------� 

3 
3 
3 
4 
- ,  
2 
8 
2 

9 
3 
3 

2 
3 
3 
3 
2 
2 
3 

3 
2 
9 
3 

3 
2 
2 
2 
9 
2 

3 
3 
3 
4 

2 
3 
3 
2 
2 
3 

6 
-, 
6 

-3 
2 
-,  
o 
-,  

- ,  4 
10 all 
- ,  2 
-2 0 
-4 0 
10 '" 
-2 0 
10 all 

No<� 

Human Scout 
Human Bard 
Human Scout 
Human Ranger 
Human Scout 
Human Bard 
HWTIMI Rangu 
Human Bard 

a 5 8 12 Elf Bard 
-4 3 8 10 Human Bard 
5 6 -I 2 Human Scout 
5 6 -I 2 Human Scout 
6 6 -I 2 Hunun Scout 

- I  5 10 all Human Bard 
6 6 -I 4 Human Scout 

a 5 -2 a 
6 6 - I  4 
6 7 -I 4 

4 
6 
5 
6 
-4 
-4 
o 

4 
7 
6 
6 
4 
4 
5 

-, 2 
-, 4 
-, 2 
-, 4 
8 '2 
9 '2 

JO all 

Human Rangu 
Human Scout 
Human Scout 

Human Scout 
Human Scout 
Human Scout 
Human Scout 
Human Bard 
Human &rd 
Human Bard 

-I 4 JO all Human Bard 
-, 
o 
5 

4 TO all 
5 -2 a 
6 -I 2 

5 5 -, 2 
9 '4 
-5 0 
10 all 

-2 0 

-4 4 
5 4 

- ,  4 
o 5 
6 4 -5 0 

6 6 -I 2 
5 
5 

- ,  

- ,  
6 
5 
o 

::. 
5 

6 
6 

- ,  

4 
6 

- , 
-, 
2 

'0 
-, 

2 
2 
2 

'4 
4 

6 -I 2 
2 -5 a 
3 8 TO 

6 -I 2 

Human Bard 
Human Rangtt 
Human Scout 

Human Scout 
Human Bard 
Hobbit Scout 
Human Bard 
Human Rangu 
Hobbit Scout 

Human Scout 
Human Scout 
Human Scout 
Half-troll Bard 

Human Bard 
Human Scout 
Human Scout 
Human Warrior 
Human B.ard 
Human Scout 

• 
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EP End SO' 

LESSER POWERS (Section 8.2.2) 
&umyakund 4800 99 
D�go�" 2400 67 
Echano" 2400 49 
Fiord 3300 95 
Olby 
Pdc�n 
Sheri 

1500 49 
3000 95 
2400 86 

THARBAO (St:ction 8.2.3) 

o 

2 

2 
2 

, 

2 
o 

Erthil 2400 63 
58 
53 

-2 3 
Faradon 
Silivrien 

3900 
4500 

1 1 
o 0 

Mercenary Captains 
Auh.5.d 
Daeros 
Forak 
Khanil 

3000 95 2 
3300 58 
3000 90 0 
3300 58 I 

LEADERS OF RHUDAUR (Section 8.3) 
Broggha 5400 104 2 
Eldirie! 6O(X) 104 '1. 
E�i1 4800 104 2 
M.uchbram 3600 95 2 

THE ELVES OF ERIADOR (ScC[ion 8.4) 
Andovon Pathdal 5100 53 0 
Arwcn 4200 57 -I 
Elladan & Elrohir 7200 53 
Ellindid Orgal.td 1 ' 100 66 0 
Filegdir '1.700 53 0 
6rid 2400 53 0 

THE MAlAR AND 1ST ARI (Section 8.5) 
Gandalf the Grey 10200 62 0 
Linyuile 20700 165 4 
Samman the Many-coloredI4700 71 1 

During the War of thot Ring. 

Solmman the \Vhite 14700 71 1 
330 53 0 

FIGURES OF OTHER TIMES (Section 8.6) 
Figures from the Second Age (Seclion 8.6.1) 
Elendil 17700 131 3 

2 

2 

1 
3 

1 
o 

57000 213 7 7 

Figura from T.A 1409 (Section 8.6.2) 
Arveleg 1 8100 58 I 
Malbom 7200 62 0 

2 
o 

lnt Mov ocr 

o 

o 
o 
o 
o 
o 

o 
o 
2 

o 
o 
o 
o 

o 
o 
o 
o 

2 

2 

2 
3 
2 

2 
2 

o 
6 

o 
2 

1 
-I 

- I  

- I  
- I  

-2 

-I 

-I 

-I 
-I 
-I 
-I 

-I 
4 
-I 

-I 
-I 

-I  
6 

-I 

3 
2 

3 

3 
3 

3 

3 

3 

3 
3 
3 
3 

2 

2 

2 
2 

2 

3 
8 

1 
7 
2 
2 
2 
2 
2 

2 
3 
2 

2 
3 

3 

2 
2 
2 
2 

8 

9 

7 
7 

3 
2 
4 

4 
2 

2 
7 

3 
3 

-I '1. -2 2 
o 4 -2 0 
5 5 - I  2 
o 2 -5 0 
4 4 -I 2 
o -5 0 
o -5 0 

6 
5 
- I  

5 -5 0 
6 -I 2 
4 10 14 

225 

Elf Warrior 
Human Ranger 
Humm Scout 
Human Warnor 
Hunun Scout 
Hunun Warnor 
Human \Varrior 

Hobbit Scout 
Human Scout 
Human Bard 

o -5 0 Human Warrior 
5 5 -I 2 Human Scout 
-I -2 2 Ore Warrior 
5 5 -I 2 Human Scout 

2 -5 0 
I 2 -5 0 
o 2 -5 0 
o 2 -5 0 

o 

o 
8 
o 

8 0 2  
5 8 12 
8 0 2  
5 10 all 
6 -3 0 
6 -3 0 

5 10 all 
7 12 all 
5 10 all 

Human \Vanior 
Human \Vanior 
Human \Vanior 
Human Warrior 

Half-elf Ranger 
Half-elf Bard 
Half-elf Ranger 
Elf Bard 
Half�lfRanger 

isunn Bard 
Maiann Bard 
!stann Board 

o 5 10 all hunn Bard 
-4 .. 0 all hunn Bard 

I 2 -2 2 
1 1 7 30 6  

Human \Varnor 
Elf&rd 

6 7 -I 4 Human $cOUI 
-I 5 10 all Hwnan Bard 
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N=, EP Eod So- lo' Mo, D,f Notes 

Figures from T.A. 1974 ($cerion 8.6.3) 
Anorras 1800 67 0 -I 2 6 0 4 -2 0 Human Ranger 
Aranarth 5100 76 0 -I  2 8 0 5 -2 0 Human Ranger 
Aranarth 9300 76 2 I -I 2 10 0 6 -2 0 Human Ranger 
Arvedui 6900 58 2 0 1 I 3 6 7 - I  4 Human Scout 
Bucca 1500 63 -2 3 0 -2 3 2 5 4 -5 0 Hobbit Scout 
Eamur 9000 58 2 2 0 3 7 7 -I 4 Human Scout 
Malbcth 8100 62 0 0 2 -I  3 0 5 10 ,II Human Bard 

Figures from T A 3018 and After (Section 8.6.4) 
Aragom II 7800 76 2 , 0 - I 2 9 0 6 -2 0 Human Ranger 
Ikretar 6600 76 2 0 - I  2 9 0 5 -2 0 Human Ranger 
Eicssar 10500 76 2 I - I  2 10 0 6 -2 0 Human Ranger 
M<ny 2100 63 -2 3 0 -2 3 2 6 4 -5 0 Hobbit Scout 
Paladin 1800 63 -2 3 0 -2 3 2 6 4 -5 0 Hobbit Scout 
Pippin 2100 63 -2 3 0 -2 3 2 6 4 -5 0 Hobbit Scout 
s'm 2400 63 -2 3 0 -2 3 2 6 5 -5 0 Hobbit Scout 

KEY Int= Intelligence Gen= General 
EP= Experience Points Mov= Movement Sub= Subtn-fugc 
End= Endurance DB= Defense Bonus Pen;:= Perception 
$U"= Strength Md OS= Melee Offensive Bonus Mag= Magical 

Mis 08== Missile Offensive Bonus Number Known 

12.S LOR MILITARY BEAST TABLE 

Normal Charge Flee Mdee Mdte Mi$$ilc 
Name Movement Defense Defense Defense Endurance OS Damage OS Damage 
",U 6 4 2 6 7 0 -3 - -
Drogryn Ann (War Oog5) 8 4 3 5 90 4 3 - -
Orogryn GeJedhrim (War Dogs) 8 5 4 5 90 4 3 - -
Errych (Elven Horse) 9 6 4 8 90 5 3 - -
Horscs 6 3 I 4 60 3 3 - -
Nimrych (Mid-horsc) 5 3 2 4 60 3 3 - -
Wargs 4 6 4 8 90- 4 3 - -
\Var-horses 4 4 3 3 80 4 3 - -
War-wolvcs 7 5 3 7 85· 5 3 - -
Wolvcs 7 3 I 4 55 2 0 - -

• 



12.6 LOR CONVERSION NOTES 
The fAR tables from Section 12.0 provide you with all 

the statistical info you need on the chancters dcscri�d in 
Arncw: ne Ptopu. However, the magical items possessed by 
them also contain stars for weapons, armor, wands, staves, 
amulets. etc. The conversion instructions below will 
enable you to translate MERP iums into loR items. 

12.6.1 SPELLS 
Wc.apons, :lrmar, garments, jewelry. wands. and staves 

often permit their bearu or wearer to c3Srspdls. If an item 
bestows such spell casting abiliry, then this Retion lists the 
relevant MERP and RoImwsttr spdl list5 and MER.P and 
Rolmuuttr spell names. To convert the spells into uR 

spells. look up the MERP spell list on the chart below 
which gives the corresponding LeR spell. (Rarely, an item 
grants a custom spell that exists in neither MERP nor 
RoImwsttr nor loR; in such casu, a specific description of 
its effects, independent of any system, is given in the rext 
to provide all you nttd to know to GM tht play.) 

OPEN EssEl'olCE SPELLS 
MERP List ................................................................... loR 5ptll 
Physical Enhanctment .......................................... Balance 
Essence's Ways ........................................... Concentration 
Unbarring Ways ....................................................... Spetd 
Essence Hand ............................................................ Shield 
Spdl Ways .................................. Protection from Magic 
Essl':.nct Perceptions .................................. Concentration 
Illusions ............................................................ Camouflage 
Spirit Mastery ............................................................. Calm 

MAGE SPf:l.l.S 
MERP List ......................................................... loR Spell 
Fire Law ................................................................. Fire Bolt 
Ice Law ................................................................... Fire Bolt 
Earth Law ..................................................... Irtm Analysis 
Light Law .............................................................. Fire Bolt 
Wind Law ................................... Protection from Magic 
Water Law ................................................................... Luck 
Lofty Bridge ............................................................... S�d 
Living Change ....................................................... Strtngth 

BARD SPEu.s 
MERP Lin ......................................................... loR Spell 
Lort ............................................................... Concentration 
Controlling Songs ...................................................... Calm 
Sound Control ............................................................. Luck 
Item Lore ...................................................... Item Analysis 

OPEN CHANNEUNG SPEUS 
MERP List ......................................................... loR Spell 
Nature's Lore .............................................. Concentration 
Naturt's Movement .................................................. Speed 
Spdl Defense .............................. Protection from Magic 
Surface Ways ......................................................... Healing 
Protections ................................................................. Shield 
Dttection Mastery .................................... Concentration 
Sound/Light Ways ............................................. Fire Bolt 
Calm Spirits ................................................................ Calm 

ANIMIST SPEllS 
MERP List ......................................................... loR Spell 
Direct Channding ........................................ Clairvoyance 
Blood Ways ............................................................ Healing 
Bone/Muscle Ways .............................................. Healing 
Organ Ways ........................................................... Healing 
Animal Mastery ......................................... Chann Animal 
Plant Mastery .................................................. Camouflage 
Purifications ................................................................. Luck 
Creations ............................................................ Sustenance 

-RANGEP. SP8.lS 
MERP List ......................................................... loR Spell 
Path Masttry ............................................... Concentration 
Moving Ways ............................................................ Spetd 
Nature's Guises .............................................. Camouflage 
Nature's Ways ........................................... Chann Animal 

12.6.2 MAGIC ITEMS 
Most of the magical articles found in Middle-earth fall 

into three broad catagorits: weapons, armor, or spell 
casting enhancement. MERP describes the capabilities of 
such items with tenns having specific game system defini­
tions. Below, we present these terms with definitions 
adapted for the loR system. 

WEAPONS 
Additional Critic:als: In MERP combat, serious wounds 

arc represented by critical damage. Nonnal weapons 
widded skillfully can deliver critical damage. 
Magical weapons sometimes ddiver an additional 
critical: a cold critical, an dectrical critical, a 
grappling critical, a heat critical, an impact critical. a 
slashing critical, or an unbalancing critical. 

In loR, nonnal criticals are represented by the U 
and K results on the loR Comlllll T"blt. The GM 
need only referet nonnal loR combat. 

Additional criticals---excepting grappling, 
slashing, and unbalancing-are handled thusly in 
loR combat: upon a U or K result, for I':.ach addi­
tional critical a weapon is capable of ddivering, roll 
one D6 die and apply the result to the damage 
delivered to the target. If the additional critical is 
labeled as being " equal in severity:' roll one die­
the result is the number of dice that arc rolled to 
decennine the extra damage delivered. 
Grappling critica1s: Upon a U or K result, when hit 

by a weapon that docs grappling criticals, the 
target must roll the dice (2D6) and add his 
Agility bonus; if the result is equal to or higher 
than the rotal attack roll, the target is not 
entangled and may act nonnally; if the result is 
lower th;ln the (ota.! attack roll, the target is 
entangled and may take no action for the number 
of rounds equal to the differcnce betwecn the 
attacker'� total attack roll and the target's Agility 
maneuver. 

• 
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For tXllmplt, Jos Hallr/ llx £urrriing throws his 
mchan/ta bola III U!tilns fbi Nortbnuln who is fitting. 
Haur/'s Missilt OB ;s +3. His bola has an OB oj +2 
and Jtli."m grappling rrilirals. Haurf's playu rolls fix dirt 

Jar a remit oj 6. His 10lal aI/ark roil is J + 2 + 6 = 
I I. 

U!tiLu' bJmst bonus is +2. Additionally, be wt'aN II 

bdmd (SIt btu,w), whirh mums ,bal U rtjll/ts on lilt 
Combat Table do nol kno(k him au/. 

Cbt(hng ,be Table, Wi Ire tbal Haurl has IIchiEVtd II U 
muk Ibis r1Jfans WI' musl also d1trk lIN rtSwlt oj fbt 
grappling a�jlily oj tbe bola. 

U!tilas' pi4yrr rolls fbi diu anJ.gm II 9. 1Jx Norlbtnlln 
has an Agility bonus oj + I, so his lolal is 10, which is 1m 
than HaNr/'s I I. !bus U!filas is mlal/gltJ lind bas takm 
I I  points oj Jaml/gr, bUI is 110t unrOnUi(lIH. 

Unbalancing criticals: Upon a U or K result, when 
hit by a weapon that does unbalancing criticals. 
the target must roll the dice (206) and add his 
Agility bonus; if the result is equal to or higher 
than the total attack roll, the target remains on 
his or her feet and may act normally; if the result 
is lower than the total attack roll, the target is 
knocked to the ground and takes damage equal 
to one die roll. 

Slashing criticw: Upon a U or K result, when hit 
by a weapon that does slashing criticals, the 
target must roll one die (106); the result is the 
number of points of damage the target receives at 
the end of each round due to bleeding. 

Of Slaying cre:atures: Some weapons are described as 
being OJ Slttying Orcs or OJ Sl4ying Dragons or OJ 
Slttying Trolls, etc. Whenever such a weapon is used 
to attack the creature designated by this description, 
add +2 to the attack roll on the Combat Table. This 
bonus is cumulative with any bonus present due to 
Holy virtues (sec below). The maximum result is 
12. 

Of Slaying items: Some weapons are described as 
being OJ Sl4ying swords or OJ Sl4ying weapons or OJ 
Slaying armor or C!! Slaying shields, etc. Such weapons 
perform this destruction under conditions such as 
"targeting an opponellt's weapon" or "if opponent 
parries" or some other parameters which are 
explicitly presented. Whenever such a weapon is 
used to attack the item designated by its description, 
the attacker should roll on the +6 column of the 
Combat Table. The GM should move the column used 
to the right for every + l OB/DB possessed by the 
target item. If the result of the roll is a U or a K, the 
target item is destroyed immediately. Any number 
results are ignored. 

Holy/Unholy weapons: These arc weapons possessing 
the special favor of a Vala or a Maia (pure or 
fallen). Most have a reputation and are known on 
sight by their wielde:rs' enemies. Holy weapons act 
as weapons OJ Slttying versus all beings aligned with 
Sauron or Morgoth. Unholy weapons act as 
weapons C!! Si.lying versus all beings in emnity to 
Sauron or his evil master. (This bonus is cumulative 
with any more specific slaying abilities, such as C!! 
Slaying undead.) 

ARMOR 

MERP armor is usually described as possessing a spe­
cific defensive bonus. To convert this MER.P DB into a 
LoR defense bonus, simply divide it by 5. Sometimes 
armor has special capabilities, such as protecting its wearer 
from specific criticals. Such abilities are usually derailed in 
words rather than numbers and can be readily applied to 
any game system. 

Helmets: In LoR, combatants who wear helms have an 
advantage over those who don't. Roll the dice 
(206) when a character wearing a helm receives a U 
result on the Combat Tabk. If the roll is 8 or higher, 
the character receives damage equal to the attack 
roll, but remains conscious, unless the damage puts 
his or her damage total higher than Endurance. Any 
bonus from a magical helm should be added to the 
determining dice roll. 

SPELL CASTING ENHANCEMENT 
Many items that enhance spell casting do so by granting 

their user specific spells. To convert the spells of such 
items from MERP spells to LoR spells, use the procedure 
outlined under Traps above. Two special types of spell 
enhancing items are presented below. 
Spdl adders: Spell adders are nonnally described as + 1 

adders or +2 adders or +3 adders. Characters with 
an adder may cast anyone learned spell once a day 
for every +1 possessed by the adder. (A +2 adder 
bestows 2 spells; a +3 adder 3 spells.) The caster 
takes no damage for spells cast using an adder. The 
caster may not carry more than one adder on his or 
her person. 

Spell multipliers: Spell multipliers are normally 
described as x2, x3, x4, etc. Characters with a 
multiplier may reduce the damage taken due to 
casting a spell as follows: divide the damage taken 
by the multiplier value. (A character must always 
take at least I point of damage when casting a 
'1"11.) 

For example, Fire Bolt results nonnally in 6 
points of damage taken. Eun the Dunnish Bard has 
a x3 multiplier. When she casts a Fire Bolt, she • 
takes only 2 points of damage (6 -:- 3 = 2). 
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J.R.R. Tolkien's classic works, The Lord of the Ringi .... and The Hobbit, have stimulated and inspired fantasy role players and fantasy readers 
for the past SO years. Now, experience this epic setting in full detail with Middle-earth Role Playing (MERr), an exciting, intermediate-level 
fantasy role playing system that is perfect for Tolkien enthusiasts as well as experienced garners! 

2001 MERP-2nd Edition Rules/Softbound $20.00 

2002 MERP-2nd Ed. Accessory Pack-Boxed $15.00 
This boxed play aid for use with Middle-earth Role Playing 2nd Edition 

rulesbook gives players everything they need for a deluxe set-up of their 
role playing events! An ideal accessory for newcomers and veteransalikel 
Contents are: one 16 page B&W book of displays & f100rplans for 
adventure material in the MERP 2nd Edition rulesbOQk, one 32 page 
B&W book with an additional introductory adventure, one new 16 page 
color book of displays for use with the 32 page adventure, color card­
board characters (with some new characters added) & stands, dice and 
plastic hex sheet overlays. Bring your MERP campaign to life! (Note: 
some of these materials were prevously published as contents of ST II 
8100, MERP Boxed Set). This is not a complele game-the MERP rules 
are required. 

2003 Middle-earth Campaign Guide- $20.00 
The must-have background sourcebook for Middle-earth Role Playing 

bId Edition rules, the Campaign Guidebook gives you 112 packed pages 
+ a full 24" x 36" color map insert of Middle-earth. This sourcebook is a 
compilation of material originally published as two separate titles, 
Middle-earth Campaign o-Adventure: Guidebook, Volumes I & II (12200 
& 112210). The well-documented reaches of northwestern Endor, as well 
as the shadowy lands that comprise the rest of the continent are included 
in the in-depth coverage of the entire history of the West. Theme maps 
detailing topography, climate, trade routes & population centers will 
help any Middle-earth campaign. There are also guidelines for incorpo­
rating the Middle-earth setting into other major role playing systems, 
such as ICE's advanced level Rolemasttr-. Also included is a comprehen­
sive glossary of terms for the unique names Tolkien created for the 
people, cultures, and places of Middle-earth. The Elvish dictionary 
provides notes on pronunciation and grammar. All in all this is a stellar 
publication for Middle·earth garners and collectors! 

2004 MERP-2nd Edition Combat Screen- $8.00 
A useful play aid for both players and gamemasters and for use with 

Middle-earth Role Playing 2nd Edition, this sturdy combat screen in­
cludes all the MERPtabies needed for battles, maneuvering, and action. 
Speed up your role playing campaign with these tables at your fingertips! 
The screen measures 34" x II" and the two 17" x II" reference sheets can 
be used as screen extenders. Most of this material was previously pub­
lished in the combat screen for the previous edition of MERP. The 
Combat Screen will include some changes in tables corresponding to 
MERP 2nd Edition, but is usable for all editions of MERP. 

2006 Valar and Maiar- (Peoples ofM-e) $15.00 
Valar and Maiar is the first book in ICE's new �Peoples of Middle­

earth" series, for use with Middle-earth Role Playing 2nd Edition. This 
lavishly-illustrated, 96-page character compendiu m documents the Holy 
Ones, the guardians of Middle-earth. Here you'll find detailed descrip­
tions of all the exalted Valar, including Manwi! (Lord of the Powers), 
Elbereth (Queen of the Stars), Aule! (Father of the Dwarves), and the 
Black Enemy Morgoth (Father of Evil). You'll also find complete sum­
maries of the Valar's immortal servants, the Maiar: including the noble 
Wizards like Gandalf and Saruman and awful overlords like the fiery 
Balrog of Moria and Sauron, the Lord of the Rings. Covering everything 
from enchanted powers to mystical magic items, Valar o-Maiar should 
delight any fan ofTolkien's wondrous world. 

2007 Minas Tirith- (Citadel ofM-e) $25.00 
The first city-book previously published for Middle-earth Role Play­

ing, returns as the first in a series of Citadels for MERP 2nd. Edition. This 
new printing of Minas Tidth, will feature a brand new, expanded and 
improved 2 ft. x 3 ft. full color city map insert! A new layout with some 
new interior art will make this a 224 page perfect bound book full of all 
the information you need to takeyourcampaign to the famous Guarded 
City of Minas Tirth. No other city in western Middle-earth offers greater 
hope for the defense of the Free Peoples. This printing of Minas Tirth will 
also include stats for the Lord of Rings Adventure Game�. 

2008 Middle-earth Role Playing Poster Maps- $15.00 
Finally, ICE's original mapofMiddle-earth is available again in poster 

format! This 2' x 3' poster map includes the wild lands-north, south, 
and east-and does not have a grid overlay. This map will also be on 
heavier paper than the gridded map included in ICE's Middle-earth 
Campaign Gllide{ST 12003). Also included in this finely packaged tubed 
set is ICE's second major map, Northwestern Middle-earth, that first 
appeared in the second guidebook and is currently available in ICE's 
Northwestern Middle-earth Gazetteer (ST '4002). This map focuses on 
the most well known areas of Middle-earth where the action really is­
from ArnOT to Mordorand from Angmar to Gondor-this map presents 
a more close up view of the settings for many of ICE's campaign 
supplements than the original Middle-earth map. The Northwestern 
Middle-earth map is 22" x 34" and will also be on heavier paper without 
a grid overlay. 

2010 Treasures of Middle -earth-(Sourcebook) $20.00 
This 200+ page sourcebook details the most powerful artifacts of 

Tolkien's world, including Aragorn's sword Anduril, the palanlfri saved 
from drowned Numenor, and Sauron's One Ring. Thiscompendium is 
a revised version of the sourcebook previously released in 1989 (now out 
of print). This new printing will feature the same Angus McBride cover 
art, but with the MERP 2nd Ed. trade dress. The new Treasures of M-e 
features twice as many illustrations and includes complete stats for the 
Lord of the Rings Adventure Game in addition to MERP 0- Rolemaster 
stats. If, like Bilbo, you've ever felt �the love of beautiful things, made by 
hands and by cunning and by magic," then Treasures of Middle-earth 
belongs in your fantasy role playing campaign. 

2012 Creatures of Middle-earth-Sourcebook $18.00 
This product details the significant beasts and monsters ofTolkien's 

world-the kelvar, living things that move, born of the Great Song, such 
as ravens, ulmodili (dolphins), mearas (descendants ofOromi!'s steed), 
olipha nts, great eagles, crebain, and black swans; as well as twisted th ings 
�ofhorn and ivory" that �dye the earth with blood" at Morgoth's behest. 

2013 Elves (Peoples ofM-e)- $20.00 
Elves presents the Firstborn, the Quendi, the �Speakers." They awoke 

under the stars before the ascension of the Moon and the Sun and loved 
ever after the twilight when Varda's lamps shone forth. The stories of 
their most illustrious figures-Fi!anor, creator of the Silmarils, Eitrendil, 
voyager of the skies, Galadriel, Queen ofL6rien, Celebrimbor, forger of 
the Rings of Power-are recounted here. • 

These fine products are sold at beller retail oullets worldwide. 
A\Illilable at beller game S1ores--or order from ICE, Inc. P.O. Box l60S 
Charlottesville Va 229{12, USA. Prices are subject to alteration without 
prior notice. VISA & MASTERCARD orders (and catalog requests) call 

(800) 325-0479. Va rC$ident$, Canadians and overseas customers call 
(8Q.4) 295-3917. Pleas�.make phone orders during business hours: 9am­
Spm, Eastern Standard Time, Mon·Fri. Call or Write for p free CIltalog! 



2014 Dol Guldur- (Citadel ofM-e) $25.00 
Dol Gu/dur documents the history, design, layout, garrison, and 

inhabitants of the Hill of Sorcery, the volcanic stronghold in Mirkwood. 
The cinder cone looms over a vale strangely quiet an barren amidst the 
forests. No birds fly across the Nan Lane, the Naked Valley, and thistles 
and briars comprise its vegetation. Within the mountains, intricate pils 
and chambers tunnel deep into the earth, and a miasma of evil coils 
amidst the shadows. This all-new volume of the Citadels of Middle-earth 
series presents over 20 pages of maps and f100rplans detailing the 
Necromancer's awful lair. It indudes complete slats for MERP, the Lord 
of the Rings Adventure Game, and RolemaSfer. 

, 
2015. Kin-strife- (Sourcebook) $25.00 

This product presents the people, politics. and armies of Gondor 
under the repressive rule of Castimir the Usurper. The six largest cities 
of the South-kingdom-Pelargir, Umbar, Lond Ernil, Osgiliath, Minas 
Arnor, and Minas Ithil-are described along with their administrative 
structures, military organization, and legal systems. Adventures tied to 
each metropolis bring the civil war to life. Strange conspiracies and webs 
of de<eit await the bold and loyal! 

2016 Lake-town- (Citadel ofM-e) $25.00 
Explore the Northron settlement where Bilbo and the Dwarves were 

feasted and supplied during their journey toward Smaug the Dragon! 
Moor you r boat at the town's quays, search for exotic goods from the East 
in the stalls of its Great Wharf, or witness the changing of its formidable 
Bridge Guard accompanied by the retrieval of the hlaestingas, the col­
lected trade tiffs. Lake-town presents this mercantile center in all its vivid 
bustle, including craft associations, the burgs coiner. drihten who colle<t 
the toils, and smugglers. An introductory adventure followed by a two­
part mini-campaign draws player characters into the watery labyrinth 
amidst the piles below the town's wooden streelS and out into the wide 
lands surrounding the Long Lake. In the aftermath of the Plague, Orcs 
and Trolls and Undead have the upper hand in the Wilds. Keep your 
hand on your sword hilt, if you venture far from Esgaroth! 

2017 The Shire- (Realm ofM-e) 530.00 
Hobbits are "a little people, about half ou r height. and smaller than the 

bearded Dwarves. Hobbits have no beards. There is little or no magic 
about them ... they dress in bright colors ... wear no shoes ... have long 
clever brown fingers, good-natured faces, and laugh deep fruity laughs 
(espe<ially after dinner, which they have twice a day when they can get 
it)." IJRR TOLKIENI Come visit the Shire-a place "in the quiet of the 
world," where there is "less noise and more green" -and enjoy the 
hospitality of the Hobbits who dwell there. In addition to a warm 
welcome, and six meals a day, you'll discoverthat adventure remains not 
so far at bay as the Shire's inhabitants desire. Even in the days of their 
prosperity, the dangers of the Wild impinge upon the settled life of 
farmer, crafter, and gentlehobbit. While du ring the tu rbu lent years of the 
Shire's founding, ruffians and squatters and jealous Dunadan nobles stir 
up a brew of violence that troubles the peace of every hill and dale where 
Hobbits dwell! 

2018 Angmar-(Rea1m ofM-e) 525.00 
The Iron-home, domain of the Witch-king, is a cold, bleak land 

roamed bydark-robed Warrior Priests. Thesesinisterwanderers oversee 
the slaves, soldiery, and Orcish tribes who serve the master ofCarn Dum. 
Fear is their whip-handle and shadow their wake. The sunshine of 
Angmar is thin: the bitterness of the climate lodges deep in both the land 
and its inhabitants. The Iron-horne's chill darkness threatens not only 
neighboring Arthedain, but all the Free Peoples of Middle-earth. This 
printing of Angmur is a reprint of the 1989 1CE module titled Empire of 
the Witch-king. Allgmur is now repackaged and considered a M-e Realm 
piece for MERP 2nd Ed. Rules. Many exquisite new interior illustrations 
are featured and there is a full color insert. 

2019 Mirkwood- (Rea1m ofM-e) 525.00 
Once named Greenwood the Great, the forest east of the Misty 

Mountains harbored trees as old as the Sun and the Moon. Elves feasted 
and sang in the dappled light beneath their ancient boughs. The brooks 
were clear, and the breaes sweet. The coming of the Necromancer 
changed the character of the woodland. Shadows emanated from his 
stronghold in the south of the forest. The trees became twisted and veil ed 
in sinister hanging mosses. Foulcreatures crept the night. Innocent birds 
and beasts fled. Adventurers who enter Mirkwood risk either the snares 
of the Necromancer's minions or the confusing magicks of the Silvan 
Elves grown perilously wary in their slow retreat north. Mirkwood is a 
reprint of the 1988 release. This printing features many more illustra­
tions and stats for The Lord of the Rings Adventure Game in addition to 
those for MERP and Rolemusler. 

2020 Southern Gondor: The People 522.00 
Sou/hun Gondor; ThePeopletells the tale ofElendil's sons, Isildur and 

An'rion, re<ounting their arrival on the shores of Endor and moving 
through the events of the great nation they founded there. The Daen 
peoples who first dwelt in the lands of Gondor make their bow in our 
history, followed by the Pelargirean League who preceded the Faithful in 
the southern reaches of the realm. The PrincesofBeifalas, the Haruze of 
Harondor. and the Corsairs of Umbar all receive a moment in the 
spotlight, and the complex political and military ebb and flow they 
engender provides ample opportunity for adventure. 

Southern Gondor; The People reaches back tothe First Age to reveal the 
realm at that time and follow it through the millennia to the Fourth Age 
and the reign of Aragorn 11. Culture, politics, religion, and individuals of 
note receive complete and compelling coverage-from the watch -ston es 
of the Woses and the chiefta in ofthe Oathbreakers to the moon-calend ar 
of the Uinendili and the sacred Karma of Aldarion. Chapters presenting 
history, warcraft, the distribution of power, festivals, and 10 thrilling 
adventures bring it a1l to vibrant life. 

2021 Southern Gondor: The Land $30.00 
Southern Gondor: The Land presents the realms of Gondor's coastal 

provinces in vivid color and detail. The lay of rock, mountain, and forest; 
the way of beast and plant; the placement of haven and citadel; the ebb 
and flow of peril and adventure-all play a part in this exciting region. 

Dare you seek the ancient lost Karma of Aldarionr Have you the 
courage to unearth the secrets of Fuinar's Wem Can you sustain hope 
amidst the shadows of the late Thi rd Age to march in Elessar's van against 
the Dark Lord of Mordor? These challenges and more await the bold in 
the annals of Southern Gondor. So enter the lands of the Faithful and test 
the strength of your heart! 

Southern Gondor; The Land includes :} color terrain maps each mea­
suring 16� x 21M and covering Andrast, Anfalas, Lamedon, Lebennin, 
Loossarnach, Harithilien, and Harondor. A 76-page gazetteer contains 
descriptions for every site and road appearing on the map. And 2 
campaign-style adventures carry GMs and player characters on epic 
journeys across these marvelous lands. 

LRO Lord of the Rings Adventure Game- $18.00 
You thought The Hobbit was a great read, and The Lord of the Rings 

unsurpassable. And now your hoping to find moreofTolkien's magic in 
a game. Playing Lord of the Rings Adventure Game (LOR), you'll experi­
ence that magic in a new way. LOR is our first truly introductory role 
playing game system. Open the first book, and you start playing rigHt 
away. LOR introduces novices to role playing in Middle-earth. It's easy 
and fun-there's no weighty tome of rules that must be read before 
entertainment begins. Instead, the first pages of the adventure, Dawn 
Comes &r/y, explain the most basic concepts. Then the players choose 
characters and you're playing before you know it. 




