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ar over the misty mountains cold
To dungeons deep and caverns old
We must away ere break of day
To seck the pale enchanted gold.

The dwarves of yore made mighty spells,
While batnmers fell like ringing bells

In places deep, where dark things sleep,
In hollow balls beneath the fells.

For ancient king and elvish lord |

There many a gleaming golden hoard

I7Jey sbapzd and wrougbt, and lngt t]aey ccmgbt
To hide in gems on hilt qf sword.

On silver necklaces they strung
The flowering stars, on crowns they hung
The dragon~fire, in twisted wire

They meshed the light of moon and sun.

Far over the misty mountains cold
To dungeons deep and caverns old
We must away, ere break qf day,
To claim our long-forgotten gold.

— J.R.R. Tolkien, The Hobbit, page 14-15*
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t was nighttime in Mirkwood Forest, and Moraglar
sat in the topmost chamber of the highest tower of bis
citadel there. No torches illumined the vaulted space,
but a single ray of light from the moon fell through a
circular opening in the domed ceiling and onto the still
waters filling a basin below.

The Elven mage frowned and peered more closely at the vague hues
sbjﬁing within the basin.

“The son is like the father,” he muttered. “Killing the elder has
merely brought the younger to my threshold. Let bim learn too that the
Halflings should not meddle in the schemes of such as I He stroked
the blade of the wicked knife secured in his belt.

+ ONE -
INTRODUCTION

If you played the first trilogy of the Lord of the Rings
Adventure Game™ when it was hot off the presses,
you've had a long wait for the next adventure. Let’s
hope our mothers’ words were right: Anticipation only
makes a good thing better!

You'll be the judge of that. (Although I suspect
that Middle-earth and FRP are on your list of Things
to Enjoy for good!)

Right now you stand at the beginning of the first
adventure of the second trilogy. You won't meet the
villain who awaits adventurers in Mirkwood quite
yet, but you'll see some of his nasty handiwork. And
the Misty Mountains should be quite exciting enough,
even without his presence!

Gather your players, and read aloud the summary
below (“BAD MEN, FULL O’ THIEVERY")to remind
yourselves of the adventurers’ daring deeds in the
bandit keep. (If you weren’t able to play that adven-
ture, give each PC 500 Experience Points and make sure
they all know that they have a copy of the map of
refuges used by enemies of the Necromancer—page

I1.

V%fhile your players update their Character Records,
you (the GM) should read silently to yourself THE
TALE (background for this adventure), AN OLDER
TALE (background for the entire trilogy), and KEEPIT
UNDER YOUR HAT. Then go to page 13 for Scene One.

GM NOTE
It may have been so many months since your
last session of role playing that you've forgotten
who the principal characters are! If you're really
drawing a blank, do reopen your LOR box and
reread the character histories. But if you just need
your memory jogged a bit, here’s a brief list.

Tolman Greenthumb—the happy-go-lucky Hobbit
Finder from Bree. His parents are dead, and he
shares the family smial with his twin sister, Lily.
Tolman is a Scout.

Lily Greenthumb—Tolman’s practical Hobbit twin
who paints exquisite landscapes and bakes the most
mouthwatering crumpets in Bree-land. Lily isa Scout.

Glain—a Dwarf from the Blue Mountains. He trav-
els continually making trades (and money) through-
out Eriador. Glain is a Warrior.

Tatharina—assistant to Fanuira, Bree's expert healer
and herbalist. Tatharina grew up among the Men
and Hobbits of Eriador and knows little of her
special Beorning heritage. She is a Bard.

Gallind—Elven Bard who promised his father that
he would find the lost family heirloom, a crown
named the Rhivaran. Gallind’s homeis in Rivendell.

Rilwen—a Half-elven naturalist who left Mirkwood
as a child with her parents. She lives in Rivendell,
but hopes to re-visit her birthplace and to return a
pendant lent to her by a friend. Rilwen is a Ranger.




“BAD MEN, FULL O’ THIEVERY"”

(Here 1s the summary that reviews your most
recent adventure in the Trollshaws of Rhudaur.)

Gandalf the Grey turned up again after your con-
frontation with the Barrow-wight in “DARKER THAN
THE DARKNESS” His energy continues to surprise
you and most everyone he knows. And, indeed, he
seems to know everyone in Middle-earth and all their
doings.

Certainly he had a firm grip on your own doings!
He had managed to squeeze a little more information
out of Nat and Gil after they spent some time in
Bree’s lockhouse. He had chased you down merely to
tell you the landmarks by which to identify the lair of
Inledair the Bandit-king! And, in his usual fashion,
Gandalf did not stay with you long.

Traveling without the Wizard’s company, you
nonetheless located the bandits’ watchpoint and
formulated a sensible strategy for approaching the
hill unseen.

After your sneaky attack on
the two scoundrels manning
the watchpoint, you went on to
the ruined keep where the re-
mainder of the band lurked.
The melee was furious, but the
bandits were the losers. They
won'tbe troubling law—abiding
travelers again any time soon!

Perhaps more important than
Inledair’s defeat was your dis-
covery of a map marked with
axes and mallorn leaves. When
you showed it to Elrond after
reaching Rivendell, the Elf-lord
was impressed by your find.
Evidently the symbols on the
map indicated the locations of
forgotten refuges used by the
Free Peoples in their long
struggle against the Necroman-
cer. Such safe places as these
could be a significant factor in
the continuing battle against
the Dark Lord.

Elrond invited you to join
his folk at the feast table that night, and merry and

long has the celebration been.

THE TALE

(Here is the background for this adventure: “OVER
THE MISTY MOUNTAINS COLD.")

Moraglar, a Dark EIf in the service of the dread
master of Dol Guldur, journeyed west of Mirkwood
at the order of the Ringwraith named Khamil. He
rode across the Anduin, through the river vales, then
plunged deep into the bowels of the Misty Moun-
tains where the Goblins crawl. The Goblin-king
made obeisance to the fell warrior and gave tribute
into his hands. Moraglar’s steed stamped his hoof
and snorted, unafraid of the darkened passages and
dank caverns.

Up and up again to the light came the Elf. Then
north through the foothills to the ruins of Carn Dam.
There he found a cape sewn of black snake-skins and
a gauntlet fashioned of black horn and bat-pelts.
Moraglar donned both and returned to Dol Guldur
via a pass in the Misty Mountains.



A mighty storm heralded his passage and lingered
among the peaks. Suddenly the sun burst through the
dark clouds. A rainbow leaped in its light, touching
down in a stony dell close by the path. Dancing
amidst the prismatic light was a maiden with graceful
arms and a gauzy cape that resembled light more
closely than fabric. Joy and celebration shone in her
face, and Moraglar felt wrath at her beauty. As she
bent to the earth, sweeping her cape ina full circle, the
EIf tossed his lodestone onto a fold of the radiant
garment.

Pain. Terror. The rainbow maid tugged at her
cloak which was pinned to the ground. The colored
light in which she had danced and the rainbow were
gone. She was trapped.

Moraglar laughed—a harsh sound—and rode
onward. He would send an Orc to retrieve his
lodestone in a week or two, or a year. When the
rainbow’s child had forgotten her joy and her light,
the removal of the stone would no longer matter. She
would be exiled from her sky-realm forever.

AN OLDER TALE

(This is background for the entire second trilogy,
which includes: “OVER THE MISTY MOUNTAINS
COLD” and “BEFORE THE GOBLINS” and “GREATEST
OF THE FORESTS.”)

In Bree, it is common knowledge that Tolman
Greenthumb, Sr. was struck by lightning and killed.
The tale is never told in full, but most folk assume
that the minstrel Hobbit had a moment of ill luck
while wandering the South Downs outside of town.

The assumption is false. Tolman died far away in
Mirkwood Forest at the hands of an evil sorcerer.
Tolman’s widow, Rose, had no desire to bring the
sorcerer’s wrath to her home village. Nor did she wish
her children to grow to adulthood with ideas of
vengeance. Her silence received the approbation of
Gandalf, who brought her husband’s body home for
burial.

However, the Greenthumb offspring possess spir-
its as adventuresome as that of their father, and it
seems likely that they will eventually discover the
truth. It 1s as follows.

Tolman, Sr. liked poking his nose into odd ruins,
abandoned cottages, and unexplored caves. One spring
morning when a light powdering of snow still cov-
ered the ground, he ventured inside a ring of crum-

bling standing stones. The wind seemed to whisper
words in a language the Hobbit could not under-
stand. The sun’s rays strengthened, and the air warmed.
The grass was green and lush within the circle, and no
trace of snow obscured the golden elanor blooming
there. Tolman drew his mandolin from its leather
cover to play a summer ballad. His fingers plucked a
few chords, then grew still. He sighed. The fifth pair
of strings was missing, broken during his vigorous
rendition of The Ride of the Bullroarer last month.

A faint twinkle in a clump of clover caught the
Hobbit’s eye. His hand reached out and drew a thin,
gleaming strand of gold (or was it silver?) from the
ground. His doleful face brightened. He secured the
wire in the space left by the strings missing from his
mandolin and struck a vibrant chord. The air seemed
to quiver for as long as the deep note lingered.

Tolman broke other strings in his career as a
minstrel, but the silvery gold strand found among the
standing stones withstood any abuse and gave always
the richest tones. The Hobbit discovered another of
its capabilities many years later.

Strolling over the downs one evening, he encoun-
tered a bawling lamb. Its head was strangely twisted
and pinned to the ground. Upon closer examination,
it looked as though a spike had been driven through
the creature’s ear into the earth. Tolman leaped
forward, angry at whomever was guilty of such
cruelty, and yanked at the spike. It didn't budge.
Surprised, the Hobbit pulled harder with no effect.
He looked more carefully at the object anchoring the
lamb’s ear. It was oval, with rounded edges, and deep
black in color.

The captive bleated again. Tolman sat down and
pulled out his mandolin. A little music would help
him think. He played the first meter of Lily, Fair Lass
of Oatbarton. With the last note, the lamb shook its
head, tossing the stone that had clamped its ear into
the turf. It climbed to its feet and gamboled away
toward the flock grazing on a neighboring hill.

The Hobbit combed the short grass with his
fingers. He felt something hard, smooth, and oval.
The moment his fist closed around it his vision faded.
He seemed to be staring down a long, dark tunnel. At
its farthest end, a dark-haired Elf looked up, startled.
Equally startled, Tolman let go the stone he had
grasped. The gentle swells of the downs, stretching
toward the horizon, filled his sight again.
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The Hobbit was very cautious as he scooped the
strange talisman into his pack. He muffled his hand
with a handkerchief and used two sticks as tongs.
Later, at home in his study, he experimented with his
find. Nothing he did made it gain the weight it
possessed when he first found the stone. However,
the tunnel-like vision was easier to produce. Each
time Tolman plucked the special string on his man-
dolin and then enclosed the stone in his hand, he saw
the dark Elf, as though at a great distance. The
stranger did not look to be a kindly individual;
indeed, the frown on his brow grew more pro-
nounced every time he filled Tolman'’s sight.

The Hobbit wrapped the stone in a long strip of
linen and placed the bundle in a secret drawer located
in his desk. When Gandalf visited Bree some month’s
later, Tolman asked his professional opinion about
the talisman.

The Wizard had never seen such an item before,
but he didn’t like the look or the feel of it. He insisted
that Tolman refrain from demonstrating its unusual
tunne] vision to him. “If you must keep it, don’t use
it. Keep it safe and secret. Although I urge you to
consulta friend of mine. Your talisman may be more
dangerous than you think!”

These words led Tolman to pay a visit to Rivendell.
The master of the house there, Elrond Half-elven,
knew a little more about the stone. “This 1s a
lodestone tied to a servant of Darkness. Although the
stone enables such a minion to perform many foul
deeds, it is almost more dangerous to keep than to
return it to its owner. If he wishes, he could be
watching and listening to us now through the lode-
stone.”

Elrond rewrapped the talisman in its linen shroud
and gave it to Tolman. “He will send one of his own
to retrieve it eventually. He may come himself. If you
are holding itat that time, it will be the worse for you.
Yet, use care where you discard this thing. Place it
only in a wilderness area, far from the innocent and
helpless. It would be better if it were destroyed, yeta
dragon'’s fires are required for that.”

Tolman decided to travel to far Mirkwood and
leave the lodestone among the forest’s shadows. His
journey across the Misty Mountains was not an easy
one. He had many adventures—coming within a
whisker’s length of never emerging from the peaks at
all—but I will not detail his close calls here.

The Hobbit went so far astray that he wandered
into Loérien without knowing it. His initial welcome
was not warm, but the Lady Galadriel grew more
gracious after hearing his story. From her, he learned
how the lodestone might be used to destroy its
creator.

Tolman left Lorien refreshed and reprovisioned.
His intent was simply to enter the outskirts of
Mirkwood, cast the lodestone as far into its depths as
possible, and return home to Bree. Moraglar pre-
empted his plans. Upon arriving beneath the forest’s
eaves, the Hobbit was captured by Moraglar’s Orcs.
They brought him to their master’s citadel and
locked him in its dungeons.

However, mere locks would never be enough to
keep Tolman behind bars. He escaped his cell and
combed the fortification for an exit. He found one on
the fourth day, after successfully eluding all the
patrolling guards during his enforced visit. It wasn't
soon enough. Moraglar was waiting for the Hobbit
burglar who now knew far too much about the
citadel, its Orc forces, and its defenses.



The Elf mage cast a lightning bolt at his escaping
captive. Tolman plucked the special string on his
mandolin, reversing the lodestone (which still re-
posed in his backpack) and channeling the bolt
b 3 through the stone back to its caster. Moraglar was

- grievously wounded. Tolman was killed.
His body was discarded among Mirkwood’s
w brambles like a sack of trash. Gandalf found him.

Beholding the corpse, the Wizard’s shoulders
slumped, and his face looked more careworn than
usual. How would he break the news to Rose
Greenthumb, Tolman’s widow? Alas that the merry
minstrel should have come to his end so prematurely
and so far from home! Gandalf had counted the
Hobbit among his friends.

KEEP IT UNDER YOUR HAT
Since you are supposed to know more than your
players, here is a brief summary of the adventure in

“OVER THEMISTY MOUNTAINS COLD.” Keep a poker

face while you read it silently—players can do a lot

with just the littlest hint!

Scene One: Gallind and Rilwen remember that their
travels are not done. They withdraw from the feast
in Rivendell to consult with their friends. When
Lily, Tolman, Glain, and Tatharina decide to go
with them over the Misty Mountains, the group
makes plans for the journey. They leave Rivendell,

well-supplied, one fine summer morning.

Scene Two: Once the PCs pass from the foothills into
the mountains, their troubles begin. After they
come across the remains of an old campsite, a
dreadful storm blows up. Then Stone-giants arrive
to play amidst the thunder and lightning. A pair of
unusually hospitable Petty-dwarves offers them
Shelter.

‘"(ii P, Scene Three: The adventurers discover Dwarven ruins.
2 Mpfoe - While exploring the tumbled stones, they meet a
L. maiden caught in an unusual trap. They also find
the entrance to a concealed refuge. Orcs attack
when the PCs reach the topmost level of the
refuge.

n
A

A b i

And now you're ready. Bring your imaginations to
Rivendell—with its fragrant gardens, soft beds, gen-
erous meals, and wondrous inhabitants—then begin

(Scene One, page 13).

10
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nly the flickering flames of the hearth light the
Hall of Fire tonight in Rivendell. The gleam
of a golden strand of hair, a fold of the rich
burgundy velvet of a lady’s gown, the sparkle
of a gem whose heart holds blue fire, the soft

brow above a maiden’s limpid eyes—these

details move in and out of the shifting dusk.

And woven in with the fireshine and shadows, the rippling notes of
a harp cascade through the air like a stream over pebbles in an echoing
grotto. The silver tones of a flute join the melody) carrying your
imagination far away to ocean swells dmped with lacy foam and

caressed by the wings of descending birds.

+ TWO -
SCENE I: “A SHORT REST”

Scene One is composed of two sequences.

TO TRAVEL EAST allows the PCs to plan their
journey over the Misty Mountains and to obtain the
necessary gear.

“A HARD PATH AND A DANGEROUS” starts the ad-
venturers on the first leg of this hazardous expedition.

TO TRAVEL EAST
This sequence makes the transition from the feast at
the end of “BAD MEN, FULL O' THIEVERY" to the
beginning of the journey in “OVER THEMISTY MOUN-
TAINS COLD.”

iends would.
y your promise
ind.”

GM NOTE

The players role playing Gallind and Rilwen
may have forgotten that their characters had
particular goals when they were sidetracked in
Bree by Lily Greenthumb. Now is the time to
remind them.

Rather than baldly restating their self-appointed
duties, letan NPC remind them indirectly. Lauriel
is ideal for the purpose. She has missed her
friends while they were away tighting Trolls,
Barrow-wights, and bandits. She doesn’t want
them leaving any time soon.

What if you, the GM, have forgotten what
Gallind and Rilwen were planning? Here's a
reminder.

Gallind had pledged to fulfill his father’s oath
to find and return the crown named R hivaran to
its owner T athariel. He intended to set out on his
quest immediately following his adieu to his
parents in the Grey Havens.

Rilwen hoped to return the pendant lent to her
by Tathariel many years ago. She was setting out
to do so when Gallind’s mother and father
decided to depart for the West. She postponed
her departure to accompany her friend to the
Grey Havens.
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GM NOTE

The other players may need help in finding good
reasons for their characters to accompany Gallind
and Rilwen across the Misty Mountains. After all,
it will be a very dangerous trip.

Friendship alone may suffice if the players are
feeling abond to one another due to the adventures
they've experienced together. Something about trust-
ing one’s life to a comrade tends to create strong
loyalties.

However, there are other reasons the PCs might
wish to visit the Anduin Vales. Again you should
use Lauriel, or perhaps Galoranna, to subtly sug-
gest these ideas to the players.

Tatharina should have noticed that her Beorning
heritage makes her a little different from anyone
she knows. Her red hair, broader facial features,
and extraordinary resistance to the cold are quite
unusual. Yet she may possess untapped abilities
which remain inaccessible without training. Only a
visit to the Beornings who live in the Anduin Vales
might uncover these mysteries.

Glain s probably very curious about the Dwarven
refuges marked on the map recovered from the
bandits in “BAD MEN, FULL OF THIEVERY.” An
ancient Dwarvish artifact might lie hidden among
the ruins, awaiting the first explorer to be recov-
ered. In any case, the possibility of profitable trade
should lure him east. The Beornings might be very
happy to exchange their honey, furs, and waycakes
for iron hoes, hinges, and table knives. Until re-
cently the passage across the Misty Mountains was
too risky for regular trade. But the Battle of Five
Armies at the Lonely Mountain reduced the forces
of marauding Goblins significantly.

Tolman and Lily Greenthumb should find out
that their father had been a visitor in Rivendell
before his death. Furthermore, he travelled all the
way to Mirkwood for reasons unknown! The tale
of his adventures remains untold in the West, but
perhaps it could be uncovered in the East.

15




Once the PCs have decided to travel eastward, they
will need to determine their route of travel and to
equip themselves propetly. Urge the players to start
planning.

A list of the most important elements to be consid-
ered follows.

Use a copy of the chart on page 22 of The Guidelines
(in the LOR boxed set) to record experience points
during the players’ discussion (as well as their subse-
quent adventures). Each point in the list below
includes a suggested EP value.

* Will the PCs travel on foot or will they use ponies?
If they are mounted, they will be able to carry
enough provisions to last the journey. If they travel

afoot, they will have to forage for food as they
travel. (EPS: 3)

16

. Although they will follow a path ora road, no King
maintains the way over the Hithaeglir. A fall of
rock or the turn of a glacier may have blocked the
route. The PCs should bring rope, and plenty of it,
in case of emergency. Steel pitons would be a wise

addition to the gear bag. (EPs: 15)

* Although it is summer in the Shire and in Rivendell,
the heights of the mountains are cold as winter. Fur
coats, woolen gloves and mufflers, and stout boots
are necessary for survival. (EPs: 9)
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The High Pass

* Wild beasts and rugged terrain are not the only
hazards common to the mountains. Stone-giants
sometimes play on the slopes, while Trolls and
Goblins actively harass travellers. What strategies
will the PCs use to outwit or avoid these enemies?
(EPs: 10-20)

* Shelter is scarce in the mountains. No one lives
there to grant the PCs a night in a barn or goat
shed. The few caves near the road usually harbor
something foul: Goblins, Trolls, Giants, or a
hibemating bear. The PCs will require strong tents
and thick bedrolls. (EPs: 8)

* Water will be common (streams, springs, and
mountain tarns; ice and snow for melting), but the
PCs will need containers and pots. (EPs: 2)

* Pasturage for ponies will be available, although at
the highest points the grass may be inaccessible
under an unexpected summer snowfall. Extra oats
or barley meal might be advisable to keep up the
strength of the mounts. (EPs: 5)

* The PCs may need to break camp early in the
morning before dawn, or to set up camp long after
sundown. Lanterns that function even in the driv-
ing rain are a must. (EPs: 3)

17

* Above the timberline fuel for fires will be scarce.
Some provisions that can be eaten without cook-
ing are a good idea. A small, oil-burning, portable
stove—a rarity—is an even better idea. (EPs: 9)

After the players have done some planning, you
should encourage them to take a break and let their
tired characters get some sleep.

~ “The moon has set!” exclaims Lauriel. “The hour
must sﬁfély be latel”

~ "Indeed,” says Galoranna. “I heard the clock
strike one while we discussed the merits of a magical
stove Glain’s father uses while traveling, It will be
long before the great folk in the Hall of Fire seek
their beds, but the rest of us would be wise to find
some repose.”
- The sheetsare soft, the quilts thick and warm, and
the feather-stuffed pillows numerous in the Last
Homely House. Each of you sleeps undisturbed
until the sun’s rays at your window and the smell of
baking bread mingled with the sweet scent of freshly

cut flowers wakes you.
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Encourage the players to role play their characters’
greetings to the famous old Hobbit. The Bree-
landers have never met him, but Gallind and Rilwen
may remember that he has visited Rivendell several
times when they were small.

Before the PCs converse with Bilbo for more than
a few minutes, Gandalfjoins them.

“My dear Bilbo, greetings. What surprising places
I meet you’ The Wizard turns his gaze to the rest
of you. “Well met, friends! I am glad to find you all
in one plece' I, myself, arrived here in Rivendell this
morning at dawn.

The Wizard concluded his business (that took him
away after his pause at Hir Rusark’s Barrow) faster
than he had thought possible. He tells the adventur-
ers that the High Pass used by Bilbo s much safer
these days than it was and pulls out a map of the
route. Show the players the maps on pages 15-17, 19.
They should be able to see that their map, when
compared with the Wizard’s, indicates thata Dwarven

refuge may be hidden somewhere at the top of the
High Pass.
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GM NOTE

Hooded, wool cloaks and little else are the
standard ill-weather garb for inhabitants of
Middle-earth. However, the PCs would be wise
to avail themselves of Rivendell's wider-than-
usual selection of gear. The following list names
the bulk of items the adventurers might want. If
they request something not written here, give it
some thought. The Elves might have it in their

stores,

Wool coat, that closes down the front with horn
and thong fasteners

Wool hood

Wool cap

Wool scarf

Wool mittens

Wool gloves

Woven wool breeches
Woven wool blankets
Lambswool hose
Lambswool stockings
Knitted lambswool under tunics
Knitted silk under tunics
Knitted silk hose

Quilted coat, made of woven, silky fabric with
fleece stuffing or goose down stuffing

Quilted hood
Quilted cap, with ear flaps
Quilted mittens, can be worn over wool gloves

Quilted booties, can be worn over hose or stock-
ings and inside boots

Quilted bed rolls
Sheepskin coat, with the fleece turned inside
Sheepskin mittens, with the fleece turned inside

Sheepskin boots, with the fleece turned inside
Leather breeches

Tents, made of the silky fabric

Tarpaulins, coated with gum to make them wa-
terproof

Groundcloths, coated with gum

Leather boots, coated with gum

Leather jacket, coated with gum on the exterior

Rope, light and strong

Pitons, steel

Ice axe

Hammer, for pitons

Rings, to pass climbing ropes through

Pulleys, to rig a rope for lifting

Qil lantern

Oilskins

Waterskins

Pack covers, gum coated
Cooking pots and utensils

The average citizen of Bree probably has no
concept of layering garments for additional
warmth and flexibility. Nor would the Elves,
who are both less sensitive and more resistant to
cold. However, many Diinadan refugees from the
royal line of fallen Arnor also make their home at
Rivendell under Elrond’s protection.

These persons retain many sophisticated con-
cepts from their illustrious past. If layering
(lambswool or silk next to the skin, insularion
next—which varies from a light sweater to heavy
quilting depending on weather conditions, and a
waterproof layer on the outside) is among them,
the PCs might get some valuable tips for surviv-
ing their trip into the mountains.




The PCs should be able to finalize their route
through the mountains with Gandalf’s help. The
Wizard will also tell them that Elrond is so glad to
have the map of Adan, Elvish, and Dwarven refuges
that the adventurers are welcome to any gear (non-
magical rope, pitons, cloaks, provisions, etc.) that
they need.

Galoranna will locate the different cabinets, chests,
and bins storing the equipment requested by the
PCs. They should spend the afternoon gearing up
and packing. Gandalf urges them to make an early

start next moming.

GM NOTE

Players intent on resting in Rivendell for a few
weeks or months before setting out should be
reminded that the mountain passes are blocked
by snowfall for much of the year. The hottest part
of the summer provides the best guarantee of
mild weather at high elevations. Although the
road will be clear in the early and late portions of
this season, blizzards do occasionally strike then.
No sane traveler chooses to brave a snow storm
in the mountains.

“A HARD PATH AND A DANGEROUS”

When .the PCs depart from the Last Homely
House, describe the events of their farewell and the
terrain outside the valley.
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The Misty Mountains grow steadily closer
throughout the day. Patches of shadow, cast by
hurrying. clouds, move across the nearer flanks.
Behind them, sunshine glitters on the snowy peaks
in the heart of the range.

When your muscles begin to feel tired and lan-
guorous with the day’s travel, the sun dips to the
horizon behind you. Your shadows stretch out long
and dark toward the east. The air acquires a golden
glow. Bird song swells as meadow larks and moun-
tain warblers prepare for bed. It is time for you to
camp.

24

Ask the players to show you how they set up their
camp site. They may wish to draw a diagram of it on
a blank sheet of paper. Or perhaps they may simply
arrange their cardboard figures on the map on page
23. Ask the players if their characters will stand
watch. Have them write a list of who will be on watch
at each hour of the night.

Tell them that you will assume that they make
similar arrangements at future campsites unless they
tell you differently.

Let this first night pass uneventfully, unless your
players are spoiling for action.



GM NOTE

For groups who will not be contented by a
quiet first night away from Rivendell, you can
generate an encounter.

Great Bear

The Barg-moigh, “Great Bear,” that roams the
area usually eats plants or scavenges the kills of
other predators. However, when hungry, these
impressive creatures do find prey of their own.

A Great Bear stands eleven feet tall and weighs
nearly 1,200 pounds. Its fur is black. Perhaps a
ravenous Barg-moigh scents the PCs and decides
on a nighttime raid. It attacks with its formidable
claws. Its relevant stats are as follows:

Movement ..ooovveenenns 3 Defense (normal)...3
Endurance.............. 115 Defense (charging) w2
Melee OB ......ccoeeees 6 Defense (fleeing) ....4

Special: Claws (+4 Damage); for Damage done
to a Great Bear, treat U results as 25 Damage
and for K results roll one die: results for I-2 is
30 Damage, 3-6 is a K.

Chatmoig

The Chatmoig is a more unusual and rare
predator that dwells in Rhudaur’s hills. These
huge, grey—pelted cats can reach a height of 6 feet
at the shoulder. They are solitary beasts and show
no hesitation in hunting any creature that in-
fringes on their territory. Perhaps the PCs have
camped in the territory of a Chatmoig. It attacks
first with its claws. If the claw attack does
damage, it makes a second attack on the same
victim using its fangs. Stats follow below:
Movement ... 7 Defense (normal) .4
Endurance............100  Defense (charging).3
Melee OB ........e.e... 7 Defense (fleeing) ....6
Special: Claws and bite (+3 Damage); for

Damage done to a Chatmoig, treat U results

as 25 Damage and for K results roll one die:

results for I1-2 is 30 Damage, 3-6 1s a K




GM NOTE

If you follow this adventure exactly as it is
designed, you won’t need to generate any en-
counters with wild life or the inhabitants of the
area—these are already described. However, you
may be ready to start improvising a little. Your
confidence as 2 GM is probably a lot higher than
when you began “DAWN COMES EARLY.” And
your players are more likely to head in unex-
pected directions, too!

The encounter charts below will help you
describe the creatures they meet if they leave the
beaten path. Or want to spice up the already
perilous journey through the Misty Mountains.

Roll the dice and use the charts when you wish
to generate an encounter. (Make sure you pretend
you are rolling for encounters from time to time
when you aren’t! This keeps the players guess-

ing.)

The Pinefells

day night
2 “Little Bear” Forest Troll
3 Great Elk “Little Bear”
4 Rabbit Grey Wolf
5 Losrandir Gaich
6 Porcupine Losrandir
7 Crows Tree Bats
8 Gaich Highland Lynx
9 Highland Lynx Wolverine
10 Shaking Asp Hill Troll
1T Moose “Great Beat”
12 “Great Bear” Chatmoig

The Misty Mountains

day night
2 Snow Leopard Stone Troll
3 Great Elk Snow Leopard
4  Mitn. Goat Black Bear
5  Snow Hare Grey Wolf
6 Songbirds Mtn. Goat
7 Hawks Bat
8 Deer Bighorn Sheep
9  Golden Eagle Cave Bear
I0 White Fox Orcs
IT Bighorn Sheep Warg
12 Stone-giant Cave Troll
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The group has now begun the challengmg traverse
of the Misty Mountains. Turn to page 35 for SCENE
2: “OVER HILL AND UNDER HILL.”




Bat

Numerous caves in the Misty Mountains harbor
bats. At night, the creatures stream out through
natural chimneys (and other fissures inaccessible to
wingless beasts) to hunt insects. Use an encounter
with bats for mood, since they pose no real danger.
Movement (fly).......0 Defense (normal) ...4
Endurance.......ccouu.... 2 Defense (charging).2
Melee OB (hotns)..-2  Defense (flecing) ....6
Special: Tiny bite (-6 Darmage).

Bighorn Sheep

These sheep are distinguished by their thick,
curling horns. They are quite shy, and PCs are
likely to see them only from a distance. Foraging
PCs may wish to hunt a bighorn sheep—but will
have difficulty following the climber across the
cliff faces that are its home. '
Movement .................7  Defense (normal)...4
Endurance ... 23 Defense (charging).3
Melee OB (horns) ...3  Defense (fleeing) ....6
Special: Horns (+0 Damage).

Black Bear

The black bear of the Misty Mountains re-
sembles the “Little Bear” of Rhudaur in every way
excepting the color of its fur. The “Little Bear” is
brown, while the black is, obviously, black. See the
“Little Bear” for stats.

Cave Bear

The cave bear of the Misty Mountains is as big
as the Barg-moigh of Rhudaur, but its claws are
larger, its fangs longer, and its disposition crustier.
If the PCs encounter one, watch out! This beast
attacks whenever its privacy is infringed upon.
Movement .................3  Defense (normal) ...3
Endurance............. 120  Defense (charging).3
Melee OB ....oovvvvneeee. 6 Defense (fleeing) ....4

Special: Claws and bite (+5 Damage); for Damage done
to a cave bear, treat a U result as 25 Damage and for a
K result roll one dic: result for 1-2 is 30 Damage, 3-6 is
aK.

Cave Troll
Cave Trolls are larger and nastier than Stone
Trolls. The biggest stand 14 feet tall. Their hides
are scaly and pale, and they rarely emerge from the
caverns that are their home. Sunlight turns them to
stone.

STo e o R 4 Missile OB ............ =2
ALty commnsmasmases -2 General .oviviinn 3
Intelligence. . msmsess -3 Subterfuge......coocsurseee 0
Movement ... 1  Perceptiom s -1
Defense (normal)....3 Magical ..o, -6
Melee OB ..o 6 Endurance........... 110

Special: Club (+3 Damage); thrown rock (+6 Damage);
Defense (charging) 2, Defense (fleeing) 4; for Damage
done to a Cave Troll, treat a U result as 15 Damage
and for a K result roll one die: result for 1-4 is 20
Damage, 5-6 is a K.

Chatmoig
See the stats in the GM Note on page 25.

Crows

Some crows act as spies for Sauron and his
minions. Most of the Free Peoples suspect some
malign influence and rightly regard the circling
creatures as a menace. However, the birds them-
selves are relatively small and harmless. Use and
encounter with crows to scare the PCs by suggest-
ing that someone unknown is watching them!

Movement (fly) 6 Defense (normal)...4

Endurance......ccoeuu... 4 Defense (charging).2

Melee OB .....cccovevene 0 Defense (fleeing) ....6

Special: Attack is a combination of pecking, clawing,
and wing flapping (-3 Damage).
Deer

The deer of the Misty Mountains are timid crea-
tures. They shelter in the forests below the timber-
line during harsh weather, but move to the high
meadows to graze on the grasses and shrubs. Forag-
ing PCs who hunt a deer will find it a succulent
addition to the stew pot. Although the stats below
indicate an Offensive bonus for the creature, it is more
likely to flee than turn and fight its hunters. Aggres-

sion is reserved for members of other deer herds.

Movement ................. 9  Defense (normal) ...4
Endurance ............... 35  Defense (charging).2
Melee OB ... 2 Defense (fleeing)....6

Special: Trample (+0 Damage), males in mating season
have tough horns (+1 OB, +1 Darmage).
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Forest Troll
Forest Trolls remain the closest to their Ent
ancestry of all the Wild Trolls. They stand only 8
to 10 feet tall, are quite agile, and hunt with slings
and snares. They can survive in diffuse sunlight (all
stats at -1), but turn to stone in full daylight.

Strength oo 3 Missile OB (sling)..5
P Vi1V S—— I  General .oouvervnnne 3
Iotelligence s QO Subterfuge . 1
Movement ..o 5 Perception s 0
Defense (normal)...2 Magical . -4
Melee OB ....covvvinnne 2 Endurance .. 75

Special: Skinning knife (+0 Damage); sling (+0
Damage); Defense (charging) 1, Defense (fleeing) 3; for
Damage done to a Forest Troll, treat a U result as 20

Damage and for a K tesult roll one die: result for 1-3 is
25 Damage, 4-6 is a K.

Gaich
The Gaich is a large fox whose pelt is black in
summer and white in winter. [t hunts rabbits, voles,
mice, ducks, and other small creatures. It poses
little danger to PCs, although they may wish to
hunt the Gaich for its fur or its flesh (which tends
to be rather stringy).

Movement .......ccooovs 0 Defense (normal)...5
Endurance ............... 22 Defense (charging).3
Melee OB ..oovvenrnnnn. I Defense (fleeing)....7
Special:Bite (-2 Damage).

Golden Eagle

The largest of these eagles prey on goats and
sheep, but hares, gophers, and rodents are their
more usual food. The golden eagle has a wingspan
of 8 feet. Its plumage is gold-colored as is its beak.
Few PCs will ever see the bird anywhere but soaring
in the heavens.

Movement (fly)....... 9 Defense (normal)...3
Endurance ............... 25 Defense (charging).I
Melee OB ....ooceeeu., 2 Defense (fleeing)....5

Special: Diving beak strike (+1 Damage), claws (-1
Damage) strike only if the beak attack delivers Damage.
“Great Bear”

See the stats in the GM Note on page 25.

Great Elk

The Great Elk is a large, brown deer measuring
from 5 to 8 feet at its shoulder. Both males and
females bear a rack of antlers. The Great Elks roam
in huge herds (1,000 to 20,000 individuals), which
are generally quite able to defend themselves against
predators. Only the sick who cannot keep up with
the herd fall to the wolves. Foraging PCs secking
Elk meat for the stew pot will have an advantage
over the ordinary predator if they use missile
weapons—staying out of range of the deadly hooves

of the Elk.

Movement .......oenn.. 7  Defense (normal) .3
Endurance ............... 95 Defense (charging).2
Melee OB ... 4 Defense (ﬂeeing) et

Special: Hooves (+2 Darmage), antlers (+2 OB, +1
Darmage) are used against other Elk in mating season.
Grey Wolf

The grey wolf is a powerful, muscular canine
with a thick coat of hair and a bushy tail. Tt lives in
family groups that that roam and hunt together,
often developing sophisticated tactics. In the moun-
tains the grey wolf preys on the elusive sheep and
goats of the peaks as well as the smaller gophers,
hares, and rodents. In Rhudaur, its favored game is
elk and Losrandir. Travellers have been attacked by
hungry packs unable to find their usual prey.

Movement ............... 7 Defense (normal) ...3
Endurance ............... 55 Defense (Charging)AZ
Melee OB ... 3 Defense (fleeing) ....4

Special: Bite (+0 Damage), used on the run to slash at a
victim's weakest points: belly, throar, backs of the leg
joints,

Hawks
The hawks of the Hithaeglir are characterized by
a curved beak, rounded wingtips (for silent ﬂight),
and aggressive hunting behavior. The raptors have
wingspans of 6 feet and prey on hares, gophers, and

rodents.

Movement............... I1  Defense (normal) oy
Endurance................ I3 Defense (charging).3
Melee OB ...ooveevvene I Defense (fleeing)...7

Special: Diving beak strike (-2 Damage), claws (-1
Damage) strike only if the beak attack delivers Damage.
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Ht;gl:land Lynx

The highland lynx is an effective hunter and
fisher thatlives in prides of 5 to 8 cats. The animals
have an intricate social structure and hunt in groups.
Theybring down large game using tactics similar to
those employed by wolves. The lynxes in Rhudaur
sport tufted ears, a tawny pelt mottled with a
pattern of ragged, brown rings, and reach 3 to 412
feet at the shoulder.

Movement .........uins 7  Defense (normal)...6
Endurance .....ccoocovees 30 Defense (charging).4
Melee OB .....cccneuune. 2 Defense (fleeing)....8
Special: Claws and bite (-I Damage).

Hill Troll

Hill Trolls are the most common of the Trolls.
They stand 9 to 12 feet tall, have a brutish sense of
humor, and use clubs and thrown stones to attack
whoever they encounter while feeling quarrelsome.
They cannot withstand the sun, turning to stone
under its rays.

Strengthuousesssmsssese 4  Missile OB....coorenees 3
AGUIEY sscwsusmssssssress -I  General ..oeerreernnnen 3
Intelligence................ -1 Subterfuge s 0
Movement ......cceuenee. I Perception............ 0
Defense ......nirinns L LT | — -6
Melee OB ....coovenene 6 Endurance ............ 90

Special: Club (+3 Damage), thrown rock (+1 Damage);

Defense (charging) 2, Defense (fleeing) 4; for Damage

done to a Hill Troll, treat a U result as IS Damage

and for a K result roll one die: result for 1-4 is 20

Damage, 5-6 is a K.

“Little Bear”

The “Little Bear,” or Barg-dign, of Rhudaur
weighs nearly 300 pounds and stands 6 feet tall. It
has brown fur. Like its cousin, the “Great Bear,” the
Little Bear eats plants, scavenges the kills of other
predators, and occasionaﬂy hunts prey itself.

Movement ......ceeuene. 2 Defense (normal)...2
Endurance ......c........ 75 Defense (charging).I
Melee OB ...vevevveee S Defense (fleeing)....3

Special: Claws (+4 Damage).

Losrandir

The Losrandir is a hardy, gregarious deer. Its pelt
is grey or silver, and both males and females bear
large antlers. Female Losrandir move in large herds,
while the males travel in small groups or alone. The
animal’s flesh is an excellent addition to the stew
pot; its skin makes fine leather; and the creature
itself can be tamed for use as a beast of burden.

Movement ........ceueue... 9  Defense (normal) !
Endurance................ 55 Defense (charging).2
Melee OB .................. 2 Defense (ﬂeeing) -

Special: Trample (+1 Darmage), antlers (+2 OB, +1
Damage) are used by males against other Losrandir in
mating season.

Moose

The moose is the largest member of the deer
family. It stands from 7 to 9 feet tall at the shoulder
and, when enraged with mating frenzy, will bull-
doze a path through the forest, simply knocking
down saplings that get in its way. The moose has
huge, flattened antlers, an overhanging muzzle, and
a flap of skin hanging below the throat.

Movement ... 8 Defense (normal)...3
Endurance ............... 90 Defense (charging).2
Melee OB ....ovvvvvenene 3 Defense (fleeing) ... 4

Special: Trample (+2 Damage); in mating season:
trample (+4 Damage), antler bash (+3 OB, +6
Darnage).

Mountain Goat

The mountain goat of the Hithaeglir possesses a
shaggy white coat, short black horns, and small
sharp hooves which give it phenomenal climbing
abilities. The creature can be domesticated, as the
herd of goats tended by Steppin and Draimmer
(Petty-dwarves encountered by the PCs in the
sequence: “A DRY CAVE”) attest.

Movement ......ccuunee 7 Defense (normal) ...4
Endurance ............. 35 Defense (charging).2
Melee OB ...vvveenen I Defense (fleeing)....6
Special: Horns (+0 Damage).

Orcs

See the stats in the GM Note on page 75-76.
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Porcupine

The porcupine is a relatively large rodent known
for the long spines or quills that cover their back,
sides, and upper tail. Herbivorous mammals, they
live in burrows and feed on roots, berries, nuts, and
bark. They flee danger, but if cornered their main
defense is their spines.

The spines are loosely attached to the porcupine’s
skin and end in barbs. A predator who strikes the
creature will find its paw or mouth punctured by 3
to § quills, The quills must be cut off where they
enter the victims skin and the barb worked forward
until it emerges from another exit (usually another
tear made in the vicinity of the wound). The
porcupine of Rhudaur has the unique ability to
shoot its spines like darts, (Limited to a range of 10
feet.)

Movement.........coven. -3 Defense (normal)..2
Endurance 12 Defense (charging).l
Melee OB (quill)....-3  Defense (fleeing)....3
Missile OB (quill)..-4
Special: Quills (-3 Damage).

Rabbit

The rabbit is a small, herbivorous mammal pos-
sessing extremely long ears, short tails, and well-
developed hind limbs which help them excel at
leaping. The creature makes a tender addition to
the stew pot. The same hind legs that allow the
rabbit to flee predators (at up to 35 mph!) also
provide the creature’s defense, if it is cornered. Tt
kicks out with the powerful limbs, scratching with
the claws.

...............

Movement .....c.coucuuens 6 Defense (normal)...4
Endurance........ccouun.... 5 Defense (charging).2
Melee OB................. -3 Defense (fleeing)....6

Special: Hind claws (-6 Damage).

Shaking Asp

The shaking asp 1s a small, grey snake with a
potent venom. Its only virtue is that it wears rings
of heavy, loose scales about its head that give offa
distinctive rattling noise when the serpent writhes
in surprise or prepares to strike. The shaking asp is
usually found basking in the sun on the expanses of
bare stone common in the Pinefells.

Movement.......ou.. -2 Defense (normal)...3
Endurance ............... 10 Defense (charging).2
Melee OB ... I Defense (fleeing)...4

Special: Bite (-2 Damage), if any Damage is done by the
attack, poison is injected into the bite; the poison
victim should roll the dice and add 10% (round down)
of his or her Endurance: 12+ = mild effects
(lightheadedness, swelling of the bite, pain lasting 2
days and causing a temporary -1 penalty to all stats),
7-11 = moderate effects (all mild effects and loss of
coordination lasting I day, -2 to all stats); 4-6 =
severe effects (all mild and moderate effects, as well
as fever and sweating 1 hour after the bite, and
unconsciousness for 2-12 days); 2-3 = extreme
effects (all milder effects and, 2-12 days after the
bite, victim dies due to muscle failure, including the

heart).
Snow Hare
The snow hare is one if the larger members of the
rabbit family. It inhabits the upper elevations of the
Misty Mountains where there is snow cover year
round. The animal’s silvery white pelt provides
excellent camouflage.

Movement .......ceeune. S Defense (normal)...4
Endurance........ccovinin. 7  Defense (charging).Z
Melee OB...ccveuenee -3 Defense (fleeing) ....6

Special: Hind claws (-6 Damage).
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Snow Leopard

The snow leopard roams the higher reaches of
the Misty Mountains, hunting its prey across gla-
ciers, snow fields, and ice-crusted lakes. Its pelt is
white, mottled with a pattern of rough dots that
range from a pale tan, to grey, to lightest blue. It
hunts alone, but its formidable fangs, claws, and
size (6 to 8 feet long, not measuring the tail) make
the snow leopard more than self-sufficient.

Movement .....ocoeuvenae 6 Defense (normal)...4
Endurance................ 70 Defense (charging).3
Melee OB ... 6 Defense (fleeing) ....5

Special: Claws and bite (+5 Damage); for Darmage done

to a snow leopard, treat a U result as 20 Darmage and

for a K result roll one die: result for 1-3 is 25 Damage,

4-61sak.

Songbirds

Numerous small birds thrive in the pines of
Rhudaur, Their many different calls quiver like
music in the air—encounters with songbirds should
probably be used primarily to enhance the mood of
the moment. Of course, starving PCs might want to
hunt the creatures, but they are mostly bones with

little flesh.

Movement ................ 3 Defense (normal)...6
Endurance .. 2 Defense (charging).4
Melee OB...voreervernne -3 Defense (fleeing) ....8

Special: Talons and wings (-6 Darmage).

Stone Troll
See Wilfred & Lawrie in “DAWN COMES EARLY”

(p. 40).
Stone-giant
See GM Note describing Orad and Cluag on
page 37.
Tree Bats
Sheltering in the foliage of dense pmes by day
tree bats hunt their prey—primarily insects—in
the evening and through the night. The tree bats of
Rhudaur possess dark brown skin with a light fuzz
of mottled brown and charcoal. Use an encounter
with tree bats for mood, since they are otherwise

harmless.

Movement (fly)........ 0  Defense (normal) ...4
Endurance........ouu.... 2 Defense (charging).2
Melee OB (horns)..-2  Defense (fleeing)....6
Special: Tiny bite (-6 Damage).

Warg
The Warg is a wolf breed of unusual size and
intelligence. Legends tell that they were created by
Morgoth in the Elder Days for his wars. They dwell
primarily on the eastern slopes of the Misty Moun-
tains in rocky dens. They frequently join the Gob-

lins on raids, even permitting the smaller Orcs to

ride them like cavalry.
Strength ..., 2  Missile OB.....couu.e. -
Agility ..o T General cooveeeerreeenee. 3
Intelligence .......ouuneee. L Subterfuge ..ommanm 2
Movement ........o..eun... & Perception.camems 2
DYefenine cuiiismisisiasnn 6  Magical ..o, -5
Melee OB .ousisssscons 4 Endurance ............. 75

Special: Slashing bite (+1 Darmage);. Defense (charging) 4,
Defense (fleeing) 8.
White Fox
White foxes dwell below the timberline in shal-
low burrows and dine on small mammals, birds and
their eggs, and large insects such as the grasshopper
Actually white only in winter, the fox’s pelt is a
bright, silvery grey. Even during its white season,
the coat is adorned with black—tipped guard hairs.

Movement ... I Defense (normal)...5
Endurance................ 16  Defense (charging).3
Melee OB cuconinin 0 Defense (fleeing) ....7
Special: Bite (-2 Damage).

Wolverine

The wolverine is a solitary, dark-furred beast
possessing unbelieved quickness and ferocity. It is
very powerful for its small size (low-slung and
about 2 feet long), and will fight long after other
animals would have fled. The wolverine is quite
temperamental and will attack without provoca-
tion.

‘Movement .......coee.. 0 Defense (normal)...5
Endurance................ 24 Defense (charging).4
Melee OB ...ooovvveverenne 3 Defense (fleeing)....6

Special: Claws and bite (+1 Darmage).
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GM NOTE

A modern hiker tackling the Appalachian Trail
in the Blue Ridge Mountains might, ona good day,
cover as much as 40 miles. However, he or she
would have the benefit of boots made of light,
high-tech materials as well as pack and gear with
these same qualities. And on a bad day (pouring
down rain, late start in the morning because of
difficulty breaking camp and packing up gear,
fatigue due to the previous day’s 40 miles, and an
early stop when a bad blister on the heel broke
open), this same modern hiker might cover as little
as 6 miles!

Travelers in Middle-earth labor under many
more difficulties than the modern hiker. Their gear
is durable, but heavy and less water resistant—
often leather. And the regions they travel are much
more dangerous, featuring numerous wild beasts,
raids by bandits and outlaws, and encounters with
Sauron’s minions!

Ifitis pouring rain in Middle-earth, the prudent
traveler takes shelter after two or three hours in the
wet. By that time, his or her clothes are thoroughly
soaked, and hypothermia is a real threat. This
prudent traveler also keeps an eye continually open
for approaching foes or ambush at all times.

~ Given these constraints, a hiker in Middle-earth
will walk at 2-4 mph. Keep in mind that he or she
cannot simply travel from sun up to sun down.
Camp must be pitched at the end of the day and
struck in the morning. Lacking high-tech tents and
such, these activities must be performed in daylight
and will take 1-2 hours, depending on the size and
number of tents and the size of the group.

(Dwellers in Middle-earth don’t use the term
miles, so if you wish to strengthen the ambience of
the adventure, use the word leagues. A league is
roughly 3 miles.)

Elves usually travel on foot, but Hobbits, Men,
and Dwarves often ride ponies or mules and bring
pack horses. The average speed while riding is 3-
4.5 mph.

Todetermine how far the player characters travel
in a given day, you may use the chart below. Use a
+2 bonus if the PCs are following a road over non-
mountainous terrain. Use a -2 penalty if traveling
in the mountains on a path or track, and a -6
penalty if travelling in the mountains without any
blazed route (divide riding distances by 2, since
mounts will slow the PCs in these latter condi-
tions).

It 1s not necessary to use this chart in this
adventure, because the terrain and weather have
already been determined. However, it should be

useful if your PCs take any side excursions.

5/; rmle

miles
12 miles .
144 miles

v 25%};1{1%
27 miles .
274 rmles

7 I9Vz m1les

8 20 miles 28 rmles
9 20}érmles 28% miles
10 21% miles 30 miles
a3 . 31% miles
12 - 25 lees i 33% miles
3 . 2édmiles o 35hmiles
14 29V miles 38Y% miles
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ears.

ike fat spattering from an overbeated frying pan,
lightning crackles down from the black, cloud-
ridden sky. Its harsh, white fire sears a jagged line
in your eyes, and the sharp thunder numbs your

Before the echoes die among the cliff faces,

another wild spear of light and sound stabs the mountain path abead.
Your pony shies, nearly tossing you from his back into the chasm

yawning on your left.

The Misty Mountains are no place to experience a confluence of

battling thunder-storms!

+ THREE -
SCENE 2: “OVER HILL AND UNDER HILL”

Scene Two is composed of three sequences.

“A THUNDER-BATTLE” introduces the PCs to the
remains of a camp site used by Moraglar. They are
interrupted in their investigation of the area by a
sudden thunderstorm.

“THE STONE-GIANTS” compounds the problems of
the storm with boulders being tossed by Giants at
play in the rough weather.

“ADRY CAVE” provides the adventurers with shel-
ter and the acquaintanceship of the Nibin-noeg
(Petty-dwarves) who live in the only accessible cave

nearby.

“A THUNDER-BATTLE”

Continue to describe the PCs journey through the
mountains.

e;,'edge of the range, lookmg west, you
the lands through which you had traveled.
‘r,jand stream and bog—aﬂ were spread
our view. Bree-land was lost in the
ut'ycu knew it lay at the horizon where

! blue ancl hazy.

33

tum, there are alpme meadows surmounted by
granite peaks and snow fields, The wind keens
shrilly as it whips through ravines and around
jagged tors. Boulders, released by melting snow at
mid-day, bound downward—sometimes bouncing
on the path ahead, sometimes barreling past behind.

You might wonder if anyone has traveled this
route since Bilbo's famous expedition to the Lonely
Mountain. Water, wind, and stone; moss, lichen,
and stunted shrub; hawk, snow hare, weasel, and
chipmunk—nature and the wild are unbroken by
any sign of civilization, of Hobbit, Man, or Dwarf.

On the sixteenth day since leaving Rivendell, you
spy the remains of a campsite. Your trail is crossing
a small, steep patch of meadowland. There, a deep
tarn, fed by a swift, cascading rivulet, reflects piles
of cumulus in the sky. And a small cliff shelters the
northern edge of the pint-sized pasture. Black scorch
marks bear witness that a camp fire burned at the
base of the cliff a few weeks ago.

You may investigate the area more closely if you
wish.

* If the PCs continue traveling without investigating,
go to stage 6.
* If the PCs investigate, go to stage 2.



Show the players the map of the campsite remains
on page 33.

Write down the results for each character. These
totals (dice roll plus any bonuses) will determine how
many of the next three stages you read aloud.

* Now, go to stage 3.

* If any player obtained a 10 or higher in stage 2,
£o to stage 3.
* Otherwise, go to stage 7.

ly picked its bones
~black wool blanket: is 's

Tolman and Rxlwen (or tbe rkamrtm thif

its haft bears‘the hd ess eye.suz_‘mounte
i tw1sted crown. What door might this key epe
whom does it belong?

raps. 'he ved threads form the shape of a hdless
eye A t\msted crown, in black strands, ﬂoats before

’the o Make a note of whether or not the PCs found this
* If any player obtained a 7 or higher in stage 2, key, and put the scrap onaper inasafe place. The key

£0 to stage 4. turns a lock in Moraglar's citadel. You'll need to
* Otherwise, go to stage 7. know if the PCs have it in the last adventure of this

trilogy!
* Now, go to stage 7.
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GM NOTE

You shouldn’t need the stats for the Stone-
giants. Only truly crazy travellers would contem-
plate attacking a Giant in the middle of a thunder
storm. However, it is best to be prepared.

These two Giants are young for their species;
tougher specimens would have higher stats. (They
won't attack the PCs unless provoked, although
some of their tossed boulders may come uncom-

fortably close.)

* Now, go to stage 8.

Orad
SEEHGEH wesrvsrumsrsossrmens S Missile OB ........... |
Agility i -3 General ... 3
Intelligence Subterfuge .....cccvuue -2
Movement........ Peteeption v =2,
Defense.....coeiureveennn. Magieal oo -8

Melee OB......ccooeeeee... 7 Endurance.......... 200

Items: Massive wooden club (+3 Damage),
boulder (+8 Damage), fur cape, fur kilt.

_ Cluag

* Now, go to stage 8. Berengtls wmissssinsans 5 Missile OB........... -1
ARy s w3 General .
Intelligence s :2  Subterfuge
Movement.......ocernae. 4 Perception ............-2
Diefetise ety Magical s -8
Melee OB....cvvevnenee. 8 Endurance......... 189

Items: Massive stone club (+4 Damage),
boulder (+8 Darmage), felted wool shirt, fur kilt.

“THE STONE-GIANTS”
d 'and body rmght en;oy--':

Now go to the next sequence: “THE STONE-GIANTS.”
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Roll the dice every 60 seconds (of real time) until the
players decide to seek shelter!

Use the following chart to determine how man
close calls the PCs have with the flying boulders. Use
a bonus that varies from I to 6. Pick the bonus for
each roll by rolling one die before you roll the dice. (The

Giants seem unaware of the adventurers’ presence.)

I-4......Boulder passes nowhere near PCs.

5 ........... Boulder PaSSCS OVerhead.

[ Boulder lands to left.

e ey Boulder lands to right.

S — Boulder splinters nearby. Roll on the
Combat Table for each PC
using an OB of +1.

9-10 ....Boulder splinters nearby. Roll on the
Combat Table for each PC

using an OB of +2.
I1-12 ..Boulder splinters nearby. Roll on the
Combat Table for each PC
using an OB of +3.
13-14 ..Boulder splinters nearby. Roll on the
Combat Table for each PC
using an OB of +4.
15-17 ..Boulder splinters nearby. Roll on the
Combat Table for each PC
using an OB of +3.

..... Boulder lands right in the midst of the
group. Have each PC make a medium
Movement A8 maneuver to avoid being
squashed!

18+

Even though the temperature at noon was quite
mild (55°F or 13°C), the rain is cold! If the PCs still
refuse to seek shelter, and perhaps begin contemplat—
ing an attack on the Stone-giants, they should begin
to experience hypothermia. Give them a Perception roll
to notice when the first victim starts showing symp-
toms. (See the GM Note on this page for how to
simulate hypothermia in game terms.)

When the players decide to seek shelter, leaving the
exposed spot where they are standing, turn to page 40
for the next sequence: “A DRY CAVE.”
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GM NOTE

The symptoms of hypothermia include irratio-
nal thinking, inability to problem solve, reduced
coordination, and severe shivering or shuddering
with the cold. All of these symptoms are broughc
on when an individual’s core body temperature is
significantly reduced (not the fingers and toes,
but the abdomen and chest).

A person who ventures into temperatures of
48°F (9°C) or less without proper clothing 1s
risking hypothermia.

So 1s the individual who becomes wet in 60°F
(16°C) weather and is unable to get dry.

You, the GM, will have to determine when the
players’ characters will experience hypothermia
(except in this sequence, where this book tells you
when). However, once the PCs are suffering a
drop in core body temperature, this is how you
handle 1t in game terms.

* Until they find or construct adequate shelter,
each minute that elapses the hypothermia
character(s) loses 1 Endurance point.

* After 10 Endurance points have been lost in this
fashion, each stat is temporarily reduced by I.

* Each subsequent loss of 10 Endurance points
causes another reduction by I of the stats.

* When the character(s) reaches O Endurance
points, he or she falls unconscious.

* An hour later he or she will be dead.
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“A DRY CAVE”

Make a note of the results for each character. The
totals (dice roll plus any bonuses and minus any penal-
ties) will determine how many of the next three stages

you will read aloud.
* Now, go to stage 2.

The gap between lightning strikes is sufﬁqendy
Iong for you to ghmpse a ghmmer of hght in the
darkness ahead. It looks warm and nviting: like
Iamphghl: or hearth hght

* If any player rolled an 8 or higher in stage 1,
£0 to stage 3.
* Otherwise, go to stage 5.

As your eyes linger on the homely light, another
lightning bolt illuminates the hillside surrounding
it. A neat front door and stoop next to a diamond-
paned window flashes briefly into view. It is far too
tidy to be the abode of Goblins or Trolls. And too
small to be the Giants’ home.

Could it be Dwarves? Not gr;:ind enough.

Hobbits? What Hobbit would live all alone in the
mountains?

Whomever it is, they look to be civilized folk.

* If any player rolled an 11 or higher in stage I,
£o to stage 4.
* Otherwise, go to stage 5.
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* Now, go to stage 5.

The Giants are farther away.
left them behmd in your sear
have moved off isn’t clear du ‘
the storm. Whichever it is, their stray boulders are
falling consistently behmd you, usuaﬂy by more
than 100 yards e ;

But the wind and r rain and hghtmng are ;ust as ba.d
as ever. Lily (or who ever is smcumbmg to hypothermia  first)
has a glazed look in her eyes and seems like she
might just sit down in a puddle and fall asleep. If she
does that, she might never wake up agaxrﬂ You are
all wet and shivering.

What do you do? _

. ]f tbz group dmdes to move toward lke dwell mg of the
hat-wearers, go to stage 7.
* Otherwise, go to stage 6.

If the group comes up with a creative way to survive
the storm, let them have their way.
However, they should be severely discouraged

from scrambling over wet rocks and mountainsides

in search of shelter or retracing their steps along the

path. Remember, the Giants are behind them!
Unless they stay put (in some creative way, as

touched on above), they must move forward toward

the unknown light. See the GM Note on page 41 for

tips on handling reluctant PCs.

* If the group decides to move toward the dwelling of the
hat-wearers, go to stage 7.

* Otherwise, go to stage 10.



GM NOTE

The players may be reluctant to seek shelter.
Perhaps they remember all too clearly seeking the
lea of a hill during a storm in the downs southeast
of Bree and waking up in a barrow inhabited by
terrifying Undead! They may be anxious to avoid
making the same mistake.

It is to be hoped that the details of welcoming
light, civilized door and window, and unintimidating
silhouette will reassure the PCs that this time they
won’t meet enemies in their choice of shelter.

If the light, the stoop, and the silhouette fail of
their intent, the GM may have to be a little more
persuasive. Emphasize that the storm shows no
sign of letting up. Describe the symptoms of the
next victim of hypothermia.

If the PCs move forward along the path, perhaps
in search of an unoccupied cave or a more protec-
tive overhang, they will discover that they are
moving closer to the dim lamplight ahead. Don’t
allow them to discover a cave or overhanging cliff.

Remind them that they could send a scout ahead
to get more information on the feared wearer of the
pointy hat!

If the players are remarkably stubborn and cre-
ative, allow them to survive the storm outside.
Perhaps they spread a gum-backed tarp over a
thicket, lash it to the roots, and crawl underneath
between the bushes. If they then put the hypother-
mia victims in a bedroll between two healthy PCs,
nobody will die. They can meet the friendly Nibin-
noeg (yes, the wearers of the pointy hats are Nibin-
noeg—Petty—dwarves, sometimes called Gnomes)
when the clouds part and the evening sunset shines
in the western sky.

41
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If a scout investigates first, you may allow the rest
of the group to listen in. But they must refrain from
making suggestions or observations. The scouting
character or characters are on their own. The group
can decide what to do when the scout reports back.

42

This conversation, heard while eavesdropping,
should convince the players that it is safe to take
refuge with these folk.

The scout should report to the group, however,
before rapping on the weathered door.

When they knock, you are ready for the next stage.

® Now, turn to stage 8.



Pronounce Nibin-nog just the way it Jooks—Nib as in
pen nib, in as in the opposite of out, and nog as in egg nog!

Nibin-noeg is the plural of Nibin-nog, for when you
have more than one Petty-dwarf. The Nibin part is just
the same. The noeg part rhymes with the noy in annoy,
except with a g sound on the end: “noyg” or “noig.”

The Nibin-noeg cook a thick vegetable stew for
dinnér and serve it with generous slices of hearty,
brown bread and mugs of chilled goat’s milk. Then
they pack you off to bed, two in the bunks of
Steppin’s room and the remaining four on the rug
before the hearth in the sitting room. The Nibin
Noeg retire to the bunks in Draimmer’s room.

The floorplan for the earth-chalet is on page 44.
* Now, go to stage 9.
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Ntbm-noegs
' 'hea:SbeppmandDraunmer
‘cho;apmg woc:d and the

:"elves out of bed (even
able after the uneven

e kitchen. Hls voice rmngles
pots. “Ye'll break yeer fastin a
whisker.” You'd best dress fast,

want to come to the table in your

* Now, go to stage 13.

Assuming the PCs have survived the storm in some
ingenious way known only to... lunatics? let’s justsay

very creative people, describe the aftermath of the
thunder-battle.

After three wet, deafening and miserable hours,
rm passes into the west: The clouds go with
5 the Stone—glants) and you can see the first
yming out in the velvet blue sky above. As the
deepens to mdtgo and then black, the wind
ks up. It is going to be a raw night.

However, without the rain and the lightning, you
should be able to pitch a respectable camp. Using
the dry inner wood from some of the scrub pine, you
should even be able to get a fire going. You'll
definitely need one to dry your clothing and to
warm your chilled bodies.

* Now, go to stage 11.



s
-

e

woo4 Junip

nduﬁuét.«qm Sauous) EWH

woo4 Juljjis

uayopy

B



Don’t force the players at this point. They need to have
some freedom of choice. And it won’t hurt them to
forfeit the bit of information the Gnomes have to give.
o If the players accept the invitation, go to stage 2.
® If not, turn to page 47 for SCENE 3: “DUNGEONS

DEEP AND CAVERNS OLD.”

Encourage the PCs to break camp before they
follow Steppin to his house.

wuarter mile farther along the path you

ep. His home is dug into
of aHobbit-smial. The

See the floorplan on page 44.
* Now, go to stage 13.

eg serve jyou warm goat’s milk
, scones dnppmg quince
aced with honey,
utéed mushrooms,
d breaderumbs (for

‘ WLth chwe bucter,

ou Aill ‘every corner of your bellies, the
chat about the disaster that overtook their

stard made no challenge, but clove the
, loyaI squtre before his roquen (Sindarin

: égamst eight he passed unscathed and left them six
: sorewwounded

ere a sorry lot when at last they
ur door! The pur squire dead and dead the
'n' arrow, as weel. Oiondil battered
head and his five men with wounds

“Aﬂ.‘Steppm s leech-craft could na save the war-

rior wi' the missing hand or that wi'out his richt eye.

And so they left us, but four.

’ “May their black foe be cast into the Void when

at last a brave man’s spear stabs his black heart!”
It’snot exactly pleasant talk for ameal, butat least

you'll know to be on your guard if you encounter a

black-armored man in your travels. You won’t wait
for his challenge to draw your weapons’

Draimmer and Steppm won't let you even help
clear the table after you've finished eating. They
‘msm that you must not delay further.

“An airiy start makes the journey short,” states

Draimmer. “Bid ye good morn and farewell.”
- The two brothers stand in their doorway and
wave for as long as you remain in sight.

* Now, turn to page 47 for SCENE 3: “DUNGEONS DEEP
AND CAVERNS OLD.”
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urga snorted and stepped up the pace a bit. These raw
warriors would have to learn toughness sometime;
better now than in the heat of battle!

The shuffle of a stumble sounded behind the Goblin
leader. Zurga stretched bis lips in a noiseless laugh. The
soldier who didn’t make it to the attack on the in tmding

foe was a soldier worth little to the Great Goblin. Let bis trampled corpse
lie in the tunnel as a warning to his fellows.

Zurga loosened bis scimitar in its sheath. They were getting close now. “Let
darkness send its strength to my blade,” snarled the blood-bungry captain.

+ FOUR -
SCENE 3: “DUNGEONS DEEP
AND CAVERNS OLD”

Scene Three is composed of five sequences.

“ANCIENT STONES” brings the adventurers to the
Dwarven ruins above ahidden refuge (the one marked
on the adventurers’ map from the bandit keep).

“HOLLOW HALLS” allows the PCs to explore the
ruins, catch sight of the rainbow’s spirit trapped

there, and find the hidden refuge.

THE RAINBOW’S DAUGHTER introduces the adven-
turers to the trapped and despairing rainbow. Hu-
mane PCs will wish to free her if possible.

“SWISH, SMACK! WHIP CRACK!” sees the attack of
Orcs. These vermin have tunneled into the refuge and
do not wish the adventurers to carry news of the
breach to anyone who could do something about it.

“WHERE THE SUN SAILS” carries the PCs through the
sky on the rainbow’s arch to safety in the Anduin Vales.

There are three facts of special importance to the
running of SCENE 4. They are:

* Kalamiré, the light-spirit, is trapped among the
ruins above ground.

* The gong in the topmost chamber (Room 1) in
the hidden Dwarven refuge—its magic will free
Kalamiré when it is sounded by a Dwarf.

* Orcs have tunneled into the refuge and will attack
the PCs there.

These elements mean that the adventure will be
most exciting and run most smoothly if the PCs:
I) Meet Kalamiré and learn of her difficulty before

they enter the refuge—that s, they go through

the entire sequence: THE RAINBOW’S DAUGHTER
before entering Room 6.

GM NOTE

2) Find the gong and read the runes on it before the

Orecs attack.

3) Are located inside the refuge, somewhere near
the gong, when the Orcs do attack.

If these conditions are met, the adventurers will
be able to strike the gong when they start to feel
outmatched by the Orcs. This will also free Kalamiré,
who has the ability to carry the PCs to the Anduin
Vales.

The players may not choose to do things in the
order that makes things easiest for the GM; that is:
I) converse with Kalamiré, 2) explore the refuge
thoroughly, 3) linger in the observation chamber
(Room 11) near the gong. That’s okay. The GM
Notes in this scene will give you lots of hints on
how to manage extra-creative players and how to
get them back on track!
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'remams 1ntact. Nearby isa
standing stone carved with
runes. :

Encourage the PCs to ex-
plore the ruins. They are
described in the next sequence.
* Now, go to the next
sequence: “HOLLOW HALLS.”

“HOLLOW HALLS”
This sequence is organized
alittle differently than most
sequences. Each stage describes

“ANCIENT STONES”

As you travel farther into the range, the path
continues to climb. The expanses of tundra—short
tough grasses dotted with mountain flowers—
shrink daily, while stone bluffs and boulder fields
grow ever more common.

One fine afternoon (nearly seventeen days since
leaving Rivendell), you are traveling along a shelf
above an elongated granite basin. The wind rushes
against your faces, and the sun glitters off specks of
quartz in the surrounding rock. Your ponies’ hooves
echo sharply

Ahead, a low ridge closes the eastern end of the
basin. Your shelf widens, and there appear to be
some ruins backed up against a north-facing cliff.
Could this be the Dwarven refuge indicated on your
map?
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one area a]ﬂnng f.]‘le minS or
one room within the refuge.
(The stage number and the Area number or Room
number will always be the same—stage 1 describes
Area 1, stage 8 describes Room 8, etc.) The description
i1s oriented toward adventurers exploring the area or
room for the first time. If your PCs explore several
areas or rooms and then return to a place they've
already explored, you won't want want to re-read
aloud the text that all of you have already heard.

How should you handle the situation? Use the
maps and floorplans and the PCs stand-up figures.
Focus on the tactical situation: that is, the physical
relationship between the PCs and their surroundings.
As GM, you may wish to silendy review the stage for
where the PCs are located at any given moment to
make sure you know where everything 1s, and how
any traps behave. But you need not redescribe the
space unless the players ask you to refresh their
memories.



EXAMPLE

Suppose your PCs explore Area 1 (the western
defensive wall), then explore Area 2 (eastern defen-
sive wall), and finally return to Area I to sit on the
low wall there. What would you do?

First you would read aloud the highlighted text
in stage 1 and follow the instructions there. You
should also show the players the map of Area 1. The
choices at the end of stage I will tell you which areas
are adjacent to Area I (along with a page number for
the corresponding map or floorplan), rather than
detailing your choice of stages.

Next read aloud the highlighted text from stage 2,
and follow the directions to the GM there.

Then, when the PCs return to Area 1 (perhaps to
discuss the glimpse of the something they saw from
Area 2), put the map of the western defensive wall
down on the table and have the PCs arrange their
stand-up figures there.

Y ou may find this sequence easier to follow, if you
make some photocopies of the maps and floorplans
involved. That way you can represent the tactical
situation continuously, without interruptions to
allow you to read from this book!

Overview of the Ruins
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The following list of rooms or areas should help
youto locate the proper map or floorplan to use while
the adventurers explore.

Ruins

I Western Defensive Wall (map on p. 50)
2 Eastern Defensive Wall (map on p. 51)
3 Gatehouse (map on p. 53)

4 Wellhouse (map on p. 54)

5 Stone with Runes (map on p. 58)

Refuge
Descending Stairway (floorplan on p. 59)
Entry Chamber (floorplan on p. 61)
Spiral Stair (floorplan on p. 64)
Lower Tunnel (floorplan on p. 63)
10 Storage Chamber (floorplan on p. 65)
IT Observation Chamber (floorplan on p. 67)
12 Upper Tunnel (floorplan on p. 68)

13 Rough Tunnel (floorplan on p. 69)

You should encourage the PCs to explore enough
to meet the Rainbow’s daughter (the sequence: THE
RAINBOW’S DAUGHTER on page 71) and to find the
observation chamber (Room 1) of the refuge.

* After the adventurers have exploied as much of the ruins
and the refuge as they wish, go to page T4 for the
sequence: “SWISH, SMACK! WHIP CRACK!”

O 0N

Western Defensive Wa 1l

(Area 1)
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Eastern Defensive Wall
(A'rea 2)

20 feet

This stage describes the area where the western
defensive wall (Area 1) once stood.

1 outer pormon of the wall where 1t inter-
e gatehouse is still intact, as well as the
ection where it bent to form an elbow. The
otk is impressive. The blocks were set
mortar, their surfaces chiseled perfectly
s ooth and at precise angles. If you were were to
‘drop : plumb line, the wall would conform exactly
to the perpendicular. Only Dwarves could have
done such work.

51

However, foundation stones, set into the rock
shelf upon which the entire fortification stood, are
all that remain of most of the wall. Rubble, consist-
ing of a few boulders, many more cabbage-sized
rocks, and innumerable pebbles, conceals much of
these traces, except where a row or two of the
Dwarven blocks survives.

* If the PCs enter the area containing the remains of the
eastern defensive wall, go to Area 2. (map on p. S1)

* If the PCs enter the area containing the remains of the
gatehouse, go to Area 3. (map on p. 53)

* If the PCs enter the area containing the remains of the
wellbouse, go to Area 4. (map on p. 54)

® If the PCs enter the vicinity of the standing stone, go to
Area 5. (map on p. 58)




This stage describes the area where the eastern
defensive wall (Area 2) once stood.

the eastern wall possesses
dging for these apertures is
ad pattern often used by

ve Ies clearly overlooked the
rch where the two arms of the defenswe waﬂs

_ ea n rubble, hldmg even the founda—

Have PCs exploring this area make a Perception roll,
if they have not yet met the rainbow’s daughter. If any
PC'stotal is 9 or higher, they notice her, since she sits
amidst the ruins of the wellhouse.

qu carch: a ghmpse of something in the ruined
wellhouse TIsita ghost’ A wild animal? Or a Goblin?
You really can't tell at thls distance.

Allow the PCs to use their Subterfuge bonuses if they
wish to sneak toward the wellhouse.
* If the PCs now enter the area containing the remains of the
wellbouse, go to Area 4. (map on p. 54)
* Otherwisé:
o If the PCs enter the area containing the remains of the
western defensive wall, go to Area 1.
(map on p. 50)
° If the PCs enter the area containing the remains of the
gatehouse, go to Area 3. (map on p. 53)
o If the PCs enter the vicinity of the standing stone,
go to Area 5. (map on p. 58)
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This stage describes the area where the gatehouse
(Area 3) once stood.

Little of the gatehouse has survived, Tts great iron
portculh long ago with red to rust which blew away
in the winds. And its t1ght spxral stair tilted and then
tumbled to the ground under the onslaught of
boulders from Ioommg cliffs. _

Moss grows on the northern faces of the knee-
high wall outhnmg the foundatmns of the structure.
And deep punch—holes in the stone underfoot indi-
cate where the vertical bars of the portculh once
penetrated the ﬂoor; e ' '

o If the PCs enter the area containing the remains cj the
western defensive wall, go to Area 1. (map on p. 50)

* If the PCs enter the area containing the remains of the
eastern defensive wall, go to Area 2. (map on p. 5I)

* If the PCs enter the area containing the remains of the
wellhouse, go to Area 4. (map on p. 54)

* If the PCs enter the vicinity of the standing stone, go to
Area 5. (map on p. 58)



Gatehouse

(Area 3)

2 6 10 feet
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This stage describes the area where the wellhouse
(Area 4) once stood.

 The wellhouse look nearly whole from the north-
The three walls there are missing no stones;
inde the interior, the rests for the bracing that
{;suppor d-ﬂ'the roof are still present. Two arched
‘windows, dlsplaymg a dxamond—pattem stonework
-border and a sill, pierce each wall to let in light.

The illusion of completeness is shattered from
: other angles. The norcheast and southwest walls rise
only to a man’s waist, while the southeastern wall is
marked by only the foundation stones.

* Now, go to page 71 for stage 1 of THE RAINBOW'S
DAUGHTER.

Wellbouse
(Area ‘?)

2 6 10 feet

s ™ s ™" s

0 4 2 /
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[5]

This stage describes the stone with runes (Area 5).

In fact, the message on the stone is inscribed from
back to front. Additionally, some Dwarvish quirks
make it less than straight forward to decipher. Show
your players the text below after Gallind and Rilwen
have worked on it for awhile.

29

g ¢
ht yajp. Te.f ybt welz@ :

:tyml'f‘Ra'ix of Ej:bo] rajved tbebe Jamb

Remmd Glam that the Dwarvish runes are a little
different from the Elvish. Have him make an Intelli-
genee roll for the following bit of trivia—the symbols
that Rilwen and Gallind know as n, 1, 5, and z are,
among the Dwarves, r, j, b, and n. Transposing letters,
the following is the result.

. rrop nepo eht bguorbt dnzrsm' suoveirg eb secnatsmucric
yi:t  fi dna. Senob yht Jmug Labam taht yarp. Teef yht woleb
i @ufer foRooda.

Drbmar, made tbts portal. Nali of Erebor carved these



Let the players study the gibberish for as long as it
takes them to figure it out. Avoid prompting them,
because they will feel much prouder of their accom-
plishment if they solve the mystery by themselves.
Only if you start seeing signs of frustration should
you give them a hint—such as: “Lily remembers
reading a story, back in her irresponsible tweens,
called Through the Looking Glass.”

When the players guess that the message is back-
wards, read it aloud to them.

tly feet. Pray that Mahal

Ez grzevous

- Beware tbe clasbnfg w])ezls gf fatz Press eazb ffownmg:' :
"_;"/znob for safety’s sake. -
 When buried Jcep, in stone surrounded seefe a secret aml
. 'tben pass tbroagb T
- Ascend again, bt keep thy guard Bow low w]n
climbing to ward fear’s spears.
A hidden way will Imd fo sufcorwspﬁngbal
feasts of 6ounty '
Another mystery, bngest (j all, will sound thy power i
cow tby _foes ;
I, Drémar, made this portal Nili of Er.ebor carved these

TUNES.,

Encourage the players to find the Door ofP\efuge.
They can all do some more puzzle solving, which
should end with one of them pronouncing the
phrase:'Ma/mlgumd my bones.”

When the proper words are spoken, describe the
opening of the trap door.

Nothing was visible in the rock at the stone’s foot
before you uttered the phrase “Mahal guard my bones.”
Now, however, you see dark cracks appearing in the
surface. They form a square which swings open and
upward slowly on hidden hinges.

An iron handle is visible on the inner surface of
the door. A stairway descends beneath the standing
stone, its treads swiftly fadmg in the darkness that
fills the passage. ‘

What do you do next?

With the door open, the PCs can now explore the
first chambers of the Dwarven refuge (numbers 6 & 7).

Of course, the adventurers may choose to finish
exploring the ruins above ground before they solve
the mystery of the hidden door.

* If the PCs bave solved the riddle of the door and choose to
descend the newly revealed stairs, go to Room 6.
(floorplan on p. 59)

* Otherwise:
> If the PCs enter the area containing the remains of the

western defensive wall, go to Area 1. (map on p. 50)
> If the PCs enter the area containing the remains of the
eastern defensive wall, go to Area 2. (map on p. 51)
> If the PCs enter the area containing the remains of the
gatehouse, go to Area 3. (map on p. 53)
> If the PCs enter the area containing the remains of the
wellhouse, go to Area 4. (map on p. 54)



GM NOTE

The wheel trap involves a 3-ton stone wheel, 7’
indiameter and I’ thick. It rests in aslot cut in the
righthand wall. A false facade conceals this wheel
well, which faces a slightly lower vacant well in
the left wall.

The stone panels also hide sliding stone blocks.
One block lies below the wheel housing and has
an upper surface carved to flow down and out
and meet the matching curve of the block across
the stairwell. An iron railing is attached to the
upper surface. It matches a groove carved in the
perimeter of the wheel, thus guiding this massive
disk across the stair tread. Called “resting blocks”
by the Naugrim, the stones slide in grooves
disguised as cracks in the step.

When a traveler steps onto the trapped tread,
his or her weight depresses the tread and sets in
motion steel rods which turn turn gears and set a
series of huge counterweights in motion. Imbed-
ded deep in the walls, the weights raise the facade
panels and drive the two resting blocks out of the
walls. These meet in the center of the tread,
crushing the feet of a traveler lacking the agility
to leap out of harm’s way.

Almost immediately, the wheel rolls out of its
well. Following the curved bed created by the
resting blocks, it sweeps Into the well on the left
and bounces back, rolling across the resting
blocks again. On its journey back, it trips a
mechanism that winds the cables attached to a
center spindle in the wheel. The cables winch the
wheel fully back into its well. Then the facade
panels drop, and the resting blocks recede. This
rearms the trap.

The victim, probably crushed to a pulp, then
tumbles to the bottom of the stairs. Pressing the
frowning stone bosses placed immediately before
each wheel trap freezes the trap temporarily.
Weight on the trigger tread re-arms it. Thus each
individual descending or ascending the stairs
must press the boss—or skip the step.

Of course, PCs who trigger the trap should get
a maneuver roll to avoid being crushed by it! For
those who fail their maneuvers, the wheel hasa +3
Offensive bonus on the Combat Table (however, mul-
tiply the Damage result by 4). Defense bonuses due to
shields or armor do not apply against the wheel.

57




Standing Stone
(Area 5)

This stage describes the stair-
way (Room 6) that descends from
the stone of runes.

: ‘atharma, Rdwen,an Galhnd
. Above the banmstex:—crewce
if are rouncI bosses set at 7-foot
' mtervals The first of these has a-

grinning face carved on its con
vex. surface, but the second dis-
' plays aﬁ:ownmg visage. The thxrd

1is lost in darkness.
- Do you start down the stairs?

There are two wheel traps lo-
cated on the stair, one on the

fourteenth step (counting from
the top) and the other on the
twenty-eighth. See the GM note
for details.

Sufficient light penetrates from the trap door, if it
is left open, to allow the PCs to see while descending
the stair if they go slowly enough to let their eyes
adjust. They will need lanterns or torches in the room
below (Room 7), however.

When the adventurers start down, describe their
experiences. (Do not read the following text to PCs
who remain above ground!)

The stairway is narrow, just three feet wide,
allowing you to place one hand on each bannister.
When you reach the first set of bosses, your eyes
have adjusted to the dimmer light, but the stair’s end
remains lost in darkness.
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The second set of bosses mnght well be the
€ frowumg knobs” menmoned in Dwarven runes.
Deep lines furrow the forehead of the face carved in
the stone, and the corners of i its mouth turn down.

Give the PCs a chance to disarm the wheel trap by
thinking to press the bosses. (If they don’t disarm the
trap, give the “point man” a chance to jump out of the
way of the wheel as it rolls out of the wall.)

Assuming they are clever enough to follow the hint
on the standing stone (press each frowning knob for safety’s
sake), continue to describe the descent down the stair.

The slightest pressure on the knobs causes the
stones to move, withdrawing farther into the Waﬂ by
perhaps half an inch. : -

After you've taken two more steps downward,
you hear a click behind you. You and the PC
following you may make a Perception roll.



o

(Room 6)

Descending Stair

PCs with results of 9 or higher will notice that the
boss has sprung back out from its recessed position.
Tell them this information before describing the rest
of their descent.

ou can see the bottom of the stair. The last
ocated just outside an arched doorway. On
tl other ‘sxde, a smooth stone floor stretches into
absolute blackness. However, you must descend
thes thlrty feet to get there,
! u'_pass another set of stone bosses, these with
a twwted smile and a quizzical look in the eyes. They
cannot be pushed into the wall no matter how hard
you press.

_ Farther down, the fourth pair of bosses portray a
woeful face with a tear drtppmg down one cheek.
The recede mnto the wall in response to light
1pressure And they rebound with a click when your
wexght leaves the step just beyond.
- The fifth pair of bosses bear smiles that seem to
say “I've got a secret; don’t you wish you knew it!”
Passing them, you reach the bottom of the steps.
Have you got a lit torch or lantern?

® If the PCs enter the chamber at the bottom of the stairs,
go to Room 7. (floorplan on p. 61)

* If the PCs return above ground, go to Area 5.
(map on p. 58)
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Section of the Dwarven Refuge
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This stage describes the chamber (Room 7) at the
bottom of the descending stairway. The description
assumes that the PCs have a source of light.

Because the PCs know to look for a secret, they can
find the hidden door with a successful PerceptionA8
maneuver. (Less informed individuals would be mak-
ing a PerceptionA13 manenver.)

The PCs may explore the stairwell (Room 8) and the
lower tunnel (Room 9) if they wish.
o If the PCs have found the concealed door and choose to enter
the chamber bebind it, 8o to Room 8.
(floorplan on p. 64)
* If the PCs return above ground, go to Room 6.
(floorplan on p. 59)

Entry Chamber
(Area 7)

5 feet
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Entry Chamber and Spiral Stair
(Room 7 and Room 8)
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GM NOTE

A serrated steel skewer is set into a wall housing
in the perimeter of the spiral stair (Room 8). The
skewer is attached to a gear mechanism which is
driven by movements of the trapped stair step. As
the step drops under a weight of thirty-five
pounds or more, a shaft turns a series of wheels
which drive the spike outward across the stairwell
and into the central pillar. When the spear pen-
etrates the victim, taking weight off of the stair
tread, the gear mechanism retracts the spike.

The two spear traps in this stairwell have no
jamming mechanism. However, the spear emerges
from its its housing 3 feet above the stair tread.
Alert PCs should be able to crawl up the stair and
thus avoid being skewered. If they ignore the
warning on the standing stone, allow the first PC
triggering the trap a Movement maneuver. If he or she
fails the maneuver, the spear hasa+1 Offensive bonus
on the Combat Table and adds +2 to the Damage
result. Defense bonuses due to shields do not apply
against the spear.

62

This stage describes the spiral stair (Room 8) behind

the hidden door. The description assumes that the
PCs have a source of light.

Allow the PCs to check for traps. Finding the spear
trap on the sixth step is a PerceptionA9 maneuver.
Finding the one on the sixty-sixth step is a Percep-
tion A8 manewver.

The stairs spiral around
pillar within a seven-sided r
steps, there is a landing. e

On this level, the steps to the left go up, while
those to the right go down. .

The stairwell begins on the level below you. A
simple archway th ads into a vaulted tunnel
traveling east. .

Going up, you pass four landings. ,, 7

On the sixth step, a spring-loaded spear shoots
out from the wall! If you are bent low (as recom-
mended by the runes) you come to no harm.

, ntral ‘seve"_n'-rsidad
m. Every twenty-one




Use the Combat Table to determine the damage done
to PCs who do not crouch to avoid the spear trap. See
the GM note for details on the trap.

The adventurers may explore the lower tunnel
(Room 9), if they wish.

Encourage them to search the spiral stair in the
same fashion they examined the entry chamber (Room
7). There are three secret doors opening off different
landings of the stairwell: two of them on the fourth
landing, and one on the fifth landing.

Discerning the hidden door into the storage cham-
ber (Room 10) is a PerceptionA8 maneuver, as is finding
the door to the tunnel (Room 12).

The secret door into the observation chamber
(Room 11) is harder to perceive, requiring a Percep-
tionAIQ maneuver.

* If the PCs enter the lower tunnel, go to Room 9.

(floorplan on p. 63)

* If the PCs have found the hidden door into the storage

chamber and open it, go to Room 10.

(floorplan on p. 65)

* If the PCs have found the hidden door into the upper tunnel

and open it, go to Room 12. (floorplan on p. 68)

* If the PCs have found the hidden door into the observation

chamber and open it, go to Room 11.

(floorplan on p. 67)

* If the PCs return to the entry chamber, go to Room 7.

(floorplan on p. 61)
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[9]

This stage describes the lower tunnel (Room 9) to
which the stair descends. The description assumes

that the PCs have a source of light.

dﬂy downward. The stone-
~work shows few signs of wear, but is covered by a
_h"fck_ c_Q'giltfof 'rho}_d. The air is unusually damp, and

_the foott

y paces from the stairwell, you en-
imming of water on the floor. The water
dily deeper as the tunnel continues. You'll
ur knees if you continue much farther.
'd best turn back! o
Eventually; the water level reaches the ceiling. PCs
who can swim underwater for one hundred yards
could reach the other side of the submerged area,
although you should discourage them from trying.
The tunnel emerges from under the ground on a
mountainside five miles to the east.
* When the PCs return to the spiral stair, go to Room 8.
(floorplan on p. 64)

Lower Tunnel

(Room 9)




3 feet
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Spiral Stair
(Room 8)

This stage describes the storage chamber (Room
10) behind the western secret door on the fourth

landing. .

 Like the portal con
the spiral stair, th

swings casly wi

~ The chamber b

openings, concealing them f
keeping the wind and weather

~ Low basins filled with wate
the east and west wal

replenish the stores
critical items. Unfo
cluded amongst the gear have
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The following is a list of the items located in the
room’s niches. Your adventurers may choose to
examine the contents in detail! None of the items,
except the brazier, are magical.

I) Leather Armor, sized for a Dwarf

2) Wall Shield, +2 to Defensive bonus; -2 to Magical
bonus; -1 to Movement bonus

3) Leather Armor, sized for an Elf or a slender Man

4) Chain Armor, sized for a Dwarf

5) Shield, normal

6) Warhammers, three of them

7) Spears, seven of them

8) Crossbows, nine of them, 200’ range, +1 damage

9) Wax from perished cheese rounds

10) Empty cask of wine

IT) Empty cask of salt pork

12) Empty and torn sack of flour

13) Twenty moth-eaten, but serviceable wool blankets

14) Brazier; striking tinder and flint as though to
kindle fuel in the brazier causes magical flames to
ignite; they burn until those taking shelter there

depart; the flames vary their heat to maintain a

comfortable temperature in the chamber
IS) Bronze cannister with a lid that twists open;

inside are 21 dried blossoms of Starbell; each heals

I-3 points of damage and/or accelerates the heal-

ing process of one sprained muscle (each day of

healing requires only I hour)

16) Leather box; inside are 14 berries known as Beggar’s
Apple; each heals 12 points of damage when eaten
17) Copper casket; holds 57 Fireseeds; each seed heals

1-2 points of damage and/or stops a wound from

bleeding

Allow the PCs to linger here, if they wish. Tolman
and Gallind might pick through the gear, while Glain
tinkers with the brazier and Lily opens a shutter to
look at the view or check on the rainbow’s daughter.

® When the PCs return to the spiral stair, go to Room 8.
(floorplan on p. 64)



GM NOTE

The items found on the three skeletons in the
observation chamber (Room 11) are listed below
with their powers.

I) Tunic and trousers, made of supple brown
leather, two of each, sized to fit Orcs; acts as
normal leather armor

2) Boots, two pairs; made of brown leather; one
pair sized to fit a foot 10” long and 4” wide; the
other 12" long and 4%” wide

3) Pot-shaped leather helms, two

4)Iron daggers, two; blades will break if snake eyes
(two Is) are rolled when attacking

S) Sets of lock picks, two; +1 to pigking locks
using the Subterfuge bonus

6) Rope coils, two; 20’ each; will break when more
than 10 Ibs. of force applied

7) Elven cloak; made of shimmering grey material;
takes on a greenish or brownish hue when worn in
the forest, blue on the water, charcoal at night;
subtracts 2 from an observer’s Perception roll

8) Elven tunic and hose; same powers as the Elven
cloak; penalty to observer’s Perception 1s not cu-
mulative with that from the cloak

9) Boots; made of greyish green leather; add +1 to
the maneuver made by the wearer when landing
from a leap or a fall

10) Pin; mithril, will not tarnish; magical; adds +1
to wearer’s Defense bonus

IT) Long bow; 300’ range; magical, +1 Damage

12) Long knife; acts as a sword (+1 Damage);
sized so that a very small person (a Hobbit, for
example) could use it

13) Rolled parchment (see stage 11)

14) Elven rope; 50’ coil; silken and light; holds 300
Ibs. without breaking; knots untie at the tiers
desire

1S5) Lembas; enough for 12 slices; one slice will
sustain an individual for 3 days

16) Flask of miruvor; light, refreshing liquid; about
I2 oz; one sip (I oz.) acts as an hour’s nap,
reviving a tired individual

17) Tent; made of the same material as the Elven
cloak; sheds water; will not blow down in a heavy
wind; blends with its surroundings (subtract I
from an observer’s Perception roll)

Storage Chamber and Spiral Stair
(Room 10 and Room 8)
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This stage describes the observation chamber (Room

[ 1) behind the secret door on the fifth landing.

Encourage the PCs to examine the skeletons and

describe what they find.

Rfcleomng

The runes on the gong are the same Angerthas
Moria found on the standing stone outside. Luckily,
the message is the more standard start-to-finish
(Praise Eru!). Encourage Gallind and Rilwen to read
them to their friends.

wben tbe stﬂker Pays t])e fod’zzt"

If the PCs have already conversed with the
rainbow’s daughter (moved through the sequence
THE RAINBOW'S DAUGHTER), you may wish to go
directly to page 75 for stage 2 of the sequence “SWISH,
SMACK! WHIP CRACK!” just after they leave the
observation chamber. Do this especially if you think
they will not return here once they leave the room.
® Otherwise, when the PCs return to the spiral stair, go to

Room 8. (floorplan on p. 64)

Smart PCs wdl examine the rolled parchment It
proves to be a letter. Unfortunately, the salutation
was the outermost portion of the roll and is partially
destroyed. Read the letter to the PCs. It is in Westron
(the Common Speech).
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GM NOTE

The gong must be struck by a Dwarf for its magic
to occur. It merely vibrates with a low, mellow tone
if sounded by Elf, Man, Hobbit, Orc or Troll
When struck by a Dwarf, no more than 7 times in
a week, the following effects are triggered:

* Resonance is heard everywhere within a 7-mile
radius

® +1 Melee OB and +1 Missile OB and +1 Magical
bonus for 7 rounds to any Dwarves and any

Dwarven allies within hearing
* Stuns (no action can be taken by a stunned foe)

for I round any servants of the Dark Lord (Orcs

and Trolls) within hearing
* Cancels any spells cast by servants of the Dark

Lord in the round following the sounding of the

gong
* Inflicts 21 points damage on the Dwarf who

strikes the gong—he or she experiences this as
the onset of sudden fatigue

What if the PCs want to strike the gong before
they've even met the rainbow spirit? Not to men-
tion been attacked by Orcs!

Of course, you should discourage the adventur-
ers from such a reckless and ill-judged course.

And this is fairly simple to do. If they get ready
to sound the gong before reading the runes on its
surface, suggest: “You may wish to read the runes
on the gong. You don’t know what it might do, if
it's magical. For all you know, it might turn the
striker into a frog!”

If they've read the runes, dwell on the words
“when the striker pays the forfeit.” What might this
forfeit be? Death? Or something worse?

If the PCs sound the gong in spite of your tactful
suggestions, don’t let it ruin the adventure. Re-
member that the knell only interrupts Moraglar’s
control of his lodestone for I round. If the rainbow’s
spirit isn't quick enough (and you can decide that
she is not), she will remain trapped. (Although
she’ll admit that she almost escaped, if the PCs talk
to her later.) Remember too that only Glain can call
forth the magical effects. And do give him the 21
points of damage if he does so prematurely!

If youhave the reverse problem later on, when the
Orcs attack, remind the PCs of a different phrase:
“Friends hearts shallfill with might and power.” The forfeit
can’t be that bad if the gong is intended to help

travelers using the refuge!

Observation Chamber and Spiral Stair
(Room 11 and Room 8)

S5 feet
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GM NOTE

What happened in the observation chamber?
Where did those skeletons come from? GMs
generally feel more comfortable knowing the
background for these types of situation.. That
way, if clever players find a way to uncover a
mystery that you thought they wouldn’t solve,
you have something to tell them!

Tolman, Sr. stopped in Lérien before he pressed
onward to Moraglar’s citadel. His letter to Elrond
was conveyed across the Misty Mountains by one
of the Guardians of the Wood—Tuiligon (8.
“Swift-power”).

Tuiligon, stumbling on the curiously enruned
standing stone of the hidden refuge, decided to
investigate the mystery. He solved the riddle with
some difficulty (the Elves of Lorien hear Quenya
less frequently than do those of Rivendell) and
Opened the secret portal.

Unfortunately, a pair of Orcs who had been
trailing him with an eye to ambush, saw him
enter. They followed him, and a fight ensued.
Tuiligon killed them both, but was grievously
wounded himself. He perished even as he tasted
victory.

A Stone-giant closed the refuge portal by
stubbing his toe on it!

This stage describes the tunnel (Room [2) behind

the eastern secret door on the fourth landing.

On the other side of the door, a cunnel runs to the
s level floor and well-plumbed walls are

~similar to those ofﬁh"e‘I@Wer_'éiz.fiﬁelfi'l:ortu:ri:i';'_'_t"'ely;"t:h_e
air is drier, and no mold makes the stone slippety.
A mere ten paces from the door there gapes a

ragged opening in the right wall ‘of the tunnel.

Rubble and dust litter the area as though an explo-
sion created the gap. And a twisting passage winds
away fiomithebraach o . 0

~ The tunnel continues past the disorder, its floor
slanting slightly down. '

* If the PCs pass into the rough gap, go to Room 13,
(floorplan on p. 69)

* If the PCs return to the spiral stair, go to Room 8.
(floorplan on p. 64)

Upprr Tunnel
(Room 1 2)
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Upper Tunnel and Rough Tunnel
(Room 12 and Room 13)

This stage describes the rough tunnel (Room 13)
opening from the upper tunnel (Room [2) behind

the eastern secret door on the fourth landing.

The PCs must succeed at a PerceptionA6 maneuver to
notice the tracks in the limestone powder. If one of
them obtains a total of 13 or more, that character will
realize that the prints are Orc tracks. If they follow
the tracks, describe what they find.
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age curves before you, always with the
Y arks i its dusty floor. After perhaps
u hear a clanking noise ahead.

nd a sharp bend in time to see the
vhere the passage ends sliding to your
mg'r’ ,

1 has stopped movmg It was closing,
unmovablywa massive slab of gran-
_,SLgn”'of knob or keyhole or hinge.
reatures who made the scuff marks are
bther-sx_de. Somethmg tells you they may not

The wall is, of course, really a door, but there is no
means to open it from the side where the PCs stand.
On the other side, a pulley connected to the sliding
door by amassive chain enables four Orcs to open the
portal using an iron wheel.

The adventurers cannot get to the Orcs at this
point in time, but they stand warned that they are not
alone in the refuge.
® When the PCs return to the Dwarven tunnel,

go to Room 12. (floorplan on p. 63)




GM NOTE

The Great Goblin, who rules the Orcs living
under this portion of the Misty Mountains, has
been aware for some time that the Dwarven refuge
exists. He didn’t know exactly the layout or the
purpose of the refuge. But he didn’t like the idea
that tunnels existed where his rule could not be felt.
(The enruned stone was no help—Orcs don’t read
and write.)

His scouts sniffed and poked around the area.
Eventually they surmised that one of their own
tunnels ran very close to the inaccessible passages.

Mining operations were started. Orcs can be very
efficient, and this bunch broke into the Dwarven
passage a few days after they started tunneling.

Now they maintain a guard at the end of their
excavation. They intend to use the refuge as a
trap—travelers who shelter there can be ambushed
when they least expect it.

Orcs are leery of daylight. Additionally, they
expect travelers to enter the refuge at evening in
order to pass the night. When the PCs arrive
around noon, the Goblins are a little slow in
responding to the opportunity! Thus the adventur-

ers have time to explore before they are attacked.
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THE RAINBOW’S DAUGHTER

Of course, the proper (though perhaps difficult)
thing to do is to inquire into the cause of the maid’s
distress and to offer assistance.

However, the PCs may choose to finish exploring
the Dwarven ruins before they embark on conversa-

tion with this weeping stranger.
* If the PCs approach the rainbow’s daughter, go to stage 2.
* If the PCs continue exploring, return to the previous
sequence “HOLLOW HALLS”:
2 If the PCs enter the area containing the remains of the
western defensive wall, go to Area 1. (map on p. 50)
o If the PCs enter the area containing the remains of the
eastern defensive wall, go to Area 2. (map on p. S1)
o If the PCs enter the area containing the remains of the
gatehouse, go to Area 3. (map on p. 53)
> If the PCs enter the vicinity of the standing stone,
go to Area 5. (map on p. 58)

GM NOTE

Kalamiré is Quenya for “Light-jewel,” a term
sometimes used by the Elves to refer to a rainbow.
The rainbow’s daughter is a light-spirit (a servant
of the Valié Varda) and does not truly have a
proper name. Nor can she explain her nature to
others, She can merely describe her existence.

Usually filled with child-like exuberance, she
flits from a break in clouds over the Misty Moun-
tains to another shedding light on the Shire and
then back to a rain storm lashing Mirkwood. The
winds, the rain, the violence of the great outdoors
exhilarate her. She dances everywhere she goes,
shedding prismatic light for as long as the sun
shines through moisture in the air.

She has two forms: rainbow fana and maiden
fana. Her powers in each fana differ somewhat.
They are described below.

Rainbow Fana

Her rainbow form is so unusual that stats are not
a very useful way of describing it. Instead, we will
simply list its abilities:

* She is made of light and has no true corporeal form.
* She cannot be physically harmed.

* She may be affected by some spells—those influ-

encing mental abilities or awareness.
* Her Magical bonus is 18.

* She can leap from place to place over many miles
distance, so long as both light and water vapor are
in the air at both locations (legends tell of places
where the stars were so bright that a rainbow was

created by night).

* When the rainbow leaps, she may carry with her
anyone she touches.

Maiden Fana
Strength vowmssanmss I Missile OB........... -2
Ailiby s R 771 S——— 2
Intelligente omvsesmsun 2 Subterfuge ... 0
Movement....vinn. I Perception. s 5
Defense Magical v
Melee OB .... Endurance

Spells: Concentration (3), Item Analysis (3), Clairvoy-
ance (5), Healing (4), Luck (5), Protection from
Magic (4), Calm (4), Charm Animal (5).

Item: Rainbow Cape—adds +3 to her Defense bonus
(her DB is +1, so her total is +4); permits her to see
anyone she encounters in his or her “true colors”—
she knows their disposition and nature; both of these
functions are inhibited by Moraglar’s lodestone,
which is why she is so confused.
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If one of the PCs comes close to the maid and
touches perhaps her hand or her arm, the rainbow’s
daughter will become aware of the adventurers. Until
then, she will alternate between weeping and musing
aloud about her captive state.
® When an adventurer touches the maid, go to stage 3.

The PCs must not only touch the rainbow’s daugh-
ter to obtain her attention, they must retain contact
to retain her awareness. This is not too difficult—
although Kalamiré (the Elves’ name for her) shrinks
from the PCs, she makes no real effort to elude them.
® When the PCs touch and retain contact with the rainbow’s

daughter, go to stage 4.

T

GM NOTE
The lodestone pinning the rainbow’s daughter
to the ground is attuned to Moraglar, alieutenant
of the Dark Lord. Its powers are listed below:
* Continuously prevents the casting of spells
requiring 9 or fewer points (within a 9’ radius)
* Moraglar may cast 1 spell each day without
taking damage points
* Once a day, Moraglar may command the stone
to gain heaviness; it will then grow heavier in
direct proportion to any force exerted to move
or shift it; it cannot be moved; it will remain
heavy until released by Moraglar
* If Moraglar leaves the stone and travels to
another location, from afar, he may:

a) command the stone to gain heaviness
b) see and hear all that transpires within range
of the stone, as though he were present himself

c) cast spells which take effect as though he

were present at the stone’s location




Encourage the PCs to reassure her.

Provided the PCs manage to keep the maid’s hand,
they should be able to extract Kalamiré’s story from
her. (They may discover that grabbing a handful of
her cloak has the same effect as holding her hand—
that of keeping her attention.) She is not able label
herself for them (i.e., the rainbow or the rainbow’s
daughter), but she can describe her life, mention the
name the Elves’ have for her, and recount her encoun-
ter with Moraglar (the Glory of the Dark).

Should the PCs try to remove the lodestone from
her cape, they will find themselves unable to even
budge it. If they pull too hard on the garment,
Kalamiré screams in pain. Her cloak is a part of her
essence, not truly a covering like most folk’s clothing,

The solution to Kalamiré’s dilemma lies in the
Dwarven gong located in the observation chamber
(Room 11) of the refuge. Its sound will interrupt
Moraglar’s connection with his lodestone long enough
for the rainbow to leap into the sky again.

Encourage the PCs to take a break from their
attempts to help Kalamiré. Suggest that they finish
exploring the ruins. Something might turn up. As
Thorin Oakenshield said to Fili and Kili: “There is
nothing like looking . . ."!
® When the PCs resume exploration, return to the previous

sequence “HOLLOW HALLS”:

o If the PCs enter the area containing the remains of the

western defensive wall, go to Area 1. (map on p. 50)

o If the PCs enter the area containing the remains of the

castern defensive wall, go to Area 2. (map on p. ST)

o If the PCs enter the area containing the remains of the

gatehouse, go to Area 3. (map on p. 53)

o If the PCs enter the vicinity of the standing stone, go to

Area 5. (map on p. 58)

“SWISH, SMACK! WHIP CRACK!”

Three conditions should be met before you let the
Goblins descend on the PCs:

I) The adventurers have encountered Kalamiré in the
wellhouse (Area 4) and learned of her entrapment
by the Glory of the Dark.

2) The PCshave discovered the observation chamber
(Room 11) and read the runes on the gong there.

3) The PCs are located within the refuge, relatively
near to the gong, when the Goblins attack.

Three other conditions are desirable, but not nec-
essary:
4) The PCs have thoroughly explored the refuge.
5) They have obtained the items from the Elven

skeleton in the storage chamber (Room 10), includ-
ing the letter.

6) The PCs are located on the uppermost landing of
the spiral stair (Room 8) or in the upper tunnel
(Room 12) when the Goblins attack.

® When at least the first three conditions have been met,

go to stage 2 for the Goblins’ attack.




GM NOTE

Because the PCs are free to explore the different
chambers of the refuge in any order they please, it
may not be obvious when the Orcs should attack.

For example, what if the adventurers explore
the refuge thoroughly before they follow up their
encounter with the rainbow spirit? And then,
they don’t return to the refuge, but set up camp
next to the wellhouse. Should the Orcs attack
them there?

Probably not. Sooner or later, somebody is
going to return to the observation chamber to
experiment with the gong or the brazier. When
that individual or group reaches the fourth land-
ing, have the Goblins arrive. Let the PCs call for
help so that the remaining characters out by the
rainbow can come rushing to the rescue.

The second batch of Orcs should attack just as
these reinforcements arrive. From that point, you
can play the sequence “SWISH, SMACK! WHIP
CRACK!” as it’s presented.

As you can see, you'll have to use some of your
own judgement and intuition for this part of the
adventure. And I'll guess that you do a great job!
Remember, you've GMed three adventures be-
fore this one. You have enough experience to
start trusting your hunches, to adjust these pro-
grammed scenarios to suit your own style and
your unique group of players.

Initially four Orcs attack the PCs. They should

seem defeatable, and thus not provoke the group to
extreme action—such as striking the gong or fleeing
in terror along the upper tunnel (Room 12).

Describe the circumstances surrounding the arrival
of the hostile Orcs. You will have to create this
description, since it will be unique to your players.
Then describe the foremost of the foes.

vears a chain-link
His eyes have
7 words in an
lose enough to
y more time for
o wield your own blade!

T

Use the COMBAT sequence on page 2.5 of The Guidelines
from the LOR box.

It is likely that the PCs will defeat these four
Goblins. However, before they have time to catch
their breath or heal any wounds from the first attack,
a second wave of Goblins—this time six of them—
descends,

If the PCs defeat the second batch, give them a brief
hiatus and then don’t hesitate to bring on a third or a
fourth or a fifth bunch of foes, each larger than the last.

Use the COMBAT sequence as many times as necessary.

At some point, the PCs should begin to feel
overwhelmed. If they don’t remember the hint of
help promised in the gong’s runes, remind them!
® When the PCs strike the gong, go to stage 3.

GM NOTE
You'll need stats for those attacking Goblins.
Here they are!
Dagog
Strength caeaunmoas 2 Missile OB o 1
501 i JP—— € 7T — 3
Intelligente: qomsms 0 Subterfuge s I
Movement o 0 Perception s 1
Diekeasit o P E T | E— -7
Meler OB v 5 Enduranee e 71
Items: Scimitar (+1 Damage), iron breastplate,
pot helmet.
Galkur
Strength ....cccccvcvverieenn 2 Missile OB............ I
7V Vo' SR—— I  General .orrrernneee I
Intelligence ..., Subterfuge............... I
Movement......ccoovvennen. Petteption .cumass I
Defense ..coovevererererrenenens Magical ... -6
Melee OB....ooovvvvvrvrnnn. 7 Endurance............ 78
Items: Scimitar (+1 Damage), whip (+1 Melee OB,
+0 Damage), leather tunic, pot helmet.
Grath
vl | 2  Missile OB............. 2
Agility s I General ...ccouvrenee I
Intelligence ....erevnneee, 0 Subterfuge ............ -1
Movement.....ccoueernee 0 Perception ... I
Defense ....c.ccverveiviunnnes 3 Magical .o -8
Melee OB...ocvvrvererernen S Endurance............ 73
Items: Broadsword (+1 Damage), platc iron hauberk,
pot helmet.




Zurga
Strength ....vveiresiiinns 2 Missile OB............. I
AGIlity oo I General .iernnece. il
Intelligence .......cco.ccoe... 0  Subterfuge ........... =
Movement.......coceuerennne 0 Perception ........... I
Defense .....cvrereersernnes 4 Magical .ovvreenee. -9
Melee OB....covverirennens 8 Endurance............ 95

Items: Scimitar (+1 Damage), plate iron hauberk,
close helmet, target shield.

Rulgor
StenPthy s 2 Missile OB .oionssss |
AN cwamsmsmnns ) | e— -2
Intelligence wosmvns 0 Subterfuge wesss I
Movement.......o.covirenee 0 Peiception s -2
Defense ...ooevveivevernne 3 Magical v -8
Melee OB....ovvvvviivirnnns 9 Endurance............ 83

Items: Broadsword (+1 Damage), iron breastplate,
pot helm, target shield.

Narag
Strength ....vcevvenriienins 2 Missile OB............. I
AGIlIty oo I  General .. 1
Intelligence .....oovvvires 0 Subterfuge ............ =]
Movement........cceune. 0 Perception ............. 1
Dietense suemsssmamis 2 Magical suammeosins -7
Melee OB s 6 Endurance............ 76

Items: Battle axe (4+2 Damage), whip (+1 Melee OB,

+0 Damage), chain tunic, pot helm.

There are stats for only six Goblins here, but
the scenario calls for hordes. What gives? You
don’t need 34 different sets of stats for Goblins,
that’s what. They are all variations on a theme, so
reusing these six is quite okay. Don’t let the
players suspect, however. If you use different
names for the same stats, they’ll never know!

Here are some more Goblin names: Ilzag,
Rubal, Ilthuk, Garak, Urgish, Narluga, Zolg,
Brisha, Nagog, Balkur, Gruth, Zorga, Bulgur,
Zarag, Ulzug, Zibul, Ilguk, Snathak, Ulgash,
Zarlaga, Nolg, Zirash, Magog, Ralgur, Brath,
Nurga, Zalgar, Barag.
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[3]

Describe the gong’s toll and how it makes the PCs
feel.

Tell the players to temporarily add +1 to the Melee,
Missile, and Magical OBs of their characters.

Allow the PCs to strike one more blow each before
the rainbow arrives. You don’t want them to feel
utterly incompetent, if they choose to leave with

Kalamiré.
® Then, go to stage 4.

[4]
The gong’s knell has interrupted Moraglar’s con-

trol of his lodestone. The moment it looses its
weight, the rainbow flips it off of her cloak and leaps
into the air. An arch of colored light springs from the
well where she sat to the cliff face of the refuge.

‘bring you!
e

the next sequence: “WHERE THE SUN SAILS.”



GM NOTE

What if your PCs are not interested in the
rainbow’s offer of a free ride> What should you do?

That depends on why the PCs are reluctant.
Maybe they are such awesome warriors that, with
the strength imparted by the gong, they feel quite
certain of vanquishing the last Orc in sight. The
Great Goblin can’t have an infinite supply of
troops, after all. And besides, they don’t want to
leaveall their supplies—down in the storage room—
behind!

In such a case, let the adventurers have their cake
and eat it too. They are only being sensible and
deserve to be rewarded. Kalamiré will dance by the
loophole while the PCs finish off the last Orc or
two and gather their belongings. Then she will
transport the whole kit and caboodle to the Anduin
Vales.

What if the PCs insist on crossing the rest of
the Misty Mountains under their own steam?
Unless you want to kill them all (not a very
entertaining option), you will simply have to let
them have their way. But they should have to pay
a penalty for their stubbornness. Perhaps you can
have the Orcs force them slowly into the upper
tunnel (Room 12). Once there, the re-doubled

fury of the Orcs’ attack could force them to flee,
leaving their ponies and much of their gear behind.
They emerge from the tunnel knowing that they
must keep going unless they wish the Orcs to catch
up with them when night comes. (The Goblins will
not travel outdoors by day.)

Since the refuge is located relatively near to the
eastern side of the mountain range, the PCs have at
most a week’s more travel before they descend to
the Anduin Vales. They may have to fend off the
Orcs on their trail several times, but should escape
at last. Use the action sequences FLEEING AN
ENEMY and RETREATING FROM A SITE (from The
Guidelines in the LOR boxed set) as necessary.

Allow the PCs to come to the bank of the Anduin
River at the Old Ford (Athrad Iaur) or at the
Carrock (more difficult since the ford there con-
nects only to the east bank) where Bilbo and the
Dwarves crossed many years before. Encourage
them to cross the river. Perhaps they spy smoke
from a chimney on the eastern horizon. The first
encounter they have will be with the Beornings at
Muidwe Germenegild, the manor where the
rainbow’s daughter would have left them.
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“WHERE THE SUN SAILS”
Describe what the adventurers experience when
Kalamiré clasps their hands and carries them into the
heavens.

GM NOTE

The crystal left by Kalamiré has special prop-
erties. The PCs may well be the only persons in
Middle-earth to possess such an item. It is not
very often that a rainbow is in need of help such
as the adventurers have rendered in “OVER THE
MISTY MOUNTAINS COLD.”

When the crystal is spun in the light of a fire—
or the sun or a lantern or any light source
whatsoever—shafts of colored light shine from
its tiny facets. And Kalamiré will know, wherever
she is, that her friends want her presence.

Of course, if atrnospheric conditions are not
suitable, she will not be able to travel to them.
There must be some moisture in the air, as well
as enough light.

Even if conditions are right, the rainbow may
be so involved in something else that she cannot
help her friends. This means that you, the GM,
have some discretion. If you think the PCs are
calling for help when they don’tneed it, Kalamiré
will simply not respond to the summons of the
crystal. On the other hand, if the PCs are in over
their heads, youcan remind them of the rainbow’s

gift.

Now it's time to wrap things up. (Unless, of course,
the night is young, and you're eager to press on to the
next adventure: “BEFORE THE GOBLINS”).

The PCs are safely over the Misty Mountains, all
in one piece and with a lot of new information and
knowledge. They deserve some congratulations—
and some experience points!

In addition to EPs for specific manewvers, spells, and
ideas, the PCs should get 50 points each for good
planning in “A SHORT REST.” Surviving the thunder-
storm and the Stone-giants in “OVER HILL AND
UNDER HILL” is worth 125 points per character. And
the events of “DUNGEONS DEEP AND CAVERNS OLD”
should net the PCs 325 points each.

Add up all the EPs the adventurers have earned and
hand out the totals.

And then set a date for another evening’s or
afternoon’s worth of role playing. The Glory of the
Dark—Moraglar—is waiting!

The End



The Adventure Goes On!

Look for sequel adventures once you've sur-
vived this one victorious! T'wo more scenarios for
the Lord of the Rings Adventure Game take your
characters across the mighty river Anduin and
into the dark eaves of Mirkwood.

“BeEFORE THE GOBLINS” introduces your ad-
venturers to the Beornings of the Anduin Valley.
Can you discover the secret behind the Goblin

raids directed at their manor? ( “Before the Goblins”

will be available 1n Jate 1993.)

“GREATEST OF THE FORESTS” is the trium-
phant conclusion to the saga begun in “Dawn
Comes Early.” The shadows of Mirkwood hold

denizens far crueler than your worst nightmares!

(“Greatest of the Forests” will be available in 1994.)

And On!

What if you've played all six scenarios in the
Lord of the Rings Adventure Game and you're aching
for more Middle-earth stuff? Don’t despair!
There’s plenty more material at ICE.

it

ARNOR puts at your fingertips the history,
peoples, and ancient sites of the lost North
Kingdom to which Strider was heir. The
sourcebook combines material from out-of-print
Rangers of the North (Arthedam) and Lost Realm of
Cardolan with more extensive coverage of these
two sister kingdoms and all-new text detailing
their fallen neighbor Rhudaur. (Armor will be
available in the fall of 1993.)

MIDDLE-EARTH ROLE PLAYING, Second Edition, is
the complete role playing system for the experi-
enced gamer looking for a more complex, exhaus-
tive set of rules. If you liked Lord of the Rings
Adventure Game, but now want to know more
about races, magic, and monsters, this is the
perfect next step up! MERP II contains character
templates for quick start-up, a bestiary of the
creatures unique to Middle-earth, spell lists and
guidehnes for magic use, and an extensive glos—
sary of peoples: Diinedain, Beornings, Northmen,
Rohirrim, Noldor, Sindar, Hobbits, etc. (MERP 11
will be available in the fall of 1993.)
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