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1.0 INTRODUCTION 
How would you fiart in ;a duel ;against Smaug the 

Golden or hunting a Kraken in the rough waters of the: 
Sundering Sea? Could you outrace a Fell Beast or van
quish an undead Barrow-wight? Have you ever tried to 
[mit a Wild Kine or elude a hungry pack ofWargs? 

Cf'tlltNrts of MiJJle-tllrtb pennirs you [0 meet Endor's 
mOSt prominent or powerful creaUlrn, the famoll$ or 
infamous beasts and monsters who affe'er the history of 
[he Middle Land. You can call forth all of the major 
creatures found in J.R.R. Tolkien's Ik Hobbit and ne 
urd oJtbt Rings. Like the 50urcebooks in the multi-volume 
PtopusojMiJJlt-tllrlhserics. this work is a comprehensive 
supplement intended to provide rolc players with a single 
source of information for indexing and generating eru
tures for their Middle-earth adventures and campaigns. 

2.0 USING CREATURES 

OF MIDDLE-EARTH 
This volume of Crtat14rtJ oj },fjJJle�tartb is divided into 

four parts: 
(I) GUIDELINES-a section devoted to abbrevia· 

(ions, a citation key, and notes on converting 
stlltistia and adapting this work to any major 
fantasy role playing game; 

(2) CREATURE GLOSSARY-sections describing 
the general character and principal individual 
;1nimals and monstef$ found in Middle·earth; and 

(3) CREATURE GENERATION AND 
ENCOUNTERS-a section 

providing a sampling of stars and 
bonuses (or typical creatures, together 
with guidelines for generating and 
handling high level creatmes in any 
fnnusy role playing game. In nddition, 
[his section covers encounters. 

(4) TABLES-t:lbles summarizing the 
natisrical nature of all the creatures 
covered in Part Two. 

GUIDELINES 
The Guidelines provide the means to usc 

CrflitWru oj MiJJlt�tartb in your fantasy rolt': 
playing gamt':o This section includes abbrt':· 
viations, dt':finitions of game tuminology, 
and conversion notes. Sinct': this work is 
descri btd in terms of ICE's MiJdle-tartb Role 
Piaying , Lml oJtbe RingJ AJvent14rt Carnt, and 
Rolnnasttrsystcms, we include provisions for 
tr3nslating game stats and bonust':s for use 
with other gamt':s. 

CREATURE GlOSSARY 
Each section in the Creature Glossary �ns with a 

survey of the creature group's general history and featurts 
an analysis of the group's subgroupings (e.g., Great 
Drakes versus Werewonns). An alphabctica.l compilation 
of individual crutures follows each genera.l survcy. 

Each creature is described in terms of its appearance, 
motivations, characteristics, and b;ackground. In ;addi
tion, we provide chara containing a lining of each 
individual's game statistics--irs Profession, Stars, Skills, 
and items--with statistics for [he MiJJk-urtb Roll Pi4y. 
i1lg, LorJ oj tbt Rings AJvmtwrf QUill, and RoinnAsltr game 
!ystcl1l5. 

None o( the creatures in Crtlltwrn oj MiJJIt-lllrlb is 
given the exhaustive treatment found in the creature 
studies in ICE's Middle·e;anh Realm modules. Instead. 
the empha!is is on providing significantly pertinent infor
mation. A creature's home and principal posscssions. (or 
instance, are listed but they arc not describtd in any grear 
detail. These works are game supplements, general aids; 
they are not substitutes for products that (ocus on 
particular places or individuals. 

The material in Crtllt14rts ojllfiJJk-t<l.rtb is drawn from 
authorized sources and, wherever rc:lson;able, theseentrits 
provide citations to pcninent sections in De HoIJit and 
1lt LorJ ojtbe Rings. Where ICE has extrapolated infor
mation, the entry cites ICE'sMiJJk-r<l.rt' Rok Piayingrules 
and supplemenLS. More information about me works and 
the use of these citations is located in the Guidelines 
section described abolle. 



CREATURE GENERATION AND ENCOUNTERS 
A section on generating creatures is located near the 

end ofCrtaturtSojMiJJlt-tarth. This section provides (I) 
a means to quickly generate creatures. (2) tips for dealing 
with high levd (11th level or higher) creatures; (3) 
guidelines for creatures' uses of power (e.g" spdls and 
magic items); and (4) complete guiddines and tables for 
handling enCOlmters. 

TABLES 
At [he end of Crtalurtl oj MiJJu-tarth is a description 

of the animals and monsters in terms of MiJJu-earth Rou 
Playitll. LorJ � tbe R.inls AJventure Came. and R.oltmaster 
gaming statistics. This section is divided into three parts; 
(I) 'ordinary' animals, (2) extraordinary beasts and mon
sters. (3) prominent individual animals. creatures. and 
beings of power. 

3.0 GUIDELINES 
Space does not permit us to spell out every thought or 

include statistics for every major role playing game sys
tem. so we include the following abbreviations, defini
tions, citation guidelines. and conversion notes. 

Section 3, I covers abbreviations. Definitions of fre
CJuendy employed game terms are set out in Section 3.2. 
while Section 3.3 enables readers to translate smtistics 
into numbers usable in most other fantasy role playing 
games. Section 3.4 summarizes the' catagories used to 
specify the climates and environments preferred by each 
creature. 

3.1 ABBREVIATIONS 
The most commonly used abbreviations are listed here 

alphabericall y according to sub-categories. 

GAME SYSTEMS 
FH ............. ... bll/flIy Hero 
MERP .......... MiJdlMar/b Rolt Playillg 
RM ............... Rol,maJltr 

SOURCES 

Hob ..... ..... .. .. . Ibt I'Mbil (Ballall/IIII ttl) 
LotR ... ........... Th Lord of /Itt Rillgs (Ballan/jlltld) 
LoIRl ... ........ . Ibt Ftllowsbip of lbe Rillg (Ballalltllli ttl) 
LoIRll ... .... ... Ibt Two Towm (BaIl'lIIlll1l td) 
L.tRlIl ........ nc Ret",." of tbe Killg (B../I,,,,'iltl .J.) 

CHARACTER STATS 
Ag ..... Agility 
Co ..... Constitution 
St . Strength 
PR ..... Presenee 
1t(ln) .. Intuition 
Sd ...... Self Discipline 

M e .. .. Me mory 
19 ...... intelligence 
Re ..... R casoning 
Em .... Empathy 
Qu ..... Quickness 

GAME TERMS 
AT ... .. Armor Type MA .. .. Martial Am 
bp ...... bronze picce(S) Mod .... Modifier or 

cp ...... copper picce(s) Modification 
Crit .. .. Critical strike mp ....... mithril piece(s) 
D ....... Die or Dice NPC . ... Non+player 
0100 .Percentile Dice Result Character 
DB . .... Defensive Bonus OB ...... Offensive bonus 
FRP ... fantasy Role Playing PC ....... Player Character 
GM ... . Gamemaster PP ........ Po we r P oi nts 
gp .. .. .. gold pieces(s) R or Roo .. .... .... Radius 
ip ....... iron piece(s) Rnd Of Rd .......• Round 
jp " ..... jade piece(s) RR ... ... Resistance Roll 
tp ....... tin p iece(s ) Stat ..... Statistic or 
Lvl ..... Level Characteristic 

MIDDl.E-EAIITH TERMS 
A ... .... Adllnaic LotR ..... The Lord of 
Ap ..... Apysaic the Rings 
BS ..... Block Speech Or ......... Orkish 
D . ...... Dunael (Dunlending) P , ......... ,Pcl 
Du ..... Daenael (Old Dunnel) Q ........... Quenya 
E ........ Eda in R . ..... ..... Rohirric 
EI " ..... Eldarin Rh . ... .... . Rhovanion 
Es ...... Easterling S ........... Sindarin 
l.A .... first Age S.A ....... Second Age 
f.A .... Founh Age Si .......... Silvan Elvish 
Hi ...... Hillman T.A ....... Third Age 
H ....... Hobbitish (Weslron var.) Teng ..... Te ng war 

Har .... Haradrim V .. ..... ... . Variag 
Hob ... Hobbit W .......... Westron 
Kd ..... Kuduk(ancicm Hobbilish) Wo ........ Wose 
Kh ..... Khuulul(Dwarvish) (Druedain) 

3.2 DEFINITIONS 
The majority of uniCJue terms are described larer in the 

text. Those defined below. however. are freCJuenrly used 
or very important terms. 
Animal: Any creature born of the Great Music. the Song 
of Creation or Ainulindale:. These crearures wer e con
ceived by Eru and entered Arda according to His scheme. 
Am:m: (Blessed Realm) The continc.nt west of Middle
�arth, across the Belegaer (Great Sea), It contains Valinor 
(the home of most Valar and Maiar and many Elves). 
mainland Eld .. mar, and the Halls of AW:liting (the place 
of the dead). 
Ardx (The Place) The entire world treated by Eru. 
through his servants the Valar. including Endor(Middle
e:lrth) .. nd Aman but not Mene! (Heaven). 1n the First 
Age and most of the Second Age it is circular and f]at. but 
in the Third Age. it is remade as a sphere. 
Beleg:ttt: (5. "Great Sea.") The ocean which separates 
Aman (to the Wl"St) nom Middle-earth(to the ea5t).A1so 
called the: Mighty Sea or Sundering Sea. 
Beleti2.nd: (Great Country) The northwestemmost part 
of the continent, it is the area of Middle-earth west of the 

Blue Mountains. Most of this land sinks into the ocean 
and is destroyed in the cataclysmic battle that ends the 
First Age. The surviving portions of Beleriand are called 
Lindon. Also called the Great Land or Country ofBaJar. 
Drake: A term typically synonymous with Dragon but of 
a slightly more generalized narurc. 



Ea: (Q. "Existence,") Ea is all that is, the whole of Eru's 
emdon and includes Arda and Heaven (Mend). Born 
out of the Great Music (Ainulindale) that defined the 
divine order of existence, it remains bound by the patterns 
(Essence) of the Song. Outside of Eit are the Timeless 
Halls ofEru (The One) and the Ainur (Holy Spirits) and 
the Timeless Halls (Nothingness). 
Encircling Sea: (Q. "Ekkaia,") The great ocean that 
encircles Arda, I t  l ies south, ea.st, and north of Middle
earth. (The Belegaer lies to the west.) Also called the 
Outer Se:l. In the First Age and late Second Age it wa.s 
surrounded by the Walls of Night; but, in rhe late Second 
Age, when Arcla was remade as a sphere, it circumscribed 
and covered most of the world. 
Endor: (S. "Middle Land"; aka "Middle-earth.")' Endor 
is the Sindarin Elvish label for the Middle Continent of 
Arda. Al�o called Ennor or End6re. 

Fell: Adjective describing creatures who are evil, fierce, 
savage, cruel, ruthless, dreadful. :md/or terrible. 
Haragiler. (5. "South Sea.") The ocean south of Mid dIe
earth. Part ofthe Ekkaia. or "Encircling Sea." theHar:lgaer 
separates Endor from the lands of the Utter South. 
Huom: Enchanted trees or Tree-c.reatures, or extremely 
sedentary Ents. 
Kclvar. (Q. "Animals" or "Things thac Move"; sing. 
"Kelva.") Living things that move or, as noted by Yavanna, 
that" can flee" (Sa. p. 15). Kclvar are under the care of the 
Valie Yavanna. They do not include monsters or the 
Children of Iluvatar (Ern): Elves. Men, Dwarves, etc. 
Lycanthropy: A curse which manifests itself as a disease 
and tranforms its victims into were-crearures (Iycantropes ). 
Originating with MorgQ[h, this powerful enchantment 
creates one type of Undead 



Maiar: (Q. sing. "Maia") The lesser Ainur who entered Eii 
as servants of the Valar. They arc also known as the People 
of the Valar, the Servants of Valin or, and the Servants of 
the Guardians. The ignorant (notably among Men) call 
them "Lesser Gods." 
Menel: (Q. "Heaven.") Literally the Region of Stars, it 
includes all of the heavens and lies above Arda. 
Monster: Any creature or race of creatures whose nature 
has been twisted or perverted away from its original 
conception by En!. They do not conform to Eru's original 
scheme, as manifested in the Great Music (Ainulindalc). 
Most monsters arc tile work of Morgoth (Melkor), the 
Fallen Vala; others are the work of Sauron or lesser 
purveyors of Evil. 
Morenorc: (Q. "Dark Land"; aka "M6ryarmene" or 
"Hyarmenore."). M6renore is the Quenya Elvish b.bcl for 
the small continent south of Middle�earth. the remote 
land separated from Endor by the Haragaer. 
Nlullenor: (Westernesse) The great island continent 
located in the middle of the Great Sea until its destruction 
(Oownf.111) in Second Age 331 9. From the early Second 
Age until irs Oownf.11I, Numenor was occupied by the 
High Men (Edain) who called themselves N{lmen6reans. 
These Men were the ancestors of the Dunedain race. 
Numenor literally means West Land and was the 
westernmost home of mortal Men. 
0lvar: (Q. "Growing Things With Roors in the Earth"; 
sing. "alva.") Livingthings that do not move or. as noted 
by Yavanna, that" cannot flee" (Sir. p. 45). Orome � Araw) 
is the Vala closest to the Olvar. Trees are the greatest of 
the Olvar. 
Romene.ar: (Q. "Enst Sea" : S. "Rhunugaer.") The ocean 
east of Middle�earth. Part of the Ekbia, or "Encircling 
Sea." the ROl11encar once (before S.A. 3319) separated 
Endor from lhe Walls of Night in the Utter Ea�t. 
Undying Lands: SomC"times considered synonymous with 
Aman, it includes Aman and Tol Eressea. Its jnhabit� 
ants-Elves, M;\iar. and Valar-are immortal; thus the 
origin of the label. The land itself does not necessarily 
confer immortality. 
Unde.ad: Beings whose bodies have died but whose spirits 
have not yet departed from Arda. or crearures of Shadows 
who remain tied to the mortal world as a result of some 
heinous enchantment. 
V ajar: (Q. sing . .. V ala" ; S . .. Belain" ; S. sing ... �alan.") The 
greater of the Ainm who entered Eii as guardians and 
executors of Em's vision. Their were originally fifteen 
Valar; however Melkor (Morgoth) fell from grace, leav
ing seven male and seven female Valar. The eight called 
the Aratar are mightiest. Morgoth's name was never again 
spoken by the Exalted and he was counted as the greatest 
of the Great Enemies. The Valar arc also known as the 
Mighty, the Exalted. the Great Ones, the Lords of Arda. 
the Guardians, the Lords of Valinor, the Lords of the 
West, and (by the ignorant) the Gods. 

Valinor:(Q. "Land of the Valar.")The region in eastern 
Aman which is the home of the Vala.r. most of me Maiar, 
and the Vanyar Elves. It lies west of Eldamar and irs 
ca.pital is Valimar. 
Void: That which is outside Existence (Ea). 
Warg: Huge. enchanted Wolves first spawned by Mor� 
goth . An evil race, they arc unnaturaHy powerful but 
cursed. Their bodies disappc.ar soon .. fier they are slain 
and their spirits pass into the Void. 
Were: An undead spirit tied to an animal form but 
cnpable of shape�changing into its original form. They 
can only be harm«l by magic( e.g., holy, magic, or slaying) 
or silver (including mithril) weapons. A were�creature can 
never be permanently slain unless a blessed object is driven 
through its heart. 
Wight: Undead spirit that inhabits and animates the 
fallen bodies of others, taking their prey's form and using 
their victim's physical power (while retaining their own 
magical attributes). 
Worm: A term roughly corresponding to Drake or 
Dragon, but often used more generally to describe any 
powerful. serpentine creature. 

3.3 CONVERTING STATISTICS 
When using this supplement with your FRP campaign, 

be careful to note creatures' statistics before beginning 
play. Should any adjustments need to be. made, you may 
wish to consider the following guiddincs. The mat�rial 
provided is in tenns of perunr.ages and is intended to giv� 
the reader a relatively clear picture of th� strengths and 
weaknesses of the individuals and cnatures discussed. All 

[he dru relatcs to most FRP systems, .and conversion 
should be simple'; remember, however, that th�re are 
dozens of role playing rules and the change-over from the 
statistics given here may be uoublesome. 

3.3.1 CONVERTING HlTS 
AND BONUSES 

Bonuses: When conv�rting percentile values to a 1�20 
system, a simple rule is: for every +5 on a 0100 
scale, one gets a + I on a 020. 

Hits: The concussion hit numbers found in this 
module npresent tolerance for general pain and 
system shock: the dfect of bruises and small cuts 

rather than wounds. Critica.l strik� d:unage is used to 
describe serious wounds and fatal blows. The hit 
figures shown here are less important man [hose 
used in g;une systems where death occurs as a result 
of a character exceeding his or her available hirs. 
Should you use a ga.me system that employs no 

specific critical suike resulrs (such as TSR Inc.'s 
D..n,groRS IInJ Dragoll�) simply double the number of 
hits your characters take or halve the hit values 
found in this module. 



3.3.2 CONVERTING STATISTICS FOR 
ANY MAJOR FRP SYSTEM 

All the statistics and numerical information used in this 
module are �pressed on a dosed or open-ended scale 
with a 1-100 base. They are designed for use with 
percentile dice (DIOO). Usc the chart below to derive 
appropriate bonuses or to convert the I -I 00 numbers to 
figurts suitable for non-percentile systems. 

'·[00 0100 020 3·18 2-12 
& .. Bol1u, Boom S'" S'" 
[02+ +35 +7 20+ 17+ 
101 +30 +6 I' 15-16 
100 +25 +5 18 13-14 
98.99 +20 +, 17 12 
95-97 + 1 5  +3 1 6  -
9\).94 +10 +2 IS I I  
85-89 +5 +1 I '  1 0  
75·84 +5 +I 13 9 
61).74 0 0 12 8 
40-5' 0 0 10-1 [ 7 
25-39 0 0 , 6 
[5-24 ·5 ·1 8 5 
10-14 ·5 .1 7 , 
5·, ·10 ·2 6 3 
J� ·15 ·3 5 . 
2 ·20 ., , 2 

I ·25 ., J 2 

3.3.3 A NOTE ON LEVELS 
When using certain "level-systems," a GM may find 

that the levels provided make charactl:rs too powerful for 
his world system. If this is the casC', multiply the leveLs 
given by .75 or .6, depending upon your situation. This 
would reduce a 20th level charactrr to a 15th level or 12th 
levd character. respectively. Remember to reduce appro. 
priate bonuses accordingly. 

3.4 DESCRIPTIVE TERMS 
A set of descriptive terms follows the name of e:lch 

creature listed in the glossaries in Sections 5.0 and 6.0 of 
this work. These three types of terms provide information 
about three aspects of the creature's nature: first. the 
dimatr(s) it favors; second, the habit;1t( s) (i.e., environ· 
mmt) it f.wors; ;1nd third. the chance someone might run 
acros.� [he cre;1n1re in its f;1vored ecosystem( s). 

3.4.1 FAVORED CLIMATE 
11,,. fir�t rlrml"nt in thl" cirscriprivl' rl'nn� cil'notl'.<: rhl' 

type of climate or climates the creature favors. The 
following list summarizes the catagories from which 
selections arc made. 

Hot/Humid (rainy, muggy) 
Hot/Average 
Arid (hot and dry) 
Warm/Humid 
Mild (average hwnidity and temperatures) 
Semi-arid (warm and dry) 
C001/ Average (marine: wet to temperate and cool) 
Temperate (dry to temperate and cool) 

Cold/Dry (semi-arid or arid but cold) 
Frigid (arid and severely cold) 

3.4.2 FAVORED HABITAT 
Th� second elem�nt in th� descripciv� tenns denotts 

the type of ecosystem(s) the creature favors. There are 
three environmental subcategories (see bdow). 

TERRAIN & WATER FEATURES 

Alpine/high altitude/mountainous 
Breaks/ wadis 
Freshwater coasts & banks (rivers/lakes) 
Glacier/snowfield 
Marsh/ sW:lmp 
Ocean 
Saltwater shores/shallows 
Undtrground (caverns. etc.) 
Volcanic 
Waste/barren 
Desert (perhaps scattered cactus & scrubs, no grass) 

VEGETATION 
Coniferous forest/taiga 
Deciduous/ coniferous/mixed forest 
Heath/scrub 
Jungle/rain forest 
Plains/grassland (ofren scattered trees �nd scrubs) 
Tundra (Lichen/Mosses, Lichen/Gr:lsscs) 

SPEQAL FEATURES 
Enchanted/ magical plaCts 
Rural Inhabited areas 
Cross·over points between dimensions 
L.airs/ cavC$/ overhangs 
Near and in towns/ cities/ casdes 
Burial are;1S 
Ruins 
Cros;'TO:lds/ roads/ paths/trails 
Battlefields/ sh i pwrecks 

3.4.3 FREQUENCY OF ENCOUNTERS 
TIlt third element in the descriptive tenns indicatts 

how frequently someone might encounter such 3. creature 
in irs favored habit:lt. The GM can use these in conjunc· 
tion with the encounter tlbles in Part Three to generate 
random encounters. 

Example: En(OImln' rolls fora rrralure lha, is "USJ'IO finJ 
in ilS jalXJrtJ mvironllltnl will k moJ.!fIlJ by +20. 

Ch:mce/Frequency (Modifier) 
Routine ....................................................... (+30) 
E" y ............................................................. (+20) 
Lght .............................................................. (+IO) 
�1ediuln ........................................................ (+0) 
H"d .................................................................... (·IO) 
Very Hard ............................................ _ ..... (-20) 
Extremely Hard .......................................... (-30) 
Sheer Folly ................................................... (-50) 
Ab,",d .............................................................. (.70) 
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4.0 ORIGINS 
Em, lluv;lcar, the One, is the beginning and rheend. He 

alone can give or take life. Only he created that which is 
and will be. From his thought came the Flame Imperish
able, the wonderous marvel that fuels the spirit of every 
being. All creaturts' souls are tied to this undying fire of 
life. 

Ern's thought gave birth to the Ainur, the highest of the 
Yahr or "Powers," the greatest spirits in Ea (Existence)' 
He gathered his offspring and instilled them with music, 
c,llling upon them to �ing together. Over coumlc� age$ 
they sang. until their unique and purposeful melodies 
became refined and their voices melded in a glorious 
h;mnony that was the Great Music (Ainulind�le) that 
gave birth to Ea. This Song set the patterns of Creation, 
the Essence of all that is. 

Together. the Ainur forged the Heavens (Menel) and 
the E3rth (Ard:t); however. one of their number sought his 
own scheme and disturbed their innocent unity. Hoping 
to achieve his own scheme, Melkor (Q. "He Who Arises 
in Might") sang ;,ccording to hls own desire. Melkor 
strove to manipulate the Rame Imperishable and create 
for himself. In this horrid quest, he failed and beCOlme the 
Fallen Ainu; with this awful vision. he gave birth to Evil, 
for Melkor wu Evil incarnate. He would. in time. become 
known :lS Morgoth: the "Black Enemy." 

Eru ended the Grat Music and admonished the sun
dered Valar. He thm forcffi Morgoth. the powerful. 
renegade Ainu, [0 submit. The Black Enemy abided by his 
Lord's word and showed remo� as he submitted to the 
will of the One. buta de� and painful hatred rooted itself 
in Melkor's soul. 



Eru forgavt-his proud offspring and took the Ainur out 
.of their wondrous home in the Timeless Halls and led 
them outside the Void to Ea, conferring upon them the 
mission to mold the World according to the glory that 
stirrffi withintht-m. Thus, the Valarsetaboutcraftingthe 
beautiful but unworked jewel of creation. They sculpted 
Arda and arranged the Heavens. After a time, though, 
Melkor rebelled again, and a struggle raged through Ea 
that destroyed the placid Balance of Things. 

4.1 ARDA:S CREATURES 
Eru's conct-ption involv($ myriad tiers of creation. This 

is undoubtedly the case with living things, for thert- is a 
distinct order in place in Ea. The Vabr command the 
highest tier. just above their more numerous Maia ser
vants. In turn, the Maiaroversee the Olvar, Kelvar. and the 
Children ofIh.1vatar: the Elves, Men, Dwarves, etc. 

11,ls work, of course, deals wit� the Kelvar, living 
things that move, the creatures. They count all living 
things other than the Olvar and the Children of Ill,vatar. 
Within chis category, though, thue are creatures that 
musr looked upon in a spccial light, for they are perver
sions oflife and £.,11 outside Eru's original scheme. These 
are the creatures we call monsters. 

THE CHAIN OF LIFE 

En. (IIUY�lar) 
I 

Vain 
I 

M�i�r 

Children orlltiY�lar KdY�T 
(8vts, Men. Dwuyc" CIC.) (Bird" M�mm�I,. Fish, CIC.) 

OIY�r 
(Tn:cJ. Grun., etc.) 

4.2 MORGOTH'S MONSTERS 
All monsters are the offspring of Evil and are directly 

or indirectly tied to the thoughts and incantations of the 
Black Enemy. They art- not creations of Morgoth or his 
strvants; rather, they are creatures who individual or racial 
spirits have been manipulated in order to alter their 
original character. Since only Eru can create or destroy 
life, all spirirs, even manners, owe their origin to him. 
However. unlike anim�ls, monsters are artificial in nature. 
They enjoy extended lifespans, extraordinary powers, and 
incredible personae. At the same time, they cheat Fare and 
suffer from the partial or uttt-r lack of Ero's favor and 
blessing. Their spirits burn with a twisted fin� that flickers 
with a character that is no longer one with the Flame 
Imperishable. Their very bt-ing is a manipulation of the 
Essence. and is therefore outside the Balance of Things. 

S.O ANIMAL GLOSSARY 
As noted above, animals are of the order EJves 0.11 

"Kelvar," which means living things that move. They are 
natural creatures, imbued with their own will.nd limited 
only by their inht-rent attributes and the gift of death. Like 
the theOlvar and the Children oflluvarar, they fit within 
Eru's original scheme and live in accord with the Balance 
of Things. 

5.1 BATS AND BIRDS 
Because they call rhe sky their domain, birds :and bats 

are closest to the Heavens and enjoy some favor from 
Manwl and Yarda (the King and Queen of the VoJar). 
Indeed the Great Eagles are considered the most noble of 
all the Kelvar. They serve thC' Valar as messengers, s(Outs, 
and w�rriors. 

There are over r 0,000 species of Endorian :l.vians. 
Ranging in size from tiny Dwarf Hummingbirds lhat 
weigh no more than a gram to Great E:agles who are 
capableof carrying a large rider and �II his equipment. they 
fill a distinct niche in virtually every t-cosystem. Their 
bright colors, remark:l.ble songs, and stunning �eri�1 skills 
generate pleasure, wonder, �we, and envy among Ern's 
Children. 

Warm-blooded vertebrates with extremely active me
tabolisms and four limbs, birds are the only animals with 
feathers. Their forward limbs an: modified to form wings, 
enabling most birds to fly. Their rail feathers provide 
added flight surfaces and are attached to the "false: rail" in 
their mmp. 

Bats are also warm-blooded avians who �re capable of 
sustained flight (as opposed to gliding). Unlike birds. 
though, they are mammals whose wings are membranes 
that are supported on (he four elongated fingers of each 
forelimb and are attacht-d to their ankJes and/or tail. 

Note: Au wbolr, 1M batSllnJ bin/so} MiJJIt-tllrlharthrrztr, 
smarltr, anJ mort magkAl lban nKm" romllltmpi4tt avians. 
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BITTERNS 

Clim2tr: Mild, Cool/Average, Tnnpcnte, Cold/Dry. 
Habir.at Marsh/swamp. 
Frequency of Encounter: Easy. 
Size: 4 ft. wingspan. 

A wading and fishing bird found in the deltas of 
northwestern Endor, thf: Bittun, or Northml Heron. is 
known for its strange r�nant, mournful cry. It is slow, 
cunning, deliberate lmnter that feeds on sn»:;cs, crusta
ceans, and fish. Bittt:rns migrate, spending their winters in 
the wetlands along the temper-me seaconu and tht:ir 
summers in the lakes and ddr.u of the North. 

BLACK SWANS 

Climate: Warm/Humid. Mild, Cool/Average. 
Habitat: Freshwater coasu &. banks. Waste/barTen, 

Heath/scrub. 
Frequency of Encountu: Very Hard. 

r ��;;:::?..,;
S
�

lze; 7 ft. wingspan. 

t Black Swans are found from Mordor and northward 
into Wilderl:md. as far as the southern reaches of 
Mirkwood. Thcy are also quite common in the rivu 
valleys of Ntlrad and Rhovanion, especially aJong the 
River Anduin, They are large (or Sw.tns and have been 
known co mob and ovemlrn boats. usually because the 
ves.sds had come too dose to the Swans' huge nests. 

BARROW OWLS 

Oimatr: Mild. Cool/Average. Tempente. 
H.1biut: Volcanic. Heath/ senlb, Plains/ grasd:tnd, 

Lairs/ caves/overhangs. 
Frequency of Encounter: Very Hard. 
Size: 6 inch wing-span. 

The B.1frow Owl is a small, rare Owl which has taken 
to living in the opcn barrows and abandoned gopht'r 
t'mnds of Eriador (espccially in northern Cardolan). 
NOCturnal and exceedingly specialized, they are virtually 
blind when confronted with bright light (e.g., in day- or 
torchlighr). This is important. for they starde easily and 
swann like Bus when confronted with a potential foe. 
They carry numerous diseases, including rabies and 
iycanthresis, to which they arc immune. (Normally 2nd-
3rd level. the latrer disease is a severe psychiaU'ic infliction 
that affects victims in I -I 0 d:ays and leaves them with [he 
�e belief th:'It they are wild anim<lis.) 



CAV ERN WINGS 

Climate: Wann/Humid, Mild, Semi-arid, 
Cool/Average, Te:IDpttate. 

Habitat: Underground, Volcanic, 
Enchanted/ magical places, Lairs/ caves/overhangs. 

Frequency of Encouoter: Hard. 
Si.u:: r -2 ft. wingspan. 

Cavern Wings arc large, intelligent Bats found pre
dominantly in Moria, although they have been reported in 
other caverns in the Misty Mountains. They seem to have 
a very sophistic3ted "biting order," culminating in a 
leader, a phenomenon not observed in any olher Bat 
,pecies. This leader directs the other bats in their group 
hunts, indicating which potential victims to ignon, which 
to attack. The Cavern Wings' weapon is their razor sharp 
claws, with which they rip their victims into bite-sized 
shreds. Tilcir voices are low-pitched for bats, allowing 
most of their victims to have some warning of thcir 
approach-although this rarely helps, as the C311e.rn 
Wings are. very quick and extreme.ly mancuverabl�. These. 
bats have dark gray to black fur, often speckled in younger 
Cavern Wings. The best defense is the ability to pick out 
[he leade.r. for if that bat is slain. the rest will reueat until 
the flock sorts itsdf out and chooses a new leader. 

CHAMBER BIRDS 

Climate: Warm/Humid. Mild. Cool/Average, 
Temperate. 

Habi.tat: Underground, 
Volcanic, Lai.rs/ave./ 
overhangs, Crossroads/ 

roads/paths/trails. 
Frequency of Encounter: 

Exrre:mdy Hard. 
Size: 3 ft. wingspan. 

White. mute. and almost blind. the odd. fungus-eating 
Chamba Bird is one of the many strange inhabinnrs of 
Moria. TheYJe.ekout the fungus bytheirremarbble sense 
of sme:!1 (odd indeed for a bird) and note enemies by their 
in:lUdibly high cria. in the manner of bats. Their large. 
gaping bew have serrated edga and their bluish talons 
�Ire both sharp and strong. Totally herbivorous (primarily 
fungivorous). they rardy attack animals unless surprised 
or starving (some instinct for meat seems to remain from 
some predacious ancestor). 

CUFF BUZZARDS 
Clinute: Wann/Humid, Mild, Cool/Average. 

Tempe-nre. 
Habitat: Alpine/high altitude/ mountainous. 

Freshwater coasts &. banks, Coniferous forest/taig;a, 
Deciduous/coniferous/mind forest, 
Lairs/ caves/ overhangs. Ruins. 
Banldields/ shipwrecks. 
Fuquency of Encounter: Medium, 

Si.u:: 6 ft. wingspan. 
'.>' ... The Cliff Buzzard is a 

large. black-fCl.thered bird 
of [he mountains. It builds 
its ne.[ on inaccessible cliffs. 
Often several pairs will nest 
in the S:lme area. behavior 
more typical of the Col'\lidae 
( crowl ike birds) than of the 
Raptors(Hawksand so on} 
Cliff Buzzards exhibit a 
greacdeal of intelligence (for 
birds) and will cooperate in 
hunting. They will band to
gether to mob some I:uge 
crearure and drive it over a 
cliff so that they may all 
feast togethc.r on the shat
tered body. Any wounded 
cre2ture, no matter what its 
stu. may be subject to the 
unw;rnted attentions of the 
Cliff Buzzards. They arc 
most common on the south
ern slopt'S of the Whitr 
Mountains. 
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CRAKES AND COOTS 

Climate: Mild. Cool/ Avernge. Temperate. Cold/Dry. 
Habitat: Marsh/swamp. 
Frequency of Encounter. Easy. 
Size: 2 ft. wingsp.1n. 

A black4and4purple ducklike species. the Crake is 
known as a noisy and obnoxious waterbird. Ie has wide. 
iplayed. feet. allowing it to dash across pondweed and 
mudflm. Crakes arc also ucellcntswimmers and remark4 
;ably swift flyers. They are among the most flexible and 
adapbble species in all of Middlc4earth. ranging as f.u 
nonh as Forodwaith, Mur. md Urb. The Crake's closest 
rdativt. the Coot. bll1lds Island nests up to three or four 
feet across from reeds and weeds. 

CREMIN 

5« Monsters. Section 6.5. 

ECHO HAWKS 

Oimatc: Warm/Humid, Mild, &mi4arid, 
Cool! Average. T emperatc. 

Habir:.t: Underground. Volcanic. Lairs/caves/ 
overhangs. Ruins. Crossroaru/roads/plths/trails. 

Frtqucncy of Encounter. V cry Hard. 
Size: 2--3 ft. wingspan. 

The Echo Hawk is a large subterranean bird and a 
menact that few would expect to meet underground in a 
Oft. It is a raptor that has totally adapted to life in a 
lightlessenvironmenr, utilizing both infravision and ech04 
location for its hunting. The echo Hawk's nostrils are 
unusually large, giving it. like the chamber bird (above), a 
keenness of scent quire rare in a bird. Its beak and talons 
art luge. hard, and sharp, so much so that the Echo Hawk 
on pierce through most types of armor. As is usual with 
the raptors. thc female Hawk is larger than the male. 
Otherwise. the sexcs are similar, with dull whitc feathers, . 
colorless skin, :md beaks and talons like translucent horn. 

FLYING FOXES 

Oim:tte: Mild, Semi-arid, Temperate. 
Habiut: Freshwater COaSts & banks, Mar$h/swamp, 

�I{wa[er shores/shallows. Volcanic, 
Waste/barren, Desert. Heath/scrub. 
Plains/grassland, Burial areas. 

Frequency of Encounter. Medium. 
Size 2--3 ft. wingspan. 

A variety oflarge bar. che Flying Fox make, iu home 
amid brambles or in the topS of dense. partiallY4sub-
maged trttS of the coasral wetlands. They are most 
rommon in the marshes and scrublands of the East, 
although a few smaller varieties make their homcs in Rhun 
and one group lives in southern Eriador. 

Unlike most bats, thc Flying Fox thrives in daylight. 
h;ving good eyesight and a refined sensc of smeU. Using 
its long snout. it hunts rodents in the scrub and bites wild 
bmies which might elude its more flatfaced cousins. 

The Flying Fox is considered synonymous with evil 
magic in many areas of eastern Middlc4earth. 

GREAT EAGLES 

CliIru.te: Hot/Humid, Frigid. 
Habit.:lt: Alpine/high altitude/mounuinous, 

Freshwater coasrs & banks, Glacier/snowfield. 
Saltwater shores/shallows. Jungle/rain forest, 
Tundra, Enchanted/magical places, 
Cross--over points bcrween dimensions. 
Lairs/caves/ overhangs. Burial arcas. 

Frequency of Encounrer. Extremely Hard. 
Size; 30 ft. wingspan. 

The Great Eagles are thc most noble of all birru, having 
been created by the V .alar Manw�, Lord of the Air: and 
Y�vann�, Qm'en of Ihe Ean:h. Appointed as oversttrs of 
all the Kclvar, they have played many glorious roles in the 
history of Middlc4earth. Their cxploits arc legion. They 
have rescued numc:rom champions who were in their hour 
of greatc:st need. Both ,he Noldo ElfMacdhros. who was 
imprisoned in Thangorodrim. and Gandalf the Grey, who 
was confined at Orthanc by5.1ruman, owe their salvation 
to these graceful creaturcs. (Indeed. they .also aided Gandalf 
after his combat with the Balrog of Moria.) 

Great Eagles are as intelligent as any of the Free Peoplcs 
but arc not numbered among them. presumably because 
they lack the power to build things and fashion crnft.s. 
These huge birds are not to be trifled with, though: they 
are fierce foes when aroUSfli to anger and have little 
patience with f.1int4hurtedncss in rhe fact of dangtr. 
They are stalwart foes of Evil hate any other 
creature of the air who has allied 



Grear Eagles confer among themselves in their own 
tongue, Eryr.aryth, butthey can usually also speakSindarin 
and some prevalent Mannish wngue( s) (e.g., Westron). 
Some particularly scholarly Eagles have mastered dozens 
of languages. 
Thorondor, Lord of the Eagles of Crissaegrim. 

Thorondor was the chief of the Eagles of Beleriand 
in the First Age. He was a staunch friend and ally of 
the Edain and the Noldor. Among his noble deeds 
was the leading of the guard force of Eagles on 
Gondalin, the city of the Noldor in that Age, the 
rescue of Maedhros, the wounding of Morgoth 
hilll:;df, rhe recovery of the body of the Noldo 
Fingolfin during the Battle of the Sudden Flame 
(Dagor Bragoll:lch), the fucue of Beren and Ulthien 
as they fled from Angband, and the leading of the 
Eagle forces during the Great Battle at the end of 
the First Age. Thorondur was aUowed to go West at 
the end of the Age. No Great Eagle since has left 
such a leg:lcy or been so powerfill. His ISO' wing. 
span made Thorondor the largest bird ever to fly 
over Endor, and his size enabled him to melee 
Dragons. 

Gwaihir Windlord, Lord of the Eagles of the Mi.sty 
Mountains. Gwaihir became a friend of Gandalf the 
Istar after the latter healed him of it poisoned 
wound. Gwaihir repaid his friend's kindness many 
times over as the years went by,' rescuing Gandalf, 
Thorin Oakenshield and their companions from 
Wargs and Goblins (Orcs) on their way to the 
Lonely Mountain. The Windlord subsequently led 
his Eagles to the B.mle of the Five Armies, He also 
rescued Gandalf from his imprisonment atop 
Isengard and later from the Peak ofZirak Zigil 
(Silvertine) after his battle with the Balrog. Finally, 
Gwaihir saved Frodo the Ringbearer and his 
companion Sam wise from Orodruin (Moune 
Doom) after the destruction of the One Ring. 
Gwaihir's Eagles also served Gandalf and his fellow 
Istar Radagast as spics at their Lord's instruaions. 

Landro"al, Brother ofGwaihir. Nearly as mighty as 
his brother, Landroval aided in the rescue of Fro do 
and Samwise from Mordor in the cataclysm 
accompanying the destruction of the Ruling Ring. 

GREAT FALCONS OF ARDoR 
Climate:: Hot/Humid. 
Habitat: Alpine/high alti tude/mountainous, 

Freshwater coasts & banks, Jungle/rain forest, 
Plains/grassland, l....airs/ caves/overhangs. 

Frequency of Eocountt:r: Extremdy Hard. 
Size: 4.5 ft. body, 25 ft. wingspan. 

These fierce creatures were the preferred mounts of the 
Lords of the Air of the Court of Ardor in southern 
MiddIe·earth. They were perhaps developed from the 
Great Falcons ofMirkwood(see below). This fact would 
have been known to Sauron, who could have shared his 
knowledge with the evil Elda Coun-. The fiercest of these 
Falcons were tied to specific of the Windlords by magical 
means. Their loyalty to their masters was unswerving, and 
no one else could ride them unless they could somehow 
ovc[come the will of the Falcons by magical means. 
Sulroch, Elrw, and GilsUl, Finest Falcons of Ardor. 

These mighty birds were the steeds ofSulherok. 
Mt:Ssenger of the Court of Ardor, and Valkrist, the 
Court's Lord of Anns (who had the latter two at his 
disposal). 

GREAT FALCONS OF MlRKWOOD 
Climate: Cold/Dry. 
Habitat: Alpine/high aJtitude/ mountainous, 

Freshwater coasts & banks, Coniferous forest/taiga, 
Deciduous/ coniferous/mixed forest, 
Enchanted/magical places, Lairs/ caves/overhangs. 

Frequt:ncy of Encounter: Sheer FoUy. 
Size: 3.5 ft. body, 20 ft. wingspan. 

Rarely seen despite their huge size. Great Falcons reside 
in remoter and higher reaches of the Forest ofMirkwood. 
(Actually most reside in the �myn.nu.Fuin, the "Moun-
rains ofMirkwood.") They arc almost unrameable, prob
ably due to the difficulty of hooding and confining such 
a huge bird. even as an eyas (fledgling). Great Falcons are 
surprisingly maneuverable for such large birds. as is 
necessary for any winged beasttbat would live in the dense 
forest. Their light build makes them unable [0 carry mort 
than around 70 Ibs, so they make poor mounts. 
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CioLODOS 
Climate: Mild. CooI/ Average, 

Temperate. Cold/Dry. 
Habitat: Marsh/swamp. 
Frequency of Encounter: Medium. 
Size: 3.5 ft. wingspan. 

A Golodo is a bright green, moderately large. 
flightless bird, rather like a large goose on stilts. 
Exct-llcnt swimmers. they subsist primarily on fish, 
crust:1ccans, and shellfish. Coladas gather in large 
flocks during the breeding season in early summer, 
tr.tveling in small groups during the rest of the year. 
Colados will immediately nee the scent or any 
predator with surprising. if ungainly spcc�cept 
during tile nesting season, when they will bravely 
defend their eggs. Given to snapping up carrion, 
Golodo$ enjoy the taste of meat; however, they will 
r:lt anylhing, since they are poor hunters. 

GORCR.O\VS 

Oimate: Cool/Average. Tempc'rare. Cold/Dry. 
H:abiut: Fr�shwar�r coasu & banks, 

Marsh/swamp, Coniferow forest/taiga, 
Deciduous/ coniferous/mixed forest, Heath/scrub, 
Plains/grassland, Lairs/ C;'lIIes/ overhangs, Ruins, 
Battlefields/ sh i pwr�cks. 

Frtqllency of Encounter. Medium. 
Size: 4 ft. wingspan. 

Smaller cousins of the evil Crebain, Gorcrows are not 
50 milch evil as indifferent co suffering. Not nearly a.� 
bright as their larger cousins, Gorcrows live to eat (al. 
though, if ask�d. they would probably insist that they 
mtrdy tat [0 livt). They are attracted to shiny things, and 
Gorcrows have picked up unbelievable numbers of shiny 
trinket.s and small coins. Their untidy, communal nesting 
sites are often littered with minor yet still significant 
amounts of w�alth. However, since Gorcrows will coop
trate in protecting their nest sites, would-be plunderers 
are well-advised to be very cautious and to wear helmets 
with small eyesJits: Gorcrows are notoriowly fond of 
eyeballs! 

GRASS GROUSES 

Climate: Warm/Humid, Mild, Cool/ Average. 
Habitat: Freshwater CO:lSts & h:lI1lu. Plains/gr;usland. 

Lairs/ caves/overhangs. 
Frequency of Encounter. Light. 
Size: 8-12 inches. 

A plump. gallimceow (chickenlike) bird of the grass
lands ofCalenardhon (Rohan), the tasry Grass Grouse is 
the preferred prey of many hunters. be they winged or 
two- or four-legged. Many a man, Red Fox, or Hawk will 

pass tasier prey by for a crack at a greasy Gr:us Grouse. 
Their black-speckled brown plumage provides good cam
ouflage in the tall grasses, so the birds prosper and spread 
in spite of their inherent appeal to the palate. The male's 
booming mating cry is most reminiscent of a drunk 
blOWing over the neck of a borue. 

GREAT BATS 

Climate: Cool/ Average, Tempm.te, Cold/Dry. 
H:lbiut: Freshwater coasts & banks, Underground. 

Volcanic. Coniftrow forest/taiga. 
Drciduolls/ coniferous/mixed forest . 
L3.1fS/ cavts/ overhangs. 

Frequency of Encowner. Extremely Hard. 
Size. 5 ft. wingspan. 

Seldom-seen. the grey and purple Great Bat is found in 
remoter pares of Mirkwood. Linle is known of irs habits. 
It eats night-flying birds (e.g .• Owls� large spiders, and 
variOlls rodents. although larger individuals have been 
known to fell a small bear. The Great Bat sucks blood 
(alw�y5 a tempting notion to those who dislike bats, even 
rhe small inscctivotow kind) from its victims. and feeds 
on the softer flesh of its prey. 
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GREAT GREEN PHEASANTS 
Climate: Warm/Humid. Mild. Cool/Average. 
Habitat: Freshwater coasts & banks, Plains/grassland, 

Lairs/ caves/overhangs. 
Frequency of Encounter. Medium. 
Size: 1 8-24 inches (3-4 ft. with tail). 

The Great Green Pheasant is a hand
some bird. Females and their immature 
offspring sport lustrous bornze-green 
plumage. Emerald green feathers and long, 
trailing tail plumes adorn the male. The 
cocks are famous for their ferocious duels 
over potential mates: they rush at each 
other fiercely, broadsiding their rivals in 
clouds of emerald green down. until one 
or the other fetreats, exhausted and be
draggled. Great Green Pheasants, like the 
Grass Grouse, are considered tasty. but 
this larger bird must be hung before eat
ing, as it is tougher (in cvcry way) than the 
passive Grass Grouse. 

GREEN-WINGED CROWS 
Climate: Warm/Humid. Mild. Cool/Average. 
Habitat: Freshwater coasts & banks. Marsh/swamp. 

Heath/scrub, Lairs/ caves/overhangs. 
Frequency of Encounter: Light. 
Sitt: 10-r 2 inches. 

A lively. intelligent bird of the marshes and shores. 
the Green-winged Crow can be tamed even as an adult. 
They make effective messengers. able to find their way 
home from any direction within a 75-100 mile radius. 
However. like most of the Corvidae. they are attracted 
and distracted by shiny objectS. With their shiny black 
plum:l.ge m:l.rked distinctively on the "shoulder" of the 
wing with a patch of iridescent green. cltese crows make 
attractive pets. 

HUNTING BATS 
Climate: Warm/Humid. Mild. 
Habitat: Alpine/high altitude/mountainous. 
Freshwater coasts & banks, Underground, 

Conifuous forese/taiga, 
Deciduous/coniferous/mixed forest. 

Frequency of Encounter. Hard. 
Size: 3-6 ft. wingspan. 

A large. carnivorous bat of the White Mountains, 
Hunting Bats are attracted to the smdl of blood. They 
will pounce upon a bleeding victim, tearing flesh from 
bone with their small, razor-sharp teeth. In addition, 
they are notorious carriers of disease. Hunting &us 
usually dwell near the entrance of a cave (on the inside. 
of course). but cltey can also be found in the crevices of 

cliffs and in abandoned buildings. 
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JATEWCX>NES 
Oimatc: Mild. Cool/Average. Temperate. Cold/Dry. 
Habitat: Marsh/swamp. 
Frequency of Encounter. Light. 
Silt: 12-14 ft. wingspan. 

The Jatewoone is also known itS the cleaverbeak or 
marsh bird. Standing 9' tall and endowed with Swan-like 
necks and long, powerful legs. these white waterfowl sport 
a scarlet band across the eyes. Fronl a distance they might 
look like a large crane. although they are notof that family. 
Their l>f:ak is a light grey with the exception of the sharp, 
brilliant indigo dorsal ridge from which they get their 
n:une. Extending from this ridge over their hud and 
Ihrusting out behind is a crest of feadlers of the the same 
color. Birds of prey in every sense. their legs end in talons 
that can grip even small creatures tightly, and their beaks 
1fe made for tearing. 

Jatewoones live on snakes, fish, and small mammals. 
Their reput.1tion for hostility comes from their protec
tion of their nests which are usually hidden in swampy 
areas. They will also attack when they arc surprised by 
noisy people. These birds are incredibly Strong and. with 
their supnior height. can do (errible damage to the normal 
hum3n. often splitting the skull. They (an also use their 
large talons wirh great effectiveness. Jatewoones mate for 
life and prodllce one or two eggs every year or every other 
rur. Usua!ly only one of the fledglings wil[ survive. These 
young Jatewooncs grow at a remarkable pace. reaching 
three-quarters of their full height in only one year and are 
fully mature by two. 

Jatewoones can fly, but if the need to escape danger 
ansts. it is more (ommon to see them nmning at high 
spuds. using stillwater areas for cover. 

KlNGl-1SHERS 
Clim�te: Warm/Humid. Mild, Cool/Average. 
H�bjut; Marsh/swamp. 
Frequency of Eneounter: Light. 
Size; 9 inch wingspan. 

The smallest of Endor's fisherfowl, the Kingfisher is 
also thcmost attractive. lt has a large. silvery bill and silver. 
hlue, orange and white feathers. The Kingfisher's riverbank 
home belies its beauty. though. for it is little more than a 
diny hole full of old fish bones and roning mess. Besides 
fish. [he Kingfisher preys on insects. centipedes. and small 
lizard.� anef amphibians. 

ICnuNJaR 
Climate: Warm/Humid, Mil d. Cool/Average. 
Habitat: Freshwater coasts &. banks. 

Declduous/ coniferow/mixed forest. 
Enchanted/magical places. Lairs/ caves/overhangs. 

Frequency of Encounter. Absurd. 
Size:: 2-3 inches. 

The Kirinki is a tiny scarlet bird with an e.xrremely high 
chirp that was one of the most beloved songbirds of 
Numenor. After the Downfall in SA 3319, knowledge 
of these wondrow singen became confined to v�. 
illwtr3tions in books, 3I1d works of art depicting the litde 
ere:l.tult"'. Some of the Faithful who "c�pcd from 
Nt'llnenol, however, broughttheir pet Kirinkir with them. 
Whether any survived or thrived is anO£her matter, �I
though [here have been rumors that Radagast the Brown 
h:ls a pair at hls home at Rhosgobel( near the southwestern 
eaves of Mirkwood). 

ORAD 
CLimate: Hot/Average. Arid. $ani-arid. 
Habiuc: S.1.ltwater shores/shallows. 

Underground. Volcanic. Waste/barnn. Desert. 
Coniferous forest/taiga, Heath/.scrub. 
Plains/grassland. Enchanted/magical places. 
Lairs/caves/overhangs. Burial areas. 

Frequency of Encounter: Hard. 
Size: 9 ft. wingspan. 

11,e Desert Orao is the princip�1 native Eoigle of Far 
H arad.lt is quite sim ilar to the Eoigles of the North. except 
that the environment has forced him to play the role of 
scavenger as well as hunter. These soaring hunters swoop 
[0 at'tack smaller birds or prey on the ground. Unlike [he 
northem birds. the desert Eagle will as readily eat carrion 
as fresh meat. This is an adaptation made necessary by the 
environment. They are aggressive enough to strike travel
lers along Harad's southern caravan roads. 

Aside from Men. the Orao are the domin;mt hunterson 
the vast plains of southwestern Harad. Their eyries arc set 
in the caverns of the northern Yellow Mountains. and in 
wind-hollowed caves the highest of the hills east of the 
hilly Raj rrgion to the north. In size. they arc no march (or 
the Grtat Eagles. but they are large enough to orry off a 
shepherd's goat or lamb. 
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PrED SWANS 
Climate: Warm/Humid. Mild, Cool/Average. 
Habitat Freshwater coasts & banks. Marsh/swamp. 

Heath/scrub, Plains/grassland. 
Battlefields/ sh i pwrecks. 

Frequency of Encounter: Hard. 
Size: 6 ft. wingspan. 

Handsome aquatic birds. Pied Swans may be the most 
intelligent of herbivorous avians. They seem able to 
remember those who have harmed or helped them (at least 
for periods of several weeks). and there have been reporo 
of pied Swans leading fog-lost travellers to high ground in 
marshes. Various rural and primitive peoples. such as the 
Marshmen of rhe Nindalf. revere these birds as being 
sacred to the Vala Yavanna. 111ey are creamy white in 
color, liberally splotched and speckled with b!�ck and 
gray. Unfortunately. their flesh is tasty and their feathers 

soft. so that those with more greed than reverence hunt 
them. Pied Swans are most commonly found in the 
Nindalf and along the shores of the Anduin in the 
relatively unspoiled areas ofIthilien. 

POND BATS 
Climate: Mild, Cool/ Average. 
Habitat: Freshwater coasts & banks. 

Marsh/swamp, Coniferous forest/uiga, Decirtl1ous/ 
coniferous/mixed foreS[, Heath/scrub. Plain5/ 
grassland. Burial areas, Ruins. 

Frequency of Encounter: Very Hard. 
Size: 2.5 ft. wingspan. 

A small black creature. the Pond Bat rardy attacks Men 
or Elves unless panicked and confused, or trapped. It is, 
however. a noted carrier offleas and other parasites, which 
it leaves in isolaud dwellings and camps. Thus, they are a 
common cause ofCydic Fever. 

RAVENS 
Climate: Cool/Average. Temperate, Cold/Dry. 
Habitat: Alpine/high altiNde/ mountllinous. 

Freshwater coasts & banks, Marsh/swamp, 
Waste/bam.n, Coniferous forest/taiga, 
Deciduous/ coniferous/mixed forest, Heath/scrub, 
Plains/grassland. Enchanted/magical places, 
Ruin" 8attlefjelcb/ ,hipwreclu. 

Frequency of EocOUDter: Medium. 
Size: 4-S fL wingspan. 

Ravens are among the more intelligent birds to be 
found in Middle-earth. Not as noble nor as wise as the 

Great E:l,gles (see below). Ravens are 
nevertheless on the side of good---un
like aU [00 many of their lesser Corvidae 
cousins. Tht)' are reputedly the messen
gers of the Vala Nama (Mandas) and 
are associated with Fate and Prescience. 
The Ravens of Erebor befriended and 
counselled the Dwarves of the Line of 
Durin during the Third Age. 

These noble birds live a long time: 
Rolic of EreOOr lived past 150 years of 
age. Brilliant and somewhat enchanted. 
most Ravens can speak the tongues of 
the Free Peoples (or at least of Men and 
Elves; the tongue of the Dwarves is too 
secret and that of the Ents tOO lengthy 
for ravens to learn). 

Conjurers have long sought out the 
foreknowledge of Ravens. 
Roac ron of Care of Ere:bor. Roac 

was a very old bird when he brought Thor;n 
Oakenshidd and his company news of what had 
been happening while the Dwarves (and one Hobbit 
named Bilbo Baggins) were scouting aOOU[ the cave 
of Smaug the Dragon. Of course. at this point he 
h�d lost much of his strength and keen eyesight. 
although he was still counted the wisest of Ravens. 





V,,"/, 
Sh,iAt 

RED EAGLES 

Climate: Mild, Cool/Average, Temperate. 
Habitat: Alpine/high altitude/mountainous, 

Freshwater coasts & banks, Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest, 
Enchanted/magical places, Lairs/ caves/overhangs. 

Frequency of Encounter: Very Hard. 
Size: 4.5 ft. body, 25 ft. wingspan. 

The Red Eagle dominates the skies of the East. Smaller 
rdatives of the Great Eagles, who are rare in eastern 
Endor, these magnificent predators are rdatively numer
ous and pose a threat to travellers in the Red Mountains 
and Mountains of the Wind. Fortunntc:ly. though, they 
usually prefer to hunt goats, sheep, or wild horses. Red 
Eagles are known for the deep red hue that accents the tips 
of their gold-colored plumage. They have scaritt beaks. 

SEA EAGLES 

Climate: Hot/Humid, Mild, Cool/Average, 
Temperate. 

Habitat: Ocean, Saltwater shores/shallows, 
Deciduous/coniferous/mixed for(St, 
Jungle/rain forest. Enchanted/magical places, 
Battlefidds/ sh i pwrecks. 

Frequency of Encounter. Extremely Hard. 
Size: 3.5 ft. body, 15 ft. wingspan. 

Sm:lller, swifter kinsmen of the fierce Red Eagles, Sea 
Eagles Jive along the coasts of the Romencar (Q. "East 
Sea") and the eastern Haragaer (S. ·"South Sea"). 1l1ere, 
they hunt sea mammals, large fish that swin near the 
surface, and even sea turrles. The bane of Water Drakes, 
Sea Eagles are ofren worshipped as saviors by the seafaring 
tribes of the remote eastern isles. Sea Eagles have yellow
ish-gold underplumage and blue-green feathen on the 
tops of their backs and wings. They have golden beaks. 

THRUSHES 

Climate: Warm/Humid, Mild, Cool/Average, 
Temperate. 

Habitat: Alpine/high altitude/mountainous, 
Freshwater coasts & banks, Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest, Heath/scrub, 
Enchanted/magical places, Lairs/ caves/overhangs. 

Frequency of Encounter: Light. 
Size: 1 2-I 8 inches. 

Thrushes are large songbirds. Nearly as intelligent and 
gifted as ravens, the), are among Radagast the Brown's 
principal messengers and scours. They are also long-time 
fflends of wIse Men in many regions, but especially Ln 
Erebor and the Dale. Dwarves admire them, but cannot 
communicate with them because the Thrushes speak too 
quickly and in too high pirched voices( one would imagine 
that Ents would have similar problems). The Thrush 
language can, however, be learned by Men and Elves who 
care enough to make a study of such things. Thrushes are 
very keen eyed and have a strong streak of curiosity in 
them, so they make excellent scouts. 

The Old Thrush of Ert:bor. This wise old bird helped 
Thorin and Company find the secret entrance to 
Smaug's cave. He also brought the Dwarv(S a 
Raven, so that his other observations could be 
translated to me Thorin. Then, the Old Thrush 
warned B;ud the Bowman of Smaug's weak SpoL 

SHORT-EARED OWLS 
Climate: Warm/Humid. Mild, Cool/Average, 

Temperate, Cold/Dry. 
Habiut: Breaks/wadis, Marsh/sw2mp, Conifuous 

forest/taiga, Deciduous/ coniferous/mixed forest,. 
Heath/scrub, Plains/grassland, Burial 2reas, Ruins. 

Frt;quency of Encounter: Extrt;mely hard. 
Size: 3 ft. wingspan. 

A rare day-hunting Owl. the Short-eared Owl is quite 
small. Like many other Endorian birds, however, it is an 
intelligent and perccptive creature. They were taught by 
the Elves to speak and have their own language. One who 
is close to Nature can derive helpful information /Tom 
them. 



VAULT SHRIKES 

QilIU.tt: Wann/Humid, Mild, Cool/Average, 
T�mpc:rate. 

Habitat: Underground, Volcanic, 
Enchanted/ magicaJ places, Lairs/ caves/overhangs, 
Burial ar�as, Ruins. 

Frequency of Encounter. Very Hard. 
Size 6-12 inches. 

TIt Vault Shrike is a tiny, bright red Bat with a long 
nose and tongue with which it pokes into holes and 
mvices for insects to cat. It also secretes from its tongue 
a highly toxie nerve poison thac enables it to deal with 
larger prey. TIlel't; Ihr Vaulr Shrike p�r�I}'7.C$ or kills by 
means of the poison. It then rips its victims to shreds with 
irs tiny sharp teeth. 

TIe Vault Shrike's diet is further enhanced by its 
ability to catch small frogs in an ironically froglike 
IIWlnCr: by sn:ltching them in midle:lp with that long 
fongue. Vault Shrikes get their name from their unnerv� 
ing. shrieking cry. TIley are only found in Moria :lnd the 
caverns of the Misty Mountains. 

VEREtrr EAGLES 
Oimatt: Mild, Cool/Average, Temperate. 
Habitat: Breaks/wadis, Freshwater coasts 

&. banks, Coniferous forest/tai ga, 
Deciduous/coniferous/mixed forest, 
Plains/gr:a.ssland, Rural Inhabited areas, 
urs/ caves/overhangs, Ruins. 

Frcquency of Encoullter. Hard. 
Size: 20 inch body, 6 ft. wingspan. 

The Vereut E.1gle inhabits the hills of eastern Eriador. 
It is bbck over most of irs body and wings, bur its hue 
naches a dark purple ne;lr the f.,ce and wing tips. The 
Eaglc's beak and eyes stand in stark contrast, for they both 
m a  bright yellow color. When hunting, they fly silently, 
low to th� ground, ennbling them to skirt rhe 
tops of hills :Ind ridges to surprise dleir f.,vorite 
prey:Gophcrs and Rock Hydrax. This method 
orhunting is startling to those who are unac� 
quaintcd with the beasts, and many an Eriadoran 
has5uddenly found himse!fin a bri�f, bewilder
ing combat at the crest of a hill. Several 
Dunland�rs wear scars on their f.,ces attesting 
that these chance mcetings can be. dangerous. 

5.2 WATER BEASTS 
Overseen by the Vala Ulrno, water basts live in the 

pools, Jakes, rivers. and oceans that cover most of Arda. 
Those that reside in the ofXn seas owe allegiance [0 the 
Maia OSS�. the Singer; those that inhabit the inland 50s 
and freshwarcrs (even deep below the tanh) pay homage 
to the Maie Uinen. Osse's cairn. quite spous� Mm know 
litcle about either group of these varird and colorful 
creatures. 

As a whole, the octan-dwdling hosts have suffaaf the 
greatesl h:'lrm at [he handsofMorgoth. The Black Enemy's 
brief s«luetian of Osse resulted in rhe introduction of 
many awful monstt:r!I into rhe sl"as.. Bt:caIL�e or Uine"'s 
intervention, Osse repented and Morgoth's domination 
proved short-lived, but these foul creanlccs continue to 
plague seafarers and prey upon Ulrna's flock. More 
importantly. Osse and his animal minions remai n ;l;  fiery 
and capricious lot and, unlike Uinen and the creatures of 
the freshwarers, POSt an unpredictable threat to those who 
dare ply the waves. 

CARNANTOR 
Climate.: Hot/Humid. Hot/Averagc, Wann/Humid. 
Habitat: OCc:l.n, Saltwater shores/ shaJlows, 

Lairs/caves/overhangs, Battlefields/shipwrecks. 
Frequency of Encounter. Sheer Folly. 
Siu: M:llcs 1 2 ft., Females 45 ft. 

Huge ocean-dwelling Eels, rhe umantor (Q. "Red 
Maws;" sing. " Carnanto") arc among the most dangerous 
of water beasts. TIley reside in the rcefs in the eastern 
portions of the South Sea (S. "Harngaer") and the south� 
ern reaches of the East Sea (Q. "Romeni!ar"), favoring the 
ample shelter, rich food sources, and wann waters ofT 
Endor's southeastern coast. These seemingly ever-hungry 
denizens of the undersea shelf subsist on sharks and other 
large fish, battling Kraken, Whales, and FcU Turtles for 
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control of the waters. Carantor :are particularly dominant 
and dangerous in the spring. when the Eds n:turn to their 
JP�wning grounds off the coasts of Waw and, Cevra, 
Anh, and Vulm Shryac. Then, the bright red and silver 
btuu crowd the reefs, feeding and mating in an awe
inspiring frenzy. 

Themale Caranto is up to r 2 feet long. while the female 
rcxhes lengths of 45 feet. 

CHERETHRYND 
Oimate: Hot/Average, Warm/Humid. Mild, 

Cool/Average. 
Habit:lt: Ocean. 
Frtquency of Ell counter: Extremdy Hard. 
Size: 50 ft. 

Powerful Sperm Whales, Cherethrynd (S. "Hallmaw": 
sing. "Charothrond") reside in the deep waters of the 
BcJegaer. off the western coasts of Middle-earth. Unlike 
most Whales. they sport teeth-nine inch long teeth
and they hunt fish and Squid rather than consuming krill 
through a balun strainer. The Charothrond's favorite 
food and most dangerous rival is the Giant Squid. 

Although wily and apwle of upsetting a good-sized 
vessel. Cherethrynd are ,'Ulnerableto the ruthless Umbarnn 
whalerswho sail the oceans nen the &y ofBe.lf.alas. Th� 
Men hunt lone Whales for their oil. bone. and ambergris. 
(The l:ltter is an indigestible chalky substance that fomu 
around Squid beaks and, in spite of its hideous smell. 
makes wonderi'ul perfumes.) 

ERIS SQUIDS 
Climate: Hot/Humid, Hot/ Aver.tge. 
Habitat: Ocean, Saltwater shores/ sha.llows, 

Lairs! caves/overhangs. 
Frequency of Encounter: Very Hard. 
Size: I ft. 

This small tentacled sea creature is found along the 
MCllnakani coast, in the warm South Sea. It is hunted by 
alchemists and others who prep:ue magial substances for 
its ink. The exact U5e of this solution in magical prepara
tions is not known to rhOS(: outside this isolated southern 
region of Middle-earth. Mfunakani and Kiran peoples. 
howev�. prize the substance for iu ability to product: 
camouflage paste and invisible ink. 



LAMPREY 

Climate: Hot/Humid, Hot/Average, Wann/Humid, 
Mild, Cool/Average, Temperate. 

Hahitat Ocean, Saltwater shores/shallows. 
Frequency of Encounter. Light. 
Size: 2 ft. 

A cylindrical, grey. jaw less fish, the Lamprey is a 
parasite that attaches itself to other creatures, like a leech 
with a circular maw. It then remains in place, slowly 
burrowing into the flesh and swallowing blood until 
sated. (A wound from a Lamprey will bleed ata rate of two 
hits/round for each round it was in place.) 

LEECH 

Climate: Hot/Humid, Hot/Average, Warm/Humid, 
Mild, Cool/Average, Temperate. 

Hahitat: Freshwater coasts & banks, Marsh/swamp. 
Frequency of Encounter: Light. 
Size: 6-9 inches. 

While lauded for its medicinal qualities in some cul
tures, the Leech is only considered a nuisance in the ddta. 
These nasty, slug-like creatures fasten to anything warm
blooded and use their serrated tongue [0 rasp through to 
a blood vessel. Then they remain fixed to their prey, 
gorging themselves until they are so full they slip off. 

MERcHAITHRAlS 
Climate: Hot/Humid, Hot/Average, Wann/Humid. 

Mild, CooI/ Average. 
Hahitat: Saltwater shores/shallows, 

Lairs/ caves/ overhangs, Battlefields/shipwrecks. 
Frequency of Encouuttt: Hard. 
Size: 1 2 ft. 

The Shadowhorn, or "Morchaithras" (pI. "Merchai
thrais" or "Morchaithrais··). is a large, flat, black Ray 
equipped with a long. whiplike tail. Its tolil is studded with 
short but exceptionally sharp barbs that ddiver knifelike 
cuts and inject victims with a powerful (3rd Ivl) muscle 
venom. The R:lY's expanded pector:a! (Ins fonn tri:lngul:lr 
wings that extend along its head and trunk, giving the fish 
a diamond shape. The tips of these wings are equipped 
with (3rd Ivl) eleCtricity-producing organs that can .stun 
(RR failure 01-75 for 1-10 rds) or immobilize (RR 
f.,.ilure 76+ for 1-20 rds) :I swimmer. 

Merchaithrais pufer to swim :lIang the bottom of the 
coastal shelf, burrowing themselves in the sand near shoals 
in order to await their prey. When waiting. their gill 
openings and slidike mouths arc well protected, for they 
are ioc:lted on the Rays' undeNides. While swimming. 
they flap their pectoral fins and move grncefully and 
quickly through the water, as ifnying. 

MULKANAR 
Climate: Hot/Average. 

Wann/Humid, Mild, 
CooI/ Average. Temperate. 

Habiuc: Ocean, 
Sal [Water shores/shallows. 

Frequency of Encounter: 
Extremely Hard. 

Size: 9 ft. 
Largest member of the mussel 

family, the Mulkana is a giant, hard
shelled bivalve with a black shell 
that protecrs irs soft, white body. 
This molusk is relared to the GianI 
Clam, although it is larger, quicker, 
and has a long. vaguely oval. shell. II 
secretes a foul, acidic. ink (3rd Ivl) 
which Stuns larger prey (1-20 rds} 
kills smaller victims. and slowly eats 
away skin. 

Found off the eastern shores of 
Endor. Mulkanar are hunted for 
their huge( and reputedly enchanted) 
pearls. At least one of these precious 
jewels, the priceless Womaw Moon. 
exceeds six inches in diameter. leg
end proclaims that the larger of 
these pearls serve as Seeing-standi, 
although none is as powerful as a 
Numenorean Palant1r. 
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NiMAEARGYRfH 
Climate: Hot/Humid, Hot/Average, Wann/Humid, 

Mild, Cool/Average. 
Habitat: Ocean, Saltwater shores/shallows, 

Battlefields/ sh ipwrecks. 
Frequency of Encounter: Very Hard. 
Size: 15-2 I ft. 

Elves call the deadliest of the Endor's Sharks 
Nimaeargurth: "White Seadeath" (pI. "Nll1laeargyrth"). 
Typically large (15+ feet) and always hungry, these 
unsleeping killers hunt virtually anything that has flesh 
that they can tear apart and eat. Even wounded Whales 
have felt the wrath of these w!lite (underparu) and grey 
(overpaTts) denizens of the sea. 

The Nimaeargurth's long, pointed snout is �uipped 
with nine rows of flat, triangular teeth. Those of the 
outermost row are six to eight inches long. When broken 
off, the teeth :ue replaced by those of the next row, 
enabling the Shark to replenish its saw-like weaponry. 

Like all Sharks. the Nimaeargurth is a cartilage
skeletoned fish. It bears live young. usually in liners of7-
9 SharkJings. 

PIKE 
Climate: Mild. Cool/ Average. Temperate. 
Habitat: Freshwater co;uts & banks, Marsh/swamp. 
Frequency of Encounter: Medium. 
Size: 4-7 ft. 

The Pike is vicious. and is renowned as the shark of the 
freshwaters. It has a powerful jaw and wicked teeth, and 
once it has a hold it will not let go unless it is uriously 
wounded or it succeeds in biting off a healthy piece of its 
victim. Pike feed on crustaceans and shellfish when young. 
graduating to larger prey as they age. Adults eat fish and 
small mamrnals. Fortunately, Pike rarely attack a swim
mer. This is particularly reassuring to the Rivennen of 
Calenardhon (Rohan), since Pike grow up to 7' in length 
in the Onodl6 (Entwash). 

Note: Orrt� billell, tI "ittilll will/lo/ be aI/ad ad agairr, but lbey 
mUlt roll all addi/ional at/ark /0 kmuk /be fish loose, wilh no 
sub/rattiolls for DB, anllor e/(. 

SARNUMENI 

Clim..tte: Hot/Humid. Hot/Average. Wann/Humid. 
Habiuc Freshwater coasts & banks. Marsh/swamp. 

Lairs/ caves/overhangs. Battlefields/shipwrecks. 
Frequency of Encounter. Verr Hard. 
Size: Males 6 ft .• Females 18 ft. 

Distantly rdated to the Camantor. the Samtimeni (Q. 
" W est-stones"; sing. "Samumen ") are large, hard-skinned, 
freshwater Eels. Their name is derived from their grey. 
horny. scales, which lend a Samumen tremendow protec
tion and enable them to burrow in riverbeds. camouflag
ing themselves as rocks. Since the mid-Second Age. when 
they came from their original home in Numenor and were 
carelessly introduced into the rivers and lakes of southern 
Endor, they have become the dominant hunter in the 
watershed of the Yellow Moune.1ins (5. Ered Laranor"; 
Q. "Orolanari"} 

Aside from great strength and huge teeth, SamUmeni 
are noted for having deadly barbs along their spine. Thest 
barbs arc connected with poison glands, and anyone 
stepping on or handling one of these fonnidable Eels is 
indanger of being injected with a bluish nerve poison 
named (or the Sarnumen. Herbalists have been known to 
refine this liquid, creating a lethal (30th) poison that is 
feared all over southern Middle-earth. Fortunately, the 
liquid has an exceedingly limited life of its own and is 
extremely hard (-30) to handle without exposing oneself 
to its effects. 

STURGEON 

Climate: Mild, Cool/Average. Temperate. 
Habitat:: Freshwater roa.m & banks, Marsh/swamp. 

Saltwater shores/ sha.lJows. 
Frequency of Encounter: Hard. 
Size: 4-7 fe. 

The granddaddy of all freshwater fish, the Srurgeon 
grows up to 18' long in still W:l.(ers. It is h;u a scaly skin, 
which is protected by five rows of bony scutes along its 
sides. Normally very docile. one of these fonnidable 
creatures will only arrack if its lair is disturbed. Then. it 
thrashes about angrily. perhaps ramming or upsetting any 
nearby river craft. 

Grey and silver, theSrurgeon resides in shallow seas and 
rivers, feeding on the wonns, mollusks. crusuceans. and 
small fish that live on or near the bottom. They are prized 
for their meat and their exceedingly tasty egg-s. 
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ULMODlll 
Oimate: Hoc/Humid, Hot/Average. Warm/Humid, 

Mild. Cool/ Avernge. 
Habitat: Ocean, $al[w3tc:r shores/shallows. 

Battlefields/shipwrecks. 
Frequency of Encounkr. V cry Hard. 
Size: I 5-21 ft. 

No wncr creature is as intdligellt or blessed as die 
Ulmoda (Q "Friend of Ulmo"; pI. "Ulmodili"). the 
btautiful blue and white Dolphin (Porpoise), Seaborne 
nummals, they are servants ofUlmo (as opposed to Osse) 
and fast allies of the T cieri, Their complex society and 
wide-ranging schools enable them to act with startling 
lDlity when summoned by their master or friends. or when 
moused by their enemies, 

The greg2rious Ulmodili live in hierarchical groups of 
10-200 individuals. which in turn join to fonn .schools of 
100-2000 creatures, Playful and agile. they roll and leap 
/.long the surface of the open sea. moving at speeds of up 
fO 40 miles :111 hour, When they submerge. they can dive 
as deep as 1000 feet and stay down for as long as five 
minutes before they need to resurface (they breathe 
through lungs. not gills), 

An Ulmodil has smooth 
blue (top) 2nd white (bot
tom) skin and a long 
beaked snout. This snout 
is a fonnidable. mace-like 
w�apon that contains an 

OlIT.\y of short. sharp [cern. h:s 
bulging forehead encases a pad 
of fat that houses a sonar-like 
organ mat cn.ablc:s the CTtatu.n" 
[0 detect objttts with stunning 
accuracy. 

VESSINO CLAMS 
Climate: Hot/Humid. 

Hot/Average. 
Wann/Humid. Mild. 

H:lhiut: OcC'an. 
Salrwata shores/shallows. 

FrequC!.ocy of Encounter. 
Sheer Folly. 

Size: 3-6 inehts. 
The Vessino Cbm is a rare 

mollusk which is found only in 
the decp waters of the Huagoac:r 

and the southern Belcgacr. A source of a v:tluablc ingredi
ent for a healing balm th.at soothes and heals bums. it is 
priud by Lay Healers and Medicinisu. Its beautiful, 
silvery shell is also noted as an aquisiu� ornament. 

WEl.S 

Climate: Mild. Cool/Average. T empcntt. 
Habitat: Freshwater coasts & banks. M:ush/swamp. 
Frequency of Encounter: Very Hud. 
Size: 5-10 ft. 

A species of giant catfish. the W cis is an ugly brute. 
They afe usually up to 4-5' Jong. but sometimes nach 10', 
A larger W cis weighs ne2rly 700 Ibs, It has 2 rounded 
body with a flattened head and a wide. horizont:ll mouth, 
around which are twO long sensory barbels and four short 
ones, Wels afe known to swallow prey whole and will 
sometimes b:lSh boats [0 see what falls out, 

) 

Ulrno/i/ 
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5.3 POTILI (INSECTS & SPIDERS) 
The most numerous of End or's creatures, the Potili (Q. 

"Many-footed") comprise all the arthropods (many
segmented creatures )---insects, arachnids, crustaceans, 
etc.---everything from Ants to Great Spiders. These 
beasts are invertebrates with exoskeletons and multi
segmented bodies. They occupy every ecological niche. 

Because of their variery, the PoriH command the atten
tion ofOrome(and to a lesser degree), Ulmo, and Manwe. 
They aTe considered one of the lowest orders of the 
Ke.lvar, however, and it is the Maiar who oversee their 
progress and wellbeing. 

CUFF HORNETS 
Climate: Wnrm/Humid, Mild, Semi-arid, 

Cool/Average, Temperate. 
Habitat: Alpine/high altitude/mountainous, 

Freshwater coasts & banks, Underground, Volcanic, 
Coniferous forest/taiga, Deciduous/coniferous/ 
mixed forest, Heath/scmb, Cross-over points 
between dimensions, Lairs/ caves/ overhangs, 
Crossroads/ roads/paths/trails. 

Frequency of Encounter: 
Mcdium. 

Size: I inch. 
Relatives of rh!! common Mud 

Dauber Wasp, Cliff Hornets are 
social insects who build their nest in 
cracks, crevices, and fissures in the 
sides of cliffs. Although they will 
not build nests deep underground. 
their hom!!s Cln sometim!!s be found 
as much as s!!veral hundred f!!et 
from a cave entrance if a good nest
ing site can be fOtlnd there. These 
ins!!cts arc not normally dangerous 
unless one is an intruder who has blundered into the midst 
of a nest. Then the outraged Hornets will nttnck en masse 
with their sharp, barbJess stingers, injecting the victim 
with a venom that will, at minimum, cause pain and 
swelling. In addition, many people are allergic to Cliff 
Hornet venom and may die from its effects. 

Note: Trtal Horntl wnom as � firsl Itwl poison. A /lonnal, 
/lollalltrgir "arlio/l is -2510allartio/lsjor 1 1-30 hours. nere 
is n 35% rha/lu (0 1-35) oj aiurgir rtarlion, n ptrctlllage lhal 
may Iu modified by the \'irtim's COlls/illllion. In lhe cast oj al1 
ailtrgic rtaCIIOI1, al1 inrupaCltari/lg!twr and mpira/ory dislrtss 
will afflict /he viclimJor I -4 days, alld fiw or more Slings may 
caust dflllh in I 10 10 holm. 

GELYNGYL 

Climate: Hot/Humid, Hot/ Average, Warm/Humid, 
Mild, Coo1/ Average, Temperate. 

Habitat: Marsh/swamp. Coniferous forest/taiga, 
Deciduous/ coniferous/ mixed forest, Jungle! rain 
forest, Crossroads/ roads/paths/ trails. 

Frequency of Encounter: Very Hard. 
Size: 3-4 ft. 

Gelyngyl (S. "Green Spiders"; sing. "Galungol") are 
the largest of me so-called "Animal Spiders"---that is, 
Spiders that are not monsters. Deep green on top and light 
green on their undersides, they are difficult to discern in 
a thick forest. Their coloring. coupled with the-:ir arboreal 
nature, makes them very hard (-20) to discern when they 
arc in their natural habitat. 

Hiding in dense foilage, the rapacious Galungol hangs 
above animal trails and other areas where-: its prey might be 
active, waiting to drop upon unwary victims. Then it 
injects a powerful (6th Ivl) n:duction poison into any soft 
tissue jt can find, immobiJizing irs potenrial kill befoft 
carrying it off to the Spider's web home. Gelyngyl weI» 
arc locat«l in clusters set high in the trees. 

Unlike most of irs relatives, Green Spiders are excep
tionally social and are prone to attack and feed in groups 
of ten or more. Acting in unison, they are capable of 
surrounding and herding their victims into traps. Each 
Galungol has a pad on e-:ach of its four rear legs, and the 
Spider can rub its legs together to create the sounds with 

which it communicates. 

GROUND BEES 
CLimate: Mild. Semi-arid, 

Coo1/ Average, Temperate. 
Habitat: Freshwater coasts & 

banks, Volcanic, Heath/scrub, 
Plains/grassland. 
Lairs/ c.wes/ overhangs, Ruins. 

Frequency of Encounter: 
Medium. 

Size: 0.5 inches to I inch. 
Striped with bright yellow and 

black like their distant cousins the 
yellowjackets, but fuzzy like any 
true bee, Ground Bees make their 

nests in abandoned burrows previously belonging tosuch 
creatures as Rabbits, Ground Squirrels. and Culcarnix. 
TIley are social insects who present a hazard because of 
their numbers and astounding coordination. Worst, their 
carefully hidden nests are hard (-20) co spot; when any 
unfottun:ue being steps in or near the nest, [he Ground 
Bees, warned by the vibrations, swarm ou[ and mob the 
unlucky intruder. Multiple stings can cause temporary 
weakness and even paralysis. Like other Bees, Ground 
Bees produce honey, but their underground location 
makes me prospect of smnning [he Bees with smoke ;mel 
harvesting me honey rather unattractive. so any Ground 
Bees that have made meir nests far from Bear-infested 
regions (such as forests or hills) can hoard their treasurt 
unmolested. 

HUMMERHORNS 
See Monsters, Section 6.8. 





MABELMAIKU 
Climate: Hot/Humid, Warm/Humid, Mild, 

Semi-arid, Cool/Average. Temperate. 
Habitat: Marsh/swamp. Ocean, 

Saltwater shores/shallows, Lairs/ caves/overhangs, 
Battlefields/shipwrecks. 

Frequency of Encounter: Very Hard. 
Size: 6-7 ft. 

Sharp-claws (Q. "Mabelmaikli") afC huge creatures 
with eight appendages. They resemble a cross between a 
Crab and a Squid and inhabit the inland seas ofRhCtnen, 
NGrnen, Oushera and the sheltered coastal shelves be
tween the B:ly nfHelcar (in the Rotor-near) lind the B�y of 
Ormal (in the Haragau). Because they are enamoured of 
rich, somewhat briny water, though. Mabelmaikli can 
thrive in any rmrsh, delta, lake, or ocean where there is a 
little salt. They 3rc most common in Mordar and in the 
waters off Arg-Simorig. 

Mabelmaikli feed on Starfish. Shellfish. and submarine 
W omu, but they will attack any animal that tomes within 
reach of their four nimble. steely claws. Each of these 
pincers is 1-2 feet in diameter and can crush a Man with 
ease. Together. they present a frightening array. Actually. 
they are simply the creature's four forward. grasping 
appendages. and are used to immobilize prey. The 
Mabdmaikb tears irs victims apart with nine inch man
dibles and four pairs of mouth parts. 

Like their Crab relatives, Sharp-claws propel them
selves backwards when they swim, but they move much 
faster, often at speeds of up to fifteen miles an hour. 
Generally, though, they prefer to burrow and remain 
inactive until their prey happens by. Their ability to lay an 
ambush is legend, especially among the slave-fishermen of 
Nt'irn. After all, Mabelrnaikli are huge. bright purple 
denizens that one would expect. [0 see with relative ease. 
By using refined instincts and the cover of their burrows 
and murky waters, however, these beasts hide very well. 

Sharp-claws make excellent feeding machines. They 
'hear' with sensors in their four legs and smell and feel with 
their three foot long antennae. P:ain does not :affect them. 
(They cannot be stunned.) Once a Mabelm:likla senses a 
prospective kill, it darts forward and embraces its victim 
with one or more pincers. Then it smells the prey with iu 
feet, analyzing the pinioned creature's worth as food.. 

NEEKER.8REEKERS 
Climate: Wann/Humid, Mild, Semi-arid, 

Cool/Average. Temperate. 
Habitat: Marsh/swamp. Heath/scrub, 

Enchanted/magical places. 
Frequency of Encounter. Light. 
Size: 1-2 inches. 

Noisy, cricked ike insects [haure found in marshy are� 
in the northerly regions of Endor (e.g .• Anhedain). 
Neekerbreekers are lirue more than a major nuisMCt. 
Their name is derived from their noisy. incessant night 
cry. Those experienced with and accustomed to tmvel in 
these regions soon learn to toletate the sound of 
Neekerbrrekers, but travellers carrying dried grains, flour, 
or 1113ybread are well advised to keep these supplies tighdy 
wrapped in areas where the hideous "neek-breck. neek· 
breek!" can be heard, since Neekerbreekers have been 
known to infest and devour such food. 

Neekerbreekers are found in particularly foul swamps. 
Gigantic relatives of the mosquito, these carnivor� prefer 
solid mea[. So, while it does not suck blood. a 
Neekerbreeker will appropriate small chunks of a man'5 
flesh. Any wound inflicted by a Neekerbreeker has a 
chance of being infected with Yellow Rheum, a 0 leVtI 
illness. 



MORGA! FUES 

DillUte: Arid, Semi-arid, Cool/Average, Temperate. 
Hlbitat Marsh/swamp, Underground, Volcanic, 

W;tSt�/barren, Heath/scrub, Plains/grassland, 
Enchanted/magical places. Lairs/ caves/overhangs, 
Burial areas, Crossroads/roads/ paths/trails. 

Frequency of Encounter: Light. 
Size: I Inch. 

Vicious, hiting. parasitic insects. Morgai Flies are one 
of the nasty nuisances oflife in Mardor. They can found 
all ovn the Black L:lOd, p:lrticularly in Gorgoroth. where 
thty3TC known as OreOies. Their sole food is blood, but 
enjoy fceding off nearly :my bust they C:ln find. 

Relatives of co mill on Horsef1ies, Morga; Flies are large 
and dun, gray. or black in color. with red eyes and a red 
blotch, like Sauron's Lidless Eye, on their hacks. Many 
chroniclers believe them to be monsters of the Dark 
!.crd's d�sign. This may be true of some of the larger 
Jubgroups, but those of the basic variety are simply huge, 
primeval vermin. 

Morgai Flies carry virtually all bloodborne diseases, 
mdthey played a major part in spreading the Great Plague 
ofT.A. 1636-1637. 

OLCERCAlN 
aim�te: Hot/Humid, Hot/Average, Warm/Humid. 
Habitat: Freshwater coasts & banks, Marsh/swamp, 

Deciduous/coniferous/mixed forest, 
Jungle/rain forest, Rural Inhabited areas, 
N�r and in towns/cities/castles, 
Crossroads / roads/ paths/ trai Is. 

Frequency of Encounter: Medium. 
Siu: 6-9 inches. 

O!ceracin (sing. " Ylcarcan") are large. red, 
etntiptde-like creatures that move in hordes 
across the dense forests of southeastern Endor. 
Nocnlmai creatures. they feed on rotting vegeta
tion. insects, carrion, and (occasionally) live 
prty. They are extremely quick and are capable 
of scaling tTees and swimming across placid 
Wolter. Like anu, they operate in rigidly-defined 
social groues. if necessary swanning to defend 
fheir birs. Ulcercain generally reside in rotting 
log>. 

MO$[ of the so-called "Evil Fangs" art: harm
lw [0 the Children of I1uvatar; however, the 
·w�rriors" that comprise about twenty percent 
of :my colony will attack virtually anything and 
iIIlyone. Immobilized or sleeping folk need be 
cmful around these creatures. Anned with pow� 
trfu12-3 inch mandibles and a mild (lvl 0) nerve 
I'tnom, a group of Warrior Olcercain can slay 
and clean a Man in a matter of minutes. 

5.4 RA VATSAR 
(AMPHIBIANS & REPTILES) 

RavltSar (Q. "Wildclaws"; sing. "Ravatsa") constitute 
all the amphibians and reptiles. These creatures include 
the Angwi (Q. "Snakes"; sing. "Ango"), the Assangar(Q. 
"Crocodiles"; sing. "Assanga"; lit. "Ironmouths")' the 
Leukalankor (Q. "Lizards"; sing. "Leukalanko"; lit. 
"Loosethroats"), the Oiratdmrar (Q. "Tunles"; sing. 
"Oir�tdmra": lit. "Etc:mal Shells"� and the Kabon (Q. 
"Frogs"; sing. "Kabor"� etc. Closestto the Orome's Maia 
servanl Leukc, they arc: cold-blooded bc;asts that lay eggs 
and are often confused with monners (Q. "Ulgundor")' 

ANDODAIUON 

Climate: Mild, Semi-arid. Cool/Average, Temperate. 
Habiut: Alpine/high altitude/mountainous, 

Breaks/wadis, Underground, Volcanic, 
Heath/scrub, Plains/gr.wland. 
Lairs/caves/overhangs, Ruins. 

Frequency of Encountcr. Very Hard. 
Size: 2.5-3 ft. 

ThcAndodaio. or "Gate-shadow" (pI. "Andodailion"). 
is a black. nocturnal lizard with a prehensile tongue and 
tail. It is without doubt the greatest climber ;among all the 
Rav:mm. Rugged landscapes and 5ubtC1T3nean settings 
accommodate this cre�rure quite well. for the Andodaio 
is insulated with an llOusual array of the three layers of 

POis�flNl 
Ftyi"l l"rf1l$ 
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hoUow scales that enable it to survive in environments 
which aTC far roo cool for its brethren. Hanging from 
rocks, it swings across the caves and precipices, leaping 
onto prey and tearing iu victims appart with its stedy 
,"",. 

Urger creatures would have little (0 fear from the 
Andodailion, except for the f.1ct that they live in large 
communities and often hunt in groups of 10-100 indi
l'idwk Unusually SOC!:!!' a horde of Andodailion can 
ruay (til a Man by attacking in concert. 

ANGUSAlwtu 
QillUte: Hot/Humid. Hot/Average, Arid. Warm/ 

Humid, Mild, Stmi-arid, 
Cool/Avm.ge. Temper
at�. 

H�bitat: Alpi ne/h igh 
altitude/ mountai nOllS, 
Breaks/wadis, Fresllwa
trr CO;tlfS & banks. 
Glacier/snowfield, 
Marsh/swamp, Ocean, 
Slltw:\rcr shores/ 
shallows, Underground. 
Volcanic. Waste/barren, 
Dmrt. Coniferous 
foreu:/raiga, Deciduous/ 
coniferous/miud forcst, 
He�rh/scrub, Jungle:/ 
nin fortst, Plains/ 
grusl�nd, Tundra, 
Enchanted/m:lgieal 
platts, Rural Inhabittd 
areas, Cross-over poinu 
brtwecn dimensions, 
uirs/ caves/overhangs, 
NUT and in [owns/ 
cities/castles, Burial 
mas, Ruins, Cross
ro.lds/roads/ paths/ 
lrails, Battlefidds/ 
shipwre:cks. 

Freque:ncy of Encounter. Extremely Hard. 
Size: 9-18 inehts. 

round virtually anywhere in Middle-earth, save in the 
colden climes, the Angusaiwi! (Q. "Iron Unbirds"; pI. 
"Anglls.,1iwtli") is the: most resilie:nt. adv:lnced, ;md com· 
mon of the: large:r Ravatsar. This is due to the fact that they 
art, unlike any other reptile or amphibian. wann·blooded. 
The Angusaiwfl i constitute a unique branch of the Ravarsar 
and are closely related to flightless birds; thus their name. 

There afe nine species of Angusaiweli. AU are deep grey 
or black in color and have bright re:d e:yes. The: only 
notable distinction in the: family is betwee:n those that run 
on four legs (three: species), those that ron on two legs 
(five species). and those that hop (one species). The 

former group consists of the specie:s thn live near the 
water, especially along rocky seashores. All other 
Angusaiweli have exaggct3ted hind legs and walk upright. 
using their tails for balance. Astoundingly agile, they can 
travel over rugged terrain at s�ds exceeding 35 miles an 

hour. The Leaping Unbird found in Khand and Chey is 
the slowest of these creatuns; however, they are astound
ingly efficient and need less water and sustenance than 
other Angusaiweli. 

Poisonous carnivores, Unbirds hunt liz.1rds, frogs. 
birds, large insecu, ;md sm:all mammals. They have very 
sharp teeth and cllr\'ing. retractable. viper-like fangs. 
Whrn r.1cing mo�r foes. though, rhry bite their prey whilr 

Climate: Mild, 

keeping these foreteeth hid· 
drn in pockeu in thrir upper 
jaw. Angusaiwr:li prefer to 
swallow their victims whole. 
Against larger (oes. they can 
bcauheir hollow, needle-like 
fangs and punaure the un
fortunate beasts' hidcs. in
jecring :1 potent (3r& Ivl) 
venom thar immobilizes (I-
100 rds with RR failure 0 I-
65) or kills (in I - l O rds with 
RR failuft of 66+). 

Aside from its great speed, 
an Angusaiw( relies on its 
cunning and horny body ar
mor in combat. It has a ridge 
of pointed scales that pro
tecrJ its spint.:. and the scales 
on its back and sides :arc as 
tough as iron. 
NOTE: T'bt iln,tNsaiwili art 

{r1lwd 011 II ItIwrbrr oj iCE's 
towrsJor tbey IIrt 1I(live 1I/ 1l1l 
boNr$ fwd SlIvor 1I(f;I)/I. 

BLUE TER.R.APrNS 

Cool/ Average, T empcrate. 
Habiut: Freshwater coasts &. banks. Marsh/swamp. 

Coniferous forest/taiga, Otoduous/coniferous/ 
mixed forest. Enchanted/magical pl:1ces. 

Frequency of Encounter. Medium. 
Size; 3-3.5 ft. 

BJu� Terrapins (Q. "Luinikrumori"; sing. "Luini· 
krUmor") arc only found in thickets or vcry dense, 
overgrown swamp artas. Their nativt home is Fangom 
Forest. Small, [hcit shells averagr 18" :IIcross, but they 
have a 12" neck. Thus. a Blue Ttrrapin can strikc like a 
snake, delivering a 2nd level muscle poison( with a Critical 
Strike) that can paralyze a small mammal (up to 40 Ihs). 
If it bires. it will paralyze the area or limb it penetrates, 
partially paralyzing one adjacent area. The poison wears 
off in 3 hours. 



CoIREALS 

Climate: Mild. Cool/Average, Temperate. 
Habitat: Freshwatet coasts & banks, 

Marsh/swamp, Coniferous forest/taiga, 
Deciduous/ coniferous/ mixed forest, Heath/scrub. 

Frequency of Encounter: Hard. 
Size: 2-3 ft. 

This inoffensive snake inhabits forests and heavy copses; 
it can be readily identified by the bright yellow bands on 
its glossy black body. It is generally docile and will avoid 
people. Most bites occur when witless folk try to pick up 
this "pretty snake," Instead. the Coireal is happy to hunt 
largl" insects, It should be lefr �lonl". for irs venom i� highly 
potent, one of the most lethal (lOth Ivl) natural poisons 
in Middle-earth. Symptoms appear in one to four hours. 
resulting in all but certain death from paralysis. 

EGIL'S VIPERS 
Climate: Mild. Semi-arid, Cool/Average. Temperate. 
Habitat: Breaks/ wadis. Freshwater coasts & banks, 

Plains/grassland. Rural Inhabited areas, 
Lairs/ caves/overhangs. 

Frequency of Encounter: Very Hard. 
Size: 20 ft. 

A huge. poisonous, predatory serpent, Egil's Viper is 
one of the strangest hazards of the pIain of T abth 
Harroch, south ofMirkwood, It is said that these r�mark
able snakes were driven out of other areas of Rhovanion 
inre the Talath Harroch. but t1iis seems unlikely at best. 
In any case, the serpenrs are there, preying upon eggs, 
rodents, young animals, and (in the case of the largest 
Vipers) Men and Kine. Of a yellowish-brown color that 
blends well with the soil of the area, and with the grasses 
of thepIain in dry seasons and in the autumn. Egil's Viper 
hunts in the late afternoon or early evening. It may spit its 
venom into a victim's eyes from a distance up to thirty feet. 
or it may bite and inject the venom in the normal manner 
of mostsnake:s. The Viper's fangs reach up to three inches 
in length and can penetrate leather and, in some cases. even 
chain armor. 

FEU BEASTS 
See Monsters, Section 6.5. 

GREY FLYERS 
CIimatt: Wann/Humid. Mil d. Cool/Average. 

Temperate. 
Habi.tat: Freshwater coasts & banks. 

Marsh/swamp, Coniferous forest/taiga. 
Deciduous/coniferous/mixed forest, 
Jungle/rain forest, Enchanted/m3gical places. 

Frequency of Encounter. Extremdy Hard. 
Size: 1-2 inches. 

A slimy. silvery. gliding frog, the Grey Flyer is a smoall 
but deadJy amphibian. They carry a nasty venom in their 
bluish claws. Grey Flyers are rare. living only in the depths 
of thick rain forests. but they live in huge colonies and woe 
to anyone who stumbles upon their nests! 

GREEN AsPS 
Climate: Warm/Humid. Mild, Cool/Average, 

Temperate. 
Habitat: Breaks/wadis. Freshwater coasts & banks, 

Heath/ scrub. Plains/grassland. 
Frequency of Encounter. Hard. 
Size: 2-3 ft. 

The Gretn Asp is the only venomous serpent indig
enous to Calenardhon (Rohan) and the northern White 
Mounuins. It is a sociable creature (for a snake). making 
its home with as many as fifty of irs fellows in empty 
Rabbit or Ground �uirrel burrows. On sunny days, the 
Asp community wiIJ come out [0 sun themselves en mUSt 
on the slopes near their subterranean home. 

Green Asps have dull green skin and are usually fat and 
torpid. with puffy poison glands be.low their eyes. They 
are considered unattractive even by those fond of serpents. 
Their fetid odor. reminiscent of rottingscrawberries. does 
nothing to rdieve [his unpleasant impression. The (5th 
Ivl) bite of this snake is rarely fatal. but the area surround
ing the wound generally becomes necrotic. turning awfUl 
shades of violet and ydlow-green before sloughing ofT. 
usually exposing the bone. These dreadful affiictions may 
tak.emonths to heal. Insome cases (I 5% chance. modifitd 
byCo stat bonus). the snake's injection m::ay even cause the 
entire.' limb [0 tum gangrenous and fall off. Regardless of 
the primary effects. however, the victim will in any case bt 
incapacitated for 3·6 days with II high fever and halluci· 
nations. 
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LAND T OIUOISf.S 
Oimate: Mild, Cool! Average, Temperate. 
Habitat: Breaks/wildis, Fre.shw;llcr coa.su &. biUlks, 

M�rsh/ swamp, Saltwater shores/shallows, 
Coniferous forest/taiga, Deciduous/ coniferous/ 
mixed forcst, Enchanted/magical places. 

Frtqucncy of Encounter: Sheer Polly. 
Silt: 5-6 ft. 

und Tortoises were once common in southern Eri3dor 
wi western Gondor, particularly in the Gwathl6 basin. 
Unfonunately, they are extremely tasty and nutritious, so 
thry �re favored by Eriadoran hunters and arc nearly 
atinct. Their beautiful green and grey shells are now 
exceptionally rare. Prized for their value as annor (the 
lilt]] makes excdlent reinforcC':ment) and (when ground) 
.. a source of medicine to combat blood disC':ases and 
ailments, a Land Tortoise shell can bring up to two 
hundred gold pieces on the open market. 

Very slow and inoffensive, the Land Tortoise's primary 
drfmse is its size. The average specimen is five feet long 
and three high, weighing about three hundred pounds. A 
(ew oldC':r Tortoises, those with ages over three hundred 
TUrs, have reached six feet in length and weigh ovC':r a 
quarf(r ton. 

In the case of an 3tt:lck, Land Tortoise! will retreat until 
oomered. If confronted by ;\0 overwhelming number of 
(00, they will then ground themselves and pull into their 
shells. If it appears that they contest [he att:lck, though, 
they may !:'Ish out with their necks, biting the :lttJckers 
with their hard, sharp beaks. 

Land Tortoises feed on nC;lrly every type of vegetation 
2nd ofren roam into the highlands in search of richer grass 
orshrubs. TIley mate at any time, since the males are twice 
as large as the females. Female Tortoises then dig holes 
along river banks or on the seashore, laying their (1 1 -20) 
tggs and covering them with moist soil that hardms in the 
$unand incubates the young. These caches afe abandoned, 
50 thC': hatchlings are forced to dig their way out and 
survivc on their own. 

MARSH ADDERS 
Clinute: Warm/Humid, Mild, Cool! Average. 
H�bibt: Marsh/swamp. 
Frequency of Encounter: Hard. 
Size: 2-4 ft. 

The M:lrsh Adder is a large, aquatic serpent common 
throughout all marshy areas of central Endor. Especially 
prevalent in the Dead Marshes and. Nindalf (me W ctwang). 
this creamre i� an excdlent swimmer whose mottled gray 
and brown scales allow it to go all but unnoticed in the 
foul WJtt':fS of the marshes. 

Marsh Adders are easily starnI'd and bite with little 
provocation. Usually sec:kmg out small creatures such as 
ducklings and frogs for prey, the Adder will also atrack 
larger beings if it feds threatened. Its large. curved fangs 
allow it to dcJiver its poison deeply, 50 th.u it qUIckly rakes 
effect. The ( 10th Ivl) venom can be lethal and many 
victims (RR failure of 51+) die in five rounds due to 
respiratory paralysis. A less imposing dose(RR failure of 
o I-50) will give the victim a case ofnaccid paralysis: thcir 
joints will become limp. and rhey will lose voluntary 
muscle control for 1-100 hours. 

MARSI-I CROCODILES 
Climate: Hot/Humid, Hot/Average, 

Wann/Humid, Mild. 
H:lbibt: Freshwater coasts & banks. M:u'Sh/swamp. 
Frequtncy of Eocountu: Hard. 
Siu: IS-18 ft. 

Swift but usually in�ctive, the Marsh, or " Fish-eating," 
Crocodiles arc common in the wetter, wanner para of 
Endor. They are inoffensive when let alone, but can be 
guite deadly when surprised (or hungry). Black, with 
green stripes and light blue undersides, they arc colorful 
carnivores. 



Irs diet consists oflarge mammals and birds who enter 
or come to the edge of the water in search offoodor drink. 
After grabbing its prey in its long, powerful snout, the 
Marsh Crocodile drowns the victim and then tears the 
flacid body apart with twisting hites. This involves spin
ning its entire body, but the beast is exceptionally agile 
when its in the waur. 

The Marsh Crocodile spends its nights in the water and 
basks on the shore during the days the sun is out. It feeds 
on an average of once every two days. While swimming. 
it uses the rocks it swallows for ballast. Irs nostrils and 
throat arc equipped with flaps and valves that enable it to 
stay under water for extended periods without fear of 
intaking part of the marsh or river. 

NETHAIRIN 
Climate: Mild, Cool/ Average, Temperate. 
Ha.biuc: Freshwater coasts & banks, Marsh/swamp. 

Coniferous forest/taiga. Deciduous/coniferous/ 
mixed forest. Enchanted/magical places. 

Frequency of Encounter: Medium. 
Size: 5-7 ft. 

The Plains Snake (Si. "Nathair"; pI. "Nethairin") is 
roughly six feet long. It has a thick triangular head and a 
cream-colored body overlaid with a dark diamond pat
tern. Hiding in shallow burrows and hunting amidst the 
tall grass of the steppes or plains. the serpent is a quiet 
creature that relies on stealth and patience in order to 
defeat its foes. Rodents, birds, and small lizards make up 
its diet. 

Although ostensibly cunning. the Nathair 
angers easily and will vigorously defend itself 
rather than flee. even in a fruitless confronta
tion. Its venom is rather toxic (level 6). Symp
toms include swelling. weak pulse, shock, and 
wide discolorations. 

NETHAIRIN ERDYR 
Climate: Mild, Cooil Average. Temperate, 

Cold/Dry, Fri�id. 
Habitat: Alpine/high altitude/mountainous, 

Underground, Waste/barren, 
Heath/ scrub. Tundra. 
Lairs/ caves/overhangs. 

Frequency of Encounter: Medium. 
Size: 2-3 ft. 

The Nethairin Erdyr (sing "Nathair Ar
dor") live in burrows beneath rocks or within 
caverns and favor highland locales or the cool 
wastelands of the North. 

While very similar in coloration to the Nathair of tht 
Plains. the Nathair Ardor attains a length of only 2-3 (ttt. 
It angers easily and will defend itself viciously. IlS poison 
is similar to that of tht common Nathair. howe:ver it is 
weaker(5th Ivl)and rakes longer(6 vs 2 minutes )ro afftct 
the victim. 

NETHRAICH 
Climate: W_rm/Humid. Mild. ConI! Aver:age. 
Habitat: Marsh/swamp. 
Frequency of Encounrer: Hard. 
Siu: 3-5 ft. 

The Nathrach (pi "Nethr_ich")is an aquatic snake that 
resides in relatively placid or stagnant pools. marshes. and 
lakes. Brown bands surround its rust-colored body, which 
typically measures three to five feet in length. 

Contrary to popular bdief. this serpent does not nor· 
mally so'ike in water; most victims are on dry land or a 
marsh island when they stray into a snake run. Th� 
snakes only atrack when theif "nms" are encountered. and 
then it bites with astounding quickness. A Nathrach's 
critica.l strike is accompanied by a mwcle poison tim 
causes bletding. bruises, and swelling (double all chest 
effects on this and subsequentcriticals). The venom is J'IO[ 
very toxic (Ievd 2) but does cause bleeding. bruises. and 
swelling. It is designed to stun small rodents before th( 
snake envdops and crushes them. 

The Arnarnrach (pI "Emaithl'llch"). or Royal Nathrach. 
is a much larger cowin that inhabits the brackish W;!.lttS 
near the coasu. 



OnuJvATIVI 
Cim.att: Hot/Humid, Arid, Wann/Humid, 

Semi-arid. 
Habitat: Brew/wadis. Freshwater (oasts &. banks. 

Marsh/swamp. Underground, Desert, Coniferous 
fOTtsl/uiga, Deciduous/coniferous/mind forcst. 
Plains/gmsland. Rmai Inhabited areas, Ruins. 
Crossroads/roads/paths/ tra ils. 

Frtqutncy of Encounter: Medium. 
Siu: t8-24 inches. 

The Otravlci CAp. "Poison"; pI. "Ocrovativi) is small 
wkt found in western Harad. Rarely uceeding twO feet 
III kngth. it has a murky grey coloring and is nsy [0 
ol'ttlook. lt is, however. not an anim:!.1 to take lightly. The 
Otravati's narrow head opens to reveal a surprisingly large 
mouth full of ciny needle-like tecch. Each tooth is :lJ'I 
!n�ctof lhat delivers a dose of the snake's poison on any 
5UC(C5lIfu[ bite (whenever a critical is scored on the attack 
uble). Locals consider amputation to b� th� only �ff�ctive 
remedy wh�n confront�d by the snake's pot�nt(25th Ivl) 
'I'mOm. A n�rv� poison, it attacks through the blood
Slltlm and [h� n�rvous systemsimultanwusly. The venom 
IS kthal within on� hour. Only immediate r�moval of the 
bitten m�mber will serve as a cure. It is no wondu that the 
wk� btars a nam� which tr:mslatts as "poison." 

PETLAVI 
Oimate: Hot/Humid, Arid, Warm/Humid, 

Stmi-arid. 
Habiut! Frtshwater coasts &. banks, Marsh/swamp, 

Destrt. Coni(�rous fortst/t:liga, 
Deciduous/ conif�rous/ mix�d forest, 
Jungle/rain forest, Rural Inhabited areas. 
Ruins. Crossroads/ roads/paths/trails. 

Frtquency of Encounur. M�dium. 
sa" 26·32 ft. 

The Pdh. (pI. "Pctlavi"), (;I" "rorest-strangler," of 
IOUthwestern Endor is commonly found in the scattered 
woodlands of Far Hand (particularly in the Forest of T�m). It haunts the oases between Umbar and Drd, 
lurking in the branches and pools th:lt th� Haradrim prize: 
5Od�arly. One ofMiddl�-earth's mwe fearsome reptiles, 
the Petla is an abl� hunter who has perfected the arts of 
camouflage and ambush. It  is motcl�d brown in color and 
blends perfectly with woodland hues. Dropping from 
Jbov� or entangling its prey in wat�r, th� snake attacks by 
using its powerful jaws to gain a grip and then coils irs 
length around its hapless victim. 

Petlavi reaches lengths exceeding thirty fttt and at lust 
one specimen m�asured forty-fiv� fttt in length. Their 
thickest portions arc ovu a foot wide. and they h;\Ve bun 
known to swallow a whole goat (using their distended 
jaws). 

Petlavi like to bite; how�v�r their principal weapon is 
th�ir coiling. constricting body. Whenev�r th�y take hold 
of prey (typically after a "8" critical strike r�sult). the 
victim has littl� ho�of survival. From that point on. the 
enormously powerful body will mo� to coil iuc.lf around 
th� target's body. This process takes one to ten rounds. It 
is an urrcmdy hard (-30) manwver (add ST bonus) to 
break out of a Petla·sgrasp and.onc� the �ast pt.rfecu its 
grip, the victim will perish due to suffocation in three [0 
thirty minutes. 

Th�tables arc turned wh�n the Petla confronts:a group. 
as its methods of attack I�ave it relatively defenseless if 
other foes arc involved. For this reuon, the snake will not 
often stand and fight when confronted by more than on� 
enemy. 

ROCK VtPERS 
Climat�: Warm/Humid, Mild. Sc:mi-:arid. 

CooI/ Aver:lg�. T �mpera[e. 
Habitat: Alpin�/high altitude/mountainous. 

Coniferous forest/taiga. 
Deciduous/coniferous/mixed forest. 
Heath/scrub. Lairs/ caves/overhangs. Ruins. 

Fr�queDCY of Encount�r. V cry Hard. 
Siz�: t2-IS inches. 

An inconspicuous littlecrellotur�. the Rock Viper would 
not be worth mentioning. sav� that those climbing cliffs 
and mountains in Endor would be well-adviSt:d to watch 
wher� they place their hands or their bar� fttt (Hobbits. 
especially), for this snakding i.s fond of sunbathing on 
rocky ledges. Their grey skin is speckJ�d with brown and 
black spots, enabling the St:rpent to bl�nd in with rock 
surfaces. (The creature is also call�d the Leopard Viper.) 

Although it is small, the Rock Viper's bite is quiu 
deadly (20th Ivl). There has n�vt.r be�n a proven �e of 
anyone surviving such :ll. bit� withoU[som� sortof medical 
treatment. either magical or herbal. The victim of such :II. 
bite first suffers swelling. massive bruising. and discolon
tion around th� wound. Then, within 60 seconds aftt.r 
b�ing bitten, his h�rtwiU begin to palpitat�. his breathing 
will become irregular, h is endocrine system will fail, and 
h� will di� of total system shock within 6-I 0 minU[cs. 



SEA CROCODILES 

Climate: Hor/Humid, Hot/Average, Wann/Humid, 
Mild, Cool/Average. 

Habitat: Ocean, Saltwater shores/shal[ows. 
Frequency of Encounter: Extremely Hard. 
Size: 18-27 ft. 

Uncommon btl[ well-feared, the huge Sea Crocodiles 
resemble Fell Beasts without wings. They arc gracile, dark 
blue, and have black stripes running down the backs of 
their horny backs. Many chroniclers believe they are 
related to Water Drake::s, for Sea Crocodiles have 
e::nlongare::d conical gr:tsping teeth in the forward part of 
their snouu that c:xtC"nd well ouuide their mouth$. All 
othc::r members of the Crocodile family have shorter fangs 
that fit into notches or pits in their upper jaw. 

Like sea monsters, Sea Crocodiles are prone to attack 
smaller ships. seeking to puncture hulls with their mighty 
jaws, then waiting for the ship to founder. Nesting in 
secluded bays or in coastal caves, they also present a 
danger on [and as well. 

SHAKING AsPS 
Climate: Cool/Average, Temperate. 
Habitat: Freshwater coasr.s & banks, 

Coniferous forest/taiga, 
Deciduous/ coniferous/ mixed forest, 
Heath/scrub, Lairs/caves/ overhangs. 

Frequency of Encounter. Hard. 
Size: 15-24 inches. 

This small, gray snake has a distinctive ruff of loose 
scale::s thac give off a f.,int, odd rattling sound when the 
serpent is startled or about to strike. Its potent venom 
(level 8) causes massive internal hemorrhage, causing 
tremendous (24-60 hits) shock and orten (with 26+ RR 
failure) death. The Shaking Asp is a n:ltive ofRl1l1daur, 
the region in eastern Eriador betwee::n 
the Mitheithd (Hoarwell) and 
Bminen (Loudwater) Rivers. 

SLOW-FANGS 

Climate: Hot/Humid, Warm/ 
Humid. 

Habitat: Freshwater coasts & 
banks, Marsh/swamp, 
Deciduous/ can i f erous/ mixed 
forest, Jungle/rain forest, 
Ll;rs/ c3.ves/ overh:mgs. 

Frequency of Encounter: Medium. 
Size: 8-r 0 ft. 

The Slow-fang is one of the most 
dangerous and dominant creatures in 
the rain forests of southern Endor. 
Large (9' long) and exceptionally 
strong, it leaves in trees and hunts 
large mammals and smaHer reptiles. 
Its body ('oloration varies with the 
surf.lce they happen [O cross, although 

it is usually brownish and has mottled green stripes. TIC)' 
have friction pads on their feer, speciaiize::d scales dw 
enable them to stick to vertical surfaces for indefinitt 
periods. The Slow-fangs are naturally agile tree-climbm. 
This feature, however, impairs their movement on the 
jungle £loor, and they arc awkward runners; thus [hat 
name. Still. the::y can be quite deadly. Endowed with 3 
strong. 6' long prehensile tongue that acts like a whip or 
bola, they can strike a foe quickJy. Then they bitt tht 
immobilized victim with a pair of 7" f.lngs, injecting 3 
mild (2nd Ivl) muscle poison. This venom dis.lbles tnt 
prey long enough for the Slow-fang to slow[y discard a.nr 
irledib[e trappings (e.g .. dothing) before swallowing ,he 
meal in one long gulp. 

TRUSAVJ 

Climate: Hot/Humid. W:lTm/Humid. 
Habitat: Freshwater coasts & banks, Marsh/swamp, 

Jungle/rain forest, Lairs/c3,'es/overhangs. 
Frequency of Encounter: Medium. 
Size: 2-3 inches. 

An arboreal creature, the Trusa (P. "Leaf Frog": pi. 
"Trusavi") is adapted for gliding from tree to tree. It Ius 
a broad head, a long slim body, and elongated limbs wil'h 
webbed fut. Flaps of skin fringe:: the:: fordimbs and he::dl, 
permitting the creature to extend its body and creak , 
bizarre hut effective set of "wings." This bright re::d :md 
blue frog grows no larger than about 3 inches in length. 
but they are among the deadliest anim:l[s in the humid 
woodlands of southeastern Middle-earth. If touchtd. thr 
spines on the back of me T TUS;I wiH inje::ct a mong(lvl4 
poison which aas in I-lO rds. A vicrim who filils his RR 
by 21 or more dies, while one who f.,ils by 1 [-20 becomes 
blind and falls into a coma. A RR fililurc: of 01-[0 lea\'Q 
tht' victim blind in 1-2 eyes. 



UMAKAVl 
Climatr: Hot/Humid. 
Habitat: Freshw<l.ter coasts & banks. Marsh/swamp. 

Jungle/rain forest, Lairs/ caves/overhangs. 
Frequency of Encounter: Extremely Hard. 
Size: 3-4 inches. 

A small tree frog from the rainforests of the Mt'imakan �"",,,,,:--_--"; 
in the south of Middle-earth. the Umak (pI. "Umakavi") ?:�"�������§������ 
is notlble for the potent contact poison uuded by its 
colorful skin. Bright lime green and strtaked with yellow 
andorange. the Umak Tree Frog is noticeable, but it is 50 
rut th�t it is still nearly impossible to spot. The bright 
coloring warns away animal and bird prwators who 
II'OUld be poisoned upon grabbing the frog in theif beaks 
or mouths, but merely makes things easiu for dever 
human or Elfhunters who wish to extract the poison and 
who comc armed with nets on long handles. The poison 
iscenth levd in contact with skin: unlucky individuals are 
killed inst3ntly (upon failing a RR), while the more 
fortuna!'e are plunged into a coma until awakened by some 
form of anitdote. 

ZAMKAVI 
Clinu.tr: Hot/Average, Arid, Semi-:l.rid. 
Habint: Breaks/wadis, Volcanic, Desert, 

Plains/grassland. 
Frtquency of Encounter. Hard, 
Siu: 6·7 ft. 

The Z1mka (pl. "Zamkavi") is common to the dry hills 
of Wt.!um Harad. Its name translates as "snare," and is 
dtrjvtd from this snake's method of attack. The Zamka 
whips its tail out like ::a lash and coils ::about a limb or 
appendage. The snake's long (7') body is lined with small 
lurbs along each side. The barhs are coated with a 
poisonous sttretion which enters through the skin of its 
victim.TIlis (7th Ivl) muscle poison euentially paralY.les 
the'prey (duration = 20 minutes per ttn points of RR 
failure). When its venom takes effect-in forty-five 
I«onds-the serpent will move to constrict its prey. 
Once the victim is de::ad, the Zamka remains with the 
corpse until time and weather has softened it. Then the 
snake begins its feast. Other animals of the region are 
lwue of the nature of the Zamka and will steer well clear 
of 1ny kill it guards, for the snake will not hesitate to add 
1IlOther body to its larder, should any be foolish enough 
to approach. 

Note: For hit tUtmninlllion, lhe Enillngit Tahlt shou/J hi «-ud 
witb Ilny crii/cill indicilting II poisoning. "fbe.Zamka will aim al 
mas oj 111m shll, hUI will no/ at/MIIy Ill/tmpl 10 {omfn!! a 
�ittim t/,al is movillg, and il will (onl/nUl ils Ill/Ilch until 
ml7Wlf1rnl {tasts, moll if a hit &u alrtady han made. Succus;\>( 
RR Jai/um will givt cumulat;vt rJfws. 

Climate: Warm/Humid. Mild, Semi�arid, 
Cool/ Average. 

Hahiut: Breaks/wadis, Freshwater coasts & hanks 
(rivm/lakes), Desert. Plains/grassland. 

Frequency of Encounter. Light. 
Siu: 8-12 inches. 

The Zurku (Ap. "T rail lizard" ; pI. ''Zurkuvi'') is found 
throughout Harad, particularly in the south. It is rdated 
to the Gorbet of northwestern Endor. (Gorbets are 
especially well known in Dunland.) A dull yellow color 
with black and red stripcs on its hud and neck, theZurku 
is a colorful creature. (Gorbets only differ in that they have 
black and blue speckles.) It has a bright or-mge, arrow· 
shaped patch on its back. 

The Zurku typically grows to a length of 12" and can 
be found in the summer months. The lizard has no natural 
enemies because it tastes terrible and secretes a mild nerve 
toxin from its skin. The poison is absorbed through the 
skin and paralyzes victims for a period of I ()"20 minutes. 
This venom numbs the limbs of larger attackers for only 
awhile, but for most animals it is an effective deterrent. 

What is notable �bout this relatively hannle.ss lizard is 
its reputation as a pathfinder. It is believed by most 
Haradrim that if they are lost and follow a Zurku. it will 
lead them to a trail or road. (lhis legend is shared by the 
Dunlendings and apptats to have originated among the 
ancient Southrons during the early Second Age.) Then� 
may be some truth to this belief. since the Zurku appar
ently understands that, where therr. 2re [rails there are 
beasts (and beast.droppings). and where there are beasts 
there ::are flies. 



5.5 LASSANAKONI 
(LEAF-EATERS) 

Endor's herbivores feed directly on Olvar and const;· 
ture a link between the two orders of creation. Most are 
known as Lassanakuni, or "Leaf-eaters" (sing. 
"LassanakCm"). These creatures are distinguished from 
other herbivorous beasts because they never cat anything 
other than vegetation and, most importantly, because they 
are outwardly passive. Orome! and Yal/anna share an 
interest in them, although the Huntsman's Maia servant 
Y antolindo (Q. "Y oke-be:arer") is closest to their thoughts. 

The largest subgrouping of Lassanakuni is undoubt
edly the S:lIq:lnlklini, the beasts thatutgr:tss. Nocable (or 
their elongated skulls, they have huge cheek teeth. These. 
like the rest of their teeth, arc adapted for grnss-chopping 
and grinding. Their incisors are chisel-shaped, while their 
large premolars and molars have convoluted surfaces. 

Almost all Salqakuni are herd anima.ls, or Onuvear (Q. 
"Abundant Creatures")' Of these. the majority are Poruni 
(sing. "Potun"). the "Hoofed Creatures." Horses, asses, 
camels, and other beastS commonly used for riding do not 
fall into this category. however (see 5.6). since they hold 
a special place in nature. 

A�"'t\BANHtu 

Climate: Warm/Humid, Mild, &mi-arid, 
Cool/ Average. Temperate. 

Habitat: Freshwater coasts & banks, Plains/grassland. 
Frequency of Encounter. Medium: 
Size: 4.5-6.5 ft. 

The Astabanhe or Giant Pronghorn is an antelope-like 
creature found mainly in the Pinnath eeren (5. "Red 
Fells") and the Girithlin highlands ofEriador. Thcy stand 
about 4' tall. and are dull yellow in color. While renowned 
(or their loud white nllnp, their short black horns give the 
Astabanheli their name. 

Pronghorns tTavei in small huds (10-I 00) and a.re 
inquisitive. but they are quick to flee. Movements of their 
whire rail fur signal other Astanbanhe[i when there is 
danger or when they have raken to flight. TIley can travel 
at speeds of up to forty miles per hour and can swim quite 
well. 

AURYCH 

Climate: Mild, Scmi-3rid. Cool/ Aveuge, Temperate. 
Habitat: Breaks/wadis, Freshwater coasts & banks, 

Plains/grassland, Rural Inhabited areas, 
Crossroads/ roads/ paths/trails. 

Frequency of Encounter: Sheer Folly. 
Size: 7.5-9.5 ft. 

The Auroch (pI. .. Aurych") is a domesticated breed of 
the wild came or K.im� that roam Rhovanion (Wilderland). 
They vary in color, but most have medium length, dark 
brown fur on their bodies. and shoner. whirer fur on thor 
legs :md foreheads. Males have larger, curving. conical 
horns. 

Like all Kine, Aurych migrate with the seasons and uoo 
to wander wide areas whenever breeding. 

CARll 

Clinute: Mild, Cool/Average. Temperate. Cold/Dry. 
Habiuc Breaks/wadis, Freshwarer coasts &: banks, 

Coniferous forest/taiga. 
Deciduous/coniferous/mixed forest, 
Heath/scrub, Plains/grassland. Tundra. 

Frequency of Encounter: Extremely Hard. 
Size: 5-7.5 ft. 

The Carn(Du. "E1k")is :II large brown Deercommonly 
found in nonhem Eriador. but ranging throughout the 
cooler p3.rt5 of non:hwestan Middle-e:arth. It is [he only 
Deer species, save the Losrandir, in which both the males 
and females span antlers. 

Carn trowel in huge herds of one [0 twenty thousand 
and range over vast areas of open country or brokm 
woodlands. Feeding on grass :md other tundra plants in 
the summer, some roam well into the Far North. 

CULCt\RNIX 

Climate: Warm/Humid, Mild, Semi-arid, 
Cool/ Average. Temperate. 

Habiut: Breaks/wadis, Freshwater coasts &: banks, 
Plains/grassland. 

Frequency of Encounter: Hard. 
Size: 2-3 ft. 

This large, ground-dwelling rodent is found on Ihe 
Talath Harroch, the plain south of Mirkwood. Theym 
reported to be totally hannless, an opinion which owes 
much (0 the lack of fannsteads in the T alath Harroch. 
Culcarnix can devastate a fann field. Nevertheless. they 
are totally un3.ggressive tow:llrd other living beings. 

Tailless 3.nd blunt-nosed. Culcamix live in burrows 
beneath the eanh, and � occasionally be seen standing 
on the mounds of earth by the f!nrrances to their burrows, 
sniffing the air for :my scent of approaching enemies 
The), have thick. red-brown fur that has at various time. 
been much in demand by furriers. The Wainriders, for 
instanct;, raised tht;m in grt;at numix-rs for their hid� 
Thus, they have become scarce in areas where there is 
widespread settlement. 
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CUNARA 

Oinutt: Warm/Humid, Mild, Cool/Average, 
Trm�rate. 

lUbiut. Freshwater coasts & banks, Plains/grassland. 
Frtqumcy of Encounter: Sheer Folly. 
SOc 2-l f,. 

Thr moS( common rodent in Cardolan, the Cunaura 
(Du. "Gophers") ofEriador resemble big stout Rats and 
li.emainly on grass roou. On the plains they arc a major 
ll1W.nce beause they live in large colonies ofinterlocking 
burrows. Their holes rise up about a foot from ground 
inri bur their tunnels run very close to the surface and 
cmnor be e:uily detected by Sheep, Horses, or Men 
(Iuding to many broken legs). 

DAPPLED DEER 

aim�te: Mild, Cool/ Average, Temperate. 
Habiut. Deciduous/ coniferous/mixed forest, 

Plains/grassland, Lairs/ caves/overhangs. 
Frtquency of Encounter: Extremely Hard, 
SOc 4.5-6.5 [,. 

Akin [0 [he Roe Deer (Fiara) ofEriador, the Dappled 
Om is small, hardy, and pugnacious creature. Only the 
JUp fight. butthey arc exceptionally skiddish and aggres-
51ft, rspccially in Spring, They usually employ theirtough 
horns, which can effectively penetrate mail. 

Nocturnal Cf('aturcs. D:l.ppl('d D('er browse for food at 
!kght, They feed on shrubs and broad·leafed trees. 
Duringbrcedingseason. males mark their territory by 
scratching the bark off trees, 

N()(e: The DUnaaal! Rangm bavt jrllJUlIII/y HIla tbis trail 
'" unr /lawn//lge by aisgHr'sr'I'l tbtir OWII Irail markr'rrgs IU 
DttY s(rfl/r/xJ. Orrly /bt R/llrgtrs u"a,rs//lrra ,be subtlt 
�fffflnlt$. 

FIARA 

Oim�te: Warm/Humid, Mild, Cool/ Aver,lge, 
Temperate. 

Habitn: Freshwater coasts & banks, 
Dttiduous/coniferous/mixed forest, 
Plains/ gras5land. 

Fffijuency of Encounter: Very Hard, 
sa. 3.5-4.5 [,. 

Thriving on the scant grasses of south·central 
Eriador, the Fiara is the most common wild herbivore 
in Grdob.n and Minhiri:uh. They keep to sm:lli 
groups of four or five does and ;'I buck and range all 
0Vtr the region. Extremely timid. though, they shy 
�"'�r from settled ;'Ircas and seem much rarer than 
their real numbers would dictate, 

It is fortunate that these small beasts are prolific, 
for no creature in northw�tern Endor is hunted as 
often as the Fiara. Eriadoran hunters have long relied 
on the Fiara as a food staple, and cooks from Sree to 
Tharoad create dozens of dishes using this tasty Deer 
meat. 

FINT6NAIW 
Climate: Wann/HlLmid. Mild, Scmi.:l.rid. 

Cool/Average, Temperate. 
Habitat: Sreaks/ wadis, Freshwater coasts & banks, 

Plains/grassland, 
Frequtncy of Encounter. Hard, 
Siu: 3-4 ft. 

The Fint6narki, or Wild Goars, are odd beasts found 
on the plains south of Mirkwood. Thty have several 
charncteristics that set rhem ap2rt from the other Goats of 
Middle-eanh. For one thing. thty are somttimcs found in 
mixed herds with the Wild Horses of the area, an arrange· 
melle found nowhere else. Second, they :ue "Imost 
untamablc, although it is reponed that Elves may have 
some success at tI,is task (:l.lthough Elves are genernlly 
uninterested in animal husbandry). Third. they arc im· 
Imine to all naturally occuring ingestible poisons and 
hence can live on almost anything that contains nourish· 
ment. Finally, these str:l.nge creatures have an unquench. 
able desire to be scratched on the head, bttween their long. 
dangerolI5 horns. 

It is rumored by variow denizens of the T ;alath Harroch 
region (particularly those with small, naive children) that 
if one should do one of these hoofed hedonists the favor 
of scratching it in the properspor, it will become ever loyal 
to the person who scratches if. This tale h:l.S caused 
numerous injuries to youngsters seeking an unusual pet. 
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GoRAL 
Climate: Wann/Humid, Mild, Cool/Average, 

Temperate. 
Habitat Freshwater coasts & banks. Heath/scrub. 

Plains/grassland. 
Frequency of Encounter: Hard. 
Size: 4.5-6.5 ft. 

" 

Goral are a wild, golden bighorn Sheep found exclu
sively in the Downs ofEriador. TIley have long. curving. 
whitish horns. Solitary and intractable, they arc unique 
among Sheep. Goral only gather during mating season. 
when small groups of males join and then seek out the 
females. Ranked by the size of their horns, the mal� 
instinctively know their place. so there is little fighting 
during these brief unions. After mating, the females travel 
as a herd with the young for a couple of months and then 
scarter. 

Goral have been very profitably interbred with domes
tic Sheep. producing excellent varieties of wool-bearing 
species (Q. "Toa" = '·Wool"). 

KINE OF ARAw 
Climate: Warm/Humid. Mild. Semi-arid. 

Cool/Average, T emperare. 
H:ahiut Freshwater coasts & hanks, 

Heath/ scrub. Plains/grassland. 
Frequency of Encounter: Medium. 
Size: 10-12 It.. 

The Kine of Araw are the larg�t of Middle· 
earth·s bavids. that is creatures with split. even
toed, hoofs. It is believed thar mese large. whitt 
cattle are the giftofthe V:ala Oromi! (Araw). This 
is quirt possibly true. The beasts:are found on tht 
shores of the Se:a of RhGn and on (he Pb.in of 

T alath Harroch, east and south of Mirkwood. 
� far as anyone can tell, the Easterling triba 

are me only people to have dom�ticated thest 
creatures and used them as draft beasts, since thf 
Rhovanion NOMmen revered the Kine and usN 
chern only for breeding other came. Easterlings. 
on the othC'r hand, employed Kine [0 pull the 
GrC'at Wains of their chiefs. During the britf 
C'Xistenteofme Wainrider Kingdom in Wilderland 
(TA 1854-99). dozens of these m3gnificml 
beasts were prC'SSed into service. and many per
ished in the raiding and wars that accompanied w 
Wain-C'asterlings' ocrup3tion. 

Many people of central Middle-earth value' thf 
long gray horns of thesC' cartle. both to we as 

tnnnpcts and drinking horns :rnd to cut into sections for 
superb compound bows. A few sUf'C'r5titious folk use the 
ground horn as :l.n ingredient for healing potions. but no 
proofhas ever been found that this substance is of any ruI 
value in hC'aling. 

LosRANOIR 
Clilnate; Mild, Cool/Average, T empera(C'. Cold/Dry. 
Habiut: Breaks/wadis, Freshwater coasts & banks, 

Conifttous forest/taiga, 
Deciduous/ coniferous/ mixed forest. 
Heath/scrub. Plains/ grassland. Tundra. 

Frequency of Eocounte:r: Extremely Hard. 
Size: 5-7.5 fe. 

The Losrandir is 2; hardy. gregarious Deer with a long. 
low profile and large antlers. Theycome in many colors
everything from white to jet black-but most are grey or 
silver. Unlike: those of other Deer, the low forward cincof 
its anders is br.mched. Both males and females bar 
antlers. although those of the female are usually smaller. 

Female: Losrandir (aka "Lesraindir") move in largr 
herds while males travel in small groups or, in some Cascl, 
alone. Wolves and Bears prey on weaker individuals, bm 
the Losrandir's greatest natural enemy is undoubtedly 
Man. The Lossoth of northwestern Middle-earth and tht 
Urd of the: northeast hunt the gracdul creature for its fur, 
meat, and utility as a beast of burden. 



NlMFIARA 
Oimatt: Mild. Cool/Average, Temperate, Cold/Dry. 
Habiat: Breaksl wadis. Freshwater coasts & banks, 

Coniferous forest/taiga. 
Deciduous/ coniferous/mixed forest. 
Heath/scrub. Enchanted/magical places. 

Frtquency of Encounter. Light. 
Size: 7-9 ft. 

Largerand rarer than Elk. the Nimfiara(S./Du. "Whitt 
Hut") is the strongest and most imposing breed of Deer 
found in northwestern Middle-earth. Reputedly mystical 
creatures, they range in the ancient woodlands of 
Rhovanion. Gondor, Calenardhon. and Eriador. They arc 
found dC9l within the Old Fow,[ and the Dark Wood, 
IJ1d a few have been spotted in Fangorn. 

The Nimfiam's lustrous silver pdt is prized (or fine 
gannents. so it is humed and trapped by woodsmen. 
Wone, its horns aft said to produce a potion which 
rtt2l:ds aging. Thus, tht" beast's value threatens its survival 
and, aside from the inaccessibility of their habitat, the 
Nimfhra has few defenses against extinction. They are, 
J.ow�v�r, v�ry wily, and they will put up a good fight when 
l!Om�red. 

RUroRASSI 
Climate: Mild, $cmi.arid, Cool/Average. T anpcrate. 

Cold/o,y. 
Habitat: Alpine/high :a1titude/mountainous. 

Breaks/wadis. Freshwater coasts & banks, 
Marsh/swamp. Plains/grassland. 

Frequency of Encounter: Hard. 
Siu: 6-7 ft. 

The largest and most powerful of Endor', Sheep, the 
Rutorassc (Q. "Eastern Woolhorns": pl. "Rutorassi") is 
a stout, black and silver bean that stands about 4-S feet at 
the shoulder. It is aptly named. for its silvery head fur 
grows up the sides afits curved horns. Thcsetwo forward
facing weapons can be lcth:a1, hawever, and the Woolhom 
is quick to employ dU'm for defense. Thus, this beast is 
difficult to domesticate. 

Native to the lands ofDalpygis, Chey, and the Kargagis 
Ahar in central Middle-eanh. Woolhoms roam at night 
in small, segregated herds. Males nm apart from the 
females except during the mating season, which lasts from 
late summer until early �1. When united, the mixed herd 
is relatively narionary for about a month. The first half of 
this period is devoted [0 courting rituals, which include 
brutal duels between males seeking dominance (and their 
choice of mates). 

SNOWHARE 

Climate: Cold/Dry. 
H�biut: Alpine/high a1titude/ moun
tmnous 
Frequency of Encounter: Hard. 
Size: 2-3 ft. 

TIle snow hare is one of the largest 
members of the rabbit family. It inhabits 
the upper elevations of the Misty Moun
tains where there issnow cover year round. 
111e animal's silvery white pelt, prized for 
its warmth. provides excellent camouflage 
for the furry moutain denizen. 

A larger more fearsome variety of the 
snow h:l;re has been rumored [0 aiu lurk· 
ing dose to the opening of high mountain 
caves. These cre:l;turcs seem to exhibit a 
en.ld intelligence:and :are rumored (0 frenzy 
upon provocation. This description was 
gIven by a travdlcr after rttummg half
crazed from the mountains, "It had huge 
. . .  well I mean gigantic . . .  just big teeth." 



STETANAVI 
Climate: Warm/Humid, Mild, Cool/Average. 
Habitat Breaks/wadis, Freshwater coasts & banks, 

Marsh/swamp. Plainsj grassland, 
Deciduous/coniferous/mixed forest, 

Fuquency of Encounter: Extremely Hard. 
Size: 6-7 ft. 

In Apysaic. Stetan means "mischievous." It applies 
perfectly to this otter-lih creature. The beast's body is as 
large as a big dog, and it is as friendly and playful as the 
most lively of puppies. It has very short legs. though, 50 no 
one would mistake it (or a hound. 

The Stetan'$ name was earned from H:lradrim who 

journeyed into the wood, worked a long day gathering 
herbs, then saw their sacks and parcels playfully torn apart 
just before they returned home. Only their overpowering 
air of pure innocence keeps Stetanavi from being killed on 
sight by most men who glean their living from the wood. 
As it is. they are usually viewed as a sign oflong-tenn good 
luck even if they are a short-term nuisance. 

There have been attempts to [arne the friendly beasts, 
but Stetanavi that are taken into captivity invariably die 
shortly thereafter, an occurrence that is usually blamed on 
loneliness for theif own kind. It is possible, however. to 
overcome this problem through the use of a Familiarspell, 
though having such a puckish creature as a familillr would 
certainly have its drawbacks. 

WILD GoATS 
Climate: Warm/Humid. Mild. Semi-arid. 

Cool/Average, Temperate'. 
Habic.at: Alpine/high altitude/mountainous. 

Breaks/wadis, Freshwater coasts & banks, 
Marsh/swamp, Desert, Plains/grassland. Tundra. 

Frequency of Encounter: Very Hard. 
Size: 3-4 ft. 

Essentially descendants of various escaped domestic 
varieties. the Wild Goats have dirty. shaggy coats and ' 
short, black horns. They range all over Middle-earth. 
Their small. sharp hooves make them agile climbers. and 
they can swim remarkably well; however, they restrict the 
beasts' movements in the boglands, where wide feet 
provide stability in the Illuck. 

5.6 RIDING AND 
DRAFT ANIMALS 

Coruidered gifts of the Vala Orame. riding and draft 
animals are collectively known as Oromildar(Q. "Frierxh 
of Oro me) or Annaroromo (Q. "Oromts Gifts")' They 
include a wide variety of domesticated creatures, most of 
whom were originally native to the wide lands of cmrnJ 
Middle-eanh. 

ANoMtUNI><R 
Climate: Hot/Humid. Hot/Average, Warm/Humid, 

Mild, Semi-arid. 
Habibt: Freshwater coasts & banks, 

Marsh/swamp. Coniferous forest/taiga. 
Deciduous/ coniferous/mixed fareS[, 
Plains/grassland, Rural Inhabited areas, 
Crossroads/ roads/ paths/mils. 

Frequency of Encounter: Easy. 
Size: 18-22 ft. long, 10-13 ft. at shoulder. 

The Andamunda (Q. "Elephant"; pI. "Andamundar·, 
lit. "long.snomed") is the smaller and more nUmtr0u5 
cousin of the famous MCunak ( see below). Like aU of its 
cousins, it has thick, pillarlike legs and nat. padded fett. 
Its loose skin and large ears (which flap) provide tht 
Andamunda with excellent heat regulation. enabling it to 
adapt to a variety of ecosystems. The creature's most 
notable feature, however, is undoubtedely its trunk: an 
enlongated nose and upper liprhatserves as both ascnsory 
organ and as a prehensile grasping tool. An AndamtuWU 
uses its trunk to smell, gather food. drink. and as a weapon 
in combat. 

Andamundar also have a pair of long tusks thattheyUK 
in melees. but these giant teeth primarily serve as digging 
tools. Since Andamundar subsist on roots, shoots, twigs. 
fruit. leaves. and other edible vegetation, the tusks act 1$ 
picks. A typical Andamunda cats about 400 pounds of 
food each day, cutting with the tusks, grasping with ill 
tnmk, and placing the food in its mouth, Aside fromOnt 
or two rest periods at night and a midday break. thegrnr 
beast is always active. roaming about with a swinging gail 
in a constant search for security and food. This continual 
plodding. though. belies the Andamunda's strength as a 
swift, agile runner. If aroused. it can run down and gortOl 
bash a relatively quick foe. 

Unlike the Miimak. the Andamunda has a slighdJ 
humped back and one (as opposed to two or thrtt) 
fingedike exrension at me base of irs rrunk. It also has � 
gland at the side of its head that enables it to secrete, and 
divest itself of. scmted waste. (This process usually 0CC\m 
during the beast's midday repose.) Like Miimakil. fmuk 
Andamundar travel in herds led by an elder marriarch.. 
Each female bears but one offspring at a time (aftH II 
months gestation) and raises her calffor 24 to 30 months. 

Common to the Shay lands, Jojojopo, and the rcgiOIlS 
around the Bay of Ormal in southern Middle-earth, 
Andamundar are domesticated by a variety of culturts. 
The), are used 1m frequently than the Mumakil as ridint 
animals. but they are much easier to tame. 



DEVEVI 

(lim.ue: Hot/ Av�rag�. Arid. Semi-arid. 
&biue Breaks/wadis. FrC'shwattr coasts & banks, 

Dntrt. HUlh/ scrub. Plains/grassland. 
lnh2biled arus, N�ar and in towns/ cities/castles, 
Crossroads/ roads/ paths/ tra ils. 

frtqutncy of Encounter: Sheer Folly. 
S;'<./·8 rt. 

The Devevi CAp. "Camels"; sing. "Deve") of southern 
niccntral Endor are hardy animals who store water in 
mnrslornach linings Imd can go for long periods without 
drinking. Their humps absorb heat and metabolize fat to 
provide ('nergy and water, while their wide foot pads 
mabJelhelll to walk on soft, sandy soil. With a complex. 
dtttc-ch�mbered stomach that pC'rmits digestion of virtu
lIIy2ny vegetation. th� Dev� is idt::tlly adapted for life in 
!lit desert. 

A Deve has no nC'ed to sweat because of its refined 
ttmperarure regulation system. It can lose over a quarter 
ofiu body w�igh[ without suffering and itcan restore this 
ttighl in an orgy of drinking lasting only ten minutes. A 
IIu'my Deve can intake about 7-8 gallons of water in a 
lllinute. 

" ) '\ \ \ , 
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There are two subgroups ofDcvevi: Ihe runners and the 
workers. Th� fomler :a� light. gT:lcdul mounts built for 
riding and speed. The laner are mickly-built. s1ow
moving creatures capable of bearing heavy loads. Al
though both varieties a� usy [0 domesticate and ex
tremely well-suited to Iheir appointed purpose. all Devevi 
arc somewhat loud and filthy. They spit on the unwary 
and are virtually impossible [0 keep clean. 

The most prizcd ofthcse ern.tures is the rare Dev� Pca, 
the two-humped beast bred in :and around the desert city 
of To I P6ac in Far H'Irad. A hardy DevC' originally haling 
from [h( Y cHow Mounuins of soum(rn Endor. it is 
adapted for both tell1pcT:ltun: exnemes. It grows a shaggy 
coat whenev(f th( weather is cold. shedding its thick, 
wooly fur whenev(r the clim .. te is warmer. The Dev( P6a 
of the hotter desats are virtually nakC'd. ThC'y arC' more 
docile than orh(r Devevi, and much more comfortable to 
ride. Besides having a natural saddle. Dcve P6a move with 
a smooth. rollinggait--the result of being able to lift both 
legs on one side at a time. 
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ELVEN HORSES 
Climate Wann/Humid, Mild, 

Cool! Average. 
H.Un�t: Freshwater coasts & banks. 

Marsh/ sw:unp. Coniferous forest/ 
taiga, Deciduous/ coniferous/mixed 
(or«t, Plains/grassland, 
Enchanted/magical places. 

Frtquency of Encounter: Easy. 
S;'<7·8 ft. 

The Horses of the Elves, like the 
Mearu (sec �Iow), arc directly de
ICmdrd from Nahar, the steed of Orome, 
HW'luman of the Valar. Nahar is, of 
rount, immorrnlj however, his descen
danu are nOt, but Elvish Horses never
theless live to great age (T  00 years is not 
lInusual). These Horses differ in many 
ailitle hut important ways from their 
Itmr kindred. 

Fir.sr, they rardy have white markings. 
ClctpI for an occasional white "star" on 
dltforehud. Large white patches( of the 
kllld that lead Horses to be called 
"p.1intcd," "piebald," or " skewbald") aTe 
tlCt'tfuen. However, all other colors to 
be: found in lesser Horses are also found 
III Elvcn Horses, except that white and 
�lvtI)' dappled gray are more common 
JDIOng this breed. Second, these Horses 
prtftf to live in wooded areas, as the 
E1vtS do themselves, rather than the 
pbins that are home to most Horses. 
Third, Elven Horses are more intelligent 
dun most Horses. There is no need to 
riK:them with a bit or bridle, for they arc 
mlp3thetic and perceptive enougl1 to receive directions 
!Tom their riders without these cnlde devices. Akhough an 
E1ven Horse might consent to wear a saddle [0 :tid an 
�ling or disabled rider, most Elves do without. Finally, 
E1vm Horses stand st:tunchly in the face of dangers that 
1l'OUld terrify most Horses. They are brave even in the face 
of supernatural terrors such as Trolls and the Undead. 
Nwr, Steed of Oro me. This great white spirit in the 

shape of a Horse can sense Evil from leagues off. 
His hooves are of a silver harder than any neel and 
strike at Evil foes like the hammers of Aule. 
Although he can speak, he rarely chooses to do so. 
Some say that he sometimes visits mortal mares at 
night and leaves them with fo:tl. Although this may 
be mere superstition, no one argues that he was the 
forefather of the Mearas and the Horse of the Elves 
(sec above). Nahar's neigh is like the sound of a 
mighty trumpet, like his master Orome's great 
Hom, and like the sound of that Horn, his voice 
inspires terror in all Evil beings and courage in those 
who 3re Good. 

NimrOi!l, Steed of Glorfindd. A lightly built, swift 
white Horse belonging to the High Elf Glorfindel, 
this lovely animal carried Fredo, the Ring-�:Iorer, 
away from the Nazgul th:lot pursued him :Ill the Ford 
of Bruinen near the end of the Third Age. For short 
distlnces, Nimros rivals any Horse as the fastest 
steed in Middle- eanh. 

Rochallor, Steed of Fmgolfin. This noble �as[ bore 
his master to the very gates of Angband for the duel 
with Morgoth th:.t w;:r.s FingnTfin's rinom. Thl' exac:r 
appearance of Rochallor is unrecorded, but some, 
pointing to the last clement of his name, "lor," have 
guessed that he was a golden chestnut or perhaps 
even a true golden color (a palomino). 
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HORSFS OF MOROOR 
Climate: Hot/Average. Arid. Semi-arid. 
Habitat: Breaks/wadis. Freshwater coasts & banks. 

Heath/ scrub. Plains/grassland. 
Frequency of Encounter: Sheer Folly. 
Size: 8-9 ft. 

The forces of Evil. most notably the corrupted Maia 
Sauron. have bent Horses to their m�farious purposes. just 
as they have other fonns oflife. Sauron originally had his 
Nazgtll mounted on black Horses stolen as foals and thus 
accustomed to evil creatures and surroundings at an early 
:lge. These beasts were also fon:ified somewhat by spells 
and potions to make them swift. tireless. and unafraid of 
things that would terrify a normal steed. Sauron was 
unable to breed a strain of Horses shaped to his will. 

By the end of the Third Age. however. the Dark Lord 
had succeeded in reshaping some of the stolen foals. 
These unfortunate creatures were enlarged and strength
ened. given carnivorous foreteeth, fiery, night-sighted 
eyes, and steaming. smoking breath. Their f.,ces became 
skull-like. and their hooves were like polished iron. One 
of these twisted creatures was the mount of the Mouth of 
S:lUron. Lieutenant of the Tower of B:lrad-dur. 

Note: This fTtalure tall be ,baracudztJ .u a mOllSltr. Sa 
SUlioll 6.0 Jor marl infomlatioll rrgarJillg Evil HarKS. 

The Mount of the Mouth of &turon. This beast was 
the first (and perhaps the last) of its kind to be seen 
by the Free Peoples. Its master rode it to the parley 
with the Forces of the West at the Black Gate 
during the War of the Ring. Exceedingly large and 
powerful, it could run almost as f.ut as a M��ra and 
enjoyed tremendous stamina. Tu sharp-edged hooves 

and saw-like jaws enabled it to penetrate a foe's 
armor in a melee. The bfoast's greatest weapon, 
though. was undoubtedly its foul steam, which was 
akin to th� Nazgtil's infamous Black Breath. With � 
range of 30 feet. the Horse could breathe on any 
target within a 5 foO[ radius. Targets failing their 
RR by 0 I-50 fell into despair for 1-20 rounds and 
were stunned and unable [0 parry their foes. ThoS( 
f:tiling their RR by 5 1-75 fdl into unbreruble 
despair for 1-100 rounds. while those failing their 
RR by 76+ fell in[O :I. feverish sleep for )·20 hOtlts. 

LoSANu.MUNDAA 
Climate: Cool/ Avtt2ge. Tempente. Cold/Dry. Frigid. 
Habiut: Freshwater coasts &. banks. M:l.rsh/swamj' 

Coniferous forest/taig:l.. Deciduous/coniferolls 
mixed forest. T undr:t., Rural Inhabited areas. 
Crossroads/ roads/ paths/trails. 

Frequency ofEncountcr. Easy. 
Size: 18-20 ft. 

The rare white. long-haired Losandamunda(Q. "Sno. 
Elephant") of the Far Non:h is rdated to the Andamuno:b. 
of southern Endor (see above). These furry behemothf, 
though. are rnrdy domesticated. Instead. they are wor· 
shipped (noubly by the Uax, bur also by the Myri ancI 
Angcla tribes) or hunted (notably by the eastern Losscd 
and Loun). 

MARSH PONIES 
Climate: Mild. Semi-arid, Cool/Average. T emper�t(. 
Habiut: Freshwater coasts &. banks. Marsh/swamp. 

Saltwater shores/ shaHows. HeOith/ scrub. 
Plains/ gr.wland. 

Frequency of Encounter: Very Hard. 
Size: 5·6 ft. 

Also called the Perroch-i-Lin. the Marsh Pony is a 
short. sturdy beast with rel3tively wide hooves mI 
powerful lungs. Most are grey. and all have a long. silky 
mane. 

MEARA< 
Climate: Mild. Semi-arid. 
Cool/Average. T emperare. 

Habiut: Frcshw:l.ter coasts &. banks. 
Marsh/swmlp. Heath/scrub. 
Plairu/ gr.wland. 

Frequency of Encounter: Very Hard. 
Size: 7-8 ft. 

These Horses are among the mosr noble of tbt 
Endorian beaslS. They were unknown as a breed beforr 
ca. T.A. 2545, the approximate date that rhe flU( 
breeding herd was fully established in Rohan by Eorltht 
Young. However. individual Mearas were [0 be foundia 
Middle-earth before that dare. They are commonly(� 
correctly) believed to be the descendanlS ofNahar. dw 
Steed of Orom�. as arc the Elven Horses (sec aboR} 
The progenitor of the breed of Fearas in Rohan WIll 



FdarOf, who was white. Such was his strength as 
a1mctstor that most ofhis descendants are 
while or dappled gray. All Mearns, 
rrgudless of their color, share 
FtiaroPs other characteristics. 
They understand human speech, 
an bf: ridden without saddle 
orbridlc(although they will 
mlmtc such devices if 
tttded} :tnd live to a great 
�ighl)' years is nol 
...,,1. 
Frl.trOf, Ancestor of 

the Mearas. Felar6f 
was capturl�d as a 
colt by Uod of the 
Eotheod, Lord and 
Horsemastcr. When 
the colt had grown 
to what Leod 
thought was adult 
ItllUre (:u a Meara, 
the Horse actually had 
some growing left to 
do} he killed his m:\S[er 
when Uod attempted to 
mount him. Lead's son 
Eorl vowed vengeance on 
the Horse and pursued him. 
When he at last saw 11i5 father's 
killer, instead of shooting the 
mature with a bow, he called out to 
him, calling him "Mansbane" and tdling 
him to come forward and receive a new name. 
This the Horse did, and apparently made submis· 
lion to Earl as wergild (payment for a killing). Thus 
did Mansbane become FdarM, founder of the breed 
o(Mearas. 

�dowfu, G:mdalf's Steed. This noble creature was 
the chief o( the Me:lras of Rohan at the time of 
King Tl1coden. At one time, Gandalf was attempt· 
iog to rouse Theoden to an awareness of his danger 
from both S3uron and (possibly) (rom S:truman, but 
Thtoden at tim time stilJ believed the evil councils 
o(Grima Wonntongue and hence did not heed 
Gandalfs words. He angrily bade the wizard to take 
my Horse he wished if he would leave as soon as 
possible. Greater still was rhe king's anger when he 
tralized which Horse Gandalf had taken. Shadowfax 
served Gandalf well throughout the War of the 
Ring, withstanding all of the terrors of Mordor that 
they faced together and outnmning even the Fell 
bu. who were winged. 

Snowmane. Stced of Kiog Thioden. A noble white: 
stallion. like: his ancestor Fdar6f, Snowmane bore 
Th�oden bravdy through seve�l battles of [he War 
of the Ring, before the two o( rhem died in the: 
Battle of the Pellenor Fields. Snowmane fell to ;Ii 
poisoned dart and crushed his maste:r beneach his 
great weight. Snowmane was later buried in the 
Pelle:nor Fields. and a great mound was nised over 
him as a memorial. with a white stone carved with 
the legend "Faithful Servant. yet maner's bane; 
Lightfoot's foal, swift Snowmanc." It w:r..s said 
afterward [hat the grass always grew noticeably 
green and thick on the mound, which became: 
known as Snowmane's Howe. 



MOMAKIL (OUPHAUNTS) 
Clim:lt�: Hot/Humid, Hot/ Av�rage, Warm/Humid. 

Mild. 
H:tbitat: Freshwat�r coasts &. banks, H�ath/ scrub. 

Plains/ grassland, Lairs/ caves/overhangs. 
Burial 3.reas. 

Fr�qu�ncy of Encounter: V cry Hard. 
Sjz�: 12-15 ft. 

The hllg�, fearsome. and majestic M!1mak (W. 
"Oliphaunt"; P. "Tembo"; pI. "Tcmbovi") is a close 
r�l3.tivc of th� Andamund:t (Elephant) and is of[�n re
ferred to as th� Gorsand:tmllnda (Q. "Giant Elephant"). 
It is the "lord" ofEndor's southern wilds. Gro ..... ing up [0 
lhil'ly feet in length and nanding up to 1 7  fu.t in height 
at [h� shollld�r, they have f�w foes. Fortumttely for th�ir 
rivals. though, Mumakil ar� vegetarians. Th�y rest in the 
midday heat and occasionally relax at night. but most of 
the time they roam in search of nutritious roots, leaves. 
shoots, twigs, and fruits. Using th�ir agile trunks and huge 
tusks. which grow as long as 7'. they can reach through 
narrow clefts and dig through the toughest soils. Thcs� 
social beasts travel in herds and adapt well (albeit reluc
rantly) to domestication. 

Whm arous�d though. they can be deadly fightm. 
Both the Osabni md the MGmaluni have long priztf 
them as mounts for war. Unlike lesser e.l.eph:mtinebam 

the Mumak rdish battle and bloodshed. The Handtm 
build great fighting towen; [0 place on the b� Ii 

these lugest of domesticau�d bnsts and ck('(Qf 
the I� and tusks of the Mtimakil as wd1 A 

Mtimak fully arrayed for banJc: is an OIWe5O!Dt, 
glorious. and terrifying sight. The thick hide! 

ofMumakil make them almost invulnmlll 
to arrows, except for their eyes, but wfa 

blinded in this fashion, they often ,. 
m2d with pain. nampling and destroyilf 
c:vuything in their paths. 

W,LD HORSES 

Clim.ate: Warm/Humid, Mild, 
Cool/Average. 

Habital: Breaks/wadis. Frcshwattt 
COUts &. banks. Marsh/swmli 
PI:tiru/ gr.wland. Deciduow 
coniferous/mixed forest. 

Frequency of Encounter. 
Extmndy Hud. 

Size 6-7 ft. 

The Wild Ho�. or Horst of II. 
Plains (S. "Rechclaid"), makt p 
mounts. although they ue hard to brti. 
Much used by Eastulings. thry arc no. 
herded in ulenardhon (Rohan). A &'  
m:ty be found i n  th� m:trsha, farlhcya 
not mind swimming. 

ZORAFY 
Clim..:ate: Hot/ Average. Arid. Semi-arid. 
H:tbiut: Breaks/wadis. Freshwau:r coasu &. banks, 

Desert, Deciduous/ coniferous/mixed fortst, 
Heath/scrub, Plains/gr.usl:tnd, Rural lnhabitrd 
ar�a$. Near and in towns/ cities/castles, 
Crossroads/ roads/paths/ tr.lils. 

Frequency of Encounttt: Medium. 
Size: 9-14 fL 

TheZurafy0'. "T allnecks": sing. "Zurafa")ofNiInI 
northern Chey, and th� Taluhr.l.nt Valley resembltSUII 
giraffts with long. spikdik� horns. They are rtbrtd. 
Deer and feed on the foilage. fruit. and buds found inlll 
uppcr parr of trea or raIl scrub. In harsh�r loalo,! 
Zurafa wiU stoop to eat grasses, and herds of mt}q 
have bttn known to devast:.ate crops. 

The Nuriags. Variags, and Chey use the ZUrafi" 
mounts, for they ar� swift, fearless, and uceedinglylicu 
combaranrs. Because of [heir limited numbers :and 1i 
difficulty in capturing and domesticating them. tta; 
only snu.ll numbers of me beasts have been � 
outside the circles of royalty. 

MostZUrafy have a whitish or light tan coarandbro.. 
and white' striped legs. Their horns arC' covered with. 
white hair which they never shed. The rare. omniflllQl 
nocrurnal Variag ZUrafa is jet black. 



5.7 APSANAKONJ: 
(MEAT-EATERS) 

ThtApsanakuni (Q. "Meat-eaters" ;sing. "Apsanaklin") 
2rtamivorous mammals. Save the Children ofnuvaear, 
they 3rt the last link in the Chain of Life. They are the 
iIII2ltest and crudest of animals-and the most likely to 
succumb to the offerings of Evil. 

BLACK BEARS 
Qimate: Hot/Average. Wann/Humid, Mild, 

Cool/ Avcrage, Temperate, Cold/Dry. 
Habiut: Alpine/high altitude/mountainous, 

Freshwater coasts &. banks, Marsh/swamp, 
ConiferOl1s forest/taiga, Deciduous/coniferous/ 
mixed forest, Lairs/ caves/overhangs. 

Fttquency of Encounter. Extremely Hard. 
SUd-6fe 

A strongly-built but compact creature, the Black Bear 
(Q. "Meglivorn"; pI. "Meglivomi") is common through
wtnorthern Endor. They afC nocturnal hunters who feed 
on instCts, rodents, fish, small mammals. and carion, 
IIlpplmlenting this diet with fruit, buries, nuts, roots, and 
honey (Q. "Lissen"). During the autumn, Black Bears 
gorge on food so that they can be prperly sustained during 
thtir long winter sleep (hibernation). They have a suptrb 
ImSt of smell, but their hearing and eyesight are merdy 
nerage by the standards of the ApsanakOni. 

Bl�ck Bears are solitary animals. Mating 
p.airs stay together briefly only during the 
late summer mating season. After the litter 
(ofl-4)appears in the midwinter, the female 
b'avels with the cubs. 

The Eriadorans have an almost cuI tic ob
ltSSion with hunting Bears, for they believe a 
btu·kill to be the ultimate test of one's 
prow(Ss as a warrior. Both the Eriadoran 
Northmen and the Lassoth to the north 
mere and fear Bears. The mystical Bear-cults 
of both cultures exert a strong but subtle 
influence over their societies. The Beijabar, 
orBeomings, inherited the Eriadoran North
man tradition. 

BLACK MINKS 
Climate: Cool/Average, Temperate, 

Cold/Dry. 
litbiut: Freshwater coasts & banks, 

Marsh/swamp, Coniferous forest/taiga, 
Deciduous/ coniferous/mixed foresr. 

Fr«/uency of Encounter: Very Hard, 
Sizt: 3-4 ft. 
Cunning, carnivorous mammals reaching 

IIpto 4' in length, Black Minks are dangerous 
frtshwater predators. Much larger than their 
kin, they are strong swimmers in spite of 

, ' 

their weight, which is fifty [0 eighty pounds. (Males are 
larger (han females.) Black Mink are most common in the 
Wetwang (Nindalf), near Ithilien. but they can occasion
ally befound in other areas in nonh-central Middle-earth, 
always near water (marshes, stream or river banks, or the 
shore of freshwater lakes). 

Black Minks are voracious and seem to possess a 
sutpri5ing degree of brutal intelligence, They have been 
known. for example. to wait for a young. tender creature 
of some sort to stray far !Tom its mother before attacking. 
They usually hunt alone. but in the early spring they come 
together in groups of7-12 to choose mates for the year. 
At this time they will attack anything that crosses their 
path. They cannot be driven off when they are in this state, 
only killed. and they will fight until literally tom aparL 

If an intact pelt is somehow obtained by such subtle 
methods as poison or drowning( difficult. as they can hold 
their breath for up to ten minutes). it is worth a great deal 
of money (anywhere from six to fifteen gold pieces, 
depending upon the market), for the fur of the Black 
Mink is f.1bulously thick and glossy, as wdl as being 
entirely waterproof. 

. -
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BLUE BEARS 

Climate: Temperate. 
Habitat Alpine/high altitude/mountainous, 

Freshwater coasts & banks, Marsh/swamp, 
Coniferous forest/taiga, Deciduous/ coniferous/ 
mixed forest, Enchanred/ magical places, Lairs/ 
caves/overhangs, Crossroads/ roads/ paths/trails. 

Frequency of Encounter; Medium . . 
Size: 6-8 ft. 

Blue Bears (Q. "M(gliluini"; sing. "Megliluine") are 
considered monsters by many of Endor's loremasters. 
Unusual creatures, they are found only on the southern 
slopes of the White Mountains, particularly in rhe 
Lamedon (Morthond Valley) region of Gondor. Their 
bhlish-gray fur, unswervingly predatory attitude, and 
inn�te ability to sense other creatures sec them apart from 
all other Bears. 

Note: Tmll Blue BraTS as havifJg 1111 il1htrm/ 11111/ CCI1slant 
Pwmct sptdl ability, mablh,g thtm to pmeive livilJg bei�Jgs 111' 
to 50}t away. 

Blue Bears are usually solitary. but they will occasion
ally hunt in family groups. They do not fear others unless 
there is a large group involved. Often attacking without 
apparent provocation, Megliluini hunt whenever they are 
hungry and have an opportunity to kill. The frequency of 
their attacks is also explained by their territorial habits. 
Blue Bears stake Ollt territories thar they defend from each 
other and from other predacors of similar size--including 
Men and Elves. 

BLUE OTTERS 

Climate: Wann/Humid, Mild, Cool/Average, 
Temperate, Cold/Dry. 

Habitat: Freshwater coasts & banks. 
Marsh/swamp, Coniferous forest/taiga, 
Deciduous/ coniferous/mixed forest, Heath/ SOUll. 

Frequency of Encounter: Light. 
Size: 5-7 fro 

While similar to their more mundane brethren, Blue 
Otters are larger and have flattened tails with sharp Claa 
on each edge. They generally tr�1Vel in small groups d� 
the day. feeding on fish eggs. smaller aquatic mammtk, 
and birds. Using tree roots as structural supports, they 
reside in dens cut into larger, stabler sandbars or riverlmh 
Here they produce liuers of only one or two young 00 
year. Their breeding pattern, coupled with their 1a!Jt 
profile and valuable pelts. makes rhem ideal targets fir 
extinction. It is not surprising then, that Blue Ottm .. 
endangered. In many areas of northwestern Endor(nou. 
bly Gondor), however. they are protected by huorilt 
bans. 

CAVE BEARS 

Climate: Mild. Cool/Average. Temperate. Cold/Orr 
Habitat: Alpine/high altitude/mountainous, 

Freshwater coasts & banks. Marsh/swamp. ' 
Coniferous for(st/taiga. Deciduous/coniferous! 
mixed forest, Enchanted/magical places. 
Lairs/ caves/overhangs. 
Crossroads/ roads/ paths/trails. 

Frequency of Encounter: Light. 
Size; 8-9 ft. 

Cave Bean; (Q. "Meglirondor"; sing. "Mtg
lirondo") are huge beasts that weigh up to fOUltm 
hundred pounds. They have rough, black fur. j(. 
cented with brown stripes on the paws, ears, and 
faces. Their paws can snap a neck as easily as a dry 
branch, and their long claws can rip through lip 
metal or any leather annor as easily as through liom 
Fortunately, they are retiring creatures who likt III 
eat tubers. roots and berries almost as much as they 
like fish and small game. Only rarely do Men (I' 
Dwarves get the opportunity co experience dr 
blows of the Cave Bear. 

Monogamous and family.minded, Cave Ibs 
frequently travel in small packs. Males travel � 
but the females prefer company and will not IQft 
their cubs until they are grown. 
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CHETMlG 
Uim1l:t: Cool/Average. Temperate, Cold/Dry. 
fhbiut: Alpine/high altitude/mountainous. 

Freshwater coasts & banks. Coniferous forest/taiga, 
Dttiduow/ coniferous/mixed forest. 
Hath/scrub, Plains/grassland. 
Runl lnhahitcd areas, Lairs/ caves/ ovuhangs. Ruins. 

Frtqucncy of Encountu: Easy. 
Sizt: 9 f1. (with tail). 

ThcChatmoig (pI. "Chetmlg") is a huge. rare, gray at 
II'ith f:Lint tabby markings that cnable it to hide with a 
dtgrtr: of skill surprising in 50 large a beast. A nocturnal 
prtd2tor. it h:l$ huge forcqu:uters :md grel.t (5-7 inch) 
fmgs. Its body tapers from the shoulders to strong hut 
I.'OIT1pact hindquarters. Using its long tail, the Chatmoig 
can balance itself when leaping. which it does prodi
�ously: up to 150 Fe horizontally and 40 ft vertically. The 
CaIW1 be found (when itcan be found ar all) in northern 
bills 1nd mountains. 

CUFF LIONS 

Clinu.tc: Hor/Humid, Hot/Average, Arid, 
W�rm/HlLmid, Mild, Semi-arid, Cool/ Ayerage. 

HWitu: Alpine/high altitude/mountainous, 
Frnhwatcr coasts & banks, Marsh/swamp, 
Coniferous forest/taiga, Deciduous/conife.rous/ 
miled forest, Lairs/ ",Yes/ overhangs. 

Frtqucncy of Encounter: Medium. 
s;",4.5·6.5 ft. 

The snowy-white Cliff Lion (Q. "Ralimba"; pI. 
"RiIimbar": P. "Jabali 5imba; pl. "Jabali 5imbayi" ) liyes 
inlOOthwC5tcm MiddJe-e:uth. T11eir core territory stretchts 
around the BayofDrcl, and they arc prey�lent in the lower 
rtJehes of the Y cHow Mountains around the lake calle.d 
Aeluin. Solitary Creatures, the.y dart away unless hungry, 
cornered, or surprised. T1ley are hard to confront, given 
their preference for virtually sheer terrain, remote. rocky 
d&s, �nd caves. NomlaHy active in the morning and 
enning, t.hey roam the highlands and coastal fells in 
truch of goaTS, sheep, rodents, or carrion. Cliff Lions 
stalk their prey, and then strike with swift bites to the 
napes of their foes' necks. 

DEATH SHREWS 

Climate.: Cool/ AYerage, Tempcnu. 
Habitat: Underground, Volcanic. 

Lairs/ caycs/ overhangs. 
Frequency of Encounter; Exnemcly Hard.. 
Size: 2-3 inches. 

Death Shrews arc mild-looking little creatures with 
soft white fur and an even softer. blue-gray underbdly. 
One would hardly think thatsuch a harmleSlii looking little 
be.ast would deserve such a foul n:lme, but the. little. Duth 
5hre.w carrie.s a grim dise2Se.. ailed the Blue. Hand. 
Victims who contract the dise2$C devdop a bluish cast to 
tbe �kin, large buil� 011 their hands, feet :lnd under their 
eyes, and begin to bleed from the nose and ears. Sufferers 
often become crippled, and many kill themselves. 

The Shrews, of course. arc merely carriers, or they 
would h:lYe died out long ago. Even if they did not arry 
this di!ease, they would still be. considered suprisingly 
unpleasant creatures, for they secrete a foul-smelling spray 
to protect themselves from large predators. 

Suptrb climbers, Death Shrews c:ln :lvoid most en
counters; however, eyen when cornered they are. fonni
dable. The vicious beasts have voT2cious appetites and will 
bite at exposed skin, rcgardleSlii of the size of the creaNre 
to which it belongs. They also have. spines strong enough 
to support the weight of a M:ln. 

DIRE WOLVES 

Climate: Cool/Average, T empcT2te, Cold/Dry. 
H:lbitat: Alpine/high altirude/mountainous. 

Preshwater coasts & banks, Marsh/swamp, 
Coniferous forest/taiga, Deciduous/conife.rous/ 
mixed forest, Heath/scrub, Plains/ gnssland. 
Tundra, Rural Inhabited areas, Near and in [Owns/ 
cities/ casties, Ruins. 

Frequency of Encounter. Hard. 
Siu: 5-6 ft. 

rn most ways, the Dire Wolf (S. "Gothraug"; Q. 
"Nanllosse" ; pI. "Nannossi") resembles itssmaJlercousin, 
the common Timber Wolf. Pound all oyer northern 
Middle-earth, they are intelligent, social animals tha[ live 
in family groups or 5m2-II packs (2- 1 1  and 10-60 mem
be.rs, respectively). Dire Wolves mate for life, settle 
disputes among themselves with nonfatal duels, and co
operate among themselves in hunting. However, unlike 
common wolves, they have little or no fear of the Free 
Peoples. They will hunt Men, Elyes, Of Dwarves like any 
other prey. 

Dire Wolves weigh up to one hundred and fifty 
pounds. reach running speeds of up [0 thiny miles per 
hour, and leap up to six fctt in the. air with linle effort. 
Possessed of nemendous nighrvision, they are more noc
turnal than theif smaller kin. 
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DUNMEN's DOGs 

Climate: Mild, Cool/Average, Temperate, Cold/Dry. 
Habiut: Breaks/wadis, Freshwater coasts & banks, 

Marsh/swamp, Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest, 
Heath/scrub, Plains/grassland. 

Frequency of Encounter: Extremely Hard. 
Size: r .5-2.5 fr. 

Kept only by the tribal Dunlendings, the Dunmen's 
Dogs look like a large, fat toy hound. These Dogs are 
sometimes used as guards or for pack-hunting, of which 
they are marginally capable. Most Dunmen's Dogs end up 
in the stewpot. 

FISHING CATS 

Climate: Warm/Humid, Mild, Cool/Average. 
Habitat: Freshwater coasts & banks, 

Marsh/swamp, Deciduous/ coniferous/mixed forest, 
Heath/scrub. 

Frequency of Encounter: Medium. 
Size: 2-3 ft. 

The Fishing Cat are most commonly found in the 
marshes along the easeern shores of the Se:l. of Rhan and 
in Wetwang (Nindalf) in lehilien. Unlike most felines, 
they have no dislike of water and are well-adapted to 
aquatic life. They can swim moderate distances and fish by 
flipping (he fish out of the water with deft strokes of their 
semi-webbed p:l.ws. Fishing Cats supplement their diet 
with birds, shellfish, and amphibians. Stealthy hunters, 
their mottl.:d gray-brown fur enables them to hide easily 
among the marshes and along the river and lake shores that 
form their homes. 

Their kittens can be domesticated, but like other large, 
wild Cats. Fishing Cats never become very friendly and are 
primarily one-person pets. 

GfCH 
Climate: Cool/Average, Temperate, Cold/Dry. 
Habicat: Alpine/high altirude/mountainous, 

Freshwater coasts & banks, Marsh/swamp. 
Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest. 
Heath/ scrub, Plains/grassland. 

Frequency of Encounter. Extremely Hard. 
Size: 3-4 ft. (including tail). 

The Gaich (pl. "Gich")is a large Fox found throughru 
the foothills of the M isty Mountains. It is the prillUlJ 
small predator in Rhudaur. Its name me:l.ns "changer," for 
the Glich is bbck in the summ"'r and white in the wimer. 
Rhudaurans hold many superstiruous views aoom its 
nature and consider it sacrosanct when it is molting. Fe. 
about two weeks a year-when it sheds its old coat lUldits 
new fur is growing in--the Gaich appears striped 2nd;, 
purportedly immune to weaponry. 

Gich eat primarily small mammals such as Rabbi", 
Mice, and Squirrels, although they will also eat eggs. rip! 
fruit, and carrion. Their furs are marketable. bul flDI 
especially valuable. 

GIANT MARTENS 

Climate: Mild, Cool/ Aven.ge. Temperate, Cold/Dry. 
Habir::at: Freshwater coasts & banks, Marsh/swamp. 

Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest. 

Frequency of Encounter. Light. 
Size: 4.5-5.5 ft. 

A huge relative of the common weasel, ehe Gilll 
Marten (S. "Carlumon"; pl. "Cerlymyn") is a fierce and 
irrational creature. They are notoriously overactive and 
overexcitable, forcing them to consume huge amounuu 
food in order to survive. Totally carnivorous (allhougb 
they will fon.ge for nuts, fruits. and berries whenstarving) 
they will eat anything that they can disable and kill, tmI 
much larger creatures. Giant Martens have even bceu 
known to slay Small Bears and Wild Boars. 

Like other Martens, the acrobatic CariClmon climbs 
extremely well and genernlly makes its den in hollowmes.. 
It hlS a keen nose and fairly good vision. 
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GUJ1ANI 
Ilimue: Mild, Cool/ Average, 
T ""pm", Cold/Dry. 

Kabittt Alpine/high altitude/ 
lIIOUIluinous, Freshwater coasts & 
.,,1<., 
Coniferous forest/taiga, Heath/ 
"",b, 

Fnquency of Encounter. Hard. 
� Lowland. 2-3 ft.: Highland. 2,5-
Ht. 
Thtdrtlldful Glubn (pI. "Gluun;") � found thoughout nonhwestern En

lor,but the largest concentration of the ���2::;� 
atalUra is undoubtedly in western J. 
�inhiriuh in Eriador. A Wolverine-

l�2�=I:����������������������b:� 
Pu crcaturt, it is one of the most 
fwsome predators in Middle-earth. It 
a a solitary. dark-furred beast sh:'lpcd 
leba large badger. The Glutan is unhe
knhlyquickand fiuce, and appear! to 
hr quitt insane. They have been known [0 atUck large 
pups of anned mcn without the slightest provocation. 
&ghling to the death even if esC:lpe is C'asily available. 

llKrt are twO currently recognized varieties. The 
Lowland variety is approximately two feet long on the 
wmge, with a reddish brown coloration that fades to a 
�httr color in the. winter. They are very powerful for 
thtir size and will fight long after other animals would 
lint fled, These animals are quite temperamental and will 
�k for no reason, A bounty has been placed on their 
I!rads of25 gp, but this reward is not one highly sought 
,nIT, Those thac do hunt Glutani can sell the live creatures 
b- mort to Dunlanders who use them in fights against 
8tan or Wolves. 

The Highland or Mountain Glutan is no longer than its 
Lowland relative, but it is somewhat bulkier, They are 
dark brown to black in coloration, and stalk the high hills 
gfDunland unafraid of anything. Similar in disposition to 
thtit Lowland relatives, they aTe usually not sought after 
for bounty or capture because cages that will hold them 
:11'( hud to come by and Dunlanders are fond ofkecping 
dlrir limbs. 

GRASS CATS 

Climate; Warm/Humid, Mild, Semi-arid, 
Cool/Average, T emperatc, 

Habitat: Freshwater coasts & banks, Plains/grassland, 
Frtquency of Encotmter: Light, 
Size: 4-5 ft, 

A handsome, long-legged hunter of the plains of 
Calenudhon, the Grass Cat is now quite rare. Men have 
kiUed or domeSliCated most of its prey and actively hunt 
the Cats for fear of losing Sheep, Goats, or Kine. 

A Grass Cat has a thick, short, buff-colored fur that 
wily absorbs grass poUen in the summer months, giving 
itanterie and unnatural yellow-green coloration. The Cat 

hunts by leaping upon the backs of its prey. digging its 
long cbws into the victim's throat and nedt. Evm if its 
victim is nOt killed by the severing of some vital vein or 
nerve. it will nm itselfinto astuporor even fO denh. There 
have been cases of Grass Cats killing Men in (his same 
manner, 

When in h�at. courting. or fighting. Grass Cats give off 
high-pitched, raucous shrieks (hat are terrifying [0 hear. 
especially during the long winter nights. 

GREY WOLVES 
Climate: Warm/Humid. CooI/ Average. Temperate. 

Cold/Dry. 
Habior: Freshwater coasts &. b2nks. Coniferous 

forest/taiga. Deciduous/coniferow/mind forest, 
Heath/scrub, Plains/grassland, 
Rural Inhabited areas. uirs/caves/overhangs. 
Cro!Sroads/ roads/ paths/trails. 

Frequency of Encounter: Extremely Hard. 
Size: 4-5 ft, 

The Grey Wolf(S. "Draugwath"; pI. "Draugwaith"; 
Q. "MlStananno"; pI. "Mist2JUnnor";aiu "Sindananno") 
is a powerful. muscular Dog with a thick coat of hair and 
a bushy �il. They range all over Middle-carth. V:lrying in 
color from nearly black in wmner locales to almost white 
in the North. they are exceptionally adaptable. 

Grey Wolves arc exceptionally social animals who live 
in family groups or packs that roam and hunt together. 
These packs cooperate to run down their favorite prey: 
generally Deer and Shet':p in the wanner climes and Caru 
or Losrandlr in cooler regions. While typically interested 
only in larger herd animals. they also feed on rodents. fISh. 
and cn;staceans and. in nrc cses( e.g., during hard winters 
or famines). they may atbck lone travellers. trappers. or 
hunters. 
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The wolfpack's hierarchy is organized and regulated in 
accord with the Wolves' ritualized postures, gestures, and 
combat. Grey Wolves, however, do not fight over mates 
except in extraordinary circumstances. Pairs normally 
remain together for life. 

HIGHLAND LYNXES 
Climate: Cool/Average, Temperate, Cold/Dry. 
Habitat: Alpine/high altitude/mountainous, 

Freshwater coasts & banks. Glaciu/snowfield, 
Coniferous forest/taiga. 
Heath/scrub, Plains/grassland. 

Frequency of Encounter: Hard. 
Size: 3�4.S ft. 

Highland Lynxes are hunting Cats that live in the less 
extreme foothills and mountains throughout Endor. Al
though smaller than the Snow Leopard of the mountains, 
they are still effective hunters and fishers. Unlike most 
hunting Cats of this size, which are usually loners, the 
Highland Lynx lives in prides of 5 to 8 cats. These cats 
have an intricate social structure and hunt as a group like 
Lions. Groups of Highland Lynxes bring down large 
game using similar tactics [0 those employed by Wolves. 
If taken young, these Cats make loyal, protective pets. 

HOUNDS 
Qimatt: Frigid. 
Habitat: Npine/high altitude/mountainous, 
Ocean. Saltwater shores/shallows. 
Underground. Desert, Jungle/nin forest. 
Rural Inhabited auas. 
Frequency of Encounter: Light. 
Size:. 3-5 ft. 

In Middle-e:um. the term "Hound" (Q. "Huo"! 
pI. "Huron") almost always means the fJCKt 
Wolfhound (5. "Huadraug")' These cmnaa 
range in size from the (reb.tive.ly) diminutive&:, 
used by Hobbit farmeT$ and shirriffs nelf dw 
bordm of the Shire to the great and noble bra 
used by the noble Men of old to hunt the Wxgs 
and werewolves of Morgoth. Hounds ;Ire fOUlll! 
wherever chere are Men or Hobbits; they .
sometimes run wild in desolatt areas where Me. 
no longer dwell. 
Huan. A Noblt Hound From Valinor. H\Wl 
was originally ont of che immortal hunting 
dogs of Oro mi!. the Huntsman of tht Vai;u • 

. When he followed his first master, the 
Noldorin Elf Celtgorm. away from Valinor, fir 
became mortal. but it was decretd b), the V1Iar 
that he would onl), die at the jaws of the 
mightiest Wolf of Arda. Huan was more 
intelligent than any other hound since 5«n in 



Middle-earth; he could even speak with words upon 
occasion, as weI! as being exceptionally eloquent in 
the usu�1 hound ish vocabulary of gestures and 
postures. He betTflyed his treachHolls master 
to aid Luthien and later Beren in tile Quest 
of the Silmari!. ln this he met his doom; 
iter killing numerollS werewolves and 
defeating Sauron when the evil Maia took 
wolf-foml, Huan both slew and was slain by 
Carch�roth, the huge wolf bred by Morgoth 
to be the noble Hound's bane. 

LJSICAVI 
QiDlate: Hor/ Average. Arid, Warm/Humid, 
Mild, Semi-arid. 

H�bitat: Breaks/wadis. Freshwater coasts &. 
hanks, Volcanic, Desert, Deciduous/ 
coniferous/mixed forest, Plains/grassland. 

Frequency of Encounter. Hard. 
Size: 2-3 ft. 

The Lisica CAp. "Nightears"; pI. "Lisicavi") is 
HDlal!. large-eared rox found in Harad. Thriving 
tn t!1� cuul of the desert night, the Lisica hums at 
night in pairs or small f.1mily groups. They feed on 
me rodents and large insects and occasionally dig 
for sleeping reptiles. They are hunted for their 
brilliant auburn coats. 

MAORATINES 
Climate: Mild. Cool! Average, Temperate, 
Cold/Dry. 
Habitat: Alpine/high altitude/ mountain
ous, Freshwater coasts &. banks. 
Marsh/swamp, Coniferous forest/taiga, 
Deciduous/ coniferous/mixed forese, 
Heath/scrub. 
Frequency of Encounter. Light. 
Size: T .5-2.5 ft. 

The Madratine is a small cat-like Fox found 
mainly in the highlands of Eri::.dor. Its white 
mask and ears stand out in sharp relief to irs 
reddish brown fur. Madratine are lIery shy, 
nocturnal creatures that prey on rodents, bi rcls, 
insects, and lizards. Pairs marc for Tife and 
generally occupy only one burrow during the 
course of a year. 



R,J 
Fox 

MARSH MASTIFFS 
Climate: Warm/Humid. Mild. Cool/Average, 

Temperate. 
Habitat: Freshwater coasts & banks, 

Marsh/swamp. Deciduous/coniferous/ mixed forest. 
Heath/scrub. 

Frequency of Encounter: Medium. 
Size: 5-6 ft. 

Marsh Mastiffs are tall, domesticated dogs found 
wherever the Dunedain have resided or had extensive 
commercial links. Thcy have long legs and short wiry 
coats, which are usually colored dark brown or russet. 
Well-liked by shepherds, herders, and hunters, they can be 
trained to many tasks. They are sure· footed. 3TC good 
swimmers, and have keen noses, Above all, they are 
fearless and loyal to their masters. Therefore, they are 
often equipped with collars (and even leather coats). 

MEruSC TYKA 
Climate: Warm/Humid, Mild, Cool/Average, 

Temperate. 
Habitat: Freshwater CO:lSts & banks, Marsh/swamp, 

Deciduous/ coniferous/ mixed forest, Heath/scrub. 
Frequency of Encounter: Medium. 
Size: 4-5 ft. 

The Merisc Tyke (pI. "Merisc T yka") is a wild dog 
found throughout Rhovanion, Rhun. and the lands of the 
Kykuri:m KYIl. They :tre rc!atted to the feral dogs of the 
Talath Harroch (the plains south of Mirkwood). Fre
quenting the fens and moorlands in small packs, they 
typically fish, scavenge for carrion. or attack small mam
mals in order to survive. T yka will, however. attack weak. 
stranded, or bewildered cattle and have been known to 
prey on sleeping or sickly Men. Fortunately, they are 
afraid of fire and arc easily scared off in the face of a 
torchlight. The Tyke has a dappled coat of yellowish-tan 
and brownish-grey (giving it a +40 Hiding bonus). 

NORTH BEARS 
Climate: Cold/Dry, Frigid. 
Habitat: Freshwater coasts &. banks, Glacier/snowfi�ld, 

Oc�n. Saltwater shores/shallows. Volcanic. Waste! 
barren. Heath/scrub. Plains/grassland. Tundra. 

Frequency of Encounter: Very Hard. 
Size: 8-9 ft. 

Huge. pale gray orwhite bears found around rhe la � 
of Forochel. the powerful Meglifonnen (Q. "Norm 
Bear"; pl. "Meglifonneni") are usually solit:try cmtura. 
They have an excellent sense of smell and are superb 
swimmers. Subsisting primarily on seal and fish. � 
range across well-defined coastal territories. These�rcd! 
measure about one hundred square miles. Since thty out 
huge. strong. and can smdl intruders up to two mila 
away. they have little trouble policing their domain. 

During the brief northem summers, the MeglifortllCll 
roams outside his or her range in search of a mate. Durirt 
the long days. they also gorge themselves on rootS and 
berries. 

REo FOXES OF CALENARDHON 
Climate: Mild. Semi-arid, Cool/Average. 
Habitat: Freshwater coasts & banks. Heath/scrub, 

Plains/grassland. 
Frequency of Encounter: Medium. 
Size: 2-3 fe.. 

Unlike the common variety. the Red Fox ofCa.l�� 
has truly red, rather than just rust-colored. rur. Uncle· 
standably, this makes them a favorite rargeroffur hunlm, 
Fortunate.ly for the survival of the species, they art "  
more intelligent than the average Fox. Very c1evtT aIxu 
avoiding Men and anything that might be a [rap. me. 
wily creatures rarely stumble into death; they mUSl J. 
hunted. 

Red Foxes are also canny thieves ;mdsteal notonlylv. 
and rabbits but small. brightly colored objecrs. UnIW: 
almost all other carnivorous mammals, they enjoy SOIlI: 
color vision. 



REo WOLVES 
Oinutc: Mild. Cool/Average. Temperate. 
Habiut Frtshwat(:r coasrs & banks. Coniferous 

fOl'tSt/raiga. Deciduous/coniferous/mixed fOfl'st, 
Plains/grassland, Rural Inhabited areas, Lairs/ 
caves/overhangs, Crossroads/roads/ paths/trails. 

Frequency of Encounter: Hard. 
sa" 4.5-5.5 ft. 

Tht old Eriadoran saying says: "Worry aboMI IM Wolf fha, 
".Jcn'1 stt. "This adage no doubt refers to the Red Wolf 
(S. "n_- " I  "0 . " Q "C " I l../r,lucar.m ; p . rauceram ; . :trnanarmo j p . 
-Urmnannor"), the chief predator in sttded reaches 
between the Misty Mountains and the Blue Mounuins. 
Thm �;\utiruI Wolves are particularly common in south· 
1m Eriador, from Cardolan south to the Relegatr. 

Unlike the common Grey Wolf. the Red Wolf is a 
lidous hunter, tireless in the chase. and prone to kill 
limply for sport. Their primary prey is Sheep. but Red 
Wolves :lore not afraid of Men and they will readily attack 
lone individuals or small groups. Sheep Hounds, however, 
11m proved to be an effective counter to these intelligent 
and ruthless canines. 

SHEEP HOUNDS 
Oimate: Warm/Humid, Mild, Cool/Average, 

Temperate. 
Habitat: Alpine/high altitude/mountainous, Freshwa

(ereoasts & banks. Marsh/swamp, Heath/scnlb, 
Plaim/.srassland, Rural Inhabited areas, Near :,md in 
towns! cities/castles, Crossroads/ roads/ paths/trails. 

Frequency of Encounter. Sheer Folly. 
Siu: 5.5-7 ft. 

Dogs :tr( popular among shepherds throughout MiddJe
nrth. One r.1vorite breed is the Sheep Hound (Q. 
"Hoolon"; pI. "Huotoni"). a large, short-muzzled, long
twred Dog.11ley endure harsh weatheruceptionallywell 
and perform even when f.1.tigued. Most importantly, their 
grtat size, stealth, and speed en,lble them to ward off 
prtdator.!. 

The Sheep Hound is very loyal, intelligent, and fierce. 
When equipped with a stout :lnoored collar, it is a 
match for two or three Wolves. The DUnedainalso use 
!htm for hunting and as gu:l.rd Dogs. Experiments in 
using them as War Dogs. though. have been failures. A 
smaller breed is often seen as a pet (or women and 
children. 

SLOTH BEAR 
Climate: Hot/Average, Arid, Mild, Semi-arid. 
Habitat: Breaks/wadis, Freshwater coasts & banks. 

Marsh/swamp, Ocean, Saltwater shores/shallows, 
Deciduous/coniferous/mixed (orest. Heath/ 
scrub, Lairs/ caves/overhangs. Burial areas, Ruins. 

Frequency of Encounter: Light. 
Size: 15-20 ft. 

The dark brown Sloth Bear (Q. "Meglituika"; pI. 
"Meglituikar") is a native of northwestern Harad and 
u especiaUy prevalent in the Umbar region. It is the 

largest Bear species in Middlt-earth. A huge, slow-mov
ing. stupid cceature that resembles a cross bttw�m a 
conventional bear and ch� sloth o( the rain forests. ch� 
Sloth Bear has formidable claws chat it uses primarily for 
digging the huge networks of tunnels that mak� up irs 
home. They can even dig chrough soft or cmmbling rock. 
Thes� tunnel complexes are more chan ample enough for 
Men to live in, if they so desire. Sloth Bears have little (�ar 
of othec Cre3nLres and while not ovenly aggressive, they 
will not let other creatures stand in their way. literally 
"digging" through them, if necessary. 

Large and fat (2500 to 4000 Ibs), Sloth Bears are 
difficult to kill. Their vital organs art wtll protected by 
their huge bulk. Many loremasters claim thu. either their 
skulls are unusually thick, or their brains are not in their 
heads (no alchemist or wizard has ever made a careful 
disstction of ond), or Sloth Bear brains are not vital 
organs, for head blows rarely even slow them down. Sloth 
Bears eat whatever they can get their claws on, in the mass 
quantities required to mainrain their massive siu. 

SPOTTED LIONS 
CHrnale: Warm/Humid, Mild. &mi-arid. 

CooI/ Average, T empente. 
Habiut: Breaks/wadis, Freshwater coasts &, banks, 

Heath/semb, Plains/grassland, Rur:tl lnhabited 
are:u, Crossroads/ roads/ paths/tr:tils. 

Freqtlency of Encounter. Hard. 
Size: 4-5 ft. 

TheSpotted Lion gets its name from the blackspots on 
their almost whitt. underbellies; the rest of their coat is a 
burnt orangc color. Although quite rare, due to hunting. 
they still range throughout Cardol2n. The lions arc not 
evil creatures and. while they are extremely cunning. they 
afe not capable of sJ>CCch. Their feud with the wolves is 
old and bitter and has probably contributed to their 
declim more than the efforts of Men, The Spotted Lions 
live in small family groups, keeping hlirs in trttS and caves. 
11ley pre-fer to hunt Fiara, but sheep will do. Spotted 
lions are known kill men in self-defense. 



UNCAVI 
Climau:: Hot/ AVl':ragl':, Arid, Semi-arid. 
Habibt: Freshwater coasts and banks, 

Coniferous forest/taiga, 
Plains/grassland, Laits/ caves/overhangs. 

Frequency of Encounter: Hard. 
Size: 3.5-4.5 ft. 

The Unca is a large Cat found in thl': hilly woodlands 
of Far Harad. It is oftl':n chI': only large mamm.,1 in its 
ecosystem. AI-though somewhat like a Leopard in appear
ance, it is much sm:l.lll':r. 

The Unea's pelt is pattl':rned with splotches in various 
shades of brown. giving [hI': predator perfect camouflage 
amid the pla.nt5 of the forest, The Unca uses its coloring 
to excellent advantage as it prowls the overgrown jungle 
floor or hides in tow branches in search of prey. The 
animal life of the wood is typically small and quick, so 
most of the Cat's rime is spent chasing through tile leaves 
of the bnlsh. Howevcor, tllcosturdy build of the beast allows 
it the prospect of turning to larger game when such might 
be availa.ble. This stops short of the deadly Petia, but the 
playful Stetan is fair game, :md the Cat shows no reluc
tance 1'0 prey on Men as wdl, when they can be taken 
quickly, and by surprise. 

., 
I 

t 
( 

, 

,;. � .. 

UNDARL\IF 
Climate: Warm/Hwnid. Mild. Semi-arid. 

Cool/ Average. Temperate. 
Habibt: Brdes/wadis. Freshwatcor coasts & banks. 

Heath/scrub, Plains/grassland. Rural Inhabitl':d 
areas. Crossroads/ roads/ paths/traik 

Frequ�cy of Encounttr: Hard. 
Size.: 4-5 ft-

The Undarlaif(Rh. "Lcavings")arl': Iargl':. black jacbls 
that came into the T alaeh Harroc:h (southern Rhovanion 
plain) south ofMirkwood aethe timco of thl': Great Plague 
ofTA 1636-1637. Originally migrating from the East. 
tht:y now r:IO&t: from the western flanks of the Orocami 
(Q. �Red Mounuins") ro the ustern bankof the Anduin 
l11(:;r reddish ears complemt:nt and soften tht:ir distinct 
black coloring and their t:erie blue eye5, lconding them J/1 
attractive and somewhat innocent guist: that obscura 
tl1t:ir sly. pitiless ways, 

Undarlaifhunt mostly at night, moving and workingin 
well-coordinated packs offour to twenty. The packs hunt 
cooperatively in a elevt:r and sinister manner, First, thq 
encirelt: a sm:lll group of prt:y (Deer, Kim·, Shtep. Mea. 
tec.). Then 5Omt: of them dt:coy away the strongaa 
defenders. while the others dose in on the choicar 
victims. In lean times. however. they arl': not too proud to 
scavenge for Clmon and refuse; thw their name, 

VUK 
Climate: Hot/ Averagt:. Arid. Mild. Semi-arid. 
Habibt: Brew/wadis. Freshwater coasts & banks, 

Occoan. S:tltwatt:r shore.s/ shallows. Heath/ .scrub, 
Plains/gr.wland. Rural lnhabitt:d areas. l..ajrs/ 
cavu/ overhangs. Crossroads/ roads/ paths/trails. 

Frequency of Encounter: Extremely Hard. 
Size: 4-5 ft. 

The Vuk i5 a wild Hill Oog native to the arid andsm.. 
arid hi1l5 of 5Outhl':m Endor. L1rgt numbC':rs of them lift 
in Par Hand. Chy. Vaag. and Gaathgyk.1rkan. and thtir 
range utt:nds as f.u I':ast as Horl. They look vagudy lib 
Wolves. but thtir snouts are larger and squarer :lJ1d t!xu 
pdt is a mottled, dark un color. spotted with grqs and 
brown. This coloring provides cxcdlent c2moufl�gr ill 
rhe Krub. 

Given the strength of a Wolf and the pridt: of a Jachl 
tht: Vuk. is a resilient creature. Partial to fresh mCl.[, � 
hunt in packs. However. when Rame is scarce. th�dop 
quickJy tum to camon for 5ustenanct:. Adult Vukdoru 
I':mploy sttalthj they hunt in packs and. rather m. 
stalking and attacking from ambwh, preft:r to run Un: 
prey to exhaustion. circling it and giving off rheirydrPl 
barks until it stumbles and &lIs. Vuk. arc: rirdasrunnm; 
t:ven tht: tough wild goats of tht: region have littlt: hopr 
of survival once the dogs begm their chasl':. 



WAR-WOLVES 
Clinutt: Coolj Average. Temperate. Cold/Dry. Frigid. 
Hahiur: Alpine/high altitude/mountainous. 

Frtshwater toasts & banks. Volcanic. Desen. 
Coniferous foresr/taiga. 
Deciduous/ coniferous/mixed forest, Heath/scrub, 
Plains/grassland, Enchanted/magical places, 
Rural Inhabited areas. Lairs/ caves/overhangs, Ruins. 
Crossroads/ roads/ paths/ tra ils. 

NtqlKncy of Encounter. Extremely Hard. 
sa., 7.5-8.5 ft. 

Ofim mistaken for Wargs. War-wolves(S. "Onnarika"; 
pl. Oml3r�kar"; aka "Yelmar�ka") are huge Dogs who 
!1m �cn bred and trained for combat. They are fte
�ntlyemployed in large numbers as trackers, scouts, or 
asa me�ns ofh�t:lssing enemy armies. Some, like the War
wolves of Waw, aTe actually fielded as combat units. 
Cl!hm, such as the War-wolves of Angmar, serve as 
lIIOIlnu for Orcish raiders and Orc-Iords. 

These crealUres appear to be just overlarge Wolves. 
This is true. bur Wat-wolves are bolder, more violent, and 
IIlICh morc cunning. 

WHITe FoxES 
Oinutt: Mild, Cool/Average, Tem�r:lte. Cold/Dry, 
Frigid. 

Ji.bitlt: Alpine/high altitude/mountainous. Freshwa
ter coasts & banks, 
Coniferous forest/taiga, 
Ikciduolls/ coniferous/mixed forest. Heath/scrub, 
!>bins/grassland, Lairs/ caves/overhangs. 

FrtqlKncy of Encounter. Light. 
Size: 3 ft. 

The Whire Fox is found throughout the temperate 
highlands and northern plains of Middle-earth. They are 
cptciaJJy f.1tnOllS in Calcnardhon (Rohan). where they 
lI't rare and whue Gondorian frontiersman and Rohir 
lords prize them M hunting foes. 

Actually only white in winter, the White Fox's dense 
!XII is normally :l bright, Silvery grey. The long hairs 
rr�dilypick up grass pollen, often causing it, like the Grass 
c.u.! (.1bove) to appear to be a strange light green in color. 
Erm during the winter. the coat is adorned with black
lipp«l guard hairs that lend it silvery gleam, so the Fox is 
lurdly n'er really white. 

Whire Foxes li\'e in shallow burrows and dine on small 
mmrnals, birds (especially ground birds). and their egg', 
111 ",-ell as substantial quantities of large insects. such as 
pshoppers. 

WHITE WOLVES 
Climate: Temperate, Cold/Dry, Frigid. 
Habiut: Alpine/high a1tirude/ mounuinous, 

Freshwater coasts & banks, 
Volcanic. Coniferous forest/taiga, 
Deciduous/coniferous/mixed forest. He.1th/scrub, 
Plains/grassland, uirs/ caves/overhangs. 

Ftequency of Encounter: Extremely Hard. 
Size; 7-8 ft. 

Wh:te Wolves (S, "Or.tuglos"; pI. "Dr:mglys"; Q. 
"Lossanarmo"; pI. "Loss:anannor"; aka "Nim;lofTIlo") arc 
northerly kin of the Dire Wolves(2bove )and arcdisuntly 
related to tile common Grey Wol( TheY:ITt" true deniuns 
of the cold. thriving in tempt'r.1rurC$ 2S low as -60'F 
(-50·C). Although most at hOlOe in the Far North, they 
have bten seen as f.1r south as IheShire in Eriador and the 
Celduin Valley in Rhovanion (usually during especially 
bad winters) 

All that has been said of the Dire Wolves applies to the 
White Wolves as well. but even more so; the n� to 
survive as aspecies in the frigid North has made these huge 
Dogs evcn more clcver and bold as hunters. Preying on 
everyt:hingfTom rodentl'and C'amonto well-:umed r .n��rh. 
they are the most dangerous of nonmagical canines. 

Likerhe White Fox, the Orauglos has aglistening white 
coat comprised of long. thick. hollow hairs which are set 
in a tough, oily hide. Their small ears, two-chambered 
nostrils. and well-furred feet .ue ideally suited for life on 
che ice and snow. 



5.8 OTHER DANGEROUS 
ANIMALS 

BOARS 

Climate: Hot/Humid, Hot/Average, Warm/Humid, 
Mild, Cool/Average. 

Habitat: Freshwater coasts & banks, 
Coniferous forest/taiga, Deciduous/coniferous/ 
mixed forest, Heath/scrub. Jungle/rain forest. 

Frequency of Encounter. Hard. 
Size: 3.5-4.5 ft. 

Boars arc fierce wild Pigs, the ancestors of all domesti
cated varieties. They 3TC found throughout the temperate 
regions of Endor. The largest species, the Red Boar, is 
found in the woodlands east of the Orocarni (Q. "Red 
Mountains") in easternmost part of the continent (par-

tlcularly in Aegan). Exceptionally dangerous, generally 
nocturnal creatures, Boars are agile. quick, and aggressive 
whenever they arc alarmed. When angry, they will charge 
straight at an enemy, regardless ofits size. and bowl ltover, 
trampling the foe with sharp hooves and slasl,ing it with 
even sharper tusks. Injuries, unless to a limb, hardly slow 
a Boar down. 

Boars are humed all over Middle-earth. Men often hunt 
them using special spears that have extra stout shans. 
huge. sharp heads. and (most important) a stout crossbar 
about 18 inches below the point. The crossbar is handy 
because a speared Boar will nm straight up the sp�ar to get 
at the htmter. 

Omnivores, Boars eat bulbs. tubers. fmit. nuts, insects, 
and carrion. They are most active at night and in [he 
morning and travel in groups of 1-20. Males (who can be 
distinguished by their long canine-tusks) roam apart 
from, but close to, the females and young. 

The Boar of Evetholt. This huge aample of porcin� 
power had become a byword for wildness and 
ferocity in the Firien Wood on the border.; of 
Rohan in TA 2864. King Folca of Rohan. after 
cleaning all the Orcholds from Rohan. went to 
reward himsdf with a true royal hunt. but it was thr 
Boar who became the hunter that day. Folca speaml 
the Boar in a viral spot. but this mighty creature st:ilI 
had enough strength left to gouge the king to death 
with its mighty tusks. Boar and monarch died 
together. 

FEN BoARS 
Climate: Hot/Humid. Hot/ Avaage, Wann/Humid, 

Mild, Cool/Average. 
Habitat: Freshwater coasts & banks. Marsh/swamp, 

Heath/scrub. Plains/grassland. Ruins. 
Frequc.ncy of Encounte.r: Hard. 
Size: 3 ft. 

Fen boars are smaller than their fomr:. 
dwelling relatives. who can gorge on Il\U:I 
all autumn. However. they make for gooc! 
hunting and tasty eating. Males an Ix 
dangerous if cornered, lashing out with 
the long tusks they nonnally employ for 
digging in the mud for tasty roots. as wdI 
as for grubbing out rotten meat. E'IUI 
more than other Pigs. Fen Boan enjor 
berries, insects. and fish in addition ID 
their nonnal vegetarian diet. 

GREY APES 
Clioute: Hot/Humid. Hot/ Avmgf. 
Habitat: Freshwater coasts &. banks, 
Deciduow/ conifetow/ mixed foresr. 
Jungle/rain forest. 
Frequency of Encounter: Exm:mdy 
Hard. 
Size: 4-S ft. ull. 

Grey. shaggy-haired. and he:avily·buit 
Grey-apc.s (P. "Cijuvu Niavi": pI. "Cijuvu Niavimt; 5.  
"Peredn1gwath") are powerful beasts that live alont, II 
pairs, or in small family groups in the forests of Pd iii 
southwestern Middle-earth. They stand up to 5' in hfiglt 
and weigh up 300 to Ibs. The Grey Ape's long amu mch 
to its anIcles when it stands erect, and its broad handshm 
oppos:ablc digiu. Coupled wirh iu grcar upper bocIy 
strength. these features enable them to swing from Uttlll 
trce and climb with amazing talic. Their short. rd�ritdJ 
weak legs prevt:nt tht:m from running or walking J\i. 
ciendy. When they move about on the jungle floor. firM 
upright or on all fours. they travel exhibit an �\o\--kWltd. 
halting gait. 
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SlirJ 

THE MAJMUN 
Clim2te: Hot/Average, Arid, Wann/Humid. 

Semi-arid. 
H2bitat: Freshwater coasts & banks, 

Marsh/ swamp. Deciduous/ coniferous/mixed forest. 
Rural Inhabited areas. 

Frequency of Encountu: Medium. 
Size: 3-3.5 ft. tall. 

Hordes of lively monkeys known as Majmun live 
among the trees of the forest called ('G:'!j" in we�tern Far 
Harad. They me:'!sure only about three feet from head to 
tail and fly about the branches like squirrels. Though not 
as highly intelligent 3$ some of their more developed 
relatives. the Majmun have ch:'!nns that endear them to 
Men who come to the Gaj. They are neither noisy nor 
unclean. and they have grown to act quite {arne in the 
presence of the typical Haradan. though they may be more 
shy with folk who act or dress outlandishly. Greal swarms 
of Majmun wander the grounds of the region's temples 
:lnd behave so respectfully that the faithful often insist 
that rhe beasts arc there to worsl,ip. 

These monkeys are quite attractive. with fur of gold and 
black. patterned in speckles of light on dark. 11 is said. 
however, that the monkeys represent a danger as well. to 
those who would molest them. Tales recount foreign 
trappers who came hunting the lovely pelts and met 
ghastly ends, swarmed by the chattering beasts. 

SURDU 

CHmOlte: Hot/Humid. Hot/ Average. Warm/Humid. 
Habitat: Freshwater coasU &. banks. 

Coniferous forest/taiga, 
Deciduous/coniferous/mixed forcst, 
Jungle/rain forest, Enchanted/magical places. 

Frequency of Encounter. Exrremely Hard. 
Size: 1 5-25 ft. across. 

The Slird (pI. "Slirdu") is a st.range 3rhoreal 
creature found only in the forests of the remote 
isl:!nds off the southeast coast of Middle-earth. Most 
live in colonies of 2-40 individuals on the isle of 
Vulm Shryac. Green or green with red stripes. Slirdu 
are four- or f"ive.armed invertebrales tll3( resemble 
botll Squids and Starfish. They arc distantly related 
to both creatures and have adapted to life on land by 
developing true lungs and a sophisticated network or 
extremely thick, tough, well·insulated nerves that 
serve as a quasi-skeleton. Each of the Slird's prehen
sile appendages joins with a trunk that resembles a 
Squid's body and houses the beast's twO eyes and 
beak-like mourh. An opening just below the mouth 
connects with an ink sack. 

Slirdu reside in nests near the tops of trees and 
move through the forest with alanning speed by 
grasping treeAimbs with their powerfill arms. True 
carnivores, they hunt mammals, birds, and reptiles 
and consume about twenty pounds of meat a day. A 
Slird catches its prey by enveloping it with om or 

more arms... Eacharm is equippffi with a patch of sunction
like pads that. immobilize most victims. In .. ddition, the 
Slird can spray its prey with a slightly toxic (2nd Ivl) ink 
thatsnms(RR failureO I-SO). blinds (RR failure 51-75}. 
or knocks out (RR failure 76+) the victim. The Cttarurt 
occasionally uses this thick. greenish liquid to cover its 
reUtat. precisely spraying an .. re .. as wide as 20' at r.u18cs 
of up to tOO'. 

Slirdu arc not particularly intelligent, since their rudI· 
mentary brain is essenti311y a massive nerve root/bnin 
stem, .lnstt': .. d, they are more akin to well-honed killing 
organisms. 

UV,\G-AAK 
Climate: Hot/Humid, Hot/Average, 
H .. bitat: Freshwater coasts &: banks, 

Marsh/swamp, Deciduous/coniferous/mixed forat, 
Jungle/rain forest. Ruins. 

FreCJuency of Encounter. Extremely Hard, 
Size: 5·6 ft. 1;;111. 

Blood.drinking apes of the T anftlrak jungle of lilt 
Mumakan in southernmost Endor, the mysterious Ung
Aak successfully defeated the Men and Elves who 50UgU 
to sewe in the �ion. Intensely (erritor1:1I. they will I'lOl 
range out of their jungle territories unless food beroma 
scarce. Blood is their primary ;md preferred fonn of 
nutrition, but when times get lean, they will eat tht nab 
of their victims as well. Uv .. g-Aak are very protective ri 
their own and will exact a horriblt vengeance on any who 
dm kill one of their kind. making sure thOlf the blood
drained corpses of their victims are plac«l whert. othtr 
would-be UVllg-Aak extenninators an se.e them. 



6.0 MONSTER 

GLOSSARY 
Monsters (Q. "Ulundor": '\llgund6r": "Uvanimor"; 

"UI d "  "UI d6" "U . ") I'k ' I Mg. un 0 : gun ; vammo . 1 t :'Imma s, 
.1K creations of Eru. Thcy arc crc:aturcs who owe theiT 
aiSfcncc to the One and his Flame hnpcrishablt, the fire 
th.u gives life to all spirits. At the same time. these beasts 
110 longer conform to the original order, the Balance of 
Things. Instead, they h,lVC been perverted in order to sc:rve 
the go�ls of Evil. Morgoth and his suv;mts artificially 
ufomlcd rhem so that they embody new powers and 
Ir.Insccnd F:\t(:. 

Problems accompany {he so-cal led girts conferred upon 
monsrers by the Bbck Enemy. Most cannot reproduce 
unless bred by a controlling overlord like Sauron. While 
long-lived or cllen immortal, monsters live in constant 
JUin or exist in a start or unyielding anger. Although they 
Me exccptionally strong or possess strangc and terrible 
power. they lack the opacity forrruly independent thought. 
Otspitt their freedom from the bonds of Fate. they are 
drivrn by irrcs(st"ble instincts. Monstcrs :Ire thc tortured 
creatures. 

6.1 DEMONIC 
WATER MONSTERS 

DEMON WHAlES 

Climate: Cool/ Avcragc, Temperate. Cold/Dry. Frigid. 
H:\biur: Ocean. S.,ltw;ltcr shores/shallows . 
Frequcncy of Encounter. Very Hard. 
Size: 60-70 ft. 

Demon Whales afC huge. c;lrnivorous white or gr.ly 
creatures [hat live in thc Ice Bay of Forochd. Their five
inch Ueth can tear stee'!' and they think it no problem to 
swallow a mZln wholc ( .. nd. in spite of old tales. it is 
unlikely that a man would survive long in [hc roiling acids 
of the Demon Whale's stomach). They often shatter 
whale boats or ovcrturn largcr vcssels. 

FELL TURTLES (FESTITYCELYN) 
Climate: Hot/Average. Wann/Humid. Mild. 

Cool/ Avuage, Temper.ue. Cold/Dry, Frigid. 
Habiut: Ocean. Saltw:ller shores/ shaJlows. 
Frequency of Encounter: Sheer Folly. 
Size: 30 ft. 

Fdl Tunics are giant snapping turcles that prowl the 
seas and the large rivers and lakes in cenrral Middle-carth. 
Also called the Turde-fish or "FanitocaJon" (pI. 
" Ftstitycelyn"; S. "Aeg-cnimor"; pI. .. Aeg-crymyr") these 
r.lre but fonnidable crcatures grow as large ;u fifty feet in 
length. They live in deep waters but, when hungry or 
angry. may swim closer to the coast. Thcre, they hunt 
everything from large fish to small boars piloted by 
foolish seamen. 



NINEVET OR (GIANT HELLBENDERS) 
Climate: Hot/Average, Warm/Humid, Mild, 

Semi-arid, Cool/ Averdge, Temperate. 
Habitat Freshwater coasts & banks, Marsh/swamp. 
Frequency of Encounter: Medium. 
Size: 5-8 ft. 

The Ninevet is an almost totally aquatic amphibian, a 
strange and loathsome carnivore that inhabits marshes, 
swamps, lakes, or slow-moving rivers throughout Middle
edrth. It is vCly common in the Nindalf (Wetwang) 
marshes. Ninevet float just below the surface of the water, 
looking (if they are visible at all) like dead logs. When they 
spot a potential victim ( anything from a duck to a man, 
depending upon the size of che Ninevet), they erupt 
directly below it, stunning the creature. If it is a small 
enough creaNre, the prey is swallowed immediately. 
Orherwise, the GiantHellbenderwresdes its victim to the 
bottom with its leathery paws and sharp claws, holding it 
down until the stnlggle ccase.s. It then swallows the victim 

at its leisure, relaxing and expanding its flexible maw to fir 
the mea1 ar hand.. Ninevet can go for weeks withouttating. 
but have little stamina in action. so any creature Idrgt and 
strong enough to offer a protracted snuggle may br 
released as the Ninevet swims off in search of easier prq' 

RED JAWS 
Climate: Warm/Humid, Mild, Semi-arid. 

Cool/ Average, Temperate. 
Habitat: Underground, Volcanic, 

Lairs/ cava/overhangs. 
Frequency of Eocounter: Hard. 
Size: 4-6 ft. 

An ugly, scaleless fish living in the depths of C3Vmtl, 
especially in Moria, the monstrous Red Jaw has itseyesSCI 
in the top of its head. Its gaping jaws. like those: of the.sta 
shark, conrnin up to seven rows of sharp teeth (but dm 
characteristic does not endear them to Dwarves ... ). kidt: 
from the bright red jaw and the luminescent growtlu 011 
their fins, the Red Jaw is colorless. These fish can proridt 

quite a brilliant display in a clarkmtd 
stream or lake. as their lumint'SCtll 
red fins flick to and fro; Ihey can 
provide quite a display of anothtt 
sort as they swallow a dog or goa 
whole or devour a Dwarfs ltg in 
seconds. 

VODYANOJ 

Climate: Hot/Average, Warm/ 
Humid, Mild, 
Semi-arid, Cool/ Avernge, T empcr· 
ate. 
Habitat: Freshwater coasts & 
banks. Marsh/swamp. 
Frequency of Encounter: Ex
tremely Hard. 
Size:: 5-6 ft. rail (8.10 exttnded). 

The Vodyanoi is a relative oftht 
Giant Hellbender. An aquaticcri 
vore, it prefers the flesh of marrunals, 
especially people, over all olher [mtJ. 
Growing up to 6' tall, it resCl.nbl� I 
giant, black frog. It lurks in d.W: 
pools. below the water, readytosmlt 
Then the Vodyanoi either drags irs 
prey into the water in order to drown 
it, or swallows the victim whole.l.ih 
asnake, itcan dislocate its ownjawltl 
swallow creatures larger than in 
mouth would nonnaJly allow. T!.r 
Vodyanoi has huge eyes which it 
sometimes uses to distract and hl'P" 
notize. its prey. (Anyone so afftaal 
must mah a 5th level RR aclcfq 
any availdble PR, but no other. b.; 
nus.) 



WATCHERS IN THE WATER 

Climate Wann/Humid. Mild. Semi·arid. 
Cool/Average, Temperate. 

lUbitlt: Freshwater coasts & banks. Marsh/swamp. 
Frequency of Encounter: Sheer Folly. 
Size: S()"'70 ft. (including tentacles). 

Watchers in the Water are freshwater Kraken that 
oormally reside in the pools of the Underdeeps. Some· 
timts. however. they swiln into aboveground meres. Such 
117.5 the case with the Watcher at the West Gate. This 
atature remained unknown to any of the Free Peoples 
Wltil near the end of the Third Age. when it emerged from 
[Mdepth.ofMori:l into the SiraonOIl ("Gatt Stream") by 
tht Wtst Gate of Moria. damming the Sirannon to form 
�g!oomy lake in what had been a [ittle valley. Driven by 
s'lUron's evil will. ie waited for prey there by the West 
G�te, catching at [cast one Dwarf and a number of 
foolhardy beasts and Orcs before encountering the FeI· 
Iowship of the Ring in early T.A. 3019. TIlen, it nearly 
captured Frodo, the Ringbear<:r. as the party entered 
Mom. 

Itis not known what happ�ed to the Watcher after the 
War of the Ring. Without Sauron's hatred guiding its 
movtmenu. it may have returned to the Underdeeps. 
Alternatively, it may still be: in the Gate Pool, waiting for 
';aims ro puzzle over the inscription on the West Gate. 

6.2 ANIMATE PLANTS 
Animate plants transcend the boundaries between 

theOlvar and the Kelvar. They are aCtually Olvar. but 
they embodify many of the qualities associated with 
living things that move: independent movement of 
limbs, rational thought, active senses, and in some 
rues tven speech. Originally cared for by the Vala 
Yavanna, many are, like ...... "'; . 
other monsters. no 
longer considered part 
of the Order of Things. 

EVIL HUORNS ANoTREES 
These wild animated trees come in many forms. 

Most are simply vile plants twisted by Morgoth and 
his minions. The uees of Mirkwood are prime 
examples of this hideous handiwork. Like predatory 
animals, they kill their fellow Olvar. using secretions 
from their roots or mangling tendrils. Many of these 
trc:es also secret a misty air that puts travellers to sleep 
(mat as a 3rd level SI«p spell} 

E.il Huorns were in the charge of the Ents for the 
mosl. part, although some: of them, particularly the 
evil, "black·hearted" ones, went away from Fangom 
ForC!St and rhe prorection and dirl':ction of thr Enu. 
Many of these wayw.1rd Huomuettled in M irkwoocl. 
where they maliciously preyed upon living beings out 
of some perverse nerd, for Huorns do not eat, any 
more than Ents do. Huorns come in as many diffrr· 
ent forms a.� rrees do. 

Old Man Willow. A Powerful Huorn of the Old 
Forest, this evil �nimatr trcc had much power over 
the other animate trees of the Old Forest of Eli ad or 
(in Cardolan. near the Shire} It hated all living. fire
using creamres and sought lO destroy Lhe:m. Old 
Man Willow had ; "singing" magic produced by 
waving its fronds and branchts, ausing the air to 
sigh and whistle through them. It generally used this 
sound as a Slap spell of 15th level, persuading 
victims fO full 3.derp within re.ilch of its twining 
roots or the gaping cncks in its trunk. Then it 
disposed of them by throwing them into the: nearby 
RivH Withywindle to drown or by drawing them 
into its mmk and crushing the:m, thus providing 
itself with fertilizer. Alternatively, it could use 
CO'!!lls;cm or Ftllr spells to distract or drive off i[$ 
foes. 

W./(Mr 
irr 1M W.'tr 



The B�rer's Sleeping Root. A be:autiful, reddish, 
spruce-like root, chis evil plant is the: e:nchanted 
remnant of a giant tree which once stood on the 
shore:s of easte:rn Endor. This 600 foor tall tree was 
pbnted by Morgoth's minions and sprang from a 
cursed seed ofT clperion, the Silver Tree of Valin or. 
Pui:;ullcd by Lilt: fuul sl:crcliulis ufUllgulialll, il �t:nl 
out a network of roots that comingled widl md 
dominated every plant within a league. Fortunately, 
it was cm down by the Elf-lord Ingwe before it 
slaughte:red or pe:rverted all of the local Olvar and 
made e:astemmost Endor unliveable. 

The !star Alatar discovered the Sleeping Root around 
T.A. 1200 and foolishly nurtured it out of donnancy 
in order to understand its narure and borrow its 
strength. The Root's powt'r is immeasurable and, if 

given the chance [0 grow again, me danger it pratna 
is beyond comprehension. Sentient :md exceedingfr 
evil, me foul Root seeks to control all its fellow 
Olvar, seeding new trees matshare its awful purpoK. 

The Sleeping Root is but a shadow of its follntr 
self. Located in a 120 foot deep pit, it is a mass cl 
ent.:mgled subterranean limbs about 300 feet across. 
It is sheltered from theelements,slnce theoptningto 
the pit is only 6 feet in diameter. 

The Root's limbs can move up to 30' in a giml 
round, striking foes with one [0 ten +60 Grappling 
8£ Unbalancing attacks. Once in the Root's grasp. 
victims receive one +100 Huge Crush arrack per 
enveloping limb, as well as a 12th level dose or 
Dunhrond. (RR failure of 01-1 00 results in victim 
falling into sleep for 1-100 hours; RR failure of 
101 + results in the victim's de:ath.) 

6.3 DEMONS 
Demons (Q. "R:mkar";sing. "Rauko"; S. "R�ug" 

or "Rag"; pI. "Ryg") are �vil Spirits, g�nerally 1t$Sft 
Maiar who have been romlpt�d by the Black Enml)'. 
Tied to a hideous Fana (Q. "Veil"; "Radiant Fit 
urI'''; aka "Body") that manifests the: theme or tit. 
ment they origin:tlly repres�ntcd, a Demon can nrnr 
assume a fuir-seeming fonn. Their body, though. if 
critical to their existence in Middle-earth. 

Like all Spirits, Demons arc immortal and do not 
reproduce. Each is a singular entity. 

SAU\OGS 

NOTE: rOIl (;In fi"J "lOrr tk'aikJ 'rifonnallOn ,bow 
&Irogs illlJ o,btT Mlliar ill ICE's supplalllllt lII,l,kJ Vili.lr 
& Maiar. 

Habiuc:: Enchanted/magical pbcts, Cross-ovtr 
poinrs between dim�nsions, Crossroads/roads! 
paths/mils. 
Frequency of Encounter. Absurd. 
Sizr. 15·18 ft. tall. 

Words cannot fully describe the [error 2nd awccl 
the sight of the great Balrogs (5. "Demons of Might"; 
properly pI. as "Belryg"; Q. " Valarukar"; sing. 
"Valarauko') those evil Spirits of Fire that who wm 
among the fimallies ofMorgoth in the early days of ArW.. 
The RtJ BooI: ojWtJtm<lrtbdescribcs the BaIrog orMoria<li: 

'� .. a Jsrijonn, oj man-sNpt maybc,yttgrtaler ... fo1ll(:J ITIIIrd 
up to gmt iI, alii wrtItllxJ abend il... ils swirlinl mall' imJlJ 
alii b/ani kbi"i il. in ils rigbt ba"i was a btak liita StilJ.l.ur: 
ICIIllUojftrr,;II ils kJt il "'Mil wbipojmarry IbollgJ ... I!%shaJc.." 
about muJxJ ON' likt two \W"I winlS'.' Fin (allil from ill 
II�strils. .. u 

-LoIJU, p. 428. 



This fel! creature was one of the last of its kind. for it 
� ctrtain th�t �lthough Morgoth m�y h�ve won the 
loyalty of m�ny of these dre�d Spirits of FI�me in the 
wlil'S! days. many were destroyed in the wars against 
Fll'tSand Mtn. Also. there aTe some among the Wise who 
d;im th�[ there were never very many of them: "No mort 
�n llWII," was the opinion of one old sage. Yet Balrogs, 
IlIlless slain by some mighty force. are immortal, as they 
.( true Maiar. lesser beings of the kind that made the 
Dwarves :md caused the stars [0 shine. Lirrle wonder. then, 
[luI they command such power and such awe. The powers 
4nd abilities ofBalrogs are legion: they can fly; their force 

ofwill and their very presence is so great that all mustqt1�il 
�(ore them. ifonly for .1 1ll0ment in thl: case of the valiant; 
Ihry can wield a weapon in I:i(hl:r hand so that each strikes 
1I if wielded by a gigantic Master of Arms; they can sciz� 
control of a foe's will and mind, forcing him to do their 
bidding or shattering his mind beyond re
p.1ir; they can bmn with a fire as fierce as that 
of a volcano under almost any conditions, 
iII1d only rotal immersion in a large quantity 
or water can douse the 
flames. which immediately rekindled assoon 
u the Balrog reaches a drier I:nYironment; 
they can Throw certain spells with the skills 
of the most powerful Magician. Their spe� 
cific areas of spell mastery arc those of fire 
(of course), detection, and contacting other 
I'YiI spirits and beings. Balrogs' thought 
processes 3re not for thl: mortal and basi
cally Good to filtholll. but it is known that 
rhcyare fiercely loyal to the Black Foeof the 

World and that they hallE': long memories 
(or spites and insults against him. 

They arc immensely proud and have a 
trnain aesthetic bent that reveals itself when
(Vcr they halle the opportunity to be in 
clmrge of constructing a fortress or other 
bUjlding. The throneroom of the Ihlrog of 
Moria is a good example: a lIaulted cavern is 

lit from abolle by the eerily bl:aut.iful nick
ering of living flame from thl: heart of [he 
world and furnished with columns in the 
shape of flaming Dragons (one of the few 
other types of creatures that Balrogs respect) 
lnd arching red bridges of the magical glass 
CiHed ben. Spirits of Fire. the Balrogs dis
pby the character and power of rhe most 
fascinating of destructive forces in every 
facct. 

Gothmog, Lord of Balcogs and High Captain of 
Angband All Balrogs are terrifYing and awesome, so 
it is virtually impossible to adequately describe 
Gothmog, the most powerful of all the Balrogs thar 
ever burned in Arda. Gothmog was of such might 
and majesty thar a persistent Tllmor that has echoed 
down the Ages has poruayed him as the son of 
Morgoth Himself-an unlikely thought at best. In 
any case, Gothrnog was responsible for a great part 
of the misery of Arda in in the First Age. Many 
wer� rhe Elven heroes who fell to his whip and 
blade before he was killcd in mortal combar wirh 
Ecthclioll of the Fountain in the siege of Gonda lin 
in First Age S !  I .  



The: Balrog of Moria. This mighty cuarure W:lS 
pe:rhaps the last of his kind. unainly no Balrog had 
bet"n secn in Arda since tht" Grt"ar Satut" that ended 
the First Age, and only the Elves and the Wist" 
(including the Ismi) knew of them beyond the 
oldest tales and dimmest rumors. The Dwarves [hat 
reenfered Moria ne:ar the end of the Third Age had 
dug dt"t"p. JXrhaps mort" deeply than had any mortal 
cuature before, and uncovered this menace from ir� 
sdf·induct"d Coma in hiding in [he roots of Moria. 
Arowed and rested. the Balrog once again (dt its 
power and pride; perhaps, roo, it felt the Power its 
Lord', lieutenant. Sauron of Mordor. reaching into 
the world. It killed two of the Dwarf-kings and 

gathu� to itsdf :a mighty 2tmy of Orcs and Trolls 
from th� surrounding Uta by the force of its wiU 
alone. \Vith th� troops it drove the surviving 
Dwarvl:S from Moria ;md tsrablishcd itsdf as 
Master. 

What it would have done ifit had captured the Orw 
Ring? Ie is doubtful that it would have surrendcrrd It 
to Sauron. Would it not rather have widdcd it Iudf. 
confident that it w;u a bener pupil of the F� of lilt 
World than the Lord of Mardor? The :lnswm an 
unknown. since <hncblf the Grey, an lstar and mUla 
Maia hitn.5(:lf. fought and vanquished this awful Lord 
of Mori�rificing his Fan;l III the proccu. 

Lungorthin. Lungorthin WOlS the sKOnd strong($( of 
the �n('gade Fire-spirits. Only Gothmog. 
Lord of the Ihlrogs. W3S more powerful. AJ 
a result. Lungonhin was able to secure tilt 
position of the Masur of the Mdkoric 
Gwrd at Morgoth's capital in 
Thangorodrim (5. "Mount:lin ofT)'t"
omnr') He served as Margoth's bodygw.rd. 

Lungorthin waJ known as the White: B.aI. 
rag. for his slimy, fire-cncased form was p3It 
and whitish :and the fhma that engulftd lull 
h:ad :a pure, colorless quality. 

BLACK DEMONS 

Habibt: Enchanted/magical placa, Crou
ove:r points between dimensions. 
Frequency of Encounter. Extremely Hard 
to Absurc. 
Siu: Varia greatly according to type. 

Black Drmons are laser Maiar who hat 
allied thmuclves with Morgoth. Their fom. 
vary infimtdy. :u do their abilitia. They an 
sometimes be persuaded [0 aid Menor avoID 
evll deeds (or even in good ones, if hu.u, 
constrained by a Good power of great might} 
but unle" the evil·doer requesting this 5m'lct 
h:u protected hil1\5C.lf or herself CU'e:fully:and 
laid the strongest constraints on the Canon. 
little good will come of such bargaiN in the 
end. [kmons often parnke of $Orne of the 
characteristics of natural forces: &Irogs (sa: 
abo\'e) as Spirits of Fire: OIl'(: a very good 
eumple. This is. no doubt. bec:lUSC of F.l'\I'I 
original plans for these spirits as dirKtorsmd 
guardians of these natural forces. 



Tht Dindae of Nan Gulduin: Slyardach. A hideous, 
foggy-looking creature capable of disguising itself in 
shadows and moving with utmost silence, the 
Dindae Slyardach serves the evil animist Lhachglin, 
:In agent ofSauron's in Mirkwood's northern 
reaches. Constrained by the Dark One's will to serve 
the whims of the animist, this Demon serves as 
messenger and envoy to [he troops of Orcs and 
Spidm that guard Sam Goriwing. the animist's 
fortress, from a distance. Pn:sumably, the Dindae 
would also make an excellent assa55in. Disturbing to 
look upon because of its vagueness of fOnTI (anyone 
bc-holding if constandy must strain their eyes as they 
galt, convinced that there is somelhing in that mist; 
actually, of course, the Dindae is the mist), this 
Demon is in addition a sadist given to sneaking up 
on things and half-strangling them, then leaving 
[hem to jump at shadows forever after. 

Tht Demons of Aglarond. These four 
])(mons are thought to be but one, 
since no one has ever seen all four at 
once; they do not get along very well. 
!irong but stupid, they arc obviollsly 
the very dregs of demonhood. Rem
nan� of Morgoth's First Age scouring 
IInits, they have lived in the Caverns of 
Aghrond ever since without direction. 
They seem to h.we little inclination to 
do much on their own unless their 
ItlTitory is invaded. Then they become 
fitTce and attack; they are said [0 drink 
Ihe blood of their foes. It may be 
imagined that they do this to further 
terrify would-be invaders, :l.S Demon� 
h3ve no need of physical sustenance. 
Eight feet in height, with slimy black 
skins, clawed hands and feet that can 
cnlsh rock, glowing red eyes, and large 
mouths filled with f

.
'lngs, thcse demons 

ue unattractive to even the most 
forgiving of viewers. 

lesh-Y of the Court of Ardor. One of 
twO Demons with full membership 
smrlls in the .villainous Court of Ardor 
in southern MiddJe-earth (Mourfuin 
was the other-sec below). Lesh-Y 
was not a very ferocious sort of 
Demon unless fully aroust'd in anger. 
Perhaps originally a disciple of Aule 
the Smith, craftsman of the Valar, 
Lesh-Y's passion was the making of 
magic items. which he did with a skill 
never seen since the demise of Fcanor, 
who made the Silmarils. Seven feet tall, 
with an oily skin like red leather, 
totally bald, and with pointed cars and 

long c1awlike nails, Lesh-Y was no beauty. but when 
i.n his workshop, bent oVl':r some wondrous item on 
which he was working. he had a certain dignity and 
pride. It is unknown what evenrually became of him.. 

Mourfuin, the Lord Dttnon of Ardor. Not nearly as 
even-tempered or harmless as �sh-Y, Mourfuin 
was a member of the Court by dint of his physical 
powers and his command over lesser demons, whom 
he could summon to do his bidding. B:t.sic:llly a Fire 
Demon, with powers of immolatIon like :l iC:S5er 
Bahog. Mourfuin could vary hIS Stature u needed, 
from 6 to 16 feet in height. Like Lnh-y, he had 
3'kin InemLling uiled red leaLlier �nd po>inted t.1.fS. 
He could attack with his cl3wed hands but much 
preferred to use his whip and sword, again aftu the 
fashion of a Balrog. Mourfuin could also throw Fire 
spells. 

Th Di"J.t 
of N4f1 Cu/Ju/tl 



" 

' /  , 
) 

, 

;, 

• •  

. ' 

. . 

Ruane. The demonic Raz,1rac is the most terrible 
monner in Far H:l�d, the most awful dcniztcn of 
the Haradwaith. Known as "The Destroyer" by the 
Haradrim. it is :l powerful, gruesome holdov� from 
the armies of Morgoth in the Elder D3YS. Legends 
say that the R:lzarac was placed under the stone of 
rhe Ogladalo Yatra when the desert was (ormed, to 
prevent the water from being rc[umed to the 
surface, However, in recent years Men have broken 
the seals ro tho�c deep caverns, and now this terror 
prowls till' nigllt under the open sky. Physically. the: 
beast is shaped like: a Great Mountain Troll. Its hide 
is thick. tough. and co;:,rse:, giving it the protcction 
of plate armor. For combat. it is anned with fierce 
talons hand and foot, as wtll as fangs set into huge 
and powerful jaws. From the massive shoulders 
spread leathery wings which. though they will not 
carry rhe monster on long journeys. will allow 
extended leaps of up to 200 yards. 

The terrifying aspect of the beast's dem�anor is 
further enhanced by its fiendish intellect. It has mas
tery of all Essence spdls dealing with fire or light [0 
twenty-fifth leve.!. and is capable of advanced [aCtical 
thinking. as well as employing devilish devernas in 
toying with its intended victims. The Ra7dlrae's years 
of captivity guarding the stolen waters ofHarad have 
burned into its mind a continuing desire to prevent 

'. 

men from reaching w.tttt 
sources, and in this pursuit It 
shows adogged singubrityol 
purpose. Thus far, The 1A· 

srroyer has limited 1[5 hunt· 
ing to the Mirroritself. whttt 
it attacks bands of desert mm 
as they drink by wells. It is 
only a matter of time, though. 
before the greater oastS of rht 
land btckon to the lK�t. of· 
fering much gruteropporru
niries for d�rruCtion. 1lwn 
the nOD12ds and c:ar2Var\S of 
the land will quake with far 
with the first footsrepof exll 
desert journey. 

The Winds of Taurang. 
Demons of rhe Wind and 
Air, the diabolic:al Winds of 
T :lUr2l1g served the whims of 
T aurcl;u, evil AnimISt of tilt 
Court of Ardor in the 
MGmak.,n region of s0uth
ernmost Middle-earth. Tht 
evil b_rgain tha[ T aurdulud 
made with rhe Winds is tlut 
he would sufTtr with his I'IA' 
allies when they wert' "killtd" 

(impossible to do) or incapacitated by b«oming 1m
p_cimed himsdf. The Winds _ppcOlt :l5sltnderf.gura 
wrapped. doaktd. and rnukc:d in black. Thty an 
anned with t:vil magic:al blades known as kyma; da 
blades are poisoned. Tht Winds can change inrotiw 
fonn thn their n:arne implies, :and in this W;ty thtyan 
enter:any place chac is nOt airtight; they arc able fOcarrr 
their weapons with them while doing so. They cannot 
fight in this form. however, :"Ind it takes them 6 roundt 
to regain solid statw (or vice versa); they cannoc 
ch:ange fonn while stunned. The Winds :ttc calkd, 
from lew to mightitst. Aur. Kax. Eos, Gan, lor. w 
Kel. When destroyni in any foashion. tht Winds mum 
to T aurdax's fortrrss of T aur.mg and recover for 66 
d_ys. T 3urdax is out of _etion for tht: numbtr of cbp 
equal to the level of the defe:tted Wind. 



LASSARAUKAR 

J." 
fubiut: Coniferous forest/taiga. 

Dttiduous/coniferous/mixcd forest, 
Ftnjuency of Encounter. Extremdy Hard. 
"" &-7 tt. 
""'" 
lUbiut: Coniferous forest/taiga. 

Dttiduous/ coniferolls/ mixed forest. 
fttqu�ncy of Encowlter: Sheer Folly. 
"" 7-8 r .. 

lamraukar (Q. "Demons of the Leaves"; "Lcaf·dc· 
IXlrlSt sing. "Lassarauko"; S. "Lcthryg" sing. "Lathrog") 
rtawful noctllfn;'l[ (features, Wood-spirits seduced and 
OImIp(cd by Morgoth and ref

.
1shioned into savage arbo

rnI prtd�tors. Few monsters possess their fetish for 
b'tstr.lined terror. Immortal but unable [0 reproduce (or 
II! bred), these hcinou� creatures possess such refined 
bing and smell t.hat they can sense things with [he 
prtcision o(E/ven sight. NOlhing surpasses them in speed 
l'IIagl!ity. for they can nm along lhr- branches of trees and 
lap aeross gaps in the woods (aster than a Swift can fly. 
A Uwr.luko can Slart, change dir�ion, and stop (but 
only at predetennincd location) virtually instantly. 

Lassaraukar look like tall, (l!aturl!less Men. Their entire 
�1 is coverC'd with a sort of greenish hidl!, a thick skin 

which resemblu light clothing. This covering 
tXtends over their cnLirc body. including thc 
face. On thc fw. it is an inch thick and 
permeated by bizarre molc·like protrusions. 
"gripper.likc" soles designed to accentuate 
their alre:ldy stunning traction. Their hairleM 
hC:lds are also adomC'd with a second outer 
skin. Extending down froln a heavy bone brow 
which surrounds lhe: Lassar::auko's skull. this 
semi·transparenr l::ayer flaps down over their 
lower head. obscuring the creature's facial 
feature�. Lusarnukar pull the skin up when 
eating, bur fme;!t be:hind irs light.shielding 
protection at all other flints. 

Lassaraukar nonn:llly live in "lars" o( six: 
five lesser led by one greater. Omnivores, they 
reside in duk "ncsu" and live on tree prod. 
uets, butretam aqu:lmt fondness for r.lW me<lt. 
parTicularly fresh br:ains. Their dirt is idl!a1 
given their peculiar routinl!. (or Lassaraukar 
arc :lctive less than an hour a day. Although 
they aTe capable of moving about for up tosu 
hours. they prefcr [0 rest. 

This is no doubt due to thl! (act mar, whcn 
they move. Leaf -demons run at stanling spttds 
(a Lassarauko "walking pacl!" is I<XXJ'/rd). 
L:lssaraukar rcst (i.e .• stand still) (or rhe vast 
majority of each day; however, whl!n me:y de:ct 
to move: the:ycan burst forward l ih a blurring 
wind (SOOO'/rd when dashing). Effonlessly 

A WinJ 
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leaping dist.1nces of upto 100', they move along tree limbs 
with the ease of a skiJIed monkey. When at rest, they 
spread their arms to their sides and stare forward in a rigid 
pose, as if statues. (This absolutely immobile form of 
relaxation has led many an unwitting victim to believe he 
was surrounded by sculptures, only to later 'discover' that 
his brain was missing.) 

Lassaraukar remain still when attacking. Using but a 
fraction of a second's momennun, a Lassarauko slrikes by 
swinging its arms back along iu side, up behind IU back, 
over iu shoulders, and then down until pointing straight 
forward. This wheeling motion brings their head down 
and upper body forward, and pulls twO natural bone discs 
out of the Lassarauko's interior chest reservoir. These 
sharp, 2" diameter discs travel along an exposed bone 
track on the Lassarauko's inner arm; then they arc: flung 
forward at amazing speed. Deadly missiles, they are 

coated with a fluid of diluted Lassarauko blood. whiQ 
serves as a third level nerve poison. Such attacks arealWlfS 
preceded by at least one round's movement, for the W 
demon must generate momentum. With a dull resern:u 
fifty discs, a Lassarauko can initiate twenty-five dwI 
attacks over the: course of fifty rounds (supply renews If 
rate of 3/hr). 

While: the: Lt:sser Lassaraukar rely on their hid«lll! 
missiles, greater Le:af-demons employ another enchanlC'll 
means of a.ssault. Truly blind. they have magical, ambtt· 
like eyes which pierce: their facial covering. Thm CIJII 
bolts of stored and conce:ntrated sunlight even when cht 
creature is (and has been) motionless. making gmca 
Lassaraulur uceptionally de2dly. UnfOrTUnate advC'lllllr. 
eIS who take them for statues and attempt to steal lhar 
valuable eyes (500 gp )usually find the uperience to bt. 
unwelcome climax [0 their journey. 

Sc:ilI. the best waytoattacbl..assanti:, 
is while it is motionless. When it I11OftI, 
it is virTUally unhiruble (unless caught. 
a confined "rea. when DB drop5). FortIJ. 
nately, since Lassarauk.ar must dtcidt 
where to start. tum. or stOp seconds <lhad 
of time, they can be ambusl,ed even whiIt 
moving. One need only know theirwa 
path. Once the L'lSSarauko Stops. of C'OtIIJt 
any readied attack will serve <Juite wd 
With " successful orientation roll, & 
adventurer can re2ct to the Lassaraulto·, 
pause. Then. assuming the dauntless '/I'Z. 
rior does not swallow a disc or two, btQ3 
fdl the pitil� creature. 

This poisonous blood servt$ as a Juhn. 
cant. and it is peculiar to one varicryG' 
Lassarauko. According to legend. thm 
are six "i-Iats" of Leaf-dcmons. each br
ing a group of six lats. The blood of aci 
i-Iat is reputedly uni<Jue. and if iss,1idlhz 
Lassarauko blood types equale with dw: 
six forms of poison: cirrul:uory. ronm· 
sion, muscle. nerve, reduction. ;wi rap
!';'ltory. Thue same tales speak of dr 
greater Lassaraukar from t;1ch i-lat . 
haYing gemstone eyes which cast diffttut 
bolts of power. Some supposeclly till! 
lightholts, while others use: fire, air, WilUt 
cold. and earth. Given the natureofinaD. 
mions, this is possible. but hardly pi.. 
sible. 

Lesser leaf-demons suffer a -so pm
alty when ope-rating in natural dayliglt 
(-lOO if their facial skin is folded up} 
They are found in groups of six(incbj. 
mg one greater l..a.ssarauko leader). Grtru 
Lassaraukar only operate at -25 in n.mIlli 
daylight. 



UNooUANT, DEMON OF THE VOID 

NOlr; YOII ranjind mort tUlailtd i,gtmlllllion 
�.I Ungolial1l ill ICE's suppllllJtnl {IIlilled 
V4Lrr & Maillr. 

fubiu[; Enchanted/magical places, <;ross-over points between dimen
"'�. 

�ncy of Encounter: Absurd. 
Siu: Variable but usu:llly 36 ft. across. 

Ungo[iant(Q. "GrearSpider-monsler") 
uGrut Enemy, the most powerful De-
�rverlO entef Arda. She was a Spirit of 
1M Void (Nothingness), the incarnation 
o(D�rknc�s, and the embodiment of utter 
Dtstnlct"ion. One of Morgoth's earliest 
i1Iirs, Ungolinnt rebelled against his ser
net, for she became obsessed with light, 
�nting only to devour it ;md rurn it into 
htr own special Darkness, the Unlighr, 
th.Jt destroyed all Light and Good things. 
Whm Morgoth lacer desired rheSilmarilli 
(GrmJewcls), it was no hard task for him 
IOpmuade Ungoliant to join in a raid on 
Valinor. for when she heard of the Jewels, 
W desired them for he�e1f. She cloaked 
both heBClf and her master in her Unlight 
¥III wove webs of Darkness for them to 
cLmb into Valinor, and so they came upon 
tbt Blwed Realm in a time of festival. 
l"ky then poisoned [he Two Trees and 
AI'd with tht' Jt'wds. 

When they readled their dark refugt', 
,h(y quarreled over the spoils, and 
Ungaliant grew in r;\ge to such a size and 
might that Morgoth himself was terrified and cried out to 
his Balrogs to save him. The Spirits of Fire chased 
Ungoliant with their naming whips, and she ned into a 
�rk valley. There she found other creatures of her own 
50ft, but less grl"�lc, and she lind they were of the shape that 
tilt rrce Peoples call spiders. There she Jived and mated 
.md reproduced. Shdob (see below) was one of her brood, 
m there were many others, some lesser and some nearly 
1:1 great. No one knows what became of Ungoliant. but 
lOme of the Wise clrlim th:lt her hunger :lt last bec:une too 
gt"m for her. and having already devoured her woeful 
Illltr:s, she proceeded (0 consume herself. 

VAMPIRES OF MORGOTH 

Habitat: Enchanted/ m:lgic:l1 places, 
Cross-over points between dimensions. 

Frequency of Encounter: Absurd. 
Stu: M:ln-sizcd. 

Melkonc Vampires lire not the blood-drinking undead 
spirits of Men; rather rhey aTe mighty Demons. !llese 
Spirits were once the patrons ofhannless normal Bats. but 

under :vIorgoth's turelrlge they became great doers of evil 
and S01,\fces of terror. They are mighty niers, and in early 
times Morgoth frequently tr�d them as mes�ngers. Ap
pearing as gigantic Bats with the f.1ces of hid COliS Men or 
Womm and the feet of e.normous birds of prey, the 
Vampires were well-equipped 1"0 deliver the orders of 
Morgoth and to spy for him. V;ampires can assume other 
forms by means of thm magical shaping cloaks. (Tbese: 
cloaks could also give others the power [0 take on the 
shape of Vampires.) 
Thuringwethil, Messe:oger of Angb211d and T ol-in

G:mrhoth. This female Vampire was a favorite of 
Sauron and served as his messenger during me 
Quest of the Silmaril in the First Age. It W<lS her 
shape that the Half-maia Lu[hicn used to gain 
entrance to Angband. for Thuringwethil (S. 
"Woman of the Secret Shadow") lost her powers 
and her cloak of shaping when T ol-in-Gaurhoth (S. 
"Isle of Werewolves") fell and Sauron fled, he 
himself taking the form of a Vampire. 



6.4 DRAGONS 
Dragons (Q. "L6ki" or "AnguI6ki" or "VaI6ki"; sing. 

"Uke" or "AnguI6ke" or "VaI6k ... "; S. "Engwai"; sing. 
"Angwa"), or Drakes, are the most famous ar:ad �eared 
monsters in Middle-earth. No race of creatures Instills so 
much awe, or is cause for so much wonder and story
telling. They are Morgoth's supreme conception. 

THE ORIGINS OF DRAGONS 
Little is known of the beginnings of Dragons. Wllile 

their origins arc: tied to the breeding pits ofUtumno (Q. 
"Hellish Ch:t!lm-hold"; aka "the Underworld"�. where 
Morgoth wrought the first Cold-drakes. the D:agon-race 
achieved its splendor later in the First Age. Fire-drakes 
(Q. "UruI6ki" or"FcaI6ki" : sing. "UruJ�ke" or"F�:�16�e") 
:lnd the great Winged Drakes (Q. R�m:l16kl ; smg. 
"R5maJ6kc"}-rhe Dragons of [ore-wen:: born of fire 
and magic in the haiLs of111angorodrim (S. "Mountains 
of Tyranny") in Angband. Since that time, many lesse.r, 
more specialized species have appeared, although none m 
such numbers as to destroy the Balance of Things. 

According to Sauronic scribes, Iaurl6ke the Cold was 
the first true Drake. He was born in Angband (5. "Iron 
Prison") during the long stnlggle berween Morgoth and 
the Eldar of Beleriand. He sired Glaurung. the Father of 
Dragons and the first of the Fire-drakes, but Glaurung 
consumed him in an ireful ducl less than a cenrury later. 
Soon afterwards, Glaurung burst forth from Thangorodrim 
and wreaked halloc on the Eilies of Dorthonion ;md 
Hirhlum (in Bderiand). He burned the fields of Ard
galen in his youthful display of raw p?,wer. Bccau� 
Glaurllng was only half-grown, though, hngon and hIS 
archers drove the young Dragon back to Angband. Mor
goth was incensed, for Glallnmg's rash assault destroyed 
any hope of surprising the rn.'.e Peo�les with the full mi�ht 
of a Fire-drake. So ended the world s first encounter WIth 
a tnle Dragon. 

Two centuries pnssed befort! the Worm of Morgoth 
appeared again. Then, at the B:mle of the Sudden Fbme 
(5. "Dagor Bragollach"), Glaurung successfully I.ed the 
forces of darkness in the stTliggle to break the SIege of 
Angband. He slaughtered hundreds of Elves and razed 
large areas of eastern Beleriand before the campaign 
ended. Returning home triumphant, GlauTling began a 
long repose. . Glaunmg endured the ensuing peace by breeding and 
producing a brood of lesser Dragons. When they cam� of 
age, he guided them into combat. This was the first time 
a group of Drakes ever appeared together. Duting the 
Fifth Batde of the First Age, the "Battle ofUnnumbcred 
Tears," they decimated a combined army of Elves and 
Men. Only the lIalor of the Dwarves of Belegost averted 
the complete defeat of [he Free Peopks. 

In subscquent year.; Glaurung and his offspring heipN 
secure the lands conquered by the armies of the BLrl 
Enemy. Theyuse:d their powerful incantations to bind rfw:. 
minds of their defe;t[ed foes and bring them undtt 
Morgolh's sway. Glaurung evcnrually assailed the E1f-city 
of Nargothrond, slaying all of its inhabiunts save its 
W arlord, Turin T urambar. Glaurung's POWCT was such 
that he first bewitched Turin and drove him off, I�vi� 
the ciry open to aSSlIult. , . Turin vowed rnenge, but Glaurung s plottlngs bon 
another evil before the rwo came together again. Thr 
awful Wonn placed a spell on Turin's sister, Nienor, and 
stole her monory. This curse led fO her unfortlln:lle w 
iIl-f."lted marriage to Turin. 

Turin tracked Glaurung down at Cabed-<n-Ar.lli and 
drove the great sword Gurthang decp into the Dragon'J 
undcrbe:lly. As the Fire·drake died, he lifted h.is sPfIL 
lelting Nienor recover her memory. She COmmlttM q. 
dde following the terrible revelation that she had marriai 
her brother and carried his child. Grief-stricken and 
burning from Glaurung's caustic black blood, TUrin 
perished :l.S well. 

Glaurung's death marked the end of the firsl and 
longest chapter in the story of the great Drakrs of dx 
North. While he wn the Father of Dragons and cxap
tionally powerful. Glaurung was not [he greatest Dr1kt 
ellcr to enter Endor. That diuinaion goes to Anc.aUp 
the Black---t:he mighty Winged Dragon knownas "Rust.. 
ing-jaws." 

Like Gburung. Ancalagon was a Fire-drake; but unIikr 
his predecessor, the Black Dragon was far largtr and 
possessed the power of flight. He was the first �d ITIQI( 
awesome of his kind. His wings darkened the sklC5. whik 
hurricane-winds swept the plains before he unleashtd ba 
unstoppable fire. Undoubt.edly the greattst m�n5[�bom 
in Middle-earth, Ancalagon was the culmination of 
Dragon-breeding. 

Fortunately, Ancalagon proved rdatively shon-lil'f'd. 
He was slain soon 3fter he first appeared, during the WlI 
of Wrath. There he dueled with the Great Eagle$, whc 
were led by their King, Thorondor. The skies turned blxl 
with smoke, and thunder ripped through the c.Iouruasmr 
giant avi:ms dueled. In the midst of this unp3rall«f atria 
fray, the warrior EIrendil-who came out of the WnlOll 
[he flying ship Vingilot--cut the Dragon down WIth I 
remarkable bowshor_ Ancalagon fell. creating an uplw-mi 
that shattered th� peaks bdow. His fellow Dragonsfltd 
amidst the tunnoiL 

Ancalagon died at the very end of the First Ag�, just_ 
cataclysm struck, sinking Be:leriand and beginning Endor'J 
reshaping. Many of the other Dragons e:scaJXd tilt dt
struction and, like their brethren in Utumno and dx 



�dceps, went elsewhere in Middle-earth. Somesettled 
lime Grey Mountains, while others ventured further cast 
IId.sourh. As the Second Age dawned, Morgoth's legacy 
ifmd. Dngons remained to haunt virruaUy every comer 
_Wor. 

GENERAL FEATURES OF DRAGONS 
While' each Drake is unique, of course, they all share 

cnt2incommon elements. They are all virtually immortal 
ancUttS with fonnidable individual strength. As shown 
llmesrones surrounding Glaurung, AncaJagon, Scatha, 
lid. Smaug, they feared no single individual from the 
�ofMiddle-earth' s Free Peoples. No other monsters. 
Ul'tlhe renegade Maiar known as the Bnlrogs. rival them. 
&J1l, Drngons arc vnin. deceitful, ireful, and ruthless. 
mking rhem predictable and incapable of adapting to 
tttUin critical challenges. 
The gweral powers common to all Dragons foflow: 

(I) Crilical strikes- Unless otherwise noted. critical 
IIrikes agninst a Dragon nrc rolled on the Super brge 
Creature Critical Strike Table. This applies to both 
physical all3du and spells. (See Af£RPand R�/mIlUltr.) 

mAnnor- Dragonskin varies in strl';ngth. The overlap
ping platn; roughen with age. Unlcu otherwise stated, 
l'o,mgerDrakes l,ave scales equivalentto Rigid Leather 
(AT 12). while mature Wonns have annorequal [0 the 
fintSt Plm (AT 20). This enchanted material resists 
(DB bonus o( +2 x be:lst's Ivl) all (onns of directed 
Jptll ,Iu:lcks and shields the creature (rom the harshest 
of tltments. In order to make a suit of armor out of 
�gonskin, an adventurer must first cut the scales :md 
Iht underlying hide from the Drake's body, all the 
while comending with the beast's toxic blood. This is 
l considerable fcat. Even then. however, sewing and 
molding a sllit of :lTIuor made from such an enchanted 
marerial will require I:ht" work of both an armorer and 
3n alchemist. 

(3) Spells- Dragons arc powerful spdlcasters. En
chamed creatures, they possess the inherent ability to 
cast any spell from the Cal,,, Spirits and /)r/((Iion Mal/try 
Jprll lislS (Open Channeling in MERP; Closed and 
Open Channding in RM). Most also know rhe J..crtand 
linn Lortlists (Open Channeling in MERP; Bard Base in 
1M) ns wdl. Many Worms arc powerful Mages, 
Sorcerers, Bards, etc. (These beasts know 5-15 LOR 
'l"lk) 

(4) Strength of fonn- Dragons come in many forms. 
Winged Dragons and Cave-drakes rend to be slenderer 
than nonnal. while Cold-drakes are stouter. Winged 
Dragons c:m stir the air within a range of 1000', 
mating the eqUIvalent of a loc31 hurricane (in MER.P 

or R�/mlluttr. treat as +20 /limoll arrack; in LOR. lise 
+2 F;rrboll). Drakes rarely suffer from penalties associ
ated with age. nor do they weary easily. They require no 
rcsrduring a given day. \Vhcn they slup. however. they 
rest for 1-100 days on end and they are hard (-I 0) [0 
stir from their slumbtt. Dormant, or "hibernating." 
Dragons sleep for 10- I 000 years. 

(5) Enh:mced Strues- The Dragons can see petfectly 
well in utterly dark places. :Ifld they an sense the 
shapn of creaturt'S from (he Shadow-world (e.g .. 
Nazgul). They also have exceUent (+30 to Perception 
Rolls; +3 to Perception maneuvers in LOR) vision. 
hearing. sl11ell, and fMfe. 

(6) Presence--Anyonecomingwithinsightof a Dragon 
makes a RR versus a 5d, level Frar spell. (T rear :lS +2 
Cb.mlt Animal spell in LOR.) With a RR (ailure of 01-
50, the victim flees in terror for 1·5 minutes. If the RR 
f,1ilure is 51.100, Lhe victim flees in fear for 1-100 
minutes. Ifrhe victim f

.
1ils by 101 +. he falls under [he 

control of the Wonn for 1-100 rnds. In addition. a 
Dugon can USc his fiery red eyes to C3ptivate an 
individual, his concentrated ga7.e Ix:ing the equivalent 
of a Spin't Mas/try spell (penn its use of :my one spell on 
C/,u Spirits list in MER.P or Spin"1 Masltry list in VI). 

(7) Foul Breath- I( he po5SC:S5eS .. breath-we:tpon, a 
\Vonn can use it once every 1-3 minurcs(6-18 rounds 
depending on the :age of the bc;ut). 1r t:lI1 :ttt:lck up to 
2x its Ivl in a given day. A Dragon can concentrate its 
breath into a bolt (e.g .• F".,"�u) with a range onoo'. or 
it Ciln usc a dispersed cone (base 100') with a nnge of 
100' that is the cqllivaJent of a ball ;lu�ck (e.g., Firtbalf). 
The Drake's individual auack bonw varies. (VIhen 
unspecified, usc a bonus equal to 1 .5x the creature's 
levd.) 

THE; NATURE OF DRAGONS 
Physically. these so-c:tlled Giant Worms vary in size 

and appcamnce. Some slither or cr:lwi; OdlCrs run, jump. 
or ny. Most have vision that surpasses that o( tht: most 
kcen.sighted of birds, while others an perceive smdls 
better lhan a North Bur. All share a common heritage, 
though, and have scaly hides, two to four horns. and long. 
serpentine bodies. Those with limbs have (our append
ages, although two may be modified to support wings. 
Razor-like talons crown their nimble digits_ 

Dr:agons arc enchanted be:lSts. Magic flows through 
their caustic blood, and m;lny Drakes arc powerfUl spdl
asters. Some utilize their skills to crush their foes. while 
others wield enchantments in more subtle ways. All 
Dragons bask in power and enjoy dominating other 
crearures, and many know an array of potent mind
manipulation spells. Coupled with their sharp intt"lIt"ct. 
these Incantations can drive a stalwart Man or Elf to lay 
down his arms or even wage war upon his bremn:n. 



The Dragons' fondness for word-games, riddles, and 
other contests of the mind is legendary. All Drakrs enjoy 
using their intellectual prowess. Puzzles and riddlrs fasci
nate them. They are skilled in myriad tongues and capable 
of conversing and word-dueling in many languages. Their 
wicked eyes, audacious presence, incredible vocal-sttength, 
and perceptive ways make them formidable (if not over
whelming) foes in a debate. Schooled in the arts of verbal 
illusion and capable of sensing the slightest changes in 
sound pitch and emotion, they see deep into the words of 
those who are unfortunate enough to meet them. Few can 
conceal their [nle feelings in the face of such utter power. 

Dragon�, however, have certain weakne:ues when it 
comes to battles oflogic or wit. Vain, wrathful, deceitful, 
self-centered, and astoundingly boastful, Drakes have a 
very delicate temper. Filled with hubris and easily flat
tered, they bask in others' adoration and enjoy comple
ments even when they know the speaker is simply hoping 
to delay his own doom. A Dragon will toy with a foe 
whose soothing words are effectively de!ivued far longer 
than he will tolerate a pugnacious adversary. To a Drake, 
a false flatterer is wise and an armed challenger is simply 
foolhardy fodder. Dragons despise disrespect. 

Regardless of their species, Dragons live and hUllt 
alone. They jealously guard their territories, and will 
confront or kill other Dr:tkes that infringe on their ever
expanding domains. Their realms, of COUfse, reflect their 
origins, for wherever a Dragon goes, he lays waste to the 
land. They do not concern themselves with subjects or rhe 
works of lesser creacmes; they seek only power and the 
booty that testifies to their triumphs. 

All Dragons live in Inirs of some form, returning in a 
way to the womb-like earth from which they came. 11ley 
spend an inordinnte amount of time in these underground 
(or underwater) abodes, reclining on beds of treasure. 
Even when active, they rest or sleep for ren to a hundred 
hOllrs on end. During hibernation, a Dragon might sleep 
for a thousand years. Many a Drake has slept so long that 
dumks of his treasure become imbedded in his armored 
scales. 

Dragons can mate but. like other monsters, they have 
no inclination to form unions or reproduce. Only an 
outside will can compel them to produce offspring. In a 
sense, then, Drakes must be bred. 

When Dragons do mate, they follow elaborate court
ship rituals. The male makes the invariably long joumq 
to his mate's home. where he combats any riv�k or 
pretenders. He subsequently engages in dance, a sool"lllJ 
but acrobatic display of frighuning frenzy. Mating fo� 
lows and may last as long as ten days. The male du:o 
departs for 10-I 00 years. Six months or so later the fenuk 
lays 1-10 eggs in a hatchery pit deep within the emh. 
After another six months pass, the newly-developed >"OIlIl 
use their sharp horns to break out of their rough, lead� 
shells and begin their IivC$ in Arda. Those thu ;Iff 
perceived to be weak. however, are eaten by their mothm. 

Draku �ubsist on virtuillly any kind of food. Theyaq 
consume anything from meat to mithril. swallowing ZI 
much as a thousand pounds in a single gulp. When thq 
feed, it is ofu:n in the fonn of an unbroken orgy rJ 
consumption lasting two to forty days. During this timt. 
rhey slaughter and eat herds of cattle or wild Lassarukin 
Their unusual metabolism enables them to store mostgf 
[his food and allows them to hibernate with impuni'T' 

Virtually immortal, Dragons have never been knownto 
die of old age or disease. They grow and age. t� 
getting larger and in many cases slower with the p� 
years. Theirenchanted blood gets increasingly causticw 
corrosive, while their armor becomes thicker and roughu 
and their horns get longer and more heavily ribbtd. hi 
time, a Drake's overlapping scalC$ become almost impco
etrable, and even their relatively soft underside be:COIM 
capable of defu:eting all the best of weapons. 

However, Drakes have a flaw in their defenses. Knon 
as a "birth spot," it is an imperfection of unknownongm 
or purpose which some chroniclers auribure to tht wr;d 
of Eru. Here, scales f.,il to develop. Wilh the exctprioncl 
the Dragon's eyes, it is rhe only vulnerable point on tbt 
creaturt:'s body. If found by a lucky opponent (e.g, B.vd 
the Bowman), this flaw can spell the Drake's doom. 

Of course, just getting close to a Dragon is a considtt
able feat. Dragons have giganric, multi-rowed tec:th ;md 
claws as hard and sharp as a lance-head. Some havt II'Iup
like tails that can bash or slash an opponent to dtamlDl 
single, precise sweep. Ochers have huge bar-like wingsrbl 
can stir the air into a spout or drive it into a galing wind. 
Those (hat possess bream weapons. like the feilnOllll: 
Fire-drakC$, can use this wind to enhance the strength. 
speed of their flames-flames that can scour a wheW 
valley in minuus. 



The Drngon's horns are special tools used for boring 
I)j eluding. Their size and rib pattern symbolizes a 
Ihkt's power and denotes his stature in the hierachy of 
Iiw: species. These horns are tsSentially unbreakable. 
Prizrd for their value as musical instruments and bow
l&ing material, they can be ground to produce a host of 
ItKhanted potions. In a strange way. they embody the 
IIrtngth and magic of these exceptionally special crea
w. 

DRAGON FAMIUES 
Likt all of Atda's creatures. the Angul6ki are tied to the 

Music of the Ainur. Although [hey :ue the offspring of 
Mtlkor's discordant harmonies. Dragons still reflect the 
_t.l1 themes born out ofEru's thought. They remain 
Ilfd to a's five "physical" elements: Air. Earth. Fire. 
Ught. and Water. All Drakes can be classified accord
�Ir· When discussing the nature of Dragons, many Elda 
mroniclers prefer to use these categories, for they reflect 
Iiw: origins and habitats of the Angul6ke families. 

Air-dnkes (Q "V ilwaJ6ki"): Air-drakes include all winged 
Cold-drakes. As theif name implies, they reside high in 
thr mounuins and spend most of thC'ir waking hours 
in flight. Their habits mirror those of avian faptors, 
although thC'y are nocturnal in nalure. Like their arch
foo, rheGreat Eagles, they gracefully glide through the 
skie$ scanning the ground for prey. 111en. they swoop 
downward, capturing thC'ir pri7.es with the long talons 
of their powerful rear legs. An Air-drake's initial strike 
is usually lethal, for the impact is sufficient to kill a 
$lOUt T mil; howevtf, many Dragons bite: off the heads 
of their prey ... just in case they survive: the sudden 
rmdtzvous. 

Euth-drakts (Q. "Ke:menI6ki"): Earth-drakes include 
em-drakes and the three wingless varieties of Cold
drakes: Land-di.lkes, lee:-drakes, and tnle Cold-drakes. 
Together. they constitute the oldest and most varied of 
the Dragon families. 

Firt-drakes (Q. "UnI16ki"): Comfortable even in molten 
rock pools, Fire-drakes often nest deep beneath the 
nnh. There. they hibernate and replenish their eonsid
ruble powers. Fires invigoi.lte them, stirring thtir 
blood and stoking the embers of their fie:ry breath. No 
OI:her Orngon-line rivals the power of the Urul6ki, for 
they are the true descendants of Glaurung the Fatht:r. 
the Worm of Morgorh. 

light-dr:.kes (Q. "Kalal6ki"): By far the least numerous 
of the Dragon families, Light-drakes arc unusual, 
wingless Worms equipped with whip-like tails that 
lport serrated spines. Thcse spines house retractable 
mnnbranes. each of which is filled with an electrically 
charged fluid. The Kalal6ki prefer to fight with their 
hils. striking their prey with the knife-like spines and 
at the same time de.livering a "sting" analogous to the. 
impact of a lightning bolt. 

Water-<Jrakes (Q. "Nmi16ki',): W:ner-drakes include. 
Rain-drakes and true W:lter-drakes. The larter, me 
"Sea Serpents" of lore. dwell throughout Arw and 
constitute the most numerous family among all r>r.agon
kind. Much rarer, Rain-drakes are exclusively freshwa
ter creatures that inhabit the dt:pths of remote lakes 
and rivers. Some scholars also (mistakenly) include 
Marsh-drakes in th is category; but they neglect to note 
[hat the swamp-dwelling loC'gangwai :ire Fire-drakes 
who, while hatched undt'r scalding conditions. later 
repose amidst warm, noxiow wattts and gases instead 
of fiery I:wa. 
While these. five element::lll cI� cnver :.11 ofDr:.gon

kind. the varied nature of the Angul6ki invites other 
characterizations of the grear Worms. Various chroni
clers divide Dragons according [0 numerous criteria. The 
following chart summarizes a numbt"r of these distmc
tions: 

F:.mily Element Nature WingsBreath 

uve-dnke E.mh Cold-drake No No 
uve Wonn E.mh Cold-dnke No No 

Cold-drake E.nh Cold-dnke No No 

lct-drake E.nh Cold-drake No I� 

L:llld-drake E.nh Cold-dnke No No 

Light-drake Light Cold-dnke No No 

Winged Cold-drake Air Cold-dnke Yo No 

Fire-dnke Fire Fire-drake V."1 Fi� 

Manh-drilke F,� Flre-dnke No G.. 
Rain-drake WatCT Cold-dnkc No No 

Water-dnke w.= Cold-drake No No 

Sand Drake E.rth Cold-dnke Yn No 

\Vere-wonn E.nh Cold-dnke No No 

Dwarven loremasters employ five different categories. 
dividing the Dragon families according to the following 
schtme: 

Cave-drakes - Slender. wingless Dr.!.gons that residC' 
exclusively underground. 

Cold-drake. - All Or:lIgons who do not fit Into one of 
rhe four specialized cattgones. 

Fire_drakt:� - A grt:::llt bane of rhe Naugrim. they are 
fearsomc, fire-breathing lords of Dragon-kind. 

Water Drakes -Air-breathing swimmers who reside in 
the water and nest in submarine caverns. 

Were-worms - Sha�changing crearurt:s found in the 
South and East of Endor. 

No people: have more experience with the Angul6ki; 
thus. we employ [he Dwarven outline throughout our 
discussion about specific Dt:lgon groups. 



6.4.1 CAVE DRAKES 
Cave-drakes (Q. "RondoI6ki"; sing. "RondoI6ke") arc 

relatively small Dragons wllo evolved very early and never 
developed refined intelligence. Descendants of the earliest 
Cold-drakes. they are an exceedingly ancient race that 
relies on instincts rather than plots. Cave-drakes live 
alone. and generally fight each other to the death. They 
rarely pose a threat to the stability of Endorian politics. 

• CAVE: DRAKES 
Climate: Hot/Humid. Hot/Average. Arid, Warm/ 

Humid. Mild, Semi-arid, Cool/Average. Temperate, 
Cold/Dry, Frigid. 

Habitat: Undcr,ground, Volcanic, Enchamcd/magical 
places. L:lirsj caves/overhangs. • 

Frequency of Encounter: Extremely Hard . •  
Size: 1 5-40 ft. 

. 

True CavC'-drnkes resemble diminutive Cold-drakes. 
They have no wings; nor do thcy possess a brcarh weapon. 
ewe-drakes rely on their sl1Or(, powerful legs and mUSCll
br bodies when hunting prey near their cavernous, high
land homes. Denizens of caves and volcanos, they are 
quarrelsome and territorial and terrified of the true Drag
ons, although they will deny it vehemently and will "drop 
names," claiming to know old $catha (or whomevcr is thc 
nearest Grcat Drake) wcJl. Whilc ablc to spe�k, rhey 
remain stupid by the standards of Great Drakes and 
cherish polished glass over uncut gems, since the former 
gleams so brightly. They are appalling liars (both in 
quality and quantity). 
Emchangodogo. A sleek, white Cave Drake, 

Emchangodogo(P. "Little Wonn")came of age in thc 
wilds ofEndor's Yellow MOllntains(Q, "Orolnnari")' 
She lives near Niocllpa, her twin sister and chief rival, 
and jealously gllards the grc:lt tomb-fields in  the high 
vale ofMakaburini. There, high above the headwaters 
of the rivers Miriant and Pelangwi, she roams the vast 
limestone caverns hdd sacred by the neighboring Pel 
tribes. 

Emdlangodogo measures about thirty-six feet in 
length. Her small, smooth scales, glistening white skin, 
:md pale-blue eyes suggest a beauty that belies her true 
nature. Hardly a noble (rearme, Emchangodogo is 
simply a swift, voracious huntress intent on ambllshing 
and sbying anyone who elllers Mabburini. She only 
ventures out of her lair at night, though, so those who 
stay dear of the caverns and travel in daylight can rest 
easy. 

Lrss pmdcm travelers often find encounters with 
Emchangodogo rather unpleasant. Using her agile tail, 
the Little Worm strangles her prey, dips the body in a 
brine pool, and then hangs it to dry beneath a natural 
quanz skylight. Salted, the corpse stays rebtivc:ly 
preserved until eaten. Emchangodogo likes "seasoned" 
meals, so she may wait as long as four months before 
consuming an unfortunate victim. 

Nioc�pa. Pale grey and grey-eyed, Niocipa (p. "Pa 
Serpent") resembles her twin sister Emchangodof 
mon: in fonn than in coloting. Like Emchangod� 
she i s  approximatc:ly thirty-six feet long and movcslXl 
four short, stout limbs. Her powerful legs can prop:! 
her atspecds of up to fifty miltS per hour (SOkm/br} 

Blessed with seven inch claws and equally-10!¥ 
tccth, she is a dangerous foe. Nfoo'ipa's favorite pas
time (save sleeping on a bed of cryst:lls) is to lie in war 
and capture prey with her seven-foot long, prehcllSlk 
tongue. Holding her victim against her maw, shedm 
a channel across the width of his exposed body m:l 
thcn slowly chews th" rol'5O ;n half. She comidtn 
Hildo hearts a special delicacy, so Nioalpa taka err 
save the precious organ for dessert. 

The Pale Serpent resides in lhe T1me SiSltn. J 
cavern complex comriscd of linked tien hollowt<! cu: 
of a lush, limestone hill near me eastern shore of tit! 
Nen Angwi, in southwestemmon Endor. Her abodu 
situated about twenty miles southwest of the great Pel 
citadel ofNioea Manara (P. "Serpent Tower" )' Thtrr 
she guards a hoard of gems and glass objects, mwoC 
which she claimed from shipwrecks or unforrtuuCt 
coastal caravans. 

C.WEWORMS 
Climate: T empe.rate. 
Habitat: Underground, Volcanic. Enchanted/magic! 

places. Lairs/ caves/overhangs. 
FrcquUlCY of Encounter: Sheer Folly. 
Size: 24-36 ft. 

Cave Wonns are rhe most specialized and repellnl 
breed ofCave-rlrakes. They lack any noticeable limbsmd 
live their whole lives underground. Like most al'� atJ. 
cures. they have little pigmentation and even less C)·a.JgIx. 
relying on the ability to "read" vibrations and a goodsmc 
of smcll to locate the prey that [hey seize with mar 
prehensile tongues. Because they have a (onstanl need ft. 
calcium, the f.,."orite food of Cave Wonns is bona.. 

Cave Wonns combine most of the le351 dCSlrabi! 
characteristics of wonns, being const2ntly covered wtdt 
slimy mucous. They will eat almost anything. meat � 
a favorite. but roots and fungus are quite acceptabl� in I 
pinch. They do not, however. ear rock, despite pcninca: 
Dwarvish legends to the contrary. Rather, lhty usrthull 
hard homs on thtir bony heads as drill biB to borctlx; 
way through soft or cntmblmg stone, shdmg along l1G 
their mucous as they go. A bony ridge protects thar pwt 
and narrow ryes from this boring activity. 

Cavt Worms dwell in the Underdecps. Thus, (hey zr 
most common in Moria. although they may be elXOUJl. 
tered in other spots where someone has been f� 
enough to dig too far beneath the earth. 



6.4.2 COLD-DRAKES 
Cold-drakes(Q. "Hdbloki"; sing. "Helkaloke")com

prist the most common and oldest breed of Dragon. All 
othtt Dragons are d(Scended from their line. Bred by 
Morgoth ;u: the ultimate fighting creatures, they wen: the 
lint monsters to threaten the peace of Middle-earth. 

Thm arc four types of Cold-drakes: (I) Winged Cold-
dnk(S and the three wingless varieties, (2) (me Cold
drms, (3) !cc-drnkrs, and their smaller cousins. the (4) 
laOO-drakts. 

COU>-ORAKES 
Oimltc Cool/Average. Temperate. Cold/Dry. Frigid. 
Hlbiru: Alpine/high alritude/mounrainous, Breaks/ 

wadis, Freshwater coasts & banks, Glacier/snowfield, 
Marsh/swamp. Underground. Vobnic. Wam:! 
bmcn. Conifcrolls forest/t<liga. Heath/scrub, 
Plains/grassland. T undTa, Enchanted/magical 
plaCtS, erou-over points between dimensions, L1irs/ 
caves/overhangs, Ruins. 

Frtquency of Encounter: Sheer Folly. 
Siu: 30-80 ft. (wingless). 

True Cold-dr:lkes arc powerful. :tnnored creatures 
whose sc:tles arc thicker than those of other Dragons. 
Agile but wingless, tl\t�y have powerful limbs and long, 
lutl), claws. 1\ Cold-drake's bite can crush a fillly-ar
mored f�, and a sweep of its whip-like tail can easily fdl 
J Mumak. They rdish ],hysical combat and are quick to 
5trike when confronted. Cold-drakes enjoy the hunt, but 
they love the fight. 

Most Cold-draku live in cold or frigid climes, prefer
ring the wastes and alpine highlands 1'0 more temperate 
l.mds. These monsttrs wtrt, afttr all, spawntd in the 
unrrcold of the Farthesr North. Thus, they :Ire stout, 
llrong, immune to icy weather, and capable of smelling 
prey up to ten milts away. (No Dragon possesses as great 
Uense of smell.) Thtir coloring also reflects their affinity 
for the snows. I\lthough they vary in hue [ike other 
Dragons. most are grey-white or even white in color. Still. 
the older, more powerful, Cold-drakes arc often black, 
brown, or even red. 

Monsters such as Dragons C:lnnot breed without being 
comptll!.'.d by some outsid!.'. force and, even when they do 
IlUCt, they usually (or " naturally") produce less frighten
lIIg offspring. So it is with the Drakes who--in keeping 
wnh Eru's Thought-are a doomed race. Thus, a union 
Mwten:l Cold_drake and :r. Fire-drake lfpic .. Uy produces 
.mother Cold-drake. This accounts for their prevalence 
mlong the great \Vorms. 

Tbt Dragons oj tlu JYitlur,J Hrat£ 
The Withered Heath (Q. "Sarch nia LinqueHe") 

north of Mirkwood is home to many Dragons. The 
mmpnse the V;)S[ majority of the renowned Drakes 
of the Grey Mountains (Q. "SintangI6ki")' Most of 
them arc not Illighty as Dragons go, yet from the 
point of view of a Man, Elf, or Dwarf they should not 

to be trifled with. They ste:al treasure from each other 
and from any other sources that they hear about:.. 
Their hoards are of varying sizes and qualities. for not 
all of them are very clever about the <juality of jewelry 
or �apons. Smaug ;ind Satha we:re. in their time, the 
mightiest of these Worms. When they departed (and 
later died), ltangast .. nd Ando-anca became the pre
eminent threats. 

Agburanar. Agburanar (Fo. "Shrouder of rhe Sun" ) is a 
black Cold-drake who awoke in a cave in the wilds of 
Forodwairh around T .A. 2200. He was among the: last 
of the Drakes to nir in rhe aftennath of tht grr..t 
settlement of the N:mgrim in [he Ered Mithrin (5. 
"Ered Mithrin"). After :l brief war with [he Lossadan 
clans, he migrated south ro the high Caves of Olund. 
There, in a spur ofGrey Mountains, ce.n miles north of 
rhe. Withered Heath of d\e: easte.rn Grey Mountains, he 
established a lair. 

The caverns nt Olund open eastward, but are only 
accessible by way of rhe T alath Oiohclka. Tucked high 
in rhe mountainside. lhey provide a ufe: repose. No sire 
could be better for Agburan .. r who, while exception
ally swift, lacks rhe brute power and strength of will of 
his neighbor: rhe gre.ar Ando-.. nca. 

Olund also ofTc:rs its master ideal hunting grounds. 
The high elevarion places Agburanar amidst the wild 
mountain goats, who comprise core of his diet. The 
black Cold-drake savors goar-mtat, ;:md the slopes of 
the Nan Olund are crowded with this provision. 
Agburanar care:fully chose his lair. (Bear-meat, which 
forms the remainder of his regular diet. is re:adily 
aV:lilab[e in rhe valley below.) 

Ag�uranar rypiCllly confines his movements to the 
Nan Ulund, for he is a relatively shy beast. He is active 
(30% of tile time) but reclusive. Although he slew the 
renegade: Dwarf-lord F&in and later slaughce.rrd a small 
band of Snow-trolls who challenged him for F&in's 
ho�rd, he likes 1'0 avoid battle. His occasion:!1 skir
mishes with lce-orcs :tTt' defensive in nature. 

If forced (0 fight, the black Dragon relie:s on his 
astounding quickness :tnd SfraJrh to outmaneuver his 
foes. He likes to attack his enemie:s from an exposed 
flank, te:aring upward with his long, steely claws. 
Grappling and wrestling bothe:r him. although his 
tough hide is renowned even among the Grey Moun_ 

rain Dmke:s. 

A lesse:r Cold·drake. Agburanar is the offspring of 
Nwalkahendi (Q. "Cruel Eye."), a nephewofGlaurung. 
ana his more imposing matr, Gayid(Q. "DaughrtTof 
Dread"). His mother survived the \Var of Wrath. bur 
died around SA 3319 at the: hands ofLararudrra, the: 
third High-chief of the Lossorh. Agburanar took 
refuge along the southern edge. ofLaratudira's domain, 
only [0 be trapped by a glacier during rhe Change 
resulting from the Downfall of Numenor. 



Ando-anca. A red Cold-drake, Ando-anca (Q. "Maw of 
Iron") resides at Sammasudunanca (Q. "Iron-pit Cham
be;rs") on the northeastern side of the Withered Heath 
(Q. "$arch nia LinqueHe")' His father was Glaurung. 
so he is extremely old and, aside from his older brother 
Scatha, the most powerful of the Cold-drakts of the 
Grey Mountains. His "domain" stretches stretches 
hundred.-; of miles nonh and east of the Sarch nia 
Linquelle, across the Talath Oiohelka, and includes 
the lair of Agburanar the Shy (see above). 

The Iron Maw originally stirred from his long 
hibernation around T.A. 1 640. He awoke in a cave 
beneath Oron Udtmanca (Q. "Mount Iron-pit"), an 
iron-rich peak that stands near the heart of th� north
eastern spur of the Ered Mithrin (5. "Grey Moun
tains"). There, he made his hom� atop a shelf in a 
rectangular chamber measuring some 600' by 900'. 
The red Cold-drake later established a second lair at 
Non-urn. 

While small (h� is only forty-five feet long). agd. 
and somewhat tired, Ando-ano is dangerously aggrtS
sive, ut:u:mely clever, and frightenly vicious. His 
bloodthirst is unrivaled. Never shying away from I 
scrap. he is a hardened fighter who has met every 
challenge he has ever faced. He has defeat«l everyrinl 
killing a few in the process. With rhe exception of 
Scatha and Itangast, all of the Grey Mountain AnguMki 
fear his wr:Ith. 

When the Dwarf-lord Fram slew $catha in T A 
2001,  Ando-anca inherited his brother's mantle 011 
"Lord of the Sint:mguI6ki" (Q. "Grey Dragons"} Hr 
attempted assert this ticular dominion, suiking agail))l 
a number oflesser Drakes during the ensuing centuria. 
Both Itangast and Throkmaw challenged Ando-ma 
and a series of inconclusive battles transpirffi. In timf. 
Throkmaw refused combat. but the riv:llry bc:rwttn 
ltangast and Ando*anca persists to th is day. 



Ando-anca enjoys these bloody contests. Fighting 
invigorates him. Accordingly, he hunts whenever he 
c;m(i.e., during mostofhis waking hours), gorging on 
Caru, Losrandir, Draugrim, Ytch, Tereg, and even 
Naugrim. In keeping with his age, he naps after each 
feeding. and has been known to sleep for a couple of 
months after a hearty meal. His penchant for slumber 
Is such that, even when stirred, Ando-anca sleeps about 
95% of the time (01-95). 

Culgor. A young, reddish-gold Dragon, Culgor (Q. 
"Golden-red Horror") is a relatively attractive and 
enchanting presence. He undoubtedly is one of the 
most beautiful ofMorgoth's many Cold-dra,kes. His 
somewhat comely visage may account for his confident 
d£meanor and inquisitive, outgoing nature. 

Dwarf-legends referto Culgor as the "Horse-drake." 
for he nms like a swift steed. None of the Grey 
Mountain Dragons are as fast as the Golden-red 
Horror. While Culgor hates to exert himself over a 
long distancc, he can outsprint a fleet pony and jump 
like nimble deer. His hunting style resembles that of a 
great car, which is in keeping with his penchant (or 
feUing prey on open ground. Like many of his kin, 
Culgor f.wors Caru, Losrandir, and Sintoront6ki (Q. 
"Grey Mountain Sheep"). 

Culgor is also the most inquisitive of the Grey 
Mountain Dragons. Ever-curious, he loves to explore, 
inquire, debate, and delve into or about virtually 
anything. His thirst for knowledge is such that he has 
ma!ltered aU the Elda and Northman tongues, as well 
as Westron. Labba, and various Orcish dialects (in 
addition to his native Mdkorin). He reads, although 
he is roo large and too impatient to bother with most 
books. 

Culgor makes his home in the upper caves at Bat 
Dome, a rounded peak situated in the great southeast
trn spur of the Ered Mithrin. Surrounded by hordes of 
Silver Bats, he reclines on a giant slab of golden quartz 
and gazes down on a great cache of coins, gems, 
semiprecious stones, jewels, weaponry, and other trin
kets. Most of this vast treasure originally belonged to 
his jealous sister. Haurnfile. 

Culgor robbed Hallrofile of the bulk of her forttlne 
actheend of the First Age, when the two lived together 
in the northernmost reaches of the Ered Luin (S. "Blue 
Mountains"). He fled to Bat Domesoon after the War 
of Wrath, absconding with a steel net filled with thirty 
of Haurofile's thirty-six iron chests. When his sister 
surreptitiously followed him to the Grey Mountains, 
Culgor was forced to unwittingly confront his sordid 
deed, for he has been "haunted" ever since. 

Vain, youthful and blesse:d with long limbs, Culgor 
maintains a strong, sleek profile. He is the most active 
of all the Sintangulbki, and rarely gorges according [0 
the traditions of his kind. AU forty feet of his small 
body remain in perfect condition. 

Gostir. Gostir, the ancient "Dread-glance" of North man 
legend, is a pure white Cold-drake. Renowned for his 
burning red eyes and terrifying countenance. he is a 
powerful enchanter who can frighten a foe to submis
sion or even death with his gaze. Fortunately for the 
local Lossoth, Umli, and Lotan peoples, however, he 
feeds mostly on the rich fauna of the Far Nonh. His 
diet consists of the herd animals and large water 
mammals that live in and around the Sea ofIlluin. 

Gostir resides at Ninguaika (Q. "White Fell"'), a 
hollow granite spire. The stone tower rises from a lIast 
ice-field like a rough-hewn. fille hundred foot obelisk 
and stands amidst the frosty mountains of8.1rl Syrnac. 
This nlgged range comprises the central remnant of 
the once-vast Ered Engrin (Q. "Iron Mountains"')' 
There, north ofRhun and along the eastern boundary 
of the Northern Waste, great glaciers wind between 
the snow-c�pped peaks. These glisteningspires protect 
the more te:mper�te coastal taiga to the east from the 
harsh winds of Forodwaith. Great evergreen foresl:S 
cover much of [he taiga, especially in thecolles and bays 
of the Se:'l ofIlluin. and form an ideal hunting preserve 
for Gostic the White. 

In many respects, Gostir is a typical Cold-drake. He 
hatched a few years after the founding ofThangorodrim, 
and grew to a length of sixty feet. His thick hide, stout 
limbs. and massive skuU suggest great strength and 
protect him from the some of the harshest weather in 
all Endor. Huge claws and teeth and a long, whip-like 
tail provide him with the tools of war. 

Unlike most Cold-drakes, Gostir is skilled conjurer. 
He f.wors spells and incantations to more physical 
means of power. This unusual prediliction reflects his 
heritage as one of Morgoth's " Sly-worms," and his 
subsequent role as a lieutenant of the Balrog Urullaiwa 
(Mlmr) and Guardian of the llJuin Marches. 

Save the NazgCil HoarmOrath. who laid claim to the 
Barl Syrnac in the late Second Age, no power in the Far 
North rivals that of Gostir. The white Drake enjoys 
virtually complete mastery of his domain. Comfon
able and confident. his chief fear is complacency. 



HaurnfUe. Hamnfile(N. "Something Fell and Flowing") 
the Foul is the older ( and meaner) sister of Culgor. 
Jealous and biner, she hates her brother with a deep, 
abiding ire. She is convinced that Culgor stole her 
hoard before fleeing from the Blue Mountains over
looking Beleriand at the end of the Elder Days. 

Haurnfile's long life is colored with tragedy and 
frustration. A rather unattractive reddish-grey Cold
drake, she has never inspired much affection or respect. 
The Foul Drake produced young once in her youth, 
bur subsequently ate her offsping and slew htr mate. 

Her constant wandering reflects her troubled, un
settled n:lClITe. Following eulgor's flight froln Ihe Ered 

Luin, Hamnfile embarked on her latest migration and 
meandered eastward through the shattered caverns 
beneath northern edge of the Grey Mountains. The £.111 
of Angband, however, led to the banishment of her 
lord, Morgoth; and, like all of the great Drakes she 
slumbered for want of a dark focus. Haurnfile did not 
awake again until disturbed by Dwarven explorers in 
T.A. 2007. Searching for her brother's lair, she lTacked 
him to Bat Dome, a granite peak in the southwestern 
comeror the Withered Heath. There, unbeknownst to 
ClIlgor, she established a home in the steamy chambers 
of the Under-deeps. Her repose is called Slow Fail, for 
it is dominated by a three hundred foor wide. four 
hundred foot tall lava-fall. 1111' molten cataract flows 
over the shelf beneath which she rests, guarding her 
sleeping nook. While some argue that it describes her 
demeanor, H:lurnfile's name is derived from thatofher 
peculiar home. 

The Foul Cold-drake is an active and dangerous 
presence. She is often (01-25) awake and fuqllently 
(01 -70) away from her deep lair. Aside from plotting 
:lgains[ Clligor. Haurnfile's favorite pastime is hunting 
Dwarves and other bothersome adventurers. Most of 
the time, though, she is forced to subsist on Goats and 
Sheep. 

Like many Cold.drakes, Haurnfile possesses short, 
strong limbs and a thick, powerful tail. H:r teeth arc 
somewhat short-being only about six inches long
so she relies on her deadly tail and large horns to slay 
more chal!enging prey. At nine feet in length, her grey 
horns arc among the largest of their kind. (She used 
them to impale her mate, the Black-t:lnged Drake 
Morc;l.r.txc. ) 

H yarleuca-The youngest of all theSintangul6ki. HyarlNO. 
(Q. "South-wonn") is a small brown Cold-drake. H� 
is the reckless son of the great Worm, Scatha. whosltw 
his mother(Iaurmilme)soon ;l.fter his birth. Hyarleua 
bears wounds inflicted during his parents' fray, � 
most notable of which is a six footscar across his nost. 

Some say that the deadly duel scarred more than his 
head, however, for the Soum-worm is a bizarre ch�r.I(
ter�ven by the peculiar st:lndards of Dragons. Cruel 
violent. moody, stupid, unsubtle, and lazy. he is given 
to frenzied orgies of wanton destruction. He relisha 
senseless slaughter and loves nothing more than to 
destroY :l vilbge :lnd le::ave its de::ad occup:mu sc::atrend 
about as Wolf carrion. Even when he kills for food. he 
usually leaves half the carcass uneaten. HY;lirleua 
t:1ncies only "sweet" meOit and, being too impatient to 
look very hard for tender morsels. he would rather kiU 
a dozen victims and then consume his fare with calt'. 
His utter disdain for all other life is such chat he ofl(1l 
lays waste to senlerne-nu or caravans without bothering 
to even look for boory. 

Hyarlem:a lives in a cave in the hil! called Narrow 
Watch. which is situated southeastofGondmaeglom. 
about ten miles north of the Men Rhllnen. He haunu 
the neighboring highway, and r�nges well into theopcn 
grasslands between the Grey Mountains and the Iron 
Hills (the "Narrows"). In his early youth, he even 
joined his father on campaigns against the wain ma
vans bound for Angmar; however, $catha put an end to 
these joint plunderings when it became apparent thaI 
his son was destroying precious goods without allow
ing his superior the joy of the kill. 

Pe�t brown and only forty-two feet long, Hyarlcua 
is hardly an imposing CoId..cJrake. Still, few among � 
Free Peoples would dare challenge him in open com
bat. He is youthful and strong and given [0 craztd 
bouts of ye.lling and dancing that invoke images of an 
insanely fevered hound. More than a few Dwarf
groups have broken in the face of rhese frighcfuI 
perfonnances, and at least twO Dragons refused to kiD 
Hyarleuca for fear of inheriting his " curse." In truth. 
though, the main reason for the South-wonn's survinl 
is $catha. No other Drake has( so t:u) wanted to borhtt 
with [he idea of declaring war on [he great Worm's 
line. Nonetheless, HyarleucOi lives on "borrowrd" 
time. 



K1y.uar. Klyaxar (N. "Ashen Claw"), the son of Ando· 
anca, is a brownish·red Cold·drake who has long 
haunted the Lossoth of the Far North. He roams the 
hill country north of the Ered Mithrin. His range 
mirrors that of the Meglifonneni (Q. "Bears of the 
North"), the huge. white North Bears renowned 
throughout Forochcl and Forodwaith. In summer. he 
travels in search of the great Lostandir herds, which 
migrate as f:,r as the rocky. windswept shores of the 
Forogaer. In winter, he remains ne:'lr his hill·cave home 
at Barnerh:idh (N. "Burning Heath"). According to 
Northman legends, the cave-which is known as 
Ashenhome(N. "Echetham")--is said (0 have housed 
the origin:'ll Shrine of Araw. but this Story is very 
similar to a Lossadan tale suggesting that the site served 
as the ancesrral womb of the noble Tulipalohimo (L. 
"Fire Clan"). 

Klyaxar relies on raw speed and d:'lring whenever he 
hunts or fights. Young and small. but quick. he 
stealthily trots through the taiga and across rhe tundra. 
bt�aking into a full gallop whenever he sets his sights 
on a choice herd. Then. he thunders into the Illiddleof 
the frightened gathering. felling his prey with great 
sweeps of his :mnored t.,il or rapid strikes with his long 
claws. After he slays a dozen or so full·sized beasts, he 
ends his frenzied assault and begins gathering his 
cbim. Finding a streamside nook. he feeds until dawn-
all the while piling the bones of his victims into a cairn 
that proclaims his presence and denotes his modest 
coup. Any North Bears who happen across these bone 
pil�s quickly retreat (rom the area. (or they dare not 
challenge Klyaxar. lest they also find themselves mark· 
ing Ihe Ashen Claw's domain. 

Klyaxar's chief rival is Agburanar. the black Cold· 
drake who stalks the foothills south and cast of 
Ashcnhome. Both arc swift and agile Dragons, but 
Agburanar is a considerably older and wiser creature. 
Fortunately for Klyaxar, he is also shyer, and rarely 
forces an encoumer with another Worm unless he is 
territorially threatened. 

Othet than Hyarleuca. Klyaxar is the youngest of the 
Sinragul6ki. He resides in his birthplace. which was 
esmblished by his mother Arleasbime (N. "Wichd 
Tmmper") at the beginning of the Second Age. 
Arlbsbime gave birrh to Klyaxar around T.A. 1000, 
dying soon thereafter at the hands of her playful 
offspring. Klyaxar bit his mother in her birth.spot 
while wrestling. forever silencing the monster whose 
cries had colored the night skies along the northern 
flanks of the Ered Mithrin. 

Lamthanc. Lamthanc means "Forked.mngue," which is 
an apt title for this huge grey.white Cold·drake. Not 
only is his prehensile. nine· foot mngue forked, but he 
is a deceptive schemer. Lamthanc disdains truths, 
preferring to employ complex lies m confuse and trap 
his foes. He is, in every �nsc. a playful killer. Riddles 
and songs punctuate his conversations. which seem like 
wild. rambling monologues, but are actually clever 
puzzles. 

Lamthanc is the youngest son of Laicarca (Q. 
"Green.daw") and Muinanc1ki (Q. "Sc:cn:t Tooth"), 
two great Cold-drakcs who died in the War ofW rath. 
Both he and his older brother (Gastir) migrated east
ward at the beginning of the Second Age. Each settled 
in the Ered Engrin(Q. "Iron Moumains") but. whereas 
Gostir chosero reside in the B.1TISyrnac range. Lamthanc 
pushed furtherto the east and made his home above the 
Angailini (Q. "Iron Lakcs") of wcstern Urd. There
near the icy waters of the Sea of IIIuin. by the Bay of 
Uwm in north·central Endor-hedwells in the Danc· 
ing Caves of DirkQ[i. His stunning lair is ringed with 
crystaline columns that reflect light like huge kaleido· 
scopes. 

Like Gostir. who lives some eight hundred miles to 
the southwest. Lamthanc must deal with the machina· 
rions of the Ulair Hoarmurath. Hoarmfirath. the Lord 
of Dir and the Ice King of Urd. is "the Sixth" of the 
Nine Ringwraiths. His claims stretch across most of 
northern Endor. Theyencompass [he hunting grounds 
of \'arious Dragons, including Gostir and Lamthanc. 
Neither Cold·drake openly challenges the Urd Nazgial, 
for both prefer simpler contests: however, Lamthanc 
cOr\'ltanrly tests rhe limits of Hoarmurath's patience. 
The Forked Tongue Wonn delights in raiding Urd 
and Myri herds. as well as hunting the Nazgt1I's more 
isolated sentries and war panies. 

Scvcnty.five feet in length and standing over rhirry 
feet in height. Lamthanc is among the largest of 
Endor's Cold·drakes. His massive size limits his range, 
but he remains a threat to anyone within a hundred 
miles of rhe Dancing Cavcs. Even the fishmnen of the 
Angailini must use caution. Their lore properly warns 
them that Lamthanc the White is capable of sliding on 
icc and swimming through the most frigid and swirling 
of waters. 



Lastalalka. Few of the Helkaloki instills so much dread as 
Lastalaika (Q. "Sharp-cars"). A silvery-whitt: Cold
drake, he resides at Uminaronda(Q. "Echoing Hall") 
in the northern Orocarni (Q. "Red Mountains 't) of the 
East. H is rhineen-tiered lair reaches deep into the 
snow-covered peaks near the headwaters of the river 
Haen and looks westward ovcrcold grasslands ruled by 
thc hardy Aigvalg. 

Known as a frequently dormant (he sleeps 90% of 
thc time) but mthlC'Ss man-cater, Lastalaika has devas
tated a wide ponion of the plains that separate his 
home from the great bay to the west. Sharp Ears' 
penchant for reducing whole vill::r.gl'..� ro mbble wrl':l.ked 
havoc among the scattered Aigvalg clans, many of 
whom abandoned their ancient gathering siteS for 
more protected spotS in the tall, evergreen forests to 
the west or south. 

Sangwanca (Q. "Poison Jaw"). Lastalaika's mother. 
was born in Utumno just before the Battle ofUnnum
bered Tears. A major rival ofUcumkodur (see below). 
me great golden Fire-drake. she stalked her nelnC'Sis for 
centuries after the £.111 of Morgorh. She outiivl'd 
Utumkodur, but perished at the hands of the gilded 
Dragon's Womaw allies. Young Lastalaika swore re
venge against his mother's slayers. but believed them to 
be a pair of rival Worms. His search for rhe children 
of Utumkodur led him [0 settle at his present home. 
Fmstr:lted by the absence of the objects of his original 
ire, he still searches fruitlessly for Sangwanca' s murder
ers. In the meantimc, he hunts without piry, occasion
ally capturing the odd huntl'r or fishennan in quest for 
infonnation about othC'r Dragons who might reside in 
the Orocarni. 

Slender and fifty feet long. L1stalaika is best known 
for his gigantic eat! and the three rows of largt. silvery 
plates that adorn his back. The plates rt"gulate his 
temper,1ulre and at the same time proclaim his grt"at 
strength. In the language of Melkor's monsttrs, thty 
serve as an effective dominance display. His pointed 
ears protect his skull. Highly sensitive, they permit him 
to distinguish sounds through a wide r:lnge of pitches 
with amazing clarity. Tht"y evt"n enable 11im to hear 
dearly through water or ict". Womaw legends say they 
permit him to discern the nuances of "Word-magic." 

Somc note that LastaJaika's foul naCUre is the cause 
of his constanr pain. Others postulate thar :t"STf'�r hurr 
makes him wrathful, and Avar chroniclers state that his 
strange bitterness at his mother's loss is the origin of his 
unrelenting suffering. Whatever thc case, he is never at 
easc--even while in slumber. 

Merkampa. The so-called "'Wild·claw" resides in tht 
Ercd Onn;!.1 of $Outh-<entral Middlc-canh. A liglu: 
grey Cold-dr.ake who has longtcrrorized theClyanand 
Vaag peoples, he is often c.alled the Bane of the South. 
Merkamp.a's .aw.akening spurred numerous tribes to 
move outof rhe lands surrounding the Chy Passes, and 
the lords of the Acaana, Chy, Clyan, and LOdemily 
peoples all offer rewards for his head. Ever swift and 
skilled in thearts of na..lking and hiding. the Wild Oall' 
appears unkillable. As many V �g cults and clans flOlI' 
revere him as oppost: him, and he has passed into lou! 
lore as a permanent fixture. 

Although nimblC', Merbmpa me:uoures OYl'r si.r; 
five feet in It"ngth. His pale grey scales and glittering, 
eighteen-inch cbws shine bright in the clear, dry 
southern night. Those who It"ave to speak of an 
encounter with the noble �ast cannot help but pro
claim his beauty. However enticing he might seem. 
though, the Wild Claw is a dC'adly hunter who an 
halve a camel or a horse with a single swipe. He: liva in 
accord with his label. No Cold-dtakt" has strongn-or 
sharper talons, and few arc as skilled at wing thru 
claws to surgically slice their prey. 

Both of Merkampa's parents, Mlmvanaimo (Q. 
"Jewel Monster") and the black Drake Naik:unil (Q. 
"Mother of Pain"), migrated $Outh during the lUi 
century of the First Age. Naikamil new from Endor 
after slaying he:r conson in the: hills of Jojojopo, and 
now hails from M6renort:. Her son scarcdy re:mnn
bers her. for both he and his siS(C'T-Piuralamb� the 
"Spittcr"-found themselves abandoned soon �ttt 
their birth. The two remained in me: Ered Omul.N 
Piutalambapt'rished aroundT.A. l 400atthe lundsrl 
Variag huntsmen led by Ovatha. 

Merkampa sleeps most (85%) of [he time. but lit 
occasionally ventures out on aU-night r:lids. He ohm 
hunts in the open grasslands near his home at Poison 
Rock. The numerous caravans crossing through 1M 
Chy Gap provide him with ample hoary and swu
nance. Still, Mcrkampa's more typical meal involveu 
mixtufeofWild Goat :lnd Camel He mayaugmcm his 
inr:Ute of l:lrge game by feeding on doml'Sticau� 
livestook, bU[ the herders of the region now take can: 
to h� their beasts in protC'Cte:d b:lms or cncbns. 



Scarmthe Wonn.Scatha(N. "Vile One"), the youngest 
son of the first brood of Glaurung. resides at 
Glndmaeglom in the central Grey Mountains. He 
measures some eighty feet in length and possesses 
tremendous strength and speed. Bright blood red and 
standing nearly thirty feet :It the shoulder, he is the 
mighriest of the Cold-drakes. The Dwarves of the Ered 
Mirhrin know him as theiT greatest bane, while the 
Notthmen measure all Dragons by the one they simply 
call "rhe Wonn." 

An utTe"mdy aggressive and gree"dy Drake", Scatha 
:w.tively hunts forcivili7..ed slrOngholds containing loot 
lnd hI" frequently r:lids C:lr:wans fr:lveling along chI" 
Men RhGnen(S. "Eastern Way") northofMirkwood. 
Hr eau LosTandir, Goats, Orcs, and Giants, but he 
considers Dwarves and Elves delightful delicacies, and 
h( seeks them out whenever they wander ooro his 
hunting grounds. 

SulbaJs rlfk 
One of the greatest Dragons to survive the destruc- . 

tion of Angband, Scatha the Wonn roamed Endor's 
northern wastes throughout the Second Age. A5 the 
eldest surviving offspring of Glaurung. he was [he 
preeminern Cold-drake in the North. He later made 
his lair in the Grey Mountains, where he awoke 
around T.A. 1625. Scatha considered himself the 
lord of the range when the Dwarves of Our in's T ribc 
began mining in the rtgion in T.A. 1999. 

Seatha slew a number of the N:lUgrim and built 
quite a I re35ure-hoard prior to the arrival of Durin's 
Folk. However. when the weahhy Dwarvl'3 from 
Erebor (the" Lonely Mountain) enured the Ered 
Mithrin, he struck quickly. The Great Cold-drake 
renumbered his fath�f's defeat :It {he hands of the 
Dwnrves or Bdegost and f�ared rhar fhe stalwart 
imrudel"S would claim his domain. So, in early T.A. 

. .� .,., 



2000, the foul Worm :mackcd the Dwarvcn Inine at 
Silverplungc, where he killed the inhabitants and 
captured :t V:lst cache of [re:lsmt'. 

The: Dwarves sought LO avenge this suike, but they 
Look 100 long to regroup. Later the samc year, Lord 
Fram of the t:orhwd slew $catha and took the Cold
drake's hoard back to the Norchman realm in the 
Andui n Vales. Enraged. the Dwarves demanded that 
the Eothcod rerum the booty, but Fram refused. The 
Horse-lord prefcrred to lise his new-found wcnlth to 
build a new capital at Fr:lmsburg. He then sent the 
Nallgrim an insulting reply, along with a necklace 
m:adc from Scatha's teeth. This touched off fighting 
and the Dwarves slew Fram during the brief conflict. 
Ever since, there has been animosity between the 
Northmcn and the Naugrim - the awflil legacy of 
Scatha rhe Wonn. 

IcE-DRAKES 
Climate: Cold/Dry, Frigid. 
Habit''lt: Freshwater coasts & banks, Glacier/snowfield, 

Ocean, Saltwater shores/shallows, Vvasrc/balTen, 
Tundra. Enchanted/magical places, Cross-over 
poinrs between dimensions, Lairs/ caves/overhangs, 
Ruins. 

Frequency of Encounter: Sheer Foil),. 
Size: 25·65 ft. (wingless). 

Ice-drakes resemble white Cold-drakes and are often 
conFuse::d with their kin. Unlike true Cold-drakes, how
e::ver, these creatures often feed on water creatures and are 

among Endor's most powuful swimmers. lce-drakcsm 
also capable of ingesting water or icc 3nd spewmg it;as I 
SOrt of "false breath weapon." 

Although they share most charactt'ristics of odwr 
Cold-drakes, Ice-drakes reside exclwively in ("rtv;assaor 
ice-ova and spend most of their active lives on or nt3r 
glad",", and ice nows. They arc capable:: of gbca� 
essentially skiing on their powerfi.11. nar aftercbws (u. 
claws that exttnd out the rear of each appendage). 
Lonl2w. Lomaw(N. "Snow Jaws")' the50nofHopilolunn 

(L "Silver \Venn"), is a grey-white fce-drake ....lao 
rtsides in a snow-cave on the north sideofCoUartnOUIl, 
just south of the Dying Glacier in the:: Grey Moumains. 
He and his brother, Nimmaur, art the only two let
drakes in the region. 

Snow Jaws is among the most deadly of the Dragora 
of the North. Extremely agile, clever, and Clp;bk Ii 
lI10viug ;aero» the snow, icc, ;md rock of (l\c cmmI 
Ertd Michrin with startling speed and cast, ht is I 
fonnidable hunter. Like his brother, he slays mos(of 
hiS prey by blasting rntm with h is icy breath. Hti� 
snow and iCt, propelling the frigid crystals through his 
mouth for distancts of up to 600 feet. After f� 
a f�, he dashes fonh rodeliver a "cracking" blow.,m 
his nimble tail, rhus insuring h is kilL LOlmw then 
garhers the body and returns to the edge of � 
Glacier. There, he maintains a pit-cache whert hr 
sracks his victims like cord-wood. 



Forty-five feet long. Lomaw is a fairly sizeable 
monster. He is also quite distinctive by the standards 

(If his race for he lacks the pure white pallor of his 
brethren. His grey and white scales, though, make': him 
difficult (0 discern in the frosty reaches of his moun
tain domain. Snow Jaws blends well against the land-
5Ca�, bt it a glacier, a snowfield, or a rocky crag. 

Lomaw enjoys the open air, but he takes care to rest 
in or stalk his prey from carefully chosen nooks. Ever 
rtdusive, he fears revealing himself on anyone else's 
tmns. This inherent shyness, coupled with a disdain 
for the muddy heather of the Withered Heath, keep 
him dose to his repose. There, of course. he is virtually 
unlSsailable. 

Collamlount Caverns, Lomaw's lair, is a vast net
work of ever-changing tunnels and chal1lbus that 
Itmchcs deep into the adjoining ice-fields. Lomaw 
ilkS the cave system faT sooring his modest treasures. 
H� also employs the complex for his long, hibern:'Iting 
rttTC'ats. as well as during times of extreme danger. 
Since Snow Jaws is the only creature': to understand the 
Dying Glacier's often unpredict.1ble movements, he is 
theonly soul who can safely negotiate the maze he calls 
home. Wllere others might be trnpped in crevasses or 
Jw�][owrd by the frigid waters of subterranean lakes 
�d stre:uns, Lomaw can slither or swim through a 
wide variety of secretive romes. 

Nirn.an�lIr. Like his older sibling Lomaw, Nimanaur (S. 
·White Fire") is an Ice-drake who lives in the Grey 
Mountains. The brothers T«ide fu afield from their 
kin, most of whom dwell near the Forogaer (S. "North 
Sea"). Nimanaur's lair. which is situated in an Ice-cave 
ailed Scree Watch, looks southward from a nook at 
the northwestern edge of the Sareh nia Linquelie, some 
twenty miles northeast of Lomaw's home at 
Colbrmollnr. 

Nimanaur spends mostofhis time sleeping (0 I -80) 
orsnow-sliding (8 1 -95), and has never enjoyed "more 
serious" endeavors. Morgoth failed to properly fuel his 
ire. Although he measures over forry feet and possesses 
theabiliry to spew ice, he is f.,r less deadly than Lomaw; 
Whit( Fire feeds exclusively on the Losrandir who 
wander ncar his abode at (he northwestern edge of the 
Withered Heath. 

When it comes to open conflict, Nimanaur prefers 
to hide rather tha.n fight. H( only eng,lges enemi(, who 
force the fray. Using his unique ability to change the 
rolor of his scales from any shade between grey-black 
:md white. he blends into the landscape, avoiding 
dttcction fronl all but the most perceptive of trackers. 

Nimanaur's principaJ salontion against his more 
hungry and lethal brethren is undoubtedly Lomaw. 
While the two rarely see one another (even though 
their lairs are joined). Snow Jaws' presence prevents 
more aggressive Dragons from assailing Scree \Vatch. 
His wardship is critical given the cenrral loeation of the 
brothers' territories. 

As evidenced by his love of snow-sliding and swim
ming, Nimanaur is a playful beast. He enjoys a broad 
variety of games and cont«ts of physical skill. His 
hunting style reflects his const<lJlt need for entertain
ment. Although hardly mirthful. White Fire delights 
in "fooling" hill prt')'.Sulking-and hiding. hClInea.k"up 
on m unfortunate herd ofLosr.lndir and uses the lie of 
the landscape to disguise the sounds of his plundCT. 
Fellingisobted "sentries" with his icy breath, heslowly 
circles the grazing animals until something stirs the 
gathc::ring into frenzied flight. Only then doe':s he bmay 
himself and begin the chase. Fortunatrly for the 
Losrandir, it is invariably a half-he-aned pursuit. 
Nimanaur easily tires of the- exereise once it be:comes a 
simple run, and is usu...Jly conum [0 return home with 
a dozen or .so carcasses. 

UNO DRAKES 
Clim:lte: Cool! Average. Temperate, Cold/Dry. Frigid. 
H:l.biut: Alpine/high alcitude/mounuinoU$, Breaks/ 

wadis, rreshwater coasts & banks, Glacie-r/snowfield, 
Marsh/swamp, Underground, Voleanic, W:l.Ste/ 
barren, Coniferolls forest/taiga, Heath/scrub. 
Plains/ grassland. Tundra, Enchanted/magical 
places, Cross-over poinrs between dimensions. Lain/ 
caves/overhangs, Ruins. 

Frequeney of Encounte.r: Sheer Folly. 
• Size: 25-SO ft. (wingless). 

Land-drakes are nighdess Worms. SmaliCT thom Cold
drakes. th!::y are fre'lllently describe:d :l.S Lesser Drakes. 
They m notabl!:: for their speed and dleir ability to leap 
and climb like huge cats. Quick to startle or anger, they are 
among the most common of ...J1 Wonns. 

Land-drakes breed '1uickly (up [0 twice every twenty
four ),!::ars) and comprised the majority of Dragons in 
Morgoth's annies. At the same time, [he-y are the most 
vulnerable of all Dragon brf'ed.s, and most perished during 
the War of W rach. Those few thu survived the
armageddon, scattertd into thf' wilds and eventually 
,ettled throughout Endor. No portion of the: continent, 
save the deserts, escaptd their wrath. They be:gan breeding 
again after S.A. 1050 bur, be:eause of their modest size, 
few lived past [,he third millenium of rhe !Xcond Age. 



WINGED COLD-DRAKES 
Climate: Cool/Average. Temperate, Cold/Dry, Frigid. 
Habitat: Alpine/high altitude/mountainous. Bteaksl 

wadis, Freshwater coases & banks, Glacier/snowfield, 
Marsh/swamp, Underground, Volcanic, Wam'/ 
barren, Coniferous forest/ taiga, Heath/scrub, 
Plains/grassland, Tundra, Enchanted/magical 
places. Cross-over points between dimensions, Lairs/ 
caves/overhangs, Ruins. 

Frequency of Encounter: Sheer Folly. 
Size: 50-120 ft. wingspan. 

Winged Cold-drakc5 arc. like Fire-drakes, the descen
dants of [nle Cold-drakes. They rt:.Semble their farcfa- . 
thers in character, except that they 3TC mote slender and 
graceful. Most importantly. the elongated fingen oftheir 
long forelimbs support huge membranes -wings which 
enable them to fly. 
B2iranax. Bairanax the "Bear-hunter" lives in the caves at 

OviT Hollow in the southern Grey Mountains. Situ
ated due south of the Sarch nia Linquelie. the main 
hollow is tucked in a ring of volcanic rock set in the 
cemer of a high vale. There. the Bear.imnrer makes his 
home amidst a n:ltmal. flowt'r-filled moat. It St'rves as 
an idt'al repose. for it enables B."'Iiranax to make rapid 
strikes across the Narrows above Mirkwood. Travel
It'rs along the Men RhCmen receive little warning of 
their impending do01l1. 

B;iiramur: is. by any standards. an imposing monsr:(f. 
The brownish·red Drake measures about frlty.five feu 
in length and has a wingspan of about seventy fM. 
When standing on his hind legs, he can reach things 
neady thirteen yards above the ground. His long ooi: 
and rail enable him to strike before and oUt quitt 
comfortably at distances of about fifteen feef. 

While Bairanax is a far-ranging omnivore. he S3.\'OB 
game food. especially Bear. He hunts in the cool riva" 
valleys of the North. where he stalks lkars intent 011 
eating berries and fishing. Thousands of Bear-boAtS 
adorn his rough hewn chambers and serve as � testi
mony ro both his hunting skills and his cmniry. 

His fondness for Bear-meat is tied to his hatred for 
Bears. for as a young Dragon escaping the doom of 
Angband. he was almost killed by a North Bear. In 
turn. the Northman Bear-cults consider B;"IiranlXtobt 
an ancient and very personal enemy. Legends S1JggaI 
that the �at. winged Worm is actually a f2llm 
Beaming shape-changer. More than one of the Bnp
bar has perished while trying to slay him .. &innu 
invites these quests. which seem to increase in numbu 
with each passing year. 

Nonhmen aside, Bairanax's chief rival 1$ Lonu ... 
The two fight periodically because both art � 
aggr�sive DrakC$ who never forget a grudge. Neitha 



posses:;e:; the upper hand in the feud for, although 
Lomaw is older, tougher, and capable of "spitting icc," 
Bair;max is stronger and blessed with the power of 
flight. 

Like Lomaw, Bairanax is also a cunning monster. He 
possesse:; a quick mind and delighrs in tdling long tales 
about his exploits and the achievements of his ancient 
family. Still dose to his mother Fukgrima, he recounts 
colorfully frightening stories of her years in the service 
of the Lord of Angband. Sentimental, even sorrowful, 
these performances ineYitably end with Bairanax seek
ing reYenge against the Star-dancers of Rhovanion. 

Dulomin. D:oelomin (Q "Night Shadow"). the oldest 
d�ughterofScuilaca and Dracaetren, aCUlally fought in 
the I:!sc two batdes of rhe First Age. Elven legends 
re<:ounting lhe E[der Days refer to her as the Ghost
wing of the Ered Engrin. She is extremely old, but has 
'pent most of her years in deep hibernation. 

Daelomin's is a complex and confusing {X'rsonality. 
She is gregarious yet remains a loner. Although a loyer 
of family, she killed and ate her own mother and 
daughter. A poet and mystic, she loves desTnlccion as 
much as any thought or creation. While a capable spell 
caster, she is given to horrible bouts of violence. 
Enamoured of domination, she shuns fhe idea of 
tlitablishing a domain. 

Dadomin makes her lair at the Dancing Spire, a 
silyery-grey mountain situated some forty miles west 
of lhe Withered Heath. There, in a scree-filled vale 
halfway betwetn Gondmaeglom and Anvilmount, she 
resides in one of the most glorious and opulent lairs in 
all of End or. Htr chambers contain small but f.1bulous 
c�ches of jewels and gems, plunder dating back to the 
Night Shadow's youth. On most days, though, 
Daelomin leaves her well-appointed chambC"rs to sleep 
btncath the sun atop the smoot!l, rounded summit. 
(There, she rests up to 85% of the time.) 

Male Dragons, many of whom act as would�be 
suitors, approach Daelomin cartfully, often seeking 
htt out as she awakes in the open twilight. Regardless 
of when or how they arrille at Dancing Spire, though, 
they do so htsit:lIltiy, for her re;served reputation is 
renowned amongtheSintanguI6ki. lronically, Daelomin 
despises their C:ltt, for she disdains weakness; thtlS, 
rhey inllariably lealle frustrated. Only KllUzadrtpa's 
long-dead brother. Ieraca (N. "Angry Mcssengtr"), 
ever succeedtd in arousing her to rective his passion. 

Forty-two feet in length and graced with a sixty foot 
wingspan, Daelomin is large (albC"ir modest by tht 
standards of the Great \Vorms). Her sleek. black scales 
and feathery ridge of backplates lend her a beautiful, 
wicked visage. Other Drakes consider her comdy, and 
both Elda and Northm.an chroniclers speak of her as 
a marvelous, elusive work of an. Gliding quietly on 
glistening wings. Daelomin has ellen stirred the soul of 
the Naugrim. 

Dynca. Battered and scarred in the w:ars of rhe late First 
Agt, Dynca is considered ugly even by the nandards of 
monsters. His cracked scales betray m:any years of 
battle and dozens of duds with his rivals. A Grc:ar-cagle 
took his left eye and snapped off both of his horns. 
Fully half of his b:ackpl:atcs and a quarttt of his eight
inch teeth are broken, A trio of holes adorn his huge 
wings, mack and grey, he appears perpetually bruised. 

Dynca's countless trials honed his compassionate 
spirit, He is undoubtedly the most rcfelccive and 
forgiving of the noblt Worms. He rarely fighr..s. and 
neycrgoes to battle unless forced to defend him.self. He 
shuns lhe casual lIioltnct that colors the liyes of his 
more typical brethren. Dynca even confronts his foes 
before striking, allowing rhem to hear cales of his war
craft before deciding whether or not [0 re(teat. 

Unfortunately, since most Drakes equate Dynca's 
worn body and spirit of compassion with weakness, 
the old warrior receives more challenges than anyof the 
other Sinrangul6ki, He uses his considerable calm and 
refined wiles to bestor stalematt his adytrsaries. Dynca 
also retains an ine:ro:plicable reserve of spetd. and he is 
known to outmaneuver and exhaust other Dragons 
btfore ever suiking a blow. 

Dynca prefers huntingto fighting. and lilies near his 
(avoritt hunting grounds on the T alath Oiohelka. His 
lair faces south and c;l$t out of [he great mountain 
called Sorrowdrop.Situated in the northeastern ann of 
the Ered Mithrin, only about ten miles north of the 
Withtred Heath, it is an ideal sitt from which to start 
fOrAYS over the Northern Wastes. His nocturnal ,so.. 
journs are somewhat sporadic, giyen the w(3thered 
Duke's penchant (or slumber (he sleeps 90% of the 
time). 

Dynca measures fifty fett in length and has a 
wingspan of ntarly seyenty feel. Slender and long
legged, he is amazingly light and agilt. He is also given 
to using sly tricks to furthtf ItsSen his load or incr� 
his quickness. His favorite tactic is to inhale a light gas 
from a swamp or \'Olvano, storing the buoyant fumes 
in one of the extra lungs tucked bent:lth his spine. 



Khuzadrepa. Khuzadrepa thC' Cruel is a powerful sor
cerer. His ability to manipulate the forces ofNuure is 
legendary. A vile monstC'r. hC' enjoys overt displays of 
power and ruthlessly slays the strong and weak. alike. 
Both the Elves of Mirkwood and the Dwarves of the 
Emyn Engrin consider him one of the principal threats 
to peace in Rhovanion. and each offers a reward for his 
huge head. 

Khuz"drepa (Kk. "Dwarf-slayer�") lives at Thunder 
Cleft in the southC'astem arm of the Grey Mountains. 
His lairoccupiesa Dwarf-hold. which he seized around 
T.A. 2563. He slaughrerc:d the Naugrim who had 
mined and settlC'd the site for ovc:r thrc:e centuries. 
Employing spells. he fooled the Dwarf-wardm. :'Ind 
then he crushed the re.sist:'lnce in piecemeal fashion. 
Those who fled across rile marshy fields below the 
gates, found themstlvc:s hunted down and eaten-like 
doomed mice ntnning from a relentless raUer. 

Not content with sacking only one rich site, 
Khuz,1.drC'pa destroyed ovC'r a dozen DwarvC'n SC'ttle
ments during the four decades aftC't thC' Battle of 
ThundC'r Cleft. His accumulation of heads and booty 
slowed after T.A. 2590, however, whC'n the Naugrim 
abandoned thc:ir Grey Moumain claims and rmealc:d 
south to the Iron Hills. Still. the Cruel Worm contin
ues his restless search for wealth [0 this day. His 
ccastless travels carry him :lcross the Ercd Mithrin. 
ffi:lking no place safe for travellers. 

Jet black and sixty feet long. Khuzadrepa is a 
fonnidable presence. Sporting curving. nine-(oot horns 
and blessed with slightly defonned bm powerful limbs 
and sixteen-inch claws. Khu2..1drepa gives anyone good 
cause for trepidation. When he flaps his C"ight)'-foot 
wings, he can strike fear in the sroutC'st ofhC'aru. 

The most pOlC'nt spell-caster among all the 
Sintangul6ki oCthe Withered Heath, the Dwarf-slayer 
spends much of his waking hours (he sleC'ps 650/0of the 
time) practicing sorcery. Spc:lls delight him and, while 
physically strong, Khu2..1drepa enjoys wielding his 
great magical prowess. Given to toying with, and then 
abusing, his victims, he follows the example nt by his 
even viler mothC'r, Amarthovc:sse (Q. "Doom's Wife"). 
Torture awaiu those unfortunate enough to find his 
grasp. 

lthuzadrCF's wmderings bring him into ocras1onaI 
conflier with his fellow Dragons. Some. likeAgburwr, 
bear the sens of his irC'. Others, such as Haumfile. lu� 
bet.':n fortunate enough (0 stly out of his �y. 1he 
Crud Wonn's lack of speed. though. means dut 
encounters arc rardy on his tenns, so Khu:zadr� IJIUS( 
remain wary of any Drake ht.': can easily catch. Aftcrill. 
somt.': of the Sintangul6ki-notably Ando-anca mel 
ltangast-possess far gre.uer power than the $COriN 
Dwarf-slayer. 

6.4.3 FIRE-DRAKES 
"'Fin: fLa�J from tlx JralOIt'S jaws. He dnfLJ for jI wlQ. 

b� in IIx IIi,. abow Ibnn 1i,gbling "U the wie; Ibt Irm ", II" 
sbcm Sbolll t,ie copptr lind flu bIcoJ wilb !Laping shrt� rf 
dt1lSl Mill: al llxirf"'. TIm down bt swooptJ slraight I� 
Ih)'tamow-sloml, ntl:lw in bis rogt, lattng no bttJ 10 INm bU 
Stilly si,w 10wardJ bis fou, stdiFlg only 10 SI/Ilxir IOW1Ubli!1I • • 

- 1bt H"Ui" p. 2J6 
FirNrakes(Q. "UruI6ki" or"Feal6ki";sing. "Urul6Itt" 

or "FeaI6ke") are the most powerful Dragons in Endor. 
Descendants ofGlaurung [he Father. the WonnofMor. 
goth, this frighteningly destructive breC"d is also dw: 
second oldest Dr:.gon subgroup. 

FIRE-DRAKES 
Climate: Hot/Humid. Hot/Average. Arid, Warml 

Humid, Mild. St.mi-;uid. CooI/AvC'rage. Tcmpmr(. 
Cold/Dry, Frigid. 

Habitat: Alpine/high altitude/mounttinous. Bl'tw/ 
wadis, Freshwater coasts &. banks. Glacier/snowfidd. 
Mush/swamp. Underground. Volcanic. Waste/ 
barren. Coniferow foresr/ttiga, Heath/scrub, 
Plains/grassland. T undr.a. Enchanted/ nugio.l 
places. CI'OS5-over points betwC'en dimensions, Lai/S/ 
caves/overhangs. Ruins. 

FrC'quency of Encounter: SheC'r Folly. 
5iu: 50-140 fc. wingspan (when winged� 

Fire-dr.akes come in m:'lny forms, bur maS[ arc slmdcr. 
agile CfC'aturu. \Vhile some arc suitC"d to the' land and 
others to thC' air (they :tre all poor swimmers � few art JII 
stout or utong :as the Cold-drakes. The')' possess a finr 
breath and a host of wicked sptlls. 

LlkC' all Dragons. Fire-drakes 2re cap;able of domlNC' 
ing (e.g .• hypnotizing or enchanting) other beings 1IntI! 
[heir eyes and voices. ThC'y can also move thnr wings m 
order [0 ap�ar larger and more imposing. or to 'UnflT 
dinner cheif prey. Their keen C'yes :tlso enablC' thnn to 
operate effectivdy in virtually any lighting. Given this 
acute sight and their prodigow memories, Firc-dnh. 
have little trouble kC'eping careful track of their hoMds. 



Anc�l�gon the Black. The defender and dcstroyer of 
Thangorodrim, the mighty "RlIsh;ng�jaws" was the 
greatest monster ever born in Middle.earth. He ap· 
pt�red at the very end of the Elder Days, dming the 
climax of the struggle between Morgoth and the Free 
Peoples ofBe!eriand. His reign of terror proved short· 
lived, but he served as a frightful precmsor of the many 
scm his accursed line would inflict during t.he ensuing 
Ages. 

Ancalagon was the epitome ofFire�drakes and the 
father of Winged Wonns. Hundreds of feet long and 
possessing a fiery bteath capable of destroying an 
meire forest in a single bbst, he could drive away an 
army or slay whole tribes unaided. His spells rivalled 
those of the Maiar and his visage invoked a terror 
surpassing that of � Balrog. Of all Morgoth's servants, 
only Gothmog could dare stand against him. 

Fortunately, Ancalagon was killed by E.'rendil dur� 
ing the Great Battle. A lucky and skillful bowshotsaved 
Endor from a creature unrivalled in the ;mnals of 
history. Ancalagon was so huge that. when he fell. he: 
shattered the spine of Thangorodrim. breaking tht' 
roof of Black Enemy's fortress like a skyborne earth� 
quake. 

Angurth. Angurth (S. "Long-death"). {he wild nephew of 
Anealagon. is a long, Il'an. bl:lck-gold Dr.J.gon. A 
strong, gracl'ful CTl'ature. hI' is missing a horn as a result 
of an ancient mating duel With Throkmaw (Smaug's 
yOlmger brother). Long-dea[h is among the most 
feared of the Sintangul6ki. for he is possessed of an 
uncontollable temper and breathes with an unrivalled 
heat. His flames melr the finest of steel as if it were 
nodling bur molded burter. Save that ofSmaug. he has 
the most powerful breath weapon of any of the Fire· 
drakes in the Grey Moun[airu. 



Angurth ow�s his nam� to his most r�nowned 
weapon: jaws of incalcubble strength. His grtat maw 
sports twenty-inch fangs and an array gildro teeth. 
each measuring ov�r a foot in length. Chroniclers refer 
to Long-death's bite as the Vise of Hell. He once 
snapped an armored wain in half, cleanly cleaving the 
steel plates like a butcher chopping meat. 

Angurth resides at Long Peak, in the southeastern 
:lnn of the Ered Mithrin. Ther�. on the southern edge 
of th� c�nter of the \Vithet�d H�ath. a do:un or so 
miles northwest of Goat Mountain, he resides amidst 
rhe re.mnan[$ of what was onc� a great Dwarf-min�, 
Long-death stonned the hold in T.A, 2578. slaying or 
driving ofT the Naugrim aft�r a protracted stnlggle. 

The Dwarva YIOunded him in the fray, thus eamtng 
his undying scorn. Th� black-gold Dragon hopes [0 
someday seede th� score.. H� also bears a grudge against 
Throkmaw, who still possesses the upper half c( 
Angunh's right horn. 

Angurth reputedly relishes duds and enjoys sbying 
heavily armored foes. He seeks out challenging foes 
and hunts only th� hardiest of beasts. In doing so, M 
expends tremendous energy. for he flies and figlu:.s with 
astounding passion and vigor. He slumbers in sirruLv 
fashion, and his slttp habiu (he naps 92% of th� limr) 
make him among the laziest of the Gr�at Womu. 



{Qunmg. Father ofOragons. 

"".suddtnfy Giournng (amt forth with a grtat �Ios' offirt, 
and tTaw/td duwlI into the slrtam. Tbtn straightway ,btu 'WIlS 
• I1IIsl hiuing lind huge \'Opcun IIrQSl, lind Mabfung and bis 
fellowtrS ,ha, iurktd ntar Wfft tngu!ftd in II bfindillg sllam and 
feui Sltn(b,. lind moslfod liS bw Ihry (ouUgum lowards lbe 
If) bill," 

- VI, p. 123 

Glaurung (Q. "Golden Gloom") was the first Fire
drake:. Capable of mimicking hillocks and reaching 
across chasms, he: was (like Ancalagon) a gigantic 
monste:r. Glaurung me:t.sure:d almost three hundred 
reet in length when he w,;u full grown. 

While vulnerable to massed arms, the Golden Worm 
could easily crush most foes. Few armies withstood his 
wake. Only the combined might of a great host, like the 
Dwarves ofBc:lc:gost. proved effectiveagainstGlaurung's 
seemingly unstoppable onslaught. Even then, the Dwarf
host merc:ly wounded the beast. 

Long an� lithe, Gl�unll1g was a nimble but heavy 
cre:a[Ure. HLs great weight buckle:d bridgc:s and rutted 
rhe: landscape. Still, he could run or slithe:r with 
e�ce:Pf:i?nal spce�. His short, powe:rful lc:gs restricte:d 
hLs ablhty to sprint for prolonge:d periods, so he: often 
pre:fcrre:d to drag himsc:lf across the landscape on his 
u:ceprion:llly slimy, lightly-armored belly. 

Glal1rung possesscd many rools of terror and de
struction, Quickly coiling or flailing his whip-like tail. 
he could crush a house or cut down nees with the 
greatc:stof ease. His blistering firc:s vaporized countless 
se:ttlements, while his foul stench-clouds drove away 
the tou�hest of warriors and beasts alike. Glaurung's 
thunder! ng growl shook the foundations of the stoutest 
strongholds. Magic, though. was his mo.nlethal weapon. 
Cap:.ble or enchanting. possessing, or cursing his foes. 
th� Great Wonn could desnoy a st:.lwart hero with a 
single g!:tnce. 

Morgoth 
.
bred G!:turung in secret, unleashing th� 

abhorrent FLre-drake during the Third B:mle of the 
Wars of Bderiand. The evil Worm surprised and 
nearly vanquished the Elves. His extremely successful 
campaigns inspire:d Melkor [0 breed even stronger 
Dr:tgons. a prog�m that culminated in the: appea�nce 
of the winged Fire-drakc:s of the War of Wrath. 

Brilliant but cruel, vain. and exceedingly rash. 
Glaurung proved [0 be an ever-present war-mongerer 
and able conquerer. His campaigns ensured the de
struction of many significant Elve:n and Mannish 
str�ngholds. He ravished many landscapes before 
dYing at the hands of Turin Turambar. setting a 
standard for his pitiless brood. 

Iungast. Itang:.st is the deadliest and smartest of the 
unwinged Fire-drakes in the Grey Mountains. He is 
quick and stealthy. but huge, measuring ninety feet in 
length. Known for his beautiful blue-tiPP'"d black 
scales

.
and lo�g. silv�ry �oms, he presents a disarmingly 

beautiful gt"se. HIS sIZe and btauty captivate mha 
Dragons. all of whom respect him and most of whom 
zealously �t3y out of his way. Only Scatha and Smaug 
serve as SUItable peers. and ftw Olhrrs present any sort 
of challenge to the greatblue:-black Worm. Ando-anca 
and Throkmaw consider themselves biueT rivals. but 
neil her e.njoys any rtal hope: of vanquishing It:lngast. 
11ley could slay him. but only if they joined forces. 
Such a union, of cOll�. is out of th� question, for only 
a stronger. external wLiI (e.g .• Morgoth) acts to bind 
gren Drake5. 

His name aptly describes his nature, for Itangast 
means ':Guest.eattr" in �he Northman tongucs of 
Rhovamon. He earned hiS moniker afteT inviting a 
group of Northman chiefs [Q a rich banquet. They 
warily accepted. only [0 find themselves atop the 
Dnke.·smrnu. Grillingthe lot with a swup of his fitry 
breath, Ita�gast :'beheaded" the le�dershjp ofhis neigh
bors, thus Insuring the safety of hiS domain during his 
subsequent campaigns against the Naugrim. 

. Irnngast keeps his abode at Gold Hill. :I; stee.p. ore
nc� knoll situate? in the middle of:l; dry lake in the 
W,thered Heath s southeastern lowbnds. His lair 
commands the main migr3tion route iOlo the $arch nia 
Lin�u

.
e.lle. It also guards the Cirith Auris, the pass 

tradmonally use:� by travellers and traders crossing 
between RhovaOlon and Northern \Vastes. Few sites 
in the Ered Mithrin hold so much srnte:gic value. 

The DwarvtS h.av� bunched seven exptditions to 
conquer Gold Hill Th�y aimed (0 e$Cablish a claim to 
the rich veins of gold running through the storied 
do .... n. while at the: same time ridding themse.lve"s of a 
crud enemy. All theirefTorts failed. ltangastconsumed 
each and eve:ry Dwarf. reinforcing rhe legend of his 
hospitality. 

Simil�rly. the Northmen sent three brave pa;nies to 
Gold ��II. Each sought to kill or drive away the blue
black hre-drake. who �stabli5hed his dwe.lIing in a 
sacred Northman burial place. Like their Dwarvcn 
counterparts. all thr� of the Secondbom's ill-fated 
forays ended in inglorious failure. 



Uucaruth. Lwcaruth. the "Wonn oflre," is a wingless, 
red Fire-drake who is known for her unwavtring 
hatred for the Naugrim. This animosity dates back to 
a time soon after her stirring, when Dwarf-warriors 
from Durin's House stumbled upon her lair and slew 
her newborn daughter. Mindful that both her mother 
and sister persished in struggles against the Host of 
Belegost. she pledged her life to the trradication of all 
of Auli:'s offspring. Leucaruth rarely carrits this oath 
outside the Ered Mithrin: however, she is keen to 
attack any Dwarves who wander north of the Men 
Rhunen. 

Exctption:llly fierce. 5he is perperu:llly angry and 
:II ways prowling. When :lwake (about 40% of the 
time). she likes to hunt. Sill' rarely (01-20) st:lYS at 

ho�e unless slumbtring. Her filvorite food is roastcl 
Dwarf-me<1t, but she enjoys Wild Kine, Goat. Urv, 
and Losrandir. like all Drakes, she relishes fresh rna. 
bur occasionally accepts carrion. 

Leuaruth resides in In:rock, a huge mulwroricl 
cavern-maze located four miles north of the plaruull 
WolfFlar, and about ten miles north of the northan 
edge of the Withered Heath. Her lair occupies tht 
upper six byers of the complex, in the area whtfe tht 
ancestors of the Lossorh once gnhen:d each Springro 
trade and marry. Louadan chroniclers r«211 these 
times, and those th<1t still all for the r«overy of rlw 
tradirioru.i muting grounds pre2ch 200m 2 "UCTtd 
qucst" to slay the Wonn of Ire. Only one groupo( 
Snow-men endeavored to :achieve the improb:ableg04 
and their bones now fonn the cairns that ITUrk the 
northeaSlern bounds of the red Drnke's territory. 

The Lossoth 2nd Naugrim uidt, 
Leucarurh's foes 2re legion. Hunsh wlJ'I 
and blunt manner inevitably :aliem.te htr 
neighbors and her frequent aeu of trutiy 
have rouched CYff)'OtlC from (he Angmanm 
to the Eldar. Even Throkmaw. the fatha 
of her son T urukulon, nearly killed ha 
during their mating rituals. (Thr two 
Fire-drnkcs remain serious enemies.) 

The YOllthful Turukulon also hm� 
Leucaruth. for the Wonn of Ire IlII$
treated him throughout his infiner. 
Stunted when he reached adolesw1Ct.1w 
found himself the object of his � 
mother's nearly Itthal scorn. l.euonC 
drove T urukulon out of the Grey Mouo
rains. and the poor tte<1ture u1mn.udy 
ned to the southwestern re:acha of d.t 
Hithaeglir (5. "Misty Mount2il1s�} 
Ruingurth. Ruingurth means "Fift. 
death," an appropriate name for thiS ugly 
and dormant but dangerous rtddish
brown Urul6ke. He is the oldest mil 
slowest of Wilderland's Great Worma. 
but his fire-breath rivals that ofhlsSlJIII. 
gut kin. It is said that his thick, stt1mllt 
names pour from the maw of :II Ii� 
volcano. 



As a v�ry young son of Ancalagon, Ruingurth 
fought in tht War of Wrath, th� sixth and final battle 
of tht First Age. Thert, in tht skies abovt his birthplace 
ofThangorodrim, he was wound«l in a duel with th� 
Grtat-eagle Ranithoron. The scar cuts deep into his 
gnarltd shoulder, forcing him to walk with a limp and 
fly according to a strangt, awkward cadence. 

Ruingurth's brush with death also affected his evil 
spirit. Dtspite his stirring. he remains in a perpetual 
nate of near-sltep (01-92). The red-brown Dragon 
acts as if every waking is a heavy burden. Uncaringly 
fatalistic, Ruingunh seems to be playing a p:tSsive part 
in some �urreal drama where every beasf he reveres is 
doomed to suffer, die, and then (again) suffer. He will 
not stir unless struck. Most of the Sinrangl116ki know 
ofllis odd det;lchment, and generally leave him alone., 
but Ilone arc so noble that they wouldn't attack him if 
the time seemed right, Ruingurth's greatest insuranc� 
is not his apathy; rather, it is his searing breath-weapon. 

Fire-death makes his home in the Silverpit of Goat 
Mountain, a silver-laden peak located in the southeast
ern spur of the Ered Mithrin. His lair stands only six 
miles south of the somhern rim of the Withered 
Heath. Tht closest Dragon-hold to Erebor and Dale. 
it faces south toward Rhovanion. 

Silverpit once served :tS a rich source of Dwarven 
mrt:l.ls and gemstonts. Silver, copJXr. and emeralds 
uemed to spill from the rock. The mining ended with 
the stirring ofRuingurth in TA 2589. Reaching too 
decp into a chamber called the GtI�en Hall. Dwarf
minors broke into rhe Fire-drak�'s ancient resting 
place. Loose stone tumbled onto Ruingl1rth's brown
ish skull, awaking the slumbering monster and and 
beginning the: brief and final chapter in mine's glorious 
history. 

Fire-death posstsses a thick, sixty-foot long body, 
and stand!! only �bout twenty feet at the shoulder. His 
sixty-foot wingspan is narrow by the standards of 
comparable Dragons. It is hardly surprising, then, that 
he is slow. Nevertheless, possessed of an introspe:ctive 
wisdom and having taste:d the hardest of combat. 
Ruingurth can be a savage: foe. 

Smaug the Golden. 

''Ba{k swirlta IIx drrl.CJt! . .A swap oj his 'ad ana ,Ix r«!J oj 
,bt Crral HONS( mmJ,{d Ilna muubta aOW!1. Flama Nn
qNl1l{hablt sprang high in'o ,Ix night. Ano,hn- swoop Rna 
anolk, alIa ano,btr hct.sc .ltIa tbm anolbtT sprlWg tifirr Rna 

fell; ina s,i{/ no Rrrow bitll/nra Snurug or hNrt him 1tIl)ft lhat! 
R flyJrom tht m.mbn." 

- r& Hobbit, p. 236 

Sl11aug is greatest and most cunning of the Grey 
Mountain Dragons. He w» slow to angu but excep
tionally pitiless, spiteful. wrathful, and proud. Al
though red, his scales have a golden undertone which 
rentcts light like metal. In the sunlight or bright 
moonlight, Smaug appears to be gold in color; thus his 
na/lle. He is ninety feet long and has a wingspan of one: 
hundred and fifty feet, which is unusually large for a 
Fire-drake of the Third Age. Smaug originally resided 
in ,he Barl Syrnac. but he moved to Anvilmount, 
northwest of the Withe-red Heath, whe:n he discovered 
that Dwarves had uncovered mineral wealth in the 
r�ion. 

SIIUIUg'S Tllft 
Scourge of the Londy Mountain. Smaug rhe 

Golde:11 was one of the greatest Dragons to survive the 
cataclysm that desuoyed Morgorh's kingdom at the 
end of the First Age. He was, like $catha, an ancient 
Drake who dominated his Ttvals. 

Sm;'mg settltd at Anvilmount in the Grey Moun
uiru some:[ime before T.A. 1 600. The:rc he found a 
vast delving which had once been (ca. First Age) an 
Adan holy place. In keeping with his nature. Smaug 
defiled the tombs and took the mOOtSl treasure: for 
his hoard. He: was upset with the lack of wealth and 
decimated much of the surrounding counrryside in a 
fit of rage. 

When the [;lIe of the wealth of the Dwarves of 
Ercbor (S. "Lonely Mountain") came [0 his sharp 
ears in T.A. 2770, Smaug decided (hat this great 
tre:\.Sure should bt his. He flew southward across the 
W idlered Heath and over the grasslands of nonhern 
Rhovanion. When he came [0 Erebor. he surprised 
his pr�y, :'lnd those that were caught within the mount 
w�re slaughtered. The rest of the Dwarves, who wen 
led by King Thmr. ned eastward to the Iron Hills. 
Grrling the isolared mount2in. the pitiless Drake 
then swept down on DaJe and burned the town [hat 
stood near the b:tSe of the peak. Only a few of rhe 
Northman residents survived. They escaped south
ward to Esgarorh on the Long Lake (Lake-town)' 



Smaug ruled under the Mount for two centuries, 
occasionally stirring to destroy part of the surround
ing countryside. He extended his wasteland domain 
as far as the Long Lake and the Long Marshes. The 
Dragon gathered his treasure-which included the 
entire wealth of Thror's people-into an awesome 
pile. upon which he rested. 

In TA 2941, Thorin Oakenshield brought his 
companyofDwarves (and a Hobbit)out of the West 
to challenge the great Drake. Thorin's compatriot, 
Bilbo B:lggins, disturbed the Dragon. In [he process, 
the v:lin beast revealed his birth-spot. the one flaw in 
hi.� armor. This provd tn be his undoing. When he 
subsequently arose [0 kill Thorin's Dwarves and 
destroy the town of Esgaroth that had harbored and 
helped them, one of the townsmen was ready co 
exploit Smallg's secret. As he flew vengefully over the 
Long Lake and began burning the settlement, Bard 
the Bowman (the rightful heir to the throne of the 
then-ruined town of Dale )shotand killed the Dragon. 
Thus, Bard avenged the desrruction of D:lle and 
ended the reign of the mightiest Dragon in [he North, 

Throkmaw. Bane of the Nonhern Waste, Throkmaw 
(N. "Death Jaws") the Black is the mightiest winged 
Fire-drake, save Smaug, in all the Grey Mountains. 
Like Smaug, he is the son of Ancalagon and inherited 
much of his f.,ther's strength. He also acquired his 
sire's vanity, a trait which is common to Dragons but 
especially pronounced in Ancalagon's line. Exception� 
ally proud. Throkmaw seeks mastery over all his 
brethren-particularly Smaug-and considers his sta� 
(US to be as sacred as his hoard. 

Northmen nalned Throkmaw for his huge jaws. 
which sport six rows of nine-inch teeth. COiling his 
seventy-five foot body, the Fire-drake likes to strike 
foe� with his bite, favoring the intimacy of a snap to a 
blast ofhis fiery breath. He favors uncooked meat. His 
fondness for the purity of a mclee makes him a 
formidable fighter and lends him an advantagt against 
other Urul6ki. for all Fire-drakes resist the elTects of 
flames. 

Like his mate, Leucarurh. Throkmaw knows many 
bitter enemies-including both Leucaruth and his 
brother Smaug. Itangast and Angurth are the most 
notablt of his foes. Death Jaws defeated each of them 
in bnlt:tl mating duels. The wingless It.:lngast subse
'luendy avenged his beating by abusing Throkmaw in 
a nocttlrnal fray on the Dying Glacier, reestablishing 
the Guest-eater's shaky preeminence in the eastern 
Ered Mithrin. Ever prideful, Throkmaw now plots 
revenge. In the meantime, he stays OLlt of the Withered 
Heath. 

Throkmaw's relationship with his more powetfUI 
brother is less clear. Smaug cares little about his 
younger kin, who he has never feared. Throlum1l' 
offers challenges. but the Golden Drake ignores thmJ. 
Jealous and hoping for respect from rhe other 
Sintanguloki. Death Jaws views mattm: from a difftt
ent perspective. He sees Smaug as lazy, and bcliem 
that, someday, he will coax him into the sky and show 
him who owns the re:l.l claim to AncaJagon's heirship. 

Death Jaws' bittersweet coupling with Leucaruth 
resulted in the birth of their stunted son,T urukulon. 
Favoring ltangastand embittered at Throkmaw's rough 
tre:ltment, Leuc:tnlth resented h�r offspring. When 
she drove him out of the Grey Mount3ins, Throkrruw 
swore thar he would never forgive her. (The waysoftht 
great Wonns arc nor so unfamiliar after all.) 

Fortun:tte.ly for the Free Peoples of Rhovanion, 
though. Throkmaw never ventures south of the pralu. 
Instead. he confines himself to rare flights into [he 
northern wastes, where he hunts Trolls and Lossoth. 
His lair is situated beneath the Shab Arch. in tht 
northern foothills of the range, about twenty mila 
northeast ofScatha's home in Gondmaeglom. 

Unlial. Uruial (Q. "Sudden Fire") is an utremelyold but 
stunted red Dragon. He was crippled during the War 
of Wrath by a Noldo archer and was me last Dragon 
to esC<lpe [he downfall or Angband. Troubled 2nd 
hUT(. he spent the e.ntire. Second Age wandering the icy 
wastes ofForodwaith. The red Fire.-drake h�untcd tht 
Lossoth and eve.n arrackI'd Noldo c:unps and Stttle
menlS in northern Lindon. He looted rhe abandoned 
lairs of kin. and explored the shauered ruins of wlur 
was once eastern Angband. 

In time, Unlial collected a vast treasure. Hegathmd 
this hoard and slowly migrated southwward, cstabliJh. 
ing a pennanent home in the Grey Mountains. Hil 
wound eventually healed, bur the scar beside his rip 
ear suggests the difficulty of his recovery. FofCYCl' 
cursed with a limp and periodic headaches that woukI 
kill a Jesser creature, he lives 3. tortured life. 

Uruial is so named because of his uni'lue ability to 
delay the ignition of his fiery breath. He likes to uhalr 
his combustible wind in such a way that it Orrits5OlTlC 
distance before exploding into flame_ Thus. he in
creases both the range (up to one hundred fetl:) and 
df� of his assault. The added terror a5Soci .. [� wid! 
his "sudden fire" is considerable, and mose few who 
have survived a battle with the old Dragon procbim 
him a powerfUl magician. 



Dwarf-lore also speaks ofUruial 
as "undead." The author of FrUin', 
T�1e calls him the "Death Drake." 
He notes that the aged Fire-drake 
actually died around TA 400, 
and that his tenacious spirit sur
vived in ordeno guard his magnifi
cent treasures. Confined to his lair, 
he remains trapped in the Shadow
world. 

Whether or not this legend is 
tnle, Uruial never seems to leave 
his dwelling. He simply rests in his 
spectacular chambers at Steel Fall 
(aka "Steel Fell"). Situated behind 
a specmcular (and often frozen) 
waterf.,11 in the middle of range, at 
the top of the Cirith Himninond, 
this site commands one of the two 
(in this case, the eastern) main 
routes across the Ered Mithrin, 

Utumkodur. Also known as Kod 
Ultor, Utumkodur is the only truly 
golden Dr'lgon to survive the First 
Age. She is the elder sister ofSrnaug, 
and rivals her brother in sIze and 
strength. Unlike Smaug (or for 
(hat matter any Dragon), however, 
she W:'IS never ireful. 

UfHmAoJHr', Tliff 
When Angband was destroyed, 

Utumkodur had already begun fly
ing [0 the east, for Morgoth re
solved that she should subjugate the 
Avari. Morgot],', defeat left her 
mission withou[anyunderlying pur
pose. Nonetheless, she settled in the 
high peaks of Orocarni, in the east 
ofMiddle-emh, as the Second Age 
dawned. 111ere she became mysteri
ously enamored of rhe Hildor of 
the region, going so far .u to be
friend them and begin reaching 
th�m. 

Utumkodur's strange relation
ship with rhe tribes ofKad indirectly gave birth to the 
unification of the Avaradan people known as the 
Womaw. This race would dominate the politics of 
northeastern Middle-earth for much of the next two 
Ages. The Cuit of rhe Dragon that fonned the core 
ofWomaw mysticism was based on Kod Ultor's (as 
she was known to the Men of the East) teachings. Her 
adherents, the Dragon-lords, produced the line of 
Kings that ruled the ever-growing domain of 
W omawas Dnls and became overlords of a huge 

empire. These Kings. or "Hionvora" (YIm. "Emper
ors") practiced Utomkodur's illUSionary m;lgic, be
coming powerful Word-m.ages. (A Incr member of 
this line, Komul l. became [he NazgUl Khanl1iL) 

Kod Ulcor perished at the hands of an evil Av:rr 
Elf-queen named Mormiresul (who used 
Utomkodur's scales to make a magnificent suit of 
:mnor). The Golden Dragon's peculiar legacy, how
ever, survived, since she was diefied by the Womaw. 



MARSH-DRAKES 

Climate: Hot/Humid, Hot/Average, Arid, 
Warm/Humid, Mild, Semi-arid, Cool/Average, 
Temperate, Cold/Dry, Frigid. 

Habitat: Freshwater coasts & banks, Marsh/swamp, 
Saltwater shores/shallows, Coniferous forest/taiga, 
Heath/scmb, Plains/grassland, 
Enchanted/magic:!l places, Cross-over points 
between dimensions, L:!irs/caves/overhangs,Ruins. 

Frequency ofEncolwtt'r: Sheer Folly. 
Size; 20-50 ft., 35-80 ft. wingspan. 

Marsh-drakes arc small Fire-drakes who aTe capable of 
breathing flaming gases. Being marsh creatures however, 
they rardy ignite their breath . Their g:lSCOUS bre:!th is 
e.xrremdy toxic and acts like dilluted Dragon-blood
poisoning or acidirying thm prey. 

6.4.4 WATER DRAKES 

Like Cave Drakes. W:Iter Drakes (Q. 
"N�niI6ki"; sing. "NeniI6h") 3fe air
breathing Dragons who have adapted to � 
wholly nt.':w environment. They have long. 
gracile bodies, tightly-fined scales, and fin
like spinal crests and appendages, mabling 
them to cut through water like Eds or Sea 
Snakes. Their multi-chambered lungs �r· 
mit them to stay under water for periods of 
lip to an hour. while their long throats 
provide them the means to 5[on: enough 
water to spew out densf:llting bl:u;u of 
spray. These Wa[t:r Serpents live in fresh. 
water pools or in waterline lairs situated on 
remote islands or seacoasts. Exceedingly 
rare, most reside in the subterr:l.nc::an mtra 
of the eerie Underdeeps. 

RAm-DRAKES 
Climate Hot/Humid. Hot/Average, 

Arid. Wann/Humid. Mild, Semi-arid, 
Cool/Average, Temperate, Cold/Dry, 
Frigid. 

Habiut: Fn:shwater coasts & banks. 
Marsh/swamp, Unde�round. 
Volcanic, Enchanted/magical places, 
Lairs/ caves/overhangs, 
Crossroads/ roads/ paths/ tr.tils. 

Frequency of Encounter. Extremely 
Hard. 
Size: 2C4O ft. 

Rain-drakes (Q. "AdiniI6ki"; sing. 
H Adinil6ke" ; ak.1 "Lake-worms" or "Pool-
creatures"; P. "Cidimbu Dub:mavi"; sing. 

"(idimbu Dubana") are related to the true Water-drakes 
found in the seas or the caves and caverns deep bem:ath 
Endor. They are less refined man their kin, however,sincf 
Rain-drakes spend a good deal of timt' in shallows or 
along the shore and are capable of moving (albeit slowly) 
on land. living in the lakrs and deeper. remoter rivers. ;ill 
Rain-drakes dwell in fresh water. Most construct lairs in 
submarine caves, although a few make huge nests out of 
fallen trees, rocks. and other natural debris. Dark blue and 
black, they have four, long. nimble, claw-tipped fins and 
huge jaWl> that brisrJe wim four rows of four inch long 
teeth. 

WATER-DRAKES 
Clim.atc:: Hot/Humid, Hot/Average, Arid. 

W.arm/Humid, Mild, Semi-arid. Cool/Average, 
Tfmpcrate, Cold/Dry, Frigid. 

Habi.t:at: Freshwater coasts & banks, 
Marsh/swamp. Ocean, Underground. Volcanic, 
Enchamed/ magical places, Lairs/ caves/overhangs. 
Crossroads/ roads/ paths/nails. 

Frequency of Encounter. Extremely Hard. 
Size: 30-70 ft. 



True Water-drakes are often referred to as Sea Serpents 
(Q. "LingwiI6ki"; sing. "LingwiI6ke"). There are both 
freshwater and saltwater varieties and these hideous mon
SttrS can be found wherever the water is dark and deep. 
Most arc deep blue or sea green in color and hard to see. 
partiC\llarly in the darkness. These creatures fear bright 
sunlight or fi�rce, unquenchable fires, so they rarely 
venture into shallows-particularly during the day. (A 
host of (orches might cause a Water-drah to flc:e.) 

All Water-drakes are agile swimmers who arc capable 
of moving at spuds of up [0 twenty knots (about twenty
one miles per hour). They move almost silently and can 
squee7.e through very small passages in reefs or cavern 
systems. Using its keen senses. including a sonar-like 
organ lih chat found in porpoises. it can locate its prey 
under the worst conditions. Then it strikes with a burstof 
speed. as well as an uncanny sense of precision. 

After successfully stalking a potential victim. the Wa
ur-drake can seize it with its six fin-claws or stun it with 
a blast of expeJled water (treated as a waterbolt). Should 
tither of these methods fail to make the victim traCtable. 
the Water-dmke can then try an attack with irs large 
mouthful of mlileirowed. four-inch teeth. It uses these to 
crush its prey into flexibility and then swallows it more or 
Itss whole. A larger victim might call for even more 
forceful methods: the long head and tail of the Water
drake make an effective whip or noose. (A larger 51.',1 
Sttptnt can even grapple and cnlsh a small ship.) 

Aside from fearoffire. the Water-drake's one weakness 
is irs dislike of the disorienting e:ffects of a stunning blow. 
Such an injury may cause 

6.4.5 WERE-WORMS 
W cre-worms arc Dragons imbued with the power to 

change their form. They are shapc-c.hangers. There: are: 
two breeds ofWe:re-womtS: Sand Drakr:s and true Were
worms. 

S""" DRAKES 

Climate: Hot/Average. Arid. Semi-;uid. 
Habitat.: Breaks/wadis. Undtrground. Volanic, 

Enchant'ed/ magical places. Lalrs/ cavcs/ overhangs. 
Ruins. 

Frequency of Encounter: Shttr Folly. 
Size: 15-25 fro 

The Sand Drake is a winged creature thac lives in arid 
or semi-arid locales and roosrs in lowland lairs that arc 
little more than sheltered nests. They frequenr the skits of 
Har:ld, bur a few live on the drier parts of plains berween 
the Ered Ormal and the mountains of the East. The 
Haradrim cal! them the "Zim3j." and fe:ar these small 
Drakes more than any other desert denizen, 

The Sand Drakes of Harad roost deep in the sandy 
wilds of the Dune Sea. although they hunt along tr.ade 
routes and ncar oases and other civiliud art:ls. They arc 
solitary creatures and fight one another almo.n as readily 
as tlley battle Desert Eagles (sec 01010 in Section 5.1). 
Their Momes are usually 3simple burrow in the loose sand. 
After digging in in the early evening. they return to the 
surface with first light. On occasion. though. a Sand 
Drake will establish a more permanent I",ir among the 
nones of a scattered dcsCTt ruin, 

Sand Dmkes resemble the Winged-dr.tkes that terror
ize other regions of MiddlC-f:arth. Howeve:r, they 3re 
much smaller and swifter and share many ch:U';'Icteristics 
widl the larger birds of prey. Their teeth and claws are 
unusu.llly sharp and disproportionately large. given their 
size. so [hey create quite a danger despite their inability to 
wield spells or breath fire. Sand Drakr:s have one undeni
able weakness. however: they 3re hardly more intelligent 
than the snakes and lizards that share their land. These 
creamrcs live by rheir appelitcs and instincu alone. 

Like true Were-worms. though. Sand-drakes an magi
cally alter their sha� They can nestle atop or beside a 
natural feature or some dead prey and take on the 
characteristics of the object they touch. In this. they 
function more like CameJeons than true \Vere-wonns. 
since the latter consciously change [heir fonn. 

Insatiably hungry, they arc the most active of all 
terrestrial Drakes. Once on [he arrack. a Sand Drake will ;;�:;"i"-- viciously and tenaciously pursue irs pre:y until either [he 
foe or rhe: Dragon is dead or incapable of further combat. 
They attack from the air. usingtheirpowerflll jaws and the 
talons of their muscular hind legs. Their speed and agility 
is such that even one Sand Drake is enough to cause great 
damage to a poorly guarded caravan. 
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WERE-WORMS 
Climate: Hot/Average, Wann/Humid, Mild, 

Semi-arid, Cool! Average. 
HlIbic:tt: Alpine/high altitude/mountainous, 

Breaks/wadis. Freshwater coasts & banks. 
Underground, Volcanic. Wasre:/b:mcn. 
Coniferous forest/taiga, 
Deciduous/coniferous/mixed forcJ;t. Heath/scrub, 
Pbins/grassland, Tundra, 
Enchanted/magical places, Lairs/caves/overhangs. 

Frequency of EncOl1ntc:r. Absmd. 
Size: 40-70 ft. 

True W crc-wonns arc formidable monsters. W ingJess, 
they resemble Cold-drakes, except that they are long and 
very slender and are llsually reddish brown or green. Like 
Cold-drakes, they arc powerful spell-casters; however, 
Were-worms concentrate on their ability to oagically 
aller their form. As powerful shape-changers, they can 
elude. bewilder. surprise, terrify, or SImply ov�rwhelm 
their foes. A Were-wonn can reduce or increase ics SIze by 
as much as fifty percent of its mass, assuming any fOl"rn it 
can accually see (or envision in detail) at the timt it alrers 
its shape. 

Most Wen:-wonns lIVe in the highlands of eastern 
Middle-earth. Their greatest concentration is in the 
Mountains of the Wind(Q. "Orost'i.li";S. "EredGwaen") 

in southe.'lStern Endor. but a few live in the Rtd Moun
rains (Q. "Orocami";S. "E�d Ceren") to the north, They 
favor mist-shrouded lairs, which may account for ,he 
legends thar say Were-worms live in the clouds. Oddly, 
Hobbit ralts confuse crue Were-worms and S:lnd Drakes, 
for only the latter are found in real desert teITain. 



6.5 FLYING MONSTERS 
Morgoth quickly realized that flying creatures could 

strve him in many ways. Thus. he dc:vc:lopcd dozens of 
breeds of aerial monsters. Some served him as scours, 
others as messengers, and others as aerial warriors. Some 
simply acted as mobile clouds, obscuring the sunlight to 
create a false nightthat favored the Black Enemy' 5 armies. 

CREMIN 

Climate: Warm/Humid, Mild, Cool! Average. 
T em}>(ratc. 

Habibt: Alpine/high altitude mountainous, 
Breaks/wadis, Frcshw:ltcr coasts & 
banks, Marsh/swamp, 
Coniferous forest/taiga. 
Deciduous/ coniferous/mind fOfC'st. 
Hcarh/ scrub, Plains/g rassland, 
Enchanrcd/ magical places. 
Burial areas, Ruins, 
Crossroads/roads/ p:lths/ tfa ils. 

Frequency of Encountt.r: Hard. 
Siu: 5 ft. wingspan. 

urge black crows with evil naturu. 
Crebain(sing. "Craban")haveo(len been 
$t1'\Iants of evil. They are primarily car
rion eaters. and they are not picky abom 
how long their meal� have been dead Of 
even about whether they are [mly dead 
ytl. They wi!] also mob injured creatures 
wd. if under instmctions (rom some evil 
intelligence. uninjured individuals [Towel
ling alone or lost. Keen-sighted and at
tracted by shining or brightly-colored 
objects. they make excellent spies. They 
ne most common on south-central 
Middle-earth, including Fangom and 
Dunland. but may be found elsewhere. 
especially near centers of evil. 

FELL BEASTS 

Climate: Hot/Humid. Hot/Average. 
Arid. Wann/Humid. Mild. 
Semi-arid, CooI! Average, 
Temperate, Cold/Dry. Frigid. 

Habit2l: Alpine/high altitude/ 
mounrainous, Breaks/wadis. Glacier/ 
snowfield, Underground, Volcanic, 
Waste/barren, Desert, Coniferous 
forest/taiga, Deciduous/ coni(erollS/ 
mixed forcst, Heath/scmb, Jungle/ 
rain forest, Plains/ grassland, Tundra, 
Enchanted/magical places, Cross
over points between dimensions, 
Lairs/ caves/overhangs. 

Frequency of Encounter. Sheer Folly. 
Siu, 1 5-25 ft (body). 30-4{) ft 

(wingspan). 

Small, Dragon-related monsters. Fell Beasts arc hor
rible and terrifying creatures bred from Winged-drakes. 
Sauron found them roosting in the remote highlands of 
the North and refined them in order to produce swift, 
aerial steeds for his Nazgfil. 

, 
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The Fell Beast most resembles a huge, featherless bird, 
but its skin is mugh and leathery. Its wings are membranes 
stretched on bone, like those of the bat. Irstinks of rOITing 
carrion, i[5 favorite food, and its body is so foul that 1[5 
blood and excrement pollutes or kills even the hardiest of 
plants. When the body of the Fell Beastof the Witch-king 
of Angmar was burned in T.A. 301 9, the smoke and ashes 
destroyed the underlying ground, preventing even the 
smallest blade of grass or the rankest of weeds from 
growing on the spot ever again. 

Exceptionally useful to evil beings in need of strong and 
fearless steeds, Fell Beasts are strong fliers and mighty 
warnors. 
The Fell Beast of the Witch-king of Angmar. This 

was likely the mightiest of its kind. Its master rode 
it to the bard!.' of the Pellenor Fields, where it leapt 
upon Snowmane, Thcoden's steed. It almost tore 
the Rohir King and his to pieces, but Eowyn 
Edmund's-Daughter, Theoden's niece intervened. 
SIH� killed dle beast with one blow beJor!.' bemg 
stunned by irs master. the Lord of the NazguJ. 

Durclax, FeU Beast of the Court of Ardor. The steed 
of the evil Sorceress Rilia, Durclax was a gift from 
Samon. TIle Fc!! Heast W;lS trained to bear none but 
Rilia and her underling Mornaur, the Lord of 
Staves. Dutclax is kept in Rilia's fortress at 
Namlindol, in southernmost Middle-earth. 

6.6 GIANT RACES 
Morgoth produced the Giant r:J.ces in an attempt mock 

Em's handiwork nnd comb:lt the powerful Onodrim 
(Ents). The Bbck Enemy failed to refine these 

creatures, so generally the older and larger 
breeds :Ire the least inte!ligtnt. 

6.6.1" GIANTS 
Clinute: Frigid. 
Hahiut: Alpin�/high altitud�/ mountainous, 

Volcanic, Heath/ scrub, Tundra. 
Frequency of Encounter: Very Hard. 
Size: I 0-l2 ft. tall 

Whil� not particularly numCTOus, Giants (Q. "Norsar�; 
sing. "Norsa") inhabit the alpine regions of vitually every 
mouncnin range in Middle-earth. They are wild, pb).ful, 
and dim-wiIT�d creatures who favor cool. dcsolarr mas 
little frequented by the: Free Peoples. Gian[S eat largt 
quantities of meat and they hunt their prey in a numooof 
diffHent ways. A Nona can run his victims down and 
strangle them, or (in the case of a skillful Giant) h� can fell 
the beast by throwing large rocks and crush the crearurt's 
skull, leg. or spine. 

Giants have little use forconvenrional items of treasUff. 
Theydo not usc money and are much too large to usemOS( 
weapons (although many of them can grasp the idea of 
what a weapon is). Norsar don't bother with pruoJUl 
adornments, except (in some cases) for trophies. Soln( 

Giants, for instance, make necklaces of skulls strung on 
hide cords. 

Like Trolls, though, a few Giants, fascinated by thf 
glitter of annor and such objects, may accumulate a hoard 
of miscellancous shiny objects. There are always exc� 
cions. The Red Giants of the Orocarni, for innance. evm 
know how use and make weapons. 

6.6.2 TROLLS 

Note: Sit ICE'$ Ptop/a oj MiJJIt-rarfb stria for morr 
;/l/OmUII;oll abollt Trolls. 

Trolls (5. "Tereg"; sing "Torog": Q. "Ologi": sing. 
"Olog") are often mistaken as small Giants. These huge 
and foul creatures are the handiwork of Morgoth. who 

dev�loped them in mockery of 
Ents. Trolls vary imm�nstly in 
abilities and intelligence. Some 

early versions w�re obviously In 
loose to plague Arda at me dawn 
ofMorgorh's ravages. Thcseatt 
the so-called "Wild Trolls.� 
Others. notably the Black Trolls 
or "Olog-hai." were refined by 
the Black Enemy and his ;rpt 
pupil Sauron ;md po�sed a 
high degree of intelligenre. 



Nott:: A ptrsi/ttnt mytb abeul r rolls of all sorts must be 
quas&-d bert: no Troll of a,ry ki"d r�ntrlllesfrom �ils offlnb. 
It is lrutlholt Trollsart wry bard 10 kill, and as kmgallhry haw 
�"y life;n Ibmr wbalSoewr, lhey willfrgbl or rt'CoWT. Some n:t1I 
rrgm�te m;ss;l� I;m�s, although Ibis taka a long 1;1tIl. Ytt as 
longas � Troll's (onqUC"01';s ttrtain lholl lbe Crtalrm is Will and 
lI1Ily rkad, lbert ;s 110 I1ttd 10 wrule time by burning tbe body. 
Af'I'IlS wbert Trolls art found art hamrdous enough without 
(lIllUlg allmli�n to OlltU!! ill tb;s mall/rtr! 

6.7 POKEL-CREATURES 
PUkel.crearuru are animated stone or metal monsters 

magically in�tilled with enchnnted �pirits. Most nrc cre
ations of the: Druadan, or "w ose," culrure, Others arc the 
work of tile Daen Coenris. a proto.Dunlending people: of 
the White Mountains among whom the Woses lived and 
worked. Rcalizing the value of these stone guardians, 
Sauron has also produced a plethora of POkel-creacures, 
the most f.1ITIOUS of which are his Watchers. 

Note: Pr'lkrl-mlllllrrJ art arlffirial millio/IS lhol surviveoll!'y 
brrawSt of lbe will of ,/),;r makrr. !-lO\llt!,'tf", they art not trw 
monslm, sintt they art nOI ptn'l'rllonl of lift, 

CoL8RAN 
Climate: Hot/Humid, Hot/ Average. 

Arid, Wann/Humid, Mild, Semi-arid, 
Cool/Average, T C'mpcratC', Cold/Dry, Frigid. 

Habiut: Ench:mttd/magical places. 
Frequency of Encounter: SheC'r Folly. 
5i2:(': 10 ft. tall. 

Colbr:m arC' unseen until activated. ThC'ir "spirits" 
inhabit stone or metal, causing it to glow with a faint blue 
lighr that betrays their presence to the very rew who know 
or the existence of thC'se beings. When awakened. they 
rake the form of attenuated manlike beings who glow with 
such a fierce blue light that they are difficult to gaze upon. 

These creations arc the strongest and most clever of the 
works or [he Dniedain and the Daen Coentis. Colbran an:� 
the c1osC'sr thing, perhaps, to demons that has C'ver been 
CfC'ated (radler than summoned) by mortal Man. Some 
can even cast balls orlightning or lightning bolts. D:trk· 
ness.producing 5pdls have little or no effect on the intense 
glare or a Colbr:m, although thC' equrllly intense natural 
Utrerdarkllw or other enchantC'd beings may weaken 
(dim) or vanquish (extinguish) them. ThC're is a 25% 
chancC' that any unC'nhanced weapon will shatter when 
striking a Colbrom, causing one to ten +0 sling attacks to 
anyone within a 30 rt radius. 

HURNDAEN 
Clim:m: Hot/Humid. Hot/ Aver.Jge, Arid, 

Wann/Humid, Mild, Semi-arid. Cool/Average. 
TC'mptratt, Cold/Dry, Frigid. 

Habitat: Enchanted/magical places. 
Frequency of Encounter. Sheer Folly. 
Size: 1 2  ft. tall. 

Hurndaen look likC' iron pillars unlC'.S5 disturbed. Then 
they b('(omC' iron manlike ronns. auacking as Mend3en 
(sec below) but with even more de:ldly effect. Like 
Mensharag (sec bdow � they can rC'connirme themsdves, 
but this process takes 3t least 50 years or undisturbed 
repose. 

HURNKENNEC 

Climate: Hot/Humid, Hot/ AVC:r:l:gc:. Arid. 
Warm/Humid, Mild, Semi-:lrid, Cool/ AvC'rage, 
Temperate. Cold/Dry. Frigid. 

HaLien: Enchanted/magical placu. 
Frequency of EnCQlm[er: Shccr Folly. 
Size: body diameter 2 ft.: legs 7 rr. long 

Basically giM1t spiders or iron, Hurkennec look like 
lumps of are until aroused. They climb woUb anJ co:i1ings. 
and may attack by dropptng upon their victims ilfld 
crushing them, 3S well as striking with their pincer· 
mouths and [he slashing spines on {heir long le�. Lik� 
HurndaC'n, they c:tn rC'compose. 
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MENDAEN 
Climate: Hoc/Humid, Hot/Average, Arid, 

Warm/Humid, Mild, Semi�arid, Cool/Average, 
Temperate, Cold/Dry, Frigid. 

Habitat: Enchanted/magical places. 
Frequency of Encounter. Sheer Folly. 
Size: r 0 ft. tall. 

The Daen Coentis created the Mendaen to appear like 
rough pillars of stone. When activated by the presence of 
an intruder, they become the tall forms of Men. Mendaen 
attack with their massive, hammerlike hands, clutching 
and crushing their foes. They move rather slowly but ate 
well nigh unstoppable. If"killed," they colbpse into piles 
of rubble from which they can refofm (ifleft undisturbed) 
in 20 years or so. 

1 

MENSHARAG 
Climate: Hot/Humid, Hot/Average, Arid, 

Warm/Humid, Mild, Semi-arid, Cool/Average, 
Temperate, Cold/Dry, Frigid. 

Habit.1t: Enchanted/magical places. 
Frequency of Encounter: Sheer Folly. 
Size: 5 fe long and 5 fr. of tail. 

Creations of the Daen Coemis, the Mensharag seem to 
be boulders or blocks of stone at first glance. When 
alerted by the presence of an intruder, they uncoil into 
their tme form, large, heavyset lizard-beasts . They can 
move rapidly and climb walls and attack with their sharp 
claws :md teeth and their prehensile tails. Like Mendaen 
(above), they can reform after being destroyed. 

POKEL-MEN 
Climate:: Hot/Humid, Hot/Average, Arid, 

Warm/Humid, Mild, Semi-acid, CooI/ Average, 
Temperate, Cold/Dry, Frigid. 

Habitat: Enchanttd/magical places. 

Frequency of Encounter: Shter Folly. 

Size: 2-5 ft. rail. 
Piikel-men are lifelike stone carvings carved to ft· 

semble their crearors, the Dniedain (aka "Drughu" or 
"Drilgs"). They are generally employed as guardians of 
sacred areas. As enduring as the stone that they are madt 
of. they are subject to chipping, weathering. and othtr 
SllCh perils. Pukcl-men s.how surprising initiative for 
artificial beings: they appreciate rhe power of ambush and 
prefer this mode of attack to any other. In addition, they 
nre steaJrhy trackers and stalkers. However, when utt�ly 
shanered or when their featrues are worn away by weath· 
ering. Pukel-men become in:letivated. ln a sheltered plaCt, 
Pukel-men may remain potentially functional for millen
nia. 
Rec Baereren, a Spirit in the Fonn of a PUkel-man. 

Enchanted into a Pukel-man by the last enchant
ment of the twO priestesses that he helped to slay, 
Rec waits to remove an eyil magical gem from the 
Dunlending holy place of Se.unaenen, a stone
barrow loented above Lamedon in the southern 
White Mountains. He cannot move unless activated 
by an inuuder, since he is now subject [0 the 
magical orden placed upon the Pukd-man in wOOst 
form he now resides. It is a subtle, ironic vengcanct. 
forcing him to guard the holy place £1m he desired 
to desecrate! 

SILENT WATCHERS 
Climate: Hot/Humid, Hot/Average. Arid. 

Warm/Humid, Mild. Semi-arid, Cool/Average, 
Temperate, Cold/Dry. Frigid. 

Habiut: Enchanted/magical places. 
Fre<juency of EneOWlter: Absurd. 
Size: 30 ft. rail. 

The Silent Watchers are two hideous living staooes lim 
guard the Tower of Cirith Ungol (during 5.1uron's occu
pation). They look like huge, bipedal figures on thrones, 
each with three conjoined bodies and three vulture-like: 
heads, so that the Watchers can simultaneously fut 
outward. forward. and across the gateway that they gtmd. 
Besides having �ceprionaJly keen and long sighr. even in 
the thick darkness of a Mordor night. they have a senstof 
Presntu that operates continously in a 500 yard radi� 
outward from the tower. The Watchers have a powerful, 
malicious will that acts as a WarJingspell at 20th le\'el: :UI 
who would pass them have to make a RR. Failure results 
in the victim fleeing in fear. Even those that resist thisspd! 
and enter the [Ower continue to feel Sauron's evil will. fOl 
the Watchers remain aware of their presence. How�er, 
Holy Words (such as th e  name of Elbereth) or Ho� 
Light (e.g., that of [he Phial of Gal ad riel) affect their wiD. 



6.8 GIANT SPIDERS 
AND INSECTS 

GIANT SPIDERS 

Climate: Hot/Humid. Hot/Average. Warm/Humid. 
Mild. CooI/ Average, T empcrate. 

H)hitlt: Freshwater coasts & banks. Marsh/swamp. 
Coniferous forest/taiga. 
Deciduous/ coniferous/mixed forest, Heath/scrub, 
Jungle/rain forest. Enchanted/magical places. 
Lairs/cav«/overhangs, Burial areas, Ruins. 

Frequency of Encounter. Extremely Hard. 
Slu: 4-8 ft. (lesser); 1 1-20 ft. (greater)' 

AI! of rhe Giant Spiders of Arda, at [cast the web
Ipinning sort. arc descendants ofUngoliant. the Demon 
ofrhe Void. The les$(!r GiantSpiders of the kind generally 
found in Mirkwood and athtf gloomy locations arc 
intelligent, bur not particularly bright by the standards of 
the Free Peoplu. n1l.�r can speak bodl the common 
!Dngue (Westran) and Black Speech arw a primitive 
fuhion and cooperate in hunting and trapping vicrims 
(when they aren't fighting among themselves). They biu 
thtir entrapped viC[;ms in order to in;eet them with a 
pualys1s-producing poison th:!.t affects the muscles and 
luves (he victim woozy and dizzy even afu_r the Ust of the 
limb! is reg3ined. This (int poison is to keep the victims 
quirt and "in sror3ge" for a while until the Spider needs 
to nt. Then the vile creature injects its victim with a 
kC'Ond poison that gradually dissolves it.s flesh, bones, and 
�ans into :l new of juices that the toothless Spide:r can 
mgest. 

Greater Giant Spidcrs arc far more intclligent. They 
range from sm'lllish monsters no larger than the:ir lesser 
cousins to huge, demonic beasts, tl1rowbacks to their 
horrifying foremother Ungoliant. Many can utilize: magic 
and 3W:lit their prey, tempting their victims with spe!!s or 
treasure. 
Enna &to Sar:l.b, Daughter of Shelob. 111is great 

Spider is the daughter or the inf.,molls Shelob. 
guardi'1I1 of the pass or Grith Ungol in the Ephcl 
Duath, tile northern wall ofMordor. Enna San 
5mb dwells in the depths of Dol GuJdur, rhe Hill 
ofSoreery in southern Mirkwood. Southwestern 
Mirkwood is full ofl1er large. unusual offspring. 
which :ue known as the Ennerlings. These Spiders 
arc rarely larger than the palm of a Man's hand, but 
they Sp1l1 strong, m:arly Inv1s1ble webs. Ennerlings 
inject a mild poison that causes pain and swelling. 
but their bites are not dangerous unless they 
accumulate. If more than 1 2  are received within I 
hour, the victim becomes paralyzed (RR failure of 
01-75) or dies (RR failure of 76+). 

Shelob, Gw.rdi:m of the Ephe.l Duath. Immortal 
daughter of a demonic mother, Shelob occupied the 
cavems of Grith Ungol for two full Ages, serving as 
a guard for Mordor. She owed no loyalty to Sauron, 
but f"ther operated on her own initiative in a way 

that served his needs, much as the desires of a cat to 
kill vennin serve the needs of the man whose: house 
she chooses to occupy. Indeed, $auron often would 
send otherwise usel� prisoners to Shclob as a man 
would give his cat the giblets of a hen he had 
slaughtered for his own table, yel: "his cat he calls 
her, but she owns him not" (the ReJboct rif lVahrulrch, 
commenting on Shdob's rdationship to Sauron). 
Indeed. Shelob had precious little use for Sauron 
beyond considering him a source of occasional 
treats. 

Shelob's bulbous body IS some 20 ft long. Each of 
her mnor-pbttd legs is 18 fr long It (ull extension :lI1d 
ends in an iron-hard claw. She constantly exudes a foul 
odor like rotting carrion, forcing all who come near her 
to fight immobilizing nausea (2 RR VS. :1 5th level 
attack). Her body is surprisingly flexible. 3nd her 
tough hide COnsislS of many overlapping folds, en
abling the giant silt-spider to fil tl1rough amazingly 
small passages. This overlapping hide is as tough as 
plate armor, leaving ht'r two clusters of glowing white 
eyes her only weak spots. Her legs, however, are 
somewhat 1110re vulnerable than hu body. &th her 
eyes and her legs will regent'r:lte. given sufficienr time. 
even if severely damaged. 

Shelob is also mistres5 of many spells. Her ont' true 
vulnc'r.ability, other than her delicate er.cs, is that she 
cannot bear full sunl1ght or the equiva alt. 

" , 
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HUMMERHORNS 
Climate Hot/Average. Wann/Humid, Mild, 

Cool/Average, Temperate. 
Habiut: Freshwater coast.s &. banks, Marsh/swamp, 

Heath/scrub, Jungle/rain forest, 
Enchanted/magical places, Burial areas. 

Frt:qutncy of Encounttr: Absurd. 
Size: 4-6 fe. wingspan. 

Surely one ofEndor's most vicious insects, the rare but 
often lethal Hummerhorn is the stuff of legend. Each 
weighs 6-8 1bs and has a razor sharp. pointed proboscis of 
chitin (transparenl horn). It gores a victim to death. then 
ff':l.sts on the corpse with three Sf'ts of m:mdiblt..,. They 
resemble: gigantic black and grey wasps, and their only 
failing is tile noise they make whenever they approach. 

KING SPIDERS 

Climate: Hot/Humid, Hot/Average, W.mn/Humid, 
Mild. Cool/ Avernge, Temperate. 

Habitat: Freshwater coasu &. banks, Marsh/swamp. 
Coniferous forest/taiga, ' 
Deciduous/coniferous/mixed forest, 
Heath/scrub. Jungle/rain forest, • 
Enchanted/magical placts, 
Lairs/caves/overhangs, Burial areas, Ruins. 

Frequency of Encounter: V cry Hard. 
Size: 2 fro (body diamcter). 

KingSpidm arc similar to but unIikf' the Giant Spiders 
ofMirkwood. They do not build large webs but ratherdig 
decp piu, 2-3 ft wide and 8-1 0 f[ deep. A KingSpider caps 
this pit with a lid cleverly woven from a small amount of 
spider-silk, disguising dle covering with leaves and other 
vegetation 50 ch.u it is extremely hard (-30) to deUct. 
Victims falling through the lid receive one to three +25 
short sword attacks from the strong, knife-like silk ten
drils, The pit'S are usually built on slopes. They support no 
more than 40 pounds of weight . 
. The King Spider. who has been waiting in a small side 
pass�ge, leaps tlpon the victim and bites it. injecting its 
special poison, Kennes:lnk. A RR failure of I-50 results 
in paralysis; a failure of 51 + results in death as the internal 
organs dissolve. If the victim dies, the spider wi!! eat it. If 
not, the thrifty spider saves the meal. If it is a female who 
ha5 recendy mated, she may lay 6- 12  eggs on top of the 
helpless prey and leave, sealing the hole Illore sturdily 
behind her. In twO days. when the spiderlings hatch, they 
will spend three weeks living on (he food left behind by 
their mother. 

6.9 UNDEAD BEINGS 
BARROW WIGHTS 

Climate: Hot/Humid, Hot/Average, Arid, 
Wann/Humid. Mild, Semi-arid, Cool/Average, 
T empe:r:l.te, Cold/Dry. Frigid. 

Habitat: Burial anas. 
Frf'qutDcy of EncouorU": Very Hard. 
Size: 5-7 fL 

TheR strong yet misc::nble remnants commonly Iuur. 
theirown tombs in areas affc::cred by and afflicted with nil 
power. They appear as dark, shadowy forms with gl0""'1 
lights for eyd. They attempt to capture living beings md 
sacrifice them to whatever eVil power they now wonNp 
(in MiddJe�3.rth, usually Morgoth� thw gaining thebfe 
energy of the victims, which is what Wights "feed" on.As 
they draw energy, they become more corporeal, shOWing 
hands likf' claws and faces like skulls. If seen with IJUgiCII 
means. they appear as foadtd, pale versions of their fortna' 
living selves. Tht')' possess a 6O-fi r:l.dius "Fear" sptU th.a 
is an intrinsic facet of their bting; in addition, thty an 
either paralyze or use sorcerow sleep on their victims 10 
keep thtm immobile while the Wights drain 5 conslllU
rion points per round. When all of the victim's constitU
tion is gonf', he dies. Barrow Wights can usc:: the actwI 
weapons and magical items buried with them; unlikt 
lesser unde.td btings. they will remember to do so. and 
quite effectively. roo. 



CORPSE CANDlES 

Climare: Hot/Humid, Hot/Average, Wann/Humid, 
Mild, Semi·arid, Cool/Average, Temperate. 

Hahita: Freshwater coasts & banks, Marsh/swamp, 
Coniferous forest/taiga, 
Deciduous/coniferous/mixed foresr, Heath/scrub, 
Jungle/rain forest, Plains/grassland, 
Enchanted/magical places, Burial areas, Ruins, 
Battlefields/ 5h i pwrecks. 

Frtquency of Encounter. Extremely Hard. 
Sa d-7 ft. 

Undead spirits, Corpse Candlts can create the iIIllSion 
ofbeing a whole, healthy creature by cloaking the hid�lIs 
�ins of its onee·hvlng body. They lurk In water :lnd 
nudes a beckoning light that magically attracts victims. 
Those seeing the glow must resist a 7th level spell, with 
liiJure resulting in the victim f.'llling into a deadly trance. 
(He then has 4 pes CO drained each round until death.) 

Corpse Candles and Corpse Lanterns arc lesser and 
greater mani(est.1tions of the same basic sorr. TIley are 
mnnants of those who, already lying unquiet. were flooded 
11'1 their gravts. 

CORPSE lANTERNS 

Qimare: Hot/Humid. Hoc/Average. Warm/Humid, 
Mild. Semi-arid, Cool/Average, 'Temperate. 

H�bi[at: Freshwater coasts & banks. Marsh/swamp, 
Coniferous forest/taiga, 
Deciduous/coniferotlS/mixed forest, Heath/scrub, 
Jungle/rain (orest, Plains/grassland, 
Enchanted/magical places. Burial areas, Ruins, 
Sanlefidds/ shipwrecks. 

Frtquency of Encounter. Extrtmely Hud. 
Sad-7ft. 

Corpse umterns. bting both stronger and more intel
ligent than Corpse Candles, Wt:lVt a stronger and more 
alluring web, appearing whole and wholesome above the 
WJters of the marsh or swamp, and seeming to the victim 
to be something that would attraCt his attention. The 
fisions vary according to the victim, and several unfortu. 
n.1tu gazing upon the same Corpse Lantern may see 
different things: the lusty warrior may see: a buxom wench 
With a lantern, searching for something; the compassion
Me Healer a lost child with a lamp; the suspicious thief a 
rn merchant with a purse [hal could use lightening, 
mgilged in burying more treasure in the saft embrace of 
the marsh. Thus the Corpse Lantern t:ntices its victims to 
a death by drowning, enabling the undead remnant to 
drain 5 Co points per round in the interim. 

GHOSTS 
Oimate: Hot/Humid, Hot/Average, Arid, 

Wann/Humid. Mild, Semi-arid, Cool/ Avtrage, 
Temperate, Cold/Dry, Frigid. 

Habitat: Burial areas. 
Frtquency of Encounter. Very Hard. 
Size: 4-8 ft. 

These can be the most powerfUl of undead, sa\·t the 
Nazgiil (see �Iow). They are totally energy, having no 
physia.1 component at aU. and are activated solely by the 
presence of living beings of the same type that they once 
were (most often Men)' They appear as they remtmbtr 
themsdves being, with varying degrees of effectivtness: 
lesser Ghosts often neglect pertinent details, such as 
appropriate clothing for the occasion. They also do not 
realize that. since their appearenct is nOlhlng but Illusion, 
their will can af(<<t it. A Ghost who WIshes to be I;uger:and 
more menacing is so, with nothing bur a thought. Greater 
Ghosts. whose instinclsare under more control. avoid this 
give:l.way and behavt 1M :I. very lifel,ke manner, enabllllg 
them to drain the constitution (and hence lIfe-energy) of 
a victim while engaging him in conversation or merely 
being near him. 

It is a strange f.1Ct that most Ghosts sttm not [0 realize 
that dl�y are dead; ofun. if they can be com'lIlced of their 
tnle n.lture, they will dissipate and go forth to their 
appoinud rest. (Note fhat Elves do not havtGhosts. since 
their spints always know whert to go. It IS notable that 
Elves co not fear GhostS, perhaps for rhls reason). How
ever. Ghosts are remarkably Impervious to reason on thIS 
score (How wOlild you, Re:ldu. rtact if 5Om�1l(' insisted 
that YOll were dead?), and would·be persuaders are well· 
warned that there is no way that rhe Ghost can avoid 
draining their life-energy. any more than Ihey the:mselves 
can avoid Ilaving their htarts bear. Anyone: ne:lr enough to 
a Ghost to speak to it is ncar enough to � drained. 



Some Ghosts are bound to a place orobjecttha, 
was very important to them in life or that figured 
strongly in their deaths: a sentry killed while 
guarding a crucial post, for instance, whose spirit 
remains " on duty" long after the fortress that h� 
guarded has fallen to ruins; the murdet victim 
hauntng the gold that she was killed for; the child 
plague victim still holding fast to the wooden doll 
that comforted iu last houts. 

GHOULS 
Climate: Hot/Humid, Hot/Average, Arid, 

Warm/Humid, Mild. Semi-arid, 
Cool/ Aver:'!ge, Temper:'!te, Cold/Dry, Frigid. 

Habitat: Buri:'!! areas. 
Frequency of EnCOlUlter: Very Hard. 
Size: 4-8 ft. 

Ghouls arc disgusting animated corpses that 
have the lengthened teeth and nails considered 
lypical of a one- or two-month old corpse. They 
are preserved by the conditions around them, 
either tannin-loaded swampy water or drying 
winds. and they arc animated by some evil power. 
Stupid and remembering little if any of their past. 
Ghouls are dominated by dlOughts of hunger for 
energy and defense of their territory. The average 

Ghoul simply rushes at its viCtims. 
nails. Their gruesome appearence Fear (V1ctmJ 
must m:Ute a successful RR or flee). while their filthy and 
roning bodies create wounds that often (01-30) bccou. 
infected. 

NAZGOL 
Climate: Hot/Humid, Hot/Avenge. Arid, Warm! 

Humid. Mild. Semi-arid, Cool/Average. T etnpmltj 
Cold/Dry, Frigid. 

Habi[;lt; Alpine/high alticude/mouncainous, Brt2lu/ 
wadis, Freshwater coasts & banks, Glacier/snowfid&! 
Marsh/swamp, Ocean, S:J.ltwater shoTes/ shallows; 
Underground. Volcanic, Waste/barren. Desert. 
Coniferous forest/taiga, Deciduous/coniferous! 
mixed forest, Heath/scrub, Jungle/rain forcst, 
Plains/grassland, Tundra, Enchanted/magical 
places. Rural Inhabited areas, Cross-over points 
be[Wttn dimensions, Lairs/ caves/overhangs. Nw 
and in towns/ CIties/castles. Burial arns, Rums, 
Crossroads/roads/paths/miIs, Battlefields/ 
shipwrecks. 

Frequency of Encounter. Absurd. 
.. Size: 6-7 ft. 

Note: T1r NtlZgii� OT "Ringwraitbs," orr Iht tl"lU LtmbrJdr 
UnJtaJ. They aff Iht singlE moIl pownfol bnng$ � Ibis M/1af 
fvtT 10 "'-"Ilk MiJJlE�lllflh. AU nj� of Ihtse Wrailb-� "' 
JmrilNJ in ktail in ICE's Propla of MiJJk-tarfb stM 



WINAYI 
Climate: Arid. Semi-arid. 
Habitat: Waste/barre:n. Desert. 
Frequency of Encounter: Sheer Folly. 
Size: 5-7 ft. 

The usinavi (Ap. "Corpses"; sing. 
MLrsina") h;mnt the dry tracts of land 
that surround Raj in western Far Harad. 
Thue wilds have served :u unmarked 
gravts fO thousands over the centuries. 
Gruesome beings, Lesinavi retain the 
bodies rhey held in life. Desiccated and 
hudened by the dl.'Sert Sun, they lurk in 
the caves of dry hills or among the dunes 
of the desert. In some cases. where groups 
have died together, a number of these 
ghoul-like monsters prowl the wastes 
together. 

Les;nav; are unreasoning and mute, 
but their condition has instilled in them 
:tn abiding hatred for all living men. 
Their dried eyes see the life-I'nergy of 
their victims as painful light against a 
barely perceived landsc:lpc. Knowing 
neicherpain nor (ear. reason nor strategy, 
they strike with their tttth and claws-
felling a victim and tearing him apan. 

Lesinavi do not sufTer (rom srun or 
bleeding criticals, but they can be dam
aged by weapons. They are completely 
Immune to all spells that attack the mind 
or spirit, however they are otherwise 
'Ulnerable to spells. 

MEWLIPS 

Climate: Hot/Humid. I-Ior/ Aver:lge, 
Warm/Humid, Mild, Semi-arid, 
Cool/Average, Temperace, 

Habitat: Freshwater COasts & banks, M:lfsh/swamp, 
Coniferous forest/t:lig:l, 
Deciduous/ coniferous/mixed forest. Heath/ scmb. 
Jungll'/rain fOTl'st. Plains/grassbnd. 
Enchanted/magical places. Burial areaS, Ruins, 
Battlefields/ shi pwrl'cks, 

Frequency of Encounter: Shur Folly. 
Siu: 6-1 I ft. 

Mewlips are an e:vil. semi-legendary race: of e:xceedingly 
rare. cannibalistic spirits. These shadowy spirits exist to 
drink blood. which they need almost as much as other 
undead need life:-energy. Deniuns of graveyards, mms, 
Mld other pleasant sites, they are often found surprisingly 
ne;'lr inhabite:d ;'Ireas, especially if they have not found 
much sustenance farther afield larely, 

MewHps are rafC evtll for Undead. Fond or the most 
noisome and darkest swamps :l.nd marshes, they have :I. 
silent tread and strangling hands, although they typically 
use: jagged weapons of msty steel or stone. They ;'Ire 
deceptively human in ;'Ippearancc; however. theIr backs are 
horribly hunched and thm skin shmes with a clammy. 
grel'nish-brown palor, Even their r:agged clothing IS moist 
and foul. 

Mewlips feed on most anything and rhey covet shiny 
objects, especially things of gold. It is said that such items 
remind them of uncursed life, of the narurl' ofbe:ingsnor 
in the [hraU of Darknl'$$, 
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SAND DEVILS 

Climate: Arid, Semi-arid. 
Habitat: W :lSte/barren, Desert. 
Frequency of Encounter: Sheer Fo!ly 
Size: 5-7 ft. 

Men who die in desert stonns have been known to 
linger on in Middle-earth as tortured spirits known as 
Sand Devils. They maintain a semI-material fonn with the 
appearance of miniature. sand-choked whirlwinds. and 
travel across the open wastes of the desert searching 
aim[essly for lives which they can end. Their fonn also 
makes for perfect camouflage in their environment. since 
ordinary whirlwinds arc not at all uncommon in the 
region. 

A Sand Devi[ attacks by enveloping its prey inside its 
cloud-like body. dogging the foes eyts. ears. mouth. and 
nose with a mass of swirling sand. TIle sand also tears at 
rhe victim's flesh (delivering one point of damage in each 
of the first two rounds. two in the third and forth. four in 
the fifth and sixth. and .so forth). 

Sand Devi[s are susceptible to magical attacks, but they 
are most vlllnerable to water. The contents of a waterskin, 
when thrown on a Sand Devil's dry body. will have the 

effect of a + I 0 FirtbalL Any magical artloo ITom Wont!' 
based spc.ll lisr.s will have triple effttt. For this U250n, 
many experienced Hamdan ttavellers journeying acf'OQ: 
the Mirror of Fire or the Dune Sea carry their Willet 
bottles open and ready. figuring that me loss of W:ltct' 15 
worth the insurance. 

SKELETONS 

Clim:tte: Hot/Humid. Hot/Average, Arid. 
W;um/Humid. Mild. Scmi-arid. Cool/ Aven.ge, 
Temper3te. Cold/Dry. Frigid. 

Habitat: Underground. Volc:tnic, Waste/barren. 
Enchanted/m:tgical places, Lairs/ GIVes/ O\'erhangs. 
Buri3.1 3.reas, Ruins, B.1ttld'ldds/ shipwrecks. 

Frequency of Encountc.r. Very Hard. 
Size: 5-7 ft. 

Skeletons are simila.r to Ghouls. except that they h�ft 
been picked clean of all flesh. Somehow their bleached 
bones hang together, animated by evil forces. While flO( 
as inherently disgusting as Ghouls, (he sigh( of an :mi
mated Skeleton bearing weapons is still terrifying. 1'ht 
common Skeleton attloo after me manner of a Ghoul, 
rushing headlong at its foe and using its teeth and ebws.. 
Skeleton Lords often bear the weapons that were buried 
with them :tnd can utilize simple magical items. 

Having no organs or blood. Skeletons are not afftaed 
by bleeding eriticals, and alI Puncture criticals becolllt 
Crushes. 



SPECfERS 
Climate: Hot/Humid, Hotl Average, Arid, 

Warm/Hlllllid, Mild, Semi-arid, Cool/Average, 
Temperate. Cold/Dry, Frigid. 

Habit:tt:: Underground, Volcanic, Wastt/barren. 
Enchanted/magical places. Lairs/ caves/overhangs, 
Burial areas, Ruins, Battlefields/shipwrecks. 

Frequency of Encounter: Very Hard. 
Size: 5-7 ft. 

Uncommon in Middle-earth, Specters arc cold, white. 
incorporeal figures akin to Ghosts. Victims killed by 
Specters frequently become Specters themselves. The 
Balrog of Moria, for instance, had his minions throw 
captives into caverns and pits known to be haunted by 
these creatures. 

The Specters' need for encrgy is so great that even [he 
lesser kind drain 8 points of constitution per round. TIley 
cannot be affected by nonmagical weapons because of 
their insubst:lntial nature. The Specters of Moria can cast 
Shock Bolrs, in addition to their energy-draining abilities. 

SWAMP STARS 
Climate: Hot/Humid, Hot/Averllge. Warm/Humid, 

Mild. Semi-arid, Cool/Average. Temperate. 
Habiut: Freshwater coasts & banks. Marsh/swamp. 

Coniferous forest/taiga, Deciduous/coni ferous! 
mixed forest. Heath/scrub, Jungle/rain forest. 
Plains/grassland, Enchanced/magical places. 
Burial areas, Ruins, Battlefields/shipwreck.�. 

Frequency of EnCOlmter: Extremely Hard. 
Size: 6-18 inches across. 

Swamp Stars are Ghosts that have totally degener
ated away from any semblance of their original form. 
They manifest themselves as small, bright lights that 
lead (using a 5th level spell of Luring) the unwary into 
bogs. '1uicksand, or deep pools in marslles and swamps. 
While the victim drowns or is immobilized, rheSwamp 
Star drains 6 points of Co (life-energy) per round. 

TA-FA-LISCI-I 
Climate: Hot/Humid, Hot/Average. Arid, 

Warm/Humid, Mild, Semi-arid. Cool/Average. 
Temperate, Cold/Dry, Frigid. 

Habitat Alpine/high altitude/mountainous. 
Underground, Volcanic, \Vaste/barren, En
chanted/magical places, Lairs/caves/overhangs. 
Buria! areas, Ruins, Battlefields/shipwrecks. 

Frequency of EUCOlm[cr; Y"ry I larJ. 
Size: 3.5-4.5 ft. 

Dwarves rarely become Undead. Exceptions. stich as 
rhe T a-fa-Lisch ofRhudaur. arc the result of powerful 
magical influences. Remnants of the Petty-Dwarves, 
the Ta-Fa-Lisch are magically linked to nuggets of a 
rare, cursed mineral called Crospar. When these nug
gets were destroyed, the Dwarvish spirits became free. 

Small but terrifying, the Ta-Fa-lisch appear as 
shadowy forms with glowing eyes and teeth. Thcy can 
see in the most impenetrable darkness and can only be 
struck by weapons when they attack. Soundless, they 

sneak up upon their victim.s ro slay them, preferably by 
cutting the throat. They are so frightening that all who 
face them must make a RR vs a 5th level Fear spell. 

WARGS 

Climate: Hot/Humid, Ho[/ Average. Arid, 
Waml/Humid, Mild, Semi-arid. Cool/Average, 
T empcf;J.te, Cold/Dry, frigid. 

Habitac Alpine/high altitude/mountainous. Breaks/ 
wadis. Freshwater coasu & banks, Glacier/snowfield. 
Marsh/swamp, Ocean, Saltwater shores/shallows. 
Underground, Volcanic. \Vaste/barral, Desert, 
Coniferous forest/raiga, Deciduous/coniferous/ 
mixed forest, Heath/scrub. lungle/rain forest. 
Plains/grassland, Tundra, Enchanted/magical 
placts. Rural Inhabited ... reas. Cross-over points 
between dimensions. Lairs/ caves/overhangs. 
Near and in towns/cities/castles, Burial areas, Ruins, 
Crossroads / roads/ paths/trails. 
Battlefi elds/ shipwrecks. 

Frequency of EncOlllire.r: Very Hard. 
Size: 6·8 ft. (8- [ I with tail). 

Wargs are bred from cursed Wolves. Unusually large 
and fierce, they arc. also more intelligent than their c:mine 
ancestors. They serve as mounts for Orcs and as guards 
and scouts for Morgoth. 

Being artificially long-lived, undead. the spirit that 
inhabits a Warg's form dissipates when the body is slain. 
In rurn, the body disappears. 

Spaur 



Wmwo!f 

WEREWOLVES 
Climate: Hot/Humid, Hot/ AYerage, Arid, Warm/ 

Humid, Mild, Semi-arid, Cool/ AYerage, T e.mperate, 
Cold/Dry, Frigid. 

Habitat Alpine/high altitude/mountainous, Breaks/ 
wadis, Freshwater coasts & banks, Glacier/snowfield, 
Marsh/swamp, Ocean, Sa.ltwater shores/shallows, 
Underground, Volcanic, Waste/barren, Desert, 
Coniferous forest/taiga, Deciduous/coniferous/ 
mixed forest, Heath/scrub. Jungle/rain forest, 
Plains/grassland, Tundra, Enchanted/magical 
placcs, Rural Inhabited areas, Cross-oYer points 
between dimensions, Lairs/cayes/oyerhangs, Near 
and in towns/cities/castles, Burial areas, Ruins, 
Crossroads/ roads/ paths/ crails, 
Battlefields/ sh ipwrecks. 

Frequency of Encounter: Very Hard. 
Size: 6-8 ft. (8-1 1 with tail). 

Morgoth originally produced Werewolves by magi
cally altering his minion's fonns so that they became huge, 
enchanted Wolyes. He cre:lced others by placing his 
minion's spirits in the bodies of great Wargs. 

These creatUTes can alter their form so that they can 
stand upright and use their dawlike hands, but they 
cannottr:msfonn themselves into Men. While Werewolyes 
possess the intelligence of the Secondborn-and though 
they can speak, usc [Ools, and cast spclls-they remain 
Wolf-like in their n:mtre. 
C:tnn-Car:tch, Guardian of Dol Guldur. Car:tn

Carach (5. "Red Fang") was a descendant of 
Draugluin. He helped guard the fortress or Dol 
GulduT, the home of the Necromancer (Sauron in 
the mid-Third Age). Fed the remains of the Eyil 
One's prisoners, this hideous bea.sr learned to sayar 
liye flesh. He was later let loose to hunt prominent 
the Wood-elves and Wood-mcn of southern 
Mirkwood. 

Careharoth, Mightiest Wolf of Arda. Carcharoth (5. 
"Red Maw") was bred by Morgoth to slay Hllan, 
the Noble Hound of Valin or. Morgoth took one of 
the cubs of Draugluin and fed him with his own 
hand upon living victims, until Carcharoth grew so 
huge that he could not fit into the dens of the great 
Werewolyes but instead crouched at his Master's 
feet. Yet Luthien was still able to ensorcel him. 
Later, however, when Beren and Lt'tthien fled with 
the Silmaril, Carcharoth bit off the hand of Beren 
that held the Grear Jewel and swallowed them both. 
Mighty was Carcharoth, but his innards wer� not 
proof against that flame that emanated from the 
Silmaril. Crazed with pain, he ran amok throughout 
Doriath, until he was fina.l!y slain by Huan in the 
Hunting of the Wolf Yet the Great Hound also 
was killed, for Carcharoth gave h im mortal wounds. 
After the Great Wolf was killed, the Silmaril was 
ripped from his belly by those who had hunted him. 

Draugluin. Greatest of the W «ewolves, This servant 
of Sauron was rhe sire of most of the \Verewolyes 
of Angband. He guard«l Sauron's fortress in the 
First Age and was slain by Huan the Hound (see 
aboye) when that noble beast accompanied Ltithien 
[0 the foruess to rescue Beren from the Island of the 
Werewolves. Draugluin fled when he realized mat 
his end was near and died at h is Black Master's feet, 
W:tming him thar the Great Hound was there. 

7.0 GENERATION AND 

ENCOUNTERS 
High level ere:ttures inyariably produce :t significant 

affect on the setting and situ:ltion, so it is important to 
make sure that they are reasonably well detailed. At the 
very least, the Gamemaster should develop the creature's 
(I) stats; (2) background and personality; (3) skill and 
leyel bonuses; and (4) equipment. 

7.1 GENERATING CREATURES 
High leyel creatures are bound by nonnal stat genera

tion guidelines (see MERP or RM for specifics). although 
two other considerations should be taken inm account. 
First, high level creatures generally have better than 
average stats. since high stars give such a beast a much 
higher probability of surviving for 3 long time. Second, 
ertatures sometimes attain high leyels in part because of 
their age or race, such as in the case ohhe Dragons and 
Demons. This group may have some inhermt additions to 
their st3ts. We suggest that the Dragons and Demons. for 
inSL"UlCe, receiyc a + IOand a + I 5 to +25 respectively for 
eyeryst:lt( e.g., where a Man's stat is 97. a Maia would hayc 
a 107 sC1tand a Demon would haye a 1 12 [0 122 stat)' 



w� sugg�S[ that an additional bonus of +5 �r stat 
point be accorded to star:s above 102 (e.g., a stat of 104 
would yidd a bonus of +45). 

7.2 ENCOUNTERS 
ICE's MiddJc--c:um rnlm. ciCKfd. 3J}lhdvcntuTC suppl�

m�nr:s provide tablts for �ncounttrS in sptcific aras of 
Endor. Th� following [able is dtsign�d to Covet gmtr.tl 
encounters in areas whet� th� GM has no sptcific guid�
lines. Based on �cosysum, it is a broad treatment using 
very g�ner:l.1 animal cattgorits. 

ANIMAL ENCOUNTER CHART 

Ternio/mem Pr�cip. Region/m�an ttmpe:ratu« 

Hoc (SO'.) WIUTIl (65-80") TempcnllllI'C (45-6S1 CooI�S1 Cold (2S-) 
W"e/O-IOin. Z z.y YXW W U 
Wetlllllds' 10-4() T.V T,V T.S.P P.s.R R 
Plain 120-40 I P,I P,O P,O.S S,R 

Mixed Lowlnnd 1 20-60 Q.P.N P.N.Q P.N.M.L.O P.M.L.S.O.K S.P.L.K 
FOIUI / 40-SO - Q.P.N P.N.M,L.O P.M.L.SJI.K -
Rlinfon::st 1 60+  Q,PJ.D.V Q,P.NJ.V - - -
Hilill vary Q.P.N.I P.N.M P.N.M.L.H II.M.P.l S.R.K 
MOllnlains ' vary - Q.P.N.M P.M.I-I PJI.K.W K,G 
1IIes-cout 1 vary Q,P.F,D Q.P.L.F.D P.N.M.I..,D.B P.M.K.D.C U.R.s.P.D.C 

1M AnonuJ OulnDut,on �rt is du'gnni 10 Ix UK<! m conJunchon WIll. 1M Sundud Encountn Oun.. l1w; :llIONla Included In: cumpk. and lilxr.al 
ldd,hOns 1ho."ld Ix nude. if dUIm:!. WMI'C",f.n anlm.11 rncounlrr occun. d:u durt w,1I help Uw GM _lut postiblt Ix.uu m,p be mvolwd.. 
p�": 
--Si�ly _ the. c�m;ue ofllle ""pOOl. lind the. � "Iler todor: -.I �.h,du tbo! lyailabk ..uR'lilb: I_ die liM below 
_If thG Ioc:. hili I1IOJfo Ihu one letter rode, mike I dice/die roll 10 delmnine whith .. uer VOIIP the ellC(lllnla-dt:aII widL 
-If the ellOOUnla-l, II nJ&hI. weed out tIII* .... 11 m. In �Iy in.,;ti." in thG dark. 
-1( lhe �_nlrr II OII lhe land III" in the WIII« _uoin lI'O"PS will neceuarily be pm:luo:kd. lQ L,,,,,,e !hole Ipeoc!Q"'" � � ot_p_ e--*' 
_NOIe Wlldhef the ellCOllnler I. hostile. If IQ. "'1lt1l 0111 IIwI non·hunlm, 
� the pouib" lIIIImalJ III'C �mlined. roll 10 dell:fmlne lhe particular beMt ln�ohu. lhe", III'C IWO methodl" 

(I) &I'" udt t� In cqwol chance otildn, InYOlvctl, rount "" 1M po:vibilitiu • •  nod roll (e.1- irlllCAI III'C fi." pculble � ... 1 1».lflhml.-e two. roll , liAr "fty�): 
(2) _ lIwI supnll<d �III" .. I,ft �I\IL" \"fObIabIUIIa 1ICCOnli", 10 Ihc .p:clflc __ and roll , 0100. 

I..dler Cod� .... Anhnll 1)'ptf 
C OI·I' .. .... SC 1oqII1I1. 16-25 _ Iobstcn. 26-405 . killc:r wtIaks, 0- 01·$0 . biooa. SMS -�� ,S6-6O. 1'akoII, 61·705 . NCb. 

oI6-1O.wal....., 71.100. pu,uins 76-100 . ... wu 
1>01.10 .. wpCOlbl, I 1·20. a.ce ecll. 21-45 .. .quid. 46-10 .. wtwe.. p. 01-07 ___ OI-ISoo beca, 16-20_ .... n.a. 21-25 _ -U ...,. 

71-100. Je .... l6-30.IrmIi-,)I-<IO .. �� .I,,,, .. � SI.S2.� 
Eo 01.,0, . .... Iiunla. (l6. 1.5 .. .... p lun�. 16-25 .. caecilhw • • n·s,.am.. binit., »-60 . .... 1 ban, 61"" . ...... ",,_,eMI., 

'26-27 .. PIIIII d-. 28-30. poilQll _piny "do. )I·SO .. jrJlyfi.t.. 66-72 .. blob, 7)..10 . .... todcMs. 11.9.5 .. dee. 96 100 _ boIx. 
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140 8.4 LOR MASTER ANIMAL TABLE @ 
No""" a..... Flu Mdu Mdu MWk Miul .. 

N�. MOO'mlent DefalK Dcfenx o.f_ Endunna 08 o.m.g. 08 D� .. 

SATS AND BIRDS 
Barrow Owb 6 , 2 5 10 0 ·3 - -
BiUtms - I  2 I 2 7 0 ·3 - -
BI�ck Swans 2 I 0 2 17 I 0 - -
C .... un Wings 5 , 2 5 , I ·3 - -
Chamber Sitch 2 5 3 7 5 I ·3 - -
OiffBuzurds 3 , 2 6 1 5  I ·3 -
Cnk ... /Coou 6 , 2 6 7 0 ·3 - -
Echo Hawb 10 5 3 7 IJ I ·3 - -
AyingFoxu ·2 • 2 6 5 0 oJ - -
Glut Ear.lo " 10 8 12 I sot 8 6 
GreAI F�cons 

of A,dor I. 6 • • 75- 6 6 - -
ofM.,kwood " 6 • • 50' 5 3 - -

Golodoa 2 I 0 I 20 I 0 - -
Gor<:l'(lw, 6 , 2 5 10 -I ·3 
Grus Growes 5 6 • 7 , -2 ·6 
G...,�(&u " 5 3 7 30 3 0 - -
Gll'a( Grcco Phcannu 6 3 2 , 7 0 ·3 - -
Grecn .... inged Crows 6 , 2 5 7 -I -3 - -
HuntIng &u 6 • 2 6 10 I -3 - -
Jaccwoonu 6 2 0 3 60" 5 3 - -
K'ngfLShrn 6 5 3 7 , -I -6 - -
K,nnk.r 7 , 2 5 2 -2 -6 - -
On<> 7 2 0 • 60" 5 3 - -
Pled SWAns 3 I 0 2 1 7 2 0 - -
Pond &.U I 5 3 7 2 0 -3 -
Ravuu 6 , 2 6 10 I _3 - -
Red Eagle. " 3 I S J7 3 0 - -
Su Eaglu 9 3 I 5 J2 3 0 - -
SIlort-eucd Ow[, 6 , 2 S 10 I -3 
Thnuhu 3 S 3 7 3 -2 -6 - -
Vault Shriku 3 S 3 7 2 -I -6 - -
Vrttut EaiV ... , 2 0 3 " 2 0 - -
\VATU. &AsTs 
Camanlor 6 S • 6 137t 6 6 - -
Ow:rtthrynd 7 S • 6 27St 6 6 - -
EmSqu.dt -3 • 3 S 10 I -3 - -
umpRy -. 2 2 2 7 I -3 - -
�ccho -s -I -I  -I 2 -I .. -
Mcrch�ilhniJ 0 2 I 2 32' • 3 
Mulk�nar none S S S 1I2t 2 3 - -
Nfnuurgyrth 6 3 I , 90 6 3 - -
Piltt 2 2 I 3 J7 2 0 - -
&rnUm..ni 2 S , 6 lOS' • 3 
Sou,.,,,, 6 I 0 2 70 3 0 
Ulmod,li • • 2 6 " • 3 - -
VHlino�rN �" 3 3 3 2 -2 .. - -
Wd" SnuIJ I 3 3 3 80 3 0 - -

L.. ... I I I I 130' S 3 - -
Po flU (1 ns«u, Anchniw, ;md Cnuucuns) 
Qi(fHolmr -I 3 I S 0 _2 -6 - -
Gclyngyl I 3 2 3 22 2 0 - -
Ground Bus - I  3 2 3 0 -2 .. - -
Malxlnu,kli 2 3 2 , 77 • 0 
NnkuMchn -. 3 I , 0 -2 .. 
Mo.gai Ai .. , -. 2 0 • I _2 .. - -
lJlu.nin ... • 2 6 I -I .. - -
R.A v ATSAll (AmphihulJ &. Rep" l ... ) 
ArKlodailion -I  3 2 • 27 0 oJ - -
AnguAiw(Ji -, 5 3 7 12 0 oJ - -
Slue Terupins -3 3 2 , 7S 3 0 - -
Coirr�IJ -3 3 3 3 " I oJ - -
�gil'J Viprrs -I 6 • 8 SO • 3 - -



Nonna! Ch.uge Flee Mdee Md« Mis.le Missle 
N=, Movement Defense Defense Defense Enduroulce OB D:uru.ge OB D=g< 

Gn:yAym -, I I I 2 -2 -6 - -
G""en Asps -; ; ; ; JO 0 -; - -
Land T ortoiseJ -; , , , " 2 0 - -
ManhAddus -; 5 , 5 JO I -; 
Manh Crocodile •. in wal(r -I 1 0 1 60 5 ; 

on land -; 0 0 0 60 ; ; - -
Nerhairin -; I 1 1 15 I -; - -
Nethairin Erdyr -; 2 2 2 10 0 -3 -
Nethraich -, I 0 I IZ 0 -3 

Arnathrach -, 2 I 2 " ; 0 - -
Otrov�tivi -, 2 I 2 15 0 -; - -
Pulavi -, I I I 60' 5 ; - -
Rock Vip4=u -; , , , 7 0 -; 
&a Cro<:odilu -2 , ; 5 J22t 7 6 - -
Sh�k;ng As� -; , , , 7 0 -; - -
Slow.fa"llS -I , ; , 60 5 ; - -
TNSavi -JJ 2 2 2 5 _2 -6 - -
Umak�vi -, 2 2 2 , -2 -6 - -
Zunkavi -, 2 I ; 15 2 0 - -
Zurkuvi -; ; 2 ; IZ 0 -; - -
lAssANAlCliNJ (Ltaf.earm) 
A5tab�nhlli 9 2 0 , 47 I 0 - -
Am,banhlli 9 2 0 , 47 I 0 - -
Aurych 5 I 0 I 70 ; ; - -
Gn. 9 ; I 5 J5 I 0 - -
Culcarnix -I -I -2 -I 6 -I -; 
CunUlI -2 0 -I I 5 -I -; - -
Dappled Den 8 ; I , 25 I 0 - -
Piara 8 2 0 , 22 0 0 

Pinl6narki 7 0 -2 I J5 2 0 

Go.I 7 ; I , 27 2 0 - -
Kine of Araw ; 2 I 2 67 6 ; - -
Lo.mndir 9 I -I 2 45 2 0 - -
Nimfiar.a JO I -I 2 55 3 3 
R!ilOrassi 8 2 0 3 ;2 ; 0 - -
$tetanavi 2 3 2 ; 25 2 0 - -
Wild Goau 7 I - I 2 ;0 2 0 - -
RIDING AND DRAFT ANIMALS 
Andamundar 5 , 2 5 I62t 6 6 - -
Devev;, nmnen 5 2 I 3 65 2 3 - -

workers -I 0 -I 0 55 ; 3 - -
EJven Hones 9 6 , 8 90' 5 3 - -
Horses of Mordor 8 5 ; 7 lOS· 6 3 

Losandamund.u 5 3 1 , 17St 6 6 - -
Marsh Ponics 3 I - I  2 50 I 0 - -
Mur.u 12 5 ; 7 85 6 3 

Mumakil 6 3 2 , 200t 6 6 

Wild Horses 6 3 I , 60 3 3 - -
ZUrary 6 ; 2 , 67 , 3 - -
Al'SANAIC(.oNJ (Meal-ulOrs) 
B!Jck Bean 2 2 I ; '" , 3 - -
Black Minks I 6 , 8 25 2 0 - -
Blue Sc,an 3 2 I 3 100- 5 3 -
Bluc Ouer. 2 2 I 3 40 2 0 

C.vc lkars 3 , ; 5 iSot 5 3 - -
Ch(tmig 7 3 I , 75 , 3 - -
QifTUons 6 2 0 ; 70 , 0 - -
Duth S! .... w. -3 8 7 8 I 0 -6 - -
Din: Wol""., Adult 8 , 2 6 40' , 3 - -

Young 7 , 2 6 ;0 ; 0 - -
Dunmen's 002" 3 3 2 ; 20 I -3 

Fishing Cau 5 , 2 6 25 0 -3 

Gich 8 , 2 5 22 I -3 - -
Giant Martens 0 , 2 6 J7 3 0 - -
G1utan; I , 2 5 25 I -J - -



142 8.4 LOR MASTER ANIMAL TABLE <!Ii 
Nonn...! CI=g' Fltt Mdtt Mdtt Miulc Miulc 

N=, Movement Defense Defense Defense Endun.nce OB D:am.:agc OB Damage 

Grass Cats 12 4 2 6 50 2 0 - -
Grey Wolves 7 3 I 4 55 2 0 - -
Highland LynxcJ 6 4 2 6 35 2 0 - -
Hound.t B 3 I 5 32 2 0 - -
Lis;uv; 3 4 2 5 22 2 3 
Mad .... tinc. 3 5 4 6 22 0 -3 - -
Marsh M:UI,(fs 7 4 3 5 30 2 0 - -
Mniu Tyiu 7 4 2 5 27 I -3 - -
North Bears 3 4 2 5 120'" 4 3 
Red FQ�CS 3 4 2 5 22 I -3 - -
Red Wolves 7 4 2 6 65 3 0 - -
Sheep Hound, 7 4 2 6 70 4 0 - -
Sloth Bem - I  I I I 16Zt 6 3 
Spotted Lions - 6 2 0 3 70 4 0 - -
Unc),,; 7 2 0 3 50 4 0 - - -
Undnlaif 2 3 I 4 45 3 0 - -
Vok 7 2 0 3 55 3 0 
\Var-wolves 7 5 3 7 85' 5 3 - -
White Foxes 3 5 4 6 20 0 -3 - -

-
While Wolves 6 7 5 9 85 4 0 - -
OTHER DANGEROUS ANIMALS 

Boars 4 3 I 4 60 2 0 - -
rcn Boarl 5 2 0 3 50 2 0 - -
Grey A�, 0 I 0 I 50 3 3 - -
Majmun I 3 2 4 12 0 -3 
Shdu 5 2 0 4 1201 6 6 - -
Uv�g.Aak 0 I 0 I 70 4 0 - -

8.5 LOR MASTER MONSTER TABLE <!Ii 
Mdct Mdc", MWlc Miss]., 

N�mc Moyement Nannal Charge Flu Endurance OB D;una� OB D.wugc 

DEMONIC WATER MONS'TERS 

Dcmon-wh�lc, 3 2 0 3 2501 8 6 - -
Fdl Turc.b 4 6 5 6 1251 8 6 - -
Nint.nt I I 0 I 65' 4 3 
Red Jaws 3 3 I 4 45 4 0 
Vodpnoi · 1  3 2 4 

2� 
3 0 - -

Watther. ;n the Water 0 5 4 5 9 6 - -
EVIL HUORNS AND TJUili.<; 
Eva Huorns · 1  3 3 3 200t 6 6 - -
Evil �T ret'" none 2 2 2 25' 2 3 - -
D£MONS 

&tlr(lgs 6 12 iO 14 2001 15 6 8 (rock) 2. 
Slack �monl (�c specific Ekmon. in Table 8.6.)"Evd luKr Malu. alhu ofMorgoth." 
l...assuaukar. Lusn I' 6 4 8 87" • 0 4 U 

Greater I .  6 4 8 112t 7 0 6 U 
Vampire!! ofMorgoth 6 7 5 9 lOSt 7 0 - -
DlV-GONS (Th""e nAI;n;c. &r<:- (<>. MRture D .... kes; Yaung Drake. will be weahr, Old Drakes will be strang .. r.) 
Cav� Dr.lk�s 9 7 5 8 1251 6 • - -
Cave \Vomu 2 3 3 3 801 6 6 - -
Cold..drah. 9 8 6 9 25"1 8 6 - -
ke..d ... kn 9 8 6 9 22Sj 7 6 - -
Land Dr:lkes 12 7 5 9 175t 7 6 
Winged Cold-drakes iO 9 7 1 0  25"1 • • - -
Fir.- dr�k.s 15 7 5 9 ;� 7 • - -
M;!'r:lh..dr�k.s 8 6 , 8 5 • - -
R�in..drak.3 8 5 3 • 100j 7 6 
\Val.r..dr.lkt 8 7 5 8 12"1 9 6 - -
$.md Drak.., 24 I -I 2 751 6 3 - -
\Vert_worms 1 3  6 4 7 1 751 7 6 - -
FLYING MONSTERS 

Crebain • 4 2 5 12 0 -3 - -
F.ll BeastJ 28 • 4 7 1201 5 3 - -



Nonn:a! a.. ... ' F1" MdH Md" MiD!" Missl� 
N=, Movcm�nr D�fmsc DJtn'lC' Dd'tnK Endur.mc:t OB o.m.., OB o.m.., 

GIANT RACES 
G;aol..S 8 3 3 3 12St 5 3 -2(m<:k) .2 
Trol1�. Cave 1 3 2 3 1 101 6 3 -2(m<:k) 6 

For�r J 2 1 3 75" 4 3 3(rock) 0 
Hill 1 3 3 3 871 5 3 -I(rock) 4 
Mounu;n 2 5 4 5 1201 6 3 O(rod) 5 
Soow 2 4 3 4 90j 6 3 -l(rod) 5 
Slont 2 2 2 2 75" 5 3 O(rod) 2 
".ok (Olog) 2 6 5 6 1251 7 3 2(rodr) 3 

POKo..-CREATUR£S 

ColbIan 5 9 7 1 1 loot 8 3 - -
Hurnduo 0 6 5 6 l oot 6 3 - -
Hurnkenotc 1 7 6 8 65" 5 3 - -
Mendacn -2 • 4 • 751 5 3 - - -
Mtnsharag 1 5 • 6 40" • 3 -
!>Ukd-rmn 0 4 3 • 7�:t • 0 - -
Sileol W�tchen nooe 7 7 7 175 .peci.al - - -
GIANT $J>1Ot:RS AND INSECTS 
Giant Spidm. Leutr 1 • 3 5 80" 3 0 - -

Gr�altr 6 7 5 8 17St 7 3 - -Hur;��ml 1 1  4 2 6 17 2 0 - -
Kmg: idm 2 4 3 • 27 1 -J - -
UNDEAo 8EfNGS 
Burow Wighu 4 6 6 6 821 5 0 - -
Corpse Candle. nooe 2 2 2 50" Jp«ial - - -
Corpse Lanlern none 3 3 3 67·' special - - -
Gho,t.I. lesser • 2 0 3 501 3 0 - -

R"'alCr 6 • 2 6 821 5 0 - -
Ghouls.lcutr -2 1 1 1 12' 1 0 

gruler" - 1  1 0 1 25' 2 0 - -
Lc'luav; 2 1 0 1 25' • 0 - -
Mcwlips 1 2 0 3 30" 2 0 - -
Sand �vils 5 0 -2 1 371 -'" - - -
Skeletons. minor -3 -1 - 1  - 1  12' 1 0 

J�ser -3 0 -1 0 27' 2 0 - -
greater 0 2 1 3 50" 2 0 - -
Lo,' 2 6 5 7 67·· • 0 - -

Spccttn. lcsscr • 9 7 10 75·· 3 3 - -
fl"Cner 5 6 • 7 loot 5 3 - -

S�mp $(an 8 6 4 8 151 Jp«i.al 
TJ·[la_Lisch 6 3 2 • .,' 4 0 - -
W�rgJ 4 6 • 8 90" • 3 - -
Werf;wolvc, 9 7 5 9 12St 6 0 - -

8.4 LOR SPECIFIC CREATURES TABLE @ 

Name Monment Defense DeFense Endurance OB OB 

GREAT EAGUOS & GREAT FALCONS & RAVIlNS lie THRUSHES 

Thorondor 18 1 1  9 13 1 7  6 
Gwaihir 17 9 7 1 1  1 1  6 
Landroval 16 10 8 12 9 , 

16 7 9 90" 8 , 
Gilnil 14 7 5 9 85" 8 , 
Role 8 3 1 4 15 1 -3 
The Old Thrush 3 4 2 5 7 -1 -6 
Ho""" 
N.h" 12  12  10 14 2001 1 1  3 
Nimros 1 1  8 , 10 100" , 3 

Mordor Horse 9 5 3 7 
Fdarof 1 1  7 5 9 125- 8 3 
Shadowfax 10 , • 8 lOS' 7 3 
$nowm:mc 10 5 3 7 85 , 3 



No"",,, Chnt' Flu Mdtt Mdr'" Migl., MW.I .. 
N=, Mov.-mmt D",frnH DJ_ DcI.,nsc Endur:uKe 08 D_" 08 D_" 

HOUNDS I!l BoARS 0& EVIL HtJIlONS 0& TREES 
H� 10 1 2  1 0  I .  17St 12 J - -
Ewrholt Boar • 5 J 7 95 5 0 - -
Old Man Willow 00" J J J mt 5 • - -
Sleeping Root nont J J J JOOj 5 • - -
DEMONS 
Gothmog 8 14 12  I '  333: 24 • I .  5 
Moria &alrag • 12  10 I. 210j 15  • • • 
Lun&Onhin 7 IJ I I  15 2831 II • 12 J 
51 ,udach • 9 7 10 85t 5 0 • · 1  
Oflnons of Aglarond • 5 J • 75" 8 3 
Luh·y • 9 7 10 l2St 12 0 • 0 
MourNi" 7 7 5 9 1501 I. 3 10 0 
R=., 9 5 3 7 I2St 5 3 
THE WINOS OF T"lJR,ANG 

A" 8 2 0 • JO' , 3 3 I 
K.. 8 J I 5 50' • J • I 
Eo. 8 , 2 • 65' 7 3 5 I 
CA, 8 5 J 7 80' 8 J • I 
I .. 8 7 5 9 100' 10 J 6 I 
Kd 8 8 • 10 120' I I  J 7 I 

Ungolilont 9 30 28 32 619; 24 6 - -
10 35 J3 37 812t 28 6 - -

ThurmgwMil 7 8 6 10 l iSt 7 0 - -
DRAGONS (all Fiu-dn.w :lIt sptdl ciUun) 
Agburanar 9 a 6 10 231* a 6 - -
Ando-Ann 7 7 5 a 270j 9 6 - -
Culgor 9 6 • a ;;'61 a 6 - -
Emchangodogo 9 7 5 9 7 6 
Golti. 7 7 5 a 237: a 6 
Haurnfifc 9 a • 1 0  2281 7 6 - -
HyarlC\lu 9 7 5 9 1641 6 6 - -
Klyuar 9 7 5 9 l82i 6 6 - -
Lamthall( 7 a 6 9 2SS: 9 6 -
wlabika 9 7 5 9 2431 a 6 - -
Mtrkampa 9 9 7 I I  2�! 7 6 - -
Sa .... 9 9 7 I I  277 9 6 - -
Lorn •• 9 a 6 10 233: a 6 
Niocupa 9 a 6 10 ISOj a 6 - -
NimalUur 7 a 6 9 ml 7 6 - -
&irann 7 7 5 a wi 9 6 - -
Oadomin 7 6 4 7 214* 7 6 
Dynca 9 a • 10 21 It a • - -
Khuudrtpa 5 a 7 8 2JOj a 6 - -
AncabROI1 20 15 13 17  375i 19 • - -
Angur1h 15 a • 9 ZJ5t 7 6 - -
Glaurung 17 I. 12 I. JOOj I. 6 - -
hangUl 15 9 7 10 295: 10 • - -
UlKJ.ruth 15 7 5 a 2171 a • - -
Ruingurth .1 • • • 2471 7 • - -
Snu.ug 15  10 a 12 3[8t a 6 - -
Throkmaw 15 a 6 9 261t 7 • - -
Uruial • 7 • 7 2191 7 6 - -
Utumkodur 17  I I  9 IJ  277t 7 • - -
FLYING MONSTERS & GIANT SPIDERS &. UNDEAD BEINGS 
Fell Bust 28 7 5 9 142t 5 J - -
Durclax 2' a • 9 loot 5 J - -
Enn .. &n &nb  10 7 5 8 � 7 3 - -
""lob 9 1 1  9 12 7 J 
yran.urach 10 7 5 9 loot 7 J 
Carcharolh 10 10 a 12 IS5t 1 1  J - -
Orau luin 12 1 1  9 13  183t I I  J 

• - For thUt (r�.uures tn�t �U" '(Julu as MZS <Unu�" and for "K� results roU ont dic: on a J..6 cl.., n:JUIt i5 ;t  -K. w othnwix dw result i5 "30 chtmgc.-
•• - For mnc (natures trut �U" results as H20 damage" and for "K" nJulu roU one dic: on a 4-6 the ruult iJ a "K. H otfM:rwis<: me result iJ "zs dan-ugt." 
t - For rnue (rutures Inu "U" relulu as "IS <unugc" and for "K" resull) roJ[ one die: on a 5-6 W resull i5 a "K." ornerwix the result is "20 dan-ugc." 
t - For rn� crutures [nat "U" nsult, as "10 danu�" and for "K" result.! Toll one die: on a 6 the resull i5 a "K. H othtrwillf: !.he result is .. 15 dama�." 




