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1.0 INTRODUCTION 
''' .. .il is a lhing fJ'Issing slrangt 10 ftU" lhal Ibt btaling haml s bou/J 
also wi,ld Ibt $WOrd. II is noll bm in Comlor now, lbough onu il 
was so, if old laIrs Ix tni/". SuIJor �ngy,aN WI' btaltrs haV( Ollly 
s�ghl 10 fJ'Ilrb /Ix rmls Will, by lilt mm of $WOrtis. Though w( 
s hoNld slill hav, mough 10 do wilboullhan: 1M \Wrld iSJull mOHgh 
of in.rls and miS(hances wilhoul wars /0 mNI/iply limn.' 

'It nmls /Ild ·ont Jor /0 brad a war, noltwo, Masl(r Warden,' 
answmd Eowyn. 'And lhost who havt nOI JW()rtis ran slill dit Npoll 
Ihtm. WouiJ you haw 1M Jolk of Condor lillbtr yOH MrbS Ollly, 
wbm 1M Dar� urd galMrs amits?'" 

-TIt Rthlm iflhi King, p. 236 

It is told in the AlnN!imla/(; the Music of the Holy Ones, 
that Mdkor marred the Song of Cr�ation before the world 
was made; thus did Evil enter Middle-earth, and with it all 
manner of hurt, illness and suffering. It is also said that Eru 
I1uvatar, the One True God, wove into the Music a counter­
theme to oppose and n:dress the violence of Mdkor's· 
discord.. In this counter-movement the coming of the Eruhlni, 
the Children ofIluvatar-Elves and Men-was heralded, a 
theme" deep and wide and beautiful, but slow and blended 
with an immeasurable sorrow(Si� pp. 16-17)." It is in this 
sorrow, mingled with hope, that healers find their calling and 
power. 

The healing hand guides one of the most venerated 
professions among the Free Proples of Middle-earth, and 
each culrun: possesses a unique body of lore which its healers 
seek to master. Within certain societies, leechcraft exists as 
a formally-recognized vocation; in others, all mem­
bers of the society are expected to command some 
degree of medical expertise. In this tome is com­
piled a wealth of information about the healing 
lore of Middle-earth's inhabitants for those who 
wish to create characters skilled in that lore. 

Leechcraft has rardy been absent from the most 
desperate turning points in the struggle of the Free 
Peoples against the Dark Lord. Heroic tales of 
healing abound in the legends of the Elder Days. 
Luthien Tinuvid, daughter of Melian the Maia, 
twice put forth her healing power to save Beren 
from cerrain death during their quest to win a 
Silmaril from the Iron Crown. Beleg Strongbow, 
Elven-captain ofDoriath, was a master of healing, 
and used his skills to aid Turin and his outlaws in 
the wilderness. Also skilled in leechery was Brandir, 
chieftain of the woodsmen of Brethi]' who-­
alas-nursed both Turin and his sister to health 
only to see them fall prey to Morgoth's horrible 
curse. 

The healing craft is equally pwm:nent through­
out the Second and Third Ages. It was the divindy 
ordained grace of the priest-kings of Numenor, 
descendants of Luthien the Fair, which gave birth 
to the prophetic rhyme: J1x banJs of lilt king arr lilt 
hands of a iltilltr, anJ so shall lhi righ!J1l1 king b( known. 
Aragom, last inheritor of that revered lineage, drew 

upon his power several times during the War of the Ring, 
and finally claimed the realm of his forefathers under me 
name of Envinyatar the Renewer. Among the Elves. it was 
Elrond of Rivenddl, eldest scion of Luthien to remain in 
Middle-earth, who alone possessed the poreney necessary to 
remove th� deadly Morgul-blade from Frodo's shoulder. 
Even Gandalf the Wizard assum�d the healer's rol� when, 
aided by the power of Nary a, the Ring of Fire, he rekindled 
the flame of King Throden's waning spirit, poisoned by 
Wormtongue's venomed whisperings, to valor and great 
deeds---<lr when he recalled Pippin from the paralyzing 
terror of a face-to-face encounter in the fllianlirwith the Dark 
Lord himself. 

But the Children oflluvatar do not stand alone before the 
menace of the Shadow. Many of the Ainur who had partici­
pated in the Song of Creation and who had not been 
cOrn.Jpted by the Discord of Mdkor chose to enter into the 
world-to oppose the destructive deeds of their rebellious 
peer and to bring aid to the Children in their distress. These 
were the Valar, the Powers of the World, three of whom 
devoted themselves especially to the sphere of healing. The 
first and greatest of these was Yavanna, Queen of the Living 
Earrh, and from her come all herbs and plants of healing 
virtue. such as the noble IIl brlas, or the humble pipewced of the 
Hobbits that brings tranquillity to the troubled mind. Then 
there is Nienna the Mourner, whose tears bring solace [0 
those of wounded spirit. The third is Este, bringer of rest and 
renewal to the body; and her handmaiden Melian stands at 
the fount of the greatest healing tradition shared by Elves and 
Men alike. 



Both players and gamemasters will find this sourcebook to 
beofgreat practical value. Notonlydoes itprovide character 
generation guidelines for healers from over forty distinct 
culrures; it also offers an exhaustive compendium of nearly 
three hundred herbs, curatives and poisons which have been 
indexed according to their powers and by the type of 
environment in which they may be found. Combined with 
the profiles of healing rr.aditions, this compendium fonns 
the ultimate reference tool (or adventurers in a hostile setting 
where obtaining the right healing resources can spell the 
difference between life and death. 

ADVENTURE GAMING 
Hands o/Ibe H(a/n-'" is the firs( title in ICE's Lort 0/ Middlt­

(ar/he adventure game series. Along with its projected succes­
sors, this volume focuses on one of the most popular and 
valued character professions in fantasy role playing games. 
As you may already know, role playing games are akin to 
plays or interactive novels. The referee, or gamemaster, 
serves as a sort of actor/director, while the players portray 
the main characters. Everyone combines their imaginative 
talents to conceive a spontaneous story which is never short 
of action, intrigue and adventure. Often, over the years, 
gamemasters have chosen Middle-earth as a setting for 
adventure games. No fantasy world exceeds Tolkien's cre­
ation in terms of depth, flavor and consisuncy, nor as a 
setting for adventure games. Hands 0/ 1M Htaur serves as a 
helpful tool for gamemasters and players seeking knowledge 
about the heal ing profession and heal ing resources in Middle­
earth. It is an ideal reference work for anyone using any major 
fanrasy role playing game guidelines, in particular ICE's 
MidJu-(artb seri.cs. Those wishing to explore T olkien's world 
in !he context of an adventure game will find this work 
invaluable. 

USING THIS WORK 
Hands 0/ tilt Hta/n- begins with an overview of the healing 

arts in Middle-earth (Section 2.0), followed by a series of 
succinct vignettes describing the healing traditions of forty­
four cultures (Section 3.0). The herb compendium is pre­
sented next (Section 4.0). An appendix supplying defini­
tions of key terminology (Section 5.1), followed by two 
healing-oriented scenarios for ICE's Middle-earth Q,lkltibk 
CArd Game(MECCC) .... (Section 5.2) and a cross-referenced 
index for the herb compendium (Section 5.3) completes the 
sourcebook. AU infonnation throughout this module has 
been keyed to ICE's Middlt-tartb Rou Pltlying (MER.P). '" 
Roumaster (RMSS)'" and LArd of tht Rings Advtnhm wme 
(LOR)'" systems. 

THE SoURCES 
This is an authorized secondary work. It is specifically 

based on Ibt Hobbit and Ibt Lord of tbe Rings, and it has been 
developed so that no confii<:t exists with any of the other 
primary publications of J.R.R. T olkien. Of course, always 
remember that the ultimate sources of information are 
].R.R. Tolkien's works. Posthumous publications edited by 
his son Christopher shed additional light on the world of 
Middle-earth. 

HAnds 0/ tM Healer is based on extensive research. We 
uphold the high standards associated with the legacy of 
J.R.R. T olkien. By blending material from primary and 

secondary sources with rational linguistic, culrural and geo­
logical data, we insure that any interpretive material fits into 
Tolkien's defined patterns and schemes. Keep in mind, 
however, that this is by no means the "sole official view." 

Since we derive the material in Hanas of 1M H(a/n- from 
authorized sources, we provide citations to pettinent sec­
tions in Tbt Hobbit and Ibt Lord 0/ tbe Rings and other major 
works by J.R.R. Tolkien. Where we have extrapolated 
information, we either omit citations or we refer to publica­
tions in ICE's MidJu-tflrth adventure game series. 

2.0 THE PILLARS OF 
LEECHCRAFT 

" ... advmINrrs Aft not all pony-riks in May-sunsbint .. " 
-Ibt Hobbit, p. 36. 

ut's face it: adventurers get hurt. Injury and illness are 
often just as formidable obstacles to the successful comple­
tion of a <jueS{ as any other, and must be taken into 
consideration by both gamemasters and players. Whether 
they prefer r�course to medicinal herbs, curative magics or 
the skilled hands of a professionall��ch, PCs and NPCs alike 
need to know what kind of healing resources arc available to 
them. The infonnation provided in this book presumes a 
familiarity with three basic components of Middle-earth 
leech craft: skills, spells and herbs. The following sections 
offer succinct overviews of some of the moS[ important 
facets of these primary tools of h�aling. 

2.1 SKILLS 
This section modifies and adds to the 

skills described in Appendix A-5 of 2nd 
Edition MidJu-rar/h Rou Playing and section A-
1.32 of the Rolmuuttr Standard Rwus. Th�se 
four skills represent the traditional cat�go­
ries of medical lore as studied among the 
healing practitioners of most civilized cul­
tures of Middle-earth during the Second and 
Third Ages. The MERPrelatedskill catagory 
for these skills is "General." 

PHYSIC 
(MERP, It,; 

RM5S: Rt/Mt/ln, Tubni(al/Trak) 
Diagnosis and treatment of the subtler 

ailments of the body: diseases such as fevers, 
aches, fluxes and pox, infections, poisoning, 
pains, growms, troubles of aging and banes 
of the spirit. Involves· examination of the 
body--its look, sounds, smells, humors, 
winds and excretions. A good diagnosis typi­
cally implies a proper treatment, but a sec­
ond skill check may be needed in obscure 
cases. Those skilled in Physic invariably 
possess some knowledge of other healing 
lore, allowing them to deal with any danger 
to health. Characters may use their Physic for 
a skill check in Apomecary, Midwifery and 
Surgery at a -30 penalty. 

LOR PLAYERS 
If you arc using the LOR sys­

tem and two 6-sided dice, the 
MERP static maneuver tables in­
cluded in this book are easily 
converted to LOR. Simply refer 
to the conversion lin below. 

modified 
diu 
roll 

rault 
(Atagcry 

2 .............. Blunder 
J ........... ... Absolute Failure 
4-8 .......... Failure 
9 ........ ... ... Partial Success 
10 ........... Near Success 
I I ........... Success 
12+ ........ Absolute Success 

Ignore the result catagories of 
Unwsual Evmt and Unwsual Swam. 
These catagories afe used only 
by Rolmuuter players. 

Remember to use LOR skill 
bonuses when rolling on these 
tables. The MERPstat IG (1ntel­
ligence) is e<juivalent to the LOR 
skill GmeraL The MERP stat PR 
(presence) is equivalent to the 
LOR skill Pmtption. 



Note: MERP players sbotl/J (gnort 1« result calagories oj 
Untlsual Evmt and Untlsual SUUNS. 

PHYSIC STATIC MANEUVER TABLE (IG) 
Uss than .25 (Blunder): Somuimes you are SO good you �urprise 
youndf! You fully diagnose the patient in lh the normal time and 
think you know ""artly what i$ nee-e.sary to hul the ailment. 
Unfortunately you have got it completely wrong (GM' � diJ.cretion). 

-25 to 04 (Absolute Failure): As "Failure," but you have al�o 
managed to infect the patient withamild disealle. When Wall thela.t 
time you cleaned those instrurnenu? 

05 to 75 (Failure): ifl,spite thorough diagncni. (2x nonnal time), 
you have no idea whatthe cause ofthi. ailment iJ.. You may prescribe 
balled on the visible .ymptoms. If you comull another source, you 
may uy again. 

rUM 66 (Unusual Event): While diagnosing the patient you 
accidentally stab him with an instrument, uw;ing great pain. Ltc's 
hop" he doesn't rake it p"rsonally. Ifhe lets you, you may try again.] 

76 to 90 (p.uti.al Suc«"); You gain SOme knowledge of the uw;e 
of the ailment. Try again aner another diagnosis. 

rUM 100 (Unusual Success): While poking and prodding the 
patient, he suddenly tells you that he feels much better. You havc 
inadvertently reduced any pain associated with the ailment by 50"k 
for several weeks. The patient is now more than willing to let you 
continue the diagnosis. (Trut as "Success.")] 

91 to 110 (Near Success): Aner some lime.(2x normal), you have 
a good idea of the cause of the ailment. You may prescribe a remedy 
bllSed on this hunch, or you may try again at +20. 

I I I to 175 (Success): Well done. You successfully puceive the 
cause of the ailment and identify olher ponible problems. You have 
a good idea of what needs to be done, though nol neces.urily the skill 
to do it. 

Greater than 175 (Absolute Success): Sometimes you all' So good 
you surprise yourself! You fully diagnose the patient in Ih me 
normal time and know uactly what is necessary to heal the ailment. 
Any atlempt to heal the patient yourself 0. by someone under your 
di...,rtion gairu a + ZO. 

Modiftations: 
+ Physic skill. 
+510 +40 for secondary source of infonnation (another physi. 

cian, book. etc). 
-30 to + 10 for equipment (or lack theRof). 
-70 to + JO for difficulty of ailment (.70 for a ra..., magical disellSe, 

+30 for a fractured leg). 
·50 to +30 for familiarity with this ailment (-50 for neVer seen 

befOR. -10 for never seen but knowledgeable through books, 
+30 for common ailment). 

-30 to + TO for ability of patient to describe the symptoms. 
RMSS Skill Category: Technical/Trade· Professional {Em} 

FIRST AID/SURGERY 
(MERP: 19; RMS5: R,/M,/In, Tubnital/Tradt) 

The treatment of wounds and injuries by staunching, 
deaning, bandaging, binding and sewing, along with setting, 
splinting or amputation. First Aid covers only the simpler, 
emergency fonns of wOW1d.tcnding. The surgeon deals with 
both emergency actions and long tcnn repair and renewal. 
Surgery applied to the internal organs usually requires the 
application of magical herbs and/or spells to prevent death 
ITom shock or infection. Characters may develop a skill in 

First Aid as a Secondary Skill. Non.heal!=rs may only learn 
Surgery by expending I background point during Adoles­
cent development and acquiring it as a Hobby Skill. Nearly 
all Surgery and First Aid operations cause shock, pain and 
stress to the patient. Unless anesthetic is used, the patient 
takes /Tom 1-10 to 10-100 hits /Tom the operation (GM's 
discretion). 

FIRST AID STATIC MANEUVER TABLE (IG) 
Uss than .25 (Blunder); This isn·t pretty. All watching must make 
Corutitulion roIL. to ayoid nau.ea all you fi ... therdamage the patient. 
You cause an additional6-60hits in pain, en5uring that (if he lives) 
he will have a pennanent diubility from the wound. 

-25 to 04 (Absolute Failure): Your feeble e(fons achieve nothing 
forthe patient beyond stopping 1 hit/round. You also cause him 2-
20 additional hits from pain, increllSing the chance of permanent 
injury by 50% minus your ranks in First Aid (GM's discretion). 

05 to 7S (Failure): Despite your best e(fons, you cannot help the 
patient beyond stopping 3 hits/round. The chance for a permanent 
injury is 70% minus your ranks in First Aid .. 

rUM 66 (Unmual Event): Your inidal probing of the wound 
causes such pain that the patientthrvhe5 uncontrollably for I round 
(during which time you cannot help him) befo..., pllSsing out.] 

76 to 90 (P:uti.aI SucctSS): As "Success," but bleeding is reduced 
by 3 hib/round, other p"nalties by 10%. The chance for a 
pennanent penalty is 60% minus your ranks in First Aid. If you 
wish, you may keep trying until you score a "Failure" or worse. 

rUM 100 (Unmual Success); In Y.I the nonnal time you manage 
to stabilize the wound, enabling natural healing to begin (llS 2 
successfUl rolls). As a Rsult of your brilliant letchcran, theR is no 
permanem penalty. D;wuge don. to the patient due to the operalion 
is halved. Well done!] 

9 I to 110 (Near Success): As "Success," but bleeding is reduced 
by 4 hits/round, other Pl'nalties by 30%. The chance for a 
pennanent penalty is 50% minus your ranks in First Aid. If you 
wish, you may keep trying until you SCOR a ·'Failure" or worse. 

I I I to 175 (Success): Congratulations! You may have just saved 
a life. You successfully stabilize: the patient (reducing bleeding by 5 
hits/round and Pl'nalties by 50%). You may now attempt to mend 
the injury or, if it is already stabilized, you successfully begin me 
nonnal healing process. If appropriate, the wound may harbor a 
pennanent penalty (40% chance minus your ranks in First Aid). If 
you wish, you may ktep trying until you score � "Failure" or worse. 

Greater than 175 (Absolute Success); As "Success," but other 
penalties are ...,duced by 80%. The chance for a permanent penalty 
is 20% minus your ranks in First Aid. Damage done to the p�[ient 
due to the oPl'ration is halved. 

Modifications: 
+ First Aid skil!. 
+5 to +30 for helpers (e.g., +30 for a reasonably .killed 

assistant). 
-10 for hits/round bleeding/pain over 3. 
·30 to +30 for familiarity with type of wound (e.g .• an up"ri. 

enced warrior has a bonw; for treating common battle wounds). 
·70 to +30 forseverity of wound (e.g .. ·30 fora badly broken leg). 
-30 to + 10 for equipment. 

-5 to -100 for permanent Pl'na[ties (.e1dom more than ·20). The 
GM must de�ide on the appropriateness and severity of the 
penalry. 

RMSS Skill Category: Technicai/T rade • General {Em} 



SURGERY STATIC MANEUVER TABLE(IG) 
Leu thaD .25 (8IundC'r) You puncturu ftin onrtery. Unless you 
do something quick. UK p�lienl blew to duth in 8 rounds. 

.25 to 04 (Absolute F�ilurE): In spite of your best efforts, you un 
do nothing ror the pnicnt bqond nopping 2 hiu/round and 
mJucing pcmltiu by 10%. You ;Uso I.lIlkllQwingly infect the 
-""-
OS 10 7S (Failure): Alas, this ailment/injury U: kyond your skill to 
fUlly allcviaic. You succeed in stopping 3 hits/round and reducing 
pcn.a.ltics by 20%. The chance ror a pcmunenl penalty is 40% 
minus your ranlu in Surgery. 

(UM 66 (Unu.to.W Event): JUSI as youstartlopl'lIcticc your an, you 
get a ftryslnlng fcding [hal romconc is watching you. Returningto 
the wk al hand, you fctl an additional guiding lund (GM's 
discretion as [0 wMtncr this gives a bonUl or pcrudty). Roll again.] 

76 to 90 (partial Succeu): As "$uccess," but bl«ding is reduced 
by .. hits/round, olher pcnahiu by 40%. The clunee ror a 
permanent pt"nally is 30% minus your ranks in Surgery. A previous 
�nnanent injury is r�du,(d by 10. If you wish, you may keep trying 
until you Kore a "Failure" or WOrse. 

[UM 100 (Unusual Success): As "Succeu," but you �rfonn Ole 
o�ntion in Y.I the time and realiu you should ha"" bren doing it 
Olis w�Y �II along. Dmug<' done to the tntient due to the o�r.l.tion 
is halvM. <nin a pe:mun(nt + 10 to your Surgery skill.] 

91 to 110 (Nur Su«ess): As "Success," but bleeding is ",duc(d 
by 5 hits/round, oth(r �nalties by 60%. Tht; d�nce for a 
pmnancnl pe:naI1Y is 20% minus your r.lIlks in Surgery. A previous 
pmnancnt injury is m:luud by 25. If you wish, you may keep trying 
W11i1 you sco'" a "Failure� or worst. 

1 II to 175 (Success): You succes.s/ully stabiliu the pnient, 
rrducing blucling by 7 hits/round and penalliu by 70%, and 
elU.blinglU.runJ fw,a1ingto begin. There isno pmnam:nl penalty for 
this injury. A previous pe:nnancnt injury may br ",dueed by 40. 

Greater than 175 (Absolute Success): As "Succes.s," but blucling 
is reduced by 9 hits/round. olher pe:lU.ilies by 90%. There is no 
pemuncnt �nalty for this injury. A previous pennancnt injury may 
br reduced by SO. Damage done to the tntient due 10 the o�r.I.[ion 
is hal""d. 

Modifications; 
+ Surgery Or Fiu! Aid ,kill. 
+S 10 +30 for hclpe:u (e.g .. +30 for a reasonably skilled 

assislant). 
-10 for hits/round bleeding/pain over 3. 

-30 to +30 for f:lffiiliuily with type of wound (c.g., an c:tperi-
encM surgwn}w a bonus for many injuries). 

-70 to +30 for severity of wound (e.g .. ...JO for a badly broken leg). 
-30 to +10 for equipment. 
-30 for attempting to fir a pctmaMnt injury. 
-15 for a latu attempt on a rdali""ly recent injury (c.g .. I'<'-

breaking a nose: �t}w healed poorly). 
-S to -100 for pemunenl penalties (seldom mDrT than -20). The 

GM must decide on IN, appropriateness and severity of w 
penalty. 

RMSS Skill Category: T echnical/Tra<k • Professional {Em I 

MIDWIFERY 
(MERP: /gj RMSS: Mt/ In/ Rr, Tttbnit"i/T'"M) 

Skill in the birthing of children, including medical lore 
relating to pregnancy and the problems of caring for new­
borns. Midwifery is ;a specialized fonn of the other medical 
skills; it may be used to make Physic;and Surgery skill roles 
at a -30 penalty. A non-healer may only learn Midwifery by 
expending I background point during Adolescent develop­
ment and acquiring it as ;a Hobby Skill. 

MIDWIFERY ST ATlC MANEUVER TABLE (lG) 
I...ess thm -25 (Blunder): A I!':Igie accidenl incruses the ch2nce for 
a eLngerous birth (incruse birth difficulty roll by 40). You arc 
blamcd if tr.l.gMy Striltes. 

-2S to 04 (Absolute Failure): This is not your eLy. Your incom­
petence en"'gcs the father, mother or olher anendants and you arc 
expelled from the house. If anything goes wrong. they an: Jure to 
bl:lffic you. 

05 to 75 (F2i1ure): Perhaps the miracle of birth has distracted you 
from the usk.t hand. You find yourself unable to assist in anything 
but a minor capacity (up to 20). Ihough JUSt having you thcre may 
calm the mother 10 br. Lc!'s hope the birthing goes ID1oothly. 

[UM 66 (Unusual En�nt): E..rly in the birthing process, you 2re 
disrurbed by a ""ry nnotional visitor(angry, sad, happy. etc). How 
you get rid of them is up to you. Oncf you do, roll again.] 

76 to 90 (partial Suc:c ..... ): Necvoll,l han<h make this a rrying 
birthing for you and the mother. You may allevine mode",lC 
difficulties (up to 5) and may Iry again al +5 unlil you SCOre a 
"FailurcH Or worse.· 

[UM 100 (UnlUuaI Succcu): Events lik( this happen once in a 
lifetime if you're IUlky. Only a true disaster can pre""nt this birth 
from bringsucccs.s/Ul (up 10 -180). If .ucccufUJ, the baby was nill_ 
born bul you somehow manage to ",vive it. For brttuor worsc. you 
brcome famous in the: local area.] 

91  to J 10 (Nur Success): Evuyone but the fawr,sttrru (0 haw 
faith in you; let's hope they arc righl. You may overcome most 
difficullies (up to 40) and may cry again 21 + 10 until you KOrc 2 
"Failure" or worse.· 

III to 175 (Success): You pos.Icss lhuurehandsof at",emidwife. 
You may bring the child into this world ewn und�r uncommon or 
dangetous circumJtanccs (up to -80) and may 2ttempt to roll again 
at + I 5 until you get a "F2ilu"," or worse,· 

G"'2tU than 17 S (Ab$olutc Succe ... ): You love days likClhi •. Only 
a true disaster can prevent Ihe birthing from being successful (up to 
-120). If you do indeed overcome a ""ry eLngerous birth, you 
ruputalion increases markedly. 

• A m.uimum of 4 rolls is allowed. If the ncctl.sary result }w not 
bren achieved, time}w run out for the mothe:r and/or child 
and they suffer the full effuu of a <4ngerous birth. 'The 
difficulty of the birth should br detennincd. by an open-clXkd 
roll. Any result under 25 indicates: a troubled. birth (f.g .. a roll 
of 10 would indicate somewhat prolonged labor. but no real 
cLnger, while a roll of -so would indicate serious eLngu 10 
both the mod"r and child. requiring a high le",,1 of interven_ 
tion). 

Modifications:: 
+ Midwifery skill. 
-2010 +50 for equipment. 
-SO 10 + 10 for environment. 
RMSSSldJ[ Cmgory: Tcchnical/Tnde· Vocational {Em} 



APoTHECARY 
(MERP: 19; RMSS: Mt!ln/Rt, Tdmi{IlI!Trtllu) 

Adept in the preparation of drugs, herbals, periapts, 
salves, poultices and balms. The urban variation on the 
country herbalist, hener educated, makes more useof animal 
humors and mineral salts. The apothecary (or druggist or 
chemist) typically forages for herbs in tomes, gardens and 
marketplaces. This skill may be used as a substitut� for 
Physic, Herb Lor�, Alchemy or Poison Lore ata -30 penalty. 
For more details concerning the location, identification and 
preparation of herbs, see Section 2.3 below. 

APOTHECARY 
STATIC MANEUVER TABLE erG) 

l...cs.!: than -25 (Blunder): This is easy. You prepm the compound 
with your usual �plomb, unawue thu you ha", contamin�ted the 
minure. Make an open-ended roll for the severity of t}u, comami. 
nuion (GM's discrction). 

25 to 04 (Absolute Failuu): Not only do you waste all your raw 
material. you also bre�k � vital piece of equipment. Butterfingtrs! 

OS to 75 (Failure): Despite your best efforts, you fail to success­
fully prcpare this compound. You may salvage 2%-20% of the nw 
ingredients. 

[UM 66 (Unusual Ew:nt): Why isn't this working?! The com­
pound just won't blend properly. After wasting some time, you 
decide that this is jill! not your day. Try again tomorrow (no raw 
materials arc wasted).] 

76 to 90 (P�n.;al Success): Hmm .. .5omething's not right. Try again 
at +10. 

(UM 100 (Unuswl Success): Hey, that worked really well! You 
have di$Covered a new method that allows you to utnct either 10% 
morc. potency or reduce side effects by 20% for this compound.] 

91 to 110 (Ncar Success): You successfully prepare the com­
pound. Either the side effecu arc enlunad by 10% Or the potency 
reduced by 10%. 

I I I to 175 (SueCU$): The mortar and pestle are truly your friends. 
You successfully prepare the compound. 

Greater than I 75 (Absolute Success): How do you do it?! This 
compound is e)fallent. You may redua any side �ffects by 50% or 
enhana the effect by 30%. 

Modific�tioll$; 
+ Apothecary skill. 
+5 to + JO for instructions. 
-40 10 +40 for equipment. 
-70 10 +30 for difficulty of preparation. 
-SO to +30 for famiJiuity with method. 
-5010 + 10 for environment. 
RMSS Skill Category: Tcchnic�I/Tnde • Vocational {Rc} 

A representative list of some of the more common prepa­
ration maneuvers performed by means of the Apothecary 
skill include: 
• Boiling: The plant part used must be boiled, usually in 

water. (Others re'luire wine, and in rare cases even 
blood.) Care must be exercised, because some herbs 
only re'luire a brief immersion in boiling fluid, while 
others must be simmered for hours or even d�ys. The 
addition of other herbs, in some c�ses, is re'luired to 
activate the medicinal virtues of the primary plant. 

• Brf:wing: This method of preparation differs from 
boiling in th�t the herbs arc usually cooked for several 
hours or d�ys until the li'luid is reduced to a residue 
[hat is given or applied to the person needing treat­
ment. 

• Concentration: Some herbs may be concentrated into 
a paste form. This procedure is extremely common in 
the manufacture of poisons which may be applied to 
edged or pointed weapons. Such paste remains 
effective for up to 1 week (or until used). If a critical is 
obtained, the opponent must make an RR or he takes 
the poison's effect; if not, the poison is gone. Poison 
paste may also be added to food or drink, though the 
chance of detection varies according to a number of 
factors. 

• Crosrung: Many of the healing properties of a plant 
arc locked within its internal structures. Crushing part 
or all of it, either dried or fresh, releases curative agents 
that may be detected either by smell or taste. Although 
most of these types of herbs may be crushed in the 
hand, some re'luire a mortar and pestle. 

• Drying: Most dried herbs arc more potwt than their 
fresh counterparts and keep for a longer time before 
losing their virtue. While most should simply be 
�Ilowed to dry in a cool, d�rk place, a few exceptions 
re'luire a low fire. 

• Pressing: This tedmi'lue is re'luired for the extraction 
of oils and in cases where a compound is not concen­
trated enough to elicit a response when the plant is 
administered while any other form of extraction (such 
as boiling) would destroy the beneficial compounds. 
For this procedure, a specialized press is usually 
re'luired. 

• Putrefication: In this process, the herbs are allowed to 
decay and break down to release and! or allow 
medicinal compounds to form. The usual form of this 
type of prepar�[ion is a simple compost he�p in which 
other forms of refuse are also piled. In some caSeS, 
putreficarion must cake place within the corpse of a 
specific species. 

• &aring: Th'c outer skin of the helpful part of the plant 
must be seared over an open flame. It undergoes a 
[ransform�tion process during the blackening and may 
either be used as is, or it will, in some way, bring to 
maturity the essence of the flesh underneath. Some 
plants may be seared over any type of open flame, 
while others must be blackened over a fire built of a 
certain type of fuel. While most such plants re'luire 
only a brief exposure [0 the flames, a few must be 
thrown into the fire and retrieved only sever�1 hours 
later when the flames have died down. 

2.2 SPELLS 
This section offers some alternative ways of handling 

three healing-related spells described in Section 17.0 of 2nd 
EJition MiJdft-(Qrtb Roft Playing and in the Animist lists of 
Appendix A-4.5 in that same book. (For the RMSS counter­
parts, see Sections 2.4 and 2.7 of SptU i..tJ.w.) The optional 
rules presented below attempt [0 reinterpret these spells so 



as to undef them more in keeping with the flavor of Middle­
earth. The descriptions of healing magic (and the powC'tS of 
certain healing herbs) in this book uflect these reinterpreta­
tions. Applications of these modified spdl powers that 
appear elsewhere in the following sections have been cross­
referenced by way of example. 

LIFEKEEPING 
Death (the violent severance of body and spirit) is an 

irreversible event. While the spirit of an Elf must remain 
within the world and may (with the consent and aid of the 
Valar) reincarnate at some later point in the Undying Lands, 
it annat do so within Middle-earth; for all other incarnate 
r2ces (except, perhaps, the Dwarves). death is not only 
irrt'vcrsible but final. Only once in the entire history of Arda 
was a mortal pennined to return ITom dt'ath, and then only 
through the direct intervention ofEru I1uvatar; not even the 
Valar tht'mselves have the power (much less the authority) 
to alter the fate of a spirit that has bt'en severed from its 
mortal body. 

In light of this, the scope of a Lijtittping spell should be 
limited to situations in which the sevecance of body and 
spirit is imminent but has not actually taken placc--it prrvmlJ 
the severance from occurring, ratht'c than [('turning the 
severed spirit to its body. Lifekeeping magic is most dfl"ctive 
in dealing with cases where the approach of death is gradual 
(such as Aragorn's healingofEowyn from the Black Breath) 
rather than immediate (as in combat). For the latter type of 
situation, the Lijrgiving spell is more effective. (Set' below.) 

For examples of Lifekeeping magic, see Sections 3.4.2 
(Lifekeeping Waters), 3.9.4 (Fuinur's Well) and any of the 
"Life Preservation" herbs in Section 4.0. 

lwEGMNG 
Originally conceived as a much more powerful version of 

the uJtiuping spell (See 2111/ Edition MERP, p. 75). adapting 
Lijrgiving to the above�mentioned limitations bt'comes prob­
lematic. Accordingly. WI" suggest the following reorienta­
tion: ;l.S its name suggests. the Lijrgiving spell involves not 
merely ;l.n expenditure of the caster's temporary energy to 
hinder the gradual approach of death, but in fact allows the 
caster to pennanencly transfer a portion of his own life-force 
into the swifcly failing body of another, such mat their life 
is preserved from immediate extinction (e.g., in a combat 
siwatton)' Naturally, such a bestowal of life-force would 
include or parallel the effects of a Lijtittping spell but, unlike 
it, would actually contribute to the healing of the affectw 
subject's injury-not merdy the prevention of his death. 

Three options for handling this from the perspenive of 
game mechanics follow: 
• The GM decides on a concussion hit value for the life� 

threatening injury (anywhere from 50 to 100). The 
caster gives twice rhat value to the target (possibly 
rendering the caster unconscious or even dead). The 
caster pennanenrly loses the concussion hit value of 
the wound from their concussion hit total. 

• As above, but the caster loses Constitution instead of 
concussion hits. The wound value is nonnally from I-
10. though in rare circumstances it may rise to 50. 

• The castef allows his own body to comprnsate foc the 
failing strength of his target (i.e .• if the target's lungs 
havc bt'en crushed, the caster's lungs take twice the 
strain)' This enables the target [0 act as though they 
had roughly ih the nonnal capacity of the damaged or 
destroyed organ/limb. If the wound is later healed 
completely, the subject fegains his full capacity, 
whereas the caster's is pennanently reduced (50% + 
Co bonus). 

For examples of these dynamics, see Sections 3.6.1 (Ghan­
agar) and 3.9.7 (HakalCi Lifegiving). Herbs would bt' dis­
qualified as sources of Life giving (since they cannot " sacri­
fice" their life-force on behalf of another, as a person can); 
however, herbs with Lifekeeping powers might well abt't and 
assist the caster in surviving a dl"spef2te transfer of his own 
life-force. 

JOINING 
As is seen from the fate of Maedhros, even the Noldor 

(the most magically powerful incarnate race in Middle­
eanh) in the fire and vigor of their }'Quth were incapable of 
re-joining severw appendages (cf. MR. p. 341). In view of 
this, the joining spell should be limited (at its greatest 
potency) to the re-attachment of body parts which have 
either only been J'Grlially severed or so grievously wounded 
that, .m/as the spell Wl"re cast, amputation would eventually 
bt'come necessary (GM's discretion). 

2.3 HERBS 
While healing herbs of all kinds abound in MiddlNarth, 

they do not always reveal themselves or yield their virtue 
lightly. Even the most learned apothecary may lack the 
"fidd-craft" to locate an otherwise familiar herb in the wild. 
just as an eagle-fyed woodsman may yet bt' at a loss when 
asked to compound the hCTbs he has gatheud into an obsrure 
eli.xir requiring the erudition and equipment of an experi­
enced druggist. To enjoy its full potency, an herb must first 
be found, identified and properly prep:ared. 

FINDING HERBS 
To the untrained, herbs and medicinal plants may sel"m 

hard to find. especially when a partirular variety is called for 
in an urgent situation. Alone in the wild--be this forest, 
grassland or mountain slop�e would-be herbalist quickly 
ualius thol,[ evcn a familiar herb purchased in the market­
place and studied that morning is hard to pick out from a 
confusing array of similar-looking plants. Nevertheless, to 
the skilled eye, nrariy every fonn of plant life harbors some 
sort of distinguishing mark. 

Searching for herbs is much like any hunt. For every hour 
that a group or individual searches in me most appropriate 
dime and terrain. a Perception and Tracking static maneuver 
(minus nonnal Perception modifiers) may bt' ananpted. 
(Sec Table MT-2 of 2nd EJition MERP.) The following 
procedures may bt' followed to determine the outcome: 



I) Determine the difficulty of finding the herb in 
question (listed under irs appropriate entry in Section 
4.0) and modify the Perception maneuver accordingly; 
Difficulty Modifier 
Routine ..................................................................... +30 
Easy ........................................................................... +20 
Light ......................................................................... +10 
Medium ....................................................................... +0 
Hard ............................................................................ -10 
V cry Hard ................................................................. -20 
Extremely Hard ........................................................ -30 
Sheer Folly ................................................................. -50 
Absurd ........................................................................ -70 
Legendary ................................................................... -95 

2) Modify the SM roll by the following conditions; -50 if 
combing an area already searched within the last 6 
months, +20 for each Animist and Ranger in me 
group and +2 for each searcher. Bonuses for secondary 
skills (such as Foraging) may be added, but should 
first be divided by the number of searchers in the 
group. If an individual has never seen a particular herb 
or has merely had it verbally described to him, he 
suffers a penalty of -95. (A brief, but complete 
description by a knowledgeable source is all that is 
needed to cancel this, however.) 

3) An "Absolute Success" indicates that the searchers 
have found 1-5 doses of the herb in question, "Suc­
cess" indicates only I dose; "Near Success" allows 
anomer roll made for this hour at +20; "Partial 
Success" or "Failure" results in no herbs found; and 
"Absolute Failure" or "Blunder" means no more doses 
will be found for the remainder of the day. 

4) A group may decided to split into smaller groups (or 
individuals), allowing a separate roll for each. These 
smaller search parties, however, must cover entirely 
separate areas for 4 hour periods, usually out of 
earshot, and arc thus also subject to separate encounter 
rolls. 

PREPARING HERBS 
Once obtained, an herb must often undergo specified 

treatments before its healing virtue may be activated. Two 
skills govern this process: Herb lore and Apothecary. While 
there is a good deal of overlap between these two spheres of 
knowledge, they remain distinct. Herb lore emphasizes 
theoretical knowledge about the properties of herbs and the 
means by which they may be prepared; Apothecary repre­
sents the practical end of the spectrum, comprising me 
technical know-how to achieve results. Most apothecaries 
and herbmasters have a bit of both skills. 

For the details and mechanics of the Apothecary skill, see 
Section 2. I above. The range of competencies made avail­
able by Herb lore are represented in the table below, 
followed by a Static Maneuver table for detennining the 
actual success or failure in its usc. 

GM Note: Charaflm may bt ahJ 10 bilvt a JifftrmlftxllS lbilll 
ftpWfflltJby 1M Htrb um Kllowltdgt Ltvtl Tablt. for r:xamplt, 
, proJtsSiollal btrb-fiI1lUr may know whm /0 finJ btrbs bifort bt 
'nows rbt rlxory oj prrparinl rbern for USt. 

HERB LORE KNOWLEDGE LEVEL TABLE 
Skill 
Rank Level of Ability 
o You can recognize and identify this herb by sight only. 
1 You know me general nature of this herb's virtue 

(antidote, heightens resistance, healing. tOlCic, etc) 
and potency (excellent, good, weak). 

2 You know the favored climate and terrain of this 
herb, as well as general details of how to prepare it. 

3 As 1 above, but twice as precise. 
4 You possess a detailed theoretical knowledge of this 

herb's preparation (e.g., boil for 5 mintKes in a 50% 
alcohol/ water solution before applying it to a wound), 
but lack the necessary practical skill to achieve it. (i.e., 
You need Apothecary or some other healing skill.) 

5 You are able to identify this herb's f.wored environ­
ment. 

6 You are aware of this herb's mam positive and 
negative side effects (allergy, addiction, etc). 

7 As 5, but twice as precise. You may ancmpt to grow 
or locate this herb. 

8 You may prepare this herb and reduce its side affects 
(GM's discretion: only if not using the Apothecary 
skill). 

HERB LORE STATIC MANEUVER TABLE (IT) 
Less than -25 (Blunder): You h�v� forgomn all critical infonna­
tion �bout this herb! You must �g�in knowledge from � safe �nd 
rdi�ble source before effective usc may be made of it. 

25 to 04 (Absolute F�i!ure): You have confined mis herb with 
another (GM' s di,,�tion). Let's hope the �sult isn't too dangerolU. 

05 to 75 (Failure); You un't seem [a rec�1l most �lcvant 
infonnation �boU! mi. herb. If you have a suit�ble secondary 
infonnation source, you may try �gain after consultation. 

rUM 66 (Unusual Event); You arc able to recall everything you 
have ever lurned about the herb, except what you need to know. 
This is kind of emb�rra.uing. (Treat 3S "Failure.")] 

76 to 90 (Partial Success): Try again in a few minute. at + fa. 
rUM 100 (Unusual Success): You finally understand what your 
mentor was tryingto td! you all those yens ago. Gain I rank in Hnb 
Lore. (Treat as "Success.")] 

91 to 110 (Near Success): You rem�mbcrabout halfofthe �1,v::lIlt 
d.t::Iils about this herb. Try again at  +20. 
III to 175 (Success): You recall your knowledge fully. 

Gnater than 175 (Absolute Suceess): As "Succus:' You are �t 
+30 when r.calling infonnation about this h.rb on fUture occasions 
unless you sco� a "Blunder" or "Absolute Failur .... 

Modifications: 

+5 to +50 for additional souce. of infonnat;on (e.g., a book, 
another hubal;st, diagrams, ele). The GM detennines the 
individu..:d "knowledge level" of each source, the bonIU for 
which is only applicable up to and including dut IcveL 

-30 [0 +0 for lack of recent usc. 
.60 to + 10 for time taken to rec�[] information. 

+ 15 ifh�rbalis! is of Nand orin or DrUgic uce. 

+ 10 if herbalist is an Animist. 

+5 if herbalist is a Ranger. 

RMSS SkiU C3t�ory: Lore · Technical (Me} 



3.0 THE HEALER'S LORE 
This section details me lore and practices of forty-four 

hcaJing traditions. each drawn ITom among Middle-earth', 
many cultures. Its purpose is to provide both player and 
gamcmastcr with a rich background for creating and role: 
playing healer charactus. Each cnrry begins with an overview 
of a given culture and the fole of healers within it. This is 
followed by the description of a healing-related powc:r, skill, 
site, artifact or institution unique or distinctive to cluit 
tradition. accompanied (whm applicable) by MERP and 
JMSS statistics. The entries conclude with character devel­
opment templates. which suggUt parameters for integrating 
hulen into your game. 

The materials presented in this section wen compiled by 
FinclegiI. chieflorcmastcr and court historian ofKing EJdarian 
ofGondor (son and heir [0 Aragom Elenar)' Soon after his 
publication in fA 172 of the definitive text of the P,nfQmm 
i-Plvi,lnnalb (better known as the RtJ Boo.!: of Westmmb, 
comprising what we know today as Z1H LorJ of Ibt Rings). 
Findegil embark«l upon a herculean effort to collect and 
order aU branches of ancient lore. The MAr Nmaro (Q. 
"Hands of the Healer") represented the fint fruits of 
Findegil's labon. 

The bulk of the infornution contained within this tome 
was drawn from the QNmlll/i Ntsta!& ArJatt6n'on, an encyclo­
pedic compendium from the mid-Third Age authorc:d by 
one Haerandir (by his own boast, the greatest ttavder of his 
day), who journeyed far and wide by both land and sea in 
search of a cure for the plague. (The Great Plague decimated 
the peoples of northwestern Middle-earth from 1635 to 
1637 of the Third Age, only a few brief yean before 
Haerandir undertook his journeys, and its tetTOr hoven as a 
silent shadow over all that he wrote.) In the coune of his 
wanderings, Haerandir acquired a vast storehouse of know I­
edge: about the healing lore of the peoples he visited. Other 
sections of Findegil's work (principally the Elven and 
Numenorean enuies) were quite obviously drawn from 
more ancient sources preserved in the library of Minas 
Tirith. 

Findegil's compilation is by no means comprehensive. It 
reflem the incomplete stare of ethnographic knowledge 
available to a Fourth Age scribe--dependent. moreover, 
upon the limitations of mobility to which a mid-Third Age 
Gondorian adventurer (even one so widcly-mvded as 
Hacrandir) was subject. Hacrandir, for instance, apparently 
venrured littleorno contact with any living Black NUmenorean 
realms of the Far South (for obvious reasons, given the long­
standing ani'!1osity that exists between the FaithfUl and me 
King's Men)' At the same time, Haerandir possesses an 
extensive experience with the indigenous peoples of the 
Southlands-far more than his meager knowledge of the 
Easterlings and meir tribes, to say nothing of the peoples of 
the Utter East, of whom nothing at all was known to him. 

Findegil employs two different criteria in organizing his 
epitome. The fint of these is precedence: Elves, the First­
born, arc: presented fint; next. the Dwarves; finally, morta.! 
Men, the Aftercomen. This follows the Elven-ccntered 
viewpoint of QNmla Silmarillion. Once he has arrived at the 

description ofMannish healing traditions, however, Findcgil 
falls back on mditional NUmenorc:an categories: "For so we 
reckon Men in our lore, calling them the High, or Men of the 
West, which were Nfunenoreansj and the Middle Peoples, 
Men of the Twilight, such as arc the Rohirrim and their kin 
that dwell still far in me North; and the Wild, the Men of 
Darkness (LotR ll, p. 287)." 

3.1 ELVEN TRADITIONS 
Quoch Findegil: As many of tbtir btaling abililitf dmw from 
t1" tommonality oj Ibeir rita, sOf1I(lhing mllst k saiJ abel Elvm 
1mbmtjt in gtnm!lxfore we smlfinizt tbt Jistintliw IraJililmS of 
uub of Ibtir s.norraf hnamls. I .wow of no !.ttttr inlrotilltti"" 10 11K 
tbimUftr Ilna f'"'lilia of Elvisb btalint tNn tbt "Ulltr oJ 
linJ6ril�" lin tpisllt alliboml by an Elvm-WOItUIn of linJ"" to 
TIlf-AlJarion, sixtb hng of Ntimmor, in Ibt mona ytllr of bis 
mgn. Tht tlXt of Ibis Ittllr (folll1WfJ by lin aJttrnote pmnlJ by 
AlJarion bimsl!f) is rtproJlltta bilow. 

'J.iI«n 4zs1 W( SPO.!:1 in tIK Cowrl of Armmtlos al YOllr falWS 
1000fUllion,yOll i",!"IrtJ abet Ibt Lm ofbtalingllmong my kinJrrJ; 
ht Ibt fativilia wtrt lipan J($ anJ W( Jid nOI again lakr lAp Ibt 
IbrMa of owr JistOtlrst. 

'NoLlorin Iwt, Jalingjrtnn my kinarta's rrsiamu in V,llinor 
Ilna Ibt philosophital inquiria ItJ by FinroJ IIna AnJrrlb (pMr 
kinsWOlfllln oj oIJ), txp4zins INt Elws art spirits of Art/, W(ariFIe 
Ibt fosb of Ar,{" whtrtas Mm art spirils from OIllsiJr of ArJa 
bollstJ in IIx fosb of Art/,. Z1H Jistintlion is s"bllt hi important. 
likr tNI of the Va4zr IlnJ Maiar, OIlr spirit tlln d011x ilslif in 11K 
sllbS/ana oj ArJa, or lXisl wilhin ArJa wilbowl aoint so. Unlikr 
IMn, W( (annol rroostlbt fO"" Wl tah, no, (lin W( IllklfO"" apin 
wilbowl t1"iHonstnl ana I/SSiftana. RtgarJkss, Ibt spi ril, ralJrJ f'ea 
(PL fear) in CHlr 101\fW, proviJngwit/,ntl anJ pwrpoSt 10 Ibt Ntly 
or hroa (Pi hroar), hl lbt boJy is nrrnsaryfor inttrlltlion wilb 
Ibt physitll! worLJ. (Hroa IlnJ f'ea Jo rIOl lXIItliy tl'llnsiau)flllr 
woras boJy IlnJ spirit, hl lbry will bint 10 swJfia) 

'Y OIlr obS/TWItion 11»1 W( rnnain rwr )CHlng is not romtl. Elvm 
solitl) proviJn a wJltaliw, rtlaxta IIna rwlt"rrJ liftsl)lt. 0.., 
spirit IInJ body arl linktJ in II ryrfr lhal mlxmm OIlr Ilbilily 10 
rrjuvtfU/tt bOlb. I mmtion this MtllllSl W( who /:.ave Ilbanaonla 
Aman IlnJ now liw in MiJJIt-tarlb finJ tNl lhert is a ptruptiblt 
agilll amolll sow of OIIr kinJml--slow inJrrJ by IIx sillruiaras of 
yowr proplt, I grant you! Nontt1"kss, Ibt S(lrrOWf of MiJJIt-tartb 
M(Wmlliau al Ibt 'Ws ptUs, and Ibm lake Ibri, IoU "pon OIIr fpiril. 
Z1H 11l/mlfor mtnlory)flll rtltUlrtrJ W( J.wJotS nOl alWillYs smn 
a blrssiFIe' noSt who isoLttt Ibtmstlws from Ibt tllrtS of MiJJIt­

tIlrlb swJfrr this mNtb 1m IJ.n lhos, of liS who lhirsl for biJJm 
knowltJgt anJgrM/ JrrJs. I7xlst who aNnJon OIIr f\l.Stoms for IIx 
mort frmttir pau of mortal lift, or /bosl wbosr tartS af( grirwus 
IlIlJ il!tstllp"blr,finJ /hIll /1xy agl pt(upliwly swifllr /hIll! lhe flSl 
of l/xi, klnJrrJ. 

'As ene, spin·, la.!:es on nrw hrtlms 11»1 ovtrwbt/m itsfir" Ibis 
W(arilllss is rtjluuJ in IIx boJy,for 11K boJ) oj 11" ElVts is Ibt spiril 
milk foIl,. Whilsl tbt fim of 01(( spiril hm brigbl, W( Jo nOl agt 
btyona maillri!>" anJ W( heal mwcb mort rapidly. 

'I aW(U on Ibm poinls buaKH tbry baWIl btitrilll on Ibt btaling 
Ilrts. Utcbtrajt if, by fUI/f4ft, stllilll/bings to rigbt, unJoinllbt ba"" 
to IIx boJ) or spirit in orkr to mlort IMn to Ibtir proptr Si,l/(. 
&raJ($r Ibt Elvm hroa is fO mlltb,l rrJlmion oj itsf'ea, OIl' spiril's 
grasp oj. Ilna tontrol owr, 11" boJy's worHngs is wry sirong. Tht 



Galadritl btstaws 
the EltlJar 

baJy will allrmpt lo Ixal ilseif Wilboul III<r spirit's misllln(r. But, 
wilb training and expmmu, 1M fea imprints ilstif upon 1M bady 
and makes il (anform. It is Ibis aerion, ptrjaTmtd ItaluraUy by 
unlraintd Elws and witb (onuioUJ, dimttll in/mt by lbast Iraintd 
in 1M braling arts, wbi(b allaws UJ la tasily movtr from many 
injlm·ts. True Milling comts jrom 1M fea's inbarn ,usire /0 rrtum 
10 Eru's inlm,ud patltrn. 

'!btls, W( plau II prrmium up"n slIIbilizing 1M worsl tjf(ds oj 
tM d:mUlgt sa lhal our (haws may surviw la Mlll tbro1S(lws. WI 
lUlU III<r btllr/S IInti lbast aJ our palimts 10 the ubats oj Ilu�'lllar's 
un(arrupltd song. a(Iinglls atJli,u and inltryffltrjor Ibt fea oj our 
paliml. Wt USt btrbal mtllicintl 10 provi,u the strmglb and nulrimls 
nUtsSllryjar Ibt boJy 10 mawr jrom ils injuries mort qUickly. TIx 
surgical arlS aft also ustil lO rtpolir dllmagt mort lJl4irkly, mnovt 

jarrign obj(rlsjrom Ibt body or 10 stabilize Ibt baJy's btallb in (asts 
oj majar injury. W( prifrT Ibt subtler Ixaling arts, bul IIx songs aJ 
Ixaling rrquire gmll slrmgtb 0/ mind and will 10 ptrjOTm, and W( 
mUJI mart 10 bllsrT mtlhoas wbm 1M drtad mul,s oj warjart 
ovtrwbdm our strenglb 10 ball. 

'Your iruruiry, as I mal� was dirUltd al karning III<r kaling 
IIrlsjor IIx btlltrmml oj yaur OWl! p(apu and lhost mortal rralms 
stallmd throughoul Middk�(artb. My (ompaniorlS and I look 

jarward 10 ylll<r sojourn among us,jar W(jttllhat some oj III<r skills 
may StrW you W(lI. We baw 1m hopr jar otlxrs. 

'My kindrtd first wrntd aJ 1M ytllr�Iirkntn--lbal 
whirb ylll< raU aging--from abstrVing 1M plllnls and 
animals around UI. OurllW71lSSmlilll difftrmajrom IIx 
ml oj nalurt was a SIII<rrt 0/ grral nrysltry la my ptople 
unlillhe Vilillr laught JlS Eru's pilln cMuming III<r pillu 
in Arda: striallongevily wilbin 1M co'ifjn(J 0/ 1M woriJ. 
We wm surpristd 10 /tam tbat Mm wtrt 1I1s0 SllbjUl lO 
IIx ytar-licknm, ,uspilt Ilxir dost kinsbip 10 III<r people. 
Sadly, III<r Ixllitrs have no skill in Ibis matl(r. 

'Prrhaps oj mort import, nry proplt art nol nalurally 
subjul to distas(. Our spirit knows ils awn nalure and 
rtjtm ptsliimu from its bady. As Ibt Crtat Enrmy's 
Ilrmgtb waxed in 1M Norlb, W( saw lhat sirkntsSlS in all 
things living buamt mort prtvaltnl alld viruimt, and IIx 
nalurlll hardihood witb wbirh Em imbutd aU living 
(rtaluft! was weahntd �s Morgolb carrupttd tbr vtry 
malltr oj Arda, lbal whirb is ulld 10 [,wild the houuoJ our 
spirit. Our lands lind bra$lS Ilrr /iIlIt Irlll<bled by sJlcb 
plagutS as we Mar brtat 111<1 in mOrlallanas from time to 
limt. We know not wiry, saw lhal au' ptopIt W(avt 
barrirrs 10 ward oJ! rvil rlll<nd aboul our lands, and IIx 
busls lind joliage oj our IIInd art bltsstd trt W( lakt up 
ffsidmrtupon il. Ibis 1M Vaillrdidjor�u in yourillnd 
oJgijl,jor sirkntsS dOfS not tomt llpon ylll<r ptoplt in ylll<r 
homtlllnd as il did among your jorifalhm trt tMy (amt 
10 &ltriand. 

'Your surmis( was (orrUI: lhougb our songs of Ixaling 
l1UIy bruItd wilbifful upon IIx flora and jauna oj Ardll, 
lbey are 1m tjftfliw wbm aiding Ont oj our kindred. Ibt 
minas oj IIx /.tas/s and growing Ibings difftr ]rom our 
ownl oftm in sirangtways. (II is hard to betJlide in lanas 
ant dots nol know) Your awn proplt IIr( slI(b rIosf kin 10 

JlS lhal lbis isjar Itss a d!ffiCNlty,ytl evm so our songs lIid you Itss 
than WI' WOJIIJ wisb. Ibt £iIIin, and IbostoJllxirtlos( kin, wefind 
easirr 10 heal lban olher Mm,jor Ibt spiril is slrongtr wilbin your 
ptOplt lban in less (X/lUtd Mm. 

'Far Ibis r(ason, wbm Imding morlals W( r(1y upon herbal 
medinne and, 10 a Itmr ex/ml, suWry. Ibt Noldor kzw an 
txtmsiw knowltdgt oj tlx many CNfalivts,jor in IIx �rdms oj 1M 
Valllr grM 1M ard)(/ypes 0/ mosl plallls wilbin MiJJIt�(artb, Imd 
tlx Valor wm grtal llarlxrs. Y(I nol aU bubs or tbtir USts W(rt 
knllW71 to the Kalar;jor Iillk rvil (amt 10 Valinor and Ilxrt was no 
nltdjorbta/ing laanswtf. In lhis splxre W( baVt Itllrn(d murbjrom 
our Sindarin and Avarin (ousim.' 

I spml marry yars in Lindon and Ibm pamd inlo Ertgion jar 
a StilSOn, Ixjorr rtIuming 10 my home in Nummor. Elvm mlaitiru, 
whiu vtry advanud lind capable oj braling 1M mosl gritvOUS �nas 
ij tirrumslanftS allow, has sm'ous limitll/iom wbm il romtI 10 
Ixaling our kindred. Civm mougb limt, gaintd by btrbal mtdi(a� 
tions, IOOr songs, and/ Of surgery to Itabilut 1M wIII<nd, lbey can 
btal Mm ntarly as wtU as lhey ran btal,btmsllv(s. However, they 
arr kss ablt fa undo IIx dIIl1UIgt already (auud by a diuau/ban lhal 
caUJ(d by " w(apon or olbtr injury. Ibt UUMrajt aJ 1M VllriOUS 
lribts oj ElVtS d!ffrrs somtWhat, lhougb lbey shart IOOr skills and 
knowudgr jrftly wilb Or!( anolMr wbcrt lbey may. 



Elves who arrawart oj Ibtgrau oj IIx Valllr (Ihal lbey rt�bouse 
Elven fear In Vallner) de nel autpl Ixaling lbal wouIJ Itav! Ilxir 
body alivt bul {rippltd er mainud, unltss srJTtugr!at nud or passien 
driws Ibmr Ie slay In MidJu�tar1h In spilt if IMr injuries. This, 
aleng wilh IIx EI\'en rrsislanu 10 diSla.us su,h as �ngrent, m�ns 
lbal ampulalion is not Q common oprrQtion among Elvm surgeons 
lending lhost w01mdtd in Mlllt. 111m toU lbal evm lbost if IIx A Vllri 
in lbe fur/besl rracbrs oj Endor who do nol know if Ibr Valllr's 
autbority 10 rl�boust Ibrlr spirils in Valinor, rllrtly arupl an 
amF,alion. For a Offlurr lbal roves grllU, bfll..,y ami dana, Ibr 
prosptrl oj mmily as OM mllimed or trlppleJ Is mosl daunling. Evm 
wom is IIx knowudge lbal lbry wcuIJ buomt an flemal objUI oj 
pity or sorrow 10 lbosr whom lbey low. 

It is II remmon btliif IImong IIx ElvtS if lilt Wrsl lbal lbost who 
wish 10 txul al 1M Ixilltr's IIrl sbouIJ IIvoid becoming warriers. 
Surprin'ngly, Elws de nOI rrjlm lIIurh on Ibt legir oj Ibis btliifbul, 
whm askrd, Ibtlr brilim fxplllin lbal llx rlllsh oj rolOliens in Mllit 
100 wily inundaw tbr subllt ({bors oj Ern's song ronlaimd in l/xi, 
brarl, rmdtring il ba,dt, 10 aid elhers. 

!Jnd6rlrl's poinl aboul the waning oj Ixr proplt aJltr Itllving 
Amlin raists a strious fellum in my mind. Fer is nol our iJlllnd 
oJNllmroor also II bltmd IIInd? Will not eur vIgor btgin tojadt if 
Wl UIIW il lo dwtll in lbe rndt IIIl/ds oj (emmOn Mm? Ami mighl 
nol dislllSl rol" inte our IIInd if Wi jorsakt 1M ways oj our 

joriflllhm? 
-T ar.Aldarion, Annenelos, II 885 

ELVEN HEAUNG MEDITATION AND 
HEALING SONGS 

All Elves, Irrespective of kindred or profession, may 
develop two healing-rdated skills: Healing Meditation and 
Healing Songs. To detennine the success or failure of these 
skills, consult the static maneuver tables provided below. 
Note that Healing Songs are always particular in their 
application and must each be learned individually. A list of 
some of the principal song domains follows: 

Heillin: Son:s 
(Q. !Jndi NlSllllii, S. !Jnnalh Ntsltdril/) 

• Blood Songs (Q. Lindi Serci'o, S. Linnath Sc:reg): 
Manipulate the flow ofb[ood. 

• Bone Songs (Q. Lindi Axoron, S. Linnath Aisg): 
Mend, strengthen and partially regenerate broken or 
shattered bones. 

• Sensory Songs (Q. Lindi Mahtaleo, S. Linnath 
Mathad): Used for amending reductions in sensory 
powers or damage to nerves; also used in aiding mental 
affiictions. 

• Muscle/Tendon/Ligament Songs (Q. Lindi Tuo, S. 
Linnath Tu): Mend, strengthen and partially regener­
ate damaged soft tissue. 

• Cleansing Songs (Q. Lindi Poicataleo, S. Linnath 
Puigadad): Allow genual cleansing of blood and 
organs; 01[50 help to fe-establish nonnal functioning of 
the body aftef long periods of exertion or enforced 
inactivity. 

• Strengmening Songs (Q. Lindi T urcataleo, S. Linnath 
Bdladad): Songs of a very wide range capable of 
amending all of the above afflictions; also strengthen 
the spirit. 

HEALING MEDITATION 
STATIC MANEUVER TABLE (PR) 

Uss than �25 (Blunder): Instead offoe\uing the healing power of 
body and spirit. you fall into an almost irrenrsiblc medit:r.tive state. 
The illneu/injury runs iu course unchecked. Considerable efforu 
(an Aw..l.millg sptll. contact with the spirit. elC) must be m�de by 
ouuiders to wake you or you Starve to duth. 

-25 10 04 (Absolute Failure); All apptars 10 work well, but the 
illness/injury d� not heal as cltptrtcd. continuing to trouble you 
for the ...,st of your life. Forcx:unp[e. on eeruin (U5U�Jly important) 
occasions. � healed broken �nn may [ose its n...,ngth. 

05 10 75 (Failure); You a..., unable 10 adequately focus your will. 
Try again in I wuk. 

rUM 66 (Unusual Event): You fail to focus your will upon your 
illneu/injury, �nd imtead tap into the decp"st memories of your 
soul. The upt"rience is sure 10 change you.) 

76 10 90 (P;lrtiai Success); You focus your will �uccessfi.tlly. but not 
as strongly as poSlib[e. The illnen/injury eventually huh fi.t.lly. bul 
...,quirC5 � slUccuful Healing Meditation every week fordouhle the 
nonnal healing time.· 

(UM 100 (Unusual Success); You focus your will succcssfully. 
'Nhile in the trancc you catch echocs of the Song of Crtnion or 
reflections on the nature of Arda. You may ...,ccive prophetic visions, 
deeper insight into a problem. etc.] 

9 1 10 I IO(NurSuecess); You focus yourwillsucceSlfuJly. hue not 
as mongly as poSlible. The illneu/injury eventually he;>!s fully, but 
requires a successful Hea[ing Mediution every 2 weeks for double 
th� nonnal healing lime.-

I l i to 175 (Success): You focus your will. Theillneu/injury heals 
fully �Ithe noI1Tl.:l.! rate.· 

Greater man 175 (Absolute Sucuss): You focus your will. The 
illness/injury heals fully in three quarters of the nonnal timt.· 

·The nonn;>! time for an iUnt»/injury to fully he;>! (i.e. without 
scars. [055 of movement. etc)!mY be up to 3 times as long a$ tht 
time for il to hul wirh a pena[ty or stu. etc. 

Modifications: 
+ Healing Mediution bonus. 
+3010 -70 for situation (e.g .. +30 in quiet room with gentle song. 

-70 in a torture ch:unber). 
+30 [0 ·70 for the nature: of the iUness/injury (�.g., +30 for a 

simple rut. -70 for � sptcial poison). 
+11.1 of the .kill of an attendant Elven huler. 
-20 if subjtct is � mortal with an affinity for Elvtn lifeways (e.g .. 

� Faithful Numenorcan). 
-50 if subject is a mortal with little Or no affinity for Elvtnlifew�ys 

(e.g .• most Mtn)' 
RMSS Skill Caugory. SdfContro[ {Pr} 



HEALING SONGS 
STATIC MANEUVER TABLE (PR) 

Less than -25 (Blunder): Discord m[�n the song. but you do nOl 
peTal"" it until its conclusion. The healing power of me song is 
reversed ;md the illness/injury becomes worse (pcrh�ps lifc-thrc�t­
.,fling). The .ingn suffers :l. spell {ailu", roll (no modifiers). 

.25 to 04 (Absolute Failure): Discord enters the song, making it 
impossible forthe patient to find healing through song. meditation 
or "pelL Muno:bnc healing or hubs muSt be rdied upon. 

OS to 75 (Failure): This �rticular illnc .. /injury is beyond your 
power to hut. Other mtlhocL. or singers m.:I.y be, tried. 

rUM 66 (Unusw.1 Event): This particubr blend of patient. 50ng 
and singers has begun to work magic of a I';U'" and unus.m kind. The 
Iud singer may decide to continue or $lOp .inging. Stopping results 
;n a roll on the for« uble of the .pdl {ailu"," chart for all involved. 
Continuing could result in nearly anything(pos.!ibly roll (or random 
spell list and level).) 

76 to 90 (Parti.a1 Success): The illnes.!/injury is proving difficult 
to heal. The power o( your song may not be great enough. You may 
select an appropriate healing spell of no higher levd than 'Il your 
skill ranks (not bonus) (Q affect the patient (or the GM may sdect 
an appropriate dfut). 

[UM 100 (Unusual Success): This combination of singers, patient 
and song has healed and strengthened the patimt beyond the normal 
scope o( your skill (GM's discretion).) 

91 to J 10 (Near Suuess); The illness/injury I.s proving difficult 
(Q heal. The power of your song may not be grut enough. You may 
sdect an appropriate healing spell o( no higher le",,1 than 'Il your 
skill !"links (not bonus) to affect the patient (or the GM may srlect 
an appropriate effect). 

J li to 175 (Success): The song is successfUl. Yau may select an 
appropriate healing spdl of no higher btl than your skill ranks (not 
bonus) to affect the patient (or the GM may srlect an appropriate 
effect). 

Greater than 175 (Absolute Success): By wuving words of pown 
into the song. you manage to completely heal the malady. 

Modifications: 
+ Healing Song bonus. 
+ 30to .70forsituation(e.g., +30 inquiet room withgendesong. 

.70 in a torture chamber). 
+30 to ·70 for the naru,.., of the illness/injury (e.g., +30 (or a 

simple CUI, ·70 for a special poison). 
+'Il o( the skill o( any accompanying singers (no more than 5). 
-20 i( subject is a mortal with an affiniry for El""n life ways (e.g., 

a Faith(ul Numeno,..,an). 
-50 if subject is a mortal with little or no affiniry for EJ""n lifeways 

(e.g., most Men). 
RMSS Skill Catagory. Power Manipulation {Em} 

3.1.1 THE HIGH ELVES 
Quoth Findtgil; Tbt HigbElvts oJllIt Wlslartlbt Vanyarand 
lilt NoUor (and sornt oj lbe T&ri), who btbt/J rbt lighl oj Aman 
lilt Blwld and sal bifort lbe JUI oj rM PowtrS. OJ IbtSt, onry a 
portion oj Ibt NoUor rl/llrnld 10 M;Jdlt-lartb (and mosl oj rbost 
til,," pmsbcJ in lilt Wars oj &ltriand ora((tpud lilt pardon oJlbt 
Valar and W(T( rt({iwd back inlO Ibt Undying um.u ai lM rod oj 
Ibt EIdtr Days). '[boSl Jew oj tbt NoUor who ,bosl (or wtrt 
cemptilld) 10 rtmain in Middlt-tarlbbUllml IIx mosl polml Ixallrs 
oj any incamMt rau, whrllx-r morlill or rUalb/cu. 

If any NoUor slill 'muJ upon mortlli lands WI' baVt nol Ixard 
oj il. [/I Htura�ulir's Jay, lbe grllllIT parI oj Ilxu txih dWfI, in 
lindon or in IIx sllnclullrit5 oj Rivmkl/ and Evmnisl. Galadril� 
grtallSl lady amOflg lilt NoUor oj Middll-tarlb, is said 10 baw 
sojourntd Jor IOflgytars in lilt Sta-ward TowtT oj &!Jalas, lbougb 
laur in 1M nid AII' six rtmovtd 10 Urim. HalTllndirlllso rtporls 
wbispmd nlmors oj a NoUorin rtalm in lilt lands oJ,bt UtllT 
Soulb, lbough why HighElvts sbo"U bldrawn 10 ,bost wi/J rrgions 
is btyonJ my km. 

During their agt-Iong sojourn in Valinor, the Noldor 
learned much true lore concerning Arda, its fashioning and 
its ways, and ofEru's providence. There thty Itarntd as fact 
what many had long bdieved, that their being was composed 
of a ftil( spirit) and a brOIl (body ), both of which were tssential 
dements for residing in and interacting with the physical 
world. The Elven foil, or life· foret, was by its naturt ordained 
to exist for as long as Arda itself tndured, for by Eru's will 
the fate of the Elves was bound to the fate of Arda. For this 
reason, the Elven brOIl had to be highly resilient to damage, 
and to the wear and tear of countless millennia. 

The aim ofNoldorin healers (and those Elvts who have 
received instruction from them) is to aid the injured in 
healing themselves. Given time, any malady short of major 
brain damage or a stvered appendage may be cured; but 
because of the heinous nature of the Morgoth's weapons, 
poisons and traps, Noldorin healers havt also gained much 
experience with the intricacies ofintemal surgery(as distinct 
fTom the skills employed to trtat surface areas and exposed 
wounds). The unguenchable Noldorin thirst for knowledge, 
and the need to undo tht ravagesofMorgoth's servants in the 
ancient wars ofBelcriand, has led them to explore the inner 
workings of the body. (Sadly, [he wars provided many 
wounded for them to operate upon, for the great numbu of 
casualties outstripped their supply of herbs and their ability 
[0 assist their patients' self-healing.) 



Few among the Noldorin healeN left in Middle-tanh 
regularly tend the ills of mortals; the rest are unfamiliar with 
the various Mannish diseases. except through book-learning 
or VtTbal descriptions. Noldorin lore is quite extensive for 
those diseases prevalent in Bderiand, andElven physicians in 
their nonnalsurroundings may be expected to have access to 
that lore. While Noldor would gladly heal any peaceable 
mortal. whom they might come upon in their travels, the 
Noldorin realms and refuges of the Third Age are largely 
closed to outsideN. and few of the conunon folk dwelling 
upon their bordtTs would clare to venture inside uninvited. 

With their penchant for organization. like-minded Noldor 
have, in ages past, arranged fonnal groups to practice the 
healing arts. As the Oath of Fcanor worked its violence 
among the Noldor. many healers renounced the households 
of theif birth and fonned their own familial units. dedicated 
to healing all who came before them. regardless of which 
misguided side their patients had chosen. Now, in the 
absence of any great need to take such drastic measures, 
kinship tics are no longer renounced; yet the oath to receive 
all Elven kindreds regardless of family or quarrels still binds 
these healtT households. HealeN who choose notto join such 
households continue [0 study and practice their leechcraft as 
they always have, infonnally sharing the results of their work 
with others and training their own apprentices. 

AURA OF AMAN 
While they still walk in Middl�anh. Elves "who have 

dwelt in the Blessed Realm live at once in both worlds. and 
against both the Seen and the Unseen they have great power 
(LotR L p. 235)." Prolonged exposure to the: aura of sanctity 
and bliss of the Undying Lands imbues one with a continual 
mee of that holiness. and it is this aura which accounts for 
much of the tx[Taordinary potency of Noldorin healers. 
Unless such a High Elf has become corrupted or twisted in 
mind, he or she inherently possesses curative powers equiva­
lent to the Animist spell lists Blood Ways, Bone/Muscle 
Ways and Purifications. all at I Orh level. Only Noldorin Elves 
who were actually born in Arnan enjoy these powers (though 
their offspring might inherit them at a diminished level). 

DEVELOPING A NOLDORIN HEALER 
Noldor gain + 15 to their Healing Medit.l.tion and Heal­

ing Song skills. Noldorin healers may be of any profession 
(spell-users being the most conunon). Characters desiring to 
become healers must spend all their background options (or 
talent points). This represents the focused intCTest of their 
profession. 
MERP: Noldonn healers may transfer DPs into First Aid 

and Surgery at a I :  1 ratio; other healing skills may be 
ttansfeTTtd at half the normal cost. (See Section 24.0 
of 2ml EJi/iM MERP.) In additional to normal profes. 
sion bonuses, Noldorin healers gain + 2/level to all 
healing skills and gain an additional + I 0 to Healing 
Meditation and Healing Songs. 

RMSS: Noldorin healerS have First Aid as an occupa­
tional.skill; 3 other healing skills may be [Teated as 
Everyman (in addition to normal profession skills). 
Noldorin healers add + 10 to all healing skills (in 
addition to nonnal profession bonuses) and gain + 10 
to Healing Meditation and Healing Songs. 

3.1.2 THE GREY ELVES AND 
WOOD-ELVES 

Quoth Flndegil: Ibm 1m $(\!(r/ll groumu jl)1' roruikring 
l"tttbtT lilt btaling IraJitions oj Ibt WooJ..,lves anJ ,ilt Crt]. To 
/otgin wil� bolbartbrllntbtsojlbt Trim, liltlbirJ IIInJ largtsl Elvm 
!inJuJ lbat Jlrulrrroo! tilt CfflIl Mllrro, IIInJ so sbart ItIIiIny 
similarities oj IlIStom IInJ ftmptrtlmml. Tbcir own namt for 
Ibmutlves is lJnJi ()f Lin�i (ibal u, lilt Si'W"s), anJ it is lolbmt 
lbal ItIIiInJ lormwlm IIsm'''' lilt origirlilliM oj lilt luling song 
frlllJilion. 

AnotbtT (IInJ wiltr Slrcngrr) uason jor tualing lilt Imo-lcrt 
oj fix Trltrin !inJrtJs illS a singu IrllJiliM is bislorical in nahm: 
IbrOflgbo.d the ThirJ Agf---i'nJuJ, sinC( liIt"WI1 ojlbt SttonJ­
moSI Crry ElvtS baw livrJ in Ibt romp.my oj WocJ-tl�ts, ojlm illS 
tiltir UIIIJm. Ibis was liS tnu in lJnJon illS il was in EJhtlJonJ, 
LOrim ami CrrmwooJ the Crtllli (10 SIlly nOlbing oj fbtir inclusion 
into IIx Crty..,l�m r(alm oj Do'la,b in tlx EiJrr Days). Th 
sharing ojhealing �rr btlwan ,Ix mmittJ branrbts oj,bt Tt/tri \WS 
lbt4s intVitlllbk. OnOo among rbt Snow-t/ws oj F010riltl was this nOI 
fix tlut, sinu they wifbJrrw inlo thalJllr norlbtm rrgion in ortkr 
10 avoiJ 1M Crry.tlvm yo!,. (Srr S((lion 3.1.3) 

Ibt IbrttrnainsJlb-t�mojlbt Trkri aulhe Falltllilri, the Simb 
IIInJ ,bt N,InJI)1'. nr Fll/mari JW(ll onry in Amllln; bt4t l/xir 
"",sins, Ibt Falalbrim or COIIS/al Elws, ronlinurJ 10 inhlilbil IIx 
slrands oj MiJJk-fIIrtb IlnvNgb mJl(b oj fbt nnrJ Agr, in LinJOt/ 
lind al EJbtllcnJ. Ibt Simllll, 1)1' Crt] Elva art rlllnI(J tifttr Ilxir 

first !ing, ningcl CrryrnantIi, wbost Mllillrin ronsort Melian WIU 
tbt 1000rft oj 10 ml«b oj lilt btalin: lcrr oj bis �U. nr NanJcr 
art tbt WooJ or Sil\'an EIws, also hlCWtl in ,he EiJrr Days lIS lilt 
Crnn Elves, btr,lJlSt oj Ibnr wooJl.:InJ gar/,. 

Although the High Elves have surpassed thml with skill 
of hand and depth ofleaming in the spheres of surgery and 
diagnosis. the Sinclar and Nandor may still boast of the most 
potent herblore in all of Middle-earth. Their unequaled 
mastery in the finding. preparation and application of 
Yavanna's gifts for healing purposes springs /Tom cwo 
sources. The first is the Nandor themselves, whose age-long 
wanderings under the eaves of the cider forests give them a 
greater knowledge "ofliving things, tree and herb, bird and 
beast. than all other Elves (Si� p. 54)." That lore they shared 
with the Sindarin Elves among whom they dwelL 

This native Wood-elven tradition was elevated to still 
greater heights by Melian the Maia. Not only had Melian 
once served as a handmaiden to Este and Vana. she was 
herself a kinswoman of Yavanna Kementari. Queen of the 
Living Earth. To both the Sinclar and those Nandor who 
owned her husband as lord. Melian taught the Yavannacanwa. 
a prayer to the mother of growing things which asks her 
blessing for all healing endeavors that draw upon her cre­
ations. 

In addition to its invocation for the brewing of poultices 
and other herbal applications. the Yavannacanwa is sung 
during the culling of wheat for the making of lembas. the 
lifekeeping waybread of the Elves. While known to all Elves 
who undenook the Great March (for from Valinor she had 
caused it to be sent to them for their succor). Yannna would 
noc suffer her gift to be used by the Noldor after the 
Kinslaying of (he T cieri at Alqualonde, and many of the 



exiles perished for want of it during their crossing of the 
Helcaraxc. So it happened that the com ofYavanna and the 
full art of its preparation was preserved in Middle-earth only 
by Melian, and through her teaching she passed irs lort on to 
Galadriel and other ruling Elven ladies ofIater ages. 

As meydid not participate in me siege of Angband(being 
protected for most of the First Age by the Girdle of Mel ian ). 
the Sind.ar did nor suffer 35 cruelly as did the Noldor. Thus, 
they did nor fully develop their healing arts, nor did they 
fonn healer households. After the coming of the Noldor to 
Bcleriand, Grey-elven surgeons and physics became 3S knowl­
edge3ble as any trained in Middle-e3m, but they still tended 
to rely more upon herbal medicine and the strengthening of 
rhcftils self.healing process, ratherthan on Noldorin explor­
atory surgery. 

As for the Wood-dves, their healers ordered themselves 
along lints comparable to the rest of Nandorin sociery; 
namdy, by forming a loose association based in a forest 
glade. Wood-dyes who practice leechcraft live 31so among 
other glades, but look always to the Healer's GI3de for 
instruction. Next to these glades, rhe most important sites 
for Silvan healing practices are certain springs and river­
courses prized for their restorative virtues. Like all the T e1eri, 
the Nandor love the sound of water in motion. claiming that 
its music C3n bring great pe3ce to the soul; md whenever 
possible, Nandorin healers bathe their charges with the pure 
w3ter from one of these sites. 

Moruls in need ofhe31ingare well served by the arts of the 
Sind3r or Nandor. lt must be noted, however, that both arc 
private peoples and do nor suffer others to wander into their 
lands uninvited. The N:mdor sometimes extend their unwel­
come to other Elves--especially the Noldor, upon whom 
they lay some part of the bbme for bringing great evil md 
warfare into their world. 

YAVANNA'S SONG 
For full effect, [hI' YavannaCanWil must be voiced in 

symphony with others (containing. as it does, multiple verses 
which must be sung, back and forth, in response between two 
choruses). Also, 3S most Grey and Wood-dven healers arc 
female, it is more typical for Elven-women than Elven-men 
to be skilled in this song (though there arc exceptions)' 
Certainly, some of its applic3tions (such 3S the culling of 
Y 3vanna' s wheat for lrmbas) arc 3ctivities pennined only to 
the women-folk, led by their brsain (the queen or highest­
ranking lady of their folk). 

YAVANNA'S SQNG 
STATIC MANEUVER TABLE (PR) 

Lus tIwt -25 (Blunder); Discord enters the song. The potency of 
I� herb is reversed. acling now <l$ a poison. You mUll nuke a 
successful Herb Lore check 10 nOlice this. 
-25 to 04 ( ..... bsolu(e Failure): Discord enlm 1m song. di5sipaling 
IIw herb's pcnency. You must nuke a successful Herb Lore check (0 
nOlice this. 

05 to 75 (Failure); The song 1m: no effca . ..... diffttent singer may 
N succasful. 

rUM 66 (Umuua.l Event); This particular blend of herb and song 
hu altered the herb's nature (GM's discretion). You must make a 
successful Herb Lore check to notice this alteration (though this 
do.os not nccenarily disclose its exact cffca).} 

76 10 90 (Partial Success): The herb nOw keeps for 3. its nonnal 
duration. 

rUM 100 (Unusual Success}. If not yel wiled. the herbcvolvu into 
a completdy new strain (GM's discretion). Carefully tended. it will 
reproduce. If alrudy culled, tttat as UM 66 above.] 

91 to 1 1 0  (Ncar Success): The herb now keeps for 3., its normal 
dUl':ltion and is 2., as effective. 

I I I  to 175 (Success); The herb now keeps (or 4x its nonnal 
dUl':ltion and is 2'hx u dfcctin. 

Greater than 175 ( ..... bsolute Success): By wcaving words of power 
into your song. you ITUlUgc to enhance the herb',·nawn! potency. 
It either kccps (or lOx its normal duration ordoublcs its immcdiau 
virtue (e.g., an herb tlut heals broken bones now !wals shattered 
bones). 

Modification.: 

+ Yavanna's Song bonus. 

+5 i( singer is hmalc. 
+5!additiolUl singer (up to 10). 
RMS5 Skill Catagory. Power Manipulation {Em} 

DEVELOPING A SINDARlN HEALER 
Sind3rin healers may be of any profession (Animists 3nd 

other spell-users being the most common). Characters desir­
ing to become healers must spend 2 background options (20 
talent points). This represents the focused interest of their 
profession. 
MERP: Sind.arin he31ers may transfer DPs into Herb 

Lore and Apothec3ry 3t a I :  I ratio, other healing skills 
m3Y be transferred at half the nonn31 cost. (See 
Section 24.0 of 21111 EJifion MERP.) In addition to 
nonn.:ll profession bonuses. Sind.:lrin healers gain +3/ 
level to all herb-rel3ted skills and g3in 3n addition31 
+5 to HC3ling Meditation and Healing Songs. 

RMSS: Sind.arin he31ers have Prepare Herbs as an 
occupational skill. In .:Iddition ro nonnal profession 
skills, Use Prepared Herbs, Herb Lore and 2 other 
he31ing skills may be treated as Everyman. In addition 
[0 nonn.:ll profession bonuses, Sindarin healers gain 
+ I 5 to all herb-related skills and g3in +5 to Healing 
Medit3tion and Healing Songs. Sind3rin healers must 
t.:lke the Herbalist tr3ining package. 



DEVELOPING A NANDORIN HEALER 
MERP: Nandonn healers should be tnattd as Civilians 

(Prime Sue = Intelligence). Occupational skills 
include Herb Lorc� and Apothcc.ary. Occupation­
rebted skills include First Aid. Physic ;l.nd Surgery. 
Nandorin healen; may transfer DPs into appropriate 
healing. woodland and magical skills at half the: nonnal 
cost (Sec Section 24.0 of 2na EJil;11II MERP) learning 
any spell lists to 5'" levd. 

RMSS: Nandorin healers should be mated as Laymen. 
Occupational skills include Herb Lore, Pn�rc Herbs 
and Usc Prepared Herbs. Everyman skills include 
Diagnostics. First Aid, Second Aid and Poison Lore:. 
Nandorin healers may learn appropri;uc spcll iisu (0 
5'" level. 

3.1.3 THE SNOW-ELVES 
Quoth Findc:gi1: Th Snow-rlvrs or LAssiJil (sing. LcsmuD of 
1« Ftlr Nortb art known /0 us onlyJ�lfI lmry ItgmJ IIna obstlm 
rrpor1. Ibt Elva oj Lirulon, wilb wkn ONrkinifolk in Am(n"onrr 
mjrtyrJ Iong-slanJingjrimJsbip, (�imlJ lhal 11K LoSJiJil W(T( in 
mgin II Wood-llvm hnJrrJ lhal WllrulrrrJ inlo 11K hlntlm oj 
ForoJWllilh on accounl oj Wml jruJ wilh 11K Crt) Eft, Orophn­
(fntntbirr oj &gob). Lrgtna ltlls lhal lix V,II.! Uimo, LorJ oj 11K 
INrp, vililra 11K SnC/W-dllts /mirU 11K jrozm shorrs oj 11K buirrung 
StII, IIna brrkonra IIxm 10 Sff jlX)l 14POIJ 11K umJlm umJ., 11K po/IIr 
atstrf al 1M SlImmil oj the wor/J, IlKrr 10 Idr 14p IlxgHaraiansbip 
oj Hrlttlbil, 1M "9'slrriOHs S014T(( oj maialru lhal ill14mina/cS IIx 
110rlbirn sky by nighl. Samr, bowrlltr, (olll;II14(aIO sojlnlm 14pon IIx 
grrlll /((-(lIptoj Fo,rxlx� wM-r il is �ialbtyslillbo/J lllnV(1ltwilb 
GIber Elws IIrra Mm from limr to I;rrll. 

The Lossidil share with their Nandonn km the deepest 
knowledge and undtt"Standmg ofYavanna's Cfl'ations; and 
for this reason, herblore forms an important component of 
their leechcraft. What is most distinctive about the LossidiIrin 
healing tradition, however, is its profound connection to 
Ulmo's realm. Of all Eldarin kindreds, the Snow-dves are 
most cognizant of the fan that "in water there lives yet the 
echo of the Music of the Ainur more than in any substance 
dse that is in this Earth (5i� p. 19)," and it is their btlitf that 
their healing magic draws much of its power from the 
pn:unce of ··Ulmo·s voice" (as they arc wont to call the 
rhythmic murmur of thl" sea as it washes upon the cold shores 
of Forochd). 

The Snow-elves an: swift to identify themsdves as Lindi, 
the Singers (better known to the Ion: of the West as the 
T deri), and 50ng is indeed the principal medium of their 
healing art. In this they are nor unique among the Eldar, but 
the Lossidil have devdoped the recuperative power of spell­
songs to a greater height than among any other Elven-folk. 
From Ulmo's voice, the Lossidil Mve learned how to staunch 
the tide within the heart when it btats too strongly, as wdl 
as how to stimulate the rivers of life when they ebb due to 
injury, poison or bitter cold. 

The undnlying btlief among the Lossidil i.s that a harmo­
nious circulation of bodily fluids (which they n:fer to as 
"tides") is essential to well-being. and that these tides carry 
within each individual an echo of the Music of Ainur, 
consonant with the rhythm of Ulrno' s voice in the tides of 
the sea. When. for wMtever reason, the body is not in 
balanct, the Snow-dves say that the song within has grown 
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cacophonous. Lossidilrin hulers see their foremost duty as 
bringing the tides into balance, restoring the beauty of the 
individual's song, 

Yet by no means do the Lossidil neglect manualleechcraft. 
In addition to their unparalleled proficiency in the use of 
those few healing herbs unique to the Far North, virtually all 
Lossidilrin hulen possess grut skill with precise surgical 
tools (usually carved from bone). Those among them ac· 
complished in the healing arts are capable of removing 
damaged organs, restoring dead flesh and curing the effects 
of certain poisons. 

While Snow·elven healers welcome any to their work who 
have interest and skill, they tend to live separate from the rest 
of their kind, usually in private places close to the sea, such 
as small caves or ice-houses specially shap«! for their prac­
tice. The largest of these isa longhouse at the farthest western 
tip ofForochd, on a peninsula jutting out into the sea. This 
is the abode of whomever is senior among the Lossidilrin 
healers; younger healers seeking to hone their talents usually 
make a journey to this place at some point in their lives. 

The art of song-healing requires intense concentration 
and attunement to Ulmo's voice. Most hulers arc thus quiet 
and reserved, listening more than they speak; they gladly 
answer questions, however, as they feel it important to 
alleviate the anxieties of their patients. While they would 
refuse to treat creaNres tainted by Morgoth's touch, the 
Lossidilrin healers frcdy give their aid to any Children of 
I1uvaOlr--nen the Umli. Most would expect no payment in 
return, accepting only such gifts as would ease the mind of 
the giver. 

THE WARMING SONG 
A healing power unique to the Lossidil is the Lind 

Laukatal, or "W anning Song." This spell·song is equivalent 
in scope and potency to the Open Channeling spell Frost/ 
BHrn Rtliq Ill; the difference is that, when chanted in 
conjunction with the application of the herb frostheal, its 
power is accessible to non.spell-users. In essence, the Wann· 
ing Song may be taught to anyone, protecting the chanter 
from frostbite so long as the herb continues to have effect­
an invaluable boon to any who dare to brave the utter colds 
of the Far North. The Wanning Song is only effective while 
the chanter is focused on the song, and its power ceases if the 
song is interrupted. (This is not a problem for the Elves who 
devised the song. since they do not sleep and their ability to 
concentrate is much greater than that of mortals.) 

DEVELOPING A LOSSIDILRIN HEALER 
MERP: Lossidilrin healers should be treated as Animists, 

but with +2/level to all huling skills (including 
Animal Lore and Herb Lore relating to healing) and 
+O/Ievd to general skills or Read Runes. They may 
learn Controlling Songs instead of 2 Animist Base 
lists. 

RMSS: Lossidilrin healers should bt treated as Animists, 
but with the Everyman skills of Apothecary, First Aid, 
Second Aid, Prepare Herbs and Diagnostics, and the 
Occupational Skills of Herb Lore and Singing. They 
may learn Controlling Songs instead of 2 Animist bast 
lists. 

3.1.4 THE DARK ELVES 
Quoth Findegil: Tbt Da� ElW$ ojMiJJlt-rartb((lJllprist tOOt 
linJrrJs wbo rtfrmd Ibt SHmmons ojlbt Villar to j�rnry laAmlIn. 
Far tbis ftaSen, tM HigbE/ws namt tbtm AWlri, 1M RrjJlsm. Frw 
oj tbis jolk haw twr dWl'h in t« Wtsll.:mJs, and IIIIII!)' oj Ibrir 
HnJrrJs 111"1' tbtrrJorr HnknOW1l to teS. HarranJir rtports 1« IlIImt$ 
oj sixojtMrlribts: Ibt Kindi, IIx Cteilld, IIx Hwmli, ,Ix Win�n, 
1M Kinn·lai anJ 1M Pmni (1111 oj wbi(b awar 10 bt artilllialions 
oj"QumJi," 'M mosl arlCiml narllt oj/bt EJvm1olk). Harrllndir 
is IIblt 10 si/lUllt only ,btrt oj Ibtst lribu, 1111 jorm.dWl'/1trs liM /M 
W(IOI/.,/ws oj MiriwocJ. Llt Pmni, in jlUl, ((lJllprist lbost AWlri 
who haw jointJ tbtmSt/WJ to that Nandorin HndrtJ, wbrrraJ tM 
CHindand Kinn�lili inhabil lM jHng/tS ojlM Uttrr SaHlh (ojDrrl 
anJ /bt MUm/lk.:!n rrJpctliwly). 

1lm WIU ojtm IInimoJily lind i/l·wi/l bttwtm tbt AWln' lind 
IIx E/ws oj ,Ix West, as /Ix 10mMslm rtliltt: "Any inJiviJlUli 
AWlr wbo jointd wilh or was aJmiltrd am0/jg tlx Sin�r (il rartly 
bappmtd) /uCllmf [0111 oj Ibt ELLlr}; 1m, Ibt AVllri in gmtrlll 
mMintd HnlfNStwortby; IInJ tbty dWl'i, in bidJ.m plllm in Ibt 
ktptrwooJs, or in tllWS (Wo/), p. 377)." And tUtwbm il is said 
thllt tIN Dark Elvts "WI'rt hoSliIr, lind nm Iml(btr�s, in Ibnr 
killings wilh tM 5inUr and No/Jor .... 1lry wm, it stttnS,jilltd 
wilh lin inbniltJ bil/tmm �Ins' 'N ELlar, whom tbty rtgIIrkd 
lIS Jtstrfrn oj Ibtir Hn (Woq, p. 409)." Only ent Avarin Elj is 
IIIIm(d in 11K bistories oj,MEIJ.tr Days: b·t ojNan Elmolh,jorgrr 
oj 1M Bitztk SworJ, numurrr oj bis wift by poisomd Sptar.llp. 

Like all Elves, the Avari are curious and quick to learn 
about the world around them. The more isolated their tribt 
nom the impact of Valinorean lore, rhe less knowledgeable 
and potent their healing powers. Their knowledge of the foil 
and its control over the briia is more limited, but the wise 
among them have perceived the (wo components of their 
existence and understand rheir implications. Many Dark 
Elves, however, remain ignorant of the possibility of reincar-­
nation and rejuvenation in Aman, preferring to fade and 
become one of the Lingerers or participating in the tainted 
existence of the Houscless. (See below.) 

Yet their isolation nom the West does not imply that the 
Avari are wholly deficient in leechcrafr, for they arc said to 
rival the Nandor in their skill with herbal medicine. If an 
herb grows in their environs, or within a hundred leagues of 
their territory, rhe Avari are cerrain to know of it and all its 
virtues; and if the wounds they seck to heal are at all 
conquerable by Yavanna's gifts, the Avari will succeed. They 
are less capable of performing difficult surgery. but the basic 
injuries of battle (e.g., sword curs, arrow piercings, broken 
bones, etc) do lie within their skill. 

Each Avarin tTibe differs in the emphasis of its leechaaft 
and in its willingness to tre;lt outsiders, depending on its 
relations with the often barbaric tribes of Men that border 
it. The Avari are usually unlearned in the lore of Mannish 
diseases (or of the mortal propensiry for infection). Then 
again. most of the mortal races surrounding their realms are 
far less instructed in these matters than the Avari, whoat least 
keep themselves, their patients and their patients' wounds 
dean. While an Avarin physician might be able to prescribe 
herbal medicines that would treat the symptoms of disease, 
as a rule they.can be expected to have littie knowledge or 
understanding of its inner workings. 



THE LINGERERS 
It is the eventual fate of all Elves who refuse to depart 

MiddlNarth to "fade;" that is, for the physical body to be 
"consumed" by its spirit, Contrary to Mannish folklore 
concerning this process, faded Elves are no/ merely ghosts or 
bociileS5 spirits; even the Avari distinguish between the 
"Lingerers" (those Elves whose bodies have faded through 
the gradual passage of millennia) and the truly "Homeless" 
(those whose bodies and spirits have been severed by vio­
lmet, but whose wraiths choose [0 remain in Middle-earth, 
refusing the: summons of Mandos). 

The key difference betw�n these two conditions was that, 
while the Houseless were completely lxI'Cft of fonn and 
therefore unable to interact with the living except through 
violent possession of another body. the semi-corporeal, "faded" 
fonn of a Lingerer could not only "pass physical bamers at 
will, it could at will oppose a bamer to matter. If you touched 
a [faded] body you felt it. Or ifit willed it could simply elude 
you _ disappear. In position in space was at will (MR, p. 
364)." This unique power has enabled th� Linguers (within 
certain limitations) to continue participating in the life of their 
people, including their healing practices. 

While all Elves of Middle· earth are subject to the Fading, 
the process is most pronounced (and sooner manifests itself) 
among the Avari. Prior to the end of the Third Age, 
Lingerers existed Ollly among the Dark Elves. Why this was 
so is not known for cerrain. Most loremasters ascribe the 
phenomenon to the greater susceptibility of Dark Elves to 
the weakening effect on the Elvish briitJ ofMorgoth' s shadow; 
but many of the Avari themselves claim othuwise. saying 
that it is because of their greater love for the world that they 
more swiftly enter into a purer, "spirirual" relationship with 
it. In this remarkable attirude, perhaps, the Dark Elves 
willingly embrace a part of their nature which even the 
mightiest and wisest of the Eldar are reluctant to accept. 

For the most part, the Lingerers arc �evolent in their 
dealings with the still embodied-and not only among their 
own kindred, but towards Men as well. As ;Elfwine the 
Wanderer«ports, the Lingerers "do not desire bodies, neithu 
do they seek shelter, nor strive for mastery over body or mind. 
Indeed they do not seek converse with Men at all, save maybe 
rardy, either for the doing of some good, or because they 

perceive in a Man's spirit some love of things ancient and fair. 
Then they may reveal to him their fonru (through his mind 
working outwarcl1y, maybe). and he will behold them in their 
beauty. Of such he may have no fear, though he may feel awe 
of them .... For the hearts of true Men uprise in joy to behold 
the true likenesses of the First-born, their cider kindred; and 
this joy nothing evil can counterfeit (MR. p. 225)." 

A Lingerer's power for healing resides primarily in its 
perfect knowledge of the workings of its fonner body (and, 
by extension, the bodies of other Elves). As the loremasters 
rdate: 'Memory by a ftil of experience is evidently powerful, 
vivid, and complete. So the underlying conception is that 
"matter" will be taken up into "spirit," by becoming part of 
its kllowlttlge-and so rendered timeless and under the spirit's 
command (MR. p. 364).' This immaculate comprehension. 
combined with their ability [0 assume a semi.physical fonn 
at will, means that the Lingerers arc capable of delivering the 
ultimate diagnosis for an illness, or of instructing an embod­
ied Elf in the exact treatment by which an injury may be 
mended. (It docs not follow from this, of course, that the Elf 
assisted in this way will possess the requisite surgical skills or 
medicinal supplies to achieve a given cure.) As most Avarin 
tribes avoid fonnal organizational structures whenever pos­
sible, entry into the ranks of Dark-elven healers almost 
always takes place by way ofinfonnal apprenticeship. Where 
possible, this is undertaken through recourse to one of the 
Lingerers. 

GM Note: A Ling"'!' Ilowly (OveT Juadts)gaim a Phylic skill 
if 100, ()r J01lbuI III prtvl01l1 Phylic IkilL 

DEVELOPING AN AV ARJN HEALER 
Avarin healers should be treated as Animists. Characters 

must spend 2 background options (or 10 talent points) to 
become healers. 
MERP: In addition to nonnal profession bonuses, Avarin 

healers gain +4/level for their profession bonus in 
herb-related skills. They may transfer DPs to herb­
related skills at a I: I ratio and at half the nonnal cost 
for other healing skills. (Sec Section 24.0 of 211J £/ilioll 
MERP.) 

RMSS: Avarin healers gain +20 to all herb-related skills 
and +5 to other healing skills. 



3.2 DWARVEN TRADITIONS 
Quoth Flndcgil: D.varws Art rmcwlltaJor 'M' srmry. Ibry 
moral littu � ,btmstlws /0 OJI/siUn, /Inti what /Qrt Ibty baw 
J;\!Jl/gtJ;s oJtm strlln,gt /0 tbttaN oj OIMr nUtl. TIt IInm/ral hows,s 
oj IIx DwilrvtS art SMn in nNmbrr. 1« Lc+arJ.s oJDurin'sJolk, 
Ibt fjribtards anti BroaJbtllms oj 11K B/Ill MIWnlains, (ma 1M 
["'nfl/I, St!lJbtllnl., Bkil«* Ima 510nifClOI tribtl oj tbt East arul 
S(tNlb who 11ft liuu known '" our bistorits. 

'IboI<gh grllnwl Iifillrul bring, DwoIrws art nol r(thntJ among 
,''' CbiUrm oj Ilwvarar;jor Ibri,. malil)" lay no/ wilbin E".'s 
original rUsign, btll ratilt, will, Ibt imFt/tnt ks'tl , of A.�Ii.'bt 
Mahr(whom rbty natllt'MallllQ. II is loiJ in Qucna S,lmanlllon 
bow Awli' ballln( Ix (On(rilllJ 1M Dwarws in 11K Jays oJ Mtlk�'J 
powtr, �Jt Ibrm Slrong II) tbal lbry might "sw.if" ,oilana bNnp 
/lnd btlrl oj body mort barJily tban all olbtr 'p,aking JIlOPlts (Sil, 
p. 44)." InJuJ, ;/ is SIll; (Iscwbm ,ba, Thwrvts 1m "'sin,plarly 
irmlllmt jr()/It a/sulSts slllh liS affU/IJ. Mm (poMt, p. 285)" 
/benlgh, UrDU alb« il1(tlnJIIln, Ibty tiff sNbjtd 10 poison. It is 10 bt 
txptmJ, Ibtn, Ibtll 1M Mtlli� /orr oj Ibis ma"" ICtNs ftlft IImlIJ 
numifnl JlriH� Jivtrgmm JrWl.II wtll.1II commontlitin wilh IIx 
itubwifl oj Elvts tlnJ Mm. 

Dwarv�n I�echcraft tr.Ices its lore all the way back to Aule 
himsdf, who instructtd the fathers of the Seven Houses 
conceming the healing of iIlnm and bodily injury. Short of 
severed limbs or severe nerv� damage, Dwarven leeches can 
amend most physical wounds or ailments; it is in the huTts 
of the mind that their lore fails them (a cragic oversight on 
Aule's part).ln fact, most Dwarves fear madness and rhe loss 
of mental faculties above almost all clse. Family lines prone 
to madness are shunned; thou that succumb are regarded as 
having lost the inner spirit that unites all Dwarves in mutual 
heredity, and the invalids are either ignored, forgotten or 
(worse) uiled from their people. (Some loremasters

.
specu­

late that such a scenario may have been partly responsible for 
the appearance of the so-called "Petty-dwarves" in the 
legends of the Elder Days.) . . . 

the internal organs. This is not to suggest that. D�a.rves 
uchew the usc of organic medicinals. Herb-growmg IS one 
of the main vocations of Dwarven women, whether 
aboveground in high mountain vales or in fungi cavems 
beneath the earth. For the most part, specialized herbs are 
grown for use only within a Dwarf-hold; ampl� tr��e with 
neighboring Mannish socitties ensures the avallabLhty of a 
great variety of general cur.l.tives. . . . Dwarves maintain a deep-tooted convLctLon tn the benefi­
cial properties of certain stones. The belief that a gemstone's 
essence can permeate and invigorate the body is widespread, 
and it is a common Dwarvish practice to wcar such gems 
beneath their dothing (usually around the ncck or wrists) in 
the fonn of charms or amulets. Some Dwarven jewel-smiths 
have developed a detailed lore conceming the crystalline 
nature of gemstoncs and are wd,'-verstd in cutting techni�es 
which allegedly focus the stone s csscnce to produce curative 
effects (which they call,imsllinI.rAni"l).lndeed, �ertain Dwa�s 
specialize in aC<Juiring and (after careful shapmg or focusmg) 
selling suitable gems to both healers and the ge�e� populace. 
This affectation for healing gems has some basLs m fact, as the 
labors of the Gwaith-i-Mimethryn have revealed. 

THE GW AITH.I.M1RNETHR YN 
While each of the seven Dwarven houses possuscs its own 

distinctive body of folklore concerning the curative poten­
tial of gemstones, it is only a.mong Durin's folk .(the 
Longbc.ards) that this potential has ever been fully reall�ed. 
The elevation of Dwarven gemlore into a truly efficaCIOUS 
science came about as a rcsuir of the uni<Jue friendship that 
developed during the Second Age between rhe Longbeards 
of Moria and the Elven-smiths of neighboring Eregion. 
These Elves were for the most part Noldorin craftsmen who 
had leamed the art of gem-cutting at the feet of the immortal 
Powers in Valinor. 

The Gwaith-i-Mimethryn, or Brotherhood of Jewel­
htalers, emerged as a semi-secret order of Noldorin and 
Dwarven smiths and masons who opposed the admission of 
Sauron into their realms. Assuming the fair guise of Annatar, 
sdf-styled Lord of Gifts, Sauron endeavored to ensnare the 
Elven-smiths for their ruin. Some of the Noldor who 
dismuted this deceiver were received into Moria by Durin's 
folk and pefl\1itted to sojoum there for the purpost of 
sharing their jewd-Iore with the master craftsmen of the 
Longburds. 

. 

Dwarves arc stubbomly monarchic and patnlmeal m 
tmlper, and each of the Seven Houses veneratcs t�e I.iving 
male scion orits first ancestor. Though a Dwarven kmg Lsnot 
always himself a healer by skill or inclination, it is

. 
his 

authority that appoints .a specific linc.age as the heredLtary 
healers for his people. Thus, within c.ach Dwarf-hold, most 
leechcraft is performed by the konw�st..r.l:tIIlr, the king's healers 
(sing. Aonll�Jl.rkl!ir). Others of proven will and ability who 
have devoted their lives to leechcraft and leech-lore may also 
gain acceptance; these act under the authority of th� 
AOmll\eJkhUlf. Although fora single hold there may be but one 
family with this honored title, utended family members still 
benefit from its aura. It is not unheard of for a .l:omcngsl.r.l:nir 
(0 form a rival lintage in opposition to his kinsfolk (a claim 
which he can make by right of descent)' Unless their lord is 
personally le.ading his war-host, the .i:onllngJt..rktlllfthemselves 
do not normally accompany Dwarf-warnors into battle .

. True to their patemity, Dwarves possess .a greater affinity 
for rhe inorganic substances of Arda than for the growing 
things nurt\lred by it. This predilection is reflecttd in the raw 
materials favored by Dwarvtn leeches. Clays, volcanic muds, 
natural oils and miner.al compounds are used to dress 
wounds. restore skin and sinew. even cure unsettlement of 

It was out of this mingling of knowledge and skill that the 
Gwaith-i-Mimethryn was bom. From [he Noldor, the 
Dwarves lumed the true lore of the earth-gems and the 
means by which their essence could be tapped and focu�ed. 
For their part, the Noldor became aware for the first time 
that Ault's children possessed an inherent affmity for tht 
channeling and manipulation of jewel-energies far greater 
than their own; consequently, new and previously unthought­
of applications for this energy emerged and became available. 
Together. these Longbeanu and Noldor called themselves 
the m(f!1f1bryn or "jewd-healers" (sing. m(mtlhron), in contr�­
distinction to the Gwaith-i-Mirdain (their parent body In 
Eregion), because of the seeds of evil they perceived Armatar 
sowing in the midst of their comrades and their resolution to 
amend what future ills might come of them. 



With their newfound powers, the mfmtthryncouldmap the 
invisible lints of energy that course through living rock. 
Local fluctuations generally indicated rich mineral deposits 
(a discovery which ltd the Dwarvts to delve ever deeper 
beneath the mounu.im for richer veins of mitbrif and other 
precious ores). With skill, such energic veins could ako be 
detected within the body, so that abnonnalities due to injury 
or illness could in many cases be eliminated by the applica­
tion of some gemStone. 

The m{mtlbryn approach disease and injury as imbalances 
in the proper flow of enngy. Such imbalances arc dettctcd 
and mapped using an appropriate gtmstone (generally a 
large, uncut crystal or amethyst). The stone, hand-held or 
suspended on a shon silver chain, is passed several times over 
the patient. Mapping can rake up to an hour's time, though 
acute physical conditions rake leu time to map than chronic, 
progressive or degenerative physical disorders, as well as 
mental or spiritual mis-alignments. As appropriatt. the 
healer then selects one or more gemstones to treat the patient. 
The actual stone(s) chosen depend upon the malady in 
quution. Amulets may be given to the patient to enhance or 
prolong the treatment. In some treatments, gemstone fTag­
ments arc implanted beneath the skin. Where disorder is 
deep-seated (especially in cases of madness or spiritual 
distress), the afflicted person may accompany the m{mtlbron 
to some special site where the eanh currents arc conducive [0 
the healing process (frequently 5ubteTTafltan chambers or 
aves). 

The prophylactic and restorative skills of the mfmtthryn 
primarily address chronic complaints and old injuries: mus­
cular strain, cardiovascular dysfUnction and the like. Acute 
physical injuries arc less amenable to such treannent, though 
the m{mtlbryn have developed some individual techniques for 
wound-healing (such a$ using powdered gemstones). Ad­
vancrd practitioners are sometimes capable of counteracting 
mental or spiritual maladies, though such skills arc far from 
common. Healing with gemstones requires detailed knowl­
edge and practical experience. Such lore is only available to 
someone with three to five years' apprenticeship under a 
master healer. In general, m{nrtlbryn expect compensation for 
their services, though payment is often taken in kind(i.e., the 
promise (0 render some service in return). 

GM Note: IDt art of mirnestad (jtwef-btali"lJ is mM( tl 
profmion lban a mm skill, 10 eMs tlrt r«OInmmJtJ 10 Imnk 
(arrfolfy brJort oJfrring Ibis skill 10 ac/iw PO. D...oarwn PCs 
may, ImwvrT, baw 1-3 btalingps ojmixlatjftt/tlS slar/ili 
fiMipmml al no txlnll (OSI. IDt jollowing Slltt/ion lisls somt 
of Ibt prillfipal braling anti prollc/iw gmu'Orln in list by Ibt 
mimethryn. 

Somt JIOIII'S (1ft rtlrrT lban Olbtrs.. Ojlm, Sl'WTaf gmu 
mliSI bflmJ in combinalion. FOrtXl3mpk,j"'" /l(ldl blaJing, 
(I �ftJ mixlllft of flItlrtz nystaf, (/mll'lian anJ rta 
j4lJprr is prrparca. IlK gmulont powJtr is puktJ inlo Ibt 
WOIUlJ, wbi(b is Ibm {fosta lIJili simpk slI/llm. Tbt puwtirr 
iJ bafttritiJal, and {nallm blood {lelling. &yond Ibm tjftclS, 
btal!ng is baslmlJ by 100%, kaving only a JlIlI wbill srar. 

Cmmi Appfiratio" 
Diamond--tnhanccs the effects of other gems (successful 

SM doubles the effect). 
Guntt--gencral tonic (+ I 0 to poison RRs, + 15 to 

disease RRs, +5 [0 all other RRs). 
Quartz--general healing (2x norm.al recovery rate); 

spiritual gifts (varies due to nature and power of the 
giver: effects can range from a stat bonus or cxtta PPs 
to communication via dreams between giver and 
receiver)' 

Ruby-worn next to the skin [0 ward off illness and 
induce increased energy (+5 MERP/+2 RMSS Co 
bonus). 

Mnrlal Prollllion 
AmethY.$t-increases resistance to mental attacks (+20 

RR); induces intuitive dreaming (user affected as per 
Drram f). 

Pbysiral Prolunon 
T urquoise--cspecially under surgery or during physical 

assault (+30 concussion hits)' 
MalachitC'--increases resistance to mental or physical 

attacks (+5 RR). 
PearI-protects from perils at sea (+5 to all sea-related 

maneuvers). 
Ci"Ji rttoYffl 



Blood lAss I Anltt Trauma 
Camellan-staunches blood-flow from wounds and 

menstruation (stops 2 hits/round of bleeding; doubles 
healing for bleeding wounds). 

Red Jasper-stops 4 hits/round of bleeding. 
Sapphire--relaxes patient, enabling mental healing to 

take place at up to 2x nonnal rate. 

Increased Energy 
Agate-improves energy and self-confidence, especially 

for those in need of bursts of mental or physical 
energy (doubles endurance for short periods, adding a 
new pool of energy [0 draw on). 

Skin IEyt Complaints 
Aventurine-steep stone in water overnight, then use the 

water to bathe affected area (hastens recuperation by 
3x nonnal rate)' 

Circulation 
Haematite-strengthens the heart/pulse (+ 10 to RR for 

any heart afflictions). 
lodestone-steadies and evens blood-flow (+ I 5 for any 

applicable RRs). 
Moonstone-reduces water retention/swelling (+ 10 for 

any applicable RRs; hastens recuperation by 2x nonnal 
rate for related diseases). 

NtrvINs Strtss 
Amaronite--calms patient; preventing extremes of 

emotion. 

Brtathing Disorkrs 
Pearl�hest and lung infections (+5 to applicable RRs; 

hastens recuperation by 21, nonnal rate)' 
Amber-+ I 5 to applicable RRs. 

DEVELOPING A DWARVEN HEALER 
All Dwarves have access to Herb Lore and Foraging 

(MERP)/"Regional" Herb Lore and Mountain/Foothills 
Foraging (RMSS) as Hobby skills. Petty-dwarves possess an 
herblore comparable to their cousins. but lack understanding 
of the inherent essence of gemstones and cannotgain the Gift 
of Mahal. All healers have the basic mineralogist and herb­
alist knowledge. but only a few have access to the skills of the 
mirntlbryn. 

On rare occasions, a Dwarven healer is gifted with excep­
tional understanding or ability. Such power is said to come 
directly from the aons of Mahal, and typically manifests 
itself within the first 50 years of a Dwarfs life. A healer 
touched by Mahal's Gift would most likely become one'of 
the konu�>Ltknar. As applied to leechcraft, the Gift ofMahal 
gives + n to all healing-related rolls. A Dwarven character 
may receive Mahal's Gift by spending 1 background option 
(5 talent points) and rolling an UM 100. Treat any other 
result as though it were rolled on the Special Abilities table 
(MERP)/Lesser Talents Chart (RMSS). 

MERP: Dwarven healers should be treated as Animists, 
but may transfer DPs at a I: I ratio to any healing skill, 
gaining +J/round professional bonus in all relevant 
skills. They have an additional profession bonus of 
+J/level in all relevant healing and crafting skills. Base 
spell lists are limited to 8'" level, all others to 5'" level. 
Some Dwarves may use healing and warding spells to 
Jrd level. but carefully crafted objects are needed for 
Dwarvcn healing magic to take full effect (e.g., broths 
of sleep and curative cordials, self-wanning bowls and 
comforting bed-stones; heated. graven. mi/bril pins to 
lance and purify infected flesh). 

RMSS: Dwarven healers should be treated as Lay Healers. 

DEVELOPING A M1i<NF:rHRON 
MERP: M{rnrlbryn may be of any profession. Regardless 

of race, such training costs a character all of their 
background options. Mfrnrlbryn must develop at least J 
ranks of smith or mason-related skills/level. They gain 
+ I 0 to J skills rdated to smithing or masonry and 
may devdop m{mrs/ad. They may transfer DPs into 
appropriate healing skills at half the nonnal cost. (See 
Section 24.0 of 2nd EJition MERP.) 

RMSS: Mfrnrlbryn may be of any profession. Regardless of 
race. such training costs a character all of their 
background options/talent points. M{rm/bryn must 
develop at least 6 ranks of smith or mason·related 
skills/level. They gain + I 0 to 3 skills related to 
smithing or masonry and may develop m{mnlad. 

MiRNEsTAD STATIC MANEUVER TABLE (PR) 
L.n.. th;m -25 (Blunder): The gem is uKd up, but for some reason 
is producing the opposite effecl. Tf di�gnosing. you misrud the 
c�use of Ihe illoess. 

-25 to 04 {Absolute Failure]. The gem is wasted and Ihe wound 
becomes infected. How did th�1 happen? If diagnosing. you misre�d 
the CaUSe of Ihe iUne.». 

05 to 75 (Failure): What a waste! The gem is wasted to no effect. 
If diagnosing. you are not ccruin of Ihe causc of the iUne.». 

[UM 66 (Unusual Event): The gem you are using uhibiu 
properties associated with of a different type gem. Strange!) 

76 to 90 (P�rtw Success): Hmm ... .50mdhing·s not right. Try 
again at + 1 5  wilh a new gem. If diagnosing. try again at + I 5. 
rUM TOO (Unusual Success): The patient is fully diagnosed or 
huled but develops a strange side effect, probably physical (GM's 
di" f"rion).) 

9 1 to 1 1 0 (Nor Success); You usc thc �m at 'h its potential. If 
diagnosing. try again at +20. 

III to I75 (Success): You use Ihc gem al its full pouncy. If 
diagnosing. you discover thc cause and tw of the illnels. 

Gre�ter th;m 175 (Absolute Success); Excdlmt! You manage to 
get fUJI effect frum the gem while using only 'h the usual dosage. If 
diagnosing. you have discovef"d all illne.»cs present in patient, as 
well ;u;my imbalances in his physical. menial or spiritual health. 

Modifications; 

+ skill in m{mm�J. 
-30 (or nol n..ving ,dnan! huling skills. 
+5 for every 5 minutes taken (m.uimum of +30). 

RMSS Skill C:.tagory. Power M�nipulation {Em} 



3.3 NUMEN6REAN 
TRADITIONS 

Quoth Findegil: A (OI11pltrt .<IftON"1 oj IlK brallng ilIr, oj our 
nul'--1/s origins, ils biSI,,?, ilS divisions jlnJ ils injllWtllNpon lbe 
pwpits oj MjJJk-cart�lJ "'f'4lrt.:! W/WtlU' in its O\WI right. 
Ins/Nd, my p"rpos' w;/l /It 10 OIlliint JOfIU' oj/be mafrr Ibtmts ,hal 
Jistinrisb tlx (raft lind pbiu,J(}pby oj 1« two SJ4rviving �tits oj 
WtsttmtSst: ON" own and lbat oj Ibt Ki"l's Mm, wlxmt Wt' alSll 
(/IU Ibt BIMA Nwmmlmsms. H�, sil1ft 1« DWtI(liain baJ 
wml If romm,," btafing IfllJiliM for "'(WI' than two millmnia 
priM 10 Ibn,. division inlO Ibm opposing �rtitsJ my narrllliw oj 
tbtm WOMlJ bt 'minltlligiblt willxnd Jomt Irtlllmml oj rlx b.a(�­
grot4nd INI FrUtuJ IIx splil. 

1Dt polmry oj Nwmm6mm Intbtraft-lbt bighest IMI lin] 
mortal ract MS Iff rwr will IItbitvt-Jltms fiNd) from CIIT 
,nus/ors' IInitp<t rtlilliombip to ,lit ELlar, and (spnljlll, 10 1M High 
Elvts oj ,Ix Wrsl. No olbe, Mm havt t\Itf mjl/ytd so ,lost a 
jrimJJbip with I'" Dtalblrss, n"r mriwJ from tMIII SlubgrlUirnu 
gifts oj wisdom lind Illft (tboMgb Hammi!r JotS bring "por' oj lin 
.<Inal�s (Omnl()mwai btlWlm liN Dark Elws and Mm if IIx 
UUfr .»ulb). To Ibis Mrllagr \\1m addtd tht djvint b1mings if Ibt 
Valar, who IIlw 10 (lUr j()rrjalbm Ibt isk if Nwtnn10r and, wirb 
Ilw\IIlIar's (()nsml,grrm/(d us thrift Ibt longn>iry if 1ma' Mm and 

jrudom jrem all ilbuss anJ Jistan,,,unril rbt SbaJaw ftll upon us. 
Ikarb alont WI mnaintJ su�'«l ltr--1InJ ytr rhar was no tvi�jo, 
furb is 1M Gifl if Ilwvarar 10 Mm, anJ in IIx dilys oj Ibri, blin 
!)IIramN/()1'S mjOYtJ tbtgratt oj wilfINl nUast.frcm mortal lift (a 
gifI wbi(b your g/m(IUs falbtr. Eknar, bas rtntwtJ among ItS). 

Bul Nwtnn11M is IMI btntarb rbt waws----brougbl low by IIx 
spuming oj al/ lhal was nobk anJ good, and by Ibtblaspbtm()UJ duds 
if rhon who IIlw taf r() rbt (()Unstis if rbt NlllTU'ku �nd witb 
rbt Downjllil (lUf gifts haw bun slawry wilbtlrawn jrem us. Evrn 
so, n()lllll hasbun �sr; iflbtbkni"l,ojlbt V,IlaranJ !)IIrjrimdsbip 
wirb rbt ELlar haw JiminisbtJ, nlufb if rbrir lorf ftmains wirb us 
ro rbis dilJ. 

3.3.1 THE FAITHFUL OF GONDOR 
AND ARNOR 

Quoth Findegil: R�fi(/ill roabanJon ourllntimr kart witb Ibt 
ElJar bas twrbtm Ihffbitjmark iflht FllirbJu� ,Indjor Ibis nason 
Wlhawlradiliollally (1llltd !)IImlwl Elmdili, 1M Elj1rimds. Witb 
lhal alltgillnt( (omlJ IIJMrmu ro 1« domina wbilb 1« Elws havt 
I.IIlIgb/ 1tS ((Illuming Ibt nalUft if QJ, 1M wor/J bt broughl in/() 
&ing, and (lUr nlortlll txillmu wirbin il. All lbat btliiff haw 
profownJl) ,ha"J (IIIr pbimopby if lift, !)II f uIt,l1 oj wtll-bting, anJ 
Iht ftttblfl1fi whitb WI prlUtift in orkr I() rtalizt tbm valU(s. 

The healing am ofGondor and Arnor combine an almost 
entirely mundane (i.e., non.magical) but highly potent 
leechay with a legacy of rdigious and lineage-based curative 
powen tmbodied in the person of the monarch. This dual 
tradition is fortified by the overall healthfUlness of the 
DUned.ain and the inner stnngth of will inherited from their 
Nirmen6rean forebe:an to stave off illness and disease. No 
other morul society possesses :. more effective or :.cccssible 
amy of healing resources. 

The tr:.dition of royal healing (like Nirnu:n6rean leechcraft: 
in gener:.l) h:.s:. twofold origin. Its primary source is Lirthien 
Tinirvid, whose union with Beren brought about a strain of 
Elven-and indud M:.i:.rin-lineage in Men. Lirthien's 
divine mother, Mdian, wn both a handmaiden ofEsti: and 
a kinswoman of Yavann:. (two of the three Valier who 
govern the realm of healing), and [0 her d.aughter Mclian 
passed on her restorative arts. This gift: was transmintd 
through Lirthien's descendants to Elros, first king of 
Nirmenor, and thenCe in tum to his scions all the w:ay down 
[0 Ar:.gom Elessar (whose m:.rriage with Arwen Evenstar 
renewed the Lirthienic heritage)' 

This hereditary power was enh.anced by the Valar when 
they appointed Elros and his line to rule the Nirmenoreans 
as priest-kings. The pouncy of this mandate to bless and 
curse may be: witnessed in Isildur's ability to d.amn an entire 
mortal race to three millennia of undeath in punishment for 
their failure to fulfill their oaths to him (Sec Section 3.5.2.), 
or in Aragom's ability to recall from [he very brink of death's 
shadow those touched by the Black Breath. The healing 
hands signify the king's priestly role, replicating in their 
power the efficacy of the monarch's pr:.yers to Eru for the 
wdl.being Qfhis people. Petitions for the king to exercise his 
healing power on behalf of an :.iling subject are as common 
a boon .as any that might be voiced in the courts ofFomost 
or Minas Anor, or while the king is journeying through his 
realm on some errand. 

While charity is a common enough feature of most 
aristocratic societies, the p:.tron:.ge of healers and the subsi­
dizing of their services on be:h:.lf of commonm is especially 
pronounced within the realms of the Faithful. This con­
spicuous support for healing institutions stems fTom the 
DUned.ain's preferred self-image as bcncf:.cton of "lesser 
Men," which identifies them with the pre.impcrialist tradi­
tion of their Nirmenorcan ancestors. Such patronage sus­
tains the nobility's sense of cultural identity and serves to 

LMtbifli stauIIlbt, 
Brrm's _"J 



A BiM! 
Numm61't11n 
t'uids sUlllh 

undergird its moral authority in the eyes of the common folk. 
At a more cynical levd, it enables aristocrats [0 displace the 
exclusivity of the monarch's claim to being the sole source of 
well-being for the people. The king neutralizes such compe­
tition by delegating substantial royal funds to the upkeep of 
the organized healing fellowships. 

Two such royally or aristocratically funded healing orders 
are preeminent in the realms of the Faithful. In Amor. there 
are the Selli Niennava. the Sisters of Nienna. Composed 
primarily ofEriadorian common women, this sorority pro­
vides hostels and hospitals throughout the lands of Arthedain. 
Its members generally fall within the category of physic. 
surgeon, midwife or apothecary. though some privately 
augment their leechcraft with minor magics. 

The principal healers of Gondor arc the Estchildi, the 
Followers ofEstC'. This order actually possesses Valinorean 
roots, and was first brought to Middle-earth by the Noldor; 
but the Dunedain did not acquire irs lore until the Elves of 
Eress�a shared it with them in NUmenor. In Gondor. the 
Estehildi run the famous "Houses of Healing" located in 
every major city or [Own. Unlike the Selli Niennava, the 
Followers of Esti.' accept both men and women into their 
ranks and arc dominated by entire families whose affiliation 
with the order stretches back many gencrations--often to 
Nummor itself. Less mystically oriented than some of rhe 
Sclli. the leading families among the Estehildi occasionally 
claim some special rapport with the Vali� of their order. 

HEALING ON HOLY DAYS 
The Faithful arc the only mortals in Middle­

earth who observe a religious c.alendar based upon 
the worship of 11t'lVatar as it was (and still is) 
practiced in Valinor. A triad of holy days.--the 
Endymni; the El"Iliai/lll;-and the E�n/al;-.defme 
this liturgical cycle over which the monarch pft"­
sides. In theory, the ritual prayers that mark these 
days may be uttered only by the Heir of E.lendil 
upon the High Hallow ofMounr Mindolluin in 
Gondor. Since the division of the Realms-in-Exile 
following Isildur's death (T.A. 2), however, the 
kings of Arnor have come to perform the ceremo­
nies �paratcly within their own realm. Both tradi­
tions appear to be efficacious. 

The Faithful believe their holy days to be very 
beneficial to the sick or hurt; and though no 
lecchery is practiced( save in thegreatestof need) 
during the sacred times when the king ascends to 
the high place, all healings performed in their 
immediate wake partake of the blessings chan­
neled through the monarch' s prayers. For hours­
sometimes even days-after the performance of 
the rituals, the doors to Nienna's hostels and 
Este's healing houses throng with invalids seek­
ing restoration. The Estehildi and the Selli 
Niennava are well-prepared for the glut, and 
often during the weeks preceding one of the holy 
days, a frustrated traveler finds that all of the 
apothecaries and herb-markets of a city have 
been emptied out by massive purchases from the 
healing orders. 

GM Note: Dwring holy thy, Illl ixaling skills art al + 15, ami 
ai/rnm,s brill al 2x normal ralljor IIx ptrioJ oj mbanml bussing. 

DEVELOPING A SISTER OF NIENNA 
Whilc some: Stili are Ounne:lers, !:he: majority are noo-spdI-uscrs. 

MERP: Most Selli should be treated as Civilians (Prime 
Stat = Intelligence). Occupational skills include 2 of 
the following: Physic, Midwifery or Apothecary. 
Occupation-related skills include Herb Lore (Lore). 
Surgery, Fi�t Aid. Cookery. any I LOft" skill and one 
of the following: Physic, Midwifery or Apothecary. 
Selli may transfer DPs to appropriate healing skills or 
spells at half the normal cost. (Sec Section 24.0 of 2nd 
Edition MERP.) 

RMSS; Most Selli should be treated as Laymen. Occupa­
tional skills include 2 of the following: Physic. 
Midwifery or Apothecary. Everyman skills include 
Herb Lore, Surgery, First Aid, Cookery, any I Lore 
skill and J of the following: Physic, Midwifery or 
Apothecary. Appropriate spell lists may be learned at 
4/4 (Open and Closed only). 

DEVELOPING A FOLLOWER OF ESTE 

MERP: Estehildi should be treated as Civilians (Prime 
SUt = Intelligence). Occupational skills include 
Physic. Midwifery and Apothecary. Occupation­
related skills include Herb Lore (Lore). Surgery. First 
Aid, Cookery and any 2 Lore skills. They may transfer 



DPs to other appropriate skills at half the normal cost. 
(Sec Section 24.0 of 2nd £/i/ion MERP.) For 1 back­
ground option, DPs may be rransferred to appropriate 
spells at a I: I ratio. 

RMSS: Esrehildi should be [feated as Laymen. Occupa­
tional skills include Physic, Midwifery and Apoth­
ecary. Everyman skills include Herb Lore, Surgery, 
First Aid, Cookery and any 2 Lore skiUs. For 2 
background options (13 [alent points). appropriate 
Open and Closed spell lists may be learned ar 4/4, 
appropriate base lists at 8/8. 

3.3.2 THE KING'S MEN OF UMBAR 
AND THE SOUTHLANDS 

Quoth Findcgil: 11K An<Wllruii or "King's Mm" (shlg, ArNWllrui) 
arr Ihou DUnrJain woo jollowtJ lilt withJ roulIsris oj 1M laltr Hngs 
oj Nrimmor, �ginning will, Tar-AI.mamir, rmollnting aU jrimd­
shIp will, Iht E/Jar anJ rr�lling agaiml lIN wmrranJmmts oj Iht 
Valar. Ibt grtaltr parI oj lilt NNmmcrrans alignrJ Ihtmulvrs will, 
Ibis party anJ ils arroganl pbi�opby, whith ramr 10 aJv«alr 
oppffuion oj tIN Mm oj MiJJk-rarrh jor IlK jllrlhtranu oj wrallb 
and powrr. JIISIIy bow wr brankJ Ibm rmtgllks 'Wornalani" 
(Blat! NNmm6rrartS),Jor Ibry (onlinllrd 10 stnY 1M Namtltss Ont 
llaJIy t\!tII aJltr IlK D.wmj,1l oj Wntmll.iSl'. 

JljsotialM as IlK) wtrrwilb IlK rolonilll imptrisllism oJNwmmor, 
IlK King's Mm bmrrll jar mort mclnrnnu in MiJJu-rarrh lhan WI' 
oj 1M F,ilbp.L Tbrir nortlKrnmosl domain was UmlNlr (tvtr our 
jot emllx ua); b.cl mosl oJ/lxir rrall1l1 Wffl'tJlahiislxJ in fix U,ltr 
SoIolh: AfIl,a/MHbOr, Kb.iraJiml, Zimralb.ini, Pd, TanlNra! and 
IIlJ:In) morr wbosr rrarrlls anJ jaltS WI' no longrr rmlmlbn-(nub/U 
lhou losl rolonits ",mortJ slill 10 liw on in Morin6rl; bryonJ tlx 
Inn" Sta). 

Nollll! iJ4u! Nwmm6rran rokmits mviwJ Ibt Downjall oj 1M 
molbtrlanJ. In sOmt dominiems (Ii!t Umkr), IIx NIlmm6mlll 
rilizmry IlJlPfllfS 10 hIlvt b(fll la'lt/Y ahsorbeJ by IIx naliw 
pofJllationalrraJ)h) Ihrl"llrly fbirJ Agt. I«apprarantr, bOwtwf, 
oj King's Mm ill lIN rhirj rallh oj IlK Namtltss Onr's minions 
(Sllth as 1M jOlll rmissary woo Irtalrd will, Jour royaljalbtr brjofr 
liK Biarl Calr) brars wilnm 10 Ihr pmislm(( oj ArNwanai 
IbrougboMl IIx Third Agt. (Who ran SIl) wbal spotwn oj Ar­
Philrazon's blood migbl n'm nOW N ".Iing owr jorgol/m rtalms in 
Ihr IInlnown dtplbs oj IIx 50lllb or UI/rr EIlsI?) 

At the core of Aruwani philosophy lies a deeply flawed 
understanding of mortality, and this misperc"'ption is th", 
bane of all Black Numenorean le(chcraft. The basic error of 
the King's Men is their conviction that death is unnatural, 
rather than constitutive of our created nature and thus 
something to be embraced without fear. Whether they 
choose [0 vi",w it religiously (as a curse or punishment to be 
avoided through supplication and sacrifice) or mechanisti· 
cally (as a disease to be cured� (Scape from death has ever 
been the driving motive of Aniwani healing practic(S. 

This misguided doctrine has led to equally mis[aken 
notions about life. The King's Men identify deathlessness 
with serial longevity, the men utension of bodily existence 
through time. They fail (or refUse) to recogniz", that life 
means growth, and that as incarnate beings it is our spiritual 
and biological nature to grow only within an ordained span 
of years, then to txperience a s(verance of body and spirit and 

a liberation from the Circles of the World. All attanpts to 
extend that natural longevity can n:sult only in the alTCst of 
growth, the slow torment of changeless "continuance," 
whose horror only the undead arc capable of conveying 
through the terror they inspir(. 

Vain pursuit of thtSt f.1lsehoods has locked the King's 
Men into a vicious circle from which they cannot escape: the 
more they strive to achieve deathlessness, the more subject 
they become to the power and fear of death. This tragedy is 
readily illustrated by Numenorean history. While the kings 
of Westernesse accepted the grace of volun[ary death, their 
lives were long and fUll of vigor; as soon as they began tocling 
tenaciously to life, they became decrepit in their old age and 
th", span of their years began to plummet. So long as the 
worship of Ern lIuva[ar was observed (or at least not 
profaned), the Numen6reans knew neither sickness nor 
disease; but as soon as they embraced the blasphemous Cult 
ofMdkoT, all manner of illness began to afflict their bodies, 
and the diminution of their longevity accelerated fUrther. In 
their pride and paranoia, the Aniwanai reacted to these clear 
evidences of their (rror with nothing but denial, scapegoating 
and fUtile rationalization. The circle continues unabated to 
this day. 

Black Numenorran leecho-aft mimics this larger cultural 
neurosis. It places an over-reliance upon external remedies, 
neglecting a patient's natural capacity for self.healing. Drugs, 
elixirs and CKotic treatments induce addictive dependen­
cies--where th(y succeed in their purpose, these artifices 
often gen(rate new and more scrious long-tmn maladies for 
which no cure is available. Even were the ailing body given 
a respite ITom such pseudo-curatives, the alternately para­
noid or hedonistic lifestyle of Aruwana society would stifle 
any significant recuperation. 

Other customs not exclusively associated with leechcraft 
also contribute to the generally unhealthfUl environment of 
Black Numen6rean life. Astrological consultation often 
substitutes for rational diagnosis, and is sometimes even 
relied upon for the prescription of cur�s. Dubious eugwic 
theories aiming at [h� preservation ofblcodline purity Itad 
to the unfortunate mental and physical defects of inbreeding. 
Their !11echanistic view of bodily well-being ITequendy 
drives Aniwanai to seek physical causes for the afflictions of 
mind and spirit. 

In spite of its abysmal failings, Aniwana leecheran re­
mains formidable in its ability to mend physical injury. The 
potency of its surgical pnctlces stems from the Guild of 
Embalmers, an order of medical specialists who make up the 
backbone of the rraditional Numworean fUnerary cult. The 
aim of the Embal�rs is to prcserve--in life and in death-­
the physical integrity of the body. Their laborrcflects one of 
the central doctrines of the cult: the hope that the severance 
of body and spirit in death might one day be redressed, and 
that a reunion of the two should take place. This belief 
demands the protection of the body /Tom all harm. 

The Embalmers' Guild was eventually co-opted by the 
Cult of Mclkor, which promised fUlfillment of their hopes 
through grisly devotion to the Lord of the Dark. To th�ir 
mortuary practice was added a sub·order of ntcromantic 
priests who claimed to commune with the land of the shades. 
While many of the wraiths they conjured were doubtless 



phantoms of Sauron's conLTivance, their necromancy was 
itself quite real and efficacious. One particularly potent 
healing application of this art was the practice ofexorcisrn-­
not a wholly infrequent med among those ArCiwanai who 
dabbled in the black am. 

The sLTengths of Black Numen6rean healing lore are off­
set by their price. Being a professional association, the Guild 
of Embalmers charges exorbitant rates for its services-fees 
that only the wealthiest can hope to afford; whereas the 
necromantic priests ofMeikor perfonn exorcisms and other 
spirit-related healings exclusively for members of their cult 
(and the exercise of their powers is often a prime occasion for 
the conversion or recruitment of new members). Above all, 
the King's Men refuse their leechCTaft to those of non­
Numen6rean blood. (That's what native healers are for!) 

F AMIL Y SECRETS 
In their quest to conquer death and achieve everlasting life, 

the King's Men have contrived a number of bizarre and 
exotic practices. Some of these contain (mingled together 
with their often destructive consequences) genuine healing 
virtues. Traditions are generally developed in secret as the 
coveted arcana of families wealthy or powerful enough to 
sustain them. Practitioners may be family members, or they 
may be "professionals" who sell their talents as a road to 
power and influence. Loyalty to their patrons is fierce, and 
often nothing short of a marriage alliance is sufficient to gain 
access to the services of another famlly' s "vassal-Ioremasters." 

Listed below arc a few of the more prominent SLTands of 
Aruwana obsession which may( or may not) possess positive 
healing benefits: 
• Physiologists: Complmly wed to the belief that death 

is an amendable physical ailment, physiologists engage 
in empirical observation of the mortal body in order to 
ascenain the source(s) of this malady. Anatomical 
study through dissection of corpses is the favored 
procedure. This practice has put the physiologists 
sharply at odds with the Embalmers' Guild and the 
Cult of the Dead, for whom the physical integrity of 
the body is essential for the afterlife and the possibility 
of eventual resurrection. As a consequence, the 
physiologists have been forced by public outTage to 
conduct their examinations only upon "lesser races;" 
undaunted, the more sordid (or dedicated) among 
them have taken more eXLTeme measures, convinced 
that only a body of pure Numen6rean blood (and, 
sometimes, only a still-living one) is capable of 
disclosing to them the secrl':[ knowledge which they 
seek. If nothing clse, the writings of me physiologists 
have greatly enhanced Aruwana anatomical knowledge. 
(The chief medical beneficiaries of this lore are, in 
fact, the Embalmers, whose skills in physic and surgery 
have increased tenfold as a result of such research.) As 
a side note, physiologists are often sought out as 
forensic investigators by powerful families, for whom 
poisoning and political assassination are all too 
common phenomena. 

• Astrologers: Guided by detenninistic theories of 
mortal existence, astrologers, diviners, necromancers 
and geomancers are common features of Black 

Numen6rean society. Convinced that nothing-and 
least of all, injury or illness-transpires by blind 
chance, this rogue's gallery of self-styled experts seeks 
rational explanations for all manner of misfortune. 
While not all are convinced that death can be eluded, 
most maintain that a "scientific" knowledge of causes 
and effects may be deployed for preventOltive purposes. 
Though much of this lore is mere quackery, it does 
encourage an active attentiveness to all potential 
avenues of misfortune which, if combined with other, 
more reliable, fonns of ArUwana leechery, may actually 
shield a person from hann (whether through hygienic 
precaution, early detection of symptoms or random 
overcautiousness). Though SOlne have risen to 
prominence among the grt:at houses of Black 
Numen6rean society on account of theer reputation for 
accuracy, most practitioners of these arts tend to 
operate within less elite circles (often melding their 
lore imperceptibly with pre-Numen6rean folk 
traditions). Apart from necromancy, which is forbid­
den to all save priests of the Cult of Mdkor or an 
equivalent central authority, all of these arts are "legal" 
(though often ridiculed or frowned upon). 

• Miasmiscs: A more mystically-inclint:d breed of 
Aniwana philosophers, the Miasmists contend that 
death is the result of a pollution by some unseen yet 
tangible substance that penneates the world. Life can 
only be preserved and extended, therefore, though the 
constant purging of this miasma from the body. The 
Miasmists have devised all manner of ascetic disci­
plines for tht: body's cleansing. Among other methods, 
these include ablutionary bathing, dietetic strictures, 
fasting, imbibment of elixirs and meditative trance. 
Many of these practices are actually quite effective in 
the promotion of vigor, the staving off of illness and 
enhancement of the body's recuperative powers. None 
have succeeded in prolonging life, though in fact the 
worldview of the Miasmists comains much that is true. 

• Dark Cults: In addition to the Cult of Melkor, a 
morass of lesser cults of Darkness (or of powers 
associated with it) has proliferated among the domin­
ions of the King's Men. Not all directly concern 
tht:mselves with tht: problem of death (or the quality 
of life), though many do. Some engage in sacrificial 
rites that aim to transfer a victim's vitality and life­
force to the body of the cultist. The effect of such 
practices depends largely on the nature of the power 
invoked and the sorcerous ability (if any) of the 
slCTificiant. In some instances, the transfer of life-force 
may be genuine; but it may simply enlarge the pool of 
the sorcerer's magical energy, and nO[ actually serve to 
extend life. True serial longevity can only be achieved 
by monals by one means: the extinction of life in the 
shadowy realm of undeath. 

DEVELOPING AN EMBALMER 
MERP: Embalmers should be tTeated as Civilians (Prime 

Stat = Intelligence). Occupational skills include 
Embalming-(Craft), Surgery and Apothecary. Occupa­
tion-related skills include Herb Lore (Lore), First Aid, 



Physic and any 3 Lore or Influence skills. They may 
transfer DPs to spells or appropriate healing skills at 
h.a.lf the nomul cost. (See Section 24.0 of 2nJ Edition 

MERP.) 
RMSS: Embalmers should be treated as Laymen. 

Ocrupational skills include Embalming. Surgery and 
Apothea.ry. Everyman skills include Herb Lore, First 
Aid. Physic and any 3 Lore or Influence skills. 
Appropriate spell lists (Open and Closed only) may be 
learned at 5/5. 

DEVELOPING A NECROMANTIC PRIEST 
MERP: Necromantic priests should be treated as 

Animists, with base lists of Essence's Ways, Essence 
Perceptions, Spirit Mastery, Direct Channeling. Item 
Lore, Spell Ways and one other list of their choice. All 
information is gained through ritualistic communion 
with spirits. 

RMSS: Necromantic priests should be treated as Clerics, 
with base lists of Communal Ways, Life Mastery. 
Exorcisrru. Dark Channels. Physical Erosion and Dark 
Contacu. 

3.3.3 THE ERIADORlANS 
Quoth Findegi1: Unlikt many of tbt BLuA Nwmm6mlJ1 "ainu 
of Ibt So-ulb, tbt ElJ1rimJs NW bern "Pf'1-NnkJ wilb IMr 
Ittcbcrajt, dllln''\e 1M, i4rt wilb 1111 who Ilrt fNljtct 10 Ibtm. &UlWK 
of Ibis, mall)' inJigmows btIlli'\e IrllJilions of Ibt WtJIi.rnJs &'w 
tlSJimii.rItJ Ibt Nwmm6rtllll /tgofry (or tertII in IIJpt(fJ of it), Il/kil 
blnultJ wilb mWlb INI is disl/rutlwry Ihri, l1W1I. For rtluons of 
sp4l't, I NwomilltJ.from Ibt prtSnll lOlnt K(liom oftbtQuenulC' 
In whicb Hrurlln4ir klai" Ibtst i«ailrllnifomutlilmJ of E/mJilian 
IufixTllft· I NI'(, �, "'aintJ Ins valJ4llb/e dimmlOll of 
ErUulorian IfIlJilions logiwyowr majtsly II JtnSt of Ihri, Ji,,"Jil). 

Eriadorians carry the blessing and burden of the traditions 
of lost Amor-the blessing. because the wisdom of high 
DUnadan culture was passed down to them; the burden, 
because the collapse of that culture has left their society 
broken and impoverished. The common folk have long 
looked to Dunadan physics--doctors trained in the Arnorian 
schools and hospitals--as oracles of the best medical knowl­
edge. Now these physicians are vanishing. and older tradi­
tions must be re-Iearned to replace them. 

The Enedrim, the ancestral Eriadorians of the Second 
Age. practiced a sound tribal healing tradition based around 
the ttiwtlwila( or wila). a shamanic healer possessed of surgical 
skills. competent herba-afr and mystical lore designed to 
keep "Faes" (f.liries) and judtgnir( evil spiriu) from hanning 
memben ofhis orher family and clan. The Enedrim. over the: 
centuries. saw themselves affiicted by Elvish snobbery. 
Numenorean imperialism and cruel raids by the forces of the 
O;lrk Lord. The Elves and northern D.medain considered 
themselves the favorites of me Valar. and their songs paint 
the spirits of nature. particularly Y;lvanna. as friends and 
;Jlies. DUnadan healing rituals express optimism; the herbal 
recipes and palliatives described in their learned tomes 
display skill and confidence. While the healing lore of the 
Second Age wilam never embraced the darkneS5 ofSauron. it 

took on a biner. cynical cast, one that indulged in fear and 
superstition and revealed little faith in the good will of the 
other powers of the world. 

The feudal estate and village system that grew up in those: 
parts of Arnor that became Arthedain and Cardolan sub­
merged the supeNtitious side of the wililns and refleaed the 
mditional four piliaN of Nume:norean medicine: the mid­
wife, surgeon, apothecary and physician. Of these four. the 
midwife: is the bwim in an Arthadanian village. She tends to 
birthing. child-sickness. and the ills peculiar to women of 
childbearing years; she also keeps an eye on wife-beaters. 
cuckolds, bullies. shrews and other troublesome sorts who 
endanger the families in her care. Surgery is usually the part­
time avocation of some artisan skilled in the use of blades, 
saws and other tools. ButcheN. barbers, carpe:nters and 
retired soldiers often wield the knife in rural villages, plying 
their trade on animals and people as needed. A competent 
apothecary. wise in the preparation ofhc:rbs and the mixing 
of periapu. poultices and potions, is a treasured asset in a 
large village. less populated regions must depend on the 
knowledge of friends or consult their feudal lord's personal 
apothecary, alchemist or physician. 

The physic--called a doctor if he boasts a true scholarly 
c:ducation--is himself a member of the educatc:d elite: of 
Eriador, a true artifaaofDUn;ldan culture. Mostdoctors arc 
of middle-class birth and mixed raCe, trained for years as 
apprentices to another of the profeS5ion. thm taking on a 
comfortable living in the service of the DUnadan genny. The 
best physicians anend schools in Tharbad, Fornost or at one 
of the monastic howes. Here they spend long hours memo­
rizing epic poems taken from tomes beautifully inscribed in 
the Elvish tongues. These rhymes describe the finest tech· 
ni'lues for sounding the body, scraping the tongue and 
judging me Stooi. When notconumplating the deep myster­
ies of the incarnate brOIl. the body built to house thc: spirit of 
Man. they learn practical arts from their elders. The Eriadorian 
doctor is nor allowed to take ouuide service until he has 
spent years sewing the wounds of soldiers. forcing and 
setting the: bones of workers injured in the docks and yards, 
incising infected boils and taking off gangrenous limbs. In 
more contemplative moments. he is allowed to cut herbs and 
weigh medicines brought to his school by ships from all of 
Middle-earth·s lands. 

Many of the DUnadan gentry and nobility, particularly 
ladies of middling station. also study rhe medical arts. They 
and the:ir physicians are: e:xpected to donate time and knowl­
edge to the care of the peasanny. The common folk of 
Eriadot. if they are fortunate enough to live in well-governed 
country, can expect toappe;ll [0 the bestofDUnadan medical 
knowledge: every week or so. when the lord's physician, wife 
or daughter make their rounds of the villages. 

Even at the height of Arnorian civilization. the lore of the 
ttiWilwila could be found in remOte regions of Eriador, 
particularly among the Rivermen of the Brandywine and the: 
Red-hill folk of Cardolan. This knowledge was deemed 
backward and ignorant-"supe:rstirion," as compared to the 
learned truths of the Dunedain. Now the wila traditions are 
resurgent. but tOO often in corrupted form. "Wisemen," 
"conjure-women," "hearth-wizards" and "wood-witches" 
are gaining pown all over Cardolan. These: peasant lore-



keepers ( collecti vely call�d "leech-craftas") arc often honest 
gatherers of the remnants of Enedon and Dtinadan lor�. 
Most, how�ver, voice the distrust most common folk feel 
towards the failed beliefs of the Dlinedain. Th� placation of 
spirits, F�es and ghosts may b� held mor� important than th� 
practical lore of th� midwif� or surgeon. Some of the new 
healers are cheats and tricksters. Worse, some have become 
pmy village tyrants, bullies who use their knowledge of 
medicines, herbs, channs and minor magics to intimidate 
local chieftains and prey on their fellow villagers. Supersti­
tion has indeed returned to Eriador; the honest wilam and 
healers arc hard-pressed to keep fear and ignorance at bay. 

MONASTIC ORDERS 
Eriador. long a refuge for unconventional Nlimenorean 

religious and philosophical beliefs, is home to a number of 
monastic and mystic healers. Many are Dlinedain, but some 
allow Eriadorians and other races to join th�ir ord�rs. 
Though respecu:d by the Dunadan rulers ofEriador, th�se 
orders have no powerful official status. Those familiar with 
the ways of the monastic schools may go to them to plead for 
magical h�aling. Those familiar with th� "Old Ways" might 
know a wita with similar powers. All of these monastic 
h�alers may be developed as Animists (MERP) or as one of 
the RMSS healing or claical types. Many arc students of the 
mundan� healing arts and may transfer DPs to their healing 
skills at a I: I ratio. 

DEVELOPING AN ERIADORIAN HEALER 
For the most part, those needing the attentions of a healer 

in Eriador should approach a s�cular physician or other 
medical professional. The characters d�scribcd h�re arc similar 
to those found among the common folk of Gondor, Umbar 
and N�ar Harad; they mayalso appear in anyof the great urban 
centers of Middl�-earth, particularly those with strong con­
nections to the ancient Nlimenorean trading �mpire. 

Surgeons, apothecaries and midwives tend to have less educa­
tion and fewer skiUs outside of their specialties than physics. 
Midwives quite often (40% )know a few simple warding magics 
(up to 3td level) while apothecaries tend to dabble in alchemy. 
2Q01o know relevant Essence spell lists to 5'" level. 
MERP: Eriadorian physicians should be treated as 

Civilians (Prime Stat = Intelligence). Their primary 
occupational skill is Physic, but most have enough 
battlefield experience to practice Surgery at a compa­
rable level. Occupation-related skills include Apoth­
ecary (Lore), Midwifery (Lore). Surgery (Lore), any 3 
Lore and I Influence secondary skills. They may 
transfer DPs to appropriate healing skills at half the 
nonnal cost. (See Section 24.0 of 2nd EJilion MERP.) 
Most know the Sindarin tongue to Rank 4. They 
typically own or have access to a medical library of 2-
20 relevant books, allowing a s�cond Diagnosis roll at 
+30 after I - I  0 hours of study. Living near the evil 
realm of Angmar, Eriadorian physicians know more of 
"geas" (curses and sorcery) than they care to. Many 
(30%) are able, at need, to cast protective healing and 
warding magics to 5'h level, although most know only 
crude fonns of the spdls (5x the casting time, but half 
the PP cost). 

RMSS: Eriadorian physicians should be treated as 
Laymen. Occupational skills include Physic, First Aid 
and Second Aid. Everyman skills include Apothecary. 
Herb Lore, Midwifery, Surgery. any 3 other Lore 
category skills (except Lore-Magical) and 2 Influence 
category skills. 

3.4 NORTHMAN TRADITIONS 
Quoth Findegil: In /angw:gt, apptaranCl arrd nobility oj spiril, 
11K Em Mm oj 11K Norlh rroxal lhtir dislanl kinship wilh our 
anuslors, 11K £lain. Though l/xir lifnwlYs (Iribal anJ paln"ar{NI 

for Iht mosl para are simpler INn ours, and Ilxir NnJs "lillie skilled 
in 11K arts oj Ixaling and medicine (lIT, p. 289)" whm mt4Surtd 
againsl our QWIl leuhrraJl, Ilxrr is slill mutb virtu( 10 IN found in 
Ilxir lort. TIt norlbtrn rra{hts oj 1M Wtsl/Pn4--Eriador and 
Rbcvaniort-arr 1M anustral homt/Pnds oj lhis fol1:, though many 
have sinu migraled soulh inlo Iht lands of Condor. Th Norlhmm 
ojEriador Ixlw /awly btm absorbtd inlo IIx Nummomtd rIlllurt 
of Arnor, leaving Ibrir kimfoll:. in Rhovanion as IIx thief exemplars 
oj /radilional Norlbman ways. (Stt Stflion 3.3.3 for 11K survival 
oj NOrlhman WIIyS in IIx htaling /radiliom oj 11K Eriadorians) 

3.4.1 THE HORSE-LORDS 
Quoth Findegil: Ibt Horst�lords ("Robirrim" in lilt Crty� 
tlvm 10�) art hlirs to an tqutSlrian /tgacy lhal Slrtltbes btuk 10 
lilt Jawn of Man, and Ibrir smirmml oj 1M IanJ of Rohan (LA. 
2510) is bUl lhe mosl rtCml {hapltr in Ibdr age-long bislory. In 
tarlitr Jays IMy o({upitd Iht uf'Ptr vales oj Anduin as IIx blbiod 
(or EhwatbiuJa), but in Hatrandir's limt lbey Wtrt stili mastrrs 
oj the wide p/Pim oj soulburr and taSltrn Rbovanion. TItir six 
borst�tribts wm IMn l:nown as tM EhwIllhrtlmi, and for four 
unturies Ihdr kings mjoytd Jritndsbip and aliianct wilb ou r rtalm. 

Ibt strmgtb oj Ihi Ehwalbrwmi WIIS shalltrtd by 11K Crw 
P/Pgut, to whitb they Iosl ntarly Ixl!t ojlhdrrnlirt foll:. and aninral$ 
wilbin 11K spart oJa singlewinttr. T1xirkr'ngly bowst{fljmbleJ, lind 
1M surviving {/Pm ftll into turmoil. Wbm Hatrandir visiltd tht 
Ehwatbrwmi, sOtnrytarslljltrtht WinttrojDtlllb, the Horst�lorJs 
Wert only btginning 10 "towr lheir losses, lind wtrr slill Sufftring 
lhe tOnsrqumttS oj an underdtvtloptd leub-Iort. 

Though devastated by the Plague, the proud Ehwathrumi 
struggle to pres,erve their ancestral mode oflife. leading their 
herds in annual circuit across the open plains in summer, and 
returning to winter in their pennanent dwellings (most of 
which stand beneath the eastern caves ofMirkwood). While 
the mobility of the Horse-lords' lifestyle carries with it 
certain advantages for their health. it also places limitations 
on the scope and potency of their leech craft. Like many other 
tribes among the Rhovanic Northmen. the Ehwathrumi 
maintain a female shamanic tradition; but as it is traditional 
for wise-women toremain tied to the hearth (for they are said 
to draw their mystical powers from the forest). their skills arc 
unavailabl� to these itinerant pastoraiists for much of the 
ytar. 

To this chronic lack of professional healers is added the 
tenacity of Ehwathrumiska attitudes towards leechery in 
general. In spite of their recognition of the need for compe­
tent healers, the martially inclined Horse-lords consider the 
medicinal arts to be beneath their digniry as a warrior people. 
Consequently, they are forced to seek care and healing from 



others who do not enjoy this honored status in their eyes. 
Ready at hand to this task are the Ibrahiles or bondsmen (sing. 
Ibrabil) whom the Ehwathrumi have captured as chattel from 
their enemies or have acqUIred through Wl'ragiU from their 
neighbors. These mdentured servants can often boast of 
some healing skills-in fact. possession of such craft is one 
of the prime motivations for the Horse-lords to take such 
individuals captive in the first place. 

Though a barbaric practice in Gondorian eyes, the servi­
tude of the Ibrabil is not an absolute slavery. Unlike the 
dehumanizing thralldom perpetrated by the Black 
Numenoreans and other servants of the Dark Lord, the 
Ehwathrumi treat the institution of bondsman ship as a 
legitimate means for discharging some debt or obligation: by 
perfonning valued services for his master, a Ibrabil may (at 
least in theory) recover his starns as a freeman. Moreover. 
bondsmanship may only be imposed if a person is recog­
nized to have wronged the claimant in some way. While the 
seizure of war captives does not always confonn to this 
principle. the Ehwathrumi have devised other (less convinc­
ing) justifications for the practice. In the case ofEasterlings. 
for example. the Horse-lords reason that since-at least, 
according to Ehwathrumiska lore-Easterling warriors treat 
their own families as slaves. their "less oppressive" servitude 
under a Northman master merely constitutes a lawful trans­
fer of property. 

The majority of Ibrah;!es come from enemy Ehwathrumiska 
clans. though Asdriag olvalb-va. Odhriag op.llhag. Sagach night­
warder wives and even the occasional Folyavulda l)'op!l may 
be found in the train of a Horse-lord. The range and 
competency of leech-lore represented by such an array of 
different traditions naturally varies considerably. leechery 
that relics heavily upon herbalism and other accessories is 
often frustrated by the scant availability of resources on the 
pbins of Rhovanion. Failure to cure an ailment is often 
bbmcd on the Ibrabi/, whether or not s/he is actually at fault. 
Successful healers invariably acquire great respect among the 
Ehwathrumi. affording them a surprising amount of infor­
mal influence over their masters. 

BONDSMANSHIP AND PEACEMAKING 
In the violent web of blood-feud and vendetta that 

characreriz�s Horse-lord society. the most potent leechcraft 
is that which is able to prevent blood from being spilt at all. 
Given their presumed culpability in the event of a failure (0 
heal, Ihrabilot have a clear self-interest in avoiding such 
situations altogether. It is not at all surprising. therefore. 
that. just prior to an anticipated conflict. a tbrahil is often seen 
entreating his lord to make peace rather than war with his 
enemy. What is surprising is how frequently the Ibrabil 
actually succeeds in cooling his master's wrath so that calmer 
counsels may prevail. 

The secret of the tbrahi's success lies in his keen insight 
into Ehwathrumiska character, and his understanding of 
how to play upon the Horse-lords' unswerving sense of 
honor. While it is true that the Ehwathrumi esteem the 
healing arts as being beneath martial valor. and despite the 
fact that it is the tbrahill)S who are in tbnr debt until rdeased. 
any Horse-lord whose life has been saved by the hand of a 
Ibrabil feels a deep sense of personal obligation towards that 

individual-not so much to fTee them of their servitude, 
perhaps, butto respect and protect them as he would his own 
kin. It is by virtue of this intensely personal bond that the 
Ibrabil exercises influence over his warlike master in desperarc 
situations. 

The tbrabil appeals to the Horse-Iord's mercy. bidding him 
recall his own experience of vulnerability under the 
bondsman's healing hand. and so to show clemency for 
others whom he would send to the dark house of death. Such 
supplication becomes panicularlyeffective if the bloodshed 
which the Ibrabilis striving to avoid involves his own kinsfolk. 
(Remember that the majority of Ibrahilos come fTom other 
horse-tribes.) Just as he has used his power to save the life of 
his master. so now he begs his lord to spare the lives of his 
own people. Jr is this sense of reciprocal justice which so 
often sways the proud Horse-lords to halt their internecine 
quarrds--until the next slight or affiont' to honor triggers 
the bloody cycle anew. Yet if the Ibrahilosmanage [0 win even 
a brief respite /Tom the maelstrom of Ehwathrumiska vio­
lence. they have become mighty leeches indeed. 

DEVELOPING A THMHIL 
Ibrabilos fonn a diverse group, boasting of many profes­

sions. The following development suggestions presume one 
who is born into such servitude. 
MERP: Ibrabiles should be developed as Scouts. Rouges. 

Barbarians. Explorers or Civilians. Regardless of their 
background, all Ibrabilos gain the same profession 
bonuses: +4 in gemral chor�s. +2 to healing skills and 
general skills. + I in perception and body development. 
Ibrabl/es may transfer DPs to appropriate secondary 
skills at a I: 1 ratio. (See Section 24.0 of the 2nJ Edilion 
MERP.) 

RMSS: Ibrahiles may come from any non-spell using 
profession. Regardless of their background. they gain 
the following profession bonuses: +20 Craft. + 10 
Athletic (Endurance), + 10 Body Development. + I 0 
T echnical/T rade group. Ibrabiles may chose 2 
appropriate skills to develop at 1/1 less than nonnal. 

3.4.2 THE MEN OF DALE 
AND LAKE-TOWN 

Quoth Findegil: Ontgm 1M impmsion wbm rtaJing Bilbo 
Baggim' a((ounl oj bis aJvmlurtS witb lilt Dwaf'llts thaI lilt 
Norlbnran lowm oj nair anJ Esgarolh Ilpon Leng Lakt art 

jrnmJaliam ojlilt ((Omparalivtly) mml pasl. Thrin OakmshitU 
inJuJ stU 11K birlb oj nair in tlK go!Jm agt oj bis granJfalhtr 
Ibror's kingJom (TA. 2590-2770), wbtn "mortal mm, whc 
IivrJ in Ibt SOIIlh ... wtr( graJually sprtaJing up lilt Running Riwr 
asjar as 1M valfry ovmhaJOWtJ by 1M [Lentry] MOIlnlain (H1Jb, 
p. 28)." WlJilr this slattmrnl is ttrtain/y a(CIlrall, il muSI nel bt 

jOTgollm tb.ll 1M movffllmt Thrin rifm 10 was in ja(1 a ((­
(olonlzation oj Ibr Nortb (m my (ommrnlS M Ibt WooJmrn anJ 
&omings in Ibr stttiom thaljollow), amllboll Dalr al leasl b.lJ btm 
in exislrnu semt six rrnlurifs prior 10 ils rc1mmJing in Ibror's 
I;mt. Ibis mllrh is (ViJrnljrom 1M Annals oj GonJor, whirb Slall 
lhal, Juring Ibr linlt oj 1M firsl WainriJrr War (TA. /851-
1856), somf oj IIx rltjtalfJ Horst-leds 'JIlJ ovrr IIx Ct/Juin 
(Rivrr RUl1ning) anJ Wl'rf mrrgeJ with Ibt jolJ: oj Dalr unrltr 
Erthor (witb whom Ibry W(f( akin) (UT, p. 289)." 



NortMstt"' 

MidJk-tllrtb 

HaN'andir visiud /.alb oj Ibm lowns in tM 1640s, and his 
rmarth on tbnr Ixaling Iradilions bas slxd Jurtbtr light Ill! Ilxir 
origins. A1tording 10 HaN'andir's rrporl, tlx Long l.Akr rnurgcd as 
a nurtantllt tmtN' ncar lbe md ojllx first millmniwm oj IIx Third 
Ate (wbm lbe pearl brought to Rbovanion by tbe powtr oj Condor 
was al iu btigh0. Ibt lown oj DalE was aisofirsl /mill al lhis lime, 
lbowgb in jad IIx silt bad wm jrrqllmlld by Norlbmm t\'N' sinu 
lhe ELlrr Days, brtawse oj iu proximity to IIx Lolu/y Mounlain and 
IIx soum oj IIx RivN' Rlllming (both oj whith br/J rr/igious 
sigllifieanujor 11xm). A latrr hislori(al sowr(t indi(alts tbal, whilt 
Es�rolh rfflUlimd sel/ltd IbrollgbowllM i.:!ur I1nrd Agt, Dalt was 
apparrlll/y aNndomd tiftN' bring saeked and raud 10 lhegrimnd in 
T.A. 1977 bya marawding boSI ojtvilMm whom IIx Horse-lords 
oj tOIMod bad f((tnl/y drivrn from Ibdr dwelling pi.:!ClS in 
Angmar's formN' eaSllrn Ilrriloria. No al/empl was malt 10 ft­
Stllit 1M sil(. Ibws, Dalt mnaimd dlsola'r and wninhabiled wnlil 
Durin's joU: mlortd prosptrity 10 IIx rrgioll six tmlwrits i.:!ltr. 

The folk of Dale and of Lake-town are unique among the 
Northmen of Rhovanion for their urbane mode of life. 
While the Lake and Dale-men continue to uphold in some 
measure their time-honored ideals of tribal and clannish 
loyalty, much of that ethos has been eroded and supplanted 
by notions of civic identity and the institutions that go with 
them. This transformation of ancestrallifeways has not been 
without consequence for Dalish and Esgarothian leechcraft. 

Trade and commerce along the River Running have 
broadened the horizons of the townsfolk, putting them in 
contact with the herbal ism of Dorwinion and (indirectly) 
the secular healing traditions of Gondor. Cordial relations 
with the Wood-elves of Mirkwood have also increased, 
especially with the Dale-men, whose town lies within the 
forested boundaries of the Elven-king's domain. The con­
stant flow of commodities through Esgaroth's market-pool 
means a regular supply of curative and medicinal resources, 
thus broadening the scope and potency of treatment for the 
ailing. Several townsfolk practice healing arts as their avoca­
tion (and a few as full-time professionals), all but guarantee­
ing the ready availability of physics, apothecaries, midwives 
and surgeons. 

The advent of the Great Plague has severely shaken the 
townsfolk's faith and optimism in "modem medicine," 
however. Confronted suddenly with a pestilence for which 
no mundane cure could be found, many have turned their 
hopes to the tribal past, seeking what healing they might find 
through the wisdom of the invisible powers that govern the 
world. As a result of such soul-searching. both Dale and 
Lake-town have witnessed a revival of the IIrdbarkona or 
"wyrdwoman" (pI. wrJbarkonwr), a shamanic figure whose 
reputedly mystical powers had long since been relegated in 
the minds of many townsfolk to the realm of superstition 
and old wives' tales. 

The Imlbarkona tradition centers on the divination of 
Urdhr (Fate) by means of rones inscribed on animal bones. 
The wrdbarkonwr claim to have received these runes from the 
Spirit World, though in fact they are none other than the 
Elvish drth; learned, perhaps, from the Grey-elven lords of 
Mirkwood or (as seems more likely) from Dwarves of 
Durin's folk. By casting her rune-bones, the Hrdbarkona claims 
to discern the cause and cure of all manner of affliction. 

U,dba,konH' arc also accomplished herbalists in their own 
right, but often the details of treatment are left for the 
mundane healer to attend to. 

Urdbarkonllrtraditionally come from among the Runakyn, 
one of the four ancestral dans of the Dale-men, and idenrify 
themselves with Gr6dhrtnl, the agricultural cult of the 
Rhovanic Northmen. Only women arc permitted to divine 
Urdhr for the cult because their role is seen as being 
analogous to that of the midwife, helping the earth to 
nourish and sustain her people. Urdharkonllr are allowed to 
many, though the majority do not. An IIrdha,kona never 
selects a married woman as her successor. As the local 
religious leader for her town, it is the wrdbarkona's job to lead 
harvest celebrations and to pronounce her blessing 6n the 
spring plantings. It is also her responsibility to teach the local 
children (and stubborn adults) the lore of growing things 
and the fates that determine theIr cycles. 

All injuries that cannot be dealt with by mundane healers 
are brought before the wrdbarkona, who is expected to freely 
treat anybody from her clan (though "gifts" are always 
encouraged to show her due honor). After inspecting the 
wound or illness and casting her bones, the wrdbarkona 
determines a remedy. If the malady can be amended by 
simple herbcraft, she renders the treatment directly; if sur­
gery is called for, she artanges for a skilled practitioner to 
tend her patient. For life-threatening internal ailments which 
fall outside the abilities of a mundane physic, the wrdbarkona 
may have recourse to the curative powers of her cult shrine. 
(See below.) Because they are supported by their own 
communities, wrJbarkonllr expect no payment for their ser­
vices unless the patient is an outsider (in which case compen­
sation is determined by the quantity and value of the herbs 
supplied for the cure). Urdbarkonwrnormally perform divina­
tion and healing at their own domicile, though "house calls" 
are sometimes performed when the need arises. 

Urdbarkonwr may be found not only in Dale and Esgaroth, 
but also among the many lesser villages and hamlets that dot 
the Long Lake and Celduin vale. Each settlement supports 
only a single wrdharkona, though it is not uncommon for her 
to be assisted by one or two young women in training. The 
open road often beckons the wrdharkona, and it is not unheard 
of to find an itinerant who wanders the Northlands assisting 
travelers or those more isolated communities that lack their 
own resident urdbarkona. These itinerants are usually some­
what young (newly trained by an wrdharkona who is not quite 
ready to retire)' 

LIFEKEEPING WATERS 
The sacred center of the GrQdhrrru for the Men of Dale 

and Lake-town is the natural cavern at the footof the Lonely 
Mountain from which the waters of the River Running 
originate, issuing thence to irrigate the fertile vale of the 
Long Lake and lands further south. This holy place also 
serves as the chief oracular shrine for IIrdbarkona rune-reading, 
and its waters arc said [0 possess great healing virtues. 
Through the performance of a shamanic ritual, an wrdba,kona 
may elect to unlock these powers to heal some grievous 
illness or monal injury. 

The wrdharkonur do not presume to draw upon the 
lifekeeping waters of the cavern lightly-not only because it 
involves the invocation of powerful magic to challenge the 



fates, but also because it has a price. It is the Jaw oflhe cult 
that any woman who performs the ritual must submit husdf 
to <I casting of rune-bones by another urJbarkona. This 
divination functions as a geas: it lays upon the urdbarkona a 
difficult( and often dangerous) task which she must fulfill in 
reparation for her disruption of the natural course ofUrdhr. 
For some u,Jbarkol1llr, the verdict of the rums is equivalent to 
a death sentence. 

The ritual works only within the confines of the cavern 
and may only be perfonned by an IlrJbarkima. It begins with 
a casting of rune-bones, which specify certain details of the 
ritual's performance. Usually, the patient is lain beside the 
swift-running waters of the subtclTaman stream while the 
IIrtiharkol1a (accompanied by one or more others of her order) 
begins a Iwgthy chant, invoking the power ofUrdhr. Three 
times the attendant Ilrabarkol1llr cry out to their sister, plead­
ing with her [0 consider the consequences of her action and 
asking whether she is prepared to accept them; three times 
she must answer in the affinnative. Then a ritual bowl is 
dipped into the stream, filling it with Celduin's flow, and the 
IIrabarkOl1a bathes the affiicted region of her patient's body 
with her own hands. Once the waters have worked their 
power and the patient is healed (which might take anywhere 
from IO minutes to 10 hours), the rune-bones arc cast once 
again, and the fate of the Ilrabarhma is made known. 

There arc usually 5 major elements in the rune-casting 
(though sometimes all or most are hidden) and a variable 
number of minor elements. Make 7 rolls on the table below 
to detennine the major elements in her quest (GM's discre­
tion). Minor dements may be incorporated by the GM as 
needed. 

DEVELOPING AN URDHARKONA 

MERP: An IlrdbarkOI1Q should b� treated as a Mage, (Xcepr 
that her base lists are those of an Animist and she 
learns Channeling rather than Essence spells. DPs may 
he transferred to all healing skills at half the normal 
cost. (See Section 24.0 of 2nd Edition MERP.) One 
htaling skill gains a profession bonus of +J/levd. 

RMSS: An urJbarkonQ should be treated as an Animist. 
The Shaman training package must be chosen. 

3.4.3 THE WOODMEN 
Quoth Findegil: III tlx mtmoirs oj his ji1llmry Ibri1llgb 
�l1iQIl, Bilbc Baggiru milhs rtjtrmu /0 fix Northmm oj 
Mirkwood's \Wstrm raws ill tlx jollowil1g passage: "[/1 spite oj tlx 
4.tl1gm oj tbis jar lalla balJ mm baa oj lafr bem milking Ibdr way 
bark imo if jrom IIx Solllb, CIllling Jawn Irm, ana �ilJing 
flxmulvlS plam 10 livt ill among lbe mort pitasalll woods in IIx 
\·allrys ana along fix rivrr sbcw. Ibm wtrt mallJ oj tbtm, alia lbey 
\Wf( bravr ana wrll-<lrmea ... (Hob, p. 91)." Tbt prior babitaliol1 
oJlbtsrjoTrSlra vaits by Mm is allrJltJ as jar back as [silJllr's limr, 
wbm Ibis propit baa jOllgbl on brbalj oj IIx LlSI Ailial1{r al1d, 
mortOVtr, baJjrimdsbipwilbfbr Elvm-hng (UT,pp. 2 71, 276). 
AaorJing 10 Hatranair's awn /tsfimoI1Y, 'Jtw mortals .:lft mort 
itamrJ ill lbe ways oj IIx jortSI that! Ibm jo/l " 

In all their ways. from the ordtring of theiT folk to their 
veneration of Orome and Yavanna. the Woodmtn of 
Rhovanion bear the traces of their ancient friendship with 
the Nandor. Thi5 is readily manifest in their leechcraft. the 
vast bulk of which to this day derives from Nandorin 
herblore and related skills. including many rituals whose 

RUNES OF THE URDHARKONUR 

Ron Rune· 

01·05 Wizard 
06-10 5<, 
11-15 River 
16-20 Cm 
21-25 Sword 
26-30 Tower 
31-35 Chief 
36-40 Sun 
41-50 Horse 
51-55 Necklace 
56-60 Face 
61-65 Dagger 
66-70 Forest 
71-80 Book 
81-88 Wolf 
89-92 Moon 
93-95 Cup 
96-98 Fire 
99 Hu, 
IDO Blank 

Signi6cOlllce 

Mystic power, open knowledge, sage. 
The unknown. distant. changeable. 
Time, a progression of events. history and future. 
A border between known and unknown. darkness. depth or complexity. 
An open thrtat, a kinsman, honorable enemy or ally. 
Strength. stability. south (esp. Gondor), power. 
Leader, oppression. gifts. saftty. 
Wholeness, vast area. wannth. 
Distance. journey. companionship. 
Wealth, greed, gift. 
Friend, enemy. person of importance. 
Hidden threat. disloyalty. danger. 
Opportunity. danger with reward. 
Hidden or guarded knowledge, secrets, riddles. 
Natural danger. cunning, Strength. 
Rescue, Elves, hope. 
Friendship, bond, homecoming. feasting. 
Change. creation and destruction, evil. 
Home. famity. safety. 
Unknown events. unforeseen benefit or disaster, unstoppable, fate, providence. 

"TI>rsr <.rtgorin rtJ ... nQI IQ IJ.. "'''''' of." inJi"iJlUl/ non" �, Ie IJ.. lign!!"."/{ 1U<rI'kJ ry urdlurkona rr.Jjli�n IQ. p"rti"'/Ilf ","'_<.Ising. in which m><r.1 

of 1& drth ... in"7""J AI rf..y J.U imQ • givm p"lIm,. 



original significance has long since bun forgotten by the 
Woodmen. (They do not know how these rites work, merely 
lhal they work, and for the Woodmm that is enough.) The 
result is that, given their relatively primitive mode of life, the 
Woodmen possess a surprisingly advanced level of leech­
lore, so that most are familiar with the basic fonns of healing 
and preventative medicine. 

One thing virtually all Woodmen share in common is the 
shaman or wila (almost always a woman), who serves as the 
seer, healer and spiritualleaderofher people. The female wira 
tradition stems from the prevailing. male-dominated views 
of the Woodmen on the nature of spirituality. Women are 
seen as more emotion-prone and closer to nature (essential 
ingredients in spiritual affairs) than men. While mundane 
healing is the wila's most commonly perfonned task, her 
spiritual role is just as important for the perceived unity of 
the Woodman bands, each of which has one (and only one) 
wila. Unlike most shamanic traditions, it is the members of 
the band itself, not the powers of [he Spirit World, who 
choose the wila, selecting whomever they deem to be wisest 
and most physically able to perfonn the job. A wila's 
knowledge and abilities give her a high measure of prestige, 
and only the acknowledged band leader (always a male) 
holds more sway over general decisions. 

The Woodman wilatls identifY with Growithatriggwa, the 
Cult of the Growing, equivalent to the GrOdhrtrU of north­
eastern Rhovanion. (See Section 3.4.2 above.) Though 
loosely organized. the cult wilatls have developed a strict and 
complex set of customs and rituals concerning all facets of 
their practice. These closely adhered to guidelines afe learned 
by each wi/a when she first assumes her role. A group known 
as the Aiwawitans leads the cult, doing its best to ensure that 
their code is followed by all wi/ailS. 

The Aiwawitans serve as spiritual leaders for the more 
numerous and centralized populace of Burh Widaus, the 
Woodmen's only true town. They also coordinate the 
trimnial festivals of the Woodmen, held in early spring. mid­
summer and [ate fall, when all clans that are able gather to 
share stories, trade for needed supplies and srrengthen ties 
with other clans by renewing ancient pledges of brother­
hood. The festivals are a time for healing. since many of the 
outlying bands bring their sick and wounded to the wiser and 
more powerfUl members of the Aiwawitans. 

THE WIDUSKAPIN RITUAL 
The displays of wita-powermost witnessed by rravelers are 

{hose associated with tht ancient and revered ritual known as 
widuskapill. Learned from the Nandor in ages past, the wi/ailS 
harness this rite to mend a varittyof physical injuries. Its first 
mgredient is a stout twig, branch or tree limb (whichever is 
most appropriate to the size and nature of the injury). The 
wi/a works strange magics upon this wood, fashioning it all 
rhe while with an enchanud knife (another Wood-elven 
legacy) into the shapt of the injurtd maHer (e.g., bones, 
sections of skin, blood vessels, rwdons, muscle tissue, ac). 
After a final spell is cast, the wira places the enchanud wood 
over the damaged region, wrapping it in a fine woolen cloth 
so that neither the wood nOf the injury can be seen. 

The patienr is then instructed to sleep, and under no 
circumstances to remove the wrappings until he wakes again, 
lest the ritual fail. Over the next 12 hours, the wood 

imperceptibly merges wim the afflicted area. When the 
patient rises the next day. he discovers mat both wood and 
injury have miraculously vanished. (At least, that is the 
expected outcome.) 

Rimal knowledge of widuskapin embraces both the enchant­
ment of wood itself and its proper application to a patient. 
While the wi/atlsperfonn this and other ritual services for their 
fellow Woodmen. they only perfonn widllskapil1 upon foreign­
ers if a person's life is in danger or some sizable compensation 
is offered, since the rite is most exhausting to the wi/a's energies. 
It usually takes around 1 hour (0 carve the wood properly, 2 
hours to enchant it and I more hour of preparation before the 
ritual is complete. The entire ritual requires 7 PPs. Widuskapitl 
is ineffective against internal diseases. 

WIDUSKAPIN RITUAL 
STATIC MANEUVER TABLE 

Less than -25 (Blunder): In an uneKplainable fit of stupidity. th� 
wi'" accidentally binds the enchanted wood over the wrong body 
location. As the wood begins to merge with me patient'. body, it 
ends up dam.1ging the previolUly h.althy location. Th. palient 
.ufTers a +50 Matt 3ruck. and is [.ft with a hunk of permanently 
attached wood. 

-25 to 04 (Absolute Failuu): The willi incKplicab[y mixes up the 
proper sIN'lIs. so thaI the wood later splinters forcibly under magical 
sness. inf1icting 1-10 hits to the injured area. 

S to 75 (Failure): Forsome r.ason.lh. wood fails to bond with the 
patient's body. No .fT.ct. 

rUM 66 (Unusu.al E�ent): Though his wound does not h.a1, the 
patient experiences a �ari.ty of �ivid dreams. Upon waking. he 
disco�ers that Ihe wood. has begun 10 sprout a new branch as Ihough 
it wcre alive. Vny slran�c!] 

76 to 90 (partial Success): Th. wood does nOt permanently bond 
wilh the body, btl! partially huls the wound nonetheless. The 
amiclion's severily is halved. 

(UM 100 (Unusual Succcss): As "Success," but the a((wed body 
part rcuin. the look and (eel o( wood.] 

91 to 110 (Nur Succu,): The bonding is successful. but the 
wound gains no ext", strength. 

1 I I  to 175 (Succcss): The bonding is sucussfui. The healed 
locafion nOw has an incrused Te5ist�ncc to future alucks (I v.zx as 
slrong). This docs nOI increase lotal concussion hits. but docs 
decrease Ihe e£fuu of appropriate criticals to Ihal specific area. 

Grat.r dun 175 (AbsoIule Success): Not only does th. wood 
bond su" .... fully. it also magically rcinrorces mat particubr body 
area again.<t fUture attacks. It is now 2x 3S resistant to both magical 
and �onvcntional attacks (as per "Success" above). 

Modifications; 
+ wiJwdQpj� ritual .kill bOnlU. 
+ 10  10 -40 Physical condition and hardness of the wood. 
+010 -30 Inlemal depth of injured arca (i,e .. skin vs lungs). 
+ 1010 -20 Amoum of mov.ment patient undergoes after ha�ing 

the wound wrapped. 
+0 Slighl bleeding. minot sptains. mild skin exposure. etc. 
. J 0 Medium bl..,ding. slight muscle dama�, (ractured bones. etc. 
·20 Heavy bleeding. broken bones. joint damage, etc. 
-30 Skin Iaceralions. shaucrcd bones. ncrw darrugr. racial Tepair. etc. 
.40 Full body e,lCPOSUTe. etc. 
-50 3rd degree bums. eIC.· 
RMSS Skill Catagory: Power Manipu[ation {Pr) 



DEVELOPING A WITA 

A wirashould be treated as an Animist. All spells cast must 
bt in the (onn of an audiblc (though not necessarily loud) 
song or chant. 
MERP: Wi/llns nuy transfer DPs [0 Singing. First Aid and 

Midwifery at a I: I r.r.tio and other huling skills at half 
the nonnal rate. (Sec $cction 24.0 of 2tui LIllian 

MUP.) 
RMSS: Wi/ans may swap 2 Animist base lists for a Oerie 

Inst list and a Ranger b.1.sc list. 

3.4.4 THE BEORNINGS 
Quoth Findcgil: Ihr &ami/WI IIff II slimly Jol1 who O{(uP) 
rlx Hf'P" \!Ilks oj rbt Rivtr Antiuin, brtwrm IIx Misty M(}Mlrlains 
and Crrmwoo4 11K Grtal. Ibty gtl /1mr lIallll from &om, ,/xir 
first rhirflain, who buamr a lord oj lIIany mOl in 'M )rars thaI 
jol/llWtJ 1M &lIlt oj Fi�'r Amrits; ami il is from &Om, rhry say, 
tbar Ibtir rhitjrains 4rrivr lilt;r mys/iral arl oj skin-rbanging, oj 
aH1/mi� al will IIx jlJml and matl/lrr oj b(llrs. 

Ytt Wi know from annml SO.HUS 1M/ Ibis &om was not the 
firs, '0 pasms so S'f<ln§ <llId wonJrows <I pawtr,far <l/frady in 
Siriondil's mtmoirs from tlx ri:b,b (m'N ry oj,bt Third Agt Wt bra' 
ttY oJ'lx "Btminga, " a mys,mONs Nortbrn<ln (I<In ,ba, mjrycJ 
SOnlt SlUr(J (Ovt1l<lnt wirh ,Ix grrar bean oj rhe mONnrains. nw, 
,Ix rr<1Wlty oj IIx Btomings oj ON' flWn Ji;,y is Dnry" S«I1ling now/ry, 
and il is li't rbar Btom ('" bisfortjarbns) haJ ar S<mlt poinl in rlx 
mort Jisranr fHlsr htm drivrn from ,bn, f0mllY bemus by IIx Om 
"nd IWrgs oj,1x mown,ains (wirb whom ,heir wrarbis JlnaNlir0. 
}.fuuligbt is s/xd on rbisf"srintlri"l J'lupHy IIx Quentale (wbidJ 
tmp/cys IIx ltiJr, (unrtmporolryfonn "&minga" . 

The Bc:minga (sing. Bc:ming) attribute their healing lore 
[0 their ancutral bond with the bear-clans of the Misty 
Mountains. According to their own legends, the forefathtrS 
of the Br:rninga fled into the mountains during the Dark 
Yean, seeking [0 escape from Sauron's dominion. In those 
barren heights the Berning-fathers would surdy have per­
ished, were it not for the great bears. These bdTiended the 
weary refugees. teaching them the ways of animals and the 
lore of the wild. In exchange for this boon, the forefathers 
undertook a solemn oath to abstain from violence against all 
wann-blooded beasts. Thus, the leechcr:aft of the Br:rninga 
reflects a trndition unlike that of any other Mannish race. 
since it originates in the wisdom ofYavanna's own creatures. 

lkrning society does not consign the heOlling arts to a 
separ.lte class of individuOlls, though the burden of teaching 
md passing on leech craft to the next gener.ltion is the exclusive 
p�servt of those who possess the gift of skin-changing. All 
Ikminga are expected to master 01 certOlin :unount ofherhlore 
md manual skills. While such instnJction lenes the avenoge 
Ikming more than ClIpOlble of dealing with most of rhe 
OImictions he or she may �nonOllIy encounter, its prime 
impcr.ltive is to render evay member of their society compe­
tent to fulfill their obligOlrions to the beasts of fidd and forest 
thn arc their friends; for the Br:rning-fachen swore not only 
nottohann other mOlmmals of good will, buttoreciprocOlte the 
OIid ;&nd succor which those animals have given to them. Hence, 
OI lkrningmust offer his or her heOlling services to any wounded 

or ailing beast that seeks their help. Their intUru.te familiarity 
with the mOltOmy and OIi1ments of animals makes the Bcminga 
the most skillful veteriru.ry physicians among the Northmen. 

The BerningOl receive their training in leechcntft in young 
adulthood.. During this POlrt of their education, the OIppren­
ticed OIre not actually allowed to perfonn healings. Only after 
years of studying elementary techniques wd the recognition 
of he OIling plants do they take on the potent ceremonies that 
might heal the most seriowly afflicted, first by watching md 
later by working under the su�rvision of an experienced 
skin-changer. 

Br:rningOl understand the buic concept of classifying 
injuries and illnesses; in times of war, they stoically examine 
and treat patients in order of the severity of their wounds, 
nonetheless trying to case the pOlins of those who won't see 
the sunrise of another day. Less attention is given to mental 
illnesses than physical ones, but the ilealers do recognize that 
the sick recover more quickly in clean, natural surroundings, 
particularly if they have something to focus on, such as a 
friendly OInima!. For this reason, the Br:ming hulen often 
enlist the OIssistance of their numerous animal companions, 
the &'II<IiJIoIJiwza (sing. &'IlaisUu/iNJ), to act 01$ guardians and 
attendants of the ill; the sick and injured are usually taken to 
the Beming's steading for the first stages of recuper.ation and 
tnatment. Br:cause they regard the healing process as a 
common responsibility, all members of a Berning household 
particip;I(e in the 100bor. (Apprentices become U f"(/O f:unily 
members.) 

Virtually 0111 Beminga are OIdept ;I( finding md pro�rly 
OIpplying curative herbs. Most OIlso keep small stores of 
medicinals close at hand, pOlrticularly remedies designed to 
halt bleeding or ease digestion md excretion. If a Berning is 
not OIt home, 01 visitor may be usured mOlr he or she is out 
gathering herbs, bOlrks, berries or roots for future usc. 

It is the custom of Berning healers to care first for their 
own (though theyreOldily, if 01 bitgruffiy, give aid to any foes 
of Angmar). Most Beminga have access to herbs that can 
cure poison from the black arrows of Orcs; they gladly share 
this cure with any who fight OIgainstsuch evil creatures. As for 
Men in the service of Angmar, the Btminga kill them on 
sight. The Berninga usually ex�ct some sort of reckoning 
for their time and efforts; food, wood, weapons, jewdry or 
labor are all accepbble payments. Br:rning healers occasion­
aIly consult with one mother, freely sharing new techniques 
and knowledge. 

THE GAI.AI.STADIUZA 
The Ikminga's unique reliance on friendly anirmls (0 

assist in the recu�r.ation of an injured or OIiling patient holds 
certain advanbgts for recovery not present in other healing 
traditions. Though 100cking. of course, in the developed lore 
md knowledge of the Br:rningOl themselves (especially where 
M;mnish p;l(ients are concerned), &'IlaisUu/iNU assigned to 
comfort OInd watch over their charges are often more sensi­
tive to and perceptive of the patient's physical condition than 
their mentors, and so arc OIble to convey infoMnOltion vital to 
diagnosis and treatment. In pOlrticular, the animal may 
succeed in identifying the presence of some additional 



malady otherwise hidden from the senses of the Berning 
healer (such as a slow-acting poison or hard to detect 
supernatural bane). A galaisladills has +60 for perceiving 
illness or supernatural affliction. or adds + IS to the Berning 
healer's skill. whichever is more beneficial. 

DEVELOPING A BERNING HEALER 
Any Berning may learn healing skills. Occasionally. a 

Berning may also become an Animist and gain a galaisladills. 
with fUll access [0 Channeling spells and m3gic dC3ling with 
the healing and n3ture. 
MERP: For I background option, 3 Scrning m3Y g3in 

+ IO in First Aid. Herb Lore and Animal Lore. 
Healing skills available to all Berninga include Disease 
Lore (Lore). First Aid, Herb Lore (Lore). Midwifery. 
Physic. Poison Lore (Lore) and Surgery. These skills 
are limited to knowledge common to the Berning's 
isolated culture. 

RMSS: For I background option (or l O T  alent Poinrs), a 
Scrning of any profession may gain + IO in First Aid. 
Herb Lore and Fauna Lore. Healing skills available to 
Scrninga include Diagnostics, Disease Lore (T echni­
caifT rade-Vocational). First Aid. Herb Lore. 
Midwifery. Poison Lore, Prepare Herbs. St:cond Aid 
and Use Prepared Herbs. 

3.5 DAEN TRADITIONS 
Quoth Findegil: Ewr simt lilt rt-distowry oj LAmbir ,ilt Wist's 
Irfatist otI Dama4 tbt anriml longut oj rlx Mm oj rbt W1iiu 
MOimlains, il bas buomf rOllllmliollll/ to apply tlx labr/ oj "Dam" 
to a widt array oj linguistirally (and somtlimts rulturally) rllaua 
ptopks indigrnOlls /0 Ibt Wtstlands Imt olbtrwist Ilnrtlalta 10 OIlr own 
A.i.lnir anas/ors. Somr Iortmaslrrs WOIlId mainlain Ibal tbisJamily 
oj ptop/ts WIIS aClllal1y akiu 10 lilt Haladin, lilt nird HOlm oj Ibt 
£lain that mlmd Btltriaua 10 fight as allifs wilh Ibt E/Jar againsl 
Morgotb-_md Ibm is, ptrhaps, somr plausibility 10 Ibis Ibrory;jor 
tM Folk oj Haltlb WtTt indrrd "a ptoplt apilrl," bolb in f1<Slom and 
in spmb. &1 whalt1ltr IIx Indb oj IbiS, Ibt kinsJolk oj lbi Haladin 
lhat rtmtlinrd WI oj lilt BIIlI MOIlnraitlS haw rartly shown IlS 

frimJsbip in ajllr-ytars, ana lhosl Jrw lhat baveJor tbt mosl pilrl haw 
rasl asidt liltir anmlral traaitions, tmbraring rMbtr Ibr ruhurr ojlbr 
Wrst. It is tbm not wil�t jusI!ficatioll lhal ourOWlr Iort ffmmrbtrS 
rbtm as "CWIIlhuirim" (Mm oj tlx Shadow), from wbicb ollr 
Robirrir aI/irs alriw tlx ignoblt namr oj "DHnltnding." 

11 is 1101 Ibr plaubtre to inslrurl you in 1M langltd sbll oj lbi 
film languagrs or Ibt peopks lhal havt spokm Ibmr (so Jar as Ibm 
art �nOWll 10 I<,v. 11 is, bowtvrr, important 10 nolr 1001 IIx 
Quenrale dots uor rOVff all kno"'1I film proplts; ra/btr, illllllklS 
riftrmu ol1ly 10 tOOSl groups who by IIx mid� Third Agl had mairrtd 
rbtlr nalivl braling lradiliolls. II dots not,jor inslllnct, dtsrribt Ibr 
Bmlandm, sinct Ibrsr bad long sinlt btm absorbld inlO Ibr largtr 
rulll<rl oj Arnor; lIor dots il Inall1K filnan Lin, woo ood Ilkrwist 
bUoml a pilrI (albdl a fIlslir one) oj Ibt (orrrmolttrS oj COlldor. 

3.5.1 THE DUNLENDINGS 
Quoth Findegil: TIt wild Mm oj Dlmland art, ptrbaps, IIx brsl 
�nOW1l to JOII ojlbr Dam1oll.;jor Ibry alonl oj all rbtsl ptoplts haw 
surviwd 10 Ibt pmml .i.ly Illlassimilaud 10 our ways. Indtrd IMy brar 
IlS li/tlt low, lbollgb IIx IlIlmt oj your IlIuslrimn Jalhtr rommamls Ibtir 
mpU/; Ilmn<gb bis labor, rrromililllion WIIS IIcbif1l(d bt'W(m Ibtm and 
Ibtlr Iong-timtjots, 1M Mm oj Roblin. While somr srholars Ixlif1l( IIx 
Dunlmdings 10 haV( inbabilrd 1M roulbweslmr dilits oj Ibt Misly 
Mouu/lllns alrtady by 1M mid�Srrond Age (dn\'tu Ibm, il is sllppostd, 
from woodlands aboul 1M Rlwr CWllrhlC by OIlr trrr1r/b'lIg 
Nummorlau au((slor-brrut 1M naml "CWIIlbtlirim,,), il is 
gmtf'lllly agrrrd lhal IIx !,Tralrr pari oj Ibtir proplt migraled to Ibt 
rrgion mllcb lalrr in lbat au from rhr W1iilr MOIlnlaim. Dlfring Ibt 
Dar� Years, ir is saia, tMir cbiift.lin (whom IMy l1amld 1M 
"MorarbJ') allird hlmst!f witb lbi Namtltss Ont oj Moraor. Thou 
among Ibrit rlam woo opposld Ibis JOIlI allian(( disownrd 11K Morllcbd 
and wilbdrrw norlbwaras inlo Emdbwaitb, alld ro came 10 OfCllpy (or 
join Ibtir sllndtrtd kindrtd in) Dunlana, whirh ill Ihdr OWIr 10ll!,llr 
IMy rail DlfnJlarall, Ibr "Hill�founlry." 

Na/urally, Ibm Jol� did nol rall lbmrsr/vtS "Cwatbtlirim" or 
"Dunlmdin,gs, ''for they claimrd to have rmollllud 1M Shadow. T1x 
Quentale mords ''DIlm lilt/is" as lbeir righl name, and Llmbir 
rxplains lhal ill lbe anrim/ Damalltongur Ibis mralll Ibr "harned 
Ploplt." A slra,w name, Iml ont Jor whicb LAmbir providfs a 
(onvintillg (Xplallillion. II is, ill Jacl. an arrhai( Jomr oj it'Dallan 
Lin," IIx Mmt Jor Ibr lowland film10lk oj Condor 10 wOOm our 
Jortjalbers brollgbl knrlWlrdgtana lort In tMdays btjorr Ibr Shadow 
JrlI Upilll Nummor; so lhal 1M taking oj tbis namr signifitd lbelr 
rrjtrtiorr oj 11K Morllc/J and bis blark maslff. A valianl !,Nlu", 
dOllbl/rss, /"d-----<lIaS--a dud Jort,OlIm by Ibrir /aUff-Jay dmm� 
JanIs who marcbed agaimt llx WNI alongsrdr Ibr mmrils oj Mm. 



The leechcraft of the Daen Lintis emphasizes a mixture of 
httblore and manual skill (with little or no magical compo­
nent). Unlike the healing practices of many other races, those 
of the Lintis derive not ITom religious belief or divine 
knowledge, but ITom a need to master their surroundings to 
survive. This age.old tradition has its roots in the solitary 
wayofliving embraced by the Lintis clans. Lintis healers are 
superbly skilled in the treatment of wounds (fi-om small 
bruises to major bone fractures), but since the cold climate 
of the Misty Mountains does not allow the growing of 
certain herbs, the potency of this herblore is limited. 

The Lintis are unique among the Daen peoples for their 
adherence to the matrilineal principle (an inheritance of their 
opposition to the patrilineal hierarchy of the Morachd's 
tribal realm from which they separated themselves)' Since 
their customs confer great impolTance to the female line, 
most Lintis healers are women (and therefore greatly re­
s�cted). One may find a male healer in some clans, bur this 
is exceptional. 

Though normally isolationist, not all Lintis clans are 
averse to engaging in relations with outsiders, and their 
healers wouldnotrefuse to treat astranger in need unless that 
person had caused them much grief (such as killing one of 
their clan by treachery). Services are usually balTered for with 
goods or by the promise of some reciprocal service (such as 
helping to build a new hut or joining a hunting party). Lintis 
healing lore is not a closely guarded secret, and they are ready 
to teach it to friends. 

VIPER'S BLOOD 
Lintis healers possess a special technique involving a 

concoction brewed from the glands of the rock vipers that 
infest the high ranges of the Misty Mountains. The Lintis 
teferro this potion (perhaps misleadingly) as "viper's blood," 
because, when mixed with other ingredients according to 
ancient formulas, the glands produce an antidote: capable 
of countering any poison (including the viper's own). A 
victim ingesting this potion may atte:mpt an RR vs 
poisons as if slhe were 20th level (in addition to the roll 
nonnally made when ingesting poison). If the roll is 
successful, the poison is cleared from the bloodstream 
(though any damage already taken remains). Only the 
Lintis healets know how to extract the glands ITom the 
rock vipers for the purpose ofbrewingthis potion, but are 
willing to teach it to others. 

DEVELOPING A UNTiS HEALER 
Lintis h�alers seldom have [he broad knowledge of 

their Eriadorian neighbors, and their levels and skill ranks 
are generally lower. The Lintis worship or otherwise 
propitiate many spirits of the world (some benign, others 
less so). A few become £rue Animists; some of these 
secredy pranice the black arts and may know how to cast 
curses and other evil magics (in RMSS, Sorcerer or Evil 
Channeling spell lists ). 

MERP: Lintis healers should be treated as Civilians, 
though other professions may also [earn some healing 
skills (prime Stat = Intelligence). Occupational skills 
include Apothecary or Herb Lore (Lore) and Surgery. 
Occupation-related skills include Animal Lore (Lore), 
Midwifery, Physic and Poison Lore (Lore). 

RMSS: Lintis healers should be treated as Laymen, 
though other professions may also learn some healing 
skills. Occupational skills include Apothecary, Second 
Aid or Herb Lore. Everyman skills includ� 4 of the 
following: Diagnostics, Fauna Lore, First Aid, Herb 
Lore, Midwifery, Poison Lore and Second Aid. 

3.5.2 THE OATHBREAKERS 
Quoth Findegil: 1 nua nol mOllnl albglb 10 YOll, Illy icra, 
1M hislory oj 1M Oalblmakm,jor il is well known 10 you--bow 
biUur, your anus/or, caNml lM King oj 1M While Mlnmlains 10 
swearalltgiana 10 Conaor in the brginning oj our realm; bow IMU 
Mm baa worshippea 1M Namtlm Ont in 1M Dark Yrars, ana so 
rtfima 10 lakt part in 1M usl Alliame; bow IsiUNr {Nma Ibrm ana 
Ibrir klr:g 10 UnMalb, n(\lff /0 rul Nnlil lheir oalb bt ju!filled; ana 
bow Elmar,your rOYlllfallxr, summonea tM Oalbbrtakm /0 1M 
B!trrk 510111 oj Emb ana led Ibem inlo ballk against 1M arnulra 
Corsairs oj Umbar, tbus juyilling al !trsl lheir OIllb ana finaing 
pratt '!fltr Ibm lhousana ytars oj sktpkss Malb. 

II is saiJ in 1M Rta Book thaI, whm blUur pronounml Ibis 
eNrSe, the Oatbbrtakm "hia Ibmutl�ts in JrCrtl plactS in Ibt 
mounlains ana hila no aealings with olbtr Mm, bul slowly awinaka 
in the barrm bills �tR 111, p. 55)." This is ITWe mough; bul lheir 
awinaling aid nol Illke p!tru OVn71ighl, nor (if Hatranair's 
IUlimony is 10 be belinota) aia they snoer Ibmutl�tsfrom all kalings 
wilh other Mm. Imiua, om n((a look nojurlhtr IhIln lhe (hapttr in 
lhe R(a &ok wher( King Tblodm of Rohtrn r(!trles the Irgtna lhal 
his forifalbm, Brtgo ana Baldor, (mounlned On! oj Ibe 

A D4m Imi",isl 
ptp.rts ,;l" ""udott 



Oalbbrtllkm-ptrbaps l/xir LuI living mcmbn---bifOTllbt F(Jr­
bMdm Door oj Dunlxmow. R({IlI� Illllin, bow Y(JUr own jlllbtr, 
EIuSllr, is ripOrlra 10 bavr SlliJ lbal lbe living baa on!>, tt/ma 10 USt 
lbal aoor siner Ibt coming oflbe Robirrim (1.oIR Ill, p- 54). TIm 
wilnmN SU&glSl lbal somr Oalbbrmkm conlinuta I(J awtll in lbe 
iIlnds oj Ibt living unlil al /rasl T.A. 2512 (Ibt )far of Br�'s 
ascmsion)--mon- lban IW(J ana a bay mi//mnia afl" IsiiJllr 
nmra Ibrir hng. Certain!>, in Hllrranair's tLly many living 
Oalb/makrr rillns wtrt known 10 Ibtj(J/J: oj your rtalm (ibougb Ibty 
baa sulfma grir.·ous loss in 1M Crtlll PiIlg'lr of T.A. 1636). 

Bllljrom lbe vanlage point of /rtcbcraJl, lbe true in/msl in Ibis 
wrrl.bta jol1: liN ralbtr wilb Ibis qutSliOll: bow aotS lbe awarmm 
of an imvOlabk (ana inaua bornfir)jau '!lfm a pt(Jp/t's allilwits 
lowaras lift ana ils prmf"WIlion? Wha/ slrat�t shlls or powm 
migbt tbey arlltlop in ortUr 10 adapl ana auommoda'rlbmurlvts 10 
an in�mal! aoom? Tobt surt,yourl1llljrsly, Ibis is nol "r(Jnif(Jrlab/r 
lort;" ytf I jouna il impossible 10 (XC/Ildt allt 10 ils inbtrm/ 

jascination ana ils intimalr (Oltn({tion 10 Ibt /rgary of Y(JUr 
jorrjalbm. 

umbir rrports lbal lbt righl tulnrr oj lbe Oa/bbrrakm W/U DIlm 
Comtis, wbi,b in Ibr lJIltl1lltI loltgur Sigll!frtS "Shl!fol Prop/r" (Il 
sobriqlltl alluaing, no aoubl, 10 IIxi, Irgnu/Ilry shll in Ibt sbaping 
oj slom, mtlal ana jrwds). Ibt Mmt is \WI! allNlta ill anriml 
Numrnortan sourm, ana dtsignalts Ibt Mm of /be Whilt Moun­
lains III aiSlilltlfrom IIx lowlana pr(Jpfrs who tamt unatr Ibr carr 
arra pr(JlmiOll of 0111' anus/ors. OJ lbe bra/ing lort oj Ibt aIJCiml 
Cot/llis, litr/r is now known; alia wbat bas $urvivta inl(J IIx flira 
Age apprars to MW btm so ullrrly Iransjomua by IIx Cum ana 
ils ramifications lbat Wt musl Irtllt Oatbbrtakrr frrrlxrtift as Il 
srptlrillt t,lIlIitioll in ils own rigb:. 

Isildur's Curse condemns ev�ry Oathbreaker (and every 
descendant of an Oathbreaker) to endure the torment of a 
ghostly afterlif�. prev�nting the spirits of the dec�ased ITom 
escaping the world until their oath has been fulfilled. As the 
years lengthened and mor� of their number passed into the 
realm of the Dead, the living Oathbreakers' comprehension 
of unlife and ofiu destructive effects upon the souls of Men 
also grew. With fearful immediacy they came to know the 
anguish of unnatural continuance within the world. Com· 
relied to remain in this abysmal state, the mortal soul 
experiences a strippmg away of its former humaniry--of 
thought, emotion, memory-until it is reduced to a name· 
less will, a bestial fury blindly groping after an end to its 
misery, helpless until it is finally summoned to fulfill the 
oath. Living in the shadow of so horrible a fate, it is not to 
be marveled at that the Oathbreakers quickly bent all their 
power towards alleviating this impending term of suffering. 
This sense of urgency and desperation lies at the heart of 
Oathbreaker healing lore. 

Each of the fifteen clans subject to the Curs� has devel­
oped a distinctive body of wisdom and ritual for maintaining 
in unlife the vestiges of their humanity; all of these traditions 
share a concern for the preservation of the body after death. 
This emphasis on the embalming and proper interment of 
the corpse reflects the dominant mode by which an 
Oathbreaker accomplishes the transition from death to 
unlife: temporary re.possession of the dead body. 

Upon death, the Oathbreaker's spirit must present itself 
before the throne of Morthec, King of the Dead (who was 
responsible for breaking the oath), there to wait upon his 
will. At the same time, the kinsfolk of the deceased call upon 
the services of the Miach, an itinerant clan whose m�mbers 
specialize in funerary rituals and embalming. The Miach 
prepares the newly-dead corpse for intennent in the Paths of 
the Dead (Morthec's subterranean realm), and there the 
dansfolk bear the body so that the spirit may artificially 
rein habit it. 

Such magically assisted fe-embodiment is not meant to be 
a permanent state-all mortal spirits must eventually aban­
don their physical form; instead, the period of rehabitation 
serves as a buffer, to shield the naked spirit in its unnatural 
environment SO that it may endeavor to reclaim the fTag. 
ments of its former self, and so preserve some modicum of 
humanity. Once this limited recuperation has been achieved, 
the spirit lays its corpse to rest within the Paths and becomes 
a bodiless wraith. Successful completion of this ritual cycle 
is the nearest approximation to an ideal of "healing" that can 
be hoped for by a raced doomed from birth. 

Not all Oath breakers undertake this path. Certain indi· 
viduals may achieve so great a mastery over their body and 
spirit in life that they are capable of ignoring the entire 
transition period, while others (such as those whose bodies 
are mutilated. destroyed or not otherwise properly em· 
balmed and interred with the help of a Miach) lose all chance 
for recovery. and usually end up joining the ranks of the 
Bestial Dead. Still others, despairing or scornful of their fate, 
willfully seek the extinction of their humanity through 
violent death. Finally, there are the Beautiful Dead, an 
adoptive dan obsessed with preserving their youthful ap· 
pearance after death. These extremists commit suicide at the 
height of their vigor by ingesting several poisons with 
preservative virtues, and do everything within their power to 
ding to their corporeal forms in unlife. 

Preoccupation with control over the manner of their 
death and its sequel holds important consequences for 
Oath breaker attitudes towards healing practices among their 
still living members. First and foremost. it means that 
Oathbreaku leechcraft emphasizes corporeal wholeness--a 
broken limb is regarded as far graver an injury than a fatal 
illness that lea�es the body intact. It also means that the 
spirit's well.being is privileged over whether nf not the body 
dies. At all cosu an Oath breaker would seek to heal the 
victim of a deadly fever that induced a state of delirium or 
resulted in some kind of madness which could retard the 
spirit's recuperation after death. By contrast, a mortal wound 
whose cure (such as radical recourse [0 spirit possession) 
might only further jeopardize a spirit's well.being would 
more often than not result in the Oathbreaker's refusal to 
undergo treatment. 

The leechcraft of the living Oath breakers stems primarily 
from two clans: the Miach and the Sianwin. Both are 
offshoots of older clans associated with healing lore, and 
each reflects a particular adaptation to the changed fate of the 
Coentis. The Miach are sprung from the Ogmal, a clan of 
loremasters whose healing expertis� centered on herb·us�. In 
addition to inheriting Ogmal herblore and putting into 



practice their knowledge of embalming. the itinerant Miach 
have devdoped a means of dealing with spirit-borne mala­
dies that is unparallded by any other known healing tradi­
tion in Middle-earth. This involves several modes of spirit 
possession (described bdow)' 

A second stTand of Oath breaker healing lore resides with 
th� Sianwin, an offshoot of the T orbet clan. The T orbet 
were uni<jue among the Coentis for their adherence to Fois, 
a healing goddess nonnally revered only among the lowland 
Daen-folk of Gondor. When the Coentis turned to the 
worship of the Dark Lord Sauron, the priestesses of Fois 
refused to perfonn healings for any who openly panicipated 
in the new cult. It was at this time that the Sianwin emerged 
as a renegade sect of Torbet healers who defied Fois' 
priestesses, removing themsdves to Hogo Tarosvan (a re­
mote vale of the White Mountains) and continuing to 
provide their services to all of the clans. 

Unlike the Miach (whose main concern is with the 
tTansition from death to unlife), the Sianwin's special care is 
given to the outcasts of Coentis society. the infinn, the 
insane, the disfigured-all whose misfortunes in life crippled 
their prospects for a tolerably humane afterlife. A century 
after lsildur's Curse took effeer, Sauronic cultists seized 
contTol of Hogo T arosvan and defiled its precincts with a 
statue of their dark god. The surviving Sianwin abandoned 
their sanctuary and became itinerants (Iih the Miach). 
Ironically, the Sianwin's period of isolation at Hogo T arosvan 
saved them from the mass extinction that visited itsdf upon 
their parent clan, the T orbet, at the beginning of the Third 
Age. The old T orbet priestess hood, now undead. was for­
ever s.evered from Fois' life-giving powers, and only the 
Sian win remained to carry on their legacy among tht 
Oath breakers. 

The living Oathbreakerdans fonn an insular society with 
very few links to the outside world, and it is not common for 
outsiders to obtain access to their leechcraft: but this is as 
much the result of fear and misperception on the part of the 
outsiders as among the Oathbreakers themselves. To be sure, 
many of the Coentis clans are ovenly hostile to other 
peoples, but the Miach and Sianwin tend to be much more 
neutrally disposed, given their itinerant lifestyle and more 
varied experience. Naturally, both clans regard their own 
folk as their primary obligation: but they have no inherent 
aversion to extending their services to outsiders. The Sian win' s 
continued association with cults hdd in common with the 
lowland Daen of Gondor make them particularly open to 
pleas for hdp. 

Being housdess wanderers, both the Miach and Sian win 
rely upon other clans for their livelihood. It is customary for 
a prospective patient to provide a healer with shelter and 
food whenever slhe passes through their territory. Open­
ended promises of services to be 'rende�d at some later date 
(even after death) are also good currency, as are exchanges of 
lore or tools. Coinage does not much interest the 
Oathbreakers, since most people do not trade with them on 
any regular basis. 

SPIRIT POSSESSION 
Reliance upon another's spirit to assist in the: expulsion of 

some supernatural ill from the: body of a patient is a power 
made possible by the peculiar nature of the: livingOathbreakers 
and their relations with the Dead. The art was called into 
existence through necessity, as violent bodily possession by 
a hostile spirit became a prevalent mode of internecine 
warfare among the Coentis clans. The damaging effects of 
possession upon the victim's own spirit ( often severe enough 
to damn it to a state of bestial unlife) drove the Miach to 
devise techni<jues of "fighting fire with fire." These modes 
of benign possession are also capable of re:versing other 
magically-induced maladies. 

The: Miach have three ways of applying their special skills 
for the treatment of spiritual ailments. The first involves the 
forcible exorcism of a hostile spirit by means of spirit 
combat. The Miach summons forth the possessing spirit, 
contesting its claim over its victim's body. Should the hostile 
spirit accept the challenge, the Miach is himself vulnerable to 
possession by his adversary if he loses the struggle. For this 
reason, direct spirit combat is very draining and possibly 
damaging to the Miach, and is therefore only engaged at 
great need. 

The second mode of possession-based healing is for the 
Miach to extend a ponion of his own spirit by force of will 
into pan of the patient's body (usually an open wound). A 
Miach skilled in this techni<jue is able to manipulate his 
extended lif�-force to pcrfonn some simple (but physically 
unmanageable) operation without invasivcly disrupting the 
patient's body. This method is especially effective for the 
removal of poisons and foreign objects (such as arrow­
heads), bur irs primary application among the Oathbreakcrs 
is for the: dispersion of shadow blades (a common fonn of 
weaponry among the Dead, similar in nature to the Morgul­
knives wielded by the: Ringwraiths). This procedure also 
holds danger for the Miach in that the mingling of his spirit 
with that of his patient may lead to the transference into his 
own body of the very malady he seeb to expel. 

The third and final means of spirit-assisted healing avail­
able to the Miach is full possession of the patient by the ghost 
of another Miach clansman. The living Miach calls upon one 
of his ancestors to purge his patient's body of the supernatu­
rally-induced illness. As the possessing Miach has already 
completed his own journey into bodiless unlife, this radical 
mode of healing holds little danger for him or for the living 
Miach. who summons him. It is the ultimate fonn of 
"internal medicine" and is highly potent. Its main drawback 
is that spirit possession of any kind is itsdf damaging to the 
body and spirit of the possessed. When undertaken with 
benign intentions and willingness on the part of the patient, 
its deleterious effects are reduced, though they remain 
pennanent and irreversible. 
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less thw ·25 (Blunder) 

-25 to 04 (Absolute Failun:) 

05 to 75 (Failun) 

76 to 90 (Part:ia.I Succas) 

[UM 66 (Unusu.al Event)] 

9 1  to 110 (Ncar Success) 

[UM 100 (Unusual SUCCe5$)] 

I I I  to 175 (Success) 

Greaterthan 175 
(Absolute Success) 

MIACH POSSESSION STATIC MANEUVER TABLE (IN ICO) 

Spirit Combat· 
The enemy spirit has tricked you! You 

only notice this when you fed your 
own body slip �w�y from your con_ 
trol. Y ou a� left to wander rhe 
Shadow-world forever. 

The enemy spirit is waiting for you as 
you arrive [0 do battlc.lt has +30 for 
all actions and RR. during me 
struggle. or it may decide not to do 
bltie at all. 

The enemy spirit is aWare of your clumsy 
attempts to do bmle with it. It h;u 
+ 10 for :tll actions and RRs during 
the struggle, or it may decide not to 
do battle at all. 

You force the enemy .pirit to do battle 
with you. It h;u +5 for all aerions 
and RRs during the struggle. 

You draw the hostile spirit into c<lmbl. 
Suddenly, you are joined by another 
spirit which you do· not recognize. 
Forthe moment, the combat is halted 
as you both wait to deurmine the 
disposition of the intruder (GM·s 
discretion). 

As "Partial Success," ucepttherr a« no 
modifiers. 

As "SuC(OS5," but if you win the combat 
you may make anothu P<lsseuion 
roll to imprison the hostil. spirit in 
an object. 

As "Partial Success:' ucept that youa« 
at +15. 

As "Parti:olSuccess:' except that you at( 
at +40. 

Spirit Extrnsion·· 
y ou ha� ovcr�xtcndcd your spinto You 

�� now [rap�d in your p�ticn['s 
body. M�ke ,. successful posses. Ion 
[0 return [0 your own form. 

You luvc cxtended your spin! into your 
patient's body. bm b,k fUll control. 
The objt" you wen: trying to ma­
nipulate causes Utra damage b.fo« 
you are forced 10 withd!':lw 10 your 
own fonn. 

Yau at( unable to focus your spirit. Try 
again in I week if you fed up to it. 

You manage to extend your spirit into 
the patiem'. body. Your control is 
weak. howevu, and you cannot lo_ 
cate the patient's ailment. You may 
try again in a few days at + I 5. 

The object in the patient becomes im­
bued with part of the patient'sspirit. 
Spirit combat is necessary to force it 
out (+50) before huling is possible. 

You manage 10 enter the patient with 
your spirit. If you make a successful 
healing skill check, you may halt 
future damage from the object for 1 
day/ skill rank in posses.'lion. Y<lU 
may try again whenevu you like at 
+30. 

As "Success." If you make another suc­
cessful Possession check, you may 
u.se the object to manipulate the 
d«ams of irs owner once (GM's 
discretion). 

Y <lU successfully project Y<lur .pirit. 
You are able to manipulate obj.eLl; 
within th. patient. (Miach may now 
make an appropriate healing skiU 
roll.) 

You successfUlly projUt yourspiril. You 
are able to manipulate objects within 
the parient. (Miach may now make 
an appropriate huling skill roll al 
+40.) 

Spirit Possession··· 
Dj.aliter! The paticrlt cannot handk me 

suess of rhe pos.<U$ing Miach and 
dies. The summoned spirit is trapped 
;n Inc body, causing il to rru.kc a spell 
failure roll at +20. 

The p�tient cannot deal with the t!':luma 
of anouuidespiril in their body. Thcy 
take 100 concussion hits (If this kills 
them, t«at as a "Blunder.") and mus! 
make a spell failu,"" roll. The sum_ 
moned Miach deparu and mu.st resr 
for ar least a month. 

The summoned Miach cannot gain en­
t!':lnce to the patient. 

The summoned Miach enters the patient 
and discover. all illnesses/injures, but 
musl thcn depart. If summoned again, 
this spirit may add +20 to :oll healing 
rolls on this patient. 

The spirit is unex�etedly thrust out of th 
patient. All involved must make a 1St 
level RR or suffer 150% the norma 
effecu of Spiri! Possusion. (GM's dis 
cretion ;u t<l why it happened). 

The summoned Miach enters the patient 
and b.gins to heal them. Th� sum­
moning Miach must mae another 
successfUl possession skill check to 
keep them there. 

As "Success." The patient and possessing 
spiril fonn a close bond. From now, 
they may communicate fr«ly, regard­
less of dis[;lnce. 

The summoned Miach enters the patient 
and heals them (nonnal healing skill 
ehedu). 

The summoned Miach enlers the patient 
and he:ols them. (Make normal healing 
skill check.. at +30.) 

·Spirit combat leaves Miach and p.,ient ar Vol Co (I poinl/doy .ecovery !':Ite). Afle, combo<. ,he Miach must mae a successful pouc .. ion skaJ roll d. sufT.,. sptll f.ilu« roll .t +10. 
··Spiri' exwuion leaves Miach and patiem al 'h Co (I point/d.y «cov.ry "".). Afr.r...., '�I<Nion. the Mi .. h m .... ' mak • •  ,uccdsful pouc .. ion ,kill roll Or suff.r . sp"'J (.ilure roll 

(no modir. ... ). 
"·Spirit pouession I •• v .. MilCh at 'h Co and the p"ient at ]0% Co (I point/day .«ov.ry tal<)' The rurnmor>ed 'piri' mull ttl, (or 1 wttk.. Af ... a po ..... ion, lhe Mi.ch must make 

a .ucc ... fu1 po ..... ion ,kill roll Or suff .. . <p<1I (ailu,e rolJ .. +25. 

ModifUn: 
+ Mix?'. po ..... ion.kill. 

_] 5 (or Spiril ntenlion. 

+ levd o( Mi;oeh. 

-10 (or Spiri' J>D>lIu.ion. 

-30 for Spiril comb.,. 
DfSS Skill Carage')"' Se]f Con,ro] {Co} 



DEVELOPING A MIACH 
MERP: Miach should be tttacC'd as Civilians (Prime Stat 

;:: inrdligtnce). Occupational skills include Embalm­
ing (Lore). Occupacion-rdatcd skills include: Herb 
loTC'. Apothecary, First Aid, Surgery and Physic. 
Miach may transfer DPs to appropriate healing skills 
and Open Essence or Channeling spell lislS at half the 
normal cosr. (Sec Section 24.0 of 2nd EJilicl1 MERP.) 
TIlt)' may learn Animist base healing spells at a I: I 
r:ltio. but thest lists are only cffC'ctivC' on dead bodies 
(included thO$(" possessed by thC'ir fonner spiriu). 

RMSS: Miach should be mated as Laymen. with an 
Open list (I realm only) development cost of 8/8/8. 
Occupational skills include Embalming (Craft). 
Everyman skills include Diagnosrics, First Aid, Herb 
lore, Surgery and Second Aid. They may [cam Lay 
Healer base spells lim (C'xcluding Prosthetics) at 4/4/ 
4, but these lists arc only effective on dead bodies 
(included those possessed by their former spirits). 

DEVELOPING A SIANWIN 
MERP: Sianwin should be treated as Civilians (Prime 

Stat = Intelligence)' Occupational skills include Herb 
Lore (Lore) and Apothecary (Lore). Occupation­
ulated skills include Foraging. First Aid, Midwifery 
and Physic. Sianwin may transfer DPs to appropriate 
healing skills and Open Essence spell lists 01.[ half the 
normal cost. (Sec Section 24.0 of 2ml £Iilion MERP.) 

RMSS: Sianwin should be treated as uymen, with an 
Open list (Essence or Menulism only) development 
cost of 8/8/8. Occupational skills include Herb Lore 
and Prepare Herbs. Everyman skills include Diagnos­
tia, Foraging. First Aid and Second Aid. 

3.5.3 THE HILLMEN OF RHUDAUR 
Quoth Findegil: The Hillmm if RbuiAllT art rmlrmbtrrd in 
(1HT mSlorirs rhiifly jor Ilxit /rtarlxt(1Hs al/ialla wilh /Ix Wiuh­
hng oj Angmar Ih.l/ /xu/mld IIx drllliu oj IIx DUlltiAin if IIx 
Norlh. SmUt srholars (\'m aUlmalr Ihrm wilb IIx rau oj sorrtrm 
lbal raisra tvil lowm on IIx joratrd IxigblS oJllx Trollsb4ws in IIx 
wur warJ wilh A'WflIlr (lhoHgb fix tx/Itl jatts art in aOllb�. 
lAmbir 1M Wist rrporls INI Ibm Hillmm namld tbmut/ws IIx 
Mnt Trilxs ("Nt Drtubban" in 1Ixi, 100000t), and lbal IMr 
WI� WIlS only aistanliy rtwlrd 10 ,hal oj rlx DHnlmaings. 
lAmbi, itlmlifits 1M Hillmm as atsfmiAnls if 1M Mrbion Brorr, 
a Dam propk Ilxlt inbabilra mllcb oJEn'aaoTal llxbtginning oj 'M 
Strond Agt. 

L6ng have the Hillmen drawn their lives from the chill, 
jagged lands called the T rollshaws, and long have they been 
reconciled to the hardnus of their country. They are a 
hunting and fighting race, fierce with their c.nemies and only 
slightly less fierce when <Juarreling with each other. None the 
less, they place a high value on the well-being ofloved ones, 
both in family and dan. Their healing practices. while not as 
intricate as those of more settled races, are effective, aiming 

toward me protection of me spirit and the preservation of 
lives which their small tribal encampments cannot spare. 

The female shamans known as wrgtrbare the center of each 
Hillman encampment's religious life and, because of this, arc 
central to their healing traditions. Hillmen consider them­
selves, as mortals, to have been betrayed by both the Valar 
and Morgoth. The wrgub ward off the powers of Light and 
Darkness by allying themselves with the less hostile spirits of 
nature and the ghosts of their ancestors. None of these 
supernatural beings arc truly benevolent. Some can be sup­
plicated, and some are loyal to particular clans and families. 
OtherS (mostly evil spirits of wind and wood.) arc considered 
the primary cauu: of sickness. 

Hillman society consists of an elite caste of ahiff(hunters) 
and abtuuln (makers). The dhirr hunt and fight, while the 
dbtuSll1l arc responsible for camp work, crafts and child­
tending. The tribal lllrk or chief is a dlx, and is usually a male, 
while the wrgtcb is typically a �s. Any dbt, and most ahtHulII 
know how to sew up a slash·wound from a spear, set a bone 
broken by a rarM-kick, or apply a flaming coal [0 sc.ar and seal 
an arrow puncture. However, even these mundane injuries 
may cause some damage to or bring some curse upon the 
victim's spirit. No Hillman feelss.afe after suffering a wound 
until some protective chant or totem has been applied to it 
and any spilled blood. has been washed off, burned away or 
smothered in dust. Hillman liai'k and other leaders always 
possess some skill in ritual magic and the mundane herblore 
that reinforces the rituals. Any Hillman encampment, and 
any party traveling to hunt or make war, includes some 
members with similar talents. 

Lcechcraft is passed from generation to generation by 
interest; anyone with a gift for healing or an inclination to 
study it can find a mentor in his or her family or tribe. In 
general, the be$( foragers ofhcrbs tend to be dhiff and male: 
the best practitioners of midwifery tend to be tibtuSOll and 
female. All have a bit of the lore of the wrgtrb, but the lark and 
all otheJ1 defer to her in matters concerning the Spirit 
World. This realm is far more dangerous, in the eyes of the 
Hillmen. than mundane troubles with birthing. wounds and 
fevers. 

VIWA PURIFICA nON 
The evil spirits of sickness, known collectively as the 

Woigh, often take the form of harsh-sounding bird5 such as 
ravens or gotct"Ows. They roam the world seeking sacrifices 
for Banseech, the Collector of Souls. a hungry personifica­
tion of death, feminine in character but associated with the 
Vala Mandos. Conse<Juently, any fever or other malady 
rc<Juires ritual purification to protect the spirit or lIiwa of the 
affiicted one from the Banseech. This protection is assured 
through ritual chants, burnings offur and rarM-blood smeared 
on the stricken clan-folk and their dwellings. After spiritual 
protection is provided, the WWtb and any others in rhe dan 
skilled in Ieechcraft can apply herbal remedies, be ... ,'s fat 
poultices, pine teas and semi-poisonous lichen broths to the 
illness. 



DEVELOPING A WECECH 
Virtually all magic cast by a wtgcch is less elegant than that 

used in the Westlands (2r3x the standard casting prepara­
tion). Most involves votive [ools: a woodcn altar for major 
healing and prophesying. a graven antler and e1k·liver fact 
paint for exorcising evil enchantments, painud hide body­
wraps for drawing poison and infecrion. If given time (lOx 
nonnal preparation) and the necessary votive trappings, a 
wtgub can achieve spiritual htaling as a character of double 
her level. 
MERP: Wtgrcb should be treattd as an Animists. They 

may learn both the Open Channeling and Essence 
spells list5 to Sth level (except for Spell Ways and 
Sound/Light Ways, which they may not Jearn). Their 
base lists (which may be learned and cast to 8th level) 
are the same as those of an Animist. 

RMSS: Wl'gub should be treated as Sorcerers with the base 
lists ofChannds, Communal Ways, Protections, 
Exorcisms, Symbolic Ways and Gate Mast«y. 
Maximum spell level is 5th, except for base lists which 
is 8th. 

3.5.4 THE DONAN/DONAEN 
Quoth Findegil: AlfMugb 710 follt. dwell ,bm 710W, ,Ix I71If­
ward1aring vaks of,1x MI71I71'ai71s oj Mordor wert a, Ont fime 
i71babiftd Iry a ptopit ahn fo fix Mm oj IIx WOIt, }.f171l71'aim. 
LImbir "ports twojonns of,lxir ttame: "IJ071an" a71d "Dottam." 
&tb affrar to bt diaitdi{al artiruiatiom of "Dam." Aaording ,o 
LImbir, 1M jormtr was generally used amo'\g ,bt dam of 1M 
sl71l,btrn EpbclDUalbadjatml loHarondor, wbmas Ibt /allnwas 
spolm by lbosrdwcllin,g in IIx 710rlMrn rratixs of lhal rang' and 171 
IIx Errd Li,bwi. Th DCMn dird 1711' during ,bt ptriod of ,bt 
Wainri.ur Wars (TA. 1851-1 944); bul llx norllxrn Donam 
{/ans srnn '0 bav, pmls" d a' itast unll/ ,Ix risr of IIx Morgul-rtalm 

(T.A. 2000), ,nJl"l.l,jormany(m"ritl/�m'ft". How"", 
il ;s {itar lba, Iry Ibt timr of Ibt Namiitss Onr's ",urn (T.A.. 
295 1), ,lxrtwm noDo11am lift a/iVi. Hurandir'sa{cownl ojllx 
Mordorian Dam j(}(lUrs pritlUlrily upon ,lxir nortMrn (/ans, and 
17111 of (o71vmim{t I /:taw jollowed his itad, using "Dcnam" 10 rifn 
10 bolb bt-an(lxs of Ibis s(lll/md ptopit. 

As with other Datn fXoples, the I�chcraft of the Ephd 
DUath and Ered Lithui clans is dominated by shamans. Unlike 
that of their Gondorian or Eriadorian cousins, however, the 
shamanic heritage of the Donaen is multi-layered and inter­
nally divisive: three muruaJly hostile legacies contend for the 
allegiance (and, sometimes, the lifeblood) of their dans. Only 
one of these traditions can troly be said to have beneficial 
consequences for the Dona,"""; the remaining two seek to 
exploit and prey upon, rather than amend, their ills. 

When their ancestors first senled the sheltered defiles of 
the Fireshadow Massif(as the Mountains of Mordor were 
called before Sauron made them the frontier of his domain), 
the Donaen encountered a multitude of powerful beings. 
The greatest of these were the Devam (volcanic mountain 
spirits) and the Colruh (spirits of the air with whom the 
Devam were in a constant state of war). While neither of 
these spirit-kinds were particularly interested in mortals as 
such, both desired supremacy over their peers and over the 
mountainous regions where they maintained theK abodes. 

This divine rivalry and the pretensions of rule that came 
with it spurred many Colruh and Devam to entice the 
Donaen into their service. The proud and warlike Devam 
sought to emulate the arrogant ways of their black master, 
demanding worship and allegiance from mortals; the Colroh, 
less belligerent but just as vain and self-absorbed as their 
rivals, took pleasure in the flanery and reverence Men 
showed them. In return for the massaging of their egos and 
obedience to their dictates, Colroh and Devam alike empow­
ered certain gifted Donaen to communicate and enforce 
their will among any of mortal race who would tent within 
their domains. These chosen mediums of the spirit-powers 
became known as the Modrog-ha2urbal, the "Voices of the 
Mountain Lords." 

The modrog(sing. modrw) drew their shamanic powers nom 
the Devam or Colroh whose interests they represented. The 
spirit-lords of Fireshadow were linle concerned with how 
these powers were used so long as their exercise served to 
promote compliance with their wishes. In the same way, 
displays of spiritual potency by the modrog--especially the 
power to bless and curse-became a means co an end: it 
undergirded their authority in the eyes of the Donatn. 
Naturally, the mountain clans sought to channel the powers 
wielded by the modrog for ends beneficial to themselves; 
healing and the preservation of health through protective 
enchantments were by far the most favored applications of 
the modrw's talents. 

In spite of its link with powerful Maiarin spirits, the 
shamanic leechcraftof the Donaen has remained remarkably 
primitive and is often ineffectual. The Donaen's stubborn 
mistrust" of neighboring peoples who might otherwise have 
enriched their [ore and skills, coupled with the impoverished 
landscape of Mordor's fences (suffering as these do from a 
dearth of spiritual beings attuned to or concerned with the 
mund:me afflictions of mortals), has left the mountain dans 
very few prospects forthe alleviation of maladies from which 
the folk of the lowlands have long since freed themselves. 

The healing power of the modrw consists in his ability to 
magically enhance the potency of mundane remedies, whether 
these involve the setting of a broken bone, the sewing of a 
wound or the application of one of the few medicinal herbs 
that survive amid the barrens of the Ephd DUath. The modrog 
cannot direct their blessing against an ailment whose nature 
they do not adequately comprehend---Qr, rather, they may, 
but there will be no certitude of its efficacy. (An exception­
ally poor diagnosis may even cause the modrw's blessing to 
have deleterious side-effects.) The often severe limitations of 
mod".-[eechcraft have been compounded by the emergence of 
two rival shamanic legacies during the Second Age. The first 
of these usurpations is associated with the infestation of the 
Ephel Duath by the demon-spiderSheioband her brood; the 
second, with the coming of the Dark Lord Sauron. 

Shclob the Great, "last child of Un go Ii ant to trouble the 
unhappy world (LcIR II, p. 332)," sought refuge among rhe 
jagged peaks and dark glens of the Fireshadow Massif at the 
close of the Elder Days, being driven nom her fonner abode 
in Beleriand by the Host of the Valar in the War of Wrath 
(several generations afrerthe settlement of the Donaen in the 
region ). Taking advantage of a great runnol! [hen raging 



among the Hazurhal. Shelob assailed and vanquished one of 
the Devam, seizing his mountain lair for herself, there to 
spawn new offspring ofDarkness. ln time, Shelob's young 
had spun their shadowy webs across most of the Ephel 
DUarh. 

A devouring spirit bent on the extinction of life and light, 
Shdob is nonetheless cunning and calculating. Aware that 
she and her brood must eat in order to continue their 
gluttonous existence-yet recognizing that, unless their 
predations against the Donaen wac measured and restrained, 
their primary source of available food would eventually flee 
beyond their reach or be completely wiped out-the devious 
spider followed the example of her Devam and Colruh 
predecessors: she drew a few select Donaen into her loath­
some service. With these depraved wretches (renegades and 
outcasts for the most part) Shelob struck a foul pact. They 
would assist her in "harvesting" their own people as prey for 
the demon-spiders in return for sorcerous power. 

Like her mother, Shdob is a creature enamored of Dark­
ness, feeding upon Morgoth's donnant power even as she 
ubels against its prime wielder; and in the realm of Shadow­
weaving her potency is unequaled-even by the Dark Lord 
himself. while he is deprived of the One Ring. These black 
arts she taught to her mqJrog, and they used them to terrorize 
their people, threauninghorribledeath to all unless each clan 
would yield up at appointed times some few of their number 
to feed Dumu (the "Dark Mother") and her children. 

At first. many among tht clans revolted against this 
shameful covenant. entreating their own moJrog to call down 
the aid of their Colruh and Devam protectors. But the power 
and numbers of the anCient Fireshadow spirits had declined 
grtatly since the War of Wr3th. while Shdoh's might had 
grown. So the few remaining active Hazurbal were unwilling 
to confront the spider-horde directly; and although the old 
shamans had not completely lost their power to defend the 
dans against Shelob's black moJrog, the minions of Dumu 
hdd the upper hand, and most of tht Donaen assented to 
their demands. 

The black m�rog did not replace the old mqJ�least of 
all in their role as leeches (an art for which the spider­
shamans had liule skill or inclination); even so, the diminish­
ment of the moral authority and practical efficacy of the 
Hazurbal mediums precipitated a change in Donaen atti­
tudes towards malady and healing. Compelled by fear to 
endure and participate in the abandonment of their kinsfolk 
IO an inhuman end, the Donaen devoted less care to the sick 
or wounded-not merely because their sense ofIife's worth 
had degenerated, but (more insidiously) because it was from 
among the old, the weak and the invalid that they most often 
chose victims to stave offDumu's hunger. The black maJrog, 
making a travesty out of the doctrines of those they sup­
planted, began to summon the old moJru rhetoric to justify 
their heinous deeds: "Dumu. Dark Mother of us all (for all 
arc born from Darkness). seeks the well-being of her people 
in 0111 their ways; for weakness is cancerous, and must be 
excised if the clan is to live healthy and stTong. Help Dumu 

to cut out the sickness that is in your midst. Let the wounded 
return to Dumu's womb, that they too may be healed in 
Darkness. Allow them to perish; for though as individuals we 
must all die, the clan itselfis eternal, just as Dumu is eternal." 

The leechcraft of the Donaen suffered yet another set· 
back with the coming of Sauron to the lands beyond the 
Fireshadow Massif. Sauron did not tTouble the denizens of 
his mountain borders during the six centuries he spent 
building his vast fortress ofBarad-dOr; but he was aware of 
Shelob, and knew that a day of reckoning between them 
must come. In S.A. 1600, the Dark Tower was completed 
and, setting the One Ring upon his hand, Sauron pro­
claimed himself to be the Avatar of Melkor, Lord of the 
Dark. Such a claim could brook no rivalry; as a demonstTa­
tion of its truth. Sauron strode into the heart ofShelob's lair, 
demanding that she acknowledge him as Lord and God. But 
the child of Un go Ii ant did not forget Melkor' s defeat at the 
talons and webs of her mother. and determined to teach this 
upstart Maia a lesson in humility, and so they fell to combat. 
But Shetob as yet knew nothing of Sauron's ring, and 
underestimated the stature to which its power had elevated 
him: his might was greater. and she was worsted. 

Sauron permitted Shelob and her children toremain in the 
Ephel Duarh. providing that the spiders did not act to hinder 
his designs or harass his more valued minions. Co-opting 
Dumu's shamans as his own (for they were most attuned to 
Shadow-magic and so could become a threat to him should 
they choose to rebel). Sauron imposed his own cult upon the 
Donaen. Like its predecessor. this religion gave little heed to 
lcechcraft, regarding its subjects as thoroughly expendable 
for the greater glory of the Dark Lord (though, in practice. 
the cult proved far more stabilizing for [he life of the clans 
than Dumu's nihilistic appetites). 

But. as Avatar of Melkor. Sauron forbade all other 
reverences, and this had grave consequences for the old 
mqJrog. since their healing powers depended upon placation 
of and adherence to the Devam and Colroh. Though scarcely 
a threat to him. Sauron could not tolerate such ties to other 
powers. ordering his own moJrogto seize and sacrifice all who 
were found to practice "blasphemy and tTeasonous supersti­
tions." Amazingly. some few of the old shamans maintained 
their tTaditions in secret-and managed to preserve that 
legacy through eighteen centuries of Sauronic rule. 

The millennial peace that followed Sauron's downfall at 
the hands of the Last Alliance has witnessed a resurgence in 
the ways of the Modrog-hazurbal. Gondorian rule is hostile 
to any patent manifestation of Sauronic cults (though in 
some of the mort: isolated vales of the Ash Mountains 
rumors of black mqJru rites persist). Shelob and her brood 
continue [0 haunt the Ephel Duath, but are curtailed by the 
Gondorian presence while its stTength endures. But as 
Gondor's vigilance on Mordor declines and fails. and the 
Necromancer of Dol Guldur begins to rouse his slumbering 
might. the Voices of the Mountain Lords may once again be 
forced to contend with their ancient adversaries for the lives 
and souls of their people. 



A 1I(..,i/i" 
if,he E,bir 

HAZURl\AL SITES 
By the Third Age. most of the remaining Devam and 

Colruh arc "dormant." slumbering within the mountain 
depths or lingering amid the high reaches of their more 
inaccessible peaks. Some still m.ay be coaxed by one of the 
more skilled Donaen shamans into aiding him in healing 
magic. but this re'luires that the modJ1j first locate one these 
spirits. get its attention through ritual supplication and 
persuade it to render up its power in return for some service. 
Sites which arc particularly favorable to communication 
with and placation of me Hazurbal arc usually marked by a 
cairn of nones or perhaps a carven pole thrust into the 
ground. hung with votive offerings. 

The diminution ofHazurbal power and activity in these 
latter days means that effective healing magic can usually be 
accomplished only at one of these sites. The onen formi­
dable terrain difficulties (and. in me Ephel Duath. arachnid 
dangns) involved in reaching one of these sites means that 
they generally remain unused except in treating the gravest of 
injuries. forcing moJrog healers to rely more heavily upon 
mundane leechery. Still. a successfully aroused spirit that 
fortifies a modJ1j's power in silu can achieve powerful feats of 
healing when the re'luisite conditions arc met. 

DEVELOPING A MODRU 

MERP: All types of l1Iodrog should be treated as Conjurers, 
c:xcept they receive no profession bonus in Subterfuge 
and + I/level with Influence skills. They may transfer 
DPs to influence skills at half the normal rate. (See 
Section 24.0 of 211d £Iilion MERP.) MoJrog of the 
Colruh may learn Wind Law and Lofty Bridge as base 
lists (i.e., to to'" level), while those of the Devam may 
learn Fire Law and Earth Law as base lists. MoJrog of 
Dumu may learn Living Change and Animal Mastery 
(animals summoned arc always spiders) as base lists. 
Those of Sauron may learn Controlling Songs 
(actually harsh chants) and Fire Law as base lim. 

RMSS: All types of moJrog should be [Teated as Sorcerers. 
except with a profession bonus of +5 in Power 
Manipulation and + 10 in Influence. MoJrog only have 
the following base lists: of the Colruh. Wind Law. 
Influences and Lofty Bridge; of the Devam, Fire Law, 
Solid Destruction and Damage Resistance; of Durnu, 
Movement Mastery, Dark Summons (creatures 
summoned arc always spiders) and Darkness; of 
Sauron, Mind Destruction, Dark Channels and Fire 
uw. 

3.5.5 THE ETHIR-FOLK 
Quoth Findcgil: Tbt SW(lmp lriba ofElhir Anduin arta long­
Illllllmd branrhcJllx Sakalai, IIx s(nlli1crn, (oas/af arn1 of/MDam 
proph Aaording 10 ,Mr OWl! Itgmds, Ihm IrilKs--IM Chtr 
Tato� IIx Clxl Diolt and 1M Sardalli-migra/rd lIorthwards ;1110 
IIx Elhirjrom Ibrirjorn1tr dwtlling upon 'M Capf of Umbar "whm 
(Ix Sra rmptird its wrath upon Ibt lalld" (mos, likrly a rrjrrmu 10 
tlx cataclysmir violma lbat aaompanltd Nummor's DcwllfalO. 
Tht srcludrd Ifllillg of Anduill'sl1Iars/ry dr/la has Itjl ,Ix Ethir1oIlr. 
cn( of 1M frw Damgr(nlpl to survivt 1M r/llimy of 1M Ibird Agt. 

The Mouths of Anduin do not present a healthful envi-
ronment for Mannish habitation. Disease and fever ron 
rampant among its tribes who, though they do build up a 
substantial immunity to most endemic parasites, arc subject 
to a much shorter lifespan than their neighbors. The fewness 
of rhe Ethir-folk, coupled with their xenophobia, results in 
a high fre'luency of birth defects from inbreeding. Infant 
exposure is a common practice among these tribes, while 
numerous swamp predators take care of the weak who 
sutvive childhood. Care for the sick and wounded is not a 
high priority among these folk. 

In spite of this rather gloomy portrait of life in the Ethir, 
its tribes do possess (in their measure) certain channels of 
healing power. The Chef T aeol arc by far the most amenable 
to dealings with outsiders. A modest [Tade and barter 
netwo"rk wit.h the surrounding coastal regions of Gondor 
makes available to this tribe a notably broader range of 
medicinal resources and practical knowledge than to the 
Sardani or Chel Diole (though, of course, the EthiT is itself 
a significant source of herbal curatives). Every so often, an 
exceptionally altruistic Dunadan healer sets up a practice for 
the benefit of the Ethir-folk; but such episodes usually end 
with the outsider succumbing to some swamp-borne pesti­
lence which his immunity system is less able (0 combat than 
the tribes h.e has come to aid. 

More important than external medical resources to the 
Ethir-tribes arc the I1rhalil (sing. mba/in), an indigenous 

brand of shamanic witch-doctors who commune with 
the minor (and, sometimes, not so minor) spirits of the 

delta. Aversion to or protection nom hostile spirits is 
the preferred strategy of the Ilrbalill, so that the magical 

component of their leechcraft tends to focus on the 
prevention of evils rather than their rectification. On 

the other hand, the Ilrbalil arc generally '1uite skilled 
when it comes to manual and herb-assisted leechety. 
Ntba/in healing practices are functional in the ex­
[Teme; their main objective is to keep fellow tribes-



men battle�worthy. (Internecine raiding is a common phe­
nomenon among the three Ethir-tribes, and as the belliger­
mt tIlbalitare often the prime innigators and chiefbeneficia­
ries of such conflict-mostly in the intangible form of 
prestige and respect among the denizens of the Spirit 
World-they have an understandable self-interest in main­
taining their war-bands.) 

� might be expected, the militant focus of ntbalin lecchcraft 
usu.alIy excludes women and children from its purview, 
generating a noticeable cleavage in life expectancy and 
genm..! well-being along gender and age lines. This gross 
imbalance in care is redressed somewhat among the Cher 
T awl by an exclusively female shamanic tradition associated 
with the most powerful spirits of the Ethir: the cats of Benish 
Annon. These Maiarin spirits assume the form of great 
hW"lting cats-larger versions of the t'nulubi, the common 
"fishing cat" of the Ethir-and regard the swamps as their 
domain. The Cher T aeol tribe enjoys a special relationship 
with these creatures, rooted in some valuable service which 
their foremothers once performed for them. 

These female nrmilil (sing. nrmilin) of the Cher Taeol 
rtnder special care [0 thwe whom their male counterparts 
neglect. Unlike the ntbalil, the tIlffIiL·, also extend their services 
to women and children of the Chel Dio[c orthe Sardani (and 
occasionally even to outsiders). As compensation, they incur 
debts of obligation which they may call upon the patient to 
fulfill at some Jam date. This gives the tIlffIilil political 
levaage within the otherwise male-dominatcd structure of 
mbal authority. Servants of the cats of Benish Armon are 
·assisted in their efforts by l'null.sbi familiars, intelligent, 
enchanted creatures whose senses can often aid the nrmilin in 
her Icechcraft. 

T'MALSHI SENSES 
Tnulubi differ ITom most familiars in that they can them­

selves act in a shamanic capacity. Not simply a storage 
receptacle for the ntmilin's magic, a I'nulubi familiar is able to 
channel through entreaty the power of one of the ten Maia­
cats of Benish Armon, each of which governs a different 
magical domain. This ability greatly enhances the potential 
of the ,'rnaubi to aid its ntmilin companion in feats of 
healing-not necessarily in the form of outright healing 
spells (the l'null.sbi and their lords are not overly eager to 
deliver mortals, even their allies, ITom their ordained fate 
through the intervention of powerful restorative magic); 
rather. the ,'malsbi encourage their nrmilil to heal illness and 
injury by their own manual skills. 

A I'nulubi familiar aids its ntmilin by magically enhancing 
her senses of perception with a view to correct diagnosis and 
the prescription of effective remedies. This transfer of 
perceptive power and lore does nor ensure that a cure can be 
achieved.. but it does enable the nrmilin to judgt accurately 
what her patient's chances are and which COUI"$e of action to 
take when several options present themselves. TIfII:I/.shi serues 
add + 10 to +50 to Physic skill depending upon nrmilin's 
relationship to the cats of Benish Armon (maximum equal to 
nmlilin's Physic skill). 

DEVELOPING A NEHAUN 
MERP: Ntbalil should be treated as Conjurers, except that 

they receive no profession bonuses (save for + I/Ievel 
in base spell OB). They may transfer DPs to Influence 
or appropriate healing skills (First Aid, Physic and 
Apothecary) at half the normal cost. (Sec Section 24.0 
of 2nd EJilion MERP.) 

RMSS: Ntbalil should be treated as Mystics, except that 
their base lists are limited to Exorcisms, Dark Contacts 
and Influences. They represent hybrids of Channeling 
and Mentalism. Appropriate healing �kills (First Aid, 
Physic and Apothecary) may be learned at half the 
nonnal cost (though category costs remain the same). 

DEVELOPING A NEMlllN 
MERP: Nrmilil should be treated as Animim, except that 

they may choose any 3 sptil lists as base lists (i.t .• to 
10'" level). Both Open Channeling and Optn Emnct 
may be learned to 5th level. They may transfer DPs to 
Apothecary, First Aid and Midwifery at half the 
normal cost. (See Section 24.0 of 2nd EJilion MERP.) 

RMSS: Nrmili, should be tre.ated as Sorcerers, except that 
thtir base lisu are limited to Summons, Communal 
Ways and I "evil" [ist (any realm) of choice. Apoth­
ecary. First Aid and Midwifery may be learned at half 
the nonnal COst (though category cosu remain the 
same). 

3.6 OROGIC TRADITIONS 
Quoth Findegi.l: Wt tOIll( now 10 ,bt strangtsl oj 1111 mortal 
kinJmu, 10 whom OIIr 0'\IIII IINts'ON (following Ewm Irwlilion) 
!;IIw II:.- namt oj '1),,:tJain''--I! mOil rtrnarkabu lilu,jor nont 
baw twr tlaimrd IIx�1 Ibt Dni-Jolk IJf( rwn rrmouly rtLl/(J by 
blooJ 10 ,bt fdain oj oU (Ind",/, Ibty art WllrTly IIlim 10 liS in ,bis 
liS in rnany olbtr rtSprtlS) RA,btr, Ibis propu f«((ivrd IbII, nobu 
apptlla'ion bttauu Ont oj Ibtir Iribts, Ibt Drugbu, allitJ Ibmmlws 
wilb Ibt fdain lind Elkr in ,bt war againsl ,bt Blar� Ennny, lind 
10 my �nowuJge Ibt [)n4rJain 1If( Ibt only Mannisb raa ever 10 br 
so namtJ, so W'Jrlby wm Ibtir duJs and so wnsw{rI'ing Ibrir 

jn·mthbip. 
Alas, ,bil, so murh oj ,his bIIs btm jorgoll�m IImongyowr 

own subjrrls, who slill riftr '0 Ibt ])oltJain dwelling wi,hin Ibt 
bnth oj yrn;r rralm as "WilJ Mm," hardly rrrognizing ,beir 
burnanity. rt' III uasl IImong us ,bt Dnl-Jolk baw knO'\llll praa; 
uu wtll bIIvr IINy jartd at Ibt banth oj olbtr Mm---t\'(TI Ibt 
Robirrim, nobus, oj rn;r allin, who in Jays fIIsl baw bwnltd Ibrm 
likr btaslS (ibougb I am bappy '0 rtport ,ba" bis witl:rd prIJrlif( bas 
tMUJ, lbanks IlI lbt IfnlookrJjoraid wbitb Ibt Harst-UJrth rrrciwd 

from Gb6n-bMri�Cbdn Jwri"& Ibt Balllt oj ,bt Pr/mnor FitlJ.s). 
It is btlievtd by rn;rUJrtrnasltrS IbII" in origin, Ibt "Dr'git propln 

mltrtJ ,bt Wmlanth jrom ,bt tiislanl SoM,b oJMiddlt-rartb. lbis 
nmnist Is, in jarl, bastd on SOIInJ rvibnu;jor HIWIJnJir rrporls 
,br txls'mrr oj no Ins INn Ibm dis,ind surl'iWlu ojlhis llhoriginal 

Jolk in ,bt Far Solf,b ojbis Jay. &1 rwn in ,bt Wmlanth Ibt Dnl­
folic baw Itj' Ibtir marl: in rnany p/arrs-rlol only in Condor h, 
auo in Ibt gual wi/Jrmm oj Entdbwailb. Whal slrikts ont [bitfly 
in ((atiing HlUrantlir's O((OlfnIS oj IbtJ( propUI is Ibtgrral Jivrrsity 
oj"Dr'gir btaling Iratiilions, in spi" oj Ibtir sbarrJ inllflalion]ram 
OIlls;Jt i'!.flumm. 



3.6.1 THE DRUGHU 
Quoth Findegil: As I bavrairratiy nOlrd, 1M Drwgbu art beuer 
kno)W1l in �rlorras liN [)nidal", and many ugQllujrom Ibt Elder 
Days (sufbilS Ibr lair of 1M "Fai//,foIS/onl) brar wilnm 10 rbdr 
jormiJabk /mbmifl. T1x DrnttMin mjoytd a kind if adoptive 
kill$bip wilb lilt HaMdlll, 1M IbirJ Hrnd( oj 1M EJain, ,md sow 
aft said rvm 10 bave QUlmlp.lnitJ cur jcrrbtars afrosl Ibt Ira 10 
Nummor (though an(lml/ort rtportllhat Ibm Dn4101lc, pmriv­
ing Ibt Jarkrning of WrSlrrtltSSt, fflHmt4 /0 MiJJIt-tarlb long 
brjorr ,Ix Downfall). Heft rMy ujointd IIx grtalff par' oj 100' 
killl/Trd, who occupied I'" bigh rrgions oj lilt Whitt Moun/aim; bu, 
tbeSt frlllmus wlxm jrimdsbip wi,h tb, Faitl!fi<l \ws Slrongrs/ 
smltd mainly in IkwooJsej Anorim, wbicbwm Ibm�l(r named 
Tllwar-ill-Dnl,aain (S. ''IJrWlJan Form'). In Hammdir's 
Jay, I"bslalliiai nHmbm rifDrugbu also wandtml tilt sOlllhwtJltm 
mubts ojEnrdbwailh (brlcw ,Ix Mcmlhs oj Ism), lbougb if (my now 
mnain in lhal (Ounlry, wr haV( nel Mard rumor oj Ibtm (anti so 

jer m4ny {mlurirs il bas blm �slomary 10 rtjtr 10 thaI rtgion as 
Dr'Hwailh hur, 1M fonner dwtlling piau oj 1M Dnllo�. 

From time immemorial. the Drughu have lived in the wild. 
using its resources to sustain them. Most of their herblore is 
geared towards healing and the speedy recovery of the body. 
although they are certainly capable of creating poisons. 
These. however. are only used against Orcs (and. since 
Orkish incursions into the White Mountains are inrre'luent. 
so is poison-use). Most adult members of a given Drug clan 
possess some basic knowledge in the treating of minor 

. wounds or the use of herbs to relieve pain; but these skills are 
very limited when compared to those of the Droghor-ghan. 
the great shamanic fraternity whose members unite their 
disparate clans. These devote themselves fully (0 keeping the 
arts of healing alive. Each clan draws upon the lore of the 
Drughor-ghan through its own individual representative. the 
druglxiu. A clan's d"'glxin is treated with great respect. for he is 
the only clan member who possesses the knowledge of 
concocting herbal potions capable of curing mortal wounds. 
treating blindness and offsening the effects of most poisons. 

Above all powers for healing. the Drughu revere Mam­
ugu-Mam. the "First Mother." The Drughor-ghan tell how 
Mam-ugu-Mam with her own breath bestowed the Ghan­
agar. the Gift of Life. upon the land. thus creating forests. 
flowers. trees and grass. the fish that dwell in the rivers and 
seas, the deer that graze the plains and the eagles that fly the 
skies. The Drughu respect all living things; for it is also said 
that Mam-ugu-Mam taught them to take from the land only 
what was ne'Cded. and to give something back in gratitude. 
This reverence may be observed in the magical component 
of Drug leechcraft. which (just as their enchanted stonccraft) 
often involves the pennanent sacrifice of a portion of the 
druglxin's own life-force in order (0 re-establish the health of 
his patient. As is seen in the brewing of the Ghan-agar, such 
sacrifice can achieve exceptionally potent results. 

THE GHAN-AGAR 
The most jealously guarded secret of the Drughor-ghan is 

the formula for a potion known as Ghan-agar, the Gift of Life. 
It is said that Mam-ugu-Mam hcrselfbestowed this gift upon 
the Oroghor-ghan with a portion of her own life-breath. The 
Drughor-ghan use this only in the most dire need; for they 
know that all life has a beginning and an ending-chings grow 
up and die. and the Cycle of Nature must go on unabated. 
What exactly constitutes dire need is subject to the judgment 
of each d"'g&in. Certainly a child threatened with death by 
unnatural causes (such as a venomed dart) might lead him to 
use this power. A drughin concocts the Ghan-agar &om herbs 
which grow only in the deepest valleys of the White Moun­
tains. imbuing it with his personal power. Consumption of this 
potion has the effect of a lijtgilling spell. 

DEVELOPING A DRUCHAN 
MERP: Drughor-ghan should be treated as Civilians. 

though other professions may also learn some healing 
skills (Prime Stat = Intuition). Occupational skills 
include First Aid and Herb Lore (Lore)' Occupation­
related skills include 4 of the following: Animal Lore 
(Lore). Disease Lore (Lore), Plant Lore (Lore). Poison 
Lore (Lore) and Sculpture (Artistic). All Drughu may 
learn Animist or Ranger base lists at [he usual transfer 
costs. (See Section 24.0 of 2nd Edilion MERP.) Lists 
may be learned and cast to 5th level. (Drughor-ghan 
may learn and Cast to 8th level.) All Drughu may learn 
Herb Lore and First Aid at half the nonnal transfer 
cost. (Drughor-ghan may learn all healing skills at half 
nonnal transfer.) 

RMSS: Drughor-ghan should be treated as Laymen, 
though other professions may also learn some healing 
skills (Prime Stat = Intuition/Empathy). Occupa­
tional skills include First Aid and Herb Lore. 
Everyman skills include 4 of the following: Fauna 
Lore. Disease Lore (Lore-Technical). Flora Lore. 
Poison Lore and Sculpture. All Drughu may learn 
Animist or Ranger base lists to 5th level at a cost of 
9/9. Drughor-ghan may learn Animist or Ranger base 
lists at 8/8. (Lists may be learned and cast (0 8th 
level.) All Drug,hu have Herb Lore and First Aid as 
Everyman skills. 

3.6.2 THE BEFFRAEN 
Quoth Findegil: 'fit Drugbu sptak lCulrmpIHOllsry oJ 1M 
&Jfrtun, branding Ibtm asj�ilhb Irailors in Ibt Wars oj &lmand 
(i'n lilt rCIITSr oj whirh Ibry lire said 10 NW bt:m srduud inlo M01'golh's 
$(f'\Iiu). Haladin Iradition m4inlains lhat, logtlbtr with 11K jailhful 
DrUrdain, Ilxiranmlors drow Ihr &Jfratn 0111 oj &uriand,jorcing 
Iht.n SCl<lhward lind rastwrJrd along 11K (O/Isl oj biader. Ibis agrm 
wilh 1M /lSlimouy oj our CWtl lornnaslm, wbo upon Ihr txiSlma oj 
/I 'Jair/y nNmrrous bill ba.-Nrousjisbtr1olk ... IIHn iu fau andspmh 
10 1M Dnltdain oj 1m woods oj Au6rim" who dwtil "in 11K 
marshlands oj Ibt mouths oj Crryfo»d and fun" (UT, p. 370). 
Hamndir adds lhal in his own day 11K &jfrllm rllnlfd as jar ncrlh 
as 11K jomltd capc oj Rast Vern, bul lbal nom would dart 10 srtjool 
s(lllib oj Ibt Ism fIn/tar oj vio/enual lhr handsoJlhrir DrHg((tUsins. 



The leechcrafr of the Bc:ffiaen centers on thegMl, a figure 
who combines the roles of shamanic healer and clan head· 
man. Rigidly segregated according ro gender, the patriar. 
chal Beffiaen situare the healing arts almost wholly 
within the male sphere, and for thil reason the gora 
�d his understudies (known as Nrtb)are always 
males. A largclyunacknowlcdged tradition 
of midwifery docs exist among 
the women of the Bc:ffraen (usu. 
allyovcT5ten by the eldest female 
of a clan), but the scope of irs 
practice is confined by numer· 
ous taboos which prevent women 
from applying their healing lore 
outside the spheres of child·bear· 
ing and child·rearing. 

Among the Dn"lgiC peoples, the 
Bcffiaen a� distinguished by their 
conspicuous lack ofinhe�ntmagi. 
calskills. Whether a manifts�tion 
of some curse or divine punish. 
ment (as the Drughu allege), or 
merdy the symptom of a mo� 
general decline in lore, BeflDen 
hcal� are pouessc:d of few supernatural pow�. The pa 
compensate$ for thil deficiency through hi.5 rappon with local 
naru� spirits, some: of which are bc:nign enough to succor the 
BcflT:am in theirnc:cd. Such spirits an: mosrprevalentin the dark 
woodlands of the Rast Vom; be:caU5C of this. a prospc:ctivepa 
always receivc:s hil mining at T r.aith Chd'Udoc, a sacud spring 
in the midst of the forest which marL the site of a Bc:ffiam burial 
ground andan or.lrularcavc: that f3cilitates communion with the 
Spirit World. 

jYAlAM ORACULAR HEAUNG 
Oracular healing (known among the pa as jyalam, "earth· 

speaking") is, in fact, the most distinctive feature ofBef"fr.ten 
leechcraft. While it is mle that all of the Bc:ffraen--men and 
women--possess a substantial knowledge of mundane herblore 
(as is only to be expected among a people who rely upon the 
wilderness for their livelihood), the treatment of serious illness 
or injury is always refeITed to the wisdom of the "hdping 
spirits." Even where it lies within his personal power to mend 
a broken limb or counter a deadly poison with known rem· 
edies, a gr¥fa refuses to take action until he has consulted the 
Spirit World. Divination of the spirits' will nonnally ukcs 
place by means of visions received by thegr¥fa or his barth within 
a chthonic site after a rite of purification, petiTion and thanks· 
giving (usually accompmied by some small offering). In 

essence, the spirits prescribe: the rure, directing thegr¥fa (or the 
patient) to prepare medicinals, pcrfonn rerupcrative cxCT(iles, 
observe specified regimes--even to fulfLiI certain ritua.! obliga. 
rions [0 plac.ate some offended spirit. 

The virtue of .iJ4lam huling is that its diagnoses and 
prescriptions art virtually infallible (inasmuch as the spirits 
of the land possess an immaculate comprehension of the 
causes and potential cures for nearly all fonns of illness and 
hun that amict the region they in.dwell). The grut draw· 
back to consultation of these powers is their own fickleness; 
the spirit.s may nor wish to facilitate a pc:r$On'$ healing 
(especially if that person has offended them in some way); 
they may even actively strive to pr(ll(lll the restor.ltion of 
health by prescribing an impossible cure or by forbidding the 
lOra from lending his assistance ro a·patient. Once the spirits 
have been invoked, their iIJ·wili can prove more deadly than 
the evil for whose amendment their power was initially 
sought. 

Every lOra and barth possesses $Ome dtgrce of lOrwmn (clout 
within the Spirit World) on account of his ritual piety or the 
pc:rfonnance of other deeds pleasing to the spirits. It is this 
currency which often sways a spirit's reaction to jytJ�m. News 
of a failed attempt to win over a spirit travds swiftly through 
the Spirit World, significantly reducinUOnIQm until such time 
as the gora or barlb succeeds in achieving some worthy deed to 
restore hil reputation. 

A JOilblfll bmw 
lbe Gift if lift 



JYALAM STATIC MANEUVER TABLE 
(Lon� Cat�gory: IT) 

I..us than -zs (Blundcc): Th� spiriu respond. but not well. 
Offended by the patient'. and lead glmt'. poor attitudes, one .pirit 
in particul;u-.trives to make their lives a misuy from now on (even 
lCliding to death). The lead gor'" s �"'" f;dl. by SO (.20 fonll other 
F.f b.rth involved). All spiriu .eflue any furu� petitions to hul this 
patient. 

-25 to 04 (Absolute Failure): The spirit.! take offense. either at the 
patiwt or the go .... (whoevtr � the lawn! go"'_). Their lives arc 
now haunted by one of these spirits (though not wtUlly bding to 
death). Thcgo"'''''' ofboth the patient 'lOd allgo .... lb.rt}, involvtd falls 
by 1 S. All spiriu .. dwt any future petitions to heal this puieot. 

05 to 75 (Failure): Nospirits respond lothe tal!. Try again in a few 
days. 

[UM 66(UnWluaiEvent): Aspiri! (akes control of the patient. Any 
physical iIIncss/injuryishcaled. The spirit rru.ypo55Cuthe patient's 
body for a few hours, a few days or indefinitely(GM's discfC'tion)!] 

76 to 90 (partial Success): A spirit responds to che �""5 c�l(, 
pfC'scribing a fC'medy for a Imjor illness/injury. Try again in a few 
days for ocher healing. Some payment is fC'quifC'd (GM' 5 discfC'(ion). 

[UM 100 (Unusual Success): Al "Succ�u," but the spirit orders 
one of the!!,,,,/urlh or the patient to carry out MIme difficult task 
(GM's dismtion).] 

91 to 110 (Near Success): A spirit fC'sponds to the !!,,,,'s call, 
prescribing a remedy for a major illne�/injury. Try again immedi­
ately for other healing. 

III to 175 (Success): Aspirit rC5pondstothe�",'scall, prescribing 
a remedy for a rru.jor illness/injury. The!!',",!!'"",m incrcaus by 5. 
Greaur than 175 (Absolute Success ):Sevualspiriu respond to the 

ZO",'s call, healing the patient themsdv.:s and blessing the!!,,,, (+ 10 
to all actions for 1 w�ck). The Ic�dZO""s!!,,,,,,,,, increases by IS (+5 
for other !!',.jurrh involved). 

Modifications: 

+ lead!!",,'s bonus in,b'<lLrm skiU. 
+ Y.l of other !!,,,,'s/ urrb' s iJ'rl..m skill. 
+ / - uad go",'s If'"''''''' 
+/-70 Pali�nt' 5 � .... "'" (t .g .• -70 fora patient clut has mocked the 

.piriu). 
RMSS Skill Caragory: Power Manipulation {SO} 

DEVELOPING A CORA 

All f,Qrlt have access to the jyalam skill. Usc the SM table 
above as a guideline, but GMs arc encouraged [0 be imagi­
native in their rulings on spirit reactions. 

MERP: wa should be treated as Civilians (Prime Stat = 
Intelligence). Occupational skills include Herb Lore 
(Lore)' Occupation-related skills include Apothecary 
(Lore)' First Aid, Plant Lore (Lore) and Poison Lore 
(Lore)' 

RMSS: Cera should be treated as Laymen. Occupational 
skills include Herb Lore. Everyman skills include 
Alchemy, First Aid, Poison Lore, Flora Lore and 
Prepare Herbs. 

3.6.3 THE HONNIN 
Quoth Findegil: In {he cOUrS( oj his journeys, HllffllnJir 
bappmtd "pon a /ong10rgollffl proplc who dwdt in the Jrptbs oj 
SItZIl SlImar, the grrllt r�in fowt tbat she/tm Bozisbtl-miTiu from 
the ""rning SIlruls oJthe [),.nr Sea. Hatrandir mortis the namr oj 
tbisfowt1olk as lhe Honnin whicb, auording to bim, derives from 
II primitive Drilgil rool mtllning "10 wandtr." BozisbnaroJ Icgmds 
t,1l ojan anrimt Itroplc-lily al lb, wry bellrl oJlbe foml wbm Ibis 
(to Ilxir mind) mythilal propit pays homagt 10 II loo,.sanJ gods. 
Despite their ancient stature as temple-builders and teach-

ers oflore, the Honnin have declined over the centuries to a 
most primitive sute. Beyond their (not surprisingly) fonni­
dable herblore and a built-in immunity to many of the fatal 
diseases that infest the Suza Sumar, the Honnin understand 
virtually nothing of anatomy or physiology. Broken bones, 
sensory loss and other impainnents are viewed as curses 
brought upon the unlucky by the evil sun god. The only fonn 
of reliable healing available to this people, apart from herbal 
r�medies, stems from the magics wielded by the prieS[hoods 
of their various deities. 

The Honnin revere a small pantheon of divinities above 
all the spirits ofthe foreS[. These include the gods of birds, 
insects, lizards, snakes. cats, rodents and jungle herbs. Each 
deity possesses a shrine in the temple-city ofpred, deep in the 
Suza Sumar. While some of these shrines have devolved into 
vine-cover�d masses of rubble, the remaining temples sup­
port highly venerated priesthoods known collectively as the 
Num-raghke. Both males and females may enter these temple 
orders (admission being entirely based upon displayable 
merit and devotion). Those most skilled in healing magic 
belong to the temple of Mori-kam, goddess of herbs and 
foragers. 

On a number of the feast days dedicated to Mori-kam, the 
NCun-raghkc perfonn ancient restorative rituals (called Jwgri­
kllm) on the sick and dying who have traveled or have been 
carried to her temple. On occasion, such rituals arc unsuc­
cessful. simply because the patient is too elderly or the 
ailment is beyond the scope of even their powerful magic. 
However, the Num-raghke usually succeed, bringing great 
joy to the family of the cured person, who reciprocate by 
showering the priests with the meager gifts available to the 
Honnin. 

The rituals themselves arc quite bizarre by outsiders' 
standards. involving great amounts of dancing. cavorting and 
drinking. Before the rituals even begin, all in attendance 
imbibe vast amounts of alcoholic beverages. (The resulting 
euphoria is associated with divine possession by Mori-kam.) 
Following this binge, the Num-raghke fonn a circle around 
the sick while one of [he priests leads the assembled people 
in a gregarious dance. This goes on for some time. until most 
of the participants arc about to pass out ITom the alcohol and 
the exertion. Finally, in a flamboyant display of power, the 
lead priest pronounces a healing spell on the sick person 
(hopefully keeping a clear head long enough to cast it 
properly). 



DUGRI-KAM RITUALS 
During the religious feasts held by the Honnin. the Num­

raghke ofMori-kam lead festive healing riewls on behalf of 
lhc sick and wounded. The ability to lead these rirwls is 
mated and learned as a skill. When a priest of Mori-kam 
reaches the appropriate level, he can learn me: associatc:dskill. 
The: Jugri-um ritual skills arc learned according to the table 
at right. 

The Dugri-kam ritual skills table n:prcscnts four separate 
skills (ranks learned stparatdy for each). No caster rm.y have 
more ranks in one rimal skill than any of the skills higher on 
the ublc(i.c. a character couldn't have 5 ranks in major ritual 
but only 4 in minor). Although learned as skills. the rituals 
act as spells when pertormed, and require PPs equal to the 
level at which they can be learned. The outcome of a 
successful ritual is generally better than that of the corre­
sponding healing spell. dwgrl-Aam rituals can only be per­
fonned within the Suza Sumar. 

DUCRl-KAM RITUAL 
STATIC MANEUVER TABLE (IT) 

lc:n: than -25 (BlundCT): "11K rifual leader forgm where he is or 
wNf he is doing. Befoll' collapsing in a hup, confrol OVeT the ritual's 
pow�r is 10.1, and the �rrant mergiu make the patient's condition 
2. IS "Veil' as it had been; no further rituals may be perfonncd on 
m., patian for I-I Ochys. The rituallnder also must roll on the Spell 
failurr Table with the following modiflcn; Luxr Ritual (+0). 
Minor Ritual (+ 10). Major Ritual (+20). Greater Ritual (+30). 

-25 to 04 (Absolute Failure): In a drunktn sruror. the rirual lncltr 
fo�u the most important part of the (trnnony. The patient is 
inunulK to further rituals for 1·5 c4ys. lns,ud of inlernalilting the 
spell, the err:mt energies strike othu ncarby people randomly. 2-20 
hiu U1: cIt.tll t�n1y among I·S people in the rirual c1ll'k 

S to 7S (Failun:); Wilh a con.-uh:ivc lurch, the ritual luder 
collapus befote: the rilual can be com pitted. No efreCi. 

[UM 66 (Unusu.al Event): A sirolge busl has wandercd inlo Ihe 
dance and begins to uke pUt. Or !u.ve we had too much alcohol? 
Who cares! Keep d:mcingr] 

76 to 90 (Partial Success): The cffccu of the amiction art halvM. 

[UM 100 (Unusu.al Success): The corrcCl spdl is uttered and the 
patient healed. Howtvtr. lhc ritual leadcr cannol hold himsdfback 
and begins [0 utUr mOrt spells (GM's diKrction)'] 

91 to 110 (Nur Succcu): Tht amidion is huled. though only 
Imlporarily. After 1-6 wcelu, the condition slowly nappears. much 
10 Ihe surprise of the paliem. 

li to I7S (Success): The r;lu.tl Itader spiu OUI the proper spell 
befote: pusing out. The amiction is healM! 

Gn:.arcr than 175 (Absolute Succcu); Not only is the amiClion 
fiilly healed, but the palien! is 2x as J1:lIislant to any icknlica! fuNIl' 
injury. as Ihe ritual has served 10 magic.tlly stnngthcn the afrtClM 
'K. 

Moclifien: 

+ J",fri-i.m ritual skill bonus. 
+30 to -70 ranging from an alcohol-ruislant pritSI on a perfte! 

chr with no disu::Iclions to an alcoholic priest in the middle of 
::I mosquilo sw)nn. 

lMSS Skill Caugory; Power M�nipulation {Em} 

l<.d Skill Conditions Treatable 
2 Lesser Ritual Low level diseases and poisons, minor bleeding 

and cuts, minor sprains, etc. 
4 Minor Ritual Medium level diseases and poisons, medium 

bleeding. muscle damage. minor bone damage, 
etc. 

6 Major Ritual High level distaRS and poisons. nerve damage, 
heavy bleeding. internal bleeding. major bone 
damage, deafness, etc. 

9 Greater Ritual Extremely lethal diseaRs and poisons, brain 
damage. genetic and personality disorders, or-
gan repair. blindness, etc. 

DEVELOPING A NOM-RAGHKE PRIEST 
Honnin priests should be treated as Animists. Priests 

/Tom separate temples possess slightly differing magical 
abilities based upon the nature of each god. 
MERP: Base Lists: Same as Animist. Learned as O�n 

Channeling: Nature's Guises. No access to Spell 
Defense. 

RMSS: Base Lists: Same as Animist. Learned as Closed 
Ch.mneling: Nature's Summons and Nature's Guises. 
No acctss (0 Spell Defense. 

3.6.4 THE CHAIALLA 
Quoth Findegil: I« on!>, Dnlgi{ popIt lnown 10 illhil/lit tlx 
lAnds oj IIx UII" Sowlh, IIx fiw {lAm oj tlx Oaialla \Wndrr fix 
hilli ami bighlAnd JIn'NIS oj ptl al lix J«I oj/Ix Ytl&w Mownlains. 
In l/xir own Apyuml{ /0'W'"', IIx Mm oj ptf Inltrprrt "Oaia/Ja" 
to nltan "d!fflings" (lind SIlt}' or i/lJl(({ssibit (rags art, in Jllfl, IIx 
prtjrmd plAm JOr/lxir dwellings); bul Hlltrtlndir btlirvl$ IIx ITArtI( 
todtrlwjrom "ebaiIMZtI," anllrrb4itJonn ojCby, IIx /1JJmrojon( 
oJIM lAnds 101M rlUI oj Hllrad\WIlb (a dIU, pubaps, 10 IIx primal 
origins oj Ibis Slrlln� JolJr.). Hammdir also JW�JIS lbal ChilllMZtI 
is IIx ITAmr oj 1M driry whom 1M ebaiallA btli(\!{ 10 bt 1M sowru 
oj l/xir Imtling magit. 

Without question, the Chaialla embrace the most bizarre 
healing tradition of .til the Southland!. The few outsidtrs 
who h.tve lived among them are stupefied once they realize 
that virtually all Chaiallan healing rites arc perfonned by the 
mentally unsuble. The story brhind this peculiar phenom­
enon is worth recounting: 

In 1M tarly misls oj limt, 1M OaillllA \Wmlrrrd 10 Ictp owl oj ((lIcb 
oj 01,," rvil propits. Tbrir jowmry WIll II long IIml difjirNb (mt; man] 
sorrows bifdllM Irllvr/m btJor( IINy mubt' 1M Hills oj Wum, 1M Ll1Id 
in wbirh IINy now dwc-/L Ibr worsl oj IbtSl (viis w.u Ibt wifhd god &/141. 

Bmw ami SIOWI lbough IINy wtr(, 1M C'btllllllA bad no rrill bopts oj 
ovmoming his I",or and mirk llaMA btgan 10 IISSi1illbtm wilh firt, 
{onlwl7li'lf wbolt flAnS In Ibt msui'lf hlAu. TIt sfr0ngtl' amo'lf lhe 
CbAitlllA dropptd dttJJ In l/xir IrarL, Jlritlm wilh diSlam oj tM mind. 
I« rrsl-womm, 171m and thi/Jrm alilt-jtlI in Ibrongs, allllthd by 
II blAtA dowd oj Ibt viitsl pNliinUI wbitb &1141 bUlllhid from /lis vmOOlows 
btlly. All bopt \WS U.SI. 

It \WS III Ibis, IMrbltaltst amI krAul poinl oj rUspair, IbtlI IIx saviors 
oj tM CIxlitllla taml Jortb. I«u wert IIx Mfmurgh. 1M BlrSJ(d Oms. 
Immunt 10 &/MI's ousUtugbl, 1M N4171urgh miraOl/ous/yJollgbl bael: lind 
banisMd &IMA ;nlo 1M krAtsl pll oj nirbl on 1M olMr JiM oj 1M wor/J. 

Dwgri-!lIm 
ri/tul/ sii/Is 



A HOllllill prqll�ru 
a poisOII urI 

II iJ Jaid lhal, dun"ng Ibt bault, whm &/uk w,u prrwi/ing, IIx OU 
Onrs amon,g IIx Cbail!/la talUJ "pon Chili/UzII, fix Crral MOllxr, 10 
mcur brr proplt. Tbc oU OntJ say Ihill Chlli/uZI! answmd Ibtir pray" 
by t"min,g Ibc wfllknm oj lhou Jlricken by Balra's mind�blastin,g nlllgi(s 
inlo slrmglb 10 misl and ovtrcomt Ibtm. And from Ihill b.y forward Ibt 
Crtal Malbtr enjoined Ibt Old OntJ 10 /ttub and nurturt tht Namurgb 
10 breamt IM!r prolulon. 

The Old Ones of whom this tale speaks are the Chaiallan 
matriarchs, the true leaders ofChailiiza' s people; the Noimurgh 
serve as their healers. The Old Ones draw the Namurgh 
exclusively /Tom among clan children who exhibit clear signs 
of madness. For some inscrutable reason, mental retardation 
is regarded as a sign that Chailuza's power resides with a 
person, and that they--and they alone-may work her 
healing ways. The Chaialla regard the insanityof [he Namurgh 
as an indication that they communicate and think on a higher 
levd, far beyond monal comprehension. 

The "strength" of the Niimurgh's weakness lies in their 
utter imperviousness to mental or magically�based attacks. 
This gift enables them to restore the minds and souls of 
others who arc affiicted by malignant spirits; and, since the 
Chaialla ascribe all fonns of misfortune to the malevolent 
workings of spiritual fmas, they regard the Namurgh as 
competent to deal with all manner of illness and injury. 
Naturally, this is not always the case; and if the Namurgh's 
power to repel mental and spiritual attack is justifiably 
praised, their inability to treat the vast majority of mundane 
ailments is proportionately abysmal. 

A mere handfUl of children exhibiting signs of mental 
instability arc born every decade; at a given time, each of the 
five clans might possess no more than five or six Namurgh. 
Such a birth is viewed as a joyous sign that Chailitza's favor 
has fallen on the child. its destiny [0 become one of the 
revered Namurgh. ( A girl�child touched by the Great Mother 
is considered an exceptional blessing.) The Old Ones raise 
these children with the utmost care and attention, and a 
select number of the wise people in the clan are selected to 
train them. 

Not surprisingly, this amazing situation has had some 
unfortunate consequences. Any affiiction, whether minor 
bleeding or a serious internal injury, poses a dire threat to a 
Chaiallan's health. The teachers of the Namurgh usually 
know a touch of ancient healing magic, preserved through 
the ages on sacred carved stones scattered throughout the Pel 
highlands. Although the teachers cannot themselves wield 
this magic, many of the Namurgh can. After close to twenty 
years of constant care and attention, the Namurgh assume 
their esteemed role in society. 

The range of mental conditions present among the 
Namurgh spans extremes. On rare occasions, a child exhib· 
iting early signs of madness grows up to be a nonnal, healthy 
adult. These few become legendary leaders of their clans, but 
the vast majority are profoundly insane. Typical Nhnurgh 
healing practicC5 include ear�splitting screaming. incessant 
drooling. incomprehensible babble (undoubtedly the Ian· 
guage of the gods), spinning in circles, claiming to sec 
countless spirits and demons all around them, and quiet 
despondency. Fortunately, this defecr is mitigated by the fact 
that the Old Ones possess a limited facility with first aid and 
herblore (mostly learned from contact with the neighboring 
Pel clans). 

MISCAST HEALING MAGIC 
Due to their rather scrambled mental condition, there is 

a J 5·60% chance that a Namurgh may accidentaIly cast the 
wrong spell (which, under the right circumstances, might 

occasionally prove beneficial---che exact effects of a 
mis�cast spell are left to the GM's discretion). In 
addition, their mental retardation has the peculiar symp� 

: ., 

tom of blocking any attack that affects the mind. This 
includes all Pas�ive and Force class spells directed 
against a Namurgh. Such a spell requires an RR against 
the Namurgh's level + 25 to be successful. Even if the 
Namurgh is willing. there is only a 70% chance that the 
spell won't be automatically blocked. 



DEVELOPING A NAMURGH 
MERP: Namurgh should be treated as Civilians (prime 

Sur = Strength). Those with a high enough Intuition 
rmy choose I spell li!t from the Opcn Channeling lists 
(almost exclusively Surface Wars), Namurgh only get 
6 DPs/level. but may assign them to any catrgory 
(maximum of 5 in any category, except secondary 
skills). Occupational Skills include Painting (Arristic), 
Ceramics (Craft)' Occupation-Rdatcd Skills include­
Contortions, Local Herbs (lore) and Local Poisons 

(1.0,,). 
RMSS: Namurgh arc based on me urman profession. If 

tm1porary Intuition is 70 or higher, the Namurgh may 
lum either Concussion's Ways or Nlture's uw. Due 
(0 theif unstable menbi condition. Namurgh only 
receive half of the nonnal DPs/level. Everyman skills 
include Herb Lore, Poison Lore and Contortions. 
Occupational skills include Painting and Ceramics 
(Cnf,). 

3.6.5 THE YATAU-GAN 
Quoth Findegil: Tbt (4fttmm�$t DrWg;( proplt oj wbicb WI' 
I.w AnowltJ,gt Ilf( tbt YIlIIl/;-gan. HananJir rrportJ tI.l Ibtir 
IIIIrnl rnlilm "Tong.<tJ OntS," J�r Ibty IlTt Ibt onry speaking 
inl.lbilllnls oj Ibt S4ra &Ik. tM grtal jllngk oJSirayn Mualb wbosl 
tIIVN IMir dam WilnJ(T, iso/altd from 1M foU: oj 1M slIrri1knJing 
lands. 

The Yacali-gan embrace the ideal of the shamanic healer 
to an extreme unknown even among other Drugic peoples. 
Whether an ailment be physical. mental or spiritual in 
mtlJre. only the sharmnic Ru-Ian; hold the authority to 
attempt a cure. (Sclf-healing---cven direct intervention by 
anyone who is not one of the Ru-Iani-is taboo among the 
Yatali-gan. for fear of offending the forest spirits of the Sira 
Bask from whom the Ru-Iani allegedly derive their power.) 
Every extended family among the Yatali-gan (known as a 
glirl-&m) possesses a Ru-Iani healer; and since only mamed 
men are eligible to join the Ru-bni. all healers arc male. 

The spirits of the Sara Bask have no names. personalities 
or fixed numbers, but are conceived as the essence of all forest 
life. At times, they arc thought to take Mannish fonn and 
communicate with the Yatali-gan. According to Ru-Iani 
lore. if the spirits are pleased with the people, the Yatali-gan 
rarely become hurt or sick (or, if they do, he.aling herbs .are 
plentiful). The Ru-Iani are the direct link between these 
spirits and the Yatali-gan. 

The Y atali-gan' s disposition limits their understanding of 
the body. Whenever there is sickness or injury, the victim is 
isolated within a Ru-bni hut. where appropriate treatment 
is administered. Thus. despite the resources of their rich 
forest environmmt, only primitive leechCTafr is available. 
The Ru-Iani dean, bandage and disinfect wounds. and store 
hundreds ofb.alms and herbal elixirs forothcrmaladies (only 
a few of which truly work). Dubious remedies like bleeding 

and cranial drilling are widely accepted. Ru-Iani react to their 
inevitable failures by calling for solemn assemblies. elaborate 
ceremonies and generous offerings from the tribe. In ccruin 
dark periods of their history. human sacrifice has even been 
called for. Magic is generally unknown among the Yatali­
gan, but once every few gemrations. a Ru-Iani shaman 
develops true channeling powers. Mostly their mysterious 
gestures and bawdy fetishes just perpetuate superstition. 

In general. the Ru-Iani genuinely seek to help their people. 
though they have been known to refUse their services if it is 
duennined that the spirits arc displeased with a prospective 
patient. Comprnsation is not nOfTTllllly expected. though the 
Ru-Iani may later direct their gNrll-ban to perfonn some act 
of propitiation towards the forest spirits. Outsiders are 
rarely allowed to ttespass within the dormin of the Yatali­
gan. and are highly unlikely to be healed by these stoic and 
fierce hunting bands. If somehow convinced to treat outsid­
ers, those healed would owe a debt of honor to the gNra�ban 
and might nOt be pcnnitted to leave until pcrfonning some 
great boon on its behalf. 

THE RU-LANJ MDNKEY DANCE 
One of the more mysterious practices of the Ru-Iani is the 

monkey dance (the TJl�lani�lapw. or red baboon. being the 
totemic animal of the Ru-Iani moiety). Whenever severe 
injury or high fever grips a member of the gNra-ban. the Ru­
lani leads a series of flamboyant dances and burning of 
incense before monkey statues. Once ceremonial obligations 
are satisfied. the Ru-lani then uses his skilled hands to 
activate pain-killing endorphins in the body. either by 
applying intense and sudden manual pressure at key nerve 
centers. or by inserting sharp bamboo shoots into the skin. 
While the technique is not without pain in its own right. it 
brings mercifUl relief to victims without hope of more 
comprehensive remedies. Initial pressure or insertion of 
bamboo causes 5-50 concussion hits. Thereafter. all pain 
(including other concussion darmge) and/or fever is de­
creased by 90%. 

DEVELOPING A RU-LANI HEALER 
MERP: The vast majority of Ru-Iani should be treated as 

Civilians (Prime Stat = Intuition)' Occupational skills 
include Herb Lore (Lore). Occupation-related skills 
include Acting. Cookery. First Aid (Lore � Public 
Speaking (Influence) and Second Aid (Lore). A rare 
individual may be tte.ated as an Animist or Ranger. 

RMSS: The vast majority of Ru-Iani should be tteated as 
Laymen. Occupational skills include Herb Lore. 
Everyman skills include Acting. Cookery. First Aid. 
Prepare Herbs. Public Speaking and Second Aid. A 
rare individual may be treated as an Animist or 
Ranger. 



3.7 OTHER TRADITIONS OF 
THE WESTLANDS 

Quoth Findegil: As lIN natN,t 1ln4 J(Opt f1j liN $Ij�'((1 rrllllI(r 
bas lampt/ltd milO orin mJ malm"lIls lIuCfJing 10 varying (rittri.z, 
rtrtain pcopIa haw inntil4bly jaflm aN/siJi Ibt ttlttgonn." 
Happily, as theu I'll/'11m ItPfXar only in norlbwcs'ml Mit!Jlt· 
(IIrth, I <1m ablt /0 pmml Ibnn (onvmimlry logtllrr wilbeN, 100 
mutb IIrtifttt. 

3.7.1 THE HOBBITS 
Quoth Findegil: Wbi/t il wowlJ urta/nly haw btm jwstifiablt 
10 Nvt iduJrJ Ibis mIry wi/bin my Irf"lmml oj Eri"Jonan 
Milling midi/ions (wbilt, by 1l1I 'I({CNnrs, 11K Prriannalb art /I 
Mannish kimlftJ in Im�in fllalld /0 11)( Norlbmm oj 11K Aniwin 
Villa, rbty 11ft btavi1y itiflUfflCtJ in langwagtatul CUlJuflby '"" kin 
oj Arnor lind En"ador), I baw nrwrtlxlm Jllt il bm /0 honor 1M 
Ha!flings will, II sUlion oj tbdr own. 

Like the rut of their culture, Hobbit leechcraft dunged 
greatly with the passage of time and the Hobbits' enforced 
wandering in the world. In their ancient scttlcmtnts u.st of 
the Misty Mountains, the Hobbits seemed to have practiced 
a competent herblore and spoke blessings over their sick that 
invoked the "Fae-folk" of the rocks. meadows and winds. 
Their migration into Eriador in the mid-Third Age saw 
tTaditionaJ Hobbit lifeways gradually melded with customs 
and useful notions acquired from the "Big Folk" of Car dolan 
and southern Rhudaur. By the rime of the Shire settlement 
(TA 160 I), the three Hobbit tribes-the Fallohides more 
than the Harfoots and Stoors--had developed an educated 
eliu, including some skilled physics. a good number of 
skilled herbalists and a few dabblers in mysticaJ healing. 

As with the Eriadorians they live among. Hobbit healing 
centers around the midwife. surgeon, apothecary and physi­
cian. The midwife is the chief practitioner of the healing arts 
among Hobbits. Hobbit midwives arc almost all female. 
Along with her other skills, the midwife is often the best 
herbalist in her clan, allowing her to double as a physic, thus 
increasing her influence. Most Hobbit families. clam and 
villages include one or more members adept in the surgical 
skills of wound-knitting. joint-fuing and bone-setting 
(though few make their living at it). Hobbitapothecaries and 
herbalists arc independent pr;actitioners in wealthy country. 
tT;aveling from cl;an to clan or setting up their own shops in 
Shire villages. In wilder or poorer lands. these skills ;arc taken 
up. like surgery. as a side-line by fanners. house-gr:.ams or 
gardeners. 

True Hobbit physicians arc rare but valued members of 
the three tribes. Most can trace the line;age of their lore to an 
unofficial apprenticeship with a DUnadan physician a few 
generations back. Most Eriadorian doctors view HaJfling 
practitioners as childish and possibly evcn dangerous, like a 
trained animal playing at medicine. Hobbits cope with this 
prejudice in a practicaJ fashion. They share knowledge 
among themselves, exchange lore with Mannish druggists. 
Iriwawirans(Eriadorian shamans) and whomever else will deal 
fairly with them. They hoard their few tomes of medical 
knowledge with great care and secrecy in safe burrows. 

Hobbit heaJing practice is "sensible" by their standards. 
stripped (for the most part) of the mystical overtones and 
quasi-supernatural paJliatives favored among the Eriadorians. 
Northmen and Daen-folk. The only magic Hobbits respect 
is that wielded by the High Elves ;and Dunedain. though they 
arc well aware th;at most of it is unusable by their kind. 
Usu.ally they arc content to pick over the recipes and 
regimens oflore available to them. using what is practical and 
putting the rest ;aside. Those rare Hobbits gifted in the usc 
ofhc;aling m;agic gener:.ally keep their eccentricities to them­
selves. 

THE UBRARY OF 
AN UNCOMMON PHYSICIAN 

When seekers oflore talk oflibraries, they think mostly 
of the great libraries of Annenelos, thousands of scrolls and 
books lost in the Downfall of Numenor, or of those of 
Annuminasand Osgiliath, hundredsof volumes destroyed in 
war. For most educated folk in Middle-earth, a library is a 
small, precious collection of perhaps a dozen tomes. sheC(s 
offragile parchment sewn into a sturdy leather binding. each 
page a message from past lives and wisdom. 

The Trove of Aden Scarlet is typical of small Hobbit 
medica.! libl'2ries in some ways, special in others. Its most 
unique aspect is its history. which W6S continuous through 
the Third Age. The trove was first assembled as the books of 
Abrazln of Mistalonde. 6 refugee from the Downfall of 
Numenor, who wrote one of the tomes himself [0 preserve 
his memones of his physician's apprenticeship in Numenor 
before he fled the Blessed Isle to avoid conscription in Ar­
Pharuon's Cre .. t Armament. He bound his favorite books 
in red-dyed lambskin, passing them on to his heirs. Those 
who added to the trove over the centuries bound newly 
acquired volumes in matching leamer, thus encouraging 
their heirs preserve or sell the books as a set. In [he seven­
teenth century of the Third Age. the trove traveled north to 
Fomosr in a red coffer. but not before beingstolen, hijacked. 
ransomed, confisClted, stolen again and once more recov­
ered after a bloody personal duel between a knight of 
Cardolan and an Arthadanian ranger. Soon after that. it 
found its way to the Shire of the Hobbits. 

The following is 6 list of the tomes to be found in the 
Trove of Aden Scarlet. sorted by age. written in the language 
noted. Usc of this library enables a Westron speaker (MERP 
Rank 5) with ;a Physic skill of at least 30 to make a second 
Diagnosis check ;at a +30 bonus ;after 1-5 hours of study. If 
the researcher speaks Sindarin (Rank 5). he may attempt the 
Diagnosis in 1-3 hours 6t 6 +40 bonus. If the researcher is 
only Rank 4 in one of the langwges. he suffers a -10 penalty 
to his roll. If he speaks any classical Adunaic (Rank 3 or 
higher). he gains a +5 bonus. The trove is alsoa passing good 
source for lore on Amorian and late Numenorean history (as 
a Lore skill of20 for 1-10 hours of rese6rch). 
• Ibt Jlnfmal oj Ahazin, an Exilt (Adunaic}--odd bits of 

history, medicine and herblore. Abrazan gives a 
poignant account of the Downfall, and of the great 
waves that struck Cardolan soon after. Also serves as a 
Numenorean physicians commonplace (reference) 
book. 



• jllnwyn's Dnrgoru lind Wynns oj EnJOY (Adllnaic and 
Sindarin)--a dt5O'iption of various dragon-kind, 
Faerie and mythological CTtarurcs of Eriador (30% 
nonsense). The MER.P spell list Proteaions may be 
cast from this book by an accomplished Animist (each 
'pdl I/.uy). 

• we oj ,Ix Undrrdwrlltrs (Sindarin)--a compendium of 
Dwarven apochccary goods (Dwarven Herb Lore 20). 
Contains accounts of journeys [0 Moria that would lid 
anyone exploring it in later centuries. 

• FoU. Rbymu oj tbt .Downsmm (Sindarin/Westron)­
infonnarion on the first genttlltions of Amorian 
settlement in me North Downs. 3-5 lost sources of 
medicinal soil s. minerals and herbs rmy be found when 
using this [orne. 

• Colll(/(J jl)NrTUlls oJ,1x SWUI &oh (AdOn.lic/Sind.arin/ 
Quenya/Westron)-joumals of various physicians 
and apothecaries of Amor, describing ailments and 
maDncnts. 

• Altbtmi{ /lnd Apolbttary HanJhooA (Sindarin/Wcmon)­
an Arnorian method and recipe book of drugs, tonics, 
poultices and potions. Most handle mundane matters 
(10% do nothing at all). but anyone using it for a year 
gains a skill of 20 in the creation of magical potions, 
liquors and channs. 

• AsslmbleJ Srarlet Juwmals (Wesrron/Sindarin }--joumal 
enrries of physicians of independent 
Cardolan. 

" Tbt &ntS oJthl Nrw SbaJt (Wesrron/ 
Sindarin/ Adunaic/Morlarn}--a collection of 
three centuries of writings (20% wrong or 
disroned) on Angmarean sorcery, poisons and 
other evils of the nonhem world. Most readers 
will not recogniu the botched attempu to tran­
scribe: the Black Speech (Morlam Rank 3 to recog­
nize)' 

• On tIN LAng« anJ LlSS« KinJrrJs (Westron/ 
Sindarin}-physicians and surgeon's notes on 
the similarities between Men and Hobbits; 
negates any penalty for a healer who is 
unfamiliar with either folk. 

• Tbt Nrw Jrowl oj Healtb 
(Wesrron/Harw:e/ 
AdCtnaic)-trarulation of a 
work from Near Harad; 
might give clues to secret 
societies resisting the Dark 
Powers in that part of the 
world. 

• Dysptpsia, Bile ilnJ III Humors 
(W esrron}--a poorc:r work, 
but effective (more so for 
$Omcone willing to judge . 
the body fluids involved by 
taste). 

• Wtsl Filrfling RlmlJits (Westron}-mosdy in a Hobbit's 
CTamped hand; an early attempt to judge the quality of 
apothecary substances in the Shire aner the Great 
Plague (+20 to Shire Herb Lore); contains 5 cures for 
the Red Flux, none of which work. 

• Tbt Filmily Wily (Westron)-the only [(,',me in the SH 
specifically on midwifery; the oldest written entirely by 
Hobbits, with a scattering of Hobbitish words and 
names. 

• £rulin, Lavagts ilnJ Purgint (Wesrron )--<rude 
Eriadorian treatments for internal ailments, not 
favored by Hobbits: salted with sarcastic notes. 

• Jtilr/n [)jarilS ilnJ Commmlary (Westron }-very thick; 
centuries of useful journal entries by Hobbit physi­
cians. 

• A light on Ibt Haunl1 (Westron}-writings on people 
affiictcd or addled by the evil spirits of thc Old Forest, 
the Barrow Downs and elsewhere. Gandalf the Grey is 
mentioned and thought dangerous. A number of 
protective chanru, prophylactic herbs and magical 
wards are described. The unscrupulous or foolish 
might usc this book to contact the evils mentioned. 

• 1« Elixirs oJlbt earJm (Wesrron)-the virtues of 
healthy eating and drinking. wirh some infonnation on 
herbal remedies; also contains useful chapter on beer 
and its qualities as an aid to healing. 

A Hobbit miJwijt 
lit wvr! 



A LoSSIIII illV//!u 
II btQlillg ".lIt 

DEVELOPING A HOBBIT HERBAUST 
MERP: Hobbit htrbalists may be any profession. For 3 

background options they may transfer DPs to herb 
and basic htaling skills at a I:! ratio. (Stt Stction 24.0 
of 2nd £lilion MERP.) They may also divide 8 ranks 
among herb and healing skills (maximum of 4 ranks in 
any I skill). 

RMSS: Hobbit htrbalists may be any profession that 
rakes the Herbalist training package and continues to 
develop herb and healing-related skills. 

DEVELOPING A HOBBIT PHYSICIAN 
MERP: Hobbit physicians should be treated as Civilians 

(Prime Stat = Intelligence). Occupational skills should 
be the same as for Eriadorian physicians. (Ste Section 
3.3.3.) Occupation-related skills include Cookery, 
Herb Lore (Lore), Stcond Aid (Lore), Surgery (Lore) 
and any 2 secondary Lore skills. They may transfer 
DPs to appropriate healing skills at half the normal 
cost. (Ste Section 24.0 of 2nd £lilion MERP.) 

RMSS: Hobbit physicians should be created as Laymen. 
Occupational skills include Fim Aid. Everyman skills 
include Diagnostics, Herb Lore, Stcond Aid, Surgery 
and any 3 other Lore category skills (except Lore­
Magical). 

3.7.2 THE WSSOTH 
Quoth Findegil: The Lossolb or "Sno)Wtl1m" Qf( a rau oj 
nomadic bunlm who wander IIx [u-bay oj Forotbtl in IIx 1<11(1' 
Norlb oJ,IN world. Thry art besl known Jor,1x p4rt Ibry playtd in 
yOilf aMUlor, Advldui's flighl Jrrml Ibt Witch-hng's 
marauJil1l bosls during the JaIl oj ArlbtJain. Hatrandir 
rtp<Jrts INl llKir lrib(s art Ibm in numbtr: Ibt Lcssolh 
proprr, w1ro dwtll doml lo lIN WaffllrT dim(s oj Eriador, 
IU Htlrcbolb or "[umm," who f)(cupy Iht wind-blown 
Capt oj Forothel, and lIN Arifarolh or "Sta-lnmltrS," 
w1ro inhabil lhe grral icrbrrgs oj Forothtl's bay. Togtlber 
Ibm ptopks aft known 10 Ibt annals oj lhi Wtsl as 1M 
ForoJwailh, bul in IlKir own longut Ibry (Illl lhtmulws 
,hi Ysl<1'wi"I Talvm, the Frimk oj WinlfT. 

Two shamanic figures dominate the leech craft 
of the Y suvat T alven: the viisas or "wise one" (pI. 
viislIIll) and the henhnimillitjii or "spirit-namer" (pI. 
henkinimillitj<i) . The latter are always female and the 
former are nearly so. Visitors from the South 
often sunnise that the gendered character ofY stava 
T alven leechery stems from the fact that men are 
generally preoccupied with hunting and other 
non-healing roles; but the Lossoth themselves 
aver that only women possess [he requisite cour­
age to deal with Henkimaalima, the Spirit World 
which embraces for them the powers of both life 
and death. 

The responsibilities of the viisQal and henkinimil/itjit'l are 
divided fairly evenly; the former concern themselves with 
mundane illness and physical injury (relying primarily upon 
herblore and primitive surgery) while the latter serve as direct 
mediators of the Spirit World (intervening to save their 
people from malevolent spirits and the maladies they visit 
upon morrals)' Both spirit-namer and wise one seek to 
preserve and maintain lasapaino, the ideal ofliving in harmo­
nious balance with Y mpyra, the Circle of Nature. In most 
cases, this principle dictates that a healer exercise her powers 
on behalf of an invalid; however, the ultimate criterion for 
,asapaino is the survival of the village--not the individual. 
Those who are either too old or too grievously injured to 
contribute to the well.being of the group (which usually 
means the ability to hunt or possession of some highly valued 
skill or lore) are normally abandoned to die. It would be 
considered immoral--even criminal-for a vi/ws to waste 
her skills on such individuals. 

YScaV3 Talven healers use their limited resources as best 
as they arc able. They save everything not used by others, 
such as scraps of hide too small for clothing to bind wounds. 
They also make their own salves from animal fats and healing 
broths from the meager selection of herbs that grow in the 
balTen North. Surgery beyond simple childbirth and re­
moval of foreign objects is unknown among the Lossoth. 

While viisaa, tend to work together, neither they nor the 
henhnimilllljiil possess any formal authority or organization 
within the Yst3va Talven village. Skills are passed from 
generation to generation. Occasionally, a healer takes 
a gifted prottge under her tutclage who is not 



a member of th� imm�diat� family; skill and inter�st ar� 
always privil�g�d ov�r family ti�s. Y stava T alv�n h�al�rs 
gtn�rally exp�ct no p�rsonal compensation, though pati�nts 
ar� �xpected to reciprocat� th�ir goods or s�rvic�s on behalf 
of the village. The Forodwaith tend to define such reciproc­
ity in a v�ry open-�nded fashion. An individual�specially 
an outsider-who has been healed by a viiSSls is expected to 
share his or her possessions not once, but on all future 
occasions when the village has need of them. (This principle 
works both ways, of course; so long as the villagers presume 
to bolTOW ITom someone who is in their debt, that person is 
�qually welcome to continue enjoying the hospitality of the 
village.) 

RUNEKNIVES AND SPELL-BEADS 
While the overall potency of their leechcraft is markedly 

circumscribed when compared to the lore of West em esse or 
Elven traditions, the Y stavat T alven are bynomeans without 
su�matural assistance in th�ir healing labors. They do 
possess a system of runes known as the riimur (sing. riimll) 
which, in the hands of a competent viisas, Ixnhnimillilj,i" or 
ski!!ed hunter, channel the magical energies of the Spirit 
World. These runes are accessed through material foci, the 
commonest fonns of which are the runeknife and spell-bead. 
Along with the glyphs they bear, these talismans are said to 
have origin'lted with a people of the distant past known as the 
Hdmivalmistajat. Though long dead and nearly forgotten, 
the Forodwaith continue to utilize the runelore and artifacts 
of this mysterious folk to enhance their healing arts. 

Two out of the thirteen known riimlll are associated with 
healing. The first of these, ,/a'rna (La. "health"). which is 
favored by viisaal, channels spells of the Direct Channeling. 
Blood Ways, Bone/Muscle Ways, Organ Ways and Purifi· 
cations lists. Ie may also include spells that protect the health 
of the individual in an alternate environment, such as 
Waltr/Ilngs and Cas/lings. The second healing rune is mllllri(La. 
"wall"), more closely associated with Ixnhnimifliljiil, which 
focuses enchantments that offer prO[ection from some dan­
ger, such as the Protections and Spell Defense lists, or 
individual spells such as Ruisl Htal, Rtsisl Co/Jand SbitiJ. Some 
bdi�ve that the Helmiva[mistajat devised many more riimlll 
which long have since been lost, but which might one day be 
rediscovered and enable new healing powers. 

In recent years, such hopes have been submerged­
though not wholly forgotten-in the face of a new and 
horrible evil: the Witch-king of Angmar has managed to 
taint many of the spell.beads and runeknives of the Y stiivat 
T alv�n, cOlTUpting their healing virtues into deadly banes for 
their wielders and beneficiaries alike. The most terrifying 
effect of this curse has been the transfonnation of aU who 
draw upon these ensorcelled runes into undead monsters 
that plagu� the living. A wanderer who comes upon a spell­
bead or runeknife lying about some ancient Hc!mivalmistaja 
ruin takes a great risk in claiming the talisman: it may be 
untainted and possess potent healing powers; or it may only 
appear to restore life, while secretly poisoning its victim with 
a malady for which there is no cure. 

SPELL-BEAD AND RUNEKNIFE 
ENCOUNTER TABLE 

.150 Or lower: You find l helvily enroned bead/knife (GrUUt 
column). The 3rd, 4th or 5th time (determine t�ndomly) a spell i. 
used from it, thrustt begins to suffer an unus.w anddudly malldy 
that slowly (I d:.y/Co poim) sewn IDe bond between body ind 
.piril. Once completely J(vtred, the uJer becomes � hale·fiJIed 
wraith. 

-149 to -100: You find a strange be�d/knife. The panem. are 
unusWlI, bUI potent (Greater column). The spell power is of an 
unusUllI l)'pt, rather than thai lined. Each time IDe ulism:on is 
invoked, Ihe usergains one Corruption Point (no RR, IDe user does 
not notice it until ./he h.;u gained 90 CPs). 

-99 to -50: You find a beaulifUl bead/knife (Major column). lu 
powers work nonnally, but after one cycle of the moon those who 
live within 100 yds of it begin to suffet the same fate as with "·149 
to ·100" above, u«pt that an RR vs 10th level E...ence is allowed. 

-49 to 05: You find a powerful bcad/knife(Major column). Slowly 
IDe wearr:r i. affeCled by a turible CurSC (determine randomly). 

06 to 50: You find a magical bead/knife (Minor column). Slowly 
the wearer is affected by a terrible curK (determine randomly). 

51 to 76: You find a usefUl bead/knife (Lesscrcolumn).Slowlythe 
wearer is affected by a terrible curu (dClermine randomly). 

77 to 90: Alas, any powers this bead/knife once lud are now 10$t. 

91 to I 10: You find a useful bead/knife (Lesser column). 

III to 130: You find a beautifUl bead/knife (Le....,r column); 
unfortunately, it h.;u a minor curse on it (GM's discretion). 

131 to 140: You find an obviously enchanted bead/knife (Minor 
column). 

141 to 160: You find a beautifUl bead/knife (Minor column). 

161 to 170: You find a powerfUl and rare bead/knife (M�jor 
column). The spell power is of an unusUllI sort, raIDer tIun that 
listed. 

I 7I to 200: You find a powerfUl bead/knife (Major column). 

201 to 250: Finds like IDis are Ihe matter of great songs. (Grufer 
column). 

251 or higher. Such a bead/knife will make you famous (Grmer 
column). The spell power is of a STrange and rare sort, rather flun 
lhat listed. 

Madifien: 
·50 to +20 for simarion (e.g., +5 for a talisman found in a area 

us.wly out of the Witch.king's ruch). 

Note: Roll on this Encounter T able if a cluractcr finds and claims 
a lost runeknift Or spell.bead. Roll on IDe Runeknife AI' 
rribure.s Table ortheSpt'1l &ad Anributes Table on pageJ 54-
55 to detcnnine the capabilities of IDe foulld item. 
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DEVELOPING A VillAS 

MERP: VUsaal should be: treated as Animists, (Xcept that 
they have: no profession bonuses for Read Runes or 
Usc: Items; rather. they have: +2/Ic:vel to hc:aling­
related skills (excluding herbs). 

RMSS: Vjisaat should be: treated as Animists, except that 
they receive no profession bonuses for Lore-Magical 
or Power Manipulation categories; rather, they have 
+ 10 to all healing-related skills (excluding herbs). 

3.7.3 THE UMU 
Quoth Findegil: nr Urnl; (sing. Umil) art II tribal proplt oj 
1« Far Nl)Tlb. Un/iit 1M Losso/b, limr rafilll btritage is Jispuw1. 
Hiltrandir rqKIrls ,bal rlri, 1:1am! mlilns "Haif1oik," and 1M 
/rgmds tbey fl/l oj rbtmslivls ,/aim ,bal tbey Wert spnmgjrom II 
unionojDwarvrnanJ Mannisbhnds. Many Dwar/ts(atld Mm) 

find Ihis daim difficult 101l(Upl, so thaI tllcb rau Imds /0 dismiss 
1M Urnl; as II "Iosl kil1drrd" oj 11K orhrr, HOwtVff rbis may bt, il 
is 1l11llmiably rrut IMr rlK Ia�gt and fllSroms oj rlK Umli tqllally 
manifar Mannish and Ow.:lrvm (Mrarltrisri(s (rimlgh mcgnilion 
oj rhis ja(1 nud nor, in and oj irst!/, rt1Jllirt btliif in rlK Umirif 
amrlion abotll lbtir gmealogy). 

Years and yearsoflife amid the harsh conditions of the Far 
North have forced the Umli to excel in treating il!ness, injury 
and wound through a mixture of magical incantations and 
herbs. (Like the Lossoth, they also occasional!y make use of 
magic artifacts.) Like their Dwarven brethren, the Umli 
embrace beliefs about the healing power of gems (See 
Section 3.2.), though they do not limit meir leechery to mis 
lore. Their knowledge of healing techniques and magic stems 
equally from their frequent commerce with other Mannish 
races of the North (mainly the Lossoth). 

With regard to leechcraft, then, the Umli enjoy a special 
position among the peoples of the Far North. Continuous 
interaction with their neighbors has left them more receptive 
to other customs than Dwarves would be. Naturally friendly 
toward other races, the Umli would not refuse to heal anyone 
they did not consider an enemy. Since they may have access 
to a varietyoftraditions, the Umli's competencies for healing 
the body are quite diverse, ranging from basic first aid to the 
most powerful lifegiving magic. (It would be difficult, 
though, to find a single Umitic healer possessed of the whole 
range of these abilities.) 

Healers among the Umli arc treated with great respect, 
especially those with knowledge of Animist spells. These arc 
regarded as sacred for their ability to invoke the power of the 
spirits who, according to their lore, created the world at Eru's 
behest. Some Umitic healers may even attain leadership 
positions, though many refuse this responsibility in order to 
dedicate themselves fully to their art. Nevertheless, the Umli 
always fiercely protect their healers, and woe to anyone who 
brings hann to a clan's leech. 

HIBERNATION POTION 
Umitic healers have developed a special mixture of herbs 

designed to sustain the body as with a PrtSffwllion spell. 
Carefully prepared. the potion decelerates the body's me­
tabolism so that the subject need not breathe as often (thus 
reducing the need for oxygen to 10% of the nonnal rate/ 
hour, and for food to 2x/ week). In fact, the patient seems to 
be in a state of apparent death. The Umli use this potion to 
prevent deterioration of the body, slow poison (reducing its 
effects to· I 0%), sustain a subject during a lengthy treatment, 
and so forth. The potion's effect lasts about I week. Since the 
body is inactive, the person cannot cat, but after the potion 
nuts its course, the subject feels as if he only missed two 
meals. 

DEVELOPING AN UMITIC HEALER 
Any Umit, regardless of profession, may learn healing 

skills. 
MERP: Animists may be developed as nonnal, while non­

magical healers should be treated as Civilians (Prime 
Stat = Intelligence). Occupational skills include First 
Aid and Herb Lore (Lore)' Occupation-rdated skills 
include Apomecary (Lore), Cookery, Disease Lore 
(Lore) and Second Aid (Lore). 

RMSS: Animists and Lay Healers may be devdoped as 
nonnal, while non-magical healers should be treated as 
Laymen. Animists, Lay Healers and Laymen must 
chose the Doctor training package. Occupational skills 
include First Aid and Herb Lore. Everyman skills 
include Alchemy, Diagnostics, Disease Lore (T echni­
cal/T rade-Vocational) and Second Aid. 

3.7.4 THE MEN OF DORWINION 
Quoth Findegil: Darwinion, umd rif Win" isjanl(a thrOllgh­
Old rbr WtsrkmtU jor irs mfMnring villtagt--tVm among 11K 
Wood-tlws, whost hn&.jarbrr oj rbr lIoblr &golas, esrums ir above 
all orber brwraga. &r what oj rlx jolk oj Dorw;nion) What 
mallll" oj Mm has thar jablrd lalld br(d owr the long (mrwrits? 
Our mstorits riftr ro rbrm as rlx DorwiJhn'm, bur Ibtir own namt 

jor tms cOIlnrry ;5 Folyavu/J, Lma oj RivtrS, ana rbry art rhe 
Folyavu/Jok. TIt Folyavw/Jok daim dtScmr from a wnion oj 
£wrrlillg and Dam blooJ, rhougb ill lifrways rbry now brar iiI/it 
rmmbi4nu ro rirhtT oj rboIl proplts. 

The Folyavuldok amibute their herblore to the goddess 
Aldena, who (they say) sent her handmaidens [0 transfonn 
Dorwinion's narurally fertile valleys into a land of bountiful 
gardens and well-ordtred fidds. Aldena's servants, called by 
the Folyavuldok the "Earth Maidens," came to be especially 
associated with three highland vales at the headwaters of the 
River Uldonna, each of which irrigated a sacred garden 
where the faithful might learn Aldena's secrets. These gar­
dens, and the great sanctuaries [hat the Folyavuldok built in 
their midst, became the heart of the Gyogarasag. an order of 
herbalists and healers devoted to preserving Aldena's wis­
dom and to safeguarding the well-being of her peoplt. 



Each of these sanctuaries is the seat of a mastu healu 
known as a /)'<Ig"1.llrn (pI. lJ"lI'laA.llrn), the highest office of 
the Gyogarasag. The lJ"lI'laA·llrn arc ultimately responsible 
for the tending of [he sanctuary garden, the upkeep of the 
Library of Medicines (of which each sanctuary holds a third) 
and the instruction of a group of seven apprentices in both 
leechcraft and herbal ism, and in the teachings of Aldena. 
Careful screening restricts entrance into this august body to 
a select few-rypic.ally young men and women who have 
demonstrated a love and talent for tending plants. Appren­
tices undergo a seven-year training during which they reside 
at the sanctu::ry: studying, gardening, caring for the resident 
ill and perfonning menial tasks . .E2ch year, one apprentice 
graduates to the rank of lJ"lI'l (pI. g)'''lI'laA) and so becomes 
a full member of the Gyogarasag. 

Once initiated, thegyogul is free to practice the healing arts 
in whatever fashion and wherever s/he chooses. Some 
remain at their sanctuary, studying the properties of some 
local herb or compound: others depart to practice their craft 
in Folyavuld at large. These latter rypic.1-lIy grow their own 
herbs, occasionally augmenting their supply through mu­
chants. Most commonly, though, the�laA assume the role 
of itinerant healers. These roam the land, often traveling 
abroad in se.1-rch of new herbs or teaching the precepts of 
Aldena to strangers, and opposing those who would pervert 
and corrupt the natural world. Someg)'ogulak find welcome in 
foreign lands, settling to become valued members of their 
adopted communities. 

Folyavulda herb-merchants arc lJogwlaA who have com­
bined their botanical expertise with their commerci.1-1 talents. 
These merchants fonn one of {he most powerfUl guilds in 
Dorwinion, though they rarely wield influence in the politi­
c .. 1 sphere. The guild's leadership consists exclusively of the 

three orl.lA-4rn (who typic.ally 
rise into the mOSt influenti.l 
ranks ofthe realm). Guild mnn­
bers keep sanctuary stocks high 
and the sanc�ries themselves 
financially sound by faithfully 
paying their tithes. Non.guild 
members caught trading herbs in 
Folyavuld quickly earn the cen­
sure of the Gyogarasag, a stigma 
which may lead to police-.. ction 
at the hands of Dorwinion's 
Realm-mastu. 

Depending on the hubs or 
compounds available to them, 
g)'ogul.lA can cure any number of 
afflictions. They tl(cel in first aid 
and the proper application of 
hubal remedies. They arc .1-lso 
gardeners of utraordinary skill, 
and can often grow plants twice 
as bountiful (and potent) as oc­
cur naturally. C)Og"I.lA usua.lly 
hoave access to sevcralloca.l sources 

of herbs, both natural and mercantile. 
Both healus and herb-muchants typically demand a fee 

for their services. Besides the cost of replacing their stocks 
and providing for theif own sustenance, g)'ogul.lk have also 
yearly tithes to pay to their sanctuaries (though itinerants 
ofren pay at Itss frequent intervals). These tithes help the 
sanctuaries balance the cost of their most ancient tradition of 
providing free aid to those who come to them for help. Since 
the visitation of the Eanh M .. idens, Aldena's gardens have 
served as havens where the sorely afflicted m:oy seek physical, 
mental or spiritual healing. It is the ultimate rtsponsibilicyof 
a lJ<leI4f-ilrn to preserve these most sacred sitts. The Great 
Plague came very close to ruining the Gyogarasag on account 
of this practice, since droves of people made pilgrimages to 
the sanctuaries for relief from their misery. Though the 
g)'oguIoA."," wue unable to cure the pestilence, they wue 
successful in muting many of its worst symptoms and 
relieving much of the pain inflicted by it. 

YARUVA WAX 
The Gyogarasag is known best for its highly developed 

technique of preparing herbal compounds to augment both 
the poteney and longevity of a plant's natural properties. 
Mosr commonly, the essence of an hub is el(tracted through 
disrillation or infusion, and then combined with a special 
beeswal( called yarr4VIl, collected from the hives of a species 
native to the Folyavulda highlands. This mixture produces a 
salve that m:oy be applied [0 a wound or m:ossaged into the 
skin to produce the desired effect. For herbs that should be 
taken orally, a g)'oguf custom:orily brews :on elixir of tC.1 or 
syrup, or dries and aushes the herb into .. powder that might 
be added to the p.1-tient's food. Depending on the g)'''lI'fs 
success, the s�ed of effect or overall potency of an herb 
might thereby double or even triple. 



CYOCUL HERB PREPARATION 
STATIC MANEUVER TABLE (IG) 

less than -26 (Blunder): You completely ruin the h�rb .wnple 
withoul N:alizing il. Us� of Ih� compound N:sults in 2-20 points of 
damage 10 Ihe patient and a 20% cmnce of infection (in the CllSe of 
wound tratment). violent sickness (if uken orally) or debilitating 
r:uh (if applied to the skin). 

-25 to -04 (Absolute F:o.ilu",): You ruin the entiN: herb sample. 
Th. compound i. completely usdus. Fortunately, you re:l.!izc that 
something is wrong before giving it to a patient. If YOU'N: lucky. 
rru.ybe you Can figure out what went wrong before you ruin another 
balCh. 

05 to 75 (Failure): You rru.ke amistake before addinglheherb. The 
compound is a failure, but no herbs have been wasted. 

[UM 66 (Umuual Evc:nt): You have lost your storage jars! You 
successfi.tllycompound the medicine, but have no way of preserving 
it. Unless the compound is for immediate treatment, it is ruined and 
aU herbs used in its making hom been wasted.] 

76 to 90 (Partial Success): Unusual circumstam:e. nec�s5itate more 
hands than you have. Thinking further abom th� pr<x�durc (and 
possibly looking something up) cause you to waste 2., the amount 
of time normally needed to make the compound. Try Again! 

[UM 100 (Unusual SUCCes5): Why haven't you ever thought of 
doing it that way before? You just found an amendment to the 
compounding pr<xedure thu cuts the necessary time by 20%. 
When the ,ancflUries hur abom this, you'll be f;mlous!] 

9 I to 110 (NeH Sueee"): Some days you can't even boil water. 
Some part of the pr<><:edur� is uking too long. Try again at +20. 

I I I  to 175 (Success): The compound is completed. All norma! 
benefits of compounding the herb are gained. 

176 up (Absolute Success): You have somehow managed to 
compound an .�tra·pot.m compound. Double the normal efT�cu. 
Maybe this WllS an especially good balch of herbs, but you prefer to 
think that it's your own talent. 

Modifiers: 

+ Apothecary skill. 
·70 10 +30 for equipment and situation. 
KMSS Skill Caugory: Technical/T !":Ide· V<xational {Re} 

DEVELOPING A CYOCUL 
Folyavulda gyogulal may be any profession, though Ani· 

mists and Rangers are most common. 
MERP: Instead of their nonnal profession bonuses, 

gyogulal gain +4/levd to all herb·rela.ted skills. +2/ 
level to all healing·rdated skills and + I to a skill 
category of their choice. They may also transfer DPs 
to herb or healing·rdated skills at a 1 :  I ratio. (See 
Section 24.0 of the 2nJ EJilion MERP.) Gyogulal receive 
an additional + I 5 when searching for herbs in the 
wild. 

RMSS: Instead of the normal Occupational, Everyman 
and Restricted skills for their profession, gyogHlak 
receive: the Occupational skill of Herb Lore, the 
Everyman skills of Horticulture, First Aid, Prepare 
Herbs and Use Prepared Herbs, and the Restricted 
skills for their profession. The highest profession 
bonus (e.g., Weapon Group for Fighters, Subterfuge 
Group for Thieves-if 2 or more arc equal, the player 
may choose) is reduced by 5. and the bonus for 
T echnical/T rade group is increased by 5. 

3.8 EASTERLING TRADITIONS 
Quoth Findegil: Ham,"Jir's Irratmmt oflbt Easl isjragmm­
lary. Onry of tbesr ptoplts wbe baVt sbartJ QIIr jrrlntirrs (or, mort 
oflm than nol, invaJtJ Ihrm) do Wf pomss any rrrlilin knowltJgt. 
and rvm lbat is incompim. II is, bcwtwr, wtl/-known thaI Ibt 
Sllvagt Easttrlings bav, rvrr btm tagrr 10 1M buk and rail of Ihr 
SbaJow, limt anJ again snving in thl Dark Lord's soUitry. Th 
Variags of Kbilnd apptar 10 haVt bttn thr 10llgtsl-liv,J of Ihm 
rotiftdrralions, jor Ibtir IIllmt Ilpprars bOlb in vrry Ilnriml 
Nummcrra,r morh lIS Wfl/ as in 1M Rrd Baol of tM Prrillmralh. 
a'Mr proplts, lilt tM Wainn·dm or tbt Balrbolh, sum 10 haw btrn 
mort tphrmtral, laling shapt ollly to dissolvt again inlo sratltrrJ 
lribrs. 

3.8.1 THE WAINRIDERS 
Quoth Findegil: In Ont of Ihr sumlflllritS of Condorian hislOry 
ilppmkd 10 Ibt Rrd BooI, the Wainridm artdtsrn·btJ as: "il ptoplt, 
or a ronjrdrrary of many proplts, thaI rilmt jrom 1M Elm; �I thry 
wm strongrr and btl/rr armtJ lhan ilny lhal had apptarrd biforr. 
Tbry j!)Umryrd illgrrat wains, and IMir rhirfillinsfoughl in chariols 
(LcIR W, p. 329)." 11K tpi/omr rrfm, of {!)uNt, 10 the prrioJ of 
tM Wainridtr Wars (T.A. 185 /-/ 945). II apptars, bowrvrr, 
lhal this ptoplt (or, ralhtr, ils ronslituml lribal rltmmls) bad bUlr 
in txistmu long bifort Ibt WIlTS lhat gaw Ihrm lhis ttllmr. Harrattdir 
rvm brlirvu that lhrir lintagt may br "Ilad as jar ba(� as 1M Darl 
ftars of Ill( Sr(Ottd All, whrrr Ibt Namtlrss Grrrfirsl brllt his will 
UfWll thr ittntr rtarhes of MiJJIt-tarlb. alMr 10rtmasttrS amrt lhal 
Ihr USt of 1« waill breamr gmrral among tMsr Iribts Ollly ajtrr IIx 
War oj Ibt Lasl Aliiarru. 

»'batmr Ihr lrutb of this malltr, Ihr innoWltion -.yhich defineJ 
lhe Wairrridrr Wars was tM military usr of 1M rhariot riftmd 10 
above, allJ the improvtmrnt of Ibtir war{rajl as a wholt. In 
Haerandir's lime, theS( Easlrrlings fought rxtlllsivtly from horst­
back, anJ ustJ WIlins soilryjor [ivilian Iransport. 11 is thtrrJorr 1101 
surprising Ihal lM /ru( namr of tbis jolir.--QuorJillg 10 HatTanJir, 
1M Ulgalb or "First Proplt''---brars no rtlation to Ihr name Iry 
whirh thryart rmrmrbtrtd in ourhislorirs. The Ulgalhitpropltwrrt 
wry lIumrrous, and only a jtw of Ihrir lribts ilf( Inown 10 us Iry 
namt. The lwo bts/ lnOW1l tribal gr!)Ups wrrt thr Sll1Il1b and Ihr 
!Ago,b. 

In Harrawlir's day, Ibt Sagatb (onjrdrrary WIlS moSI pro­
n!)UnuJ ill ils worsbip oj DIlrlrrrss anJ ils halrtd of thr Wrsl. Not 
alWilys "lalrd 10 ottr auolhrr by blood, "Sallllb" (wbirh, in IIx 
Ulgathit 101:gur, mtallS "Raidrrs'j tarll( to dtsignlllt any tribal 

grrrnp allitd wilh or jrimdly to thr Wiub-rralm of Angmar. 
Tradilionally aSSarillltd with /be widr plaim surrrrnrrding /he 
llIiand Sta, Ihr a,rrmors oflhr Sllgarh WIlnJrrtJ what Wfrt onu the 
btar/lands of Ibt Darl Lord's allrimt tmpirr, alld Ih( Nallltim 
Grrr's shadow lingrrrd vrry 1I0liuably OVtf IMlr la/Ur-day progrny 
in 1M guisr of Kfrlllssk, god of 1« Oprll Slrppt. 

Ibt Logatb or "Horsr1011" ra,rgrd jarlINr north lban mOSI of 
Ihr Sagalh lribrs, arcupyillg 1M tastmrfrolllitrS of Rbovanion abow 
Ihr Inland Sra IlnJ adjaunl to Donvinion. 111 Harrandir's timr, 
rOlllrol of Ibt Logalb lo,rjtdtrary WIlS bring (ontrstrd Iry rival 
jar/ions: 1M ruling lbar (lall, wbeSt lifrways had bUOrlll hravily 
irif/umuJ Iry 1M Mm of Donvinion, and II rtSIi 'trnl cull of Vadall, 
god of Ihr bunt. Autplanu or rtjutioll of {(riain braling Iradilions 
srrwd·as alit oj the marlrrs of rrligious anJ poliliral alignmmt 
within Ihis nllscml eorif/i(/. 



The patriarchal Sagath trace their healing traditions back 
to the Elder Days, when Morgoth still held sway over 
Middle·eanh. In that age were born the Akshum-oymalv, the 
Night.warders, an order of priests skilled not only in 
mundane leechcr.afr but also in the invocation of Shadow­
magic (Dark Channeling) for the fortifying of Morgoth's 
soldiery. The defeat and expulsion of Morgoth from the 
world initially retarded the Night-warders' powers, but 
eventually they adapted their arts to the realm of Essence, 
recognizing that Morgoth's shadow lived on in the very 
fabric of Arda, lending power to those who would embrace 
it. The resurgence ofSauron (openly during the Second Age 
and covertly during the Third) abetted the efforts of the 
Akshum--oymalv, as Morgoth's successor sent his emissaries 
among the Sagath tribes to strengthen the invisible bonds of 
his evil will over them. 

Over time, the mundane strands of their cr.aft fell into the 
hmds of the Night·warders' wives, while the Akshum­
oymaIv themselves focused their efforts on the intricacies of 
dark magic. Throughout the waJeing and waning fortunes of 
me Night.warders, the healing lore accumulated by their 
wives continued to grow. An injured Sagath tribesman might 
place himselfin the reliable care of a Night.warder's wife and 
expect eventual recovery from all but the gravest of wounds 
and diseases, though the most devoted worshippers of 
Khkassk (Sauron's Third Age messenger to the Sagath) 
would sooner show their faith by enlisting the direct aid of 
a Night-warder. 

Both Night-warders and their wives offer their services to 
myone who is not an obvious enemy of the Sagath, though 
any whom they regard as "impure of hean" will surdy be 
warned of the risks involved in the performance of an 
Akshum-oymalv ritual. (See "Sakaji Madness" below.) In 
exchange, the afflicted is expected to pay some tribute to the 
practitioner, most commonly in the form of herd animals, 
valuable barter or (occasionally) deferred labor. The steady 
accumulation of wealth by Night-warder families has pro­
duced powuful figures who sometimes rival their tribal 
chieftains. 

The healing traditions of the Logath reflect deeper cleav­
ages-social, political and ideological-within their con­
federacy. The Ibar have more or Jess ruled the Logath tribes 
since their liberation from Sauron's minions at the close of 
the Second Age; but the Ibar have lost credibility among the 
more remote tribes as they have gained wealth and turned 
away from the traditional pastoralism of their forebears. The 
development of their capital ofSadvar by wealthy Folyavulda 
merchants has acculturated the Ibar and their allied clans to 
the point that they no longer understand or sympathize with 
their poorer and "wilder" cousins, who continue to live the 
life of the nomad. Residents of Sad vOIr or its environs more 
often seek the aid of agyogul (See Section 3.7.4.) than one of 
their own clan healers. Several of these expert herbalists live 
in Sadvar, and some are even willing to travel into the 
Logathic steppe to treat a patient. A more worldly (and 
wealthy) Logath might even make a trip to one of the 
Gyogarasag sanctuaries ofDorwinion to seek rdieffrom his 
pam. 

Sauron's minions have been quick to take advantage of the 
erosion ofIbar authority by catalyzing a revival of the cult of 
Vadan, the ancient Ulgathic god of the hunt whose legends 
predate the Dark Years (thereby hoping to plunge the 
Logath into civil war). An order of Vadanic priestesses 
imbued with [he power to bless and curse has arisen at the 
mountain shrine of Gazu Darshan-zar. The priestesshood 
claims to have receiveda visitation from its god, who declares 
that the Logath "have lost their way and should fetum to 
theif most ancient traditions to please the hunter-god." The 
traditions mandated by the Vadanic priestesses do nor, in 
fact, always derive from archaic Ulgathic custom, but few 
among the Logath possess the loremas{ery and awareness of 
the past necessary to perceive such discrepancies (especially 
since the lbar have themselves fallen so far away from their 
true heritage). 

One novel practice which the Vadanic priestesses have 
introduced to the Logath (and which has since In:en accepted 
as an "ancestral" custom by its adherents) is blood.letting. 
the ritual offering of one's blood as a show of devotion. The 
belief that blood is the physical embodiment of one's 
strength and health is the foundation of the healing magic of 
Vadan's priestesses, who regard the pain associated with 
blood-letting as the transference of power and life-force. In 
most cases, blood is cast upon a sacred shrine maintained by 
the priestesses near a tribe's camp. 

While this custom may seem barbaric, the effects of its 
enchantments are quite real and sometimes take miraculous 
form. In fact, under the tutelage of their deity, the Vadanic 
priestesses have become formidable magicians whose powers 
gamer them fear and respect among the Logath tribes 
(regardless of affiliation). At times, Vadan's priestesses have 
been known to mend flesh and bone, or cure illness, before 
the eyes of many witnesses. On other occasions, patients have 
died as a consequence of the extensive blood-Iening required 
to complete their spells. 

An Easttrlillg 
"nillbl.W<lrJu" ll"ins 
II new COnVtrl 



The priestesses reserve their blessings and healing magic 
for Vadan's worshippers and any prospective converts to his 
cult (though they are not as selective when dealing out 
curses). Non-Logath would only receive aid from a Vadanic 
priestess under extremely rare and extenuating circumstances. 
While his prieS(eSSn demand no fonnal compensation of 
those who receive the benefits of his blessings, there is always 
the implied obligation (0 serve Vadan and to pursue the 
"traditional" Logath way of life he prescribes. 

SAKAI' MADNESS 
When the Night-warders intend to heal their amicted 

tribesmen, the nihilistic rage that inheres in the Shadow­
substance they wield often creeps into the person receiving 
the enchantment, driving them into crazed fits of uncontrol­
lable violence. The tribesfolk know this effect as the �akaji. 
and invariably blame its incidence on the patient, whose 
heart was obviously not completely given to the will of 
Kcrkassk. Every time a Night-warder works healing magic, 
the patient must make an RR vs S'h level Essence or 
Channeling (whichever is harder). 

SAKAJI MADNESS TABLE 
Success by 0-20 or failure by 1·20: Th� p�lient feds a building 
hatred agaill-'t all whom he bdieves to lu.vt wronged him in some 
w�y. This h�tr.d fadu �({er Ihe spell i. completed, but the memory 
of il remain. (with long lerm effecu at GM's discution). 

Failure by 21-50: The patient flie. imo an uncontrollabl� rage 31 
everyone around him. If unrC5lrained, he vents his wralh upon 3 
r:lndom largel, be il Irte, river, flower or priut (slightly g«ater 
chance for allacking animals and humans than non·animate ob­
jects). Ouring this fil, Ihe palient's Slrength bonus is inc«a5ed by 
50%. 

Failure by 5 1-100: As "2 J -50" above, but forthe first.3 rounds the 
patient's smngth is quadrupled and he docs triple damage (there­
aflCr it is doubled and he docs double damage). 

Failure by 10f +: The palienl fecls a burningh3lud foreve'Y'hing 
around him, but uta in. his cunning. He may wail umil the healing 
i. complete bt(orc �tlempring to slay eve'Y'hing �round him. AU 
destructive anion! are at +.30. 

V ADANIC PRIESTESS' BLOOD 
The blood of one of Va dan's priestesses is believed to be 

the conduit through which she casts enchantments and 
works miracles. A curse often involves the priestess slashing 
the palm of her hand, then flicking the blood with a fluid 
motion at the recipient of the curse. Divination similarly 
in vol yes bleeding on a specially prepared surface and reading 
portents from the blood's flow and hue. Additionally, 
priestesses often bestow favored tribto:sfolk with a manmg: a 
simple carved stone talisman that has received the blood of 
a priestess during a blessing ceremony. These talismans arc 
widely repured to bring luck and health to their bearers for 
weeks after they have been given. Similarly, great enchant­
ments such as healing spells usually involve the patient 
consuming some small quantity of priestess-blood, in addi­
tion to the great deal of blood-letting that the patients 
themselves are invariably forced to undergo. Indeed, many 
recipients of healing magic must be bound to a tree before 
undergoing the treatment. lest they resist the blood-letting 
and min the ritual. 

All magical effects initiated by a Vadamc priestess above 
3'" level must be accompanied by some form of blood-letting 
(usually from the priestess and/or the recipient of the 
enchantment). Such blood-letting causes concussion hits is 
equal to 5 + (level x level) (  e.g., a r level spell would require 
5+ (7x 7) = 54 points of damage. The required damage may 
be distributed among willing participants or sacrifices, and 
many Vadanic priestesses have talismans [hat can reduce the 
amount required. In all cases, the blood of the Vadanic 
priestess must come into contact with the recipient, such as 
by flicking blood at him. This may require a successful 
maneuver (usually below Hard). 

DEVELOPING A NIGHT-WARDER 
Night-warders find it difficult to cast spells of a non­

destructive/ aggressive nature. The fumble range of a spell is 
increased to UM a I -05 for a non-destructive spell and UM 
a I-I a for a spell of creation. For this reason, a Night-warder 
would rather cast a spell to break the limb of an opponent, 
rather than "calm" him (which would fumble on a UM 01-
05), or incite lust rather than love (which would fumble on 
a UM 01-10), or remove the fear of those going into batcle 
rather than alleviate the pain of a woman in childbirth. 
MERP: Night.warders should be treared as Wizards, 

except that they may only learn and cast Open Essence 
and Channeling lists to 8,h level. They may choose any 
3 lists (even other professions base lists) as base lists 
that may be learned and cast to 10'" level. 

RMSS: Night-warders should be treated as Sorcerers, 
except that all spel! list costs arc increased by 1/1/ I 
(i.e., 4/4/4 becomes 5/5/5). Their base lists may be 
one ofSorccrer, Evil Essence or Evil Mentalism. 

DEVELOPING A V ADANIC PRIESTESS 
MERP: Vadanic priestesses should be treated as Ani­

mists, but with base lists of Essence Hand, Essence 
Perceptions, Spirit Mastery, Direct Channeling. Blood 
Ways, Bone /Muscle Ways, Organ Ways and any I 
Mage base list. 

RMSS: Vadanic priestesses should be treated as Clerics, 
with base lists of Curses, Dark Channels, Dark Lore, 
Disease, Wounding and any I Cleric base list (the GM 
may allow Evil Channeling lists to be swapped for 
Cleric base lists). 

3.8.2 THE VARIAGS 
Quoth Findegi1: To ,be raJI oj Moraor lics ,be Gap oj Kbana, 
'M I1Iggra Jlcppt-lana oj 1M Vafiags. Ibm savagr foil: haw long 
brm wcrsbippm oj LMrknw, ana haw playa a f'lrt in ail oj 1M 
Namruss One's wars againsl ,ilt W(sl. Evm " folk $(1 warlih Ima 
m-�baaowta as lilt Variags mus' pomss som( measur( ojlmbmift, 
ana il i� prrbaps no' '0 be womurra a' ,ha, ,be �ortrrtSstS ana 
pricsltJItS among lbern have rrlita upon lha, /ort in orJ.ir '0 
mcouragt" {onlinuea aabermtr 10 lbeir Olbrr blaspbtmous praUim. 
The martial rraditions of the Variags have, over time, 

facilitated the development of a rudimentary, yet practical, 
leechcraft. The ability to staunch wounds, set broken or 
splintered bones and other similar techniques arc common 



knowledge OImong the more experienced warriors ofKhand. 
More serious aliments :Ire referred to the !t!havfll/b( (sing. 
kdJ;.,IIf.a). the spiritual leaders of their dans, whose knowl­
edge of medicine and healing power OIre most valued. Each 
Variag dan possesses 3 single !dhaYfll, who is OISsisted by 
scver.al younger dans women. 

In OIddition to her mastery of manual healing skills, two 
dements mark the domOlin of [he !t!haYr.a and her appren­
tices. The first is an exhaustive knowledge of the prepar.ation 
and application of herbs, resins and ointments to soothe and 
cure. The h!havra makes use not only of the native herbs and 
reagents ofKhand, but also those from beyond its confines. 
As the k,kbavf.a works only with reagents plucked with her 
own hands or those of her trusted apprentices. the procure-

menr of needful herbs often spawns long and peril­
ous journeys to distant or little-known regions. The 
involved nature of Adbavra practice means thOlt the 
heOiling of outsiders is a rare and unusual event. 

The second component of a h!baYfll'S art-and 
arguably the more powerfUl-is her ability to cull the 
Dvor of her deity, Kondr! Odchi (chOIt aspect of the 
Variag Lord of Darkness which concerns thought. 
growth and creation). Through her chants, prayers 
OInd rituals, the Mbavrll seeks to draw upon Kondri 
Odchl's power to drive out ills and pains which 
wrack the body, or to close and mend wounds of the 
flesh. Not all Mbavflllbr possess this gift, but those 
who do command respect from their peers and 
kinsfolk alike. 

The Mbavrt/lhrare not the only healers among the 
Variags. In the shadow-hOlunted temples of lower 
Khand reside the krAb.avr.a's counterparts, the 
vrataflllhi--priestesses of Tumrakhi, Lord ofOark­
ness. Not all of these meddle in leech craft; only those 
of the powerful Odchi sect, whose temporal power 
derives from the wealth its many shrines and temples 
amass. Services rendered by Odchl-priestesses range 
from simple blessings and newbom-deliveries to the 
OIrduous stOlving of death from 01 mortally wounded 
warrior. Like all priestesses ofTumrakhi, the Odchi 
vramr.almalso wield the hands of deOlth, and arc feared 
only slightly less than their peers in other, less 
amiCOIble sects. A visit to an Odchi shrine can bring 
respite from even the most grievous of wounds. For 
some, the price for such a service might onlybe taxing 
to the purse; for the unlucky, it could be far worse. 
Should a zealous priestess sense in her patient a lack 
of faith in the Lord of Darkness, his passage to 
Tumrakhi's domain would be greatly hastened. 

KEKHAVRA TOMES 
The sum of the .r.bavralb{s knowledge is preserved 

in a body of sacred tomes called the Aglith-ot­
Krkhaolthi. Bound in horse-skin, these books arc of 
incalculable value to a k,kbavra and her clan. Within 
their hoOiry pages may be found an extensive list of 
herbs and reagents, along with instroctions for theif 
preparation and applic.ation. Some tomes concen­

trate on rituals and chants that confer the blessing ofKondri 
Odchi. Still others gruesomely depict the bones, flesh, 
muscles and eviscerated bellies of men and women, with 
illustrations bereft o( anatomic.al discretion. It is t.aboo for 
any man to touch .a !,!.!.avr.a tome (even one belonging to the 
!dba"", of another tribe or clan� and such sacrilege is 
punishable by death. In faer, V.ariag warriors deny knowl­
edge of the existence of these tomes, a voiding all conuct with 
(hem (even OIS war-spoils} 

A V.ariag primm 
invo!u fix LorJ of 
D.tr!nlu 



DEVELOPING A KEKHA VRA 
MERP: Krkbavrarbr should be treated as Animists. They 

can learn and cast spells up to 6'" level from the Open 
Channeling lists. Their base lists are Blood Ways. 
Bone/Muscle Ways. Purifications, Surface Ways and 
Direct Channeling. all of which may be learned and 
cast up to TO'" level. 

RMSS: Ktkbavrllrhr should be tTl:ated as Animists, except 
for spell development (in which instances Healer 
development costs should be used). KrkbllYrulhi are 
Hybrid spdl-ustrs who combine the realms of 
Mentalism and Channeling (Prime Stars = intuition, 
Presence and Self Discipline)' Their base lists are 
Blood Law, Bone Law, Concussion's Ways, Muscle 
Law, Herb Masury and Communal Ways. 

DEVELOPING A VRACARA 
MERP: Vracarathi should be rreau�d as Animists. They can 

learn and cast spells up [0 51lo level from [he Open 
Channeling lists and up to 4th levd from the Open 
Essence lists. Their base lists arc Blood Ways, Bone/ 
Muscle Ways, Organ Ways, Surface Ways, Control­
ling Songs and Direct Channding. all of which may be 
learned and cast up to 8th level. 

RMSS: Vr<l(aralbi should be treated as Clerics, except for 
spell devdopment (in which instances Healer devdop­
ment costs should be used). They arc Hybrid spel[­
users who combine the realms of Mentalism and 
Channding (Prime Stats = Intuition, Presence and 
Self Discipline)' Their base lists are Blood Law, Bone 
Law, Muscle Law, Nerve Law, Organ Law and Dark 
Channds. 

3.8.3 THE ASDRJAGS AND ODHRJAGS 
Quoth Findcgil: Hatramiir rtpOrll lhal, In Ins tUty, IIx sttppr 
{orriaor btlwtm fix [nlana Sta ana IIx Asb MOJIntains oj Moraor 
was Inhabittd by fix Asariags al1d Odhriagl, bSlcriing Iriws 
"inlrd (as tlxir 1Ijlmff sllggt'sa 10 tM Variags oj Khand. 'Ibougb 
diffrrrnt ill Irmprramml from on( al1ollxr, betb propits sharrJ a 
(ommon animosily for Ilxir mort raslrrly nrigbbors, who had 
ptrsrru/rd and opprmrd IIxm in rarlirr linus, driving tbrm 
wtslward fO 1M fron/im oj Rbovanion ami Conaor. Hauandir 
visilrJ for a stason among botb proplts; but (Ym thai britj txpoSlirt 
suvra to rmal bow aiffrrmt ont bstrrling In'br may br from 
anolMr in {lISlom ana btliif. 

The Asdriags arc a very superstitious people whose hard 
life on the brutal plains ofRhun has made them ever wary of 
impending misfortune. To outsiders it seems that they have 
protective rites and charms for every aspect ofIife-which 
is nearly true. Asdriags interpret all manner of misfortune­
to their tents, animals and bodies-as incursions from evil 
spirits known as the Khia-vol. Though there arc many types 
of these evil spirits that seek to amice and harm the Asdriags, 
the most common (and weakest) arc believed to be the 
shades of deceased kinsfolk forever incapable of being 
reborn into a new tife among their people. Instead of 
remaining solitary and lonely, these troubled spirits arc 
thought to case their discorporate misery by taunting the 
living and causing further deaths. 

Since the Asdriags believe th.n life and death arc insepa­
rably connected in a continuing cycle of reincarnation, it is 
to the spirits of the noble warriors that will soon reincarnate 
that the Asdriags look to for protection from the Khia-vol. 
In all things the Asdriags try to hold evil spirits at bay by 
constantly purifying themselves with short incantations and 
warding rituals, while constantly seeking to curry the favor 
of their more benevolent warrior spirits. Healing for the 
Asdriags lies not, therefore. in the curing of wounds and 
ailments, but in the (supposed) prevention of bodily injury 
and maladies through a host of rituals. 

The Asdriags believe that only those possessed of kbU�m(Y 
(valor) are capable of eventually escaping the Spirit World 
and returning to the abode of the living. KbU�nrtv is earned in 
any way that serves the bettennent of their people, most 
commonly(bymen )through battle and (by women )through 
the successful rearing of children to adulthood. In this 
regard, though the highly influential Asdriag priestesses do 
not make it their concern to actually heal children, mothers 
or warriors, they do take great stock in aiding women in 
birthing and in the determination of who is worthy of 
healing. 

It is commonly believed that the Hur-hudria, the guardian 
spirits of the Asdriags, arc simply too busy in the Spirit 
World to heal everyone in need of relief from pain, suffering 
or illness. Accordingly. priestesses fTe'luendy--and, it might 
be added, brutally-judge that many of their people already 
"eligible" for reincarnation have no need of healing. Instead, 
the priestesses, trained in their own arcane arts. endeavor to 
"hasten" these affiicted souls to the Spirit World as quickly 
and painlessly as possible. To this end. the effective use of a 
myriad of poisons, along with specialized techpiques (for 
dire situations) of "ncar painless" executions. arc important 
skills for an Asdriag priestess to master. 

Thus, warriors severely wounded in battle and older 
mothers stricken with illness take great pride in being 
"dispatched" by the priestesses, confident that their ap­
proved death not only ensures them a future life. but also that 
it brings greater blessing upon their family (since. as Hur­
hudria. they will be able to better protect their kinsfolk). 
Grieving family members of those "sent fonh" to the Spirit 
World mourn their loved-ones only briefly, choosing in­
stead to remember each of their deceased kin by adorning 
themselves with a red garnet (signifying the spent blood and 
spirit of the deceased). 

Like their Asdriag cousins, the Odhriags-by their own 
right a fierce and proud peoplc--closely link illness and 
health to the Spirit World and the garnering of aid from 
ancestral shades. Yet since they do not subscribe to a 
doctrine of reincarnation, the Odhriags hold that to be 
stricken by any wound, illness or blight renders one not more 
but less whole (and. in fact, a bit unclean) in the eyes of their 
deceased forebears. Contrary [0 Asdriag anitudes, the tribes 
of Gathod believe that it is health and well-being--not 
death-that connects them (0 their ancestors. 

To the Odhriags, spiritual weakness (which includes 
physical illness )hinders the aid of their founeen tribal spirit­
guardians, the Hur-kudri. who have been charged with 
protecting the Odhriags' homeland. Conse'luentiy, over the 
centuries they have taken great interest in leech craft; and 



because they view illness and injury so negatively, moS[ 
Odhriag families are possessed of a rudimentary surgical 
lore. Boastingstrains of civilized Aharic blood, the Odhriags 
also employ a number of herbs, venoms, ointments, salves 
and other medicinals to aid them in their quest for whole­
ness. The Odhriags, therefore, have done marvelously well at 
combining different healing traditions, leading to highly 
dependable treatments for all but the worst wounds and 
diseases. 

Asdriag leechcraft, on the other hand, is not much better 
than that practiced by Orcs. Cauterizations of war wounds, 
potent yet unpredictable ointments, and serums that kill as 
often as heal. reflect the darker history of the A.o;driags' age­
long service to Morgoth and Sauron. Asdriags commonly 
brand the sick and wounded as weak individuals who have 
fallen prey to the Khia-vol. Though they possess a limited 
arsenal of curative paraphernalia, it is to the specialized 
female healers known as olvatb-va that most Asdriags tum in 
rimes of need. 

Trained by their elite priestesses, the influential olvalb-va 
have not only perfected their leechcraft-though, of course, 
"perfection" is a tenn that must be used rather loosely when 
characterizing the Asdriags-but have been instructed in 
lesser arcane arts empowering them to invoke the Hur­
htidria. If enough purifying rituals are perfonned by those 
afflicted with light illness or injury, and if the oIvatb-va are 
able to invoke the advent of enough Hur-h6.dria, the evil 
spirits may occasionally be "banished" if they have not taken 
too great a hold upon their victims; those with serious 
I\'ounds or infections are deemed to be deep in the clutches 
of the Khia-vOl and rarely recover( and those who do are eyed 
with great suspicion even by their closest relatives). 

Asdriag fortunes drastically changed with the rise of 
Angmar. Impelled to the Witch-king's aid by an oracle of 
Khkassk, god of the steppe and guardian of the Hur-hudria, 
numerous Asdriag warriors were quick to offer their support 
to [he foe of the vicious and hated Dunedain. Involvement 
in the wars of the North gave the Asdriags access to better 
and more reliable leechcraft. The militant plains god was also 
quick to teach new and more potent incantations to the 
oIvalb-va, enabling them to rid their people of the foul Khia­
voL 

Unbeknownst to the Asdriags, the same power that 
helped heal their sick and wounded also made them more 
susceptible and bmdable to the will of Sauron and his 
servants (+ I 0 cumulative points/healing to any Influence 
attempt). In time, Asdriag priestesses began receiving in­
creasing ITequent oracles ITom Khkassk to use their special 
skills of "easing death" in order to" dispatch" several people 
in neighboring lands to be judged by their ancestors. Though 
nothing more than an c:Iaborate plot to assassinate Sauron's 
enemies among the Free Peoples, these manifestations of 
Khkassk's will chimed well with the Asdriag belief that true 
justice cannot be meted out by Man, only by a council of 
spirit-ancestors. 

jOGHUL'S SHRINE 
In T.A. 483, Ivek Joghul, one of the Odhriag's greatest 

war heroes, srumbled upon a pool possessed of curative 
powers. (Odhriags place great confidence in the healing 

virtue of the water-spirits of th�ir land, ITequencly bathing 
when sick-though rarely at other times, so as to preserve the 
water's potency.) In time, word of the pool's power spread; 
and Joghul, after his death, was laid to rest in a small shrine 
near the tam, joining the ranks of the Hur-kudri. Joghul's 
tribe continued to visit th� shrine, providing for its growing 
priestesshood. The priestesses of Joghul's shrine quickly 
grew in fame and were sought out by many of the land's ill 
and wounded. Not all entrusted to their care found healing, 
but a great number did, gradually recovering their health by 
bathing in the water. When it was discovered that the pool's 
healing virtue sprang not ITom th� water itself but ITom the 
small rocks and stones lining it, Joghul's high priestess 
secured them ITom desecration by adding the pool to the 
precincts of the shrine. Desiring to bring the healing power 
of the stones to the many Odhriags who could not make the 
difficult journey, the priestesses began sending them out in 
the care of acolyt�s (accompanied by warrior-escorts) on 
pilgrimage throughout Gathod. After a year's sojourn or 
longer, the acolytes restore th�ir pebbles to the pool, thus 
completing their initiation into the priestesshoodofJoghul's 
shrine. 

Always leery of foreigners until they know them well 
enough to trust, the Odhriags are none too keen on total 
strangers visiting their shrines . .  But, since they place such 
great emphasis on the need for healing themselves, they 
would not tum away the needy so long as they deem that the 
suppliant poses no threat to them-physically or by mock­
ery of their religious ways. Accordingly, the small pool 
adjacent to Joghul's shrine is occasionally visited by people 
who have heard of its potency. 

When resting in their pool, the healing stones ofJoghul's 
shrine act as a xS PP multiplier that may be used by anyone 
possessing knowledge of the Bloodways, Bone/Muscle Ways 
and Organ Ways spell-lists. In addition, spells ITom the 
Purifications list may be cast up to 4th level (without PP 
modifications). When removed from the pool on pilgrim­
age, the potency of the stones is reduced (x2 PP multiplier). 

DEVELOPING AN ASDRIAG PRIESTESS 
Healing skills may be brned by any Asdriag, but are 

limited to a maximum of 5 ranks. 
MERP: Priestesses of Khkassk should be treated as 

Animists with base lists of Direct Channeling, Blood 
Ways, Bone/Muscle Ways, Organ Ways, Purifica­
tions, Creations, Physical Enhancement and Illusions. 

RMSS: Priestesses of Khkassk should be treated as 
Clerics with base lists of Communal Ways, Protec­
tions, Lesser Illusions, Curses, Dark Channels and 
Concussion's Ways. 

DEVELOPING AN ODHRIAG PRIESTESS 
MERP: Priestesses ofJoghul should be treated as 

Animists with 3 DPs in SubterfUge skills, and none in 
Movement and Maneunr or Weapon skills. These 
latter 2 skill categories may, however, be transferred at 
half the nonnal cost. 

RMSS: Priestesses of Joghul should be treated as aerics 
with an Annor-Light cost of 4/4/4. 



A Hanut (owrt 
plrysiriall 

3.9 SOUTHRON TRADITIONS 
Quoth Findegil: TIt proplts ojlhe Soulb baw long brm �ncwn 
10 liS by virllli oj Ibnr dtalings wilb our Nwmmorran anus/ors. 
rraJil;olZlllly, Ollf cllrtcgropbm baw JiviJrJ tlK Sourbillmu inlo 
NrllrllnJ Filf HllrllJ, tMlltllrtfbring rtckolZrJ Ilslbosrrtg;otl1 owr 
wbicb Ib, WillgrJ Cfl)WrI oj CeIlJor MS in tlK filiI rxrrriuJ SOmt 

Jorm oj btgmrctry, Ibt iIlllrr rifrrring 10 IIrrylbillg tOOl illy bryOttJ Ollf 
$[Ibm oj ;t!f1l1mu. AI th, brigbt oj CenJor's powtr, 11K kllm oj 
Umbar /tI1lT�rJ Ibr sowtbrmmosl txlml oj Ntllf HarllJ, wbicb 
principllily mromf!llsuJ 1M wit oj 1M R;vtf Hllmm. TIt Crtlll 
Dmrl oj Hllrllawllilh stparillts Ntllr HllrllJ Iry {owrllim lrllguts 
jrom 1M lWO /tIlljor popwilliiorl {(nlm oj 1M Fllr SOJIlh. TIm 
babilllbit rrgions {omprist &zisba-mirllZ (IlUO �nown lis /iN Rllj) 
10 1M SInlI/nws/ llnJ Sjrllyn 10 1M sowiMIlSI. 

3.9.1 THE HARUZE 
Quoth FindegiI: It bas brttr many wr/urirs sin{' aflli(�blt 
"iIl/jorls baw (Xislcd b(IWmr our proplt IlrlJ Ibr Mm oj Ntllr 
HllrllJ, Ja'�(mJ IlS Ibty Wfrt by 11K NlltJIt/tss Otrr's growirlg pOWtf 
in 1M world. ThTOJlgb war IlIIJ JipiofTltl{Y your gloriows jlllbrr M 
iIlsl rt-(slllbiishtJ prllet btlWffll CeIlJor tmJ ,iN ntllrtr Soulh, 
thollgb prrkps III Ihm iIlllrr Jays W( fIlImOI hopr 10 wholly mlorr 
11K (ottJiriollS oj whi(b HlllranJir wriltl. Inja'l,jor long )",lIrs, 
many oj rM HIlf"WZt (as Ibty nllmt IMmstlws) W(f( �{IWIIIIy 
JlllmbfrtJ Ilmo,� 1M subjttlS or III/its oj IIx fall/ifwl; IIIlJ oj Illl lhi 
rlletS oj /M SOJIlbJatrJs, Ibc;r iNllljng IrllJiliotls bavr bern moSI 
Inj1wmtta Iry (IInJ (onlrilnlliw 10) Ibr lru( lrgt/fY oj Nwmrnor. 

The people of Near Harad consider their civilization to 
have a lineage and depth ofleaming as great as that of any 
mortal race in Arda, including even that offabled Numenor. 
The Dunedain claim to have brought enlightenment to the 
"weak and fearful" Men of Middle-earth, the land of "swift 
death and little bliss (5il, p. 263)." The Harozc:, however, 
know that they tilled fields and gathered medicinal herbs for 
centuries before the foundingofUmbar 
or Gondor. According to their own 
myths, their first healing lore came 
from their closeness to the earth and its 
creatures. They added to this body of 
knowledge by seeking out and outwit­
ting the Azhan, the immortal spirits 
who had roled Ncar Harad since be­
fore the first rising of the Sun. 

These legends, the "first-gift" fales, 
can be found gracing the pages of any 
tome of Haroze medicinals. First-gift 
tales create a picture of the earliest 
Haroze as their descendants wish to see 
them, brave and dever. Such stories 
might tell of a lost nomad finding an 
herb mar an enchanted well and using 
it ro cure a child of fever. Another 
might tell ofa warrior matching riddles 
with a demon, confusing the monster 
and then making off with the secret of 
a poultice to cleanse [he festering 
wounds of his companions. 

While the Dunedain view existence as a gift of the 
benevolent Ero and the Variags see it as a struggle in which 
cUrk powers test mortals with pain, the Harozc: face the 
world with wit and courage, accepting the good and besting 
the ill as it comes. Little is lost in this message if many of the 
first-gift tales appear in tomes of medical lore written in 
Sindarin, the learned tongue ofGondor, or ancient Adunaic, 
the high speech of Umbar. Dunadan dominance in Near 
Harad is an essential fact of its history. 

The Haroze boast of a formalized system of court physi­
cians, doctors of medicine and mysticism, and guilds of 
midwifery, apothecary, alchemy and herbalism. This system 
arose in the wake ofNumen6rean domination ofHarad waith' s 
coastlands, and the Numenoreans contributed a wealth of 
knowledge to Second Age Haroze medical practice. After 
Numenor's Downfall, Umbarean, Gondorian and Haroze 
scholars formed an interracial community, of sorts. Even 
through the terrible years of the Kin-strife, the Cosrah 
empire and the Great Plague, the physicians of the three 
nations kept up tenuous contacts. N a result, they sharr� a 
library of potent drogs, herbs and palliative treatments. 
Indeed, Westron was given a formal grammar in early 
Gondor so that Haruze treatises on midwifery could be 
translated for the common people. Learned physicians speak 
a bit of all four of the tongues common to their lands­
Haroze, Wesrron, Sindarin and Classical Adunaic-and 
consequently are much prized as diplomatic envoys and 
translators. 

Most Haruze peasants see healers of this exalted rank only 
from a distance. In Harondor, the Gondorian nobility and 
their physicians follow the common Dunadan practice of 
tending to me ills of the common folk out of moral 
obligation. This builds fidelity among their Haroze subjects, 
but good feeling is tempered by the Dumdain's little­
disguised preference for spending most of their charity on 



their Gondorian subjects. The Haruze rural genD')' and 
landowningjrSWIIII class retain physicians, midwives, nurses 
and apothecaries in thcir own households or engage the 
services of similar healers living in a nearby town or estate. 

While a few of these servants of wealth also deal with the 
poor, their fellows seldom approve of such mixing of the 
better and meaner rmks o( society. This leaves medic.al 
treatment 2I11ong the myriad of villages and nomadic clans of 
Ncar Hand to traditional peasant healers. The most success­
ful of these practice midwifery, surgery and herbcraft fUll­
time, but mosr treat their fellow villagers in momenu taken 
away ITom tilling their fields or rending their flocks. A lucky 
village might boast a midwife who has spent time as servant 
to a nobleman's physician. An even luckier one might be the 
home of a religious mystic with some monastic training and 
some ability to read and write. Rural Haruze herblore is 
competent enough, but impoverished. All too often, village 
healers arc superstitious, chanting ro fend offevil spirits who 
might or might not exist when a bener physician would be 
calling (or clean bedding. clean food and a poultice to draw 
the poison humors from the- wound or organ. 

The divisions of social class are less severe in Haruze 
towns, Trained he-alers of varying degre-e-s of skill may be 
consulted by the merchant, the tradesmen or the artisan, the 
quality depending on their ability to pay, The great schools, 
rdigious houses and public charities all donate time and 
resources to the care of the poor. The apprentices of both 
physicians and apothecaries spend time in the public hospi­
tals. If some threat of mass contagion or injury sprt'ad by 
filth, vermin, curse, war or riot arises, the bt:u medical minds 
in the city are- called forth to organize a public response, 
enforced by the city council and guard. 

All major Haruze cities have schools of medicine, usually 
supported by the local elite: kings. nobles, merchant princes 
and temples, providing a consistent level of quality. Surgeon­
practitioners arc not uncommon in the cities, making a living 
off the middle class and caravan trades, Surgeon-avocates 
(part-time practitioners such :1$ barbers and white-smiths) 
work for the lesser coin of the common people, but also have­
the most votes in the Guild of Surgeons, obliging physicians 
to treat them with respect. Midwives have a lesser status in 
Ncar Harad than in other countries of the Wesclands 
bf:cause of male Haruze attitudes towards women in general. 
In cities, half of all midwivu are male; in rural villages, most 
�rc female and of higher social rank because of the lack of 
phf-licians, Btcause the cities of Near Harad lie along the 
greatest landward trading route ofMiddle--eanh, their apoth. 
caries, druggists, herbalists and alchemists are mort' broadly 
knowledgeable than any in the world. Sadly, they also know 
more about poisons than their counterparu in the West and 
E, ... 

As noted in the first-gift tales, the Haruzc view their 
medical lore as practical knowledge wrested by wit and luck 
from the- spirits who once ruled the world and still wander 
it. Thus, most of their doctors and lesser healers view illness 
and injury as problems to be solved by secular means first, 
with appeals to the gods and charms against demons added 
as pre-cautions, TIle difference between a physician of the 

mystic orders and one- hom the royal school is that the 
former might cast the- patient's star·chan bif�rt (rather than 
after) drafting a prophylactic elixir. The mystic might take 
more care in drawing a sign against the demon on the 
bt:dpost. but both doctors expect the sign to ward ofT any 
witch-spiriu in the area. The secular doctor might also hope 
it keeps mice and flie-s out of the bed-dothes. 

Traders and adventurers of many nations travel the 
caravan routes of Near Harad. Those with money can find 
here the bt:st of Haruze and Dunadan healing traditions, 
administered by practitioners used to meeting odd foreign 
notions and suspicions with tact and diplomacy, Respected 
and bound to ply theif craft through war and turmoil, 
Haruzc healers intend for their traditions to survive the 
destructive conflict between Gondor and Umbar, In a later 
age, the "Lords of Men" and the "Wild Folk" of the East 
may well look to Near Harad for the knowledge lost to them 
by their wars and (oily, 

THE HOSPICE OF LOST FAITH 
All the gre-at cities of Ncar Harad boast of hospices 

dedicated to the care of the sick and injured. The well-off 
usually take their cures in the safety of their homes. However, 
the poor and the fort'igner cannot always count on having 
friends in town. Because the wealthy have no direct need of 
them, hospices in Near Harad are maintained as private or 
religious charities. The guilds of the skilled healing profes­
sions provide VQlunteer staff to augment the attendanu and 
acolytes of the hospice who provide day to day care of the 
afilicted. 

In Ammn, the largest city in western Near Harad, the 
oldest and most mysterious of these havens is the Hospice of 
Lost Faith, occupying a massive, creaking old Numenorean 
castle near the merchant's square on the western side of the 
city. The hospice is run jointly by the Elder Merchanu' 
Le-ague and the Sisters of Nightsong, Once worshippers of 
Sauron in the- Dark YeaTS of the Second Age, the Nightsong 
Sistcrs have since become the protectors of impoverished 
women all across Near Harad. Thcy still de-spise-the Dunedain, 
feeling that poveny would disappear if the "Lords of Men" 
left the Southlands alone. However. the Proctoress of the 
Merchants' League (who is mistre$S of the hospice) forbids 
arguments and discussions of theology in her wards, allow­
ing anyone in need to enter. The Sisters tend all patients who 
mind their speech; they speak little themselves to foreigners, 
and the Wardress dOC's not ask them what they do with the 
blood and surgeon's waste they take into the catacombs each 
.uy. 

The ttavelerunshaken by the echoing. gloomymazc of the 
hospice and by the odd, aloof manners of its staff may find 
it an oasis of safety and care in a hard world. All who mtet' 
here- pay as they can. Three rt'asonably dean common wards 
(IO% re-duction in recovery time) hold a hundred or more 
ailing peasants on any night. Wealthy merchants might find 
themselves on an upper floor, in private quarteTS with a 
personal attendant (20% less recovery time). 

The two dozen attendants, acolytes and nurses on hand 
have steady hands and good basic lore (20 in all healing 
skills). Midwives (Midwifery 60) are always busy in the 



common ward. Surg�ons from th� Amnin guild (Surgery 
skill 70) ar� always n�arby (I -10 minut�s away). Physicians 
and th�ir apprenticts are in th� ward daily (80% chancel 
hour in daylight, 60010 in th� evening. 2-20 minutes delay 
otherwise). These vary in quality (Physic 40-80, Apothecary 
and Poison Lore 30-70), but most are thoroughly familiar 
with the dangers of life on the struts of their city. 

Magical huling is harder to com� by. Only the most 
common healing h�rbs and medicin�s ar� available. There is 
a 70% chance of some acolyu knowing mystical healing( ,"­
I O'h level Animist from a religious order) but s/he dots not 
expect to use these miraculous powers on hospic� patients. 
Those hoping for such special treatment must find th� right 
person and mak� strong arguments. 

DEVELOPING A HARUZE PHYSICIAN 
In addition to physicians, Near Harad, with its multiplic­

ity of religions and philosophies, boasts a broad range of 
priest-healers, priestess-midwives, monastic h�alers, lay heal­
�rs, mystics, holy men and astrolog�rs. All of them fall into 
the standard MERP/RMS5 charact�r guidelines; however, 
like their fellows elsewhere in Middle-�arth, they most often 
combine secular medical practices with their mystical abili­
ties. 
MERP: HantZI' physicians should be treated as Civilians 

(Prime Stat = Intellig�nc�). Occupational skills 
include First Aid and Second Aid (Lore). Occupation­
related skills include Cookery, Herb Lore (Lore), 
Surgery (Lore) and any 3 Lore skills and I Influence 
secondary skill. They may transfer DPs to appropriate 
healing skills at half the nonnal cost. (See Section 24.0 
of 2nd liilian MERP) 

RMSS: HantZe physicians should bt treated as Laymen. 
Occupational skills include First Aid and Second Aid. 
Everyman skills include Diagnostics, Herb lori', 
Surgery, any 3 other Lore skills (except Lore-Magical) 
and 2 Influence skills. 

3.9.2 THE BOZISHNAROD 
Quoth Findcgi1: &zisba-miraz, "Dowry oj II" Ccdtbss," is 
II" naml wbirb ils inhabitants giw 10 tbt Raj; tbal rrlatiwly Jfflilt 
tamrr of Har�dwailb domilUllld by 1M Bnj"-mijm( bilb anJ 
mt/asd by tbi forlsts oj Gaj ami Suz� Sumar; ils dmizms (all 
tbnmrlves 1M &zislmarod. Ihr godJess aftff wbirb batb land and 
propu art IUImrJ is udnrxa tbi Moan, and it is 10 btr gmtk 
iliumilUltion tba/ tM Mrn oj Far HaraJ Iookjorhealing. Hamndir 
points OUl lbat, as "&zislmarod" rifrrs 10 all tUvalm oj udnoca, 
il proptrly mrompass(s not onr Imt tbru Jistinct propus: 1M urban 
folk oj the Raj, 1M sbtpherd folk oJthe Brij-mijm( bill country, and 
1M dmrl-dwtlling nomads wbo wand(f ilsfring". To the worM Ilt 
laW, OOwtvtr, 1M namr is mosl dosrly associaled wilb 1M first 
group, and tsprcially witb tM Mm oj Bazisba-Jar, 1M greal port­
tily oJlhe r�ion. OuloJ (onvmimtr, my prtsm/alioll oj Ha(fandir's 
auounlJallows tbis ronvmliolUll namnulalurr, rrmving separalt 
mlries for the ather twa groups mmtioned above. 
Two cities dominate the healing traditions of the 

Bozishnarod. The larger of these is Bozisha-dar, commercial 
hub and political capital of the Raj. The long-standing 

mercantile role of the Dar has mad� available to its citizenry 
a rather extensive array of health-care options. However, 
whil� a sizable ponion of the Dar's leech craft can indeed be 
traced back to the ancient benefactions of the Numen6reans, 
a great deal of local superstition and traditional belief has 
encrusted itself onto many of the sounder practices. 

The porr's busy docks and streets daily receive commodi­
ties from the Norrh, East and Utter South. Herbs and drugs 
of all virtues are num�red among these, giving the Dar the 
�st-stocked phannacies in Bozisha-miraz. Many potent 
herbs may also be culled from the neighboring Suza Sumar. 
An enterprising and brave herb-gatherer can make a fortune 
scouring that mysterious jungle for its hidden bounty (or 
meet with a painful death beneath its fever-ridden eaves). 
Family-run shops are the most common channel for procur­
ing herbs (and poisons) in the Dar. The drug emporiums of 
the merchant quarter are certainly the best in the city, with 
a few in th� west shop district following close behind. 
Practically any medicines known to the Bozishnarod may bt 
found somewhere within the walls. 

As for actual medical care, herb-sellers are proficient in 
treating surfac� wounds (cun, bruises, sun and sand-bum). 
They are less skilled at healing bone damage and skin 
diseases. In all cases, they are usually willing only to t�nd the 
most minor of injuries if their charg� is not a close kinsman, 
for fear of clan retribution in th� event that the patient 
should die under their carc. (Considering the general lack of 
true medical compet�nce among these vendors, this is not an 
uncommon phenomenon.) 

More s�rious ailments (and most requests from foreign­
ers) are referred to the Karalija, the magician guilds of tht 
Dar. The two primary guilds, the Kromet and Mudrat, vic 
every twelve years to win /Tom the ruling city council the 
exclusive right to solicit their services. In fact, Bozishnarod 
mages are usually no more competent in leech craft (and are 
sometimes even less so) than the common herb dealer. Th� 
Karalija compensate for this deficiency through their skill in 
healing enchantments. For injuries requiring surgery, the 
Karalija arc th� patient's sole hope of recovery. The cost for 
such s�rvices is quite high, esp�cially for foreigners. Legally, 
any guild could petition for the privilege; but this has never 
happened, since everyone knows that no one else can do a 
better job than the Karalija. One outcome of this arrange­
ment is that leechaaft is usually viewed as a commercia( 
rather than a humanitarian enterpnse, rendering the quality 
of some care less than ideal. 

The second source ofBozishnarod healing lore originates 
in Tresti, the hero shrine ofJunast, champion of the moon 
goddess. T resti is the locus of the Kentriba Ladnoca, college 
of Ladnoca's priests, the knjalin (sing. krrjalin). Governed by 
the Diet ofJunast. the kerjalin art renowned throughout [he 
Raj (and beyond) for providing both spiritual and physical 
car� for all the Bozishnarod. The members of this revered 
order wander among the peoples of Far Harad, teaching 
those who will list�n of Ladnoca's goodness and serving 
those they meet in any way they can; for just as Ladnoca seeks 
to heal h�r chos�n land. so too the kerjalin seck the well-being 
of the goddess' people. While huling is not their sole calling 



by any means. the sick and dying are often the first ones 
presented to a uaveling k"jalin upon entering a commu­
nity. 

Constant u�rimce with wOWlds and disease through. 
out the: coune of their lives h:u made the itrjaltn the best 
physicians of Bozisha-miraz. They can set bones. stop 
bleeding in most cases and successfully diagnose almo${ 
any illness (although successful treatment of many ail· 
mmts remains beyond their means). Usage of a wide 
variety of potent herbs and medicinal t.eas culled ITom the 
Gaj fomu a major component of itrjalin leechcraft. 
Ladnoca's priests also possess knowledge of s�cial fQmu 
of healing magic known only to their orders. The feats of 
healing achievable by the most skilled k�I;n through 
mese means are usually described as nothing shonof true 
miracles. 

In contrast to the Karalija, the krrytllnl charge next to 
nothing for their services. They arc highly respected by 
virtually all the Bozishnarod, and their unifying efforts 
bring much order to the region. What is remarkable 
about the Kentriba Ladnoca is its willingness to admit 
females into its ranks. Clan and family heads from every 
comer of the Raj �tition the DietofJunastto enroll their 
sons and daughters into the ktrjtllin, and com�tition for 
mtrance into the august college is often fierce. The Diet 
accepts only Bozishnarod into Ladnoca's service. Children 
begin their education in the ways of their goddess at the age 
of deven. and undergo training for many years before being 
given fonnal instruction in the magical arts. By late adoles­
cence. the student mwe chome which of the four orders of 
the Kentriba Ladnoca to enter. 

The four krrft'lin orders arc named after the essential 
clnnents of life in Far Harad: Majren (Wind), Rhinera 
(Light). Dauroun (W ater)and Maktabm(Eanh). Upon the 
completion of formal training, the student graduates to the 
nnk of journeyman and begins his or her travels in the 
company of an older, more experienced ktryalin. Some ktrjtllin 
choose to settle pennanently in one community. while others 
arc COntent to roam the land, sometimes even traveling 
beyond its distant borders, aiding all who chance to cross 
thcir paths. 

KERJALIN HEALING SPELLS 
AU four Urjalin orders require the learning of a s�1l unique 

to their element. This s�ll is normally taken as a sign that the 
Urjalin has progrcssc:d to full membership in the Kentriba 
Ladnoca( usually around 3N level). All the s�lIs pre�nted here 
become the 7th level s�1I on the appropriate Mage s�1I list. 
• Majten (Wind): Vancum > living Brta/b (U, RFS}­

Caster chooses one of the following effects: I) heals 
1 1-60 hits; 2) heals all stun or fatigue effects. the 
target suffering no funher fatigue and being capable of 
running at full s�ed for 3x normal duration; 3) 
repairs most IWlg damage and cures most respiratory 
disease. (GM Note: Vancllm may be re-used as rhc 8th 
level spell for this list, displacing Airslop ll.) 

• Rhinera (Light): ligbl v> Trw Sight (U. RF5}-Cures 
blindness or enables targer to sec as in normal daylight 
for a number of hours equal to the caster's level; 

during this time, any damage ITom the sun (to the eyes, 
skin, etc) is blocked. (GM Note: Light V may be re­
used as the 9th level spell for this list, displacing filrk 
V.J 

• Dauroun (Water): WalNWaIl Trut > Potiolls Trut(U, 
RFIO}-When cast on a bottle of water. any healing 
s�1l known to the caster transforms the water into a 
potion with the same effects as that spell. Potions Trut 
becomes 2x as potent when the rargered water has been 
drawn from JWlast's Well at Tresti (GM's discretion)' 

• Makraben (Eanh): Sionr/brtb > £lrlb Stllw (U, 
RFI5}-By applying mud to an injury, the caster may 
CaSt this s�1I to heal up to 40 hits, and many bone 
and skin ailments. (GM Note: Stonr/£lrtb may be re­
used as the 8th level spell for this list. displacing 
brlbwall Tnu.) 

Alternatively. the GM may prefer to provide original 
spells to krf],alill characters; 
• Majten (Wind): level 3 - "ladnoca's Breath." Heals 

movement impainnent of a joint or limb. This 
impainnent may stem from a wound, disease or 
disability from binh. Movement is restored by 5%/ 
level of the caner. 

• Rhinera (Light): Level 3 - "Soft Light." Heals bum 
damage, heat and sun-related ailments (such as 
sunstroke, heat exhaustion. sun blindness. etc). Up to 
10 hits/level of bum damage may be healed, and other 
ailments must make an RR vs the caster's level or be 
alleviated. 

• Dauroun (Water): level 3 -�Lifewater." Rejuve­
nates the body after an exhausting illness, long journey. 
continued poor diet. etc. The exhaustion of the 
hardship is relieved at a proponion of IO%/level of 
the caster. 

A Bozisbnarod 
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• Maktaben (Earth): Level 3 - "Blessing of the Earth." 
Strengthens the patient against all manner of ailments 
that attaCk the body (disease, certain magics, heat 
exhaustion, cramp, etc). For I day/level of the caster, 
the target resists such maladies at + 15. Note that this 
is a preventative measure, rather than a cure. 

DEVELOPING A KERJAllN 
KrrjaIm of each order can learn as a base liS[ the elemental 

spell list that corresponds to that order's theme. 
MERP: A ktrjalin may be either a Ranger or an Animist. 

Ranger Base Lists: the same, except for Moving Ways, 
which is treated as an Opw Channeling list. A spell 
list unique to their specific order replaces it as a 
Ranger Base list. A Ranger cannot learn the Spell 
Defense list. Animist Base Lists: Blood Ways, Bone/ 
Muscle Ways, Animal Mastery, Plant Mastery, 
Purifications, Creations, Lore (Bard Base) and I spell 
list unique to their order. An Animist cannot learn 
Organ Ways. 

RMSS: A krrjalin may be either a Ranger, an Animist or a 
Cleric. Ranger Everyman Skills: Herb Lore and First 
Aid. Rangn Base Lists: the same, except for Moving 
Ways, which is (Teated as an Open Channeling list. A 
spell list unigue to their specific order replaces it as a 
Ranger Base list. No aCcess to the following lists: Spell 

. Defwse, Nerve Law and Organ Law. Animist 
Everyman Skills: Time Sense, Meditation, First Aid, 
Religion and Foraging. Animist Occupational Skills: 
Herb Lore. Animist Base Lists: Animal Mastery, Herb 
Mastery, Nature's Lore, Nature's Protection, Holy 
Healing and I spell list unigue to their order. Learned 
as Open Channeling: Plant Mastery. Learned as Closed 
Channeling: Organ Law, Nature's Movement/Senses. 
No access to the Nerve Law list. Cleric Everyman 
Skills: Time Sense, Meditation and First Aid. Cleric 
Occupational Skills: Religion and Divination. Cleric 
Base Lists: Protections, Holy Healing. Lore, Creations, 
Elemental Summons (See below.) and I spell list 
unigue to their order. Available as Closed Channeling: 
Life Mastery and Nature's Lore. No access to the 
following lists: Repulsions, Communal Ways, 
Channels, Nerve Law and Organ Law. Elemental 
Summons: As Summons (Cleric Base), but replace the 
3 spells Drmonir Galt 1, il, and ill with SlImmon Einnmtai 
Servanl, Summon Wrak Einnmlal and Summon Slrong 
Eirotmlal respectively. The type of Elemental sum­
moned is based on the order of the kttjalin casting the 
spell. 

3.9.3 THE NARODBRlJIG 
Quoth Findegil: Ik Narodbrij"ig, Ibt propu riflbt Brij-ml/tslt 
bills, art a (o/U(lion rif sbup and goal-btrding clam. A rusli( Jolk, 
lilt (lam shun Ibr "soJtming" luxurirs oj IOOr IIrban (owsins, 
priferring in Ibrir sltad a violmt lift rif bandilry and Jruding. 
Nonelbruss, Ibm Hillmm ptrtiripalt in Ibr tommon vm(ralion oj 
LAdn(}(a, and Ibeir btaUrs !Uk 10 mirror Ibr goJdm' lowtb in al/tOOr 
labors. 

Perhaps surprisingly for a people as warlike as themselves, 
the Narodbrijig regard leechcraft with some disdain. Valo­
rizing martial prowess, the Hillmm of the Raj relegate the 
task of "licking other people's wounds" to their women­
folk-not a flattering outlook! It is fortunate indeed for the 
Narodbrijig men that their women imbue this calling with 
some dignity and purpose. The matriarch of each family 
serves as its acknowledged healing expert( whetheror not her 
skill acrually exceeds that of her kinswomen); and, in rum, 
the matriarch passes on her wisdom [0 the wives, sisters and 
daughters of her dan's more powerful families. 

Generations of rigidly yoking the (Tansmission of healing 
lore to nHworks of familial authority has resulted in the 
accretion of often harmfUl superstition. For example, the 
cherished Narodbrijig belief that the lungs are the seat of a 
person's soul has generated a taboo against invasive treat­
ment of any major chest injury. Narodbrijig women would 
rather see a patient die than tisk such a sacrilege, fearing 
imminent vengeance ITom the patient's ancestral spirits. 

In spite of such fetters, the more experienced women 
among the Narodbrijig are reasonably adept at handling · 
common illnesses and injuries. Bleeding is easily staunched, 
while bones are set awkwardly at best. Contagious disease 
remains a mystery to the Hillmen, whose best treatmenrs for 
such maladies involve little more than the application to the 
skin of various unguents. But while their leechcraft may not 
be all that effective in healing the mm-folk, Narodbrijig 
women are indisputably the best veterinarians of Bozisha­
miraz-no small boast for a people whose livelihood de­
pends upon the continual productivity and well-being of its 
herds. 

DEVELOPING A NARODBRlJIG HEALER 
MERP: Healers shQuld be female and are treated as 

Civilians (Prime Stat = Constitution). Occupational 
Skills include Animal Handling and First Aid. 
Occupation-Related Skills include Cookery (Lore), 
Second Aid (Lore), Animal Healing (Lore), Local 
Herbs (Lore) and Leather-working (Craft). 

RMSS: Healers should be female and arc treated as 
Laymen. They must choose either the Doctor or 
Herbalist training packages (or, if the GM allows, they 
may choose both). Occupational Skills include Animal 
Handling and First Aid. Everyman Skills include 
Cooking. Second Aid, Animal Healing. Herb Lore, 
Preparing Herbs, Using Prepared Herbs and Leather­
crafts. 
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3.9.4 THE COVSHEK-PUST 
Quoth Findcgil: I1x nomadic dans lilIlr wantlt, 1M jringts oj 
fix CT(l1 Dam brlwtffl IIx 0,.'1( Sta alra 1M Mirror oj Fin art 
namcJ IIx ClJ\!slxk-pusl. Rrlalra /0 1M Aylffl oj Iht for/lxr slJUlb 
and raSI, IIx &zisbnarod nomads makt an o:islfflcejor Ihemsrl�'lS 
in an mvironmml moSI peopk WtnlIJ 111m! as Im;nbabi/ablt. 1k 
COY1M-pHSI poutSS specialized brll/m known as lanar�k (5i�. 
lanareki). Ik pious nomaas ftgtlrd Ibm i/lIiividM4/s almosl as 
prits/s, fflrbraring (lj rbry ao lbe wcrsbip oj LaanM(l and IIx iJutI 
oj Imlling tbal she nn&uiirs. 

Rc-moved from [he lore of more civilized peoples. the 
potency ofCovsheki leechcraft is understandably low. Thty 
possess litde knowledge of hub preparation or use (thue 
being practically no vegetation of any kind native to the 
wastelands they inhabit). The most needed and useful 
medicinals are imported at great cost from Tal P6ae, the Raj 
or Ayten lands. Nonetheless, given quick attention, a fanarrki 
can successfully deal with the majority of problems likely to 
be encountered in the harsh desert environment. Bleeding 
and exposure bums are easily healed, and at times even the 
most minor of surgical operations are performed (though 
their success rate is somewhat low due to ignorance of 
sterilization). 

Apart from vitamin deficiency in their diet, few other 
serious maladies amict the Covshek-pust. Broken bones are 
uncommon upon the flat and sandy wastes, and (most 
importantly) disease and infection are relatively rare, espe­
cially among those clans living on the edge of the Mirror of 
Fire. Those clans residing neara to the Brij-mijesec. how­
ever, are routinely stricken with the diseases common to the 
reS{ of [he Bozishnarod. 

Every Covsheki marks his or her role in the clan by 
wearing a distinctive head wrap called a kJrcnal. The /anara 
wear a very simple cross-wrap design, uniqudydistinguished 
by its brilliant blue coloration, purposely designed to stand 
out from the otherwise bleak surroundings. The dye used in 
manufacturing btdrotral cloth is imported and very expensive, 
indicating the level of respect the ianarrk command among 
their people. (Colored headwraps arc a mark of honor 
enjoyed only by ianarrk and clan leaders.) It is possible, 
however, that ianarrh headwraps are also a liability. The 
R.azarac, a mysterious demon of immense power who roams 
the Mirror of Fire, attacks any who wear /anara! headwraps 
on sight, regardless of any other closer prey. The reasons for 
this peculiar animosity are unknown, but as a result, ianarrk 
are always well-protected with anned escorts any time they 
travel between camps or water sources. 

FUlNUR'S WELL 
The Covshek-pust tdl many legends about the Mirror of 

Fire, the lifeless stone plain upon whose barely habitable 
edges they eke out their existence. The greatest of these tales 
concerns Fuinur's Well. a site of primeval power repmed [0 
lie deep within the uncharted reaches of the fiery plateau .. 
According to Covsheki folklore, Fuinur, an ancient Black 
Numenorean lord, braved the alien landscape of the Mirror 
in search of the "living waters" said to course beneath a great 
mountain that rose at its center. Here Fuinur sunk his well, 

and was never heard from again. Some say that he conquered 
death, and that he lives still in a great subterranean throne 
room far below the blasted surface of the Mirror. 

Though none among the desert nomads has ever ventured 
so faronto the pailous and inaccessible wasteland to behold 
Fuinur's mountain or his storied well, their lore concerning 
it actually contains much (hat is true. The Mirror of Fire is, 
in fact, all that remains of the Great Lake of Almaren, first 
dwelling place of the Valar within Arda in the beginning of 
the world. This island and its surrounding lake were annihi­
lated by the destroying flames of Onnal, one of the two Great 
Lamps that lit the world before the Sun and Moon or the 
Two Trees. Forsaking Almaren for the Undying Lands of 
Aman, the Valar abandoned the primal waters of this lake to 
the consuming flames ofMclkor's wrath. Manyofits waters. 
however, survived the cataclysm, continuing to run in cav­
erns deep beneath the stony surface of the dead lakebed. 
While the Covshek-pust have learned to Up the outlying 
veins of these waters. none have drunk of the streams that 
coarse beneath the heart of the Mirror, beneath the moun­
tainous wreckage of A1marcn itself. These waters, which still 
contain echoes of the First Spring of Arda, possess virtues 
beyond mortal comprehension. 

Imbued with the unsullied vitality of the primeval para­
dise of the gods, the waters ofFuinur's Well manifest potent 
healing and lifekeeping properties. Imbibment of this water 
restores all internal damage to the body at a rate of 50-I 00 
hits/round; bathing an external injury with it produces 
identical results (though it cannot re-anach severed append­
ages). When drunk, the water also has the power to purge the 
body of disease and illness, fortifying the subject's RR by 
+20/round until the ailment is cured. If removed from the 
well and preserved in bottles or skins, the water retains some 
of its virtue, bur in diminishing measure (Ih reduction in 
potency/day). 

Yet these marvels are but trivial adornment to the water's 
greatest power: its ability to susuin life indefinitely. A mortal 
who descends into Fuinur's Well, surrendering his life's 
breath, finds (after awakening from a brief drowning expe­
rience) that its waters are breathable. So long as he remains 
submerged within those liquid depths, his body ceases to age 
(or, ramer, slows down to so slight a rate of growth that only 
a deathless Elf or undying god might perceive it). Such 
seeming immortality, however, is not without its price. 

After a number of hours equal to his Constitution, the 
waters cause the sl"ekerof eternal life to fall into a sleep from 
which he cannot awahn unless removed 1T0m the Well. 
After once more undergoing the wrenching transfonnation 
from a water-breathing existence [0 one governed by air, 
consciousness is restored to the subject and his body resumes 
its natural aging process-with one: important difference. If 
the period of his sojourn amid Fuinur's dark waters has 
surpassed [he appointed span of his mortal life, rime catches 
up to him. exacting a terrible vengeance. As soon as he is freed 
from the waters' sleep. his wretched soul is forad to endure 
the anguish of mortal decay (and. finally, death) at a vasdy 
heightened intensity. 



The details of this tonnent-its severity, its prolongation, 
and the brevity of time allotted to the unsuspecting soul 
prior to its onser--depend on the period of time for which 
ht has thw far e1udtd his natural death. The closer to his 
appointed time of dtath his awakening is. the swifter the 
onset ofhis punishment and the shotter its duration: a mortal 
who uses the waters ofFuinuc's Well to persist for a year or 
two beyond his allotted lifespan would begin to pay the price 
for his folly within minutes of awakening. and his suffering 
might be a matterofhoun; for those who have cheated death 
for cenruries, on the other hand, the signs might not manifest 
thanselves for wuk�ven months--and their tenn of 
tonnent could last just as long. Once awakened fTom theic 
dark slumber within the Well, nothing--no spell, no herb, 
no prayer-has the power to rescue them fTom the living hell 
they must now endure. 

Despiu their incredible potency, the more benign virtues 
ofFuinur's Well are rarely sought out due to the dangers 
which a journey across the MirtorofFire would pose. Only 
the Covshek*pust possess the requisite bodily protection and 
lore to survive the heats of the burning plain. In addition to 
the natural peril from scalding fire winds and desert storms, 
chere is Razarac the Destroyer, vicious demon of the wastes, 
who stalks the sun*blasted plain by night. Content for the 
most part to tell fantastic tales of this Well, the Covsheki 
nomads prefer [0 seck the healing bounty of its waters by 
means of desert amber, which resin (they claim) still pre* 
S«VC's the shadow of theif fabled powen.. 

DEVELOPING A UNAREKI 
MERP: A Iotnarni should be tTeated u an Animist with a 

few modifications. 2 of the DP costs are altered: 
General Skills (3), Spell Lists (4} Base lists include 
Blood Ways, Organ Ways, Purifications, Path Mastery 
(Ranger Base), Nature's Ways, Surface Ways, Wind 
Law (Mage Base) and Creations. No access to the 
following lists: Direct Channeling. Bone/Muscle 
Ways. Plant Mastery. 

RMSS: A Iotrumlti should be treated as an Animist with a 
few modifications. A Iotnartki must take the Shaman 
Priest training package. Base lists include Nature's 
Lore, Nature's Protection, Moving Ways (Ranger 
Base). Nature's Way (Ranger Base), Weather Ways 
(Open Channeling) and Concussion's Ways (Open 
Channeling} uamed u Closed Channeling arc Herb 
Mutery, Animal Mastery, Nature's Movement/ 
Senses, Nature's Sununons (Ranger Base} No access 
to the following lists: Plant M,mcry. Symbolic Ways, 
Nerve Law, Bone Law. 

3.9.5 THE SffiANIANS 
Quoth Findegil: Sirayn, tIN alnmdAntty watmJ vallry oj tilt 
Riwr S;mba, is lilt «artlotnJojo·'its in Far HaraJ. Ctnturits anJ 
millmnlilojinlmltti(lft�5<rutbron,&trrljnganJNwmmfman 
traJitions haw IOF'lfJ a tivifization oj gTtat sopbistitation ami 
rtsilitntt, in spilt oj its to/mllllr oj slavrry anJ (rrtain (VI,s oj 
Dotrkntss. Nor surprisingly, tbt btafing praoitts oj tbt Siraniam 
Jisploty a roml"llfabft Ji'lltnity lind uif(titism. 

The leechcraft of most Siranian cities is based largely on 
Apysanic and Chyan principles, but is also influenced by 
Ayten customs and the harsh but effective remedies of the 
Black Numenorean domain of neighboring Chennacatt. In 
the port city of Tal Harar, healing lore and practices /Tom 
the Utter East arc added to this assemblage. An account of 
Siranian leechcraft is further complicated by the hierarchical 
stratification ofSirayn's urbanites, which renders generaliza. 
tions about the kind of access to healing available to any 
given social stratum difficult. Finally, public attitudes to­
ward leechery vary from city to city and /Tom year to year­
practices encouraged in one city may be illegal in another. 
Nonetheless. a description of broad themes is possible. 

In terms of effectiveness, the level of healing care offered 
in the seven cities of Strayn is generally the most advanced 
and comprehensive in Haradwaith. (Even dental care is 
available.) Magicians, scribes, priests, Ayten women seeking 
urban opportunity, and dishonest charlatans all offer their 
services in Strayn's cities. Priests of the T ayc faith frequently 
and freel), wield Channeling magic on behalf of the faithful, 
using their gifts to both cure illness or injury and increase 
allegiance to their god. T ayc priests arc also willing to heal 
non.believers, though a generous "offering" to their cult is 
expected in rerum. Priests of the dark cults also boast of 
skilled magical healers. but make available their services only 
grudgingly. Keepers of the T roe Flame wield potent healing 
magic, but heal onl)' those who convert to their faith or pay 
a steep price in gold. The Desert Screamers typically refuse 
(0 heal anyone but themselves. In rare and unusual circum* 
stances, the T a),b may be persuaded to provide healing. 
though the), demand the removal of a patient's eyes and/or 
tongue a5 payment. 

Mages who possess potent medical skills also set up shop 
throughout the seven cities. Although their primary function 
is not healing. many whose research has involved (he mortal 
body are able to care for a variety of maladies through herbal 
elixirs, magical charms and surgical operations. Although 
(here is no assurance that a given mage has the skills to 
perform what he claims. (T\Ie spell*users do possess the 
greateS( scope and range of healing abilities. 

Scribes arc among the most educated citizens of Sirayn. 
and frequently apply their lore for public benefit (and 



personal profit). Though unlikdy to usc magical powers, 
scribes onen do possess knowledge of manual healing 
u�chniques and herbal remedies, which they provide to any 
who agree to pay their fees. 

Less costly than mages or scribes arc the young Aytcn 
women who onen set up shop in Sirayn's cities, though they 
sddom cam enough in this capacity to live sdf-sufficiendy. 
Some even provide their care charitably (which is fortunate, 
s ince the urban poor arc the most susceptible to conniving 
swindlers selling useless herbs and luck charms). 

The Kamer ir Maubezain (the governing council ofTtil 
Harar) has made efforts to rein in some of the more free­
wheding healing practices. Standards have been legislated 
for licensing. minimum training (except among priests) and 
fair prices among those who would heal others' afflictions. 
An advisory board is also active in exposing unsanitary 
conditions which might lead to public health problems, a 
levd of oversight also unique among Siranian cities. 

ANDING A StRANIAN HEALER 
-ISO or Lower: You find � hul�r in only I-IO days, but eNt herb 
hegives you just makes things go:r.ll .leepy .... Y OU wake up in a small 
telL You wonder if aU your body p�rts ace still there. 

_149 to _50: Aft�r 2-20 days you find yourself surrounded by a 
band of thugs, while your new "he:r.ler friend" walches. Hopefully 
they just w�m to sdl you into slavery. 

49 to 05; You search for 2-20 days, but no On� sums to be able 
and/or willing to help you. Keep trying. 

06 to 50; After 2-20 days you find SOmeOne offering his services for 
! 50% of the nonn:r.l price. Unfortunately, aftu paying him you are 
not sure he knows what he's doing (35% chance of success). 

5 I to 76: After 1·5 day. you find a healer for the usual price. His 
methods arc a little strange, however (65% chance of success, 85% 
chance of some strange side effects). 

77 to 90: You find a reputable healer in I -IOdays. He's a !iulebusy, 
however, and demands 2:< the nonnal payment. 

91 to 110; You find a repul3.ble healer in 1-10 days. He i. willing 
to do the job for the normal price. 

1 I I 10 140; A healer is found in 1-10 days willing do the job for 
75% of the nonnal price. You wonder why (800/0 chance for a side 
effect or less than fUll effect)' 

141 to 170; A reputable huler willing to do th( job for the normal 
price. You found him ,n I -10 days. 

1 7 1  10 200; A reputable healer willing do the job (or the nonnal 
price. You found him ,n ! -5 days. 

201 to 250: After just I day you find � huler willing to do the job 
for 80%·100% o( the normal price. 

251 or high(r: A(tH only � (ew hours you find a healer willing to 
do the job for lh prite. This scems too good to be true! 

Modifiers: 
+ Contming .ki)) (1tMSS). 
+ PR s[at (MERP). 
-7010 +30 for level of skill requiced for healing. 
.50 to +50 (or patient's imporunce in the city (e.g., +30 (or � 

wulthy merchant, -40 for a ill-mannered (oreign(r). 

DEVELOPING A SIRANIAN HEALER 
MERP: Non-spell using Siranian traine:d healers should 

be: tre:are:d as Civilians (Prime Stat = Intellige:nce:). 
Occupational skills include Dise:ase: Lore (Lore:). First 
Aid and Second Aid (Lore)' Occupation-rc:late:d skills 
include: J of the following: Apothecary (Lore), 
Cooke:ry, Herb Lore: (Lore), Surge:ry (Lore). 

RMSS: Non-spe:ll using Siranian traine:d healers should 
be: tre:ated as Layme:n. They must chose rhe Doctor 
training package:. Occupational skills include Diagnos­
tics, Disease: Lore (Lore-T e:chnical) and First Aid. 
Everyman skills include 4 of the: following: Alchemy, 
Diagnostics, Herb Lore:, Se:cond Aid, Surgery. The 
Riverine citie:s of the Sirayn are also one: of the fe:w 
places in Middle-eanh to train Lay Heale:rs. 

3.9.6 THE AYTEN 
Quoth Findc:gil: Ibt Aylm area nomadir propk, rrlattd 10 Ibr 
CO\lshrk�PUSt, who wantin- tlxarid hill caunlry oj Kirmksra on tbt 

fringu oj Sfrayn. Tht Aylm clam are fl{/d by malriar{hs, and tlx 
high tstmn in which tlx nomads holJ tMr wumm may in ptlrt br 
asm'btd to tlx petmty oj tbcir krcbmift. lndud, 1M v.romanry care 
oj tM sick and tM wqumud is a tradition tbat is fimzry grollndtd 
in Tarat Balazayn, tbr sarrrd writings oj tbt TayEfailb to which 
1M Aylm d.twle tbrom/ves. 

By and large, traditional Ayten leechcraft emphasizes 
he:rbal remedie:s and manual skills (though invasive proce:­
dure:s are avoided). Healers dress wounds, se:t broke:n bones 
and administe:r salve:s and potions to cope: with eve:rything 
from sunburn to snake: bite:s. There arc no formal mental or 
spiritual remedie:s beyond faith and constant prayer. Healing 
lore: is said to be the: gift ofLadnoca, so that he:r pe:ople: might 
be prote:cted from {he worst exce:sses of Ganiraib and the: 
dreadful Mal'azaud. 

Although some Ayten have been exposed to the more: 
cosmopolitan traditions of Strayn, few of its urban he:aling 
customs have e:ver been accepted by the Ayten matriarchs, 
suspicious as they are of outsiders and their ways. Also 
strongly discouraged among the Ayten is the wic:lding of 
magic for healing. because of its association with the forces 
of Ganiraib and the dreadful cataclysm which remove:d the: 
gods from the world. It is possible: that a clan might accept 
those with sorcerous prowess if they performed some great 
and heroic service, but the few Ayten with such skills usually 
keep their talents hidden. Practitioners of magic are usually 
punished by banishment or death. Thus, their mundane: 
[eecheran, though it has served the Ayten well for thousands 
of years, has its limitations. 

The: sister of an Ayn:n matriarch usually becomes the 
clan's chief healer or pe kala. She is generally the most 
knowledgeable and experienced medic, though in fact she 
only treats serious affiictions, devoting much of her rime to 
the preparation of elixirs and the training of younger women 
in the healing ways. Thus, most Ayten women arc reasonably 
skilled healers. At adolesce:nce they begin a five-year appren­
tic�ship to their po kala, and must be fe-certified by her every 
two years, swearing an oath of service to the clan. This 
decentralized approach to the transmission of healing lore 



grutly improves the odds of survival should an Ayrtn find 
him or herself separated from the clan po kala by the vast 
distances involved in a nomadic lifestyle. 

No Ayren healer would ever accept compensation for her 
servictS; she would be dishonored if anything of value were 
offered. Although rivalries exist between clans, no healer 
would refUse to treat any free person in need, though emmies 
might receive less vigorous treatment than friends. Only 
Orcs and other unnatural creatures are considered beyond 
the pale. 

LADNOCA'S SONG 
Though Ayten culture prohibits the working of magic, 

these attentive female healers do wield a remarkable ability 
with music and verse which acts as potently as some minor 
spells. A!5 part of their medical training, Ayten maidens are 
taught the enchanting powers of ethereal song and music 
performed in praise of Lacinoca. Although no channeling 
process is at work, the comforting lyrics and hypnotic 
melodies created by these women serve to soothe the anxi­
etiu and <Judi the chronic pains that affiict those under their 
care. Whether by voice, sitar or lyre, their musical skill puts 
patients into a more relaxed frame of mind that may aid their 
recovery. If a successful Singing and or Play Instrument roll 
is made, the patient's healing rate increases by a % e<jual to 
the Pr stat bonus (MERP)/3x SD stat bonus (RMSS) of the 
smger. 

DEVELOPING AN A YTEN HEALER 
MERP: Ayten healers should be treated as Civilians 

(Prime Stat = Intelligence). Occupational skills 
include First Aid and Second Aid (Lore). Occupation­
rdated skills include Animal Healing (Lore), Cookery, 
Desert Lore (Lore) and Herb Lore (Lore). 

RMSS: Ayten healers should be treated as Laymen. 
Occupational skills include First Aid. Everyman skills 
include Animal Healing, Cookery, Diagnostics, 
Herb Lore and Second Aid. 

3.9.7 THE DANAK 
Quoth Findegil: In IIx (Ollm of his trawls IhrOllgh Sirayn, 
Hamm/ir Itlls of a Sfallmajo/k whoS( isolaua houS(ooMs n& IIx 
highland valts of IIx Yellow MOIIlllaim. TbrS( are the Danak, 
wbo.sr namr arrivesjrorn Dan KalU, mosl (mow/rra arno� rheir 
anmlors. Tbt DalUlk worship Ibtir jortbears as gods, ana btlinlt 
lbal lhty (an bt (aI/ttl Ilpon 10 aid rbt livi�. Abow all, the Sons of 
Dan va/ll( bamlony ana wrll-brin�in the woriJ, wilb Ibnr 
IIri,gbbors ana amo/� Ihtmsrlws. Ibis ovmmhing iaral is IIx 
wr/upring of Dall�k Imhmifl. 

Th� moS[ pot�nt healing among the Danak r�sides 
with the hakalluk (sing. bakalU), familial shamans who 
mediat� relations between the living and che dead, and 
who ovus�� all ritual life. Only the most serious iIln�sses 
or injuries are brought befor� the bakallllk, who must 
personally p�tition Dan Kala to intervene on behalf of the 
affiicted. Lesser maladies are referred to the palak (sing. 
fKlO, a tenn which refers not to a fonnal role but rather to 
anyone in a Danak village skilled in first aid, herb-

harvesting or the preparation of elixirs. Palak may be either 
male or female, whereas the bakallllk are exclusively male. 
Finally, there are the sakal/uk (sing. sakalli), solitary hennirs 
who, though skilled healers, are not always willing to make 
their gifts available to others--even th�ir own kinsfolk. 

Healing practices among the Danak arc indelibly linked to 
their theology. In the Elder Days, their eponymous ancestor, 
D5n, promised to deliver his people from shadow and 
despair to a land of peace. Though he died shonly after their 
arrival in the Yellow Mountains, D5n's heroic deeds on 
behalf of his people elevated him to the head of their 
ancestral pantheon, and all beneficial herbs and healing 
magics are ascribed to his influence. While hakalluk invoke 
Dan Kala when they heal, each extended family might also 
pray to some other revered ancestor for aid. 

Between the Mal/uk, the palak and the sakaIlul:, the Danak 
have access to a surprisingly sophisticated network of care. 
In addition to the resources available to combat physical 
problems, options exist for treating mental and spiritual 
affiictions. A series of wann, soothing hot springs are nesdcd 
in the higher peaks of the Yellow Mountains, and the Danak 
find that bathing in those mineral waters melts their troubles 
away. Moreover, many practice a fonn of meditation de­
signed to bring them more in tune with their divinized 
forebears. 

It is the philosophy of the Danak that all their people 
should have e<jual access to healing. Care is freely offered and 
shared across families and villages by the palak. Even those 
banish�d for criminal offenses would not be denied healing 
were it sought. The friendly and open demeanor of th� 
Danak also welcomes stranded travelers who might need 
assistance, and this help is offered willingly and without the 
expectation of compensation. H�kalluk also willingly work 
their powers on outsiders, unless they are obvious en�mies. 
(The exception to this pattern, of course, is the sakal/Ilk, who 
prefer to ignore everyone.) 

An Aylrn malriM' 
ins/nuls btr 
,wulbw in utchcr'!ft 



In spite of its ample resources, Danak healing is hindered 
by several limitations. Surgery is viewed as an abomination ' 
to the body, and maladies which might otherwise be cured 
through invasive procedures are allowed to run their course 
unhindered. Moreover, for some reason which is not under­
stood, neither the palak nor the bakaliNk have developed 
effective remedies for cardiovascular problems. and their 
infant mortality rate is unusually high. The Danak. react to 
these problems by maintaining their elaborate series of daily 
rituals involving dances and melodic chants. intended to 
keep the world in spiritual balance. 

HAKALO LlFEGlVlNG 
The Danak worldview of an intertwined cycle of life 

extends to their healing practices. which emphasize self­
sacrifice and dedication to the common good. This idea is 
manifest at a basic level in the willingness of all villages to 
share herbal remedies with residents and strangers alike. It 
reaches its ultimate expression in the form of a unique power 
practiced by the baka/lwk. allowing willing subjects to donate 
a portion of their life-force to aid those suffering &om grave 
illness or injury. Though the procedure itself is painless. 
donors suffer a peonanent reduction in their Constirution 
(GM's discretion)' 

The process may cure any acute illness or injury inflicted 
through non-magical means. The bakalM only invoke this 
enchantment on healthy and marure donors who understand 
the consequences of their decision. Among the Danak. this is 
rarely an issue. for donors accept that others in the village 
would quicklydo the same for them. Rumorof this lifegiving 
power has resulted in the mistaken belief that the sllkllllwk 
mystics possess the ability to reincarnate the dearly departed 
into other life foons. 

DEVELOPING A PAL 
MERP: PlllAk should be treated as Civilians (Prime Stat = 

lnruition). Occupational skills include First Aid and 
Herb Lore (Lore). Occupation-related skills include 
Midwifery (Lore). Second Aid (Lore) and either 
Animal Healing (Lore) or Disease Lore (Lore). 

RMSS: PalAk should be treated as Laymen. Occupational 
skills include First Aid and Herb Lore (Lore). 
Everyman skills include Diagnostics. Midwifery. 
Second Aid and either Animal Healing or Disease 
Lore (T echnical/T rade-Vocational). 

DEVELOPING A HAKALO 
MERP: Hakallwk should be treated as Animists. They may 

not learn Creations (Animist Base); insrcad. they have 
access to Nature's Ways (Ranger Base). 

RMSS: HakllliNk should be treated as Animists. 

3.10 TRADITIONS OF 
THE UTTER SOUTH 

Quoth Findegi1: I wst "UII" 5.n!lb" 10 rtju 10 IIll lAnas lbal 
lil bryolla lilt Ytllqw Mownlains (tbcugb, in jan, sOtnt oj lbe 
Ifllailions {(wmd hm find a romt IIlso bmlalh lbeir norlbward­
jating slopts)' Now in IMh Iht IIIna5 mkonrd as btlonging 10 tilt 
Ulltr S(tIIlh Of;lmd mwch Jarthtr lban Haullnair apprars to bavr 
jownuyla or bad knqwuJ,gt o1;jor EItsSllr,yowr il/ustriows jlllhtf, 
(/aimla 10 bavr SfljOOI in his \\I'imtltring dIIys wpon lAnds "wberf lbe 
slars 11ft strangr (LIR 1, p. 261)," lallas nqw swmUrrd from 1M 
main rOfllinmlll1 mass oj EnJor by olle oj lilt gnal "iUlur stas" oj 
which owr Ill1ril11l Nwmm6rliln anmlors broughl r7Orl. 1btsl 
r'lions art somllimu'rtjrff(d 10 co/l((li\·t/y liS "Morin6rt;" pwr­
porudly btcaust Ibty wm (and P(fbtlps slill arf) almosl mlif(/y 
aominaua by Mornaillni, Black Nwmm6rtllns. Bwl howrv(f yow 
may prtjtr 10 namt Ihmr, Ibm o:lrrmililS ao nol mIff inlo 
HIIUlllldir's rtStarrhts. 

III Hillfallair's JAy, lbe (OIIslal r'lions swrrowllding Iht Y(I/qw 
Mownlains wm lbe n(lIr(f bearllallds oj BlAck Nwmm6r(all 
powtr-AnblliwHhOr (Ciryalanor), Khtirllawnf (Hyamuslar). 
limralhtini (Mfrmor), Tllnlurak, and mallY ollxr lordships oj 
lqwal anliquily. &1 as I baw already pmmlld yowr nllljesly wilh 
lin lIit'llUfle aaownl oj lilt u((hmifl pradiud by lilt Killg's Mrn 
(Stdion 3.3.2), UI us Iwm rlllhtr 10 lilt iltaling Irllailions among 
IIx many Iribal propus oj Ibm jar lallas. 

3.10.1 THE ADENA 
Quoth Findegil Ha(fallair r70rls lbal lbe Aama art an 
Apysan!c propu wbo onginllily oUllpirJ lbe broad plAin oj ArllJrn, 
bwl Ibtlt Ibry /aru sprrad jar/lxr sowlb lind wrsl ailing IIx gr,al 
prninswlA wbirb owr (olonizjllg anaslors namrd Khtifllaunf (II 
namllbty also applira mort ('"Ully 10 Aradm i/$tif). In Ihis WIly, 
1M Adma calJl( 10 inbabil lbe jortSIS lind wulAnas oj Zimrlllhtini 
ana Elerna. Auording 10 IhriroWtl uglllas, il WIIS owl ojlhis ''TilJl( 
oj Travlls" Ibtlt lhrir aislillt/iw htilling tradilions Mugri 

Unlike other subject peoples of the Numenorean domin­
ions of the Utter South. the Adena retain a purely indigenous 
healing tradition, though their techniques have not remained 
unchanged by external pressure (first from Numenoreans 
and more recently the growing cults of Darkness). Many 
Adena healers entreat Raskara. the Dark One, not to inter­
fere with their rituals. but fewer ask for T eva-vel. the " All 
Being." to bring him into check. 

Religious authority and healing skills are the exclusive 
domain of the Vara-na. an order of animistic priests. though 
in fact the Vara-na display a mix ofknowledge and ignorance 
in matters of leech craft. Given time and the right resources. 
they can heal marly any physical disease or wound; yet in an 
emergency. where swift aerion is re(juired. they are often 
powerless. The Vara-na use local herbs, massage techniques 
and serpent venom to heal a great variety of wounds and 
diseases, but have virtually no knowledge of even basic first 
aid. By carefully governing the dosage of medicinal plants. 
the Vara-na can heal cuts and bruises, marly all bums, any 
broken or shattered bone. and stop the worst bleeding. They 
cannot preserve any of these herbs for more than a few days 



rfough, and so arc at the mercy of the seasons and luck when 
it comes to finding them. Advanced massage and meditation 
techniques help the Vara-na by greatly slowing down a 
patient's metabolism and inducing a more relaxed state. This 
allows more time for procuring necessary healing resources, 
hut these arc not muCh usc in dealing with very painful 
injuries. 

Adena religion and healing arts center upon the spirits of 
urth and water. These spirits arc thought to take fonn in the 
many serpents of Khiradune. Zimrathani and Elorna. In 
their role as keepers onore, the Vara-na tell that in the Time 
of Travels many of theif people fell sick from bad food. 
venomous serpents and noxious airs. AU those that fell sick 
. died within three days and no new children were born. 
During this time there were none among them skillro in 
leech craft. so a great multitude of serpents approached the 
Adena and sought to instruct them. Only a few could 
understand the serpent-speech (those who did became the 
first Vara-na} Eachserpent. bearing witness to the spirit that 
indwelt it, declared [0 me Adena that, if they heeded their 
words, their people would grow strong and multiply. The 
first of the snakes to speak was the ringed serpent (the spirit 
of healing and sickness} It taught the Van-na of the healing 
plants. the soothing arts and (most vital of all) of the healing 
venoms. (See below.) 

The Vara-na arc a woodland order that docs not enter 
cities. This has led many urban and rural Adena to forsake 
their ancestral leeches in favor of Drc! or Pel healers. Still. 
when someone contracts blood poisoning or a disease that 
ravages an org;l.n, many make the long journey to the forest 
shrines of their native faith. Non-Adena can expect little 
sympathy from the Vara-na unless they are friends or ofter 
to perfonn some service. The Vara-na have little nero for 
coins or other goods. all being provided for them by 
followers of the faith. In some towns or cities (particularly 
the more southerly ones of Zimrathani and Drel) it is 
poS5ible to find a renegade Vara-na willing to perfonn 
"om"j\l<l rites for a fee. However. without the aid of other 
Vara-na and several special herbs from the more northerly 
wilderness, the chances of surviving the ritual are reduced. 

NOMNIVA VENOMS 
By far the most imporunr factor in Adena healing tech­

niques, in both spiritual and practical tenns, arc the nom"iw 
or healing venoms obtained trom the snakes of the Adena 
Imds. After having brought about through complex rituals 
a deep meditative state in their patienes. the Vara-na induce 
a snake to inject a long stream of poison into an affiictro 
person's bloodstre:un. Continued repetition of the ritual. 
converts the venom inro a healing serum of the same nature 
as the poison. (For example. the nerve-destroying poison of 
the Sflrpi snake. when transfonned by the nomniw ritual, heals 
nerves.) With the help of the nomniWl, me Vara-na can heal 
virtually any organ. nerve. muscle damagt: or blood poison­
ing. The ritual is successful roughly 90% of the time (the 
skill of the Vara-na. the severity of the wound and the agt: of 
the snak� all play a rol� � while the unlucky die a horrible 
death (claimed as the ringed serpent' s du�, say the Vara-na). 

NOMNIVA. RITUAL 
STATIC MANEUVER TABLE (1G) 

J..c.p Uu.n -25 (Blunder): Tht ritual goes horribly wrong. 1"lK 
puitnl diu ovno W nut 3 houn in u'eruduing agony. The Iud 
V ua-na dia irTUm<fiatdy, due to tlK Vt:noTn bdng transfem:d to his 
sy.lnn.. All usining Vara-na m\l$t make an RR vs poison or S\Iffa 
th� eff�cu of u,., ...,nom. 

-25 to 04 (Absolutt; Failurt;): The ritw.1 goes badly wrong. The 
patient dies 0",. tN: nut 3 houn in u,"utiating agony. The Iud 
Vara-n.;a must make an RR vs poison Or die from W venom; all 
participating V;l.ra-n.;a m\l$l make RRs at +30 \OS poison or � 
similarly affected. 

05 to 75 (FailuN:): The ritu.al fails. The pati�nt dies swiftly from 
me, venom. 

CUM 66 (Unusw.l EVt:nt): N f'C'r "Partial Sueetu." The mind of 
the serpt"nt comu in conuel with thaI of the Iud Vara-na, whOJt 
body takes on ;l.n asp«t of the snake (e.g., their hand becomes 
scaly).) 

76 to 90 (Partial Success): Partially Ir:r.nsfonmd into healing 
serum,lhe venom mlUt make an RR at -50 vs the disease or wound 
(GM's discretion). If the RR faib, Ihe patient dies. 

CUM 100 (UnlUual Succus): The rilual is successful. The minds 
of w serpent and patienl come inlO dose conlOlCI. The snake now 
acu as the palienl's familiar.] 

91 10 I 10 (Ncar Sucau): The Vt:nom is partially transformed 10 
healing serum, and Ihe patienl m\l$t make an RR vs the lurl of the 
disux or W WO\Ind (GM's discn1ion). TouI lc",i of all Van-na 
in¥o]wd in Ihe ce�mony �comu a bonus 10 thc patient's RR. If 
u,., RR is s\l(e�ful, lhe: palienl is CUM 

I I  J to J 75 (Sucau): The .. enom is transformed 10 h�alingscrulTL 
The pali�nl is cured. 

GN:attt Uu.n 17 5 (Absolute Success): The: vmom is lran.sfonncd 
10 he:aling srrulTL The palient is curc<l. All participating Var:r.-na 
gain a f'C'rmancnt +JO 10 JXrfonning the ritual for this type of 
wound Or disc� again. 

Modifications: 
+ Iud Vara-na's bonus in "orrmi"- ritual skill. 
+ 1/5th fifih of other Van-na's " .... n;"- ritual skill. 
+ 2� level of snake's venom. 
- 2� ICI'<:'I of diJe:ue or wound (GM's discrelion). 
RMSS .kilJ Cal2gory: Self Control (Em} 

DEVELOPING A VARA-NA 
Vara-na should be treated as Animists; however. their 

base spdl lists differ trom standard Animists. and they have 
access to the "OOIniw ritual skill. 
MERP: Vara-na base lists include Direct Channeling. 

Animal Mastery. Plant Mastery, Purifications, Cre­
ations, Nature's Guises (Ranger Base). Path Mastery 
(Ranger Base) and Fo�st Perceptions (as Essence 
Perceptions. bur only functions in woodlands or jungle). 

RMSS: Vara-na base lists include Animal Mastery, Herb 
Mastery. NatuN:'s Lore, Nature's Movement/Senses, 
Nature's Protection and Plant Mastery. Access to 
Sn;l.ke Summons (as Summons Cleric Base, but only 
effective for snakes). Path Masury (Ranger Base) and 
Forest Perceptions (as Essence Perceptions. but only 
functions in woodlands or jungle) as closed Channd­
ing lists. No access to Bone Law, Blood Law, Muscle 
Law. Nerve Law or Organ Law. 



3.10.2 THE SEDER! 
Quoth FindegiI: TIt Stkri area tribal pmpu oj Kirani cngin 
who wilmur 1M piains, amfts and fUlled /cwiamu oj Kbaradimi, 
Zimrilllxini lind Itmas soutb oj rhi Ye/Iew Moun/aim. H{l(randir 
rtports lixlllbtir namturiwsJrom sedu, a thick, minly pam which 
Ibis ililllTanrjo/k relilS upon Jor sus/manu. Among Ibt propln oj 
Ibt VII!r SOldh, the Stkri aTt distinlHisbtJ Jar Josrtring an ordtr 
oj warriors wbo figbt witbout wcapolU. Ikir nlnl1inganJ martial 
prowtu art rmown,J. 

Unlike the Adena, whose Vara-na act as loremasters, 
priests and healers, no one group among the Sederi special­
izes in leechcraft. Sederi healing traditions derive nom many 
sources. They share much the same herblore with the Adena. 
while other techm'lues have bun borrowed ITom the Orcl 
and Pel, or derive from their Kirani roots. These many 
sources have combined with nativ� �d�ri courag�, hardin�ss 
and factionalism to create a unique and varied h�aling 
tradition. 

The Sederi revere the serpents of the Adena alongside 
family spirits similar [0 those of the Dre! and Pel. The 
Sederi's primary divinity is Ascuru Huclari, god of struggles. 
His �mbodiment of perseverance through pain and injury 
has played a significant role in the developm�nt of 5r;d�ri 
valu�s. Ancient myth has it that Ascuru Hudari had two 
wiv�s, Cubuwa and Casu-sadu, who quarre!�d constantly 
over which of th�m Ascuru Hudari lov�d most. Ascuru said 
that he loved neitherof them yet, but would lov� b�st the one 
that gave him the strongest and hardiest children. From 
Ascuru's wives came the two tribes of the 5r;d�ri. Each 
struggles to be the strongest and hardiest so that Ascuru 
Hudari will favor them and their mother. 

Each individual among th� S�d�ri is expected to master 
lore and practices to aid him in his lif�. Virtually all Sederi 
know how to treat minor wounds and possess some herblore. 
In addition, within each clan there is at least one person who 
manifests a special aptitude for healing. These individuals 
can come from any profession and may be male or female. 
They do not give up their vocation, but t�nd to spend more 
time around the campsite than usual. These-are-given the- title 
of kllSIlJari, and their pre-sence testifies to Ascuru Hudari's 
favor. 

KasllJari do not usually have- acce-ss to magic, though some­
who have- frie-ndly contact with the- Vara-na occasionally 
leam he-rbal enchantments. Unlike the Vara-na, who rely 
solely on herblore, many kllsaJari practice fairly sophisticate-d 
surgery. Though skill varie-s from individual to individual. 
most kllsaJari can set badly broken (though not shane-re-d) 
bones, prevent infection and staunch all but the worse 
bleeding. Muscles, tendons and cartilage provide greate-r 
challenges, and with such injures the wounded must often 
s�ek out the skills of another clan's kasaJari. This, however, 
is undertaken only as a last resort, since kasaJari always 
demand compensation ITom members of other clans (and 
acknowledging that one's own kasaJari is not as skillful as 
another is a slight which few Sederi can bring themselves to 
utter). 

The martial virtues and hard life-style- of the Sederi leave 
no room for the weak or sickly. Malfonned or ill-favored 
infants are- usually exposed at birth, left on a hillside for 
Ascuru Hudari to nurture- or ignou as he pleases. Childhood 
illnesses are thought to wee-d out the- unfit, and so are left [0 
run their course. This custom has left a conside-rable gap in 
Seder! lee-chcraft, which rarely displays a com pre-hension of 
dise-ase. Most often, an ailing Se-deri avails himself of self­
healing. entering a tent full of scente-d wood-smoke, where he 
endeavors to purge the illness through nas meditation. (See 
below.) Similarly, mental illnesses or spiritual maladies are 
oft�n thought to be merely a lack of sufficienf will. Those­
with such maladie-s must seek out other me-ans of aid. 

NAS MEDITATION 
Regardless of their injury or ailment, Sede-ri may see-k 

he-aling through a meditative state- known as nas, named after 
the legendary kllSllJari reputed to have been capable of healing 
any wound or disease. Ascuru Hudari took Nas as his spear­
bearer, and the- 5r;d�ri believe that her spirit enters them 
whenever the-y succe-ssfUlly �nter the meditative state. In­
duced by cerrain Adena relaxation techniques and matche-d 
by Sederi will to live, rillS, when perfonned succe-ssfuIJy (the 
smoke from certain woods can aid in this) may triple the 
natural re-cupe-rative powers of the medicant. Non-Sederi 
find this state ve-ry difficult to achieve. 

NAS MEDITATION 
STATIC MANEUVER TABLE (PR) 

Less than -25 (Bluml�r): Instead o(increasing the healing powero( 
the body, you reverse it. The disease/injury now rons JK as (ast �nd 
is 3x as severe. 

-25 [0 04 (Absolu[e Failure): Your healing system shuu down. 
The disease/wound now rons its coune unchecked. 

05 to 75 (F�ilurc): The medit::lrion (�iJs. The healing system is 
unaffuud. 

[UM 66 (Unusu.o.l Evcnt):You success(ully tap into your inner 
strength, but your huling system is unaffected. Instud, you gct �n 
increase roJ[ (or a stat o( your choice. (Any roll that results in a 
reduCiion o( � sUt should be re-rolled.) You may try to mediute 
again.] 

76 to 90 (pan:ial Success): Your healing system is strengthened by 
". 

[UM 100 (Unusu.o.l Success): The meditation was success(uL Not 
only is the disease/injury completely cured, but you al'1' immune [0 
all similar discaJu (though not wounds) (or 1 yur.] 

91 [0 110 (Near Success): Your healing system is strengthened by 
If.t. You mlIy try to medin!e ag�in. 

I I I to 175 (Success): The strength o( your h.�ling system i. 
doubled. 

Greater than 175 (Absolute Success): The strength o( your htaling 
syStem is tripled. 

Modifications: 
+ II/lJ meditation bonus. 
+30 10 -70 (or situation (e.g., +30 (or quiet room with scented 

smoke to -70 (or being in the middle o( a dangerous swamp 
being �st(r.d by iosuu). 

RM5SSkill Gtagory: ScI(Control {Prj 



DEVELOPING A KASADARI 
KAsaa,ri do nOf fonn a separate chanctrr class. All Sederi 

fuve access (0 the nas meditative skill. 

MERP: To be a �asaJari, characters must spend 2 
background options. This gives [hem + I 0 to all 
healing skills, including hnblorc relating to healing. 

RMSS: To be a kasaJari, characters must spend 2 back­
ground options (or 13 talent points). This gives chern 
+10 fO all hCOlling skills, including herblore rdarlng to 
healing. 

3.10.3 THE DREL 
Quoth Findegil: Drd is 1« prt-NNmmorran namtJM IMgrrll1 
bay oj Zinmub.ini and ,« iJmJs swrrgwnJing il III ,« S(1Wlbwtsl. 
Fqwr Apysani( tribu, btan'ng rhis llanl(, llIbab;1 lIN rtgion. mgh 
"Jjl�'<lgc ptopu. rlx IndxraJI oJ'lx Drri "mply rifltm mil/nll'lia oj 
Nllmmortlln inj1wmu, "rying as il J()(J NfO" (oslmsibly) ralional 
knowuJgt IInJ 1M r!julien oj llIpmliliqn. Drrl lurhtry, bowtwr, 
as wilh /Ill asptw oj Ibn, /(I(t, is mmrshtJ wilbin a rigiJ anJ 
fXf/NJionary (tutf systffl1 (impi,tJ, no JONb" by ,be rtgrmabk 
Itgary oj ,bt King'l Mm), making it a tangkJ Jktin inJuJ. 

Proftssion.al hC'alC'rs among thC' Drd fonn .a sdC'ct group 
known as thC' D.asic, derivC'd almost u:dusivdy ITom onC' of 
seven u:tC'ndc-d f.amiliC's. ThC' f.amilial b.asisof thC' Dasicstems 
ITom thC'ir belief that anceSlors indwC'1I their dC'scmci.ants, 
thus enabling thC' rransmission of knowledge and wisdom 
ITomonC' gC'nC'ration to thC' nC'xt. Notwithstanding this, some 
Drd from outsidC' thC' sC'vm families do join thC' Dasic. ThosC' 
who dC'sire to bC'come hC'a[C'rs may seek to lC'am ITom non­
Drel or, morC' rardy, may be adoptC'd into onC' of the sC'vC'n 
families. This adoption only occurs if [he familial priestess 
confirms the candidatC' as a /a,tvO or "wrong child" (mC'.aning 
that the individual was born into thC' wrong family)' 

The srrC'ngth of thC' Dasic liC's in accum�latC'd knowledgC' 
;md skillC'd teaching. An avC'ragC' Dasic huler can fC'tum any 
brokC"n limb or d.amagC'd joint to functionality (though 
usually with somC' pe-nnanC'nt rC'strierion of movemC'nt), 
staunch extC'mal wounds and prC'vC'nt infection. Basicsurgcry 
also lies within thC' grasp of most Dasic. The Dasic maintain 
many practias uniguC' among the cultures of the Utter 
South, such as surilizing mC'dical instruments. ensuring 
general duniinC'ss, and carC'ful storage and preparation of 
food. OnC'n this is juSl a ma[(C'r of tradition. but a few Duic 
undC'rstand that "unseC'n infection" is to blame for lTUfly 
illne.ucs. 

The rreatmC'nt and prC'vC'ntion of disC'ase is the focal point 
ofDasic leC'chcr.aft ( though they arc often be[(tr atdiagnosC's 
than at cures). MC'nul illness is usually thought to be thC' 
symprom of an imbalance in bodily fluids; bleeding and 
purging arC' the usual methods for treating such individuals. 
ThC' levd of sucass in such trutment is difficult to deter­
mine. 

The major hC'rM of Drd arc known to .and US«! by thC' 
Dasic, but fC'w know how to hnd them in thC' wild or how to 
vary dosage for desired C'ffect. HC'ros arc usually procurC'd 
through trade with the Sederi, the Dark ElvC's. or (more 
rarely) the Adena or Chaialla. Minerals obtainC'd from the 
Dwarves of thC' Yellow Mounuins arc also used to crutC' 
compounds designC'd to alleviate uncomfortable, and somC' 
potC'ntially fatal. ailmC'nts such as food poisoning. urinary 
and fungal infections. Still, the Dasic rely primarily on 
lTUflual skills, rather than herbs or magic. This mC'ans that 
thC'y seldom find thcmselvC's at a loss due to season or luck. 
but they often cannot hC'al patiC'nts as fast or as completdy 
as othC'r leechC's of thC' Southl.ands. 

The Drd castC' system ensures that thC' D:uic arC" a 
privileged and unchallengC'd group, and the atTogancC' of thl" 
Dasic toward thC'ir infC'riors is rC'nownC'd. For many decades 
now the healing lore of th� Dasic has stagnated into stricr 
adhC'rC'nce to age-old principlC'S. Argument and dC'bate" exists 
within the Dasic class (as it doC's at all levels ofDrel sociC'ty). 
but such disputation cC'ntC'rs around deuils and semantics. 
rather than thC' C'Xploration of new idus or the guC'stioning 
of C'Xisting be:lief.s. EvC'ry so often. a Duic doC's rise to 
challC'nge some of thC' morC' obviously inC'ffectivC' orobsolC't� 
practicC's; when this happe-ns. the seven families close ranks 
and the h�r�tic is C'xiled ITom Drel lands. Such individu.a.ls 
may be: found in citiC's throughout thC' Utter South. 

The Dasic afC' not the sole sourcC' ofhuling among the 
Ore!' Farmers and practieionC'r5 of other banausic profC's­
sions arc often adept at relieving sorC' muscles. sprainC'd joints 
and minor ailmC'nu. Warriors can staunch wounds. splint 
bones and pc-rform othC'r simplC' t�chnigucs. Familial priC'st­
C'S$C'S arc also sometimC's vemd in healing magic. often 
be:seC'ching ancestral spirits to purgC' an illness. Upon occa­
sion, this practicC' has s�emingly brought about miraculous 
fC'sults, but usually its C'ffeC[ivenC'ss is minimal. Such mC'th­
ods arc frowned upon by thr D.asic, but most Drd tum to 
thC'ir priestessC's first. 

DEVELOPING A DASIC 
MERP: DlJif should be: treated as Civilians (prime Stat = 

IntelligC'ncC'). Occupational skills include Disuse LofC' 
(Lore � First Aid and Second Aid (LorC'). Occupation­
rdated skills include Apothec.ary (LofC'). Cookery and 
Surgery (LorC'). 

RMSS: [).ui( should be: maud .as L.aymC'n. They must 
chosC' the Doctor training package. Occupational skills 
includC' Diagnostics .and Dise.asC' Lore (LorC'-T echni­
cal). EvC'ryman skills include Alchemy. First Aid, 
Second Aid and SurgC'f)'. 



A S,kri 
",tJitll"t "",.bllts 
IN tllmly withi" 

DEVELOPING A DREL PRlESTESS 
MERP: Drel priestesses should usually be treated as 

Bards, though other professions are open to them 
(without base lists). Both Channeling and Essence lists 
may be learned [0 3'" level. Secondary skills may be 
transferrtd at a 1 :  1 ratio. (See Section 24.0 of 2nJ 
£1il;on MERP.) 

RMSS: Drel priestesses should usually be treated as 
Sorcerers, though other professions are open to them 
(without base lists). Both Channeling and Essence lists 
may be learned to 3'" level. An additional appropriate 
Everyman skill may also be chosen. 

3.10.4 THE PEL 
Quoth Findegil: k thtir name suggcm, 1M jour lribes of pt! 
<1ft kinsjo/J: 10 1M lktl, from wJxm (OnjlJmry IMy srpar<lt(J 
thtmsrlvrs in 11K roum of Ihtir <lnriml WIInurings. As wilh 1M 
Drr� 1M {'Usloms anJ /ifrways of 1M Prl haw btm profounJIy 
injlumftJ by Ibr Itgary oj the King's Mm (anJ nol alWilYs in Ibr 
noblest oj Jirulions, as is borne oul by l/xir lolerant( oj lilt 
inslilulion oj s!.tvrry). In HatranJir's .w.y, a B!.trk Nummcrran 
oligarrhy sliU n4ItJ ovtr Ihm In'btsjrom Ibtir havm oj Arpt� lhe 
!.trgrsl city oj sOUlhwtJIrm MiJJk-rMtb. nis cosmopolilan mvi· 
ronmml5ffwJ, III kasl, lo wtan 1M p,l aWllyjrom IIx (lIsl( sysltTtI 
oj Ibtir Drrl (ousins anJ, in ln4rb, sl/mulalrJ 1M tTtIrrgmfl oj by 

j<lr lilt most JivffSr Ixa/ing IraJilion oj 1M Utttr Soulb. 

Having borrowed herblore nom the Adena, meditation 
nom the Sederi, and technique /Tom the Drel, the Pel have 
fonned their own unique blend of healing arts. Pel healers 
may be found all over southwestern Middle-earth. Many 
seek to gather all the leech-lore its peoples have to offer (and 
more than a few have lost their lives in such a search). Healing 
magic is virrually unknown among the Pel, though it features 
prominently in their legends and myths. A few mystics from 

the wilder regions claim the power to wield restorative 
enchantments, but such individuals are seldom to be found. 
The Pel also believe that magic-use places its bendlciary 
forever at the mercy of its wielder. and so is to be avoided. 

Pel leecheraft centers on the theory that illnesses are 
caused by spirits which must be exorcised or placated in 
order for htalth to be restored. Each type of illness-spirit 
requires a diffuent means of dislodgment; and since these 
spirits are supposed to be capable. through experience. of 
resisting familiar curatives, new methods must always be 
devdoped to combat sickness. In spite of its impetus towards 
experimentation and innovation. this theory leaves some­
thing to be desired in the way of treatment. Since each 
symptom is presumed to originate in a separate illness-spirit 
(rather than as part of a larger ailment), each must be dealt 
with separately. 

The city of Arpel houses no less than four healing 
academies known as the rayahttjinji (as well as a myriad of 
independent practitioners) whose research and practices are 
premised on this theory. Three of the four rllyahttjinji are 
sponsored by prominent Pd families; the fourth is patron­
ized by the Black Numenorean lord of the region. Each of the 
four rayahttjinji instructs students in similar lore and tech­
niques. but embraces a distinctive philosophy. 

First and stCondaid. and simple surgery. make up the bulk 
of Pel leecheraft. All students who emerge from the rayahttjinji 
learn the arts of binding wounds and setting bones (though 
joints remain a mystery). While not as skilled as the Drel 
Dasic in mending such injuries. the Pd are competent and 
knowledgeable enough to prevent infection from setting in. 
Herbs also play their part in rayabajinji tradition; but, like the 
Dasic, few Pd have accurate knowledge of their procurement 
or preparation. (Herbs are usually acquired from Dark Elves 
or the Sederi.) Despite their awareness ofDasic mineral.us;e 
in the manufacture of beneficial compounds, Pel healers have 
yet to discover their recipes. The Pd do, however. mix many 
herbal remedies of their own which are nearly as effective. 
Meditation completes the range of rayahajinji practices, espe­
cially as an aid to recuperation or the alleviation of pain in 
chronic maladies. 

THE RAYAHAJINJI 
In addition to the common skills they impart to their 

students, each of the four rllyabajinji has its own particular 
specialties in which its members excel. 

The Rayahajinji-ya-Tumbo specializes in midwifery and 
childhood illnesses. It also teaches a special mediration 
technique called ajinfl, which ( they say) puts the healer in 
touch with the patient's pain, facilitating more accurate 
diagnosis. The other rayahajinji ridicule ajintl as an elaborate 
hoax. 

As the tool of its Black Numenorean overlord, the 
Rayahajinji-ya-Arthrazoc trains its students primarily as 
battiefidd medics. Brutal wounds, broken bones and fatigue 
are the primary care of this school. in addition to veterinary 
medicine for horses. This particular fcarure of the Rayahajinji­
ya-Arthrazoc's training is a source of constant amusement to 
the other rayahajinji (who regard the treatment of animals as 



lomerhing btnuth their station)' Most students complne 
their tr.Iining by looking after their btnefactor's standing 
anny, though (much to his angtt) some graduates have gone 
to StrVe riva.l Black Numen6rtan lormhips. 

The Rayahajinji-ya-Y av is the only group in southwtSrttn 
Middle-eanh that crafts artificial limbs and aim for the 
aippltd or maimed. (Whether ffom binh or due to accidmt. 
a fair numbtr of Pel have come to need mese strvices.) The 
�yahaiinji-ya-Yav rtaches its students ro bt humble and 
counrous to all clients (though this doesn't txtend to 
srudents of rival ra)'Mjlnjl'). and this civility has made them 
one of the most popular huling groups among common Pd. 
The Rayahajinji-ya-Yav also have discovtred an herbal 
compound that an speed the recovery of even severe ntrve 
damage fourfold. The recipt for this mixture is only known 
to the masters of the academy, who provide it exclusively to 
theit graduates. 

The noble Pel family of Oilti sponsors the fourth rayabajinji, 
which specializes in menul disorders and thr rnhanccment 
of mental prowess. The Rayahajinji-ya-Oilti is also associ­
ated with the Servanu of the Rtal Fire, a dualistic creed 
which has gained many adherents in the lands of the Utter 
South in recent years. Its advocates teach that madness can 
only bt cu«:d when the two flames of mind and soul a«: in 
hannony. This idtal is achieved through various acts of self­
rcsttaint. such as going without food for days, endurance of 
pain or regulating the air within the body. In spite of censure 
ffom the other academies, the Rayahajinji-ya-Oilti have 
occa.sionally worked mirilcles with mentally impaired or ill 
p'uients. 

DEVELOPING A 1U Y AHAJINJI HEALER 
MERP: Pel healtrs should bt treated as Civilians (Prime 

Stat = Intelligence). Occupational skills arc based on 
the individual's ra)'Njinji or teacher. Occupation­
related skills include First Aid, Herb Lore (Lore), 
Meditation and Second Aid (Lore). 

RMSS: Pel healers should be treated as Laymen. They 
must chose me Doctor trilining package. Occupational 
skills are based on the individual's rtlyaNjinji or teacher. 
Everyman skills include Diagnostics, Firsr Aid, Herb 
Lore. Meditation and Second Aid. 

3.10.5 THE MOMAKANI 
Quoth Fmdegil: &sl known III us tlm0ttf IIx ram ofllx Uller 
�Ib in IlKn Iljttr-uys tlrt IlK MNmakanl, .lUi to Ibt prominml 
P"rt Ibty pi.tyd in IlK Bill/It of IlK PtltnnOT FitlJs--4"" in till of 
IlK 1)",1 lArJ's Wtlrs againsl us In IlK i.tlleryttlfJ of IlK tI§. IDtst 
PNPIt art narruJlljtff IlK mumakil, IlK gWll llIsktJ btasls upon 
wbi,b Ibty rilk inlo Hllit. HlllranJir UpllrtS lbal lix MNrna.Uni 
art II barbarit lribal folk wbo btra Ibm gWII SIUJs /UfOSS broaJ 
pwins IMl martb llpon tlK l/I\YS of Jark jun,glts, ana tNt tbty #xIw 
tvtr bttn subjttl lO lIN Sba4w ami ilS minions. 

The mundane healing ans found among the Mumakani 
arc largely the province of midwivC$ called mIlJkn·/ (sing. 
muskJIr) and (mostly male) herbalisu C;l.lIed ganl:tlnni/ (sing. 
gankJIna). Both of these sptcialists ;l.lso--in fact, primarily­
t�nd to the needs of their mNmak-herds, leaving ordinary 
tribesfolk to their own devices. Consequently, most 
Mlimakani possess a basic knowledge of dealing with cuts, 
abrasions and broken bones, as well as a keen eye foravoiding 
the common animal and plant poisons of the region. Muskril 
and gankilnni/ alike have access to local herbs (their stores 
deptndent upon their individual status) and possibly to 
others imponed or taken from raim upon neighboring lands. 

While not common, several Qunneling professionals 
with access to healing magic may bt found with some 
regubrity anlOng the Mumakani tribts (usually in leadership 
roles ). Tradition draws distinctions among bagril or priests 
(sing . .b.zgar). anN IOri! (sing. tlnN I&r}--which include both 
shamans and healers propcr--and an order of holy warriors 
known as the lorllmril (sing. wntmar)' HtWi� anN IOri! and 
roramnt though ;l.lmO$t all followers of the Cult of Melkor 
(which has btcome deeply intenwined with MUmakani 
lifeways). arc nevertheless likely to be conversant in healing 
magic common to their professions (Closed Channeling. 
Healer or P;l.ladin lisu ;l.$ ilppropriate. usually to 10th level). 
Due to the dark n;l.ture of the Mumakani. however, convinc­
ing any of them to tteatoutsiders is often difficult (or costiy. 
and often not in coin--would you care to shovel mwmak 
dung?). 

GANIK AM H<'JLG 
Many native medicines are prepared from mW1/lIIk prod­

ucts--milk, intem31 ;l.nd reproductive organs, bones and 
tusks. The ivory of these bt.asts. valued by nearly all cultures, 
has a special significance for the Mumakani. who apply it to 
their leechery in a powdered form mixed with fermented 
milk (and offen blood). This concoction, calledganik am.bO� 
is drunk at some of their most imponantreligious occasions, 
including cardinal days. coming-of-;l.ge ceremonies. wed­
dings, and ordinations of chieftains. Canik tim .bOg an have a 
ptrmanent effect on a variety of glanm in the body. The 
glanm affected vary due to the mental state of the totktr, 
which in tum is inductd by the particular ritual ptrtormed.. 



A Mum ... "llIi .. 1I 
witcb-doctor 

frightnrl .. _y 
m .. lnoolnrl spirits 

Effects nearly always include an apparent increase in 
fertility and sexual drive. Other common effects may 
be ageneral incre3Sr in adrenaline( + 3 Ag(MERP)/ 
+ I Qu (RMSS) srat bonus), a increase in strrngth 
(+3 St(MERP)/+ I St (RMSS) stat bonus) or an 
increased resistance to disease and poison (+ IO 
to RRs). However, beneficial effects can often be 
accompanied by a slight decrease in independent 
thought and empathy for others (-3 Pr (MERP)/­
I Pr and/or Em (RMSS). This is panicularly the case 
in rituals heavily influenced by me Cult of Melkor. 

DEVELOPING A CANKANA 
MERP: Cankanni/ should be treated as Civilians (Prime 

Stat = Intelligence). Occupational skills include 
Herb Lore. Occupation-related skills include First 
Aid, Honiculture (Lore), Animal Healing (Lore), 
Plant Lore (Lore) and Poison Lore (Lore). Any 
Mtimakani who takes 5 ranks in an herb-related skill 
may transfer DPs to appropriate healing skills at half 
the noonal cost. (See Section 24.0 of 2nd EJilion 
MERP.) 

RMSS: Cank�nllil should be treated as Laymen. They must 
chose the Herbalist training package. Occupational 
skills include Herb Lore and Animal Healing. 
Everyman skills include Diagnostics, First Aid, Prepare 
Herbs, Flora Lore and Poison Lore. 

3.10.6 THE KIRANI 
Quoth Findegil: Tht d..rk-skirmrd Kirani art 1M only Mnr 
aparl from olmtl�'rs kllowlI 10 ballr mjoyrd clost �nd rnduring 
rrlations will, an Elvrn folk-not Imltrd onr oj tbt EiJarin 
kindrrds, bur Immor/a/s nMrlbtlm. Thsr arr tM Klnn-lal, ont oj 
tlx Avarin Irib(S thai ba .. nl lbt jungllS oj Ibt Ulltr SOIllh. "Ilm<gh 
wild and Iln/tamed by the slanJ..rds oj the Elws oj 1M Wrsl, 1M 
Kinn-lai bifrirndtd the Kirllni in IlKir youtb, rnnoblinglbemorlilis 
lI{(ording 10 IMr mras .. rt. S .. bsrqllml (Onlall will, OIIr own 
jou/xars forlMr rnn·(btd Ibt lort and skills oj the Kirani, lbowgh 
Ibry wrrr stlttlivt III Ibriradopllon ojOlbtr Mannish ways, tfllsling 
rlllMr 10 1M' AI'arin lits. 

Tht SIIg<Uily oj Ibt Kirani strved Ihrm W(II during lbe Dark 
Y'lIfS oj IIx Srcond Agl. Thtir rrpwblic lTIIrrgtd from 1M IISbtS oj 
Numrnor's rmpiu inlllCl and indrpmdrnl, �nd wml on 10 mum, 
ils rQIr as ont oj ,''' grtal f1Jfffanlilt powtrs oj IIx SOIIlb. In 
Harrandir's Jay, IIx Kir�ni slil/ rnttinlaimd jrti{llrnl dtalings will, 
lhe Kinn-lai, lind II is from Ibis il1lmoursl lhill IIx dis/inclion oj 
Ibrir «aling Iradilion dtrivts. 

The wann and humid lands of the Mumakan arc ripe with 
both diseases and herbs to count«act them. The rain forests 
surrounding Koros Bay are a veritable treasure-house of 
Yavanna's blessings. The Kirani republic maintains an abun­
dant store of herbal remedies for its substantial fleet as well 
as its land forces. Pannerships maintained jointly by Kirani 
and Kinn-lai healers subsidize training in first aid to selected 
members of me troops. The ownership and transference of 
many herbal medicines is limited by license. for many herbs 
arc dangerous when misused. and poison is an all too 
common weapon in th� surrounding lands. Sadly, organized 
pilferage on the docks is also endemic to the region. 

Perhaps the most !;ommon working arrangement between 
Kinn�lai and Kirani healers is the familial partnership. This 
is a contractual agreement between two families--one of a 
Kinn-lai healer, the other of their Kirani partner. The Elf. 
being ess�ntially immortal, provides stability. continuity and 
a wealth of experience to the undertaking; whereas the Kirani 
brings the boundless energy and fresh ideas of youth. 
Children assist their parents if they have an aptitude for, and 
interest in, the healing arts. As they reach maturity. they are 
eimer set up in a practice of their own or assume their 
parent's place. Contractual arrangements to buy out the 
surviving family member's interest in a business are common, 
provided none of them are willing and able to take an active 
part in the practice. 



Av;uin-as.sisted Ittchery amongtht Kirani tmphasizts tht 
skills of tht physic and apothtcary. Though nimblt in hand 
and sufficie:ntly vust<! in anatomical knowltdge:, the: Kinn­
rai shy away from invasive: surgery. chiefly because: mtir own 
meditative disciplines att potent enough to induce: sdf­
healing in most instances. Some Kirani h:l.ve: incorpor:lud 
Avarin htaling rranct into their own leech-lore. though their 
mastery of it is nowhere ntarly as great as the skill of their 
Elven teachers. Compmsation for Kirani healing services is 
always handled through monetary mediulTU. 

KIRAN! MUD BATHS 
The Kirani put great faith in the rejuvenuive poWtrs of 

herbal mud baths at St"vtral key sites in tht nonhwtsfof thtir 
l:l.nd. Volcanic activity dttp btlow the eanh huts under­
ground springs. whost waters rise to fonn sttamy pools rich 
with minerals. Mud from these pools is plactd in largt rubs 
and appropriate herbs are added, after which the: patitnr 
soaks his body in the:m. Those with a varie:ty of ailme:nts, 
including respir:ltory dist:l.sts and arthritic aches find rdief 
at IDtse: sites. reducing the pennanent effects of disease, 
hertditary conditions. wounds. poor diet or illness by 40%-
100% for 10-100 days. Mud baths also increase Constitu­
tion by 1-10 points for 3-30 days. 

DEVELOPING A IURANI HEALER 
MERP: Kirani htalers should bt treated as Civilians 

(Prime: Stat = Intelligence). Occupational skills 
include Physic. Meditation and Apothecary. Occupa­
tion-rdated skills include First Aid, Singing and Htrb 
Lore. 

RMSS: Kirani healers should be treated as Laymen. They 
must chose the Doctor training p .. ckage. Occupational 
skills include Physic. Meditation and Apothecary. 
Everyman skills include First Aid. Singing and Herb 
Lore. 

3.10.7 THE HATHORIANS 
Quoth Findegil: HarranJir rrporlS lhal among IIx many 
sirangt anJ lXOli( propks oj IlK Utur SlnIlb, nonr sum mot? 0111 
of p!.ur in IMr mvirons lhan IIx jolk of Halbor. Ibis !.md of larwkJ 
pmgk laits ilS nanltjrom ilsl"IIfJian spiril, Halber, a bcirwwbom 
Halfllfulir btb'tws 10 bt a Mala of Tuiltas' ptopk. Ibis may "'fU 
br btfin>tJ,jor IIx pcopft of lhal larul nc«i il1 r71#Irtial sports and 
",rna oj pbysicaI prowNS. &'1 il is IIx appcaranrt of IIx Halborians 
lhal mOSt arotl.stS IIx wotuUr of visilOTSJrom IIx Nor/b,jor Ibryart 

jair�hairtd and jair�skil1n'J.-..as li�t 10 KS IlS art IIx Norlbmm oj 
Rbowniol1. IbOHgb IMr InIt origins art I10W shrlnlJ,d in IIx miJlS 
ofbislOry, somt s(belilrs btfifllt lilaltlx Halbon'ans'jortbt�rs "'"t, 
in ja(/, En'aJorian Nortbmrn, stllltd il1 Ibt Mu",�kan by our 
NWl1Irnomm anuslors. (Wklbtr Ibis alftgtd rx04us was Ilnkr­
lakm willingly or und(r com1"'uion is no longer rmumbtrtJ.) 

In lee:chcraft, the Hathorians are the most advanced nation 
in tht whole of the Mfunakan. and possibly of all the Utter 
South. Far more so than any othtr culture in the region, 
Hathorian lifeways are oritnttd towards recreation and the 
pursuit of pleasure. When combined with their national 
penchant for risk-taking and panicip:l.tion in often violent 
sports, this bent leads to a high casualty fate ITom accidtnts 
and consequently has produced great sophistication in tht 
healing am. 

All ordinary Hathorians know basic first aid for a wide 
variety of injuries, panicularly those accruing ITom stunu­
ous :l.ctivity (usually 2 ranks/level up to rank 10). Most 
know that diseasts can be sp«ad by unsanitary conditions 
and even insects. Numerous and highly skillt<! professional 
surgeons reach still greater heights of skill. while the wielders 
of healing magic achitve Itgendary feats under the guidance 
of the spirits of the land (onen knowing their appropriate 
spell iisu to 20th Itvel or even higher). Due to the easygoing 
nature of the Hathorians. who arc known for their boisterous 
hospitality, it is easy for outsiders to find huling for all 
rnanntr of ailments in Hathor--onen without charge if 
cirCUlTUtances so warrant (e.g .• sporting injuries). Even 
capturtd MCimakani raiders receive treatment. if only to keep 
tht prisone:r alive to f.l.ce Hachorian justice. 

H:l.thorians :l.ttribute much of their leechcraft--especially 
its magical component-to Anonl. consort of Hath or and 
patroness of healers. Unlike in neighboring T antrtn.k. whert 
difftrtnt professions have segregated themselves into rival 
guilcU. all Hathorian healers-from village surgeons to very 
powtrfUl spell-U5trs---are joined together into one large and 
very influential guild caUt<! the Hands of Anorel, which 
activdy recruits new apprtntices evay year. While many 
individual Hands practice in the Hatho';an capital off anith 
(center of tht southern htrb trade and location of the guild's 
main chapter-house) and in other large population centers, 
they may also be found throughout the lanci-specially 
where sporting events are held. All professional hulen must 
meet the qualifications of tht H:l.nds. and "healing without 
Anorel's leave" is considered a serious offe:nse. 

SLEEP OF ANOREL 
For centuries now, the: Hands of Anord have also taught 

a self-healing meditative technique to Hathorian childre:n 
c:l.lltd the "Sleep of Anorel." It is a special trance based on 
Meditation Healing and aidt<! by the namral drug containt"d 
within the edible roots of bNgar. a composite-family wild­
flower found .. long tht Hathorian coastline and now txctn­
sively cultivated. When a patient tnters the: SIe:ep of Anord 
under the guidance of a Hand. this trance effectively doubles 
the rate of healing for injuries or diseases, and similarly 
enhances the effects of magical healing. 



SLEEP OF ANOREL 
STATIC MANEUVER TABLE (PR) 

Less rh:w ·25 (Blunder); Thl pari�nt falls ;"ro a dUf'C'T 5J�p than 
is norm.u. Hlaling effects arc doubled, but unkss dnstic and/or 
magin.l mCllUl'!:' ,,'" blen, the patient never waken •. 

/ 

-25 to 04 (Absolute Failure): Insrcad of increasing the healing 
power of the body. )'QU reVerse it. Any hc;O]ing applied to mi. wound 
is at I/!. cffurivcnuo or uk •• 2>: u long. 
05 to 7S (Failure): The meditation fails. The healing system is 
urnlffcctcd. 

[UM 66 (Unusual Evt;nt): The illness Or wound tnnsfcrs i!Self to 
the guiding Hand! The patient is healed, but the Hand must seck out 
healing for himsd() 

76 to 90 (panial Success): The effectiveness and sf>C'cd of healing 
arc not enhanced. but the patient is relaxed and well-rested, which 
may Ix Qfbtndit in itself. 

[UM 100 (Unusual Success): Iu "Success," but from now on the 
patient and me guiding Hand occasionally share, and ��ist in, tach 
oth�r's drtams. Frtaky!} 

91 to 1 1 0  (Near Success): Al "Partial Success:' but you may try 
"p;n ar+IO. 

1 1 I to 175 (Success): Huling is now 2�;aS f:asl and dfective. 

Gn:at<'!r than 175 (Absolute Success): Healing is now 2lh�:as fur 
and effective. 

Modifiutions: 

+ J /3 Slup of AIlortl bonus. 

+ guiding Hand's Sleep of AIlord bonus. 
+30 to -70 for situation (e.g., +30 for quiet room, -70 for being 

in me middle of a haunted ruin). 

RMSS Skill Catagory: SelfConlrol {PrJ 

DEVELOPING A HAND OF ANOREL 
MERP: Hathorian surgeons should be treated as Civilians 

(Prime Stat = Intelligence). Occupational skills 
include First Aid, Second Aid (Lore) and Surgery 
(Lore)' Occupation-related skills include Cookery, 
Herb Lore (Lore), Poison Lore (Lore) and either 
Midwifery (Lore) or Animal Healing (LOre). They 
may transfer DPs to appropriate healing skills at half 
the nonnal cost. (See Section 24.0 of 2nd Eli/ion 
MERP.) 

RM$S: Hathorian surgeons should be treated as Laymen. 
Occupational skills include First Aid, Second Aid, 
Diagnostics and Surgery. Everyman skills include Herb 
Lore, Poison Lore and either Animal Healing or 
Midwifery. 

3.10.8 THE SHARAEKI 
Quoth Findegil: Harraruilr rrports that DUshtra (Ibr sCIIliJtm 
joolhill-cCllnlry oj 1M Yrllcw MCllnlaim) is horne 10 a ancr proud 
and noble proplt who, in 1M dislalll past, bad sufftrrd under some 
slra'Wt nraltdiction wbich bfoughl Ihtm 10 Ibr mran slatt in which 
tbry now livf-scalltrrJ vilkgrs bergl oj rmtral leaJmhip. Ibrir 
mort civilizeJ Kiralli nrigbbors riftr 10 Ibrm by 1M samrwhal 
derogatory IIIImr oj"Hillmm," though HammJir c/aims lhal lMf 
rigbl nat/II for Ibtmsrlws is lIN 5hararki. 

Centuries of inbreeding and a relatively limited diet have 
left the Sharaeki a short, stocky and unhealthfUl people. 
Their long physical decline has paralleled a decline in their 
knowledge of the healing arts, and ignorance and supersti­
tion run rampant. Only in recent years has any measure of 
leech craft filtered in from the slow rebuilding of trust with 
their more sophisticated Kirani and Hathorian neighbors. 
What leechery exists among the Sharaeki villages is largely 
the province of the midwife and herbalist, usually combined 
in the person of the arM nalk (pI. aralm naik} The great 
majority of aralm naik are older women (most fre<juencly 
widows who have made a valued trade of their accumulated 
wisdom, thereby justifying the continued support of their 
village). True spell-using healers of any profession are very 
rare in Dilshera. and those that do exist most fre<juendy 
disguise their talents behind the traditional role of the aral 
naik. 

As is often true of isolated peoples, even ordinarySharaeki 
villagers know basic first aid for cuts, burns and broken 
bones, and their wives have some skill in midwifery and local 
herblore. The aralEn naik of the larger villages also have access 
to a few imported herbs from Hamor or [he Kirani republic. 
They arc usually quite good at first aid and have some 
proficiency in the more advanced medical skills. Due [0 the 
isolated and superstitious nature of the Sharaeki, convincing 
them to treat outsiders is often difficult and/or costly. 

DEVELOPING AN ARAT NAIK 
MERP: Aratm naik should be treated as Civilians (Prime 

Stat = Intelligence). Occupational skills include I of 
the following: First Aid, Cookery. Animal Healing. 
Occupation.related skills include .3 of the following: 
Animal Healing, Cookery, First Aid, Herb Lore 
(Lore). Midwifery (Lore), Poison lore (Lore). 

RMSS: Ara/m naik should be treated as Laymen. Occupa­
tional skills include 1 of the following: Cookery. First 
Aid, Animal Healing. Everyman skills include 4 of the 
following: Animal Healing, Cookery, Diagnostics, 
First Aid, Herb Lore, Midwifery, Poison Lore. 



4.0 HERBS, CURATIVES 
AND POISONS 

'"MitSl" MrriIlJO(, ' saiJ Aragom, 'if yOIl tbink jbal l bavt pamJ 
Ibrou&h lhi mMlnlains 1",4 Ibt nll/m oj OmiDr wilb fift II"" SWOTJ 
10 Mnz btrbs /0 II {Ilrritss soUl" who /J,rf)Wj IrWIIJ his gtllf, pt4 art 
mislllkm .... yow mJUI smJ 1M 'Ix /:nb-mllslrr cif ,bis Hmm .. And 
bt will /til P lbat lit 'jd not know ,hotl fix btTb]I)N drs;" baJ any 
vir/MIS, but tbal II is tlllltJ westmanswt"cd by IIx \'N!gar, IIn4 
galcnas by llx "obit, ana olbn Mmn in olbn-I""g'us mort wmrJ, 
IInJ aI'" /llli", /I 1tw 1»1J1�l/rn rbymn ,ha, hi JotS noJ 
IInJmUUIlI, ht will rrgrdfolly {'!form yMI tha/ lbnt is nomt in 11K 
H()I4st, 11M IN will !taw yON 10 rtj1tt/ "n Ibt bislory oj /O"gun. '" 

-1M RthH''11 oj/Ix Lng, p. 146. 

This is an alphabetical compilation of the major herbal 
resources available (indigenously or through trade) [0 heal· 
(J'$ from the cultures dealt with in the previous chapter. All 
of the medicinals and poisons listed here have: also been 
indexed in Section 5.3 according to the category of their 
medicinal use(s) and the typical terrain where they may be 
found. along with a cross-referencing index of different 
names by which a given curative may be known. For further 
details regarding the finding. identification, preparation and 
usc: of healing herbs, see Section 2.3. For more infonnation 
about an herb or its geographical setting. the reader is invited 
to peruse one or more of the sources listed undu the 
"Original Reference" heading (roMt = TrraswrtJ oj MitLlIt­
urlb). 

Language Note: Evm witbi" a si"lIt (fI/l1m, «'/'s IIrt oJtm 
�"own by a Wln'try oj J!ffrrmt tlll'mtI. 1lt tlll'mt tbat mllrL 1« 
IIlpbabtlizrJ btaJing oj (lI(b mIry wSlUIlly riflrtts ,« romm(mU1 
Jrmn by whirb lbal mlJitiPUlI is �"own. ImmtJiallly btntlllb illlrr 
giwn ils "kamIJ" tlll'mff--lbost whicb II ,hanullf' WOJj/J liAtly 
firrJ it wrrJrr whiIt torrswlti"g IInciml strolls or booh oj lerr;rr orrt 
oj 1« l;bf'llriu oj Arnor or Co"dor. J(up i" mi"J lhal, un/m 
explitilly nottd, '«St "stbolarly" PUlmfS Jo "01 nlttSJ4ri/y "pmml 
II dirul lrarrslillion oj Ibr brllJ!rrg rrllmr or oj a"y oj Ibr W', olbrr 
apptllaliolU (Ihougb somrlimts Ibty Jo). 

AcANA 
(!. Cwrtbmallm, Q MII/inwrw) 

Other Names: None. 
T ypG Poison. 
Origin.a.l Reference:: MERP, Cmll" Hllr�d. 
Attack l.en!: 10. 
RangefWhere Found: Rocky outcroppings in the uppa 
elevations of mountain ranges, usually above the ttc:c:line and 
usually in the shade of large boulden. 
Charactmstiu: AlA"" is a small herb with 4 triangular leavc:.s, 
a short stem and a small, yc:llow flower that appears in 
midsummer. It blossoms for se:veral weeks befou dying and 
dropping dozc:ns of black, pin-head sized sc:c:ds onto Ute 
ground. After the snows melt, Ute seeds take root and new 
plants appear in only a few days. 
Medicinal Usc:.s: None. 
Other Uses: If ground into a p:a.ste with a small amount of 
vinegar, the IIrAlI1I flower yields a fantastically powc:rful 
poison that can either be applied to the edge of a weapon or 

placed into food. or beverage. It givc:s off a faint, orange-like 
scent, but [he victim usually doesn't have time to comment 
on Utis before dropping dead; the poison kilh instantly. If 
watCT U used to grind the flowu, the paste eludes a strongu 
cit[U$ smell, but with diffc:rcnt effects. Instead of killing, it 
places the victim in a coma for 2-12 days. During thu time, 
ironbine is the only available antidote. (When properly 
prepared, the ",';111/ acu too fast for ironbine to be of any usc, 
but Ute antidote: is necus.ary if any life-prc.sc:rnng herbs are 
to be adminineud effectively; otherwise the victim perishes 
upon rt'vival.) 
Cost: 600 gp/ dose: because of the danger of puparation. 
Difficulty of Finding: Exttc:mc:ly Hard. 
Warning: AC';/IIr is absorbed through the skin, and any 
contact with it (even squeezing a flower in a bau palm) is 
lethal. 

AKBUTEGE 
(S. DorJos, Q Noma/US/II) 

Other Nama: None. 
T�: General Purpose. 
Origin.a.l Refaence:: ToMt, 5h..Jow ;rr IN Sowth. 
RangefWhere Found: The Elorna wetlands of 
southwestern Middle-earth art' home to this member 
of the Iaurt'l family. It is typically found in meadows 
and manhes, or along the edges of forests if adequate 
water is nearby. 
Charactmstics: Averaging 4' in height, the trunk of 
Utis shrub is twisted and black. Its leaves are dark grecn, 
Ute undersides turning pink from their nonnal gre=-grey 
during the 2 weeks following an c:.ttTnnc:ly cold part of the 
winter. In spring.. white flowers c1ustu at the ends of its 
branches; a month later, the decaying pink berries quickly 
fall off the plant. 
Medicinal Uscs: When eaten, an "klnlltgi leaf with a pink 
underside restous 1-10 concussion hits. The leaf is ex­
ttc:mcly bitter and may cause embarr:a.ssing (though not 
painful) intutinal gu 
Other Uses: Akbuu.e' berries may be used to make a wine that 
is popular throughout certain parts of southwestern Middle­
earth. 
Cost: 25 gpo 
Difficulty of Finding: Very Hard. 
Warning: Ripe:, healing leaves only occur during winte:r; to 
pn:sc:rvc: them for Ute rest of the year, herbalists must press 
Utem between damp pieces of cloth. Once a leaf dries out it 
becomes brittle and is worthless, losing all of its healing 
propc:rties. 

ALAMBAS 
(S. INrgn,rr, Q. Nanuustj 

Other Names: Spike. 
T ypc:: Bum/Exposure Relief. 
Origin.a.l Reference:: ToM" SNJow ill IN �lIb. 
Range/Where Found: AI.rrn&u is a fairly common short 
grass on the plains o(Zimrathini in southwestern Middle­
earth. The plant is found in meadows or anywhere there is 
full sunlight. 
Characteristics: Patches of spiky [caves characterize lIL.m&rs. 
For most of the summer, they arc small (usually less than I '  



tall) and their medicinal powers are only I /IOth of what 
they nonnally are. During the last month of the summer, 
however, up to 6 leaves/ plant rise to a height of 4lh.' These 
leaves are rubbery to the touch. A single, small. orange flower 
grows in the hollow fonned at the center of the Jeavl'.S. 
Medicinal Uses: When crushed, the thick juice of ripe 
a�ml><ls leavl'.S may � used to treat bums. A singk J' leaf 
provides enough juice to treat 2' ot 2' of Jrd degree bums. A 
salve may be made from the juice. but its preparation 
requires the harvesting of several plants. The guhered juice 
must be heated and simmered without bringing it to a boil 
(otherwise the healing powers of the extract are destroyed). 
The volume must be reduced until the juice �comes a thick 
jdly (a process usually taking over a week), during which 
time the heat must be constantly monitored. Once prepared, 
the slave retains its properties indefinitely (so long as it is 
not allowed to dry out; in which case it becomes a thick. 
worthless paste). 
Other Uses: None. 
Cost: TO gp buy a large, ncsh leaf. A single application of 
the salve may cost up to 10 times that amount, depending on 
supply. 
Difficulty of Finding: Light. 
Waming: None. 

ALDAKA 
(S. unt/boltb, Q. Cmyaslllta) 

Othu Names: Baby-siuer. 
Type: Organ Repair/Preservation. 
Original Reference: MERP. 
Range/Where Found: Mountains, colder climes. 
Characteristics: AiJaLi is a difficult plant to take advantage 
of because the most useful part of it, a large tuber-like root, 
is usually located several feet nom the plant. The plant is 
small, appearing to be less than I '  tall with several slender 
stalks, each with several perfectly round leaves. Uprooting 
the plant reveals several lateral roots (rhizomes) shooting off 
to all points of the compass. One of than leads to the 
plant's main root; it may be located as far as 10' nom the 
rest of the. plant. Attempts to pull on the rhizomes breaks 
them, and the ground must � excavated by hand in order to 
keep track of where these roots lead. The plant is common 
in the higher elevations, but the time-consuming act of 
finding the root makes it expensive. When found, the a/Jala 
root is about the siv: of a man's fisc, brown on the outside 
and orange within, with the consistency of a hard boiled egg: 
finn, but easily cttlshed. Each spring. the a/Jllla sends out 
new rhizomes which eventually sprout, continuing the 
process. Where these meet rhizomes from other plants they 
join and produce an herb that, by the end of the season. 
generates its own rhizomes. Harvested root.<; keep for up to 2 
weeks in a cool, dry place. 
Medicinal Uses: If crushed and boiled, the a/Jaka rhizome 
repairs damage to eyes burned by extreme light or heat. The 
patient must drink the mixture and then keep his eyes 
covued for r week. During this time, he must ingest a full 
dose of the miotture each day. AiJaLi has 110 effect on an eye 
that has been punctured. 
Other Uses: In the regions where this plant is found, parents 
sometimes promise their children prizes if they can find and 

bring back a predetcnnincd num�r of rhizomes (an activity 
guaranteed to take an entire afternoon). For this reason, 
a/Jaka is sometimes called "baby-sitter." 
Cost: 100 gp/root. Not surprising. given the harsh terrain, 
the short growing season, the difficulty of finding the 
rhizome, and its short shelf-life. To someone blinded for 
life, it is a small price to pay. 
Difficulty of Finding: Hard. 
Warning: If travelers are invited to an aiJaia hunt by 
mountain villagers. it generally means they aren't welcome. 
They should take the hint and move on. 

ALOE 
(5. Sall/bot� Q. Urmllb/ar) 

Other Names: Heat-heal. 
Type: Burn/Eotposure Relief. 
Original Reference: MERP, Toltft, AmI»', Sbirr. 
RangejWhue Found: Generally found wild in higher 
elevations of the Southlands, aloe is also widely cultivated in 
sheltered gardens throughout Eriador. In the wild, aloe is 
usually found in scrub areas without much competing 
ground cover. 
Characteristics: The plant is composed of long, broad, 
spike-shaped leaves that are rubbery to the touch. The leaves 
are green and there may be small white dots present. Once a 
year, small, yellow flowers develop at the ends of the leaves. 
Cut leaves regenerate if placed in wet sand. 
Medicinal Uses: The CtuShed leaves yield a sticky juice that 
is good for treating injuries (1-4 hits, 5 hits/dose) that are 
the result of bums. Bums treated in this way hea.l at 20t their 
nonnal rate. Being only a mild anesthetic, the juice works 
only 20% as well on major injuries. A salve may be made 
nom the juice, the process for which has been passed &om 
one healer to another through oral tradition. 
Other Uses: None. 
Cost: 5 bpI application of salve or leaf 
Difficulty of Finding: Medium. 
Warning: Taken internally, alOf: cause cramps and nausea. 

ANCALTHUR 
(S. Hmungo� Q. [jan/ebm) 

Othtt Names: None. 
Type: Poison. 
Original Reference: Am"r, Shirt. 
Attack Level: 2. 
Range/Where Found: Along the shores of cold bodies of 
neshwater. 
Chara.ctrnstics: This flower is unremarkable, except that it 
has 4 white petals, each rimmed with black. The center of 
the flower is gold and red, and resembles the eye of a huge 
insect, glittering with murderous intent in the dawning sun 
of a newborn day. 
Medicinal Uses: None. 
Other Uses: If ground and mixed with water and then left 
overnight in the mouth of a dead man, the aoualtbur stem ripens 
into a poison favored by assassins. If administered by means of 
a venomed blade, aoualtilur warps its victim's sense of time, 
leaving him uncoordinated and virtually incapacitated for 2-4 
hours. If ingesrcd. an RR failure of I-50 leaves the victim at -
75; a failure of 51 + means the victim is at -100. 



Cost: 45 gp/ dO$e. 
Diffirolty ofFinding: Yay Hard. 
Warning: None. 

ARFANOAS 
(I lkll", Q UmP<""� 

Other Namcs: Kdtakukka. 
Type: Bon(' Repair. 
Original Rcferem;:e: MERP, ToMt, ArnOt', Sbirr, NOt'lixm W.u/ •. 

R.2ngefWhere Found: Arj{llltW is usually found in tempuate 
to northern climes and pnfers shad('d rivec and stram 
bUlks. Pleasing to the eye, many keep {lrj{lfltW in theit 
gardens. 
Chanctcriscia: Arj{llltW is a small flower, usually growing to 
no more than 8" in length. Its pale, yellow blossoms 
comprise 5 large petab growing around a blue center. 
Medicinal Uscs: ArjtlllUs aids in the healing of bone 
fractures (2x nonnal healing rate). The stem of the plant is 
ground into a thick paste, which may be used as a poultice. It 
must be used. fresh, because it does not keep for mon than a 
few hours aftet being picked.. 
Other Uses: A small bouquet of blooming arj""tW looks nice 
on almost any table and is sun to brighten the room. 
Cost: 2 sp is what vendors chargc in the marketplace. 
Difficulty of Finding: Very Hard. 
Warning: When a picked plant is too old to usc, its petals 
fall off. 

ARKASU 
(S. MugiaN.!, Q. Nlliuiaivi) 

Other Nama: All-hal, Mrim, Rune Salve. 
Type: Mixture. 
Original Reference: MERP, ToAb, Ani."., Shirt. 
RangefWherc Found: Anywhtn: the fonnula is known and 
ingredients available (nquires semt herbs which come from 
the Utter Ea.st). 
Charactcriniu: ArkaS'll is a cnam-colored salve that keeps for 
several months in a tightly sealed container. 
Medicinal Uscs: This salve restons 2--12 hits a.nd speeds the 
closing and healing of large open wounds ( I lhx nonnal rate). 
It also numbs any skin it comes in contact with and, when 
taken internally, erases headaches or mild joint, limb or body 
pains. 
Other Uses: It is also a cure for sunburn. 
CO$l: 3 gp/ dose; 35 gp/jar. 
Difficulty of Finding: Medium. 
Warning: Most merchants allow potential buyers to try out 
a tiny sample to verify its authenticity. The practice of 
buying by name alone has spawned some unscrupulous 
merchants who try to cheat unwary buyers, often with two 
piles of the salve (one for those who know what they're 
looking for and how to tat it, the orhrr for those who have 
only heard �bout it). 

ARLAN 
(S. OrIuin, Q. OroIMin) 

Other Names: White Slipper. 
T ypt: General Purpose. 
Original Ref('l"ence: MERP, ToMt, Ani."., Shirt. 
Range/Where Found: Ar!..!! is a small, common plant that 
grows in rich, shady soil (usually in the mounuins). 
Characteristics: During the summer, .ria" boasts a large blue 
flower stnaked with black. The plant is small (usually under 
I '  in height) and has 2 1.1I&e, white Inves at its base. 
Mcdiclna.l Uses: Aria!! leaves rru.y be ground and placed in a 
poultice usefUl foc conCUS5ion n:lief. When applied to an 
injury, they cun: 1-6 hits (if picked wild) or 4-9 hits (if 
raised and bred domestically). In addition, the root, iI small, 
white, fibrous part of the plant, rru.y be ground up and 
mixed with boiling watec. When the fUmes from this tea au 
inhaled on a daily basis, the patient experiences an increased 
recovery from a respiratory iUne" (5x nonnal rate). It also 
acts as a decongestant, adding +20 to RRs vs colds. The 
leaves an good for a month after being picked if pcevented 
from drying out. The roots an: good for a year. 
Other Uses: An arl.lII flower in th� lapel of an eligible, young 
man rru.y mean that he wants [0 look nice. 
Cost: 6-13 sp, dcpc:nding on season and availability. 
Difficulty of Finding: Ea.sy. 
Warning: None. 

ARLAN'S SLIPPER 
(S. ArianJa� Q. NilllJUrtaQ 

Other Names: None. 
Type: Genecal Purpose. 
Original Reference: ToAb, ArnOt', s.birr. 
RangcfWhere Found: This srru.1l flower is usually 
found in woodlands or along mountain slopes. 
Characteristics: The plant is small (no mon than 5" 
in height) and appears delicate and fragile. In contrast to the 
stalk (which is of a darker shade), its leaves are small and 
light green. The small flower appears later in the summer 
and is shaped like a slipper after it opens; it is white with 
light blue lines along its bordas. The plant is hard icc than it 
appean, though easily crushed underfoot. Its flower exudes a 
p!nsant fragrance. Its single, large uproot, extending up to 
I '  into the ground, is a chick Stnlcrun:, resembling a man's 
thumb in diameter. It mwt be dug out of the ground. 
(Attempts to pull it out bn:ak it.) 
Medicmal Uses: When extracted and dried, the root is a 
handy remedy for colds and stuffed heads. (The dried root 
must be boiled. and the vapor inh..Jed.) It also speeds 
recovery from respiratory diseases (5x nonnal rate) and 
enhances resistUlce to the common cold (+20 RR). A dried 
root keeps for years. 
Other Uses: Elves have occasionally used this flower as a 
subject for stiU-life paintings foc untold generations. 
Cost: I bp/applicacion for I person. 
Diffirolty of Finding: Extremdy Hard. 
Warning: Painting a picrun of this plant dOC's not automati­
cally qualify the effon as an.. 



ARPSUSAR 
(S. Ttlrlisg, Q Ta!l;xt) 

Other Names: None. 
Type:: Muscle/Cartilage/Tendon Repair. 

Original Reference: MERP. 
lUnge/Where Found: This member of the reed family is 
found along the banks of freshwater streams and rivers in 
temperate regions. 

Characteristics: Arpsusar is a feed that grows to a height of 
over 10.' Its stalk is thick (up to 4"). but hollow and dark 
brown in color. The plant flowers late in summer, and pieces 
of fuzz may be secn scattered downwind of "7SUJM plants as 
the flowers disintegrate into seeds. 
Medicinal Uses: If slit lengthwise. the reed may be wrapped 
around a limb or spread out to lay flat against the body. If 
hea.t is applied to the outside of the reed, it has the power to 
heal any muscle under ir. This is usually accomplished by 
placing hot coals on the wet reed, a practice that sounds 

dangcrow, but wually isn't �cawe the re�d protects 
the pati�nt from �ing bum�d, �vcn though much of 
the heat bleeds through, Th� hot compress mwt 
remain in place for I hour to � effective. If th� reed 
drics out, it becomcs worthl�ss. 

Other Uses: Non�. 
Cost: 30 gp/foo[ of reed. 
Difficulty of Finding: Hard. 
Warning: None. 

ARROWEED 
(5. Cakmbilin, Q. !.Ai(apilin) 

Othu N;unes: Nura. 
Type: General Purpose. 

OriginaJ Reference: LOR. 
Range/Where Found: Short grasslands and 
m�adows in temperate dimes, �specia[[y along the 
edges of forests. 

Characteristics: Over a dozen stems growing straight 
up in dose proximity to one another like alTows in a guiv�r 
characterize this plant. Each green stem is about 2' in height. 
Its large, poimed leaves (each about the size of a man's hand) 
duster with jagged edges around the base of the plant. Its red 
flowers, flame-shaped with a rounded base tapering to a tip� 
appear in spring and fall off to be replaced by a s�ed pod 
that begins green, but turns brown by the end of summer. 
Inside arc a doz�n black seeds the size of peas. The seeds 
keep for several months before drying out and losing their 
power. 
MedicinaJ Uses: If a seed is eaten, it restores 1-3 hits 
immediately. 

Other Uses: None. 
Cost: 1 gp/dose. 
Difficulty of Finding: Medium. 

Warning: None. 

AAUNYA 
(5. Orrom, Q "5Hnligb/'s Trllu" 

Other N;unes: Red Sleep, Omin. 
Type: Physical Alteration/Enhancement. 

OriginaJ Refuencc: ToMr, ArnOT, Sbirr, 
Range/Where Found: Wann hillsides in temperate dimes. 
Characteristics: This small flower is unremarkable until it 
comes into bloom. The flower is bright red and highly 
visible and impossible to miss. h remains in bloom for over a 
month, b�inning in late summer. 
Medicinal Uses: The juice from .in",)" roots causes 
unconsciousness and I hour of sleep (e<jual to 4 hours of 
nonnal rcst). Sometimes used by the drop during surgery, it 
becomes addictive if used for more than 2 consecutive days. 
The proccss of purifying .in",}" juice is a tricky one not 
readily accomplished by non-healers. The roots must be 
ground up, pressed and heated gently and slowly. The wann 
oil must then be passed through a mixture of specialized 
fungi known only to apothecaries and finally filtered with a 
specially treated cloth. The juice is then good for several 
months. 

Other Uses: The anmy" flower is especially us�ful in 
attracting the attention of the opposite sex when worn in the 
lapel (for men), behind the car (for women) or in the groin 
(for Orcs). 

Cost: 2bp/ drink for 4 hours of sleep. 
OiffiC1llty of Finding: Hard. 
Warning: Doses are not cumulative with respect to time 
(i.e., taking 4 doses not make one sleep r 6 hours); instead, 
the patient will likely lapse into a coma and possibly die. 

ASP GLANDS 
(5. LygllZ(ul, Q LnuanUlili) 

Other N;uncs: Reptilove. 
Type: Organ Repair/Preservation. 

Original Reference: To/tk 
Range/Where Found: Grasslands and forests of temperate 
dimes. 
Characteristics: These arc the dried poison glands from the 
common asp. They resemble yellow peas and arc often 
accompanied by green asp skins as proof of authenticity. 
Medicinal Uses: Asp poison is deadly when injected into the 
bloodstream. When ingested. however, it has a very different 
effect, being a powerful organ restorer. Certain Easterling 
and Southron tribes believe the glands to be powerful 
aphrodisiacs (a belief which may stem from the psychedelic 
conV1.1lsions that affect many ingestcrs). Many patients are 
restrained by straps or ropes before the administration of the 
glands because of the possibility of fits of peculiar, ungov­
ernable madness. The first fit usually lasts for only a few 
minutes and generally subsides within I hour. Fits may recur 
unexpectedly (at least once again) within the next few days, 
though with diminishing intensity. 
Other Uses: None. 
Cost 50 gp/gland with authenticity asp skin; 20 gp/gland 
without proof of authenticity. 

Difficulty of Finding: Light. 
Warning: Proof of authenticity should be re<juired. 
(Conmen oftcn attempt to pass off dried yellow peas as asp 



glmds.) Attempts to ruse asps for the purpose of eltracting 
their glands should be discoungrd due to the dangers 
inhennt in dealing with large numbers of poisonous reptiles. 

ASP VENOM 
(S. LYfbarw, Q l.tuIlU.<l�) 

Otha Names: Snakebite. 
Type: Poison; Organ Repair/Preservation. 
Original Reference: MERP. 

Attack Level: 5. 
IUngcjWhere Found: These green snakes enjoy making 
their home in the tall gra.s.scs of temperate environments. 
Charactcristia: Asp venom is a clear, yellow fluid obtained 
by squeezing freshly harvested poison glands from an asp 
and collecting the yield. 
Medicinal Uses: Sec ASP GLANDS. 
Other Uscs: When nruck with a venomed blade, the victim 
loses the we of the location for 3 days. during which time 
the limb is totally webs, a1tematdy numb. aching or 
throbbing. If sandclaw leaves are cru$hed and packed into 
the wound within an hour of being hir. the herb neuttalizes 
the venom. 
Con: 23 gp/ dose. 
Difficulty of Finding: Lighr. 
Waming: Asps arc mean-tempered. 

ATHELAS 
(S. "Bmifi(i.<ll uaJ," Q. Asia Ar.<lnion) 

Other Names: Kingsfoil 
T ypc: General Purpose. 
Original Reference: MERP, ToMe, Amln', Shirt, Mirkv.wl 
RangejWhae Found: Any land where Numc:n6rcans have 
lived (Eriador. Gondor and possibly the coastal regions of 
.southern Middle-carth). Unfonunately. although it is not 
rare • •  ,I¥!"J is easily confused wirh other wildflowers. 
Characteristics: These small plants bloom for much of the 
ytar. their small. white flowers conrnbuting to their 
rtput:ation of healing by being pleasantly santed. 
Medicinal Use,: A,I¥!"I leaves arc crushed. pl:actd in boiling 
wattr and inhaltd. In addition to casing mental travail. a,l¥/,u 
CUI'CS many diseases. nrutralizc.s minor poisons. sloIVS major 
poisons. staves off supcrnarunl maladies and hasttns the 
healing of wounds (3x normal nte)' As its Westron name 
suggtsts, the potency of a,I¥!"J is increased in the hands of a 
royal scion of LUthien's line. 
Other Uses: A sm.all bouquet of ",lxlllJ flowers u a token of 
goodwill toward the sick. 
Cost; 180-300 gpo 
Difficulty of Finding: Hard. 
Warning: None. 

ATIGAX 
(3'. C.;[g."� Q A/,mil) 

Other Names: Allsce. Fircgnc. Punasa.lvia, MeWstijan 
Ystava. 
T ypc: Physical Alteration/Enhancement. 
Original Reference: MERP. 
RangcfWhere Found: T :aiga or other very cold scrubland. 

Charactcnstics: This hardy member of the grass family 
groIVS in sparse dumps. Many different plants appeu to 
sprout from the "tlF root (though in fact they arc the same 
plant). Those on the outside appear as long. green grass; the 
nett layer within displays broad leaves; then tiny. spiky 
leaves; finally. :a central mass that combines all four foons. 
The tntire plant is wually no more than I' in diamc:ttr by I' 
tall. 
Medicinal Uses: None. 
Other Uses: If placed in a fire, the "'F root quickly 
blacktns and shrivels. Sttmingly ruined. If opened, however. 
the Center discharges a white powdcr which. when added to 
boiling w3ter, produces a drink that affects the imbiber's 
optic nerves so that hu tyes become capable of withstanding 
bursts of sudden or blinding light. The effect lasts for 9 
hours, during which time nonnal vision remains unaffected. 
Cost: 40 gp/ dose. 
Difficult), of Finding: Medium. 
Warning: Nont. 

AVHAIL 
(S. NorylJoJ, Q M"finy4w) 

Other Names: None. 
T ypc. Nutrition/Refreshment. 
Original Reference: ToMe. AmlH', F", H"r�J. 

RangefWhae Found: Avb..i/is common [0 the coastlands 
of Eriador, [hough it is nrc farther inland. The plant is easy 
to find and may be located in short grasslands or meadows. 
Characteristics: Avb..iI is a short bush (about 3' high) with a 
brown stem and orange leaves. Its ydlow, cherry-sized fruits 
(found in abundance after [he summer solstice) have a swut. 
mdlon-like taste, numerous tiny seeds. and arc very nurn­
tious. 
Medicinal Uses: None . 
Other Uses: Avb.!i/ fruits may be eaten as a food source or a 
dessert treat when baked into pastries. They arc also 
fermented into a potent brandy called bio,,,i/It. 

Cost: 3 bp/fnlit. 
Difficulty of Finding: Easy. 
Warning: Overindulgence of bio,,,;11t can resulr in a severe 
(though temporary) headache tht following morning. 

BALAK 
(l AIgn.'lirh, Q. Axonthla) 

Other Namc:s: Boneboon. 
Type: Bone Repair. 
Original Reference: ToUr. SJ",Jow i" IIx So..,b. 

Range/Where Found: Tidal marshes along the Elornan 
shore. 
Characteristics: &W is a tall (up to 7') member of the reed 
family. The top of th� plant is spear-shaped and brilliantly 
blue. &14� reeds typically grow in dumps of over a dozen 
plants. 
Mcd,icinal Uses: If harvested and crushed while fresh, the 
b..l4k st:alk may be wed to brew a thick tea with the consis­
tency of porridge. If the imbiber is allowrd to rest overnight 
in an immobilized position. II.! cup of this Ie:a heals the most 
badly broken bones. If the person moves the break while the 
healing is taking r.lace, the brtak may mend improperly. 
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possibly crippling the patient even more. (The tea is typically 
given with a strong sedative to diminish this possibility.) A 
dried /u.l.;k stalk used to brew this tea requires 5 rima the 
dosage and 8x the reeolle!)' time to produce the same dfcC[, 
Other Uses: Vara-na healers (See Section 3. I O. I.) advenise 
their � of kink by affixing two crossed "spearheads" to 
their door. 
Co.st: 45 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Anyone ingesting haW: tca typically becomes 
constipated for I week. 

BALDFOOT 
{1. RNJa� Q. Rulara9 

Other Names: Splort, Carahsa. 
T ypc: Concussion Rc:lief. 
Original Reference: Previously unreported. 
RangcJWhere Found: Deciduous forests, near granite 
outcrop pings. 
Characteristics: This woody shrub prefers the shade of the 
forest, but thrives only near large rocks. Its roots are white, 
smooth and [argely expoM:d (thus its name). It sunru only 
about 5' high, has a twisted tnInk, and thick bunchu of 
arrowh�ad-shap:d leaves each about the siu of a man's 
tongue. In early summer dusters of black bemes appear on 
its branches. Many of bald foot's nutrients come from the 
action of rooc secretions that mingle with the rain and rhe 
nearby rocks. 
Medicinal Uses: Ingestion of a baldfoot berry instantly 
restores 1-10 hits. The bemes keep for up to 2 weeks before 
losing their potency. 
Other Uses; None. 
Cost: 2 gp/berry. 
Difficulty of Finding: Hard. 
Warning: If more than on� berry is eaten, it on[y cures I-IO 
hits and strikes the consum�r with sev�re vertigo for 1-4 
hours, during which time he is lmable to engage in any 
activity and must be carried due to loss of balance. Afrer 2 
hours, however, another dose of this plant's fruit (I berry) 
may be consumed without any side effects. 

BARNAIE 
(5. CumiJh, Q. Cumlmsht) 

Other Names: Bam Clove. 
Type: General Purpose. 
Original Reference: Amer, Shire. 

RangefWhere Found: All temperate regions, usually 
in grassy land fertiliud by herds of domesticated 
animals. 
Characteristics: &mailis a tiny, wild, ground plant. It 
is very common and is regarded as a weed in some 
areas. It grows about I' height, with a yellow, fuzzy 
flower that turns grey and disperses on rhe wind over 
a period of I week. Its [caves have yellow veins and 
jagged edges. 
Medicinal Uses: A tea brewed from bamail'leaves 

bsens the inunsity of nausea and vomiting by 75%. 
Other Uses: None. 
<MIt: 3 sp/dose. 

Difficulty of Finding: Common. 
Warning: If raken from a meadow fertilized by herds of 
domesticated animals, the plant must be well washed before 
being used or there is a 50% chance for actually doubling 
the. amount of nausea or vomiting. 

BEARDED FANG 
(S. Fangarfh, Q Fan�farfa) 

Othu Names: Yayum. 
Type: Nutrition/Refreshment. 
Original Reference: MOM'" C""JaixlJ. 

Range/Where Found: Underground. 
Characteristics: This mushroom has a 3" white cap with a 
dangling mass of fibers that resemble a beard around the 
stalk. The fibers are usually speckled with black, hannless 
spores. 
Medicinal Uses: None. 
Other Uses: Bearded fang is delicious, nutritious and eagerly 
sought after by mushroom lovers. The beard is tasteless, but 
often allowed to remain as a way of verifying its pedigree to 
customers. 
<MIt: 6 gp/ each. 
Difficulty of Finding: Hard. 
Warning: None. 

BELAN 
(5. Camlangltu, Q. Mtilassi') 

Oiliu Names: B[ood-nut, Scass. 
Type: Circulatory Relief. 
Original Reference: MERP. 
Range/Where Found: Along seashores in tropical climes. 
Characteristics: &lall trees an: members of the palm tree 
family, but much rartr than coconur or dare palms. This 
variety only grows to a height of 10' and produces its fruit 
all year round. The brown but smooth !viall nuts are the size 
of a man's fist. Ifbroken open, their soft, light brown meat 
smells faintly like roast poultry. 
Medicinal Uses: If the meat from an entire nut is consumed, 
it stops external bleeding. The consumer must not move for 
I hour or the wound(s) reopen, negating the nut's effect 
(which usually commences 1-10 tounds after the last of the 
meat is swallowed). If meat from this nut is eaten and no 
bleeding is present, nothing happens. The nuts keep for up 
to 3 months before their meat turns rancid. 
Otha Uses: Natives in the regions where this tree grows 
sometimes roast large numbers of them for festivals. 
Go5t: 40 gp/nut. 
Difficulty of Finding: Hard. 
Warning: Falling asleep under a !viall tree may be an 
unpleasant exp:rience when a nut drops (10% chance for 
anyone lying under the tree for more than I hour; I hit/ 
nut)' 

BERTERlN 
(5. &ranas, Q. Varniss() 

Othu Names: Roc-not. 
Type: Organ Repair/Preservation. 
Original Reference: MERP. 
RangefWhere Found: Deciduous forests, usually on rocks 
in shady, cool areas. 



Charactuistics: This brown moss is fairly common, but 
of un missed because of its light brown color (�asily 
mistak�n at a quick glanc� for a dead colony of another � 
of moss). 
M�dicinal Usa: Non�. 
Oth�r Uses: &mrin may be boiled into a powerful preserva­
tive for organic matter (I day duration if the outer surface of 
the object is bathed with the brew). 
Cost: 19 gp/dose (enough to coat a man-sized area). 
Difficulty of Finding: Light. 
Warning: None. 

BITTERLOVE 
(S. DoIttnfd, Q. NNllaunit) 

Other Names: ElfbJind. 
Typ�: Drug. 
Original Reference: Previously unreported. 
Range/Where Found: Temperate grasslands and meadows. 
Characteristics: Bitterlove resembles ordinary dover, except 
that it is always 4-leaved. Its flowers arc small and pink, 
UMWly growing in large, thick bunches. 
Medicinal UKS: If fresh lea ... C5 are boiled in water and the 
steam inhaled (creating a horribly bitter taste in th� mouth), 
the subject enjoys sensory enhancement. Men and Elves arc 
enabled to see as well as Dwarves in darkness. The effect 
lasts for a full day, and even the slightest whiff is enough to 
create the effect. On Dwarves themsel ... es this drug has the 
opposite effect, retarding their ... ision). If any have any 
inkling that the herb ill being boiled, they generally tak� up a 
place well upwind of the experiment (unless they· ... e never 
been exposed to it before. in which case they might well ha� 
a learning experience ahead of them). 
Other Uses: Bitterlove makes a wonderful place to bed down 
for the night, being soft and cushiony. 
Cost: 9 sp/ dose. 
Difficulty of Finding: Light. 
Warning: None. 

BITTERWOOD 
(S. Ctltlmj, Q Trlptrima) 

Other Names: Ket. 
Type: General Purpose. 
Original R�ferenc� Previously unreportrd. 
Ra.ngefWhue Found: Hot jungles and rain forests. These 
plants can of un be seen in th� gardens of healers. 
Characteristics: Though a shrub. bitrcrwood resembles a tree 
(growing to a height of more than 20' with a woody, trunk­
like stem). The brownish-green bark is ... ery rough. shot 
through with what appear to be ... eins of sil ... er. Bitterwood 
lea ... es arc large (often " in length and 6" in diamerer) and 
also ,lppcar to be cdgrd with sil ... er. 
Medicinal UKS: If uprooted. a large (3' x 2.' 50 Ibs) 
tuberous root is exposed. The white root may be eaten. raw 
or cooked. buc its crunchy texture only lends itself well to 
».lads. If smokrd, howe ... er. its nutrients become useful. 
Smoking is a laborious process and takes at least 3 days, 
during which a smoldering fire must be kept going under the 

suspended root. To ensure SU(Ct;SS, th� rest of the shrub 
should be used as fuel. One adult plant (20' rail) is generally 
enough to smoke its own root (othcr wood can supplement 
the fire. but some bitterwood should be prC5ent at all times). 
As the root matures over the fire, it takes on a rich. smoky 
taste (not unlike that of ham) and ,1 softer. meaticr texture. 
Consumption of a fully smoked root halts external bleeding. 
In addition, the root cures any and all organ damage. A raw 
root keeps for se ... eral months if kept in a cool. dark place. A 
smoked roof only lasts ,1 few weeks. 
Other Uses: 1 lb of smoked root has enough nutrimts to 
sustain a man for I day. 
Cost: 15 gp/do.sc; 50 gp/pound. 
Difficulty of Finding: Very Hard. 
Warning: Consuming smoked root makes one ... ery 
thirsty. 

BLACK CACKLER 
(S. MorladhAJ, Q MOrnAlAlji) 

Other Names: Duhhmaker. 
Type: Drug. 

Original Referenc� Moun/ CNnJ..bd. 
IUngejWhere Found: Underground. 
Characteristics: This mushroom is bl,lckish with 
orange spots all over the cap (which is f 8" in diameter). The 
stalk is 2' high and ringed with orange e ... ery 6." It tends to 
grow alone. 
Medicinal U!es: None. 
Other Uses: If eaten, the bitter tasting flesh produces 
uncontrollable laughter and foolish behavior for 4·7 hours. 

Co.n: 2 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: There is no known antidote for the effects of this 
fungi. Fortunately. they are not cumulati ... e. regardless of the 
amount consumed. 

BLACK CLOVER 
(S. Morl1llJl, Q. MOrnAs/o) 

Other Names: Black Lung. 
Type: Poison. 
Original Refuence: ToMe. 
RangejWhere Found: Southward f,lces of mountain ranges; 
temperate grasslands. 

Characteristics: BI,lck dover rc.scmblcs norm.al dover. except 
that the undersides of its leaves have ,1 black. dusty coaring 
on them. Always 4-leaved, it is unlikely to bring good luck. 
The black spores become e ... ident a month after the summer 
sohtice and continue until first frost. 
Medicinal Uses: The spore-bearing lea ... es may be collected 
and ground up into a paste for coating weapons. 
Other Uses: None. 
Difficulty of Finding: Extremely Hard. 
Cost: 25 gpo 
\Varning: If the spores arc inhaled. a burning sensation in 
the lungs results, lasting for about ' hour. Continued 
exposure leads to a slow and p,linful death. 



BLACK VINES 
(S. OiJwr, Q McmlOklJ) 

Other Namn: Vision-maer. 
T yPl!:: Physic.1.l Alteration/Enhancement. 
Original Reference: ToMf. 
Range:fWhere Found: Deep within the forests ofRllUdaur. 
among the roms of only the oldest and largest trees. 
Characteristics: This thin-stemmed vine sports only a few 
small, black leaves. The plant has the ability to grow at the 
rate of up to I"/minute. 
Medicina.l Usa: None. 
Other Uses: \Vhen pres.scd against the skin so that their oil 
is quickly absorbed, black vine leaves induce incredibly 
intense states of euphori.a that end in a ddirious s1um�r. 
The effect. while powerful and long remembered. is non­
addicting. 
Cost; 205-300 gp/ application. 
Diffim1ty of Finding: Absurd. 
Warning: If one comes across bl.ac:k vines in the fOrdt and 
reclines on iu leaves (falling prey to its euphoric effect). the 
plant begins to grow, puning down roots and smothering its 
victim within a few hours. 

BLUE PINE 
(5. Luin/bon, Q Luinisono) 

Other Names: Mother Pine. 
Type: Nutrition/Refreshment. 
Original Reference: ToMr, Arncr, 
RangcJWherc Found: Rhudaur and coniferous forests 
throughout the Westland.s. 
Characteristics: The most common of the evergreen trees of 
Rhudaur, the bluish needles of this pine harbor very large 
(up to I '  in length) cones, each of which can weigh up to � 
Ib and contain up [0 6 thumb-si'Zed �eds. 
Medicinal Uses: None. 

Other Uses: Blue pine seeds are used as a food source by 
me Hillmen of Rhudaur. They are acidic in taste, though 

this may be cured by slow, careful roasting. The seeds 
are nutritious (5 make up the equivalent of I meal) 
and keep very wdl (for years) once dried. If dried and 
ground, their flour makes a s,uisfying soup; if roasted, 
the nuts of the seeds arc added to a little boiling wa[Cr 

with salt. 
Cost: I cp/ cone. 

Difficulty of Finding: Easy. 
Warning: None. 

BLUEDRAKE 
(5. Urli, Q Urt/;s) 

Other Names: Bluetongue. 
Type: Bum/Exposure Rdier. 
Original Reference: Previously unreported. 
RangeJWhere Found: Marshes and swamps. 
Chanctmstics: This bright blue flower is large and bulbous, 
resembling a small vase. It is half filled with ncctar used to 
trap insects. The plant grows to a height of I '; the flower is 
easily half of that. 

Medicinal Uses: If poured onto any bum, no matter how 
severe, the nectar numbs the an:a, healing the burn if left 
undisturbed for the nut 6 hours. The flower's nectar takes 1 
week to replenish itsdf. and may be stored while retaining its 
powers for up to 9 months. 
Other Uses: None. 
Cost: 50 gp/ dose. 
Difficulty of Finding: Enremdy Hard. 
Warning: None. 

BODEZUsr 
(5. SigifulJ, Q. Sicifwu) 

Other Names: Daggerleaf. 
Type: Nutrition/Refreshment. 
Original Reference: ToMt, Fllr Hllr�J. 
RangeJWhere Found: Far Hand. 
Characteristics: The boJdisl resembles a pin cushion, except 
that it is helmet si'Zed with pins that grow up to 18" in 
length. Its leaves are sharp, and anyone brushing up against 
them suffers a cut (1-6 unmodified dagger attacks). If 
someone runs into a boJt.llisl bush, the damage is more seven 
(I - IO +20 attaclu)-not a plant to discount when traveling 
after dark. &Julislleavcs may be cut from their cushion and 
used as weapon$. (After their first bout, the leaves wilt and 
lose their edge. If dried, the leaves become brittle. crumbling 
if used as weapons.) 
Medicinal Uses: None. 
Other Uses; Within the center of the plant is a sweet, 
succulent mass that provides water equal to I day's ration. 
Removing the spines isn't hard (Nonnal maneuver roll, 
modified by Foraging skill). They can also be made into an 
CJ[quisite cusurd if baked. 
Cost: 4 gp/lca£; 12 gp/succulent tissue. 
Difficulty of Finding: light. 
Warning: Death by impalement is always a possibility when 
dealing with chis plant. Bhding is a probability. Some 
frustration is cntain. 

BOGLOCK 
(5. At(Mtw, Q Sangwai(a) 

Other Names: Snakegrass. 
Type: Poison. 
Original Reference: Pn:viously unn:ported. 
RangeJWhere Found: Bogs, swamps and marshes. 
Characteristjcs: Thi, insidious vine can grow up to 5' in 
length. It posseSKs a yellow stem, light green leaves and 
black thorns. If touched, boglock is capable of incredibly 
rapid, minute growth spurts in preferential areas (usually on 
th� side away from the contaCt, which gives it the illusion of 
moving to wrap itsdf around whatever touched it). It cannot 
dose and grip a touching limb. but if a person attempts to 
pull away hastily. me thorns embed themsdves in skin or 
clothing. If a thorn breaks the skin, it injecu poison into the 
wound. The best way to extraCt oneself is to move slowly 
and sun:ly. The poison lUually xu quickly, every thorn-stab 
causing the victim to writhe in incapacitating muscle spasms 
for I minute/prick. If this happens in the wild, the writhing 
can facilitate other stabs (which means more time down, 
which means a greater potential for more stabs). 
Medicinal Uses: None. 



Other Uus; Boglock may be harvC5ted using a pole or other 
long reaching device to uproot it. Once done wrapping itself 
around something. several hours must pass be(on: it can 
repeat the process. (It cannot do so again after it u up­
rooted.) I( the thoms are removed, ground md boiled with a 
little water until n:duced to a thick paste, a mon: potent 
version o( the poison may be produced. I( the poison reachC5 
the bloodstteam o( a victim through (ood, drink or blade. it 
niggcrs muscle spasms o( such a magnitude that the victim's 
heart u affected. killing him in 1·10 rounds. 
Cose: 500 gp/ dose, because o( the difficulty in obtaining it. 
Difficulty of Finding: El(tremely Hard. 
Waming: St:e above. 

BONESET 
(S. Lasgom, Q. Axoslllta) 

Other Names: None. 
Type: Bone Repair. 
Original Reference: ToMt. 
IUngejWhere Found: Southward-facing vales of the White 
Mounuins. 
Characteristics: BonC5et is a low-growing bush that rardy 
ruchC5 mou thm 2' in height. It typically has a redduh hue 
to its woody stem. Its leavC5 arc small and JXrfeccly round, 
clustering in groups of 9 at the ends of stems. 
Medicinal Uses: If eaten, the root of the plant (whether 
fttlh or dried) speeds the healing of fractufC5 (3. normal 
rate). Multiple do$C$ do not increase the rate of healing. 
Other Usa: None. 
Cose 14 gp/ dose. 
Difficulty of Finding: Medium. 
Waming: Broken bones must be proJXrly set befon: the root 
is consumed or improJXr healing results. 

BOSKONE 
(S. Am/olb/lli", Q. AlJasmm) 

Other Names: Da'Nella. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt, ArnOl'. 
Range/Where Found: &Aotlt grows on the tallest trees 
OUllid the remnants of Eriador's primal forest. Never found 
closer to the ground than 100,' it is usually situated on the 
upJXr face of a tree's side branches. 
Characteristics: This small orchid grows on ancient treC5. Its 
leaves an: wide (about the size of a man's thumb). Its flowers 
bloom bright blue (or most of the year. 
Medicinal Uses: None. 
Other Uses: Ifbosknt flowCT$ arc dried and ground into a 
blue powder, they may be inhaled to stimulate the senses to a 
level equivalent to Presence Awareness (RMSS) or Nature's 
Ways. Nature's Awareness and Essence Perceptions (MEKP). 
The hcighrened awareness lasts for 10-20 rounds before 
fading into a severe headache (-30) for 1·8 hours. 
Cose 80 gp/ dose. 
Difficulty of Finding: Sheer Folly. 
Warning: &siam powder is addictive if used more than 2l( a 
month. Once hooked, the inhaler craves his heightened 

awareness, despite its aftemuth. If discontinued, nausea and 
headaches plague the inhaler (or I wedt. during which rim� 
they are effecrivdy incapacitated. 

BOXDEATH 
(S. Cm"iUorb, Q. Cmrillert) 

Other Names: Blackbol(, Black wish. 
T ypc Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RmgejWhere Found: Arid, desert areas. 

Characteristics: This herb resembles a small bush, being 
woody in apJXarance with spiky branches and small, green 
leaves. It dies off every year, but long before this it produces 
a black flower shaped like a boll the sizc of a belt buckle. 
Medicinal Uses: If the flower is ingested by someone with 
grievow injuries-actually, any injury is enough. but wually 
only catastrophically serious ones merit the risk associated 
with bolldeath-it sends him into a coma for 3 days. during 
which time no othu healing magic or herbs have any effect. 
At the end of that timt the person hu a 50·50% chance of 
waking up, completely healed. or of dying without any 
chance (short of by arlxlaJ in the hands of a king) 
of negating its power. 
Other Uses: None. 
Cost: 600 gp/ dose. 
Difficulty of Finding: Sheer Folly. 
Warning: Sec abow:. 

BRAMBLEROSE 
(S. A�( Q A"'mml�) 

Other Names: None. 
Type: Concus.sion Relief. 
Original Reference: Previously unreported. 
R.tnge;Whcre Found: Along the shores of streams and 
rivers in temperate regions. 
Characteristics: This bush is euily spotted by its large. pink 
flowers (each the size of a man's hud) that appear in early 
spring and stay for several weeks. It grows to over 7' in 
height and can form thick brambles that arc nearly impen­
etrable because o( their long and sharp thorns. Its fruits arc 
dark purple (the size of a Hobbit's head). The flesh inside is 
orange, soft, ddicious and sprinkled with dozens of small. 
black seeds. 
Medicinal Uses; Eating the bramblerose fruit restores 4-10 
concussion hits. Eating more only fills the stomach. 
Other Uses: 2 fruits will sustain a man for I day. 
Cose 4 gp/ serving. 
Difficulty of Finding: Medium. 
Warning: If any seeds au ingested. the consumer tlfper1ences 
a sharp gut p.1in that prevents him from engaging in any 
activity (including sitting upright. standing or earing) (or 10 
minutes/seed. cumulative. 

BosAon, 



BrtlJiar 

BRELDIAR 
(J. SallflOr, Q Mirtsdva) 

Other Names: Breala, Sinitahti. 
Type: Drug. 
Original Reference: MERP. Minas lthiL 
Range/Where Found: Volcanic areas. 
Characteristics: This vine is particularly adapt�d for growing 
on th� sharp edges of volcanic cliffs or rocks. Irs st�m and 
flow�rs arc black. The flowers have a white center and 
appear in the spring. Its l�aves are heart-shaped and dark 
green. The entire plant can reach several feet in length. 
Medicinal Uses: None. 
Other Uses: Anyone ingesting a /miJiar flower 
finds himself drifting into a state of 
euphoria at an alarming rate. He must 
subtTact 30 from maneuvering and 
melee because of his altered state 
of mind. As time appears to 
slow down. he may be able to 
add 50 to spells and missile 
attacks. The effects last I 
hour. 
Cost: 25 gp/dose. 
Difficulty of Finding: Medium. 
Warning: Care should be taken when harvesting the flowers, 
because if the plant is injured (easy to do on the volcanic 
rock), its sap may come in contact with skin and bum like 
acid (I hit/round until washed off with water). 

BRJGHT BLUE EYES 
(J. Lllingil, Q. Lllinrlm) 

Other Names: Bluestar. Blu. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMr. MirkwooJ. 
Range/Wher� Found: Temperate grasslands of Rhovanion. 
Characteristics: This small plant blooms in the early spring. 
sometimes before the snows have completely left th� ground. 
transfonning the stcpp� into a sea of blue under the first full 
moon of Gwaeron. Th� stalk is skinny for such a large 
flower. which has S blue petals. 
Medicinal Uses: None. 
Other Uses: If 2S bright blue eyes are gath�d under a full 
moon and brewed into a tea. the imbiber experiences 
enhanced vision-as sharp as that of the most observant 
Hobbit or far-sighted Elf-for a period of 3 hours. If taken 
more than once during a given day, the tea has no further 
effect. Neither the tea nor the flowers may be stored without 
loss of potency. 
Cost: 15 gp / dose. 
Difficulty of Finding: Light. 
Warning: None. 

BUTTERFOOT 
(J. MtiinJaI, Q. MalinlaO 

Other Names: PutO(. 
Type: Organ Repair/Preservation. 
Original Reference: Previously unreported. 
Range/Where Found: Short grasslands. meadows in 
temperate climes. 

Charactcristics: This small flowH is easily distinguished 
when in bloom because of irs small. bright yellow flower and 
matching. vibrant petals at its base. 
Medicinal Uses: If ground up. mixed with a small amount of 
water and dripped into the eye of someone blind because of 
an injury, daily administrations of butterfoot over the course 
of I week restore sight. 
Other Uses: None. 
Cost: 25 gp/dose. 
Difficulty of Finding: Hard. 
Warning: None. 

BUTTONHEAD 
(J. Mc(cbwan, Q. Moribwan) 

Other Names: T umbletop. 
Type: Physical Alteration/Enhancement. 
Original Rcfcrence: Previously unreported. 
Range/Where Found.; Underground in caves. 

away from daylight. 
Characteristics: This small fungus resembles the 
traditional toadstool. except that its hard. button­
sized head is solid black and its stalk stark white. 
Buttonheads usually grow in patches of up to 100. 

Medicinal Uses: The head is too hard to cat; swallowing it 
whole resulrs in severe indig�stion that causes the consumer 
to function at -I 0 for 4 hours. If the button head stalk is 
eaten. it dispels weariness in the consumer, making him feel 
totally refreshed for 1 2  hours. At the end of that time. 
however, he must rest for another 12 hours (usually sleeping 
straight through). Refusal to rest reduces all rolls by -50. 
Other Uses: None. 
Cost: 10 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: While not addictive. the amount of rest required 
to recover is cumulative if more than I dose is taken within a 
3 day period (i.e., the second requires 24 hours rest; 36 
hours for the third. and so on). 

CAJ 
(J. Gltrlbaml, Q AnJanllf1l) 

Other Names: Kagg. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt. Far HaraJ. 

Range/Where Found: The Gaj of Far Harad. 
Characteristics: A small. woody shrub. 'Qj grows low to the 
ground with spiny. stiff branches adorned with thorns and 
small. red I�aves year round. Around the trunk. well within 
irs defenses. are several small (pea siz�d) nodules of sap that 
ooze a small quantity of brown resin when punctured. 
Medicinal Uses: Those wishing to die sometim�s seek out 
this plant becaus� of the cumulative effects of brewing tea 
from th� nodule resin. setting them on what the Bozishnarod 
call the Long Path. The tea causes its imbiber to starve to 
death. but without anguish or suff�ring. 
Other Uses: Caj tea is said to be the best tasting in all of 
Middle-earth. It also has a beneficial effect on Essence spell­
casters, allowing them to recoup their normal PPs in lh their 
usual reeov�ry period. Preparation for this effe([ takes 2 days 
of attunement [0 achieve. 



Cost: 10 gp/n:sin nodule. 
DifficuJty of Finding: Hard. 
Warning: Every time that flli t�a is imbibed, then is a 5% 
cumulative chanc� that the drinker embarks on the Long 
Path. 

CAMADARCH 
(S. FIaJIHin, Q Fallaluin) 

Oth�r N:unu: None. 
T ypc: Poison. 
Original Reference: AnrOl'". 
Attack Uvel: 6. 
RangefWhere Found: Und�rground. 
Characteristics: This small mushroom is about ' "  tall with a 
cap W' in diameter. It is distinguish�d by iu black, star 
pattern of pigmem on the cap. 
Medicinal Uses: None. 
Other Usa: CmlllJ"rrh is a liquid poison prep3red from a 
mushroom found in the cavcs of the fells of castern Eriador 
and in the Underdccps. It turns a victim's skin blue over the 
course of a day. After 24 hours. each external featun: of th� 
body mUSt then make an RR or rot off in 1-10 hours. If 
mixed with alcohol, {""",JAreil becomes an acidic contact 
poison that causes bums: 1-2 "E" h�at criticals on the 1st 
round. 1-2 "C" critieah on the 3rd, and 1-2 "A H criticals on 
the 5th. 
Con: 33 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Care must be tahn wh�n preparing this poison or 
the assassin could end up iu victim. 

CAREFREE MUSTARD 
(S. 5IIuncin, Q Roil'uuJWI) 

Other Names: Rom Mustard. 
Type: Gc::nen.1 Purpose. 
Original Reference: ToMr, MiriwocJ. 

Range/Where Found: The Anduin vales of Rhov3nion. 
Ch.ar:ac[erinj,,: St3nding up to 2' in height. this feathered, 
blue-green plant is faintly teminiscent of cultivated mustard. 
It has a sweet taste like broccoli until nowering in late 
summer. In the fall it produces purple. pinhead-sized seeds. 
These arc prone to f.ill at the slightest disturbance, which 
makes finding intact plants and gathering their seeds.an 
arduous wk. 
Medicin.a1 Uses: A cup of mustard seeds. ground with a few 
drops of water to create a plaster, heals superficial wounds 
within I hour. Applied to more serious wounds, it soothes 
pain and speeds the recovery process. The seeds keep for 
several months, but the plaster must be used as soon as it is 
made, as it loses its effectiveness within a few hours. 
Other Uses: If the seeds are ground with a few drops of 
vinegar, along with a pinch of $lI1r and of sugar. it is rumored 
to be an excellent, though expc:nsive, condiment to put on 
sausages. 
Cost: 10  gp/ dose. 
Difficulty of Finding: Sheer Folly. 
Warning: None. 

CARGALEN 
(S. "RtJ�1'tI1, " Q. Grmil.:!i{II) 

Other N.amu: None. 
Type: Poison. 
Original Reference: 11:0101'". 
Attaek Level: 4. 
Range/Whc.re Found: Underground. 
Characteristics: This Eriadorian cave moss is red-green in 
color and shines iridescently in the light of a lantern. CI�/m 
lUually grows in patches no larger than 2' in diameter. It 
retain its properties for up to I month. 
Medicinal U5e5: None. 
Other Usa: CI�Itn's moist surface harbors a deadly nerve 
poison often used by assassins. Victims mUSt save against a 
4th level nerve poison; victims failing an RR by Of -50 Jose 
feeling in. and usc of. 1-2 extremities (hands and feet) for I -
100 days; with a failure of 5 1-100. thc nervCS in the 
extremity are reduced to useless pulp; failure of 100+ resulu 
in death, as the victim's nerves simply dissolve into a hot, 
pink liquid. Fortunately, the poison is easily broken down by 
any of those herbs capable of repairing nerve damage. 
Cost: 45 gp/ dose. 
Difficulty of Finding: Hard 
Warning: Obvious care must be taken when encountering 
this plant. 

CARLONG 
(S. "Htavy RtJ," Q urnilu'W") 

Other Names: Bursis, Bonis. 
T ypc: Bone Repair. 
Origin.a1 Reference: MERP. 
RangefWhere Found: T empcrate, short grasslands and 
meadows. 
Characteristics: This plant has a long, dry, brown sulk that 
sports thousands of tiny hairs. Its squarish leaves an: mostly 
at the bottom ofthc. plant. Its nower is large (6" in 
diameter). covered with dozens of n:d petals, and usually 
heavy enough to bend the plant over nearly double. 
Medicinal Uses: If the stalk is chopped and boiled for 
several hours. the thick soup that results Clln repair shattered 
bones and joints if ingcsted. The broken limb(s) must be 
placed in a proper position or they heal improperly. In 
addition, they must not be moved during the 12 hours 
it takes for the healing to be completed. 
Other USC$: None. 
Cost: 1 10 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: None. 

CARADHRAIN 
(S. "Rta &rJtr," Q. Camim.a) 

Other Namu: Heat-bane, Flame-thier. Kilmakur. 
T fPe: Physical Alteration/Enhancement. 
Original Reference: MERP. 
Range/Where Found: Tropical grasslands. 
Characteristics: This grass is distinguishable by the n:d 
margins on iu leaves, otherwise it resembles mOSt other short 

I 
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grasses. The grass is fairly common, but difficult to spot. 
Medicinal Uses: None. 
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Othu Uses: Unlike most other grasses, {/lr�JhTQin possesses a 
large tuber. The uses for this root arc twofold. and neither is 
any good without the other. First, it mwt be ground up and 
placed in boiling water (which is imbibed). At the same time, 
a second (arllJhTllin root is placed in the fire and allowed to 
blacken. It should then be pressed and its oil squeezed out. 
This oil should be rubbed onto whatever body part the uset' 
wants to protect. Each root yields enough oil for Yz of a 
human body. Ifboth steps are undertaken by the same 
persoll, they then find themselves rocally protected from heat 
and flame for 1-10 hours, provided they do not wash or eat 
anything else (either being enough to negate the effect)' 
During this time, the subject may pass through normal fire 
without injury and handle red-hot metal for up to I minute 
before experiencing enough discomfort to put it down. The 
fire of a forge is hot enough to make him v�ry uncomfort­
able; that of a volcano or a dragon will kill him. H� may be 
abl� to stand up to a Balrog. but not mak� contact, as that 
fire is of magical origin. 
Cost: 65 gp/root (3 are n�ed�d to totally protect a Man; 2 
for II.!: a Man, or one Hobbit or on� Dwarf). 
Difficulty of Finding: Hard. 
Warning: Us�rs of chis plant usually don't make the mistak� 
of only coating the exposed parts of their body because 
clothing and �ven annor has a way of combusting, or at l�ast 
of burning the flesh b�neath. Th�ir first mistake is usually 
th�ir last. 

CARPET MOSS 
(5. Fangluin, Q lAicaJanga) 

Other Names: None. 
Type: Bon� R�pair. 
Original Reference: Mcri�. 

Range/Where Found: Und�rgrounJ. 
Characteristics: These pale greenl grey mats of furry lichen 
that grow over smooth damp calcium-rich rocks rel�asc a 
pale green powder upon being touch�d. Th� patches 
typically grow to the size of a child or Hobbit. 
Medicinal Uses: When used in thick strips as a poultice (on 
the powd�ry side) for ttactures, carpet moss doubles th� rat� 
of h�aJing and aids in bon�-setting. The lichen utains its 
powers for up to a year after being harllested. 
Other Uses: None. 
Cost: 4 spl strip. 
Difficu1ty of Finding: Easy. 
Warning: None. 

CASHDIR 
(5. Malhm, Q. Hm4rmlllin) 

Other Names: Argsbargics. 
Type: Drug. 
Original Reference: Cr,altr Hara.!. 

RangefWhere Found: Kinnlesra. 
Characteristics: This small desert flower blossoms only at 

night after a heavy rain in late spring. The flower is white, 
th� leaves pointed and curving inward toward the blossom. 
Medicinal Uses: If eaten raw, (tI$bJir counteracts th� effect of 
certain muscl� poisons (4th level or weaker). Th� flower is 
only potent if picked at night when in bloom; if kept in 

darkness it retain its properties for 24 hours. Anyone 
consuming the flower feels a slight tingling of th� body and 
a mild f�eling of euphoria. 
Other Uses: None. 
Cost: 54 gpl dose. 
Difficulty of Finding: Hard. 
Warning: Gl$h.!ir is addictive, signs of which include lethargy 
and a slight yellowing of the whites of the eyes. Addiction 
typically strihs anyone taking it more than 4 times in a 
single week or 10 tim�s per month. Withdrawal from the 
plant causes the person's hands to shake for a period of I 
week; they also feel a constant thirst. 

CHAP-BEECH 
(5. Hlcnu/Jor, Q LussaJnm) 

Other Names: None. 
Type: Miscellaneous. 
Original Reference: MirlrwwJ. 

Attack Level: Sec below. 
R.mgc:fWhere Found: Deciduow forests. 
Characteristics: Considered by many'to be haunted because 
of the way its bark gleams an unearthly white under the new 
moon, the papery leaves of this tree grow so close together 
that the slightest ruffle of the wind causes a chain reaction of 
endless hissing. In midsummer, the spiky seed pods contain· 
ing chap-beechnuts tumble down to the ground. 
Medicinal Uses: None. 
Other Uscs: Chap-beechnut husks are spiky and sharp, but 
if one can find a way to remove them. the sweet taste of th� 
nut meat inside may be enjoyed. 
Cost: 4 sp/nu!. 
Difficulty of Finding: Medium. 
Warning: The spiky seed pods arc very sharp and contain a 
stinging venom that render anyone stuck by it immobil� for 
I hour (1st level poison). 

CHEKYVv 
(5. Ongluin, Q. Luinom/o) 

Other Names: Blue Rub. 
Type: Circulatory Relief. 
Original Reference: Previously unr�ported. 
RangefWhere Found: Near Easterling dwellings, typically 
in the shady interior of wells. 
Characteristics: This dark blue lichen grows on moist stones 
and is easily transplanted. To a casual obserller, the lichen 
may be mistaken for stone itself. 
Medicinal Uses; If scraped off with a knife and spread 
immediately on a scratch or cut, d,;l:yU" induces a slight 
feeling of lethargy that lasts for I hour; the scratch fades and 
disappears within 24 hours. The lichen has a slight effect on 
the healing of the blood vcssels, and is used to sedate and 
stimulate the natural recovery process. 
Other U.Jes: None. 
Con: I spl dose. 
Difficulty of Finding: Easy. 
Warning: None. 



C1CINO 
(5. 0..01,." Q o..,o/,uuj 

Other Names: T rce-cure. 
Type: General Purpose. 

Original Refercnce: ToMt, Ftmgam. 
RangcfWhcrc Found: Fangom Forest. 
Chractmnics: Cirino is Ol. low, leafy plam fC$cmbling a 
cabbage. Its leaves arc dark green on the ouuide, but pearly 
white on their inner :rurfaccs. 115 roots arc purple and, 
outside the spherical plant, give the apptanncc of lateral 
veim. At night the bulb rdaxcs wd the plant spreads its 
lava; at dawn it tightens back up into a camouflaged hud. 
Medicinal Uus: If gathered at night and allowed to dissol� 
in minual spring water for 10 days. imbibed (itino leaves 
increase the natural resistance of Enu to all the diseases they 
arc subject to (+75 RRs.; +40 if imbibed by Men). Ems also 
pour the (itiTlO brew around the base of tr«s and Huoms that 
need tteaDncnt. 

Other Uses: Rumon have been whispered that Ents use the 
tightly fQllcd heads of (itino as playthings once in a vcry grc.1lt 
while, though this has never been obsnved by a reliable 
witness. 
Cost: 7 gp/head. 
Difficulty of Finding: Light. 
Warning: These plants arc generally only harvested with 
permission of Ents. Auempts to steal them from the forest 
can result in severe retribution. 

COCKFAN 
(S. GwaflNr, Q. SUn'UlnI) 

OOer Names: Bushwhip, 5argrass. 
T ypc: General Purpose. 
Original Reference: Previously unreported. 
RangefWhere Found: Arid, scrub areas. 
Characteristics: Resembling an open fan of the sort fallOred 
by courtesans. this semicircular palm frond sends out 
pointed. greenish-yellow leaves that reach up to 3' in length 
and (ueept for the terminal bves) are joined to the left or 
right by their immediate neighbors. Stuck into the ground 
without a stem. the whole plant may be up to 5' in height 
and spread. but only a few inches thick. 
Medicinal Uses: If crushed and boiled, cockfan leaves yield a 
bitter tea that dispels any type-: of nausea. 
Other Uses: Intact plants may be dried and used as fans. 
Cose: 9 sp/ dose. 
Difficulty of Finding: Light. 
Warning: None. 

CORACO 
(S. LisJcs, Q. LimluSS/l) 

Other Name.s: Ralasta.. 
Type: Concus.sion Relief. 
Original Reference: T"Mt. f_r H_,.,J. 
RangefWhere Found: The Suza Sumar rain forest. 
Characteristics: Or.uc is a small bush. usually no more than 
2' in hc-ight. Its thick, green leaves obscure most of its woody 
stem. After the summer solstice. small (I ") stalks sprout 
from terminal dusters of leaves. bearing doZt:ns of tiny. 
wa.xy. brown bernes. 

Medicinal USC5: 2 bucketfUls of rUT4lC berries may be pressed 
to yield 8 02 of clear juice that instantly heals any common 
wound (2--20 hits)' 8 02 is the minimum dosage for any 
effect (i.e., smaller doses do not cure lesser injuries). The 
juice keep its properties for up to 6 months. 
Other Uses: Cor-aro berries may be baked into small tarts that 
arc e,!(tremeiy sweet. Due to the cost of their procurement. 
this is generally done as an ostentatious show of status. The 
heat of baking destrof$ their medicinal value. 
Cose: 85-100 gp/ dose. The effort required to locate and 
pick 2 bucketfuls is sufficient [0 keep the price inflated. 
Difficulty of Finding: Easy. 
Warning: Additional doSC5 of roraro juice given to an injured 
person produce cumulati� effects. but every additional dose 
aftCT the first causes diarrhea for 1 week (cumulati�ly: 3 
doses means 2 weeks of inconvenience). After I dose of 
either the juice or the berries, the consumer feels an 
aveT$ion to sweets for 1 month. 

CREAGACH-CHNAIMH 
(S. uronJ, Q. Oru/oimllar) 

Other Names: Craeg-Cerfl.un. Stone-bone. Stone­

broke. 
T� Poison. 

Original Reference: To�. 
Range/Where Found: Nooks and cracks on steep rocky 
inclines throughout the White Mountains. 
Characteristics: Clad in silvery bark and blue-green leaves. 
this small. sturdy plant bears gorgeous golden flowers in the 
spring. There arc usually 7 leaves. all lined with small, silvery 
hairs. 

Medicinal USC5: None. 
Otha Uus: The poisonous juice of tTtllJlldwbruiimb may be 
utraeted by boiling the leaves and roots of an intact plant. 
This is aiarorite poison of assassins. because ie keeps for 
days when applied to surfaces with which a victim might 
come into contact (e.g., bcd-sheets, priYies. the inner surfaces 
of annor. etc). The juice affects indiYiduals differently. A 
resistant victim (RR failure of Of -25) falls into a brief, 
unwaking sleep (I -10 rounds). while a weaker 
individual (failure 26-50) suffm a coma (1-10 
minutes). Those resistant. but badly e.xposed (RR 
failure 51-100) lose legs and arms (1-4) as these tum 
blue and achie� a stone-like hardness (1-10 rounds 
after uposure). Wuk. and badly uposed victims (RR 
failun: of 100+) suffer the same hardening effect on their 
entire bodies (1-2 rounds afta uposure). 
Cost: 600 gp/ dose (= juice from 1 plant). The price reflects 
the difficulty in locating. removing and processing the plant 
safely. 
Difficulty of Finding: Sheer Folly. 
Warning: Since this plant makes its home in rocky crags it is 
often stumbled upon by unwary rra�lers seeking to climb 
the heights. If squeeud. its flowers spray their juice as a mist 
(5' radius). 



CROWTONGUE 
(5. LamJllr, Q. Moril.imba) 

Other Names: Blackfoot, Darddliz. Darksight. 
T ypc: MisccllancQ\ls. 
Original Reference; Previously unreported. 
Range/Where Found: Underground. 
Characteristics: This black, tongue-shaped fungus is about 
the size of a man's little finger. It has no stalk, appearing 
instead to rest on whatever moist surface it is growing on. If 
picked up. however, the mycelium or roots (white and hair­
like on the underside) are tom loose with some resistance. 
Medicinal Uses: None. 
Other Uses: If ground up and mind with a litd" water, 
crowtonguc produces a chick paste, cold to the touch, which, 
when applied to the skin. renders the subject invisible to 
night vision. 
Cost: 50 gp/dose (sufficient to cover a man's arms, face and 
hands; i.e., lh his body). 
Difficulty of Finding: Hard. 
Warning: When applied to skin, crowtongue paste induces 
shivering. Body parts not CO;l.Ced with the paste remain 
visible. 

CUILDOLTHOR 
(S. "Liftbringtr," Q Cuiltluilar) 

Other Names: Chebkuile. 
Type: Life Preservation. 
Original Reference: Crry Mculltllim. 

Range/Where Found: This plant is only found on the 
highest peaks of the. Grey Mountains, in nooks and crannies 
usuaUy overlooked by travelers. 
Charactuinics: Resembling a species of moss thar clings to 
rocks at very high altitudes, (ui/Jc/lbot- assumes different 
coloralion according to the particular stage in its life cycle. 
In summer, f .. i/Joltbor is green, safe to pick and use; during 
spring, it is blue-green and instantly kills anyone who eats it. 
Its underside is silvery aU year round. 
Medicinal Uses: C .. j/Joitbcr has the effect of a LJtktrpi"g spell. 
curing the gravest of injuries, repairing the most virulent 
diseases and reversing the most potent poisons. The herb 
remains potent for up to a year if packed and stored in a 
whiu wine. 
Odu:r USts: None. 
Cost: 845 gp/dose. 
Difficulty of Finding: Very Hard to find, Sheer Folly to 
obtain. 
Warning: If the green fonn of the herb is cat"-n, there is a 
75% chance the consumer experiences pennanent amnesia. 

CULAN 
(S. Urine, Q. Urinrt) 

Othtr Namts: Karlan. 
T ypt: Genera! Purpose. 
Original Refertnce: ToMt, Arnor. 
Rangt/Whtft Found: Arid climes. 
Characttristics: C .. Ia" is a vine-like plant that grows along 
the edges of watering holes in dry climes. The vine is light 
green with small, arrowhead-shaped leaves edged with red. 

The root of the plant is large and tough, about the size of a 
man's palm. 
Medicinal Uses: When dried, ground up and mixed with 
water, the rnlan root is a horrible tasting concoction that is an 
effective antispasmodic. It also reduces the effects of certain 
poisons. 
Other Uses: None. 
Cost: 50 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: None. 

CULKAS 
(S. Sa .. thotl Nilml, Q. Urm .. h,arriIi) 

Other Names: Lesser Aloe. 
Type: Bum/Exposure Relief. 
Original Reference: MERP, Cm't�r HaraJ. 
Range/Where Found: Deserts, arid climes. 
CharaClecistics: C .. lk"j is a succulent, with thick, elongated. 
triangular leaves. It resembles aloe, except for smaU, white 
dots along the edges of its leaves. It also reaches lh the height 
of an aloe plant (about 1-2'). 
Medicinal Uses: Cut rnlklU leaves exude a thick gel that may 
be spread on bums, healing them within I hour if entirely 
covered. 
Other Uses: None. 
Cost 35 gp/dosc. 
Difficulty of Finding: Medium. 
Warning: Wounds healed by rnlkas gel remain tender for 
some time. 

CURFALAKA 
(S. Nim� Q Ninq .. ipica) 

Other Names: Pogalaka. Meriasc. 
Type: General Purpose. 
Original Reference: ShaJew in lIN Soutb. 
Range/Where Found; This small, woody bush prefers 
wetlands and swamps. Rarely found in direct sunlight, 
n"fala�" is usually found growing either in the shade of larger 
plants or amid mins. 
Charactuistics: The light brown bark of this shrub is 
speckled with white dots interspersed with blunt thorns. Its 
leaves arc pointed and grow in clusters of 5. Its white and 
lavender blossoms appear in early spring. Its fruit is soft, 
round, bittersweet and purple. Each fruit (about the size of a 
man's eye) contains dozens of tiny. tasteless black seeds that 
are not noticeable unless actively sought. 
Medicinal Uses: Ingestion of I fruit cures I muscle injury 
(not including organs such as the heart) over a period of a 
few minutes. During this time, the ingester notices a wann 
feding spreading through the injured area. As many f1<1ala�tI 
fruits may be consumed as there are muscular injuries (all 
cured nearly simultaneously). 
Other Uses; When dried. crushed and steeped in boiling 
water for a few minutes, ("1""'1,, leaves produce a vapor 
which. if inhaled. stopS a bleeding nose in under a minute. 
Imbibed as tea, the leaves taste slightly salty with a touch of 
citrus. 



Cost: I gp/frui!. Bc:cause of its fast rate of spoilage, "'ifQl..lA 
fruits are only available in markerplxu near to the plant's 
natural habitat. A "'rjQl..lA fruit begins to go bad after 3 days. 
turning a golden yellow when it is no longer effective. 
Difficulty of Finding: Hard. 
Waming: Ingestion of a "'ifQl..lA fruit by a ptrson without 
muscular injuries causes that person to experience an elevated 
h�rt rate and a feeling of sleepiness. (The consumror may 
also notice a slight ringing in his eus.) Ingestion of addi­
tional fruit results in unconsciousness for I hour. Though 
the consumer may be awakened during this time, he 
immediately falls asleep again at the slightcst opportunity. 
even if his life is in danger. 

CURULOTH 
(1 "CHnllin,g Blossom," Q. C,HWtUlt) 

Other Names: None. 
Type: Miscellaneous. 
Original Reference: Dagorlllli. 
RangefWhere Found: Wetlands. 
Characteristics: This smaH. pale blue flower grows to a 
height of no more than 4." Its blossom (which apptars in 
late summer) is surrounded by 3 finger-shaptd leaves. 
Medicinal Uses: See below. 

Other Uses: Greatly va.!ued by apothecaries. ", ... Iotlt ouy be 
used to "fix" the vital es.sences of heros nonnally dfectua.! 
only by ingestion. enabling these same proptrties to take 
immediate effect by means of sa.!vcs or injections (with 
n«dle or dart)' 

Cost: 22 gp/blossom. 
Difficulty of Finding: Hard. 
Warning: 5 blossoms are usually required to fix I dose of a 
given medicinal. 

DAGMATHER 
(S. HUlU,g, Q. HUlljtll) 

Othu Names: Dagmis. 
Type: Muscle/Cartilage/Tendon Repair. 
Original Reference: MERP. 
Range/Where Found: Semi arid. short grasslands and 
meadows. 
Charactuistics: This short grass rarely grows to a height of 
more than I.' yct is dcarly distinguishable by the 6" spine 
that sticks straight up through its center. The spine is sharp 
and can inflict injury (1-2 hits) if stepped on directly from 
above. 
Medicinal Uscs: The Jagmatlttr spine ouy be choppc:d up and 
boiled to produce a brew capable of healing a.!l cartilage 
damage. However. it takes more than a bushel of spincs to 
produce I dose of brew (called Jltiis). which must be 
watched closely and reduced in volume over a space of 2 
days. 

Other Uses: None. 
Cost: 28 gp/ dose. because of the labor that goes into 
making suAis. 
Difficulty of Finding: Hard. 
Warning: Anyone unfortunate enough to fall into a patch of 
Jagmalbrr may suffer significant. cumulative damage. 

DEADLY AKRA 
(S. Cargurtlt, Q. CamHi'll) 

Othtr Names: Red Duth. 
T ypc: Poison. 
Original Reference: MOtOnt CHnk&tJ. 
AtbCk Level: 5. 
RangefWhtre Found: Underground. 
Characteristics: This mushroom has a 4" wide cap and a 6" 
high sta.!k. What distinguishes it from other mushrooms is 
its deep orange color and yellow veil remnants. It typically 
grows in coloniu of about a dozen individual fungi. 
Medicinal Uses: None. 
Other Uses: The flesh of the mushroom is a potent poison. 
Cost.: 32 gp/ dose. 

Difficulty of Finding: Hard. 
Warning: The only antidote to this poison is a tea made 
from slimy gorkin. 

DEADLY MlLK-WHITE TRUMPET 
(S. CumtU, Q NilllflUllmi) 

Other Names: Datura. 

Type: Poison. 
Origin.a.l Reference: TIIMt. MirkwllllJ. 
Attack Level: 
RangejWhere Found: Deciduous forests. 
Characteristics: Outside Mirkwood. the deadly milk-white 
uumpct grows to a height of 10"; within the forest. however, 
this sinister plant reaches its full potential and can grow up 
to 12' in height. The pale. uumpc:t-shapcd flowers of this 
giant variety spread out to a width of up to I.' Its sulk is 
thick (up to I '  in diameter) and has many leaves. each as 
long as a man and 2' in diameter. radiating from the main 
sblk at I' intervals. If any part of it is bruised. the rrumpc:t 
emits a sickening odor. Whcn disturbed by contact. its 
flowers forcefully eject their pollen in a dust cloud 3' in 
diameter. They can do chis once per day. 

Medicinal Uses: None. 
Other Uses: None. 
Cost: I sp/ dose of pollen; I gp/ seed. 

Difficulty of Finding: Light. 
Warning: Anyone sprayed by the giant plant during iu 
pollination season (from spring to early summer) is at risk 
for blindness and even death. Resistant individuals (RR 
failure of 01-25) experience nausea for 1 week. Moderate 
individuals (RR failure of 26-50)' Clpt'rience blindness for I 
week, and susceptible victims (RR failure of 5 1-100) lapse 
into oudncss for 2 weeks. followed by a 25% chance of 
death. In mid-autumn. the trumpct produces a prickly seed 
pod, nearly as big as a Hobbit's hand. Inside arc dozcns of 
black. bitter seech the sizc of raisins. When dried and ground 
before being consumed. each seed gives the consumer a sense 
of euphoria and false confidence (-25) in batde. More than 
I seed kills a Man or Hobbit quickly and painfully; 3 kill a 
Dwarf. 10 an Orc. Elves are immune. 



DEADMAN'S EYES 
(S. Lllithi", Q. L:irobrnJi) 

Other Names: None. 
Type: Physical Alteration/Enhancement. 
Original Reference: x...IUrn Colldor. 

Range/Whae Found: Tn the vicinity ofDriig campsites. 
Characteristics: Deadman's eyes are a rare species of small, 
white, rcd.spotted mushrooms. 
Medicinal Uses: None. 
Other Uses: Undead shun deadman's eyes. \Vhen eaten. 
deadman's eyes confer che power to pass among the Dead 
without fcar. Unfortunately, only the Drughu possess an 
accurate knowledge of the harvesting and use of deadman's 
eyes, and jealously guard these secra..o;. Once eaten, 
deadman's eyes cause the user to feel a powerfUl euphoria 
and a sense of oneness with Nature. The mushroom docs 
not cause delusions or hallucinations. but instead allows the 
user to endure the presence of the undead. Although not 
addictive, deadman's eyes are highly toxic, and cannot be 
safely ingested more than a few times in the course of a 
month. The mushroom acts quickly. taking full effect only 
10 seconds after indigestion. The effects last for 4·6 hours, 
after which the spirits of the Dead suddenly resume their 
horrific asfKct. 
Crut: The Drughu would only bestow d�adman's eyes upon 
the most trusted of allies. of un with the expenation of some 
reciprocal service. 
Difficulty of Finding; Extremely Hard. 
Warning: After 2 mushrooms. the ingester begins to suffer 
extreme stomach pains, nausea and breathing problems for 
24 hours. 3 mushrooms sometimes cause death from blood 
poisoning and failure of internal organs. 4 or more mush­
rooms caus� an uncomfortable death within a day of their 
ingestion. 

DEATHBALM 
(S. Ftlmgurlb, Q. friuJUtllmi) 

Othu Names: Heavensend. 
Type: Drug/Poison. 
Original Reference: Previously unreported. 
Attack Levc:l: See below. 
Range/Where found: Sec below. 
Ch:uacteristics: Deathbalm is a blue, aqueous 

essence tl'lually found in stoppered containers which are 
magically scaled to prevent dilution and evaporation. If 
contained within glass, deathbalm gives off enough light to 
illuminate a 5' radius. Deathbalm is created by extracting the 
experience of a dying creature (its fear. its anguish, its 
cessation of consciousness). The drug's potency depends on 
the sentience level of its dying subject. The death balm 
extracted from pla.nts is of low potency (treat as a 3rd level 
poison) while beasts supply a Stronger mixture (level of me 
beast � 5). Sentient mortals, of course, are the source of the 
most potent of dearhbalms, affecting living beings as a 
poison of no less than 20th level (or l O x  the level of the 
mortal whose extinction it has captured. whichewr is 
greater). For the Dead. each level = I minute of experiencing 
true death (i.e. a 10th level dose causes a 10 minute rush, a 
50th level dose = 50 minutes. etc). 

Medicinal Uses: None. 
Other Uses: Deathbalm conveys to its imbiber a magically 
captured and distilled experience of death. Though almost 
always fatal to living beings, deathbalm functioru as an 
addictive drug for the undead Oathbrcakers of the White 
Mountains. who crave the sensation of mortal extinction as a 
relief from the horror (or boredom) of their unnatural sute. 
Cost: Deathbalm U5Ually circulates only among the Dead, 
who exchange it for favors and artifacts. Living beings 
wishing to procure the drug must first locate and approach 
one of the Dead willing to part with it. This is no small 
challenge, given the terror that the Dead inspire in the living 
by their vel)' presence. If the seeker overcomes his fe:u and 
succeeds in convincing the shade to surrender its deathbalm, 
the undead may require him [0 undergo a quest or supply 
him some unique item in return. 
Difficulty of Finding; Vel)' Hard. Duthbalm is concocted 
only in the Oath breaker village of Galibur (located in the 
mountainous peninsula of Bclfalas). though a distributor 
might also be found within the Paths of the Dead or 
surrounding areas of the White Mountains haunted by the 
Dead. Living beings who approach Galibur run the risk of 
becoming a source of death balm themselves. 
Warning; Deathbalm encourages the severance of body and 
spirit. A living being who survives imbibment of the drug 
suffers a temporal)' (2 week period) reduction of SO (-10 to 
stat bonus). becoming easily distracted and prone to fall into 
a state of deep contemplation (-50 to all Fumble results 
when exerting any mental effort. such as casting a spell or 
using any intellectual skill, like perception or lore skill). 
Though deathless by nature, Elves arc just as susceptible to 
the poisonous effects of deathbalm as arc Men. 

DEGiK 
(S. Cui/as, Q. Cui/assi') 

Other Names: Life�vine. 
Type: Life Preservation. 
Original Reference: MERP. 
Range/Where Found: Along the shores/ coastlines of 
tropical seas. 
Characteristics: Drg{i is a creeping vine with triangular leaves 
and a yellow stem. The leaves are oily to the touch and have 
smooth edges with yellow undersides; at their tips they arc 
smaller and yellow on both top and bouom, as mough 
dying. Dtgi* is usually found winding around the base of 
other plants. 
Medicinal Uses: If I of its tenninal leave.s is swallowed by 
one who is in nud of serious medical attention, Jtgt* helps to 
stabilize his condition for 24 hours. After [his time. 
however, its potency expires; and so dOt.S the patient, if he 
bears a monal injul)' and has received no other help. While 
under the effects of the leaf. all other healing herbs and 
magics work at their maximum potency. Dtgik leaves kttp for 
up to I week before loosing their potency. 
Other Uses: None. 
Cost: 100 gp/ dose. 
Difficulty of Finding; Hard. 
Warning: The oily coating on all but me terminal leaves 
causes painful blistering to any exposed skin that comes in 
contact with it. 



DELREAN 
(I OI�"Jb, Q O/�"") 

Otb� Names: Duran. Delrian, Derrly Salve. 
Type: Miscellanrow. 
Original Rcferenc� MERP, Amor, Shirt. 
RangefWherc: Found: Dtlrt.1I grows in colder climes, 
typically in the Northbnds as well as in the upper elevations 
of most of the mountain ranges. Ie is a common shrub and 
uswlly groW$ on the edges of clearings in coniferous 
(evergreen) fOn!);t.5. 
Char2cterisUc.s: This woody shrub resanblcs a small 
deciduous uu, maturing at a height of 8-9.' Its leaves arc 
large and triangular (I /su:m). Its bark is reddish brown and 
very smooth. The plant typically grows very straight, with no 
side branches except the leaves. Once dead, its wood begins 
to warp with lou of twists and turns. 
McdicinaJ Uses: None. 
Othu Uses: If a few ounen of bark arc stripped and boiled 
for several minutu in a small amount of water, a (olll­
smelling substance gck If the strips of hark arc removed 
from the solution, this gd may Ix smeared over the body to 
repel all insecu within a 30' radiw. The effect is good fOT I 
week. The gd may be removed by thoroughly scrubbing the 
anointed body parts in copiow amounU of watCT. The bark 
nuy be dried and utains iu properties for years. 
Cost: 3 sp/for bark (wually a I W-2' area) to affect I 
person; 4 sp/application of gd. 
Difficulty of Finding: Easy. 
Warning: The inKcr-upelling properties of this plant have 
absolutdy no effect on spiders. If the liquid wed to boil 
<it/TrIm bark comains any alcohol (such as wine). the end 
effect is the same, but the smell acts as an attractant to any 
Orcs or Trolls within a 1 mile radiw. 

DESERT AMBER 
(S. C/,1lam Cltb,m, Q. Lissar Trlmlll�) 

Other Names: None. 
Type: Life Preservation. 
Original Reference: fll. H",IIJ. 
RangefWhere Found: The MilTOr of Fire in Far Harad. 
Characteristics: Desert amber is a hard, transluC(flt, usinow 
substance that reKmbles true amber, but which is silvery 
(rather than golden) in coloration. It lodge.s in cracks and 
crevices of the srony plain of Far Harad known as the 
MilTor of Fire. Like iu nameuke. desert amber is the 
fossilized fonn of an organic sub.stance; unlike true amlxr. 
its suffUsion was the result of a magical (rather than a 
natural) process. In origin. desert amber was aqueous; the 
fabled "living waters" of Alnuren. the lake of the gods in the 
First Spring of Arda. which was destroyed in the consuming 
flames of Onnal before the count of Time began. The 
titanic collision of these primeval demenu at once unleashed 
and confined the forces of creation and life that lay within 
Almaren's waters. locking them by some inscrutable alchemy 
into a solid fonn. 
Medicinal u.scs: When crwhed and findy powdered 
through special alchemical procedures, desert amber becomes 
a potent additive to medicinal compounds designed to resist 
the onset of death. By iudf, the effects of the silvery resin 

are equivalent to PrtJmllllioll l.I; when compounded with other 
substances of preservative virtue, desert amber enhances their 
effect to that of Lijrktrpilll I; finally. if combined with another 
Iifekceping herb by an apothecary who understands the true 
naruu and properties of the resin (a very rare occulTCnce). 
the trappcd potency of Alnuren's waters is released, restoring 
50-100 hiu/dose of amlxr wed. 
Other Uses: The more powerful medicinal qualities of 
desert amber are not generaJly known: cons«Juendy. the 
resin is most often sought simply for decorative purposes 
(jewelry, ornaments, statu.1Iry, etc). It is widely believed to 
possess prophyl.1lctic virtues in warding off demons. 
eMe: 10gp/nuggct(raw); 100 gp/dose (crushed). 
Difficulty of Finding: Very Hard. 
Warning: None. 

DINFUIN 
(S. "Nighl�silmtr," Q. Fllinrifl1f) 

Other N.1Imes: NOlie. 
Type: Poison. 
Original Reference: ToMe, MirkwcoJ. 
Atuck Level: 
R..inge/Where Found: Mirkwood. 
Characteristics: Dinfllill is a dark green moss that is often 
found in large (man-sized) patches on the rocks and forest 
slopes of Mirkwood. It is very soft. and reclining on it is 
akin to lying back in a futher bed. 
Medicinal Uses: None. 
Othu Uses: Dinfwin may be. harvested by cutting it up into I '  
squares and ste.llming them-a dangerow but necessary 
procedure to render the moss .urI' to touch. Mattresses 
sruffed with th� patches of moss are highly prized and 
sought after. They retain their lu�uriow touch for years. 
Cost: 2 gp/dose of oil; 250+ gp/mattrcss. 
Difficulty of Finding: Very Hard. 
W.1Iming: \Vhen pressure is CKcrted upon it. Jinfllill nudes a 
volatile oil that causes amnesia. Depending on the victim's 
Intellect, this condition lasts for 1-100 days and is rardy 
(5%) pcnnanent. Harvuters of the moss should always wear 
gloves. 

DOGMALLOW 
(S. C/crfinJ, Q. uwrifimli) 

Othu N.lImcs: Wood Tallow. 
T ypc.: Physical Alteration/Enhancement. 
Original Reference: Previowly unreported. 
RangefWhcre Found: \Vetlands. 
Char:r.cterinics: Oogmallow is one of the largest members of 
the reed family. routinely growing to a height of over 10.' It 
is also distinguishable by the thick coating of golden hair 
sUlTOunding the lowest 3' of the stem. 
Medicinal Uses: Oogmallow reeds are not hollow in the 
uppcr third of their length. If the center of that part of the 
stem is scrapcd out, boiled in W.1ltH for Y.t hour and 
consumed. it slows the effect of poisons (10 If normal 
speed). 
Other Uses: None. 
Cost: 15 gp/ dose. 



Difficulty of Finding: Medium. 
Warning: A per�on [0 whom dogmallow has been adminis­
tered often feds so much better that he neglects [0 obtain an 
antidote for the poison still raging in his veins. When the 
dogmallow wean off, however, the poison continues to run 
its course. 

DW 
(5. Cabcrbui, Q. CaparpiHfa) 

Other Naml'$: Seawort. 
Type: Concussion Relief. 
Original Reference: MERP. 
Range/Wh",re Found: Beaches and coasdands. 
Characteristics: Thi� small. srubby herb looks as though it 
was constructed of small globs of green day plopped 
together, so ugly is its appearance. It ha:o; a few leaves, but 
th .. y too resemble something that's been washed in by the 
tide. Despite its appearances, however, Jflifis a hardy 
sUn'ivor. Drtif is salty hut pleasant to the taste. 
Medicinal Usu: If its con�umer remains <juiet, a drtif leaf 
re.storu 1-10 hits over the next hour; physical activity 
negate� any remaining effect. Another dos", brings on the 
same restrictions. hut the total healing is only 1h of the 
previous dose, and so on with further doses. Drtif keeps for 
up to 3 days after-being picked. 
Other Us",s: None. 
Co.st: 5 sp/ dose. 
Difficulty of Finding: Easy. 
Warning: Sec abov",. 

a year. 

DRAGON GRASS 
(5. l.bH{fhar, Q. uwa�ui) 

Other Names: None. 
Type: Burn/Exposure Relief. 
Original Reference: Grry M(IS<lltains. 

IOngejWhen: Found: Frigid wetlands. 
Characteristics: Dragon grass sprouts from seeds in 
early spring and by mid-summer reaches heights of 8'-
10.' Its stems are brownish green (at their base, thick 
as a man's wrist; at their tip, a man's finger-width). Its 
leaves are long (3-4'), green and erupt from the entire 
length of the stalk. When rustled by the wind, dragon 
grass produces an incredible amount of noise. It is 
easily hacked with a �word, but anyone without a 
cutting implem'enr finds travd impossible. 
Medicinal Usu: If the seeds which appear in aurumn 
are ground up and spread ov",r a bum. they relieve 
pain for I 2 hours. The seeds may � stored for up to 

Other Uses: None. 
Cost: 3 sp/dose; 5 sp/stalk. 
Difficulty of Finding: Easy. 
Warning: None. 

DRAGUL 
(5. Mir/olb, Q. Mirt/ott) 

Other Names: Gem-root. 
Type: Physical Alteration/Enhancement. 
Original Reference: TI)Mt, Far Har�J. 

RangejWhere Found: The $uza Sumar rain forut. 
Characteristics: This small shrub bloom� bright with silvery 
flowers. It is unremarkable in appearance, save for its small 
flowers which bloom for most of the spring and summer. Its 
roots are thick and plentiful. 
Medicinal Usu: When the roou are ground up and made 
into a tea a most remarkable effect overcomes the imbiber. 
The consumer experiences a $U[( of heightened awareness 
(+ IO ta all maneuvers that requin: obsen'ation-<ombat, 
tumbling, perception, but usually not fletching. dance or 
hiding). The effect lasts for I hour, but more doses only 
result in a headache so powerful that it cancels any other 
effects. 
Other U$I:.$: None. 
Cost; 25 gp/ dose. 
Di{ficulry of Finding: Medium. 
Warning: Drat'll root is addictive if used more than 3 times/ 
2 week.>; or 10 times/year, and withdrawal pangs are quite 
sev",re, usually leaving the victim impaired in all of the 
activities it once enhanced (-I I to 20) for 7-I 2 months. 
Regular use also forces the addict to drink ever-increasing 
quantities of the brew to forgo withdrawal symptoms, 
re�ulting in ineviuble financial ruin. 

DUNG-REVELING PSARCH 
(5. IbaHrmil, Q. SaHril/li) 

Other Names: Crapola. 
Type: Drug. 
Original Reference: Mount CHndnbad. 

Range/Where Found: Underground. 
Characteristics: This mushroom has an 8" brownish cap. 
brown gills and a I '  yellowish-brown stalk. It is found in 
colonies covering an area of up to 6' square, composed of 
dozens of individual fungi. 
Medicinal Uses: None. 
Other Usu: If consumed, the flesh of this mushroom 
confers a mind-altering e)(perience. The consumer'� Percep­
tion skills fUnction at -I 5 for 24 hours. but Intelligence­
rdated rolls (with regard to everything except themselves) 
increase by +5. The fungi may be dried and still retain its 
propenil'$ for up to II. month. 
Cost: 22 gp/dose. 
Difficulty of Finding: Hard. 
Warning: There is no antidote for the effects of caring this 
fungus. 

DWARVES' EYEBRIGHT 
(S. Htnrrallg. Q. Casar(tn) 

Other Names: Sethrit. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt. 
Range/Where Found: Meadowlands of the White 
Mountains. 
Characteristics: This small, trumpet-shaped flower usually 
grows to a height of no more than I.' Its leaves are small and 
tear-drop shaped; its petals are white and violet. 
Medicinal Us\".$: None. 



Otha Uses: When brtwed into a tea and consumed. its 
flowers improve vision in dim and dark conditions (+50 
sighting bonus; up to 50' night vision for Men). They 
produce no tifect in total darknts$. but miners and orher 
dark-dwellers arc grateful for any improvement in their 
limited vision. 
Cost: 3 gp/ dose. 
Difficulty of Finding: V cry Hard. 
Warning: Habitual users develop a violet hue to the whites 
of their eyes. 

DYNALLCA 
(S. Uaubanv, Q Unuangwa) 

Otha Names: Ear Poison. 
T ypc: Poison. 
Original Reference: MERP. 
Attack Level: 3. 

Range/Where FOlUld: Along the rocky edges of tropical. 
freshwater shorelines. 
Cluracteristics: This herb rcsm1bles a small palm tree with a 
large number of long. leafy fronds that usually bend to touch 
the ground. It has roots like a mangrove. and is usually about 
5' in height. The roots an: nrong and. once intertwined 
among the rocks on which it grows. virtually impossible to 
pull free. If the leaves arc crushed rhe aroma of hot metal is 
prevalent. 
Medicinal Uses: None. 
Other Uses: If ground into a paste. Jynallt� [eaves become an 
ingestive poison that robs its victims ofhea:ing and delivers 
JO hits to rhe aural nerves of the head. The poison is only 
effective if ingested orally and takes about JO minutes for 
the aural damage to become pennanent. while iu victim 
writhes in pain. T n:atmrnt is available in the fonn of a 
mixrun: of .tNr and puff-spice. If administered before hearing 
10$$ becomes pennanent, this treatment reverses the course of 
the poison, enabling the victim to recover in I hour. Puff­
spice combined with ",I/";n, ingested orally, is the only 
remedy for JY"llllta which has taken full effect. Restoration of 
hearing takes I week. 
Cost: 14 gp/ dose. 
Difficulty of Finding: Light. 
Warning: See above. 

EARTHBREAO 
(3". Qm.", Q Qm_u; 

Other Names: Bread-root. 
Type: Nutrition/Refreshment. 
Original Refaence: Mor;". 
Range/Where Found: Deciduous forest. 
Characteristics: This chunky, brown, knobby root grows 
thick and plentifully in rhe loamy soils of temperate climes 
where mixed woodl.ands occur. 
McdicinaJ Uses: None. 
Otha Uses: This root is used to make Dwarven waybrtad. 
It may be easily grown in many different soils (rhough not 
underground) by slicing and drying thick sections, which arc 
then directly planted in rows. The root begins to grow in 
perhaps I month, yielding a crop in about 5-7 months. It 
keeps for up to a month in a dried wafer sUte. 

Cost: 3 sp/ration. 
Difficulty of Finding: Easy. 
Warning: None. 

EBUR 
(S. LilbbadM, Q. LiISt\'anlar) 

Other Names: Wcllstep. 
Type: Muscle/Cartilage/Tendon Repair. 
OriginaJ Reference: MERP. 
Range/Whcre FOlUld: Along sea-shores in mild climes. 
Characteristics: This vine snakes its way across dunes ncar 
the sea. burrowing its roots deep into the sand and he.lping 
to prevent wind erosion. In spring. it produces small white 
and purple flowers. 
McdicinaJ Uses: If collected fresh and eaten. tbt.f flowers 
work to repair sprained joints while the subject is immobj­
liu:d. It takes a full day for the healing process to work. and 
only one sprain can be repaired at a time. Any flowers eaten 
after the first appear to have no effect. leaving the consumer 
to complain of a bad taste in his mourh for several 
hours. 
Other Uses: None. 
Cost: 22 gp/flower. 
Difficulty of Finding: Medium. 
Warning: None. 

EDDIJ 
(S. Clof/he,rd, Q ul4wundtl) 

Othtt Names: Goldenroot. 
Type: Life Preservation. 
Original Reference: Crtalrr HllraJ. 
RangejWhae Found: Grasslands and forests ofSirayn. 
Characteristics: This small shrub is hard to spot because it 
resembles so many other species. It is distinguished by the 
golden color of its roots, which manifests itself if they are 
dug up within minutes of the rnd of a rainstonn when the 
new sun hits it3 leaves. In spring. the tJJij plant produce 
dozens of small red bemes. 
Medicinal Uses: If placed on the eyes of a person threatened 
with imminent death, juice squeezed from tJJij berries 
preserves life for several hours. 
Other Uses: None. 

Cost: 56Ogp/ dose. 
Difficulty of Finding: Sheer Folly. 
Warning: None. 

EDRAM 
(1 MilbnrJh. Q Sinnirwa) 

Other Names: Bonehae, Jokisammal. Luunkorjataja. 
Type: Bone Repair. 
Original Refttence: MERP. 
RangejWhae Found: Along the banks of cold bodies of 
freshwater. 
Chuacteristics: This silvery grey moss grows in large 
patches. some covering areas of up to 10' in width. It is soft. 
plush and comfortable to recline on. 
Medicinal Uses: If ingested. ,Jmm aids in the mending of 
broken bones. The process takes 2 hours. The broken bones 



Elbin', Bash! 

must be pro�rly set before ingestion or they heal improp­
erly, possibly leading to impaired movement. Unfortunately 
for anyone seeking the benefits of this moss, it must be eaten 
within a minute of being picked or it becomes worthless. 
Other Uses: Natjyes of the regions where tdr�m is found 
stuff their mattresses with the soft moss. Its sweet fragrance 
lasts for years. 
Cost: 31-35 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

EELDRAKE 
(S. CasslliI, Q Arlfllili) 

Other Names: Snakeweed. 
Type: Muscle/Cartilage/Tendon Repair. 
Original Refenncc: Previously unreported. 
Range/Where Found: Bodies of freshwater at high 
elevations or in cool dimes. 
Characteristics: Eddrake resembles the weeds that line the 
bottoms of lakes and rivers, with the exception that the tip 
of each leaf is notched and resembles a tiny mouth. In fact, 
in dim light the plant is easily misuken for a waiting ed. It 
can grow to a length of up to 3.' 
Medicinal Uses: Although nearly impossible to uproot, 
eddrake is easily cut. If a large handfUl of still-dripping 
eddrake is placed on a roaring fire, the steam that pours 
forth (10 minlltes/lb of eeldrake placed on the fire) has the 
capacity to heal any muscular injury if the affected region is 
held over the steam for 10 minutes. Once the plant dries our, 
it is useless. For this reason, healers usually keep it in coyercd 
crocks of water. 
Other Uses: None. 
Cost: S gp/lb. 
Difficulty of Finding: Medium. 

Warning: If inhaled, ecldrake steam causes 
lighthcadedness and disorientation. Care must be 
exercised by others to keep the patient from acciden­
tally stumbling into the fire. 

ELBIN'S BASKET 
(S. Ca!JIolb, Q. Calpal6ft) 

Other Names: None. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt, ArnOT, Shirt. 
Range/Where Found: Meadows in temperate climes, 
short grasslands. 
Characteristics: Elbin's basket is a small, pink, 
basket-shaped flower, usually only 6" in height, with 
3 large leaves situated at the base of the stem. 
Medicinal Uses: None. 

Other Uses: When its root is ground up and boiled, the 
resulting liquid may be imbibed as a heart stimulant. The 
extraction process is long and laborious--3 days/dose, 
regardless of the number of flowers used. These oils, when 
imbibed, double the s�ed of the. drinker's actions for 10 
seconds, after which the us�r must rCST for an hour. 
Cose 10 gp/ dose. 
Difficulty of Finding: Sheer Folly. 

Warning: If more than I dose is tak�n at a time, the 
consumer must rest for 24 hours, too exhausted to engage in 
any serious activity. More than 2 doses at a time ca� th� 
drinker to drop dead of a heart attack. 

ELENDIL'S BASKET 
(S. Ca'l'lrag, Q Camirarta) 

Other Names: Redreed, Poisonbane, Elcndil's Spear. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt. 
Range/Where Found: Northern tundra during summer 
thaws. 
Characteristics: This rare, brown, r�ed-like plant is tall (up 
to 8' in height). Its bright red, spike-shaped flower may 
reach up to Ih its height. 
Medicinal Uses: If ground or chop�d in�o small pieces, the 
root may be boiled to yield a powerful antagonist to many 
poisons. If imbibed, it slows the �ffects of poisons tenfold. It 
also purifies foul, tainted water. The effects lasts 12 hours 
after use. The root ke�ps for up to 6 months if undamaged. 
Other Uses: None. 
Cose 8 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: None. 

EREDENA 
(S. OnoJgai, Q. Oll/orta) 

Other Names: Erek. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMl, f�"grmr. 
Range/Where Found: Fangom Forest. 
Characteristics: Er,drn" is a small, bush-like tree that forms 
the hedges surrounding the meeting places of the Ents. They 
arc eyergreens, bur haye large, shiny, dark green leavcs instead 
of needles. In addition, their long branches give them an 
almost spherical appearance (instead of the traditional 
conical shape of most evergreens). Eredena usually mature at 
around S' in height. Its lower limbs sprout fruits that rise as 
buds from the lower branches on spikes (which flower in late 
winter or early spring into large, white blossoms). These 
buds follow a few weeks later, and the fruit a few weeks aft�r 
that. The buds are about the size of a man's rhumb; the 
fruits resemble pine cones, but arc smoother and lighter in 
color. 
Medicinal Uses; Er,drn" buds are the main ingrcdi�n( of Ent­
draughts. If consumed by a Man, they stimulate a sudden 
increase in heart rate, respiration, muscle strength, quicknes.s 
and s�ed of thought. 
Other Uses: ErtJrn� bushes arc pleasant and unusual 
additions to a topiary garden. 
Cost: I sp/bud. 
Difficulty of Finding: Hard. 
Warning: The effect of cating a bud is so gr�at that an RR 
must be made vs a 20th level poison to detennine its effects. 
If the RR is made, the consumer feels dizzy for S minutes 
before becoming capable of incredible feats of coordination, 
strength and deduction for another S minutes (after which 
they require 48 hours of sleep). If the consumer fails by les.s 
than 20, he faints and remains unconscious for 72 hours. If 



he fails by 2()..4(), he suffers a mild hean attack, requiring a 6 
month recovery period of near-total inactivity. A failure of 
grcata than 40 means a massive cerebral hr:molThage takes 
place, foUowed immediatdy by death. Ents refine ffttlnu! 
buds for we in their draughts, never using them in their raw 
fonn. The Ents are unaware of ffltlnu! buds' efftCts on Men, 
but discourage any from consuming it all the $aJT\e. 

ESTESALQUE 
(S. IJ!..b, Q "'.,.W,? 

Other Names: Surchast:, Silnen. 
T ypc: Physical Alteration/Enhancement. 
Original Reference; ArnOT, ToMr, 5bi�. 
RangcfWhere Found: Short gras.slands and meadows. 
Characteristics: This small shrub has thick, waxy stems 
which, if punctured. release a sticky, white sap. Its leaves are 
long and pointed, resembling aloe, but arc easily differenti­
ated by the presence of small white flowers on their tips. 
Except during winter. the flowers are always in bloom. 
Esltsa�Hi is difficult to distinguish in the wild because it is 
unremarkable in appearance. One of the few things that sets 
it apart from other weeds is a stem that is rigidly pentagonal 
is shape. 
Medicinal Uses: Diluted in water, the juice of rSltw� acts 
as a powerful analgesic, reducing the general effects of 
intense pain. The juice keeps for up to a year if placed in a 
tightly stoppered botde. 
Other Uses: None. 
Cost: 7 gp/ dose. 

. Difficulty of Finding: Medium. 
Warning: EsItS4� acts as a powerful analgesic, quartering 
the effects of intense pain. Its side effect, drowsines.s. gives 
the user a -10 penalty to Intuition and Agility bonuses for 4-
5 hours. 

FAGHIU 
(S. &imtl� Q. Vllnimt/Ja) 

Other Names: Blue Star. Lovehoon. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMr, AmOf. 

RangefWhere Found: Mountainous regions of Rhudaur. 
Characterisuc.s: This small plallt grows only a few inches 
high. but is easily found when in bloom because of its small 
but outstanding blue-white flower. The beauty of the iai'iw 
blos.som is said to be gruttr than any other in Middle-eanh. 
and the young men of Rhuruur often think of Ja§!iw when 
recalling the beauty of some woman who has caught their eye 
but spumed their advances. 
Medicinal Uses: None. 
Other Usa: It is said that the juice of the full-blooming 

Ja§!iw petals may be used to make a love potion. The tales arc 
true. but it is an endeavor only for the moS( diligent. A 
bucketful of petals must be gathered and pressed to yield a 
thimbleful of utract. This must be allowed to sit in a 
shallow dish under a full moon overnight and, if undis­
turbed. placed in a waterproof bag and worn close to the 
heart of the user for the nelt month. Once prepared in this 
way. it must be ingested by the object of the user's affections. 
Anyone consuming the prepared elixir dOt:s no hann to the 

one who had wom the potion close to their heart. This 
effect lasts 1-100 daY$. Imbibers also faithfully serve their 
beloved in any way. short of endangering their own lives. If 
the imbiber is of the opposite sex, they may even fed lust for 
their new love. 
Cost: 330-500 gp/ dose. 
Difficulty of Finding: Absurd. 
Warning: If administcrc:d to anyone of Elven blood, the 
elixir induces animosity inStead of love. 

FAIRYHAIR 
(S. Btinfin, Q. V"nJ'lfin� 

Other Nama: Goldenblow. 
Type: Physical Altet'ation/Enhancement. 
Original Reference: Previously unreported. 
Range/Where Found: Mountains above the treeline. 
Characteristics: This small herb has 3-4 leaves and dozens 
of thin, bright, golden tendrils extending from its I "  stem, 
giving it the appearance of a tuft of golden hair lying on the 
ground. It blooms early in the year, even before the snows 
have gone; its small flower is light blue in color. 
Medicinal Uses: If collected. packed into a pipe and 
smoked, fairyhair bestows total protection from the cold on 
the inhaler for a period of 6 hours. The hairs last for several 
months before losing their virrue. 
Other Usa: None. 
Cost: 65 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: Nont: . 

FANGORTH 
(S. "DrrIlJ.btarJ," Q. urnibld) 

Other Nama: Adisakheg. Gorfang. Redfog. 
T ypc: Poison. 
Original Reference: ToM,. MOf"ia. 

Atuck Level: 3 
RangefWhere Found: flmgorlh is usually found in 
deep crannies throughout Moria. typically in high 
places OUt of reach. 
Characteristics: This red or purple moss grows in 
hair-like clumps of up to 6" in height. 
Medicinal Uses: None. 
Other Uses: None. 
Cose ISO gp/ dose (though a harvestedJ"ngortb is 
generally kept alive). 
Difficulty of Finding: Hard. 
Warning: When disturbed.Jangorrb emits a reddish mist that 
caU5t:S sleep for 4-12 hours. h takes I week to regenerate its 
poison after discharging il. HandlingJa�b is dangt:rOus. as 
contact with its juice may prove fatal. 

FEBFENDU 
(S. NmlkJ, Q. N<lIq"Q 

Other Names: Durossa. 
Type: Organ Repair/Preservation. 
Original Reference: MERP. 
Range/Where Found: Along the banks of bodies of 
freshwater in cool climes. 



Characteristics: This small. whitt fimgus grows to the size 
of a man's nose. preferring to sprout at the base of its reeds. 
It does not have the traditional toadstool shape. irntead 
resembling a tiny finger with no cap. 
Medicinal U�5: The fungus may be chopped. boiled and 
(after the brew has cooled) poured into the ear of someone 
who has suffered hearing damage. restoring hearing within I 
week. 
Otha Uses: ftbjrnJ" is a tasty addition to any salad. but only 
if served raw. If cooked. it becomes bitter to the point of 
bemg unpalatable. 
Cost: 90 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: If imbibed.jr&"rnJ" brew causes a ringing in the 
ears, obscuring an other sounds. This effect may last up to I 
week. 

FELMATHER 
(S. lnn"i� Q. [nJ"ili) 

Other Names: Soulspeak, Fartalk. 
Type: Physical Alteration/Enhancement. 
Original Reference: MERP. 
R.ange/Whcre Found: Underwater. along marine coasu in 
temperate dimes in depths from 30'-90.' 
Chuactcristics: This algae occasionally washes up onto 
beaches after a stonn. but is otherwise rarely seen by Man. 
Most beached specimens arc too old to be of use. In iu 
marine habitat.jrlmatbrr is a leafy, brown plant that grows to 
a length of 2.' Elastic and springy,jrlmalbrr is difficult to 
consume. typically requiring I hour/leaf to chew. 
Medicinal Uses: If eaten. a jtlmatbrr leaf gives the consumer 
the ability to .send a mental summons to I friend within a 
radius of 300'/levc!. The message is received as a vague 
feeling that the sender is in need. The summons does not 
reveal the .sender·s location. The premonition of urgent need 
fades after 1 hour. 
Other US('5: None. 
{Mt: 12 sp/ dose. 
Difficulty of Finding: Light (dead leaves); Extremely Hard 
(live leaves). 
Warning: None. 

FINCHFEA THER 
(5. Forbm, Q For'lutsst) 

Other Nam('5: Rangerboon. 
Type: Physical Alteration/Enhancement. 

Original Refere:nce:: Previously unreported. 

. . . . . 
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Range:/Whe:re Found: Conife:rous forests. in the 
upper reaches of evergreen trees. 
Chaucteristics: This homely little orchid has 
brown and black leaves that resemble nothing so 
much as the futhers of a finch. right down to 
having laid-back edges. The flower is brown and 
white and largely unremarkable. appearing in 

spring and lasting for much of the summer. It lasts for 2 
weeks after being picked. 
Mwcinal Uses: When the: flower is eaten, the consumer 
gains the ability to discern true: North simply by dosing his 
eyes and concentrating. This power does not manifest iuelf 

unless tested (accidentally or otherwise) and lasu for 4-7 
days. 
Other Uses: None. 
Cost: 33 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: The possessor of this power must consciously test 
himself. lest it vanish without his being aware of it. 

FIREBREATH 
(5. Naffbu� Q Narsuli) 

Other Names: T ongue-toaster, Tonsil-death. 
Type: Circulatory Relief. 
Original Reference: Previously unreported. 
Range/Where Found: Short grasslands and meadows, as 
well as in gardens. 
Ch.acacteristics: Firebreath is a member of the chili family, 
producing a fruit similar to hot peppers. These small. toe­
shaped fruits range in color from orange to deep red. 
Firebreath flowers arc small a.nd white, appearing in spring 
after the plant has reached a height of 2.' 
Medicinal Uses: If cut in half, rubbed with blood and placed 
on a wound, firebreath produces a surprisingly cool 
sensation, halting bluding. dosing wounds, and instantly 
healing 1-IO hits; if not pre-seasoned with blood, however, 
the resulting pain is so interne as to nearly raise the dead. 
Firebreath fTuit must be fresh for its healing to be effective; 
dried fruit IS only going to dicit curses, no matter how much 
pre-seasoning is performed. 
Oth« Uses: The fire breath fruit is a favorite among those 
who enjoy spicy cuisine, adding it to food in fresh or dried 
fonn. Many carry a small stash with them in case their 
innkeeper has run out.) Ingestion of the fruit has no 
medicinal effect except to relieve constipation. 
Cost: 4 gp/dose (fresh); 4 sp (dried). 
Difficulty of Finding: Medium. 
Warning: If anyone handles a cut up firebreath fruit with 
their bare hands and touches their eyes, they are blinded for 
2-6 minutes and in such pain as to be unable to do anything 
besides scramble for water with which to bathe their eyes. 

FISHFEA THER 
(5. Aubw, Q. fA·fifWtsSt) 

Other Names: Seaplume. 
Type: Concussion Relief. 
Original Reference; LOR. 
Range/Where Found: Freshwater bodies of water with little 
or no current in temperate dimes. 
Characteristics: This water plant resembles a feather-duster 
with the handle buried in the bottom of its aquatic environ­
ment. The feathers (brown with a white dot toward the 
tenninal end) arc accually leaves. There are also small black 
stripes nmning along its length from the midline of the leaf 
to the margin. The leaves never grow to more than a few 
inches in length. 
Medicinal Uses: Each plume heals I -4 hits when eaten. 
Other Uses: None. 
{Me: 3 gp/ dose (because of the difficulty of keeping them 
fresh). \Vhen encountered in a marketplace. fishfeather 
leaves are laid in a shallow pan of water where they remain 



viable for up to a month. If purchased, the merchant usually 
wraps the leaves in a damp cloth, which preserves their 
abilities for up to 3 weeks as long as the cloth is kept moist. 
Difficulty of Finding: Medium. 
Warning: Dried out fishfeather leaves lose their healing 
virtue. 

FLAMEROOT 
(5. uublbonJ, Q, Mmwmlll) 

Other Names: None. 
T ypc: Concussion Relief. 
OriginaJ Reference: Morill. 
RangefWhere Found: Usually underground; sometimes in 
dark forests. 
Characteristics: Flameroots arc short, red, spiky tufts 
growing upwards on other dead fungi, wood or plants above 
ground. The tufts typically reach 6" in height. 
Medicinal Uses: Aameroot may be imbibed in infusion as a 
general healer of ailments or wounds. Doing so doubles the 
rate of healing for concussion hits. 
Other Uses: None. 
Cost 26 gp/dose. 
Difficulty of Finding: Medium. 
Warning: Flameroot has a bitter acidic taste when eaten. 
leading some to believe it is poisonous. 

FLEABANE 
(5. Avnllgo, Q. Avanart) 

Other Names: Keep Off. 
Type: General Purpose. 
Original Reference: ToM,. 
Range/Where Found: The White Mountains. 
Charactr:ristics: The fleabane plant seldom grows mon: than 
2' in height, usually sprouting no more than 3 arrowhead­
shaped leaves. Its upper half is oblong, blunt and covered 
with beige colored hair. \\Then crushed it has a strong. but 
not unpklSant, scent. 
Mwcinal Uses: If dried. ground and partially dissolved in 
water. fleabane rids its consumer of internal parasites. 
Othtr Uses: Fleabane has the power to repel bloodsucking 
insects and related pests (including fleas, ticks and lict). lts 
fresh-squeezed juice is generally more effective (95%) than 
its ground and dritd fonn (80%). The juice keeps for up to 
I week; the powder last several months. 
Cost: 3 bpI dose juice; 2 bpI dose powder. 
Difficulty of Finding: Medium. 
Warning: Imbibing fleabane as a means of keeping pests 
away for more than 5 consecutive days causes the consumer 
to adopt its odor for I week. While this docs not bestow the 
pest-repelling abilities, it does mark the person as a wimp in 
many areas. 

FLOR ROIRT 
(5. Elwgam, Q, urnibtlwa) 

Other Names: None. 
Type: Nerve Repair. 
Original Reference: ArnOt'. 
Range/Whet'e Found: Sunny meadows. 
Characteristics: This small flower is unique in that the tops 

of its petal.s art' blue, while the underside is pink. It grows to 
a height of about 6" and sports several long leaves with 
serrated edges. It blooms only in the spring. 
Medicinal Uses: ft.lr ro;r/ may be ground into a paste, mixed 
with wine and filtered to yield an antidote (12th level) for all 
nerve poisons. The concoction keeps for up to a year. 
Other Uses: A gift of a small bouquet of this flowe.r is a 
subtle way of telling someone they're on your nerves. 
Cost 44 gp/ dosc. 
Difficulty of Finding: Easy. 
Warning: None. 

FOXROSE 
(S. Rcsmm'� Q. RWHamtrilli) 

Other Names: Redthorn. 
Type: Concussion Relief 
Original Reference: LOR. 
Rangc/Whtre Found: Temperate wetlands. 
Characteristics: A member of the rosc family, fonose is 
distinguished by its dusky red flowers and reddish-green 
leaves and stem, which can reach several feet in height. 
Medicinal Uses: Eating a petal has the effect of curing 2-12 
hits. 
Other Uses: Renown for its beauty in many lands, foxrose is 
a symbol of love; the gift of a bouquet may signify romantic 
intentions. 
Cost: 5 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

FROSTHEAL 
(5. Ntl/btl, Q, Htlntstllr) 

Other Names: Jojojopo, Mustasonnen Uiake. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMr. 
Rangt/Whcre Found; Extreme mountain elevations. 
Legends say that the herb was an ancient gift from one of the 
Oaen Coentis, who saved a traveling monarch who was 
stranded in the high snows of the White Mountains. Many 
educated folk scoff at this talc; many believers scoff at the 
educated folk. The folk of Calenardhon place a high value 
on it. 
Characteristics: Frosthtal is a small plant, usually growing 
no more [han 4" in height. It produces a small, blue flower 
which yields a hundred tiny, black seeds. It requires a harsh 
climate with a short, moderate growing season to survive. 
The. plant does not die off when the snows return, but 
instead remains green under the snows where it may be 
uncovered and put to medicinal usc at any time during the 
winter. 
Medicinal Uses: If ground and mixed with water. the 
fresh plant may be applied as a thick paste to areas of the 
body afflicted with frostbite. If dried. it loses its curative 
properties. 
Other Uses: If it is eaten, frostheal gives its 
consumer a serue of wannth. 
Cost: 25-40 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 



GAlFAS 
(5. �llliJ, Q lis.stiw) 

Otha Names: Sweet Mustard. 
Type Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangcjWhue Found: This rd,uivcly common herb 
grows in gr.u.sy environments, such as those found in 
sunny meadows over half a league in elevation. 

Charactw,tics: This annual grows to 2' in height. with 
numerous spnading branches. Its lower iuvu arc slender, 

the upper ones bro;l.dcr and sliucd. The stem and branches 
arc usually covered with rough hain. Ctlif�s' yellow £lowen 
arc borne in tcnninal dusten (at the end of a stem cr 
branch) and the seeds an smaIl and dark brown, nunlling 
later in summa-. 

Medicinal Uscs; When ground [0 a powder, mixed with 
vinegar into a paste and ingutcd. lIlifas flowers counteraCt the 
poisons J!.:Jla, leary"r, and _JbiL In che case of non-Elvcn 
WWtJbil victims, however, they must be made to swallow the 
paste (which may prcscnl a problem, as it can paralyzc:). Any 
Elf ingesting _Jhil would die before the antidote could be 
administered. 
Otha Uses: None. 
Cost: 9 sp/handful of the seeds (which last for years). 
Difficulty of Finding: Hard. 
Warning: Ingestion of raw leaves causcs internal bleeding 
(5th leve:l; I-50 hits). If the leaves au boiled. howevtf, they 
au a tasty addition to any meal and freshen the buath for 2 
days. 

GARlG 
(S. Lmmmgo� Q. Y/lnla Hlianlrron) 

Otha Names: T oobsh, Garack, Sheloboon. 
Type: Concussion Relief 
Origin.al Reference: MERP, Corgcrclb. Crtal" H�raJ. 
RangefWhue Found: Desert areas. 
Charactmstics: This member of the cactus family is 
unremarkable in appearance, standing several fed in height, 
with sharp, long, but widely spaced spines. It is green with 
tiny yellow stripes running vertically up its trunk.. The entire 
plant forms a single trunk without side branches (up to I' in 
diameter). Once a year, in the spring, a single white flower 
appears on its top, remaining there for several weeks. 
Medicinal Uses: Pieces of f:lrig may be sliccd from the trunk 
without harming it. (The cactus usually regencr;Jtcs within a 
year.) If consumed, a piecc the sizc of a man's thumb restores 
30 hits. Also, if the thin and spindly roots arc dug up, they 
may be mashed and squeezed to produce an oral serum that 
restores the same amount of damage instantaneously. This 
treatment is only good I/day on a given individual. The 
serum loses its potency within I hour of being harvested. 
Other Uses: NOlle. 

Gmt: 55 gp/ dose. 
Difficulty of Finding; Light. 
Warning: The scent of fresh f:lr� is so foul that no one with 
a sense of smell takes it voluntarily. It is uscd by healers in 
desper;Jte situations-and usually when help is available to 
hold the patient down. Anyone undu the effects of ,.mll! or 
l1If cannot approach closer than 100' to af:lrig cactus 
without gagging. 

GEFNUL 
(I G.,,!.( o..J';'/Ji) 

Othu Names: Earth Ash. 
Type: Concussion Relief 
Original Refuence: MERP. 
RangefWhae Found: Long dead or inactive: volcanoes. 
Characteristics: This white lichen grows in patches up to I '  
square. I t  clings to the rock on which it grows determinedly 
and cannot be $Cfapcd off without a knife. 
Medicinal Uses: If removed and consumed, a grfn .. 1 patch 
equal in size to a man's paIm restores 90 hits over the next 
24 houn. Gfnw/ keeps for up to a month after being 
harvuted, though it is rumored that some healers have found 
a way to preserve its virtue indefinitely. 
Othu Uses: None. 
Cost 90 gp/ dose. 
Difficulty of Finding: Hard. 
Warning; None. 

GNOSH 
(5. Dnhwlh, Q. Ruwhit) 

Other Names: Journey-paint. 
T ypc: Physical Al!cration/Enhancement. 
Original Refaence: Soulbtm ConJor. 
RangejWhere Found: The White Moumains, wherevcr 
Drughu wander. 
Charactuistic.s: Cnon, is a plant-based body paint which the 
Drughu apply to their skin in various ritual designs. In 
pigmentation, gnosh tends towards neurta.! browns, greens and 
greys--<olors that readily assist their wearer meld into his 
wilderness surroundings. 
Medicinal Uscs: None. 
Other Uses: Cnosh contains a slow-acting drug that enhances 
the wearer's physical endurance over long periods. The active 
agent is triggcn:d by the nawral perspiration of the w�rer, 
$0 that the enhancement only takes effect when actually 
needed (i.e .. when the wearer is expending sufficient energy 
to be sweating). C/1osb is most frequently used by the Drughu 
when hunting. fleeing or undertaking lengthy. physically 
demanding magical rituals (such as enchanting a watch­
stone). Generally doubles the users endurance. \Vhen using 
gnosb to travel quickly or over rough terrain, fatigue should be 
reckoned as per a walk in open country. 
Gmt The Drughu only share gnosb with trusted friends and 
allies (of which they have very few). Under no circumstances 
do they reveal the secret of its making to outsiders. 
Difficulty of Finding: Hard. (Drughu do not always wisb to 
be found.) 

W.aming: None. 

GOLDEN CRESS 
(S. Mr/bis, Q. Malqwmi) 

Othu Names: Gold Chute. 
Type: Circulatory Relief 
Original Reference: ToMt. 
Range/Whae Found: Along the Innks of watercourses in 
southern Gondor. 
Characteristics: This fem-like plant is nonnally dark green 
on top. light green underneath. When dried. it turns a bright 
reddish-gold. 



Mdicinal Uses: If dried. ground and miud with purified 
blIow to make an ointment, golden cuss doses and heals 
blttding flesh wounds (1-5 hiu in 1-5 rounds). Wounds so 
healed do not rropen. 
Other USH: None. 
Cost:: 8 sp/fresh plant; I gp/dricd. plant; 4 gp/dose 
ointment. 
Difficulty of Finding: Medium. 
Warning: None. 

GOLDENMINT 
(S. ClMian, Q Lal4rinfi) 

Other NamH: Goldensap. 
T ypc: Physical Alteration/Enhancement. 
Original Referenee: Previously unreported. 
RangcfWhere Found.: Short, temperate grasslands and 
meadows. as wdl as gardens. 
Characteristics: This herb grows to a height of 2' and has a 
long. spindly stalk. lu leaves, running the entire length of the 
stem, are pear-shaped with serrated edges. There arc dozens 
of tiny. yellow flowers at the top of the plant which have a 
mint-like smell. 
Mdicinal UffS: If placed in scalding (but not boiling) water 
and allowed to neep for 10 minutes. goldenmint leaves may 
be brewed into a tu. capable of relieving (though not actually 
healing) all bot the worst pain. 
Other USH: None. 
Cost:: 2 gp/ dose. 

.Difficulty of Finding: Light. 
Warning: If prepared with boiling water. the c.alming agenrs 
in goldenmint arc: neutralized. leaving only a minty aftertaste. 

GONHITHUI 
(S. "Mill) Slonr," Q. H(simonJo) 

Othu Names: None. 
Type: Poison. 
Original Reference: Corgot'Olb. 

Attack Level: 9. 
Range/Whue Found: Along the banks of watercourses in 
Mordor. 
CharacteristiC$: This small. blue lichen appears on damp 
(though not wet) rocks in patchcs about the size of a man's 
hand. 
Medicinal Uses: None. 
Other Uses: If ground into a powder and mixed with a small 
amount of water, the lichen causes dehydration over the next 
24 hours for anyone .... ho ingests it. In the most severe cases 
(failure by 101 +). the victim dies from dysentery the 
following day. There is no known antidote for this toxin, 
but if the victim is kept .... ann and drinks nearly evCT)' .... aking 
moment, he may Slave off iu effeeu. 
Cost: 34 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None, 

GORFON 
(S. ktba!f, Q Aitabyalmab) 

Other NamH: None, 
T fPC Nerve Repair. 

Original Reference MiMS llbiL 
RangefWhue Found: Volcanic mountain ranges. 
Charactcrlsties; This punt rc.semblts the thistle in irs 
flower and prickly luves. but grows to almost 2' in 
height. A single fruit grows on each plant. covered by 
a thorny shell. 
Medicinal Uses: If its shell is broken. the lI'ifon fruit 
may be dried alld saved for up to a year, The fruit usually 
induces skep that lasu 10-20 hours (rtsist vs 5th Itvd). 
healing all ntrve damage, 
Other Uscs: None. 
Cost: 101 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: Cotfon is impossible to domesticate and grows 
only in high mountain glens. 

GREDELNAR 
(3'. Cunrnarg, Q CumbutllJi{a) 

Other Names: None. 
T fPC Poison. 
Original Refuencc: Min.$ 11M 
Att:ack Level: See bela ..... 
RangefWhere Found.: High mountain 
elevations. 
Charactuistics: This glossy white flower 
grows dose to the ground in large 
patches at higher altitudes. It bloonu 
from late spring lintil well after harvest 
time, It may be readily distinguished by its 
scent. which vaguely reminds one of green 
apples. 
Medicinal Uses: None. 
Other Uses: None. 
Cost: I gp/ dose, 
Difficulty of Finding: Medium. 
Warning: The {ouch of gmltt" .. , causes a rash and prolonged 
diMomfort. while ingestion of iu pollen can lead to severt 
illness. T re.n contaCt with the blossom as a 2nd level poison 
(RR failure ::; -15 to all aCtions for 1-5 days). Inge$tion 
attacks the system as a 5th level venom. with [he victim 
suffering -5 to -SO in all actions for 1-IO days as he copes 
with cramps and diarrhea. A variety of special herbs may rid 
the body of this toxin, but they vary from region to region, 
and speeialized healers know best how to deal with this 
plant. 

GRODLOTH 
(3'. "Ctvt-j1owtr," Q. ROIIO/Olt) 

Other Names: Dubur-bulm. Durin's Tears. 
Type: Life Preservation. 
Original Reference: ToMr, Mori •. 

Range/Where Found: Ullderground, ncar Dwarven 
habitation. 



Cylv;,-

Characteristics: This smail, white plant blooms year round 
and is found wherever mere is subterranean light. In 
darkness, its 7 petals (3" long) curl up to fonn a false bud; 
the petals' brown undersides, like the stem, arc coated with a 
resin which protects the flower and preserves it indefinitely. 
GroJ/"lh has been known to Ian for centuries, growing to a 
height of 7" in groups of 3 or 7. They keep for 2 days after 
being picked. or for 5 minutes after being exposed to direct 
sunlight. 
Medicinal Uses: If the resin is cleaned off, the flowers may 
be ingested with startling results. The flowers have the power 
to preserve life on the brink of death and to eliminate pain. 
For this reason groJlclh features in a number of Dwarven 
legends. 
Other Uses: None. 
Cost: 1 ()(X) gp/ dose. 

Difficulty of Finding: Absurd. 
Warning: None. 

GULFBRAKE 
(S. I1xmJui� Q. San/lu;u) 

Other Names: None. 
Type: Bone Repair. 
Original Referenc� Previously unreported. 
RangefWhere Found: St:ashores. 
Characteristics: This algae grows far offshore, but occasion­
ally fragments wash ashore after a stonn. Gulfbrcak keeps 
quite well and may be dried for long term storage. Its thick, 
rubbery, pointed, light brown fronds arc about the size of a 
man's foot, while its stalk (also brown and rubbery) is as 
thick as a man's finger. It cannot be broken, and must be cut 
with a knife or some other sharp edge. 
Medicinal Uses: If heated in scalding (hut not boiling) 
water, gulfbreak leaves become adhesive and may be wrapped 
around a broken bone, thus enabling a cast or covering to 
totally encompass the wound. The juices of the fronds soak 
into the flesh of the broken limb, accelerate its healing (5x 
nonnal rate). The gulfbreak wrapping hardens in 2 hours, 
becoming as strong as steel yet light as paper. Once the 
injury is healed, the cast may be shattered with a blunt 
instrument. If the cast is removed or otherwise shattered 
before rhe full healing process has taken place, the limb may 
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heal wrong and the patient may find himself 
pennanently impaired. Preparing dried 

gulfbreak leaves takes over 2 hours; fresh ones 
take only 20 minutes. 

Other Uses; None. 
Cose 20 gp/dose (enough to cover an ann). 

Difficulty of Finding: Extremely Hard. 
Warning: Ifboiling water is used to prepare 

the fronds, no healing benefits result and the cast 
hardens to the shatter-proof strength of leather. Suits of 
annor have been made this way, but unfortunately they arc 
susceptible to decay after scveral weeks, usually at inoppor­
tune times. Mis-prepared in this fashion, the fronds 
gradually absorb water from the atmosphere, eventually 
rendering the cast as heavy as plate mail before rotting away. 

GULPERWASH 
(S. Cro.iwatlb, Q. ROllovablt) 

Other Names: Troll.snot. 
T yp� General Purpose. 

Original Reference: Previously unreported. 
Range/Where Found: Underground rivers and lakes. 
Characteristics: Gulperwash is a slimy mold that is nearly 
transparent and thus practically invisible. It adheres to rocks 
in side-pools and eddies where the flow of water is slower 
(or, better yet, nonexistent). If a light is shined on it, 
gulperwash shows a slightly yellow coloration, shot through­
out with what appear to be thousands of incredibly tiny 
black dots. The mold feels sticky to the touch, like mucus. 
Gulperwash colonies rardy get larger than a man's hand in 
size. 
Medicinal Uses: If spread on the forehead of a feverish 
individual, gulperwash almost immediately alleviates me 
affiiction. If swallowed raw, it heals any organ damage. If 
cooked or processed in any way, it becomes only a slimy 
mess. It generally cannot be preserved. 
Other Uscs: None. 
Cost: 12 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: None. 

GUMUMITI 
(S. Malkwar, Q. Ma/;nravar) 

Other Names: Teak. 
T yp� Stun Relief. 
Original Reference: ToMt, SbaJcw in lIN Sca.lh. 
Range/Where Found: Rain forests and other deciduous 
forests. Shaner versions of the same species may be found in 
the Yellow Mountains. 
Characteristics; Cumumiti trees can reach a height of 120' 
and are known for their resinous, yellow-brown hardwood. 
Medicinal Uses: The fresh leaves of the gwmllmi/; relieve or 
reduce the effects of being stunned by 20 seconds if chewed 
or eaten. 
Other Uses: This tree is valued for its lumber, which is 
water resistant and highly prized for making boats, ships and 
furniture exposed to the elements. 
Cost: I gp/dose ofleavcs, which must be gathered by 
talented climbers. 
Difficulty of Finding: Light for the trees; Hard for the fresh 
leaves. 
Warning: None. 

GYLVIR 
(S. OlItJbros, Q uialfOSSt) 

Other Names: Gill-giver. 
Type: Physical Alteration/Enhancement. 
Original Referenc� MERP. 
Range/Where Found: Small tide-pools along temperate 
coasts; more commonly in salt marshes. 
Characteristics: This small algae resembles duckweed, 
boasting small green lily pads, each the size of a fly's head. 
These float on the water's surface in groups of tens to 
hundreds of thousands, sometimes obscuring the surface. 
They thrive only on still water. 



MediciruJ Uses: None. 
Othu u.ses: If gathered (using a blanket or a doth, for 
example). placed in a bowl with some freshwater and heat�d 
gently until they just begin to boil. these algae cool into a 
gr«n gd which may � eaten, bc.stowing on the consumer 
the ability to breathe undenvater for 4 hour"$. As the mixture 
is processed by the body, it is extruded into tile lining of the 
lungs. 
Cost: 4S gpl dose. 
Difficulty of Finding: Hard. 
Waming: Once consumed, the subject must wait S-IO 
rounds for the Dlwy gel to take effect. The presence. of the 
gd in the subject's lungs prevents him from breathing air: he 
must be placed in water within 3 minutes or he loses 
consciousnCSJ and dies. By the end of the 4 hours. the 
subject suffers severe chills and shivers uncontrollably as the 
gel begins to dissolve. Once extracted from the water, the 
subject must be hdd upside down and his back pounded on 
to remove the last of the water and gel. Without others to 
assist in this, thtre is a 75% chance that the subject suffo­
cates. If he survives, he becomes helpless for 8 hours due to 
hypothennia (even if wanned� If no remedy for hypothtr­
mia is available. he dies in 12-I 4 hours. 

HART'S GLORY 
(S. Gannlklth, Q. H61l1:1uar) 

Other Names: Harp-bloom. 
T ypc: Concussion Relief. 
Original Reftrence: LOR. 
RangejWhere Found: Short grasslands and meadows, as 
well as forest dearings. 
Characteristics: This small. light blue wildfIowtr opens in 
spring. remaining in bloom through the summer. Its 
thumbnail-sized petals grow from its base. bending upward 
like the hannonic curve of a harp. 
Medicinal Uses: Each peul rc.storc.s 2-8 hits when consumed 
fresh. The flowers may be dried if first soaked in a linle 
blood from the person who intends to later use them; to 
anyone else they have no value. Fresh petals lasr for up to 2 
weeks if kept moist. If a flower dries without being soaked in 
blood. its power to heal diminishes to 1-2 hits each. 
Othtr Uses: None. 
Cost: 4 gp/dosc (fresh); I gp/dose (dried). 
Difficulty of Finding: Medium. 
Warning: None. 

HARUELLA 
(S. farbtllab, Q. fairll"rt) 

Other N:unes: \Vightbane. 
Type: Mixture. 
Original Reference: ToMr, AmM. 

RangejWhere Found: The Red-hill country of Eriador. 
Charaetrnstics: H"rwiLl is an orange, brownish powder 
blended from several secret ingredients. 
Medicinal Uses: None. 
Othu USC5: This mix of herbs. lichens and aphids from 
certain tree roots is made by the Eriadorians of C.udolan. 
The /riW</wir,,11S of the ancient Eriadorians used this mixture 
in their dealings with the undead, and its use has seen a 

resurgence in reaction to the recent invasion of the Bartow­
doWlU by evil spirits. 
Cost: 35+ gp/ dose. 
Difficulty of Finding: Very Hard to Absurd (depending on 
who you talk to, your own attitude and the depths of your 
peekeu). 
Warning: Trying to make this mixture yourself can have 
fatal (or worse) conS«juences if it is not exactly right. 
Duling with the undead should never be left to chance. The 
price, whatever that is, is worth it. 

HARWITE 
(S. OrroJnmad, Q. Orr/onu/ali) 

Othtr Names: Chelas. 
Type: <?>ncussion Relicf. 
Original Reftrence: ToMr, fangorn. 
Range/Where Found: Fangom Forest, usually in irs ceneral 
regions and les.s frequently toward its edges. 
CharacteristiC$: Hanvite is a thick, deep green 01055 that 
grows in roughly rectangular patches measuring up to 4' in 
length. It has a pleasant taste when chewed, reminiscent of 
chestnuu roasting on a wintry evening, while the remains of 
a hearty, bloody roast grow cold on a nearby table in a room 
filled with lengthening shadows and the memories of long­
dead friends. Some people. though. claim it tastes like mint.. 
Medicinal Uses: Strips ofhamte may be cut and used as 
bandages. When used as such. it heals small wounds in ICSJ 
than an hour; if chewed, it restores 10-50 concus.sion hits. 
The mos.s is only useful while fTesh, a period lasting up to I 
week after it is picked. 
Other Uses: Hamte is used by Entl to make their draughts 
(both as a filter and as an ingrcdient� The steaming mixture 
is poured through several layers of hamte. which purifies it 
and adds some of iu own properties to the mixture. 
Cose I sp/ dose. 
Difficulty of Finding: Easy (only available within Fangom). 
Warning: None. 

HEALER'S CHAMOMILE 
(S. Rtmlotb, Q. Rrnrbtloli) 

Othu Names: Greater Chamomile. 
T ypc: Physical Altcr.r.tion/Enhancemcnr. 
Original Referwce: ToMt. 
RangejWhere Found: Short grasslands of southern 
Gondor. 
Characteristics: This meadow plant has lacy leaves and 
clusters of small. daisy-like flowers. cach with a large. black 
center and very few, small petals. 
Medicinal Uses: \Vh�n brewed into a tca. the flowers of 
chamomile induce a deep sleep. dllring which all healing is 
hastened (3x nonnal rate). The patient awakens ravenously 
hungry and usually in a bad mood. 
Other Uses: A bouquet of these flowers is a sign of 
mourning in many communities. The local feeling is that 
they represent the sleep of death from which a loved one 
may awaken in another life. 
Cost: 7 gp/ dose. 
Difficulty of Finding: Medium. 

Hra/lr', 
o"momilt 



Warning: Imbibing more than 2 doses in 3 days result in 
blurred vision, trembling and violent mood changes, a 
condition lasting I -4 days (-50 to all actions). This 
impaimll:nt runs a chance (01-25) of becoming pcnnanent 
every time another dose is ingested during the same 3 day 
period. 

HIAM MOSS 
(S. Nt!J.orbwam" Q. Ftrnthwan) 

Other Name!: Corantha. 
Type: Physical Alteration/Enhancement. 
Original Reference: TcMr, Arnqr. 

RangefWhere Found: Rhudaur, usually on the sides of 
bach trees. 
Characteristics: Hi"", is not actually a mos.<;; rather. it is a 
parasitic fungus that feeds off the beech trees of Rhudaur. It 
is brownish-red and thick enough to create unsightly patches 
on the sides of the trees. Most patches range nom coin·sized 
to that of a man's torso. When it encircles a tree, its host is 
not long for the world. usually succumbing within a few 

months. Hiam feels like stiff wool to the touch. It keep for 
momhs. 
Medicinal Uses: The Jill hi"m or Hillman berserkers have 

long known of this fUngus, brewing a tea that endows them 
with extraordinary abilities. The tca functions as a mood "ior,I\?"�d,."'o, and can sustain an individual for a whole day 
without any other nourishment. Most who ingest the tea 
find themselves alen and vigorous for 24 hours. However, it 
can not be used more than 4 consecutive days; a([er that, the 
imbib<:r must rest (-75) for a period equal to 2x the time 
they were sustained. During this rime they art" capable of 

Hopptifoot 

little or no activity. 
Other Uses: None. 

Cost: 9 gp/dose. 
Difficulty of Finding: Very Hard. 
Warning: Some people (OT -25) are a.llergic [0 biam and 
suffer greatly after ingesting the tea brewed from it, going 
through convulsions and eventually dying a horribly 
torturous death. No allergic Hillmen remain, the weak 
having b!:en painfully weeded out long ago. 

HILLBROOM 
(5. Nl1malaJb, Q. Qy4m1alJa) 

Other Names: Twister. Roundabout. 
Type: Genera.! Purpose. 
Original Refaence: Previously unreported. 
RangefWhere Found: In grassy mountain foothills. 
Characteristics: HiHbroom is a tree that never grows taller 
than 10.' Its rough, tan bark and perfectly vertical trunk arc 
distinctive. as is it:! spiral growth cycle. twisting the trunk as 
it grows. In late summer. it produces fruit strongly reminis­
cent of small purple plums. Left-handed trees arc 10 times 
more common than the right-handed variety. 
Medicinal Uses: If the trunk twist:! to the right (or clock­
wise. as seen ITom above). the fruit may be used for great 
good. Eating a fruit raw restores 1-6 hits. make t.�e con­
sumer feel full and content. greatly alleviating any mental 
suffering they may be experiencing. In addition, it repairs 
damage to one organ, removes any body odor for I day and 
ITeshens the breach. If cooked. the hillbroom fruit is 

delicious but has no other properties. If taken from a tree 
that twists to the left ( or counter-clockwise). the fruit can 
cause great hann to the consumer. inducing intense nausea 
and cramps for I -4 days (operate at -50 during this time). 
diarrhea and vomiting every time tlle subject attempts to eat 
anything. During this time. the victim also has eltremely bad 
breath and his face breaks out in hives. Cooking these only 
halves the duration of the torttJrc. 
Other Uses: Cut and polished. hillbroom staves are carvings 
of great workmanship and are often worth a great deal. Fruit 
from the right-handed tree is delicious when baked into a 
popover. tasting like a cross between a sweet. purple grape 
and a ripe, sweet apple. 
Cost: 10 gp/fruit (right-handed); 2 sp/fruit (left-handed). 
Difficulty of Finding: Medium (left-handed). Extremely 
Hard (right-handed). 
Warning: Although it is possible to tell the two types of 
trees apan. the fruit:! ITom either are identical to the eye. 
Care must be taken when purchasing them from vendors 
whose scruples are unknown. 

HOPPER MUSHROOMS 
(5. Milbgtryn, Q. SinJibwanJi) 

DthCT Names: Tamas. Hoppers, Hop 'shrooms. 
T ypt: Organ Repair/Preservation. 
Original RefCTence: MERP, ToMt. far Hdf�J. ShaJI)W in lhe 
So..lh. 

R.2ngejWhae Found: Tropical jungles. 
Charactrnstics: Hopper mU5hrooms arc a relatively race, 
benign h.lllgus that atracks lainimit trees. It fomu small. grey 
nodulu on exposed arc-as of lainimit tree trunks. each the 
size of a man's eye. 
Medicinal Uses: When dried and crushed the nodules may 
be steeped in boiling water to produce a tca that repair any 
organ damage as well as producing 1-10 hours of nausea 
(leaving the imbiber at -50). 
Other USC5; None. 
Cost: 220-250 gp/ dose. 
Difficulty of Finding: Extrcmdy Hard. 
Warning: None. 

HOPPERFOOT 
(5. Milbin, Q. SinJibmJi) 

Other Names: False Hoppers. 
Type: Concussion Relief. 
Original Referenct: Previously unreported. 
RangefWhae Found: These mushrooms grow on the bark 
of many different types of trees in tropical forests. 
Characteristics: Resembling hopper mU5hrooms in that they 
are small and grey, hopperfoots arc: distinctly different 
because they have small, black dots on their cap. Without 
more than a glance. however, the difference is easy to miss. 
Medicmal Usu: Hopperfoot mU5hrooms cure 2-20 hits, but 
also put the consumer into a deep sleep for 8 hours, during 
which time they become subject to uncontrollable flatulence. 
Other Uses: None. 
Cost: 45 gp/ dose. 
Difficulty ofFinding: Hard. 
Waming: None. 



HRAST 
(S. &s r-lA,b4u{m, Q. EnunryJw) 

Other Names: None. 
Type: Miscellaneous. 
Original Reference-: ToMt, FII, HII,..," 
RangefWhere Found: The Glj of Far Harad. 
CbaracterUtiu.: Like omer trees of the Ciaj, lmuf has strong. 
sinUOlU wood and dry. silvtt-grcen leaves. It also bears fruit 
in abundance year round. Hrlllf fruits onc about the sizc of a 
clenched fut and arc: grey when ripe. They arc routinely sold 
in the nurkcu of Bozisha-miraz for inflated prices. Dried. 
the delicious (fUiu may be bought throughout Gondor as 
delicacies. Extremely nutritious and favored by desert 
travden, one brill/ fruit can swt ... in ;a nun for nCHly I day 
under a hot sun (provided he also has water)' The fTuits keep 
quik well, thanlu to their thick skin, which maintains its 
edibility for up to 3 weeks after being picke-d. Once the skin 
is punctured, however, the fruits must Ix split and set out [0 
dry (which takes 3 days) or they spoil in only a few hours. 
Each Mas/ tree is likely (01 -40) to hold 1-6 fruits at any 
given time. 
Medicinal Usa: None. 
Othu Usa: Lumber. 
Cost 3 gp/fruit. 
Difficulty of Finding: Very Hard. (1 in 50 trees in the Gaj 
is a M.J/.) 
Warning: None. 

lAUTHAUON 
(S. "'Valiant CrQin," Q. Y4vn/QIJQ) 

Othu Nama: Yavis, Jargon. 
T ypt: Concussion Rdie(. 
Original Refuence: MERP. 
RangefWhue Found: Rocky seashores of tempc'rate dimes. 
Charactmstics: This small, gnarled and twisted tree docs 
not grow beyond 20' in height. For the most part, its 
branches arc balTCn of leaves or fruit. \Vhat leaves it docs 
posse.s.s arc small, oval-shaped and black spotted with 
serrated edges. [QIl/hoi/ion's hard. sour, light green fruits (which 
the tree bears only once every 5 years) arc the size of a man's 
eyeball and may also display black spots. The fruits keep for 
about I month before spoiling. 
Medicinal UK.5: When eaten, iall/Nllon fruits instantly 
restore 5-50 hits. 
Other Usa: None. 
Cost: 45 gp/fruit, 
Difficulty of Finding: Hard. 
Warning: None. 

ILYAlMA 
(S. P'''l''( Q "AI&wI'j 

Other Names: Gildtr Dun, Astanmm, Nu.nenasto, Pangalu. 
T ypt: Mixture. Circulatory Rdief. Organ Repair/Preserva­
tion. 
Original Reference: Amar, Shirt. 
RangefWhue Found: Sec below. 
Chanctuistiu: This enchanted medicinal ii composed of 
several rare subnances, known only to the few who possess 

the scent recipe. It is never sold publicly. but is prcparcd by 
a seiCCt few Elvish healers and Mannish apothcc2fies. It 
kccps indefinitely. 
Medicinal Uses: Sprinkled on a wound. iry.,1nu. rtp3irs all 
damaged orgam, artmes, and veins in 1-3 minutes. 
Other Usa: None. 
Cost: 312 gp/dose. 
Difficulty of Finding: Hard. 
Warning: Healers prefer [0 offer this special mixture. 
Coming right out and asking a healer about it almost 
certainly makes them want to keep it to themsdvcs. 

IRONBINE 
(S. Grholtb, Q. Cornasllua) 

Other Names: Deathsavcr, Lifeblossom. 
T ypt: Concussion Relief. 
Original Referenct: Previously urmported. 
RangefWherc Found: Along the seashorc of temperate 
climes, usually among dUlles. 
Charactaistics: This small plant is a member of the onion 
family and grows to a h�ight of about I.' It has s�veral leaves, 
all sprouting from its base; its flowers arc small and yellow. 
Medicinal UK.5: Wh�n eaten, ironbine instantly restores 
2-10 hits. If ground. the ironbine bulb reversu the 
effects of the poison lUi"". The flower is good for I 
week after being picked. The powder, if dried, keeps 
for years. 
Other Uses: Coastal peoples recognize that this 
plant, along with many Others, plays an important 
role in helping to forestall dune erosion, and many 
seaside communities have planted it intentionally­
not only to keep their beaches where they are, but also 
to have a handy source of this herb. 
Cost 3 gp/ dose. 
Difficulty of Finding: Light. 
W.aming: None. 

IRONLEAF 
(S. Angi.ls, Q. Angalasst) 

Other Names: Charash. 
T ypc: Bum/Exposure Relief. 
Original Reference: Pr�viously unreported. 
RangefWhere Found: Cold, alpine regions of the north or 
above the trecline of mountains. 
Charactmscics; This hearty bwh is only about 4' in height. 
Its grey-green leaves arc dongatcd with a vein down the 
middle and 8 points along the sides (including the end). Stiff 
and hard to bend, the leaf-cdges can leave fonnid.able 
scratches. 
Medicinal Uses: If dried, ground and mixed with warer, 
ironleaf may be applied as a poultice to heal any bum. 
Other Usa: The above mentioned poultice also soothes the 
pain of poison willow, curing the injury within 1 hour. 
Cost 4 gp/dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

Ircnbinl 



JANAR GRASS 
(5. PtsSUlbar, Q Sangwacaima) 

Other Namts: Sick Grass, Fool's Grass. 
T yp� Poison. 
Original Reference: Previously unreported. 
Awck Level: 9. 
RangcfWhere Found: Shon grasslands in temper-He climes. 
Characteristics: This grass is unremarkable except that it 
grows in very thick patches: anyone walking through does 
not touch the ground. and instead has the sensation of 
walking on a billowing cloud. Jam., is primarily idr:ntified. 
though, by the oily sheen of its blades, something impossible 
[0 sec in the dark. 
Medicinal Uses: None. 
Other Uses: None. 
Cost: I spl dose. 
Difficulty of Finding: Light. 
W:lIming: Contact with this grass causes the dreaded disease 
jaJaw. (Sec 2nd Edition MERP, p. 257.) T1le effects of sheep­
plume au: said to counteract the toxin. 

JEGGA 
(5. Thaurwain, Q. AHaura) 

Other Names: Batstrikc, Bats' Revenge. 
Type: Poison. 
Original Re:fe:re:nce: MERP. 

Attack Le:vd: 7. 
Range/Where Found: Caves in tempente climes, especially 
chose of volcanic origin where bats may bt: found. 
Characteristics: This compound is not a plant, but rather a 
putrid mixrure of the guano, blood and brains of a bat, wdl­
mixed and incubated for a month within the stomach cavity 
of a freshly dead horse. The goo is allowed to rot in place 
until the organ bursts from excess gas, usually after at least 4 
weeks. At this point, it must bt: scooped out and mi�ed with 
fresh blood and left out in a bowl overnight. If scavengers or 
insects attempt to get at the mixture (and they do) they may 
be kept away only by constant smveillance. At this point the 
poisonous concoction is ready. 
Medicinal Uses: None. 
Othe:r Uses: The mixture itsdf is not poisonous, but thc 
combination of elements results in a pathogenic bloom of 
bacteria the likes of which hasn't bt:en seen since the Plague. 
The mixture is so noxious that it may be detected by anyone: 
with a nonnal sense of smell from several feet away. In tiny 
doses, such as an invisible coating on a fork or a blade, jtgg<l is 
undetectable except by close scrutiny. Anyone under the 
effects of zur or yara" detect it immediately. Anyone 
inoculated by this mixture takes I-rOO hits over the next r2 
hours, as the bacteria multiply within the host's system. The 
wondrous herb motherncl seems to have been created JUSt for 
this circumstance, and a tea made from its leaves counteracts 
jtgg<l sickness. The tea also dc.stroys the bacteria if any tainted 
objects arc dipped into it. 
Cost: 9S gp/dose. 
Difficulty of Finding: Hard. 
Warning: See above. 

JITSU 
(I Atrnatth, Q £j'rmahta) 

Other Names: Rawrback. 
Type: Poison. 
Original Refennce: MERP. 

Atuck Level: S. 
Range/Where Found: Sea-shores and marine waterways in 
temperate climes, usually buried in the sand below the 
waterline. 
Characteristics: This poison is made from a clam shaped 
like a straight razor growing up to 6" in lcngth. 
Medicinal Uses: None. 
Other Uses: Eaten raw, the jiuu clam is sometimes used as 
seafood; as soon as the flesh becomes finn and pink through 
cooking. however, it becomes poisonous. If the shell is 
opened, its small, black organ may be squeezed for the foul­
smelling substance which is the essence of the legendary 
poison. Placed on a blade or ingested, its victim suffers I-50 
hits over the next several minutes. A tea made from 
shadowvine neutralizes any remaining poison, but only if 
administered in time. 
Cost: 35 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: Sec above. 

JUTH 
(S. 5arvrgi� Q Mornimio) 

Other Names: Black Scorpion. 
T ypc-: Poison. 
Original Reference: MERP. 
Atuck Level: 2. 
RangejWhere Found: Dry, desert regions where black 
scorpions live. 
Characteristics: filth is the poison which has been squeezed 
from the freshly killed carcass of a black scorpion. 
Medicinal Uses: None. 
Other Uses: filth is only effeceive if administered by the edge 
or tip of a weapon. Orally Ingcsted, it serves only to steal 
away the appetite of its intended victim. Anyone wounded 
with a Jio"Ib-venomed blade finds his world eroding as he 
gradually goes insal\C, a hideous process that takes up to I 
week. First, the victim experiences 2-20 hits as the venom 
works its way into his system. An hour later, he suspects that 
friends arc plotting to kill him. Yet another hour later, he 
bt:comes convinced of this and begins to hallucinate, usually 
about monsters or important figures, all of them out (0 "get" 
him. By the next day, the victim is violent if touched and 
paranoid about his possessions, fearing for thieves. The 
following morning finds he hears voices telling him to flee 
(50"10) or kill everyone around him before they kill him fits[ 
(50%). By the fourth day, the victim is a bt:rscrking, 
frothing, raving fool who either attacks or flees whenever 
contact is initiateq by anyone else. From his perspcctive, the 
entire world is out to get him; he acts on chis paranoia as if 
possessed until he either dies or is forcibly cured. Besides 
legendary cures, such as �Ibtlas or others, a brewed mixrure of 
sllowdragon and true larn�j, administered orally 3 time.s a day 
for I week is rumored to bt: capable of reversing the insanity. 
A healer should be consulted in any case. 



<M:t: 40-50 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: See above. 

KAKTU 
(S. �Jrinf, Q. Ltpsnirrti) 

Other NOlJIles: None. 
T ypr. Poison. 
Original Reference: CrtAltf HAf.J. 
Attack Level.: 4, 6 (5« below) 
RangefWhere Found: This small white flower is found in 
Sinyn. 
Characteristics: The I.k", is only about 4" high, boa$ting a 
single white flower for most of the growing sea$on. It has 
only 2 leaves, both banana-shaped and edged in yellow with 
jagged margins. 
Medicinal Uses: None. 
Other Uses: If consumed, k.klN acts a$ a powerful toxin, 
inducing numbness in all bodily extremities. Ifboiled and 
concentrated into liquid fonn, the flower becomes a more 
powerful poison thal impairs a peNon's dexterity; this effect 
is pennanent until :m wtidote is administered. The resulting 
palsy interferes with the victim's movement. 
<M:t: 22 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: The only known antidote is a baw made from 
slimy gorkin. 

KALMOG'S SPOOR 
(S. OrfbbNi, Q. OrropiNfa) 

Other NOlJIles: Ore Spit. 
Type: Poison. 
Original Reference: Crry MO,,,,IAiru. 

Attack Level.: 8. 
Range/Where Found: The northward-facing slopes of the 
Grey Mountains. 
Characteristics: This small, delicate shrub grows to a height 
of 3.' It has perfeccly round leaves and silvery thorns. 
Medicinal Uses: When ground, the thonu produce an 
antidote to the poison from its leaves (See below.), but only 
if the mixrure is slowly roasted over a low fire for 3 hOUN 
while being kept moist. This is a tedious proces.s, since the 
entire batch is ruined if allowed to bum or dry out. 
Other Uses: \Vhen ground into a paste, the leaves of 
kalmog's spoor fonn a potent poison that is typica.lly spread 
upon the edged weapons used by Orcs (for batcle or torture). 
The poison reacts with blood, causing a burning sellS.lltion 
on the skin (2-20 hits over the next hour) that may become 
more severe, depending on where the pa.ste touches the skin 
(i.e., more severe on the eyes and face). After a 24 hour 
incubation period, festering sores appear where the poison 
touched the skin. These sores hinder movement by -10 (0 -
50, depending again on where they touched the victim. The 
sores remain until the antidote is applied to the wound. (Sec 
above.) 
<M:t: 3 gp/ dose:. 
Difficulty of Finding: Hard. 

Warning: When grinding up the leaves, the preparer should 
be very ean:ful not to get any of the mixture on themselves, 
lest they fall prey to the poison. 

KARFAR 
(S. Lanlbtl"J, Q. Lantillsantlll) 

Other Names: Durnak. 
Type: Poison. 
Original Reference: MERP, ToMt, F.f Haf.J. 
Att.a.ck Level: 7. 
RangefWhere Found: The Suza Sunur of Far Hand. 
Characteristics: This tree sprouts and grows as a non poison­
ow plant for many yean. By the time it gains its deadly 
properties, it is already tall (over 20') and its first leaves are 
sprouting from the lowest branches (which open near its 
top). More branches and leavu sprout (a..!ways at a great 
height above the ground) as the trce reaches its maximum 
height of about 80.' Those who harvest the leaves demand a 
high price for their efforts. K.rj�r leaves are broad and large 
(the size of shield) and dark green. 
Medicinal Uses: None. 
Other Uses: The leaves of the karj.f tree may be gathered 
wd ground into a poisonous paste, mixed with blood and 
a.l.lowed to sit for a month at the bottom of a well or grave. 
The pa.ste may be applied to weapons or food without feu, 
a$ it is only effective when taken internally or through a 
weapon cut. Death generally follows within 2-12 rounds. 
Powdered monk hair neutralizes I.if.f, but only if adminis­
tered within I minute of poisoning. 
Cost: 150 gp/leaf; 350 gp/dose poison. 
Difficulty of Finding: Extremely Hard. 
Warning: After handling ka1�f paste, one must take care to 
wash one's hands carefully and thoroughly. Many would-be, 
careles.s assassins have been found dead, their own mea..! in 
front of them. 

KARGIjAK 
(1. Argmor, Q. Mornaj!a) 

Other Names: Tears of Slood, Brambles of Mordor. 
T ypc: Concussion Relief. 
Original Referenee: CArgtmlb. 
RangefWhere Found: Mordor. 
Characteristics: KArjjAk fonns a thick, often impenetrable 
wa.ll of thorny bushes. During its very short growing season 
(which lasts for the month of Gwirith), its blood-red berries 
fonn and ripen. They are bitter, juicy and about the size of a 
man's eyeball 
Medieinal Uses: If ground into a pa.ste and applied directly 
to a wound, the larjjU berry immediately restores 20 
concussion hits and hastens recovery (2x nonnal ntc). 
KArji"1 berries an: eagerly sought after by Orkish soldiers, 
who know that they retain their powers for up to 60 days. 
Other Uses: None. 
<M:t: 8 gp/berry. 
Difficulty of Finding: Easy. 
Waming: KArgij<ll pa.ste stings tremendously when applied to 
skin (stunning the subject for 1-10 rounds) and guarantees a 
$(.OI.r. 



KASIA 
(5'. Nimmafs, Q. NinFpSIl) 

Othu Names: None. 
Type. Drug. 
Original Reference: Gmlln" HafllJ. 

RangcfWhcn: Found: This spice comes from the ground 
nut of the �iUi" tree, which grows where grasslands and 
forests meet. 
Characteristics: The kasill tr« is small (no ulllT chan 10'). 
Its branches are delicate. its bark brownish-green. KAsia [caves 
acc hourglass-shaped. In spring. small nuts resembling black 
thimbles form on chis tfee. Their meae is white and tasty. 
Medicinal Uses: None. 
Othu Uses: When consumed in large quantities. k<lS;1I spice 
produces a mild euphoria that lasts 2-6 hours. The drug is 
non-addictive and imparts a spicy flavor to food it is added 
'o. 
Cose: 3 gp/nut. 
Difficulty of Finding: Hard. 
Warning: None. 

KATHKUSA 
(S. BtUu, Q. TUfcasse) 

Otha Names: Giantmaker. 
Type: Physical Alteration/Enhancement. 
Original Reference: MERP. 
RangejWhae Found: Tundra or other cold 
wastelands. 
Characteristics: This tiny plant grows no bigger man 
a man's finger and resembles a flower from a warmer 
clime. Its several, tiny leaves art: shaped like 
elongated tear-drops with jagged edges. The 4-
petalled kalhlruJa flower has a soft orange 
color and blooms late in the short 
summer season of the far North. 
Medicinal Uses: None. 
Ocher Uses: If ingested, the klllhku 
leaf doubles the consumer's strength 
and combative skills (+ TO 08; 2x normal damage) for 1-10 
rounds. 
Cost: 50 gp/ dose. 
Difficulty of Finding: Light. 
Warning: If more man 2 doscs are taken within I week's 
time, the user finds himself rt:duced to Ih strength for 2-4 
days. 

KENNESANK 
(5. UmwllfW, Q. Umi<mlri-) 

Ocha Names: Swamp Gasser, Marsh Death. 
Type. Poison. 
Original Reference: Previously unreported. 
Attack Level; 4. 
RangefWhere Found.: Wetlands. 
Characteristics: This plant resembles a large, green bladder 
lying on me ground with a single stem protruding nom it. 
KmltfSllllk can reach widms of I '; its stem often bears dozens 
of small, a!TOwhead-shaped leaves. In late spring. its bright 

red, diamond-shaped, 4-petalled flower appears at me tip of 
me stem. If me bladder is lifted, dozens of hair-like roots 
become visible beneath. 
Medicina.l Uses: None. 
Ocher Uses: None. 
Cost:: 24 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: Disruption of this plant through any fonn of 
physical contact causes it to discharge me contents of its 
bladder, a near-invisible greenish gas mat bums the eyes, 
mroat and lungs of anyone wimin 10: delivering 3-30 hits. 
Respiratory impairment continues to affect victims for a fUll 
30 days, leaving mem unable to exert memselves. Folk1ore 
maintains that sweet sorrel can remedy damage taken from 
kt""rSll"k. 

KINGSFOOT 
(5. Aralllla� Q. Aran/aD 

Other Names: Kingsroot. 
T ypc:: General Purpose. 

Original Reference: Previously unreported. 
RangefWhere Found.: Deciduous forests, usually 
aJong well-worn trails. 
Characccnnics: This plant stands 2' high and has 
several long leaves mat arc up nom it5 base and 
then back toward th� ground, exposing a central 
stalk which terminates in a large, white flowCT 

shaped like a mace. Its white, tuberous root is 
shaped like a foot. 

Medicinal Uses: If ground, mixed with wine and 
imbibed, the root is said to bring long and peacefUl 
sleep. The subject awakens refreshed, their mental 
burdens and unnecessary wornes gone. 
Other u.sa: Kingsfoot is one of the ingredients to a 
cure for the disease FI"wr. (See 2114 EJilitm MERP, p. 
257.) 
Cost:: I2 gp/dose. 
Difficulty of Finding: Very Hard. 

Warning: None. 

KINGSLOCK 
(S. CammaiJh, Q Ma/yama) 

Other Nama: K1y-bane. 
Type: Organ Repair/Preservation. 
Original Referrncc:: Previously unreported. 
RangefWhere Found.: E:ocposed rock outcroppings in the 
mountains of temperate regions, usually below me tredine. 
Characteristics; This lichen clings to rocb and is easily 
distinguishable by its grey-white color and the hand-shaped 
colonia in which it grows. 
Medicinal Uses: If ground nesh and taken internally, 
kingslock can cure any organ damage. It is extremely fast­
acting, completing its work within I minute. 
Othtt Uses: Kingslock is also used as an antidote fot me 
poison I!y. 
Cost: 34 gp/ dost. 
Difficulty of Finding: E:octremcly Hard. 
Warning: None. 



KIRTIR 
(S. TII/W, Q. TlIlLust) 

Otha Names: Swaintock. 
T ypr. Physical Alt«atlon/Enhancement. 
Original Reference: ToMt, Amor. 
R.angcfWhcre Found: Sandbmlu alQng the River Gwathl6. 
Chanct:eristics: Xini, grows out in a large arca from where it 
bruks the arm. It is a short. broad shrub and boasu not 
only thick. juicy leaves that !"tUmble the sole of a boot, but 
numerous Itt thoms. Small. ycUow !lowen may be found on 
it.! branches in spring. 
Medicinal Usa: None. 
Other Uses: If picked and ingested before they bloom. kim, 
bud! act all powerful stimulants. increasing the consume.c's 
speed for r hour. but cawing them [0 lose fine control of 
their actions due to hyperactive shakes (+ 10 QJ/ -5 Ag; + I 
bonus/point over 102 (or each stat). Once the !i"i,. has run 
its course, the user becomes complctdy exhausted for 1-10 
hours (-30 Co bonus). If used in small doses so as [0 avoid 
its drastic side effects, kif/i, abo induces weight loss. Some of 
the more plump DOlen-folk use it in this way to avoid being 
singled out as gluttons. This practice is dangerous, however, 
and can lead to addiction. (See below.) 
Cost: 5 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Using more th:lJl J full doses within the space of 
I week for more than I week results in addiction to this 
potent drug. Depending on the amount and fTequency of 
�, side effects may include hallucination, menu.! distur· 
bance, seizure and even death. 

KISEOBOBA 
(S. UftlN& Q. 0ll1wrll) 

Other Namn: Sourbcny. 
T)'PC Physical Alteration/Enhancement. 
Original Reference: ToMl, F�r HllrllJ. 
RangejWhere Found: The Brij·mijc.sec of Far HarOld. 
Characteristics: This harny, thom·covcred shrub grows up 
to 4' in height in semi·arid conditions. preferring the scrub. 
It never flowers, but producn clusten of bluish fruit that 
boast of an c:xnemdy un taste. Its leavcs are n:ddish.grcy. 
Medicinal UKS: None. 
Other Usn: When eaten, hJtoboba berries act upon the uliva 
gl:lJlw, regulating their activity. Combined with a slight 
numbing sensation, this allows the consumer to avoid the 
sensation of [hint. 
Cost: I sp/bunch (enough to lan I week). 
Difficulty of Finding: Euy. 
Warning: Although robbed of their perception of thint. the 
consumer's body still neew water. Lack of knowledge of or 
attention to the berrics' effect may rdge into ScrlOUS 
dehydration without the user realizing it, a situation that can 
easily lead to shock or dmh if ignored (5th level RR, 
modified by It bonuses, modified for gullible individuals). 

KLAGUL 
(S. Hm",,o,,l Q E1b}"",h) 

Other Names: Elf.eye. 
Type: Physical A1tcration/Enhanccment. 
Original Reference: MERP, Cftlllrr Hllfilli. 
RangejWhere Found: Dcscn. 
Characteristics: Kl.!gwl is a member of the cactus family. 
Light green with yellow spines, it is barrcl·shapcd :lJld stands 
up to 3' high. In spring it brings fonh small. white f10wen 
that sit on top of the: plant in a bouquet of usually a dozen. 
Medicinal Uses: None. 
Other Uses: If eaten, �J..gwl flowers grant the consumer 
eyuight of Elven potency for 6 hours. 
Cost: 27 gp/dose. 
Difficulty of Finding: Light. 
Warning: If more than I flower is taken within a 24 hour 
period, the consumer finds their scalp itching uncontrollably 
to the point of distraction. 

KLY 
(S. HwinJOJ, Q HwimlA,usStl) 

Other Names: Bcrrydeath, Kia. 
Type: Poison. 
Original Reference: MERP. 

Attack Lnd: 3. 
RangejWhere FOWld: Semi-arid scrubland or 
bush country. 
Chuacterisrics: This bush has long $tenu that 
begin at a central base, curve outward :lJld meet at 
the top. It has small, oval leavcs :lJld usually spons 
small, bright, purple berries that grow in dumps 
of 5. After sevcral years, the '!Y piant dies, dries out 
and comes loose from its base, rolling across the 
countryside at the whim of the wind. 
Medicinal Uses: None. 
Other Uses: Kly berries l1llIy be ground into a paste, dca.dly 
when administered to food or the edge of a blade. Anyone 
exposed to the to)[in receives 3·300 hits over the ne)[t 
minute. If smoke from the dried kingsiock is inhaled before 
the end of (he minute. no filnher damage results. Kly paste 
keeps for up to 2 weeks. 
Coot: I 55 gp / dose. 
Difficulty of Finding: Hard. 
Warning: K!y poison may be absorbed through the skin; 
anyone handling it should take precautions. 

KLYTUN 
(S. Thaf"" Q. S.��[i") 

Other Names: Naga. 
Type: Poison. 
Original Reference: ToMt, Fllr H�rIlJ. 
Attack weI: S. 
RangejWhere Found: The Brij.mijescc of Far Hand. 
Characteristics: Thriving on the leeward side of hills, IIy,wlI 
grass appcan to be dying. its blades pale and washed out. 
During times of drought, the grass is all but invisible among 
its dehydnted neighbors. KIy'1<1I is sustained through dry 
spells by large, tuberous roots. 
Medicinal Uses: None. 

KillgllO(� 



Klynm 

Other Uses; When added to a little water, 190/1411 roots may 
be ground into a thin, poisonous paste that may be either 
slipped into food or drink, or appli�d to the edge of a 
weapon. Its victim falls into a catatonic stat� for 1-10 days. 
If a tea made nom Iryl'lII pigmint is forced down a victim's 
throat, he rellives in 1 -8 hours. 

C05C 27-53 gp/ dos�. 
Difficulty of Finding; Medium. 
Warning; Like all poisons, k9ol1111 should be handled with 
care. 

LMKEsAVU 
(5. NnloI]', Q NUlusqutJ 

Other Names: Medicine Smoke. 
Type; General Purpose. 

Original Reference; NOTlbtrn W�slt'. 
RangejWhere Found: This moss grows in small 

quantities along [he banks of [he tundra rillUS of 
Forochd. It is IIinually unknown in the South. 

Characteristics; lii�1(J4"" is distinguished for its reddish 
hue. especially when dry. 

Medicinal Uses; When dried, burned and inhaled. 
"'iihsa"" restores 5-50 hits and hastens the healing of 
wounds (2x nonnal rate)' If smoked in a specially blessed 
pipe prepared by a Lossothren �iisas, its potency increases 
(rutores 10-100 hits at 3x nonnal rate). 
Other Uses; None. 
Cost; 20 gp/dose. 

Difficulty of Finding; Easy. 
Warning; None. 

LADYLOCK 
(S. finhjril, Q. Htrifindi) 

Other Names: Hanging Lily. 
T ypc: Circulatory Relief. 

Original Reference: Prelliously unreported. 

Range/Where Found; Deciduous 
forests, usually hanging from the 
branches of ancient trees. 1 
Characteristics; This strange plant 
resembles some varieties of moss, 
except that it hangs down from IIery 

greyish-green and dry to the touch. ' 
Medicinal Uses; If placed in hot (bur 
not scalding) water for a few minutes � I 
and then laid upon a wound, ladylock 

__ � halts bleeding in I minute. 

-

_

_ 
. 

_ 
.� .. Other Uses; If dried, ground, brewed as 

__ 

�iJ' 
t�a, and poured down the throat of a � � � 
IIictim of slUWtJhil poison, ladylock brings 
the victim out of his coma within 2-4 hours. 
Cost: 4 gp/dose. 
Difficulty of Finding; Very Hard. 
Waming; None. 

LAICAHWAN 
(S. Calmbwan, Q "Grfm Moss'? 

Other Nunu; None. 
T ypc: Gen�ral Purpose. 
Original Referencc: Amor. 

RangejWhere Found: This blue-grey moss grows on the 
upper banks of streams, away from the water. 
Characteristics; LAirabwan usually appears in patches no 
larger than a man's hand. It is short and resembles a man's 
beard. 
Medicinal Uses; When applied in a poultice. lairllbw.ln hailles 
th� effects of feller (I RR/hour). 

Other Uses; None. 
Cost; 3 gp/ dose. 
Difficulty of Finding; Medium. 

Warning; None. 

LAINIMIT 
(5. Tawarrosg. Q. RUXlllav,lI) 

Other Names; Mahogany. 

T ypc; Stun Relief. 
Original Reference: ToMe, S&.Jow in IN 5cH1h. 
RangefWhere Found: Deciduous forest of the Utter South. 

Characteristics; LAinimil is a taIl and stately tree, growing to a 
height of 100.' Its beauty is enhanced by iu reddish-brown 
or tan bark. 
Medicinal Uses; When ingested, the leallcs from the highut 
branches of the lainimit (called wtlWt/0 reduce the duration of 
scun by 30 seconds (3 rounds). 
Other Uses: The hard wood of the lainimir tree is highly 
sought after as lumber. 
Cost; I gp/ dose (I leaf). 
Difficulty of Finding; Easy. 
Warning; Wtlwal leaves come from the highest branches of 
the lainimil tree. Procuring (let alone spotting) thue leaves is 
a challenging undertaking, a job for which one ought not to 
have a fear of heights. 

LARTHA 
(S. Nmn«h, Q NmkhrtJ 

Other Names; Letha, Licka, Latha. 
T ypc: General PurPose. 
Original Reference; ToMt, Amar, Shirt. 

RangejWhere Found: Along the shores of freshwater 
bodies in colder dimu. 
Characteristics: A member of the reed family, larrllil grows in 
sparse dumps along banks of cold. fresh water. It grows to a 
height of 3.' It is brown at iu base, fading to a light green­
grey halfway up, turning dark brown at its tip. 
Medieinal Uses: When dried, ground and mixed with 
boiling water, the lartha stem makes a foul-tasting beverage 
which works to get rid of headachu, toothaches and colds 
(+10 RR �s disease; restores 1-2 hits). 
Other Usu; None. 
Cost; 10 sp/ dose. 
Difficulty of Finding; Medium. 
Warning; None. 



LAWRIM 
(1 BIlnnallrn, Q. C"/"{Nlui) 

Other Names: Uw'r. 
T YJK! Poison. 
Origin'" Reference: ToMt, AmM, 

Attack Lcvd: 5. 
RangejWhere Found: This lichen is commonly found on 
uposcd pieces of granite in the upper ruches the 
Ettcnmoors of Rhudaur. 
Chanctuisti,,; LAwrim is dull orange in color, a rare shade 
that Krvcs as warning of its dangcrow nature. 
Medicinal Uses: None. 
Other Ules: Through a process of squcaing and boiling, 
the Hillmen of Rhu.uur nuke an oily poison from Iawn'ln. 
Not considered to be an honorable wupon, the Hillmen usc 
J..""'im poison only when it is absolutely necessary. and only 
for hunting. When absorbed through the skin, the poison 
brings on a brief agony (all activities at .20) before causing 
paralysis (.01 to -rOO) which eventually wears off(I-IOO 
hours). Placing a victim in water which has been U$Cd to boil 
pine needles is widdy believed [0 revoke the symptoms of 
lAwrim poisoning within 4-8 hours. 

�t: 10 gp/dose. 
Difficulty of Finding: Extremdy Hard. 
Warning: Skin contact with t..wrim leads to a severe rash 
within 2 days. If left untreated. the rash spreads rapidly. 
causing numbness (all activities at -25) in the afflicted area 
(for 1-5 days. if an RR is failed). The reputed remedy is the 
same as for internal poisoning. 

LEMllAS 
(S. "Waybrraa," Q, COillliU) 

Other Names: Life-brud. 
T ypc: Nutrition/Refushment. 
Orig;naI Refa-encc: ToMe, 
Range/Where Found: There has never been great store of 
the com of Aman in Middle-eanh. It is grown in wdl­
guarded sunlit glades. The large golden cars of com and the 
stalks are harvested by hand, for the Eldar hold it sacred. 
setting no blade of metal to it. It grows quickly in any 
season, $.;Ive that it must not be sown in frost nor dOd it 
thrive in the cold nonhem winds from the Morgoth's realm. 
The hand-maidens of Yavanna have the secret of making 
Innl..s in their care. The grain is stored in baskets woven from 
its stalks, for neither wonn, nor gnawing bea.u. nor rot nor 
mold assail that substance. In honor of Yavanna, the queen 
(or the most revered among the Elven women of any people 
if they have no queen). has the making and gifting of Innlw 
in her care. This lady is called the btuill, the bread-giver. 
Characteristics: LmrINu is made in small, thin cakes baked to 
a golden brown on the outside yet the color of cream within. 
�ch cake is wrapped in a manner traditional for that people 
and signifying some aspect of their kindred. Melian 
presented her InnlNls wrapped in leaves of silver. with the 
threads that bound them about the cake set with her seal. a 
wafer of white wax shaped as a single flower ofT elperion. 
Galadrid wrapped her ImJ"u in the golden leaves of the 
mallom, and bound them with silvered flax from the river 
reeds of the Nimrodd. 

Medicinal UKS: LnnNs feeds the will. conferring + 10 to 
disease and poison RRs. 
Otha- Uses: The life-bread of the Eldar was a gift from 
Yavanna to succor those who undenook the Great March 
towards Valinor in the dawn of the world. She dirccted 
Oromt to bring fonh sced-com from Aman and give it to 
the Elves to plant and harvest at need. This grain bore within 
it the strong life-force of Aman and CO\lld impan its strength 
to those who had the need and right to do so. Each cake not 
only swtains a person for an entire day. but also gives them 
the vigor of the youth of Aman upon their travels (+5 Co 
bonus (MlJtP) or +15 exhaustion points (RMSS)/day). 
�t: On rarc occasiolU the Elves consent to share their life­
bread with mortals who are numbered among the friends 
of their people. They refusc, however. to share the grain of 
Aman or the secrets of making InnINlJ. No greater honor 
can an outsider receive from the Elves than Innb.u. 
Difficulty of Finding: 
Warning: If monals cat often of this bread, they lose the 
savor of mortal lands, becoming weary of Middle-earth 
and longing for the forbidden land of Aman. 

LENHAFN 
(S. "W4I]-lbront," Q. Coimahalntll) 

Otha- Names: Great-meal Mushroom, umsang. 
T ypc: Nutrition/Refreshment. 
Orig;nal Refert:nce: ToMi. Amor. Mori�. 
RangefWhere Found: ulIlNlj" is usually found in dark, 
cool areas such as in the depths of deep forests or caverns. It 
needs a moist environment to thrive. 
Characta-istics: l..tnlMj" is a prodigious mushroom. growing 
up to a size of2.' sponing a crown I-J' in diameter. Most of 
its outer surface is hard, and its top is covered with a soft 
purple "fur" renowned for its nutritional value. 
Medicinal U$CS: None. 
Othu Uses: I Ib of blNlj" can feed a man for I week. If 
dried. the fungus keeps for several weeks without any loss of 
vinue. It is cultivated by the Dwarvts of Moria and of the 
Blue Mountains. 

Cost: 4 gp/I week's ration. 
Difficulty of Finding: Hard. 
Warning: None. 

LESTAGI 
(S. Olwi,. Q U,tviri) 

Other Names: Poponik. 
T ypc: Physical Alteration/Enhancement. 
Orig;naI Refuence: MERP. 
RangefWhere Found: Desert. 
CharacteriniC$: This small plant grows only on cacti. 
preferring to establish icsclf in the crevices on top of the 
iL:!gul when it appears in the desert. taking full advantage of 
the strong sun and low humidiry. UJ/iJl usually grows to the 
size of a nun's fist. sprouting white blossollU at the $.;Ime 
time as the IL:!gwL thw appearing to be an extension of it. 
Medicina.1 U$CS: None. 
Othu Uses: If a ks/iJgl bud is ingested. the u.scr falls into a 
deep deep lasting 24 houn, during which time he becomes 
impossible to rowe. While sleeping. all loss to a single stat 



littk v.."'goll & 
Be".,'s Tell&'« 

(I stat/bud, chosen at random) /Tom any cause except for 
age may be ustored. USftl.gl buds retain this virtue for 2 days 
after Ixing picked. 
Cost: 520 gp/ dose, because of the difficulty of finding 3l1d 
transporting it. 
Difficulty of Finding: Sheer Folly. 
Warning: None. 

UMHEREG 
(1 "Fisb-blood," Q. H"./astrCt) 

Other Names: Sereglim. 
Type: Poison. 
Origjnal Reference: Am",". 

Attack Level: I. 
R.2nge/Where Found: Temperate seas. 
Char.acterisr:ics: Limbffr,g is a paste made /Tom fish blood, 
used as a less lethal contact poison in traps. The exact species 
of fish is not known to those oUt'!ide the fishing community, 

whose confidence must be gained before the ingredient'! 
may be mentioned or even discussed. 

Medicinal Uses: None. 
Other Uses: Contact with /jmbmg causes skin to 
peal away continually for 1-100 weeks after an RR 
failure of 01-50. Until the effect'! wane, the victim 
is at -25 and has Y.r: Presence. With an RR failure 
of 51 +, victim also bleeds through pores at a rate of 

J hitl/round whenever he moves faster than halfhis 
base rate (a slow walk). 

Con: 9 sp/ dose. 
Difficulty of Finding: Medium. 
Warning: Extreme care must be taken when handling this 
poison. 

USGEREG 
(S. "BlooJ-rrtJ," Q Stfu!ixt) 

Other Names: Rorash, Anserkc. 
T ypc: Circulatory Relief. 
Original Reference: MERP. 

Range/Where Found: The Iisgmg plant is found along sea­
shores, though it is more common in salt marshes. It needs a 
hot, humid environment to thrive. 
Ch.aracteristics: Lisgwg is a tall, reed-like plant that stands 
about 5' high. Thick, small, brown flowm fonn at it'! tip in 
early summer, its seeds scattered by the wind on litde tufts 
of fuzz a few weeks later. Lisgml tends nor to grow in 
clumps, preferring rather the company of other reed plant'! 
(which makes it hard to locate). A soft, brown root with a 
yellow interior (the size of a man's foot) stmds at the base 
of the plant. 
Medicinal Uses: N soon as the flesh of the lisgmg root is 
pulled apart, thousands of tiny fibers in a gel matrix are 
revealed. Laying these fibets e("fOSS a cut or wound halts 
bleeding and seals the wound. This takes 3 rounds to take 
effecr, but the patient cannot move for 5 minU[es without 
the wound reopening. If this happens, a fresh l.iJg«tg root 
must be applied. If the strands are laid lengthwise along the 
wound, they take 2x as long to be effective. The roots have a 
shelf life of several months. 
Other Uses: None. 

Cost: 75 gpo The often remote loc.ations this plant is found 
in, the difficulty in distinguishing it from other reed plants 
and the hazards of venturing into a salt marsh make this an 
expensive root. 
Difficulty of Finding: Very Hard. 
W.aming: None. 

LITTLE DRAGON 8< BEAR'S TONGUE 
(S. LhUIfg, Q. MurteLtmbt) 

Other Names: None. 
Type: Bum/Exposure Relitf. 
Original Reference: Morill. 
RangejWhere Found: Mount.ains. 
Characteristics: Growing among grasses on high altitude 
slopes of the northern Misty Mountains, this strange little 
plant is noticeable for its spread of dark red leaves and rarer 
pale orange flowers which appear only after the plant has 
seen half a dozen dry summers. The Dwarves give the plant 
its name due to its flower buds, which resemble the snout of 
a great dr.agon. 
Medicinal Uses: While little dragon flowers have no value in 
thtmselves, their pale roots hold a yellowish juice that acts as 
a salve on flesh burns. When crushed and applied to a 
wound, its tough leaves also aid in the healing process (2x 
nonnal rate for borh juice and le.aves). 
Other Uses: None. 
Cost: 3 gp/ dose. 
Difficulty of Finding: Hard. 
Waming: None. 

LORD 'N' GLORY 
(S. Ortbtliall Arall, Q. TtlllftllArallo) 

Other N.ames: Fiublood, Rouser, Fortune 'n' Glory. 
Type: Concussion Relief. 
Origjnal Reference: Previously unreponed. 
RangejWhae Found: Coniferous forests, usually ae the 
edge of clearings. 
Chuacteristics: Lord 'n' glory resembles a jack-in-the-pulpit, 
except that it has a larger, dark blut flower with a white 
interior. 
Medicin.a.l Uses: When pressed, the flower yields a fine oil 
which, when taken internally, restorts 1·6 hits. 
Other Uses: Lord 'n' glory oil is a remedy for the parasitic 
diseast hucklerush, as well as being sold in some cities as an 
aphrodisiac. 
Cost: T 2 gp/ dose. 
Difficulty ofFinding: Medium. 
Warning: When a female imbibes lord 'n' glory oil, she 
breaks out in a light sweat, her lips swell and her face 
becomes flushed, encouraging her to feel amorous toward 
familiar companions. She may also complain that her clothes 
are too rtstricting. It is more obvious when a man has 
ingested the oil; his manhood becomes rampant and remains 
so for 8-I 2 hours. 



LOTHGALEN 
(S. "Gr�," Q. 14ita/6ri) 

Other Names: Loth Nenond. Ncnondo, &ng-bulm. 
T ypc: Pouon. 
Original Refercnce T�Mt. MorN. 
R.wgc:fWherc Found; Wet limestone cracks. 
Characteristics: l.oIhg.1m is a small, guy vine, rardy exceeding 
3' in length md dwtcring in groups of 1-101). It blooms 
tV«}' ''  montlu. with 3-pctallcd, lime-colored flowers 
growing in groups of 3. These sccrete a substance which 
combines with the wet limestone [0 fonn lin! ( .. {(aim, a faint. 
green aura (making it u.sy to locate). The light brightens 
whenever the flown'S bloom. 
Medicinal Uses: None. 
Other Ules: The product of the kll�/(1I's interaction with 
limeli[onc, IIt'n tl/{ealrn. is a thick, syrupy substance. Once it 
entus the bloodstream. nrrr (Q�/m spreads a scaring fire and 
disabling torment throughout its glowing victim, often 
rendering him immobile. Some simply die as their minds are 
tom apart by the pain. lAlbgdlnt roots may be pulled down 
inuct and used to fonn ropes 2% as strong as normal ones. 
Cose: 240 gpl dose of ".." r .. !fa/tII; 2 gp/foot of rope. 
Difficulty of Finding: Light. 
Warning: Dwarves usually scorn the use of IVII , .. �Im .u a 
weapon. If the subject of IVII , .. �Ir" is brought up in front of 
Dwuves. they immc:diatdy become distrusdU.! of one who 
would discws such a dishonorable way of dealing out death. 

LUMINOUS VRAK 
(S. CtcllUl� Q. Ctc&iruu41i) 

Otha Nam�: Hdyt. 
T fPC Circulatory Rdief. 
Original Refaence: MOMIII C,,"J .. btuI. 
RangefWhae Found: Underground. 
Characteristia: This brownish mushroom hu 
a 4-6" diameter cap and a stalk half as long. 
In (Otal darkness. its brown gills emit an 
orange light. 
Medicinal Uses: The fungus is used 
uunsivdy in Orkish healing salves. If 
scraptd and applied to a wound, luminous 
vra gilu halt bletding within 5 rounds. If the 
scrapings an: exposed to sunlight before being 
processed into salve, they become inert. Once in salve 
fonn, however, they keep for several months. 
Otha Uses: None. 
Cost: 2 1  gp/dose. 
Difficulty of Finding: Medium. 
Warning: None. 

LUS 
(S. Actbmg. Q . .sm .. i[ .. ) 

Other Names: Lissis. 
Type: Poison. 
Original Refuencc:: ToMr, Amor. 
Attack Levd: 6. 
RangefWhue Found; Along the edges of temperate forests, 
such as those found in Eriador. 

Charactuiscia: l.MJ is a low, gorse-like: shrub that produces 
mauve fIOWCTS in early spring. 
Medicin.a1 Uses: None. 
Othu Uses: If crushed, mind with water and boiled down 
to a thick paste, l.u flowers become a potent contact poison. 
If the victim faiu RR by 5 1+, he dies within 1-I 2 rounds; if 
by 2 I-SO, he s.Iips into a coma and is blinded; ifby I I -20, 

he is blinded in tither or both eyes; if by 1-10, he is 
temporarily blinded for 1-4 days. The only known antidote 
is a mixture of .tip, !t..gw� mqillclh and .. lJJ., (which restores 
sight, removes the victim from a coma or revuses the effect 
of the poison if given within the first 1 2  rounds). 
Cost: 3 gpl dose. 
Difficulty of Finding: Light 
Warning: The pink. poison is easily discernible when applied 
(0 the edge of a blade. 

MADARCH 
(S. Ara(bwdn. Q Amabwan) 

Othu Names: ZUmmu!. 
T fPC Circulatory Relief. 
Original Refuence: ToMr, Mori ... 
RangefWhere Found: Underground. 
Charactuiscia: M .. kf(h is a gaudy mushroom. purple in 
color with a white underside and orange speck..ling. It is hard 
to miS5 because it reaches a maximum height of 5' with a 4' 
diameter crown. Thin, succulrnt ridges mn outward from 
the trunk on the: underside of the crown. The hard, fibrous 
root5 an: only about I' in diameter, but more than strong 
enough to provide support for the fungus. In fact, they an: .so  
tough that a skilled :u:eman might have trouble fdling one in 

less than 10 minutes. M .. J,mh grow in dark. damp, 
subterranean environments, usually in groups of 51-

100. 
Medicinal Uscs: The thin ridges running 

outward from the underside of the crown 
contain a juice ca11td nortthor. Each giant 
mushroom yidds a pint of noruhor, which 
mixcs with an equal portion of water to fonn a 
purple potion that wamu the body and heals 
all of the imbiber's cuts and damaged blood 

vcsseb within 2 hours. 
Othu Uses: M .. kf(b flesh is palatable and keeps for 

weeks on end; 1 Ib can susuin a man for 3 days. 
Cose: 100 gp/pint (= I dose) of norithor. 

Difficulty of Finding: Very Hard. 
Warning: Ifimbibcd undiluted by water, norrfhorcauscs the 
blood to chum within its channds and swdl with frightening 
fury. Unhealed WQUnds reoptn and cuts widen. In some 
castS, a victim's veifl5 simply uplode. 

MADWORT 
(S. OrthrMh. Q. Of(O'/I((II) 

Otha Names: Sera. 
Type: Poison. 
Original Refuencc:: ToM,. 

Attack Levd: 
RangeJWhere Found: Moumainous foothills, usually on 
broken, stony ground. 



Characteristics: Madwort is an ugly, ground-hugging bush 
with spikes and (for most of the summer) small, ydlowish 
flowers. Its greenish-ydlow leaves may be mottled. with 
brown spots. 

Medianal Uses: None. 
Other Uses: The juice of madwort leaves may be boiled 
down to make a sticky paste: which, when it rtaches its 
victim's bloodstream, induces madness for I 1-20 rounds, 
causing him to ron about aimlessly, babble, attack friend and 
fex alike, etc. If consumed, mad watt. poison is Yi as potent. 
Co5t: 26 gp/ dose. 
Difficulty of Finding: Very Hard. 
Waming: Should the victim fail their RR by 26-50 the 
poison inflicts 1- 10 rounds of sensory disturbance, leaving 
the victim at -50. If the victim proves especially susceptible 
to the poison (RR failure of 51+), the resulting brain 
damage produce much more severe effects (10 to 20 points 
lost from the victim's potential Reasoning stat). 

MAHAL'S GIIT 
(5". AlIl.1n, Q. AIlIt'mna) 

Other Names: None. 
Type: Concussion Rdief. 
Original Reference: MoriQ. 
RangefWhue Found: Mountains. 
Charactui5tics: A species of little, silvery-blue, me-growing 
moss. 
Medicinal Uses: When brewed into a tea and imbibed, the 
moss restores 50 concwsion hits. 
Othu Uses: None. 
Cost: 75 gp/dose. 
Difficulty of Finding: Medium. 
Warning: None. 

MAIANA 
(5". C/cmmmm, Q. Lallmnbi'a) 

Other Names: None. 

T ypc General Purpose. 
Original Reference; Amer. 

RangefWhue Found.: Mountains. 
Charactuistics: This plant is small, rtaching only about I' 
in height. It has seven.l long, green-gold leaves with smooth 
edges, golden veins and white stems. 
Medicinal Uses: When brewed into a tca, maiana cuts in half 
the dangerous effects of lung afflictions and uspiratory 
disease. It keeps for up to a yeM, even though it dries out. 
Other Uses: None. 
Cost: 7 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: None. 

MALlMMENTE 
(S. Mlllvrnl, Q. ''Yrllow-poil1l'j 

Other Names: None. 
T ypc General Purpose. 
Original Reference: Arner. 
RangefWherc Found: T cmpen.te grasslands. A common 
garden plant, it is somewhat rarer in the wild. 

Characteristics: Malilffffll"n/i" is tall (about 5') with long leaves, 
resembling a stretched fonn of alex. 
Medicinal Uses: Its leaves au crushed or applied in a 
poultice; it can also be dried or made into a salve that is only 
25% as effective. Malimmnrlt" is good for bruises, sprains, and 
pulled tendons and ligaments. reducing swelling and 
hastening recovery (2K nonnal rate:). 
Other Uses: None. 
Co5t: J sp/ dose. 
Difficulty of Finding: Easy. 
Warning: None. 

MALODOROUS MILKCAP 
(5". Morvi� Q Merconna) 

Other Names: Stingdrop. 
Type: Poison. 

Original R�fuence; MOIInl ClinJab"J. 
Attack Level: 2. 
RangefWher� Found: Underground. 
Characteristics: This fungus boasts a small (5" in diameter), 
milky white cap with concentric rings of scales. This 
mushroom has an IS" stalk marked by black rings that 
exude a pungent foul odor. It usually grows in colonies well­
known by any animals or persons living nearby. 
Medicinal Uses: None. 
Other Uses: Small quantities of this mushroom may be 
eaten, but more than an ounce or two becomes mildly 
poisonous (2nd level paralytic). 
Cost: 2 gp/ each. 
Difficulty ofFinding: Medium. 
Warning: There is no antidote to the poison, but its effcct 
wears off in 12 hours. 

MARGATH 
(S. U"har, Q. Hani.ri) 

Other Names: None. 
Type: General Purpose. 
Original R�fuence: Amer. 
Rangc,/Wher� Found: Underground. 
Characteristics: This fungus resembles an orange, gelatinous 
kidney; it tends to grow as a solitary individual. 
Medicinal Uses: O� concoct a healing salve hom nIIlr�,b, a 
surface anesthetic that replaces the pain of a wound with a 
steady buming sensation. The salve keeps for up to 6 
months ifkept in a closed container. 
Other Uses: None. 
Cost: 4 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Usc of this fungus has the side effect of giving its 
consumer nightmares and a foul odor. 

MEGILLOTH 
(S. "Swor4f/cwtr," Q. Mac;lIoli) 

Othu Names: Eagle-cye, Miekkalehti. 
T ypc Physical Alteration/Enhancement. 
Original Refaence; MERP, Crtatrr HAraJ, NerliKm Was/to 

RangefWhue Found: Rocky crags and ledges in the upper 
ruches of mountains. as well as some grasslands. 



Characteristics: Mtgillclb livu underground in the fonn of a 
fTUS5ive tuber; its visible, above-ground component is so 
small as to be dismissed out of hand as an insignificant weed: 
3 limp, oval-shaped leavu, a short, brown stem, and spring 
fIowep. 
Medicinal Uses: None. 
Other Uses: If eaten, mt,t"IIo,b's bitter leaves increase visual 
perception (both in range and power) by 50-500% for a 
period of 10 minutu. If consumed. aftef being roasted, the 
leaves double the range of vision for 4-8 hours. The mt,t"/Unb 
fOOt nuy be roa.sted 50 as to yield a tasty meal. 
Cost: 12 sp/dose. 
Difficulty of Finding: Light. 
Warning: If more than I leaf/day is consumed, the user 
uperiences vertigo and hard pressed to remain standing 
(50% chance) for I hour. 

MELANDAR 
(S. Lh;Jirilb, Q. HlrwttmJo) 

Other Names: Baneward, Malostiss. 
Type-: Physical Alteration/Enhancement. 
Original Reference: MERP. 
RangefWhere Found.: Along freshwatu coasts and banks in 
the urn:mely cold dimes. 
Characteristics: The bright grccn color of this moss 
contrasts with the ice and snow it usually grows under. 
During the short growing season, it appears to become 
&OSted. with black soot, but these arc only its spores. The 
rest of the year it lies dormant beneath the snow and icc. 
Medicinal Uses: If added to boiling water and simmered. for 
30 minutu, mllA"k, produces a mild wting brew that gives 
+10 to RRs against disease for 1-100 days. MtlA"k, keeps 
well when it has bttn dried, and many healers have a small 
stock of it. 
Other Uses: None. 
Cost: 12 sp/dose. 
Difficulty of Finding: Light during summer, Extremely 
Hard during the rcst of the year. 
Warning: None. 

MELEM LOZA 
(S. T-Hgo!f, Q. DNtO/WI) 

Other Names: Balm Vine. 
T ypc: Bum/Exposure Relief. 
Original Reference-: ToMt, F., HA,.J. 
RangefWhere Found.: The Gaj of Far Hand. 
Characteristics: The small, dull green leavu of mllnn IoDl, its 
tiny, orange, spring blossoms, and its thick stem distinguish 
this vine- from iu neighbors. 
Medjcinal Uses: Sap from the- mllnn lou stem is capable- of 
halving the effects of any 1st or 2nd degree bum. It ke-q>S its 
virtue- for up to 2 days. A balm nude- from this sap doubles 
the effects of any healing nugic. The- art of its nuking is a 
closely guarded secret of the Kentribi Ladnoca ofT resti. 
(Sec Section 3.9.2.) The balm lasts nurly indefinitely. 
Other Uses: None-. 
C05t: 60 gp/sap; 150 gp/dose- of balm (because of the­
difficulty in recognizing the plant among the others in the­
ugion). 

Difficulty of Finding: Very Hard. 
Warning: None. 

MERRlG 
(S. TOlnml, Q. Qwmtird:Q 

Other Names: Maioc. 
T ypc: Physical Altt:ration/Enhanceme-nt. 
Original Refere-nce-: MERP, Am",. 
RangefWhe-Z'e- Found.: The- short, semi-arid grass.lands of 
Nur Hand and Umlnr. 
CharacterisriC!l: Mtrrig is a low bush distinguishable by the­
tightly wound spiral growth patte-m. Its leaves are pear­
shaped (dark gree-n on top, light gree-n on the- bouom). lts 
woody Sfe-m is covered with small thorns. 
Me-dicin.t1 Uses: None. 
Other Uses: Mtrfig thorns may be scraped off and boiled 
ove-rnight until a thick liquid fe-mains (the thorns long 
having since dissolve-d). Daily ingenion increases Pr and Ap 
by 5. This effect occurs afte-r 10 days of usc. 
Cost: 2 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Addiction to mtrrig occurs afur 2 wCC'ks. 
lnte-mlption and withdrawal from USC' me-ans loss of 
SUts (-10 Co. -5 Ig. -5 Pr and -5 Ap). 

METSASTAjAN KUKKA 
(S. lAIbJlIrOfI, Q. FtJrasst�lt) 

Othe-Z' Names: Hunter's Blossom. 
T ypc: Poison. 
Anack levd: 
Original Refere-oce-: N�htm WoUlt. 
RangejWhe-re- Found.: This beautiful flower grows in 
the high va.lleys of Forochel's mountains. 
Characteristics: This light blue flower blooms close­
to the ground in thick clusters. 
Me-dicinaJ Uses: None. 
Other USC'S: When ground and formed into a thick pastC', 
mllsiis';']i" h,H. may be applied to the edge of a weapon or 
smeared into a drinking cup or food bowl. The- Lossoth 
5mear the poison on spears and arrows whe-n hunting, seeing 
that it savcs them from losing wounde-d seals and wa.iruse-s 
who would otherwise- take- to the sea. 
C05t: The- Lossoth do not value- currency, but would barrer 
mttsisliji" h<!!.r for needful itC'ms (e.g., blankeu, pelts. dried 
fruit, etc). 
Difficulty of Finding: Hard. 
Warning: The- poi50n is exrn:mdy virulent and kilb 
instantly. 

MJLKPURSE 
(S. Ntnflim, Q. Ninquiflm) 

OthC'l' Names: Sourwee-d. 
T ypc: General PurpoSC'. 
Original Re-fC'l'CIlcc: Previously unrepone-d. 
Range-fWhere- Found.: Grasslands and meadows in 
temperate dimes. 
Characte-ristics: This plant is remarkable- for its plain, 3' 
stalk (square in cross se-ction), and the- white- and yellow 
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flowers that sprout from its top. Its short, pointed leaves 
have jagged edg� and sprout from the nodes that occur 
every 6" along the stalk. Immediately above the nod� arc 
swellings the size of plums. If cut open, a copious amount of 
white sap spills out. It is sticky and dries into a film within I 
hour. 
Medicinal Uses: If mbbed 2x/ day into the welts that cause 
the disease known as angurrh (See 2nd EJiriOll MERP, p. 257.), 
the milk from the nodes of this plant cause the rednc:s.s to 
disappear over the nex[ week. During this time, the disease 
does not progress and is in remission. If mixed with water 
and taken internally concurrently with application to the 
skin, the milk cures the disease over the period of I week. 
Other Uses: If cut and dried, the nodes become ratrles and 
are a favorite of children in some villages. 
Cost: 9 sp/ dose. 
Difficulty of Finding: Medium. 
Warning: None. 

MiRETAAl'S CROWN 
(5. Ri Mirnan, Q. Rit:' M{rt,ario) 

Other Names: Bloodsuckers. 
Type: Circulatory Relief. 
Original Reference: ToMr, AnlM. 
Range/Whae Found: Meadows and grasslands of extreme 
elevation. 
Chuacteristics: Mirctiri's crown resembles a small lily, and 
remains in bloom for most of the short growing season. Its 
flowers arc silky to the touch and have nearly no scent. If 
kept in water, picked flowers remain fresh for up to I week. 

Medicinal Uses: If laid across an open wound, the 
flowers halt bleeding, turning blood-red as they 
adhere to the damaged flc.sh. Bleeding resum� Imless 
the flowers are left in place for 10 minutes, after which 
they may be removed. The flowe['$ cannot actually 
dose a wound. 
Other U5�: Mountain folk often keep a vase of these 
pretty flowers, both to brighten the home and to 

provide some mdimentary first aid. 
Cost: 24 gp/dose (I flower). 

Difficulty of Finding: Sheer Folly. 
Warning: None. 

MIRGALEN 
(5. "Crun Cem," Q. i..Ai(amir) 

Otha Names: Mirenna, Gemberry, Vatsakipuja. 
Type: General Purpose. 
Original Reference: MERP, ToMt, Grtdltf HarQJ, NMlixm 
WaJrt. 

RangejWhae Found: Mountain slopes just above the 
treeline. 
Characteristics: Mifl"lm is a low-lying shrub with black, 
twisted branches. Its pale green leaves are perfectly round, 
sprouting in dusters of 3. The plant blooms early in spring. 
when snow is still deep on the ground: its berries emerge at 
the ol15Ct of summer. The tart, green berries must be picked 
within I week of maturation, falling ro the ground and 
genninating soon after. The berries keep for 2 weeks before 
drying out and becoming useless. 

Medicinal Uses< If quickly bitten and swallowed, a mi,"&"im 
berry instantly restores IO hits. Some warrlo['$ fight with a 
berry wedged between their teeth and the side of the mouth, 
swallowing it in the event of a wound. 
Other Uses: None. 
Cost: IO gp/berry. 
Difficulty of Finding: Very Hard. 
Warning: None. 

MIRUVOR 
(5. "SWttl-winl," Q. Minlvorl) 

Other Names: None. 
Type: Circulatory Relie( 
Original Reference: ToMe. 
RangejWhere Found: Elven domains populated by Noldot. 
Chuacteristics: MinNOJ" is a cordial brewed by the High 
Elv� of the West. It is clear as pure spring water and has no 
taste. 
Medicinal Uses: See below. 
Other Uses: Minlvcr is used sparingly by those who travel 
long and dangerous paths, to give them greater endurance 
upon [he road. Those partaking of the cordial feel strength 
and vigor flow into their limbs: +S Co bonus, + IO to 
disease and poison RR.s and +S to all mental RRs (MERP) 
or +20 exhaustion points (RMSS) for a day. 
Cost: Like their waybread, Elves do not sell min ... w. For a 
monal to be granted a share of the cordial marks him as an 
Elf-friend; it is a great honor not (0 be lighrly regarded. 
Difficulty of Finding: Elves part with minl\'OJ" slightly more 
willingly than with Innbas. 
Warning: None. 

MONK HAIR 
(5. Ui!fin, Q. UilifiniJ 

Other Names: Seahair. 
Type: Circulatory Relief. 
Original Reference: Previously unreported. 
Range/Where Found: Tidal pools and ocean shallows in 
tropical clim�. 
Cfuractrnstics: Monk hair is a light brown species of algae 
that grows in shallow wa[er. It measures about I' in length 
and is very fine, like a thick piece of hair. It usually grows in 
small patches no more than 2' in diameter 
Medicinal Uses: If dried and powdered. monk hair halts all 
bleeding-internal and external--in an injured person. The 
powdered algae does not dose wounds. 
Other Uses: Powdered monk hair is an antidote fot the 
poison laif�r, but only if administered within a minute of the 
poison's activation. 
Cost: 12 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: None. 



MONKMEG 
(5. Riviw, Q. Himbarima) 

Other Namu: Cinnctaq. 
Type: Miscellaneous. 
Original Refen:ncc: Previously unreported. 
RangefWhen: Found: Deciduous forests. usually ncar the 
edge of clearings or meadows. 
Characteristia: No more than 12' in height, this small tree 
has pointed. oval lcalles. Sap from the tree is constantly 
leaking from small cracks in the bark and oozing down the 
trunk. Light brown, almond-shaped nuts (about I" in 
length) appear in late summer. 
Medicinal Uses: Monkmeg sap may be easily coUected. If 
spread on a wart, the growth disapjXars within 2-3 days. 

Other Uses: The outer coating of the nuts may be grated to 
yield a tasty spice chat is of un added to sweet pies. 
Cost: 9 spl dose. 
Difficulty of Finding: Medium. 
Waming: None. 

MOOK 
(5. Matlbuio, Q M<lisMya) 

Other Names: None. 
Type: Organ Repair/Preservation. 
Original Rcfcencc: Crwer H"r�J. 
RangefWhcre Found: Forests of the Far South. 
Characceristics: This 30' tall member of the juniper family 
resembles a thick shrub. Its thick, gtun leaves splinter into 
dozens of short tendrils. The berries, which apfXar in lare 
summer, arc grey and �hafXd like small crowned thimbles. 
Medicinal Uses; The Danak first discovered that rnook 
bcnies may be collected, ground and fennenud to yield a 
dark brew. 'When distilled into an elixir, the berries become 
an antidote for all respiratory poisons. The antidote keeps 
for years. 
Othu Uses: None. 
Cost: 210 gpl dose. 
Difficulty of Finding: Medium. 
Warning: None. 

MOONTHUMB 
(1'. c..�,/"d, Q C,/"mbi) 

Othu Names: Light-tongue. Glow Wonn. 
Type: Concussion Relief. 
OriginalJ-efcrence: Previously unreported. 
RangefWhue Found; Caverns, usually near running waur. 
Ie requires total darkness to thrive. 
Charactui5tics: This fungus (the size and shape of a man's 
thumb) is curved backwards. like a toadsrool without a head. 
It emits a faint light and grows in patches of several dozen 
members. 
Medicinal Uses: Eating moonthumb instantly resrores 1-IO 
concussion hits. If dried, it los�s its luminosity. bur retains 
its healing virtue. 
Otha Uscs: None. The light moonthumb gives off is roo 
faint to see by. 
Cost: 12 gpl each. 
Difficulty of Finding: Extremdy Hard. 
Warning: None. 

MORHEREG 
(.S. "Black-b/ood," Q Moma5tTtl) 

Otha Names: Scrcgmor. 
Type: Poison. 
Original Reference: Amor, Sbl". 

Attack Level: r. 
RangefWhere Found: Deciduous forest. 
Characteristics: A small blue flower that grows deep in old­
growth forests. It stands about 6" tall and has several short. 
greenish-black leaves. 
Medicinal Uses: None. 
Other Uscs: If ground. made into a paste and applied ro a 
weapon. morbmg becomes a 1st level blood poison. Its 
victim's veins temporarily run with k�lirion. a bbck liquid that 
serves as imperfect blood. sustaining life. but incapacitaeing. 
Temporary mental stats (MERP: Ig.Ie. Pr; RMSS: Em, In. 
Me, Pr, Re) fall by 50 but do not sink below I .  The black­
skinned victim returns to nonnal after r -10 hours. h1.lt stats 
recupuate at rate of only I I day. Some slave traders favor 
morbtrtg as a means of subduing their victims. 
Cost: .]02 gpl dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

MOTHERNEL 
(.S. SArge/b, Q. SDngwangollo) 

Other Names; Deathward. Protector. 
Type: Physical Alteration/Enh;mccment. 
Original Reference: Previously unreported. 
RangefWhere Found: Coniferous forests, usually at 
the top of evo:-rgt'een trees. 
Characteristics: This small, parasitic plant. reminis­
cent of a mistletoe. taps into the mink of evergreen 
trees. using their sap as a source of nutrition to 
supplement its photosynthesis. 
Medicinal Uses: If ground, mixed with water and 
ingested, mothernd leaves protect the consumer from 
the effects of all poisons for t hour. If administered 
after someone haJi been poisoned, however. it is only 
effective as an antidote for jtgga. 
Other Uses: None. 
Cost: 35 gpl dose. 
Difficulty of Finding: Extremely Hard. 
Warning: Anyone consuming this drug finds rhat their unne 
turns th� color of blood for 24 hours. If they arc not aware 
that this effect is natural and unhannful. considerable mental 
anguish could result as they imagine themselves poisoned in 
spite of the protection. 

MOUNTAINROD 
(.S. OroJ/isg, Q. OrC/IX!) 

Other Names: Boncbinder. 
Type: Bone Repair. 
Original Reference: Previously unreported. 
RangefWhue Found: Mountains. near water. 
Characteristics: Mountainrod is a member of the reed family 
and is found ncar a source of water. It grows to a height of 
about 5' and is usually found in thick dumps. The stalk is 
light brown and the thick tip. dark brown. Its long. green 
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leaves arc pointed, peeling off from the stalk as it rises. 
Medicinal Uses: If crushed and boiled for 10 minutes, the 
mountainrod stalk produces a biuer tea that hastens the 
healing of broken bones (5...: nonnal rate) for a period of 2 
days. 

Other Uscs: None. 
Cost: 5 gp/ dose. 
Difficulty of Finding: Light. 
Warning: If not properly set when the brew is drunk, the 
bones may heal improperly, �nnanently impairing the 
patient. 

MOUNT AlNTHORN 
(S. llWlidh, Q. Suusiri) 

Other Names: Sweetbreath. 
T ypc: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
R:.mgejWhere Found: Mountains, especially ncar 
nmning Wafer. 
Characteristics: This vine prefers to live on rock faces, 
especially those with a high moisture content (such as 
ncar waterfalls). Ie can reach lengths of 30' and ies hold 
on the rock is astounding. Deceptively thin, its light 
green stem can easily support a man's weight. Its 
triangular leaves are spaced out so they average about I 
every foot. 
Medicinal Uses: If thrown into a fire until it blackens, 

and chen crushed, the powdered mountainthom stem 
eases breathing. making it more efficient and enabling the 

inhaler to exert himself for 2x the nonnal amount of time 
before becoming winded. 
Other Uses: Mountainthom is sometimes used to treat the 
disease buhlnJas. (See 2nJ £lilion MERP, p. 257.) 
Cost: 22 gp/ dose, because of the difficulty of retrieving it. 
Difficulty of Finding: Medium. 
Waming: None. 

MOUNTAlNWEED 
(S. Maphiw, Q Himbam4pali) 

Other Names: Hardgrip, Stickyhand. 
Type: Physical Alteration/Enhancement. 
Original RefCTence: Previously unreported. 
Range/Where Found: Short grasslands and meadows in 
higher elevations. 
Characterinics: This herb has several stalks, all ending in 
large leaves the size and shape of a man's foot. It boasts a 
single, small flower sprout in the center at ground level, blue 
lih the sky on a dear, early summer day. 
Medicinal Uses: If dried and crushed, the powdered 
mountainwccd secretes a substance from the ingesrcr's palms 
which, while remaining barely noticeable to the eye (like a 
thin sheen of sweat), causes anything coming in contact with 
it to adhere with enough fOTCe that it must be forcibly pried 
from the hands. The secretion takes 10 minutes to take 
effect and wears off after I hour. 
Other Uses: None. 
Cost: 9 sp/ dose. 
Difficulty of Finding: Light. 
Warning: None. 

MUR 
(S. NtJI"Jrij, Q NtSlahTma) 

Other Names: None. 
Type: Life Preservation. 
Original Reference: GrtMrr Hny"J. 
RangefWhere Found: Grasslands ofSlrayn. 
Characrcristics: This low shrub (which grows to a height of 
about 2') resembles its relatives, boswiU", and myrrh. les 
greyish-brown bark is covered with thin, white stripes 
running up and down. In the spring. red berries come out. 
Medicinal Uses: If mllr bark is scored, its resin may be 
collected. Through a process known only to a few healers 
(which involves boiling, baking and stitTing before mixing 
with blood), mllr may become a lifekeeping infUsion. The 
concoction maintains potency for only a few hours. 
Other Uses: None. 
Cosc BOgp/ dose. 
Difficulty of Finding: Enremely Hard. 
Warning: None. 

MUSTAKUU 
(S. Mornilhi� Q MomisiO 

Other Names: Blackmoon. 
Type: Miscellaneous. 
Otiginal Reference: Norlbrm Waslt. 
Range/Where Found: Sub-arctic tundra, especially shaded 
wetlands. 
Characteristics: MIlJlabll is a black, globular fungus. 
Medicinal Uses: None. 
Other Uses: The residue of oil gleaned by skimming the 
surface of the water in which mlUlabw is boiled attracts the 
insatiable insect swanns of the Far North, driving them into 
a frenzy and drawing them irresistibly to anything smeared 
with it. In the spring and summer seasons, when the swanns 
arc thick and troublesome, the Lossothrin hunrcrs cany 
tightly-scaled bone tubes of the oiL When they bed down 
for the evening, they drip a little of it on rocks and planes 
surrounding their camp, thus drawing the insects away from 
their repose. 
Cost: The Lossoth arc happy to batter mWJla11l1l for other 
goods which they need. 
Difficulty of Finding: Easy. 
Warning: The oil attracts insects for up to 8 hours and is 
difficult to wash off. Victims can die of severe anemia after a 
few hours of being in the eye of a swann. 

NAKOKASVI 
(S. Hmmm, Q HrndanfUl) 

Other Names: View Plant. 
Type: Physical Alteration/Enhancement. 
Original Reference: Norlbrm WaSlt. 
Range/Where Found: Found well above the treeline of 
Forochel's mountains. 
Characteristics: Niih1asvi is a small, greyish, thistle-like plant 
with yellow roots. 
Medicinal Uses: When brewed into a liquid fonn, niiiokasvi 
rooes help to restore sight (much as a Major Eyt Rtpair spell), 
es�cially for those afflicted by snow-blindness. The root­
concoction may either be imbibed or applied directly as a 



w�t poultic� to th� injured �y�. If imbibed, sight is restored 
in 12-24 hours, 1-8 hours in poultic� fonn. 
Other Uses: None. 
Cost; Th� Lossoth an: happy to bart�r niikoklUvi roots for 
other goods which th�y n�ed. 
Difficulty of Finding: Hard. 
Warning: None. 

NEHTELASSE 
(5. Nri,hl.Js, Q "Sptaruaf) 

Oth�r Nam�s: Keiha.mlehti. 
T yp�: Concussion Relief. 
Original R�f�r�nc�: Arner, Ner,hml Wastt. 

R.ang�jWhere Found: Temperate grasslands, as weU as 
cultivat�d gardens. 
Charactmstics: This small bush grows to a height of about 
3.' It has silvery bark, reddish thorns and finger-shaped. 
silvery leaves. 
Medicinal USC'S: The silver-green leaves arc rubbed on the 
skin to relieve small bumps and bruises, restoring 1-6 
concussion hits. 
Oth�r Uses; None. 
Cost: 4 sp / dose. 
Difficulty of Finding: Medium. 
W.arning: None. 

NELTHANDON 
(5. Anon'l, Q. Anarinki) 

Other Names: Pt'lk, N�la Leaf. 
T yp�: Poison. 
Original R�ference: ToMt, Shitt. 
Rang�jWher� Found: T empcrate grasslands. typically on 
rolling hills. 
Charactmstics: NtlllxmJon resembles those types of plants 
typically used for wild salad gr�ens. It is unremarkable in its 
appearance, looking much like a dandelion (even to the point 
of producing an orange-y�llow flower). Unlike the dande­
lion, however, nd,banJon's flower won't turn grey and blow 
away; in5tead. it simply withers at th� end of th� spring. 
Another differ�nc� betwee.n nfl,banJon and dandelion is that 
the former has a yellow vein on the bottom of each leaf. 
M�dicinal UKS: If someone has ingested poison, a small 
piece of this plant induces immediate and powerful vomit­
ing. If boiled first, however, it still produus violent 
regurgitation. If, on the other hand, it is picked under a full 
moon and laid out on an oaken table with the stem oriented 
north until morning, it may be eaten; but no matter how it is 
prepared, ntl/banJon induces immediate. vomiting. 
Other Uses: Sometimes young Hillmen serve strangers a 
salad of "wild greens" and sit back to watch the fun. 
Cost: I gp/ dose, because of the difficulty of telling it from 
other wild greens. 
Difficulty of Finding: Medium. 
Warning: T ravciers in strange lands and distnlstful of the 
locals should avoid eating a salad of "wild greens." On the 
other hand, if trust is required before the locals deal with 
travelers, and the locals know the travelers know about 
ntl,banJon, eating a suspicious but harmless salad can go a 
long way toward establishing relations. 

NASHADT 
(S. UtHgtaW, Q. UtHcarrdvi) 

Other Names: Wannth. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangejWhere Found: Arid. desert environments. 
Characteristics: This succule.nt plant grows to a height of I'  
and has several thick, rubbtry stalks with douns of leaves 
along them. The leaves (also thick and rubbery) are oval­
shaped with pointed ends. 
Medicinal Uses: If crushed and placed in hot (but not 
boiling) water, nas}""J, leaves yield a sweet-tasting tea that 
wanns the imbiber all over. If suffering from hypothermia, 
the imbiber is restored to nonnal body temperarure in a 
matter of minutes. The sudden influx of heat, however, 
makes him drowsy, demanding at least I hour of sleep. 
Other Uses: The tea is also useful as an antidote for the 
poison Hrdna. 
Cost: 21 gp/dose. 
Difficulty of Finding: Medium. 
Waming: None. 

NELLUIN 
(S. "Bll« Too/h," Q. LHiltt!t� 

Other Names: Maynacr. 
Type: Nerve Repair. 
Original Reference: MERP. 
RangefWhere Found: Coniferous forests. 
Characteristics: Nt/IHin is a lichen that grows low on the 
southem side of spruce trees. h is distinguished by its dark 
blue color and rough texture. 
Medicinal Uses: Nfl/Hi" may be boiled and strained to yield a 
tea of incredible healing virtue. Drinking I cup of this tea 
heals any nerve damage the consumer has sustained. 
Other Uses: None. 
Cost: 60 gp/ dose. 
Difficulty of Finding: Very Hard. 
Waming: Drinking mUHin tea pennanentiy stains the teeth a 
light blue. 

NIGHTFOOT 
(S. FHingmfJ, Q, FHinf{mit) 

Other Names: Sightbright. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
Range/Where Found: Deciduous forests. 
Characteristics: This plant rcsembles a dead jack-in-the­
pulpit: the hood of the flower is sunken, curled up, the 
whole flower appears ready to fall off. At night, however, it 
rears up proudly and the flower unfurls a huge, magnificent 
blossom. 
Medicinal Uses: If picked at night and crushed before being 
eaten, nightfoot confers the ability to see in total darkness as 
though it were dusk (I hour duration). The flower is only 
good until dawn; when the rays of the sun strike it. the. 
blossom shrivels and lose its virtue. 
Other Uses: Consuming a night-picked flower is one of twO 
antidotes known for the poison zatmz.ar. 



Cost: I J gp/ dose. 
Difficulty of Finding. Hard. 
Warning. None. 

NIGHTROD 
(5. LtktimoT, Q. Moriltpst) 

Other Nune,,: Ebony Fingers. 
Type: Concussion Relief. 
Original Reference: LOR. 
RangefWhere Found: On or near organic matter within 
caves. 
Characteristics: This small mushroom is easily distinguished 
by its black color and shiny surface. It grows like a toadstool, 
but its cap is elongated and pointed like a cone. 1t is 
nonnally found in clumps numbering up to a dozen. 
Nighttod grows to about the height and ginh of a man's 
index finger. 
Medicinal Uses: If consumed. a nightrod cap restores 1-2 
hits. Kept fresh (e.g., in a sealed jar). its potency remains for 
several months; once dry, it is wonhless. 
Other Use,,: Dried and smoked. nightrod is a tasty addition 
to any salad. Dwarve" make a secret soup &om this fungus 
rarely served to outsiders and reputed to be beyond descrip­
tion in taste. 
Cost: IS gp/dose. 
Difficulty of Finding. Light. 
Warning. None. 

N1MGIL 
(3'. "Wbilt Slar," Q. ant/ocdli) 

Other Nam('S: Rockbright. 
Type: Nutrition/Refreshment. 
Original Reference: �Ib. 

RangefWhere Found: Along the mountain-cliffs of 
Mordor. 

Characteristics: This white flower only grows a few inches 
iii height (its blossom about the size of a man's thumbnail). 
Its interior is thick with stamen and pistils. If squeezed, "imgil 
yidds a few drops of nectar. The plant blooms all year 
round; its flowers grow in groups of 3/plant. 
Medicinal Uses: A drop of "inllil nectar invigorates its 
imbiber. restoring 1-10 hits and giving him +5 to all actions 
for the next 24 hours. The nectar loses its power within 
minutes of being harvested. 
Other Uses: None. 
Cost: lOO gp/dose. 
Difficulty of Finding: Sheer Folly. It is eagerly sought after, 
so any plants within easy reach are picked and long gone by 
the time travders seck them. Reaching the flower is usually a 
difficult act. 
Warning. Nimgirs effect works only once/pcrson/24 hour 
period. However, the imbiber may think the effect is 
cumulative, which can lead to errors in judgment. 

NlMLOTH 
(5. "While Blossom," Q. Ni"'Plr16a) 

Other Names: \Vhite Tree. 
Type: Life Preservation. 
Original Referenc� See below. 
RangefWhere Found: See below. 
Characteristics: Nimloth is the fabled White Tree of 
NUmenor, whose twin scions grow in the royal COUIU of 
Minas Anor and of Fomost. A descendant of Galathilion of 
Tuna, Nimloth hearkens back in its fonn and features to 
Tdperion, Eldest of Trees, which "had leaves of dark green 
that beneath were as shining silver, and from each of his 
countless flowers a dew of silver light was ever falling. and 
the eanh beneath was dappled with the shadows of his 
fluttering leaves (Si� p. 38)." As a sapling, Nimloth "put 
fonh young leaves long and shapely, dark above and silver 
ben�ath, and upon its slender crown it bore one small ciusta 
of flow�rs whose white petals shone like the sunlit snow 
(LoIR U1, p. 250)." In Numenor of old, the tree was said to 
have "flowered in the evening. and the shadows of night it 
filled with its fragrance (Sit p. 263)." Nimloth comes into 
full bloom around the month ofN6rui Oune). The White 
Tree of Fomost perished in the conflagration of the Nonh­
kingdom (TA 1974); that of Minas Anor withered in the 
Great Plague of TA. 1 636, but was restored through a new 
seedling four years later. This tree endured for more than 
twelve cenmries before expiring in TA. 2852 and was not 
replaced until another sapling was found at the end of the 
age. 
Medicinal Uses: Vinually deathless unless hewn down or 
assailed by pestilence, Nimloth �xudes a potent aura of 
sanctity and wholesomeness which uniquely combines the 
powers of lifegiving and lifekeeping. This may be seen in 
Isildur's miraculous recovery from the brink of death: "a 
shoot arose from it and/sprouted in the spring. But when its 
first leaf opened then Isildur, who had lain long and come 
near to death, arose and was troubled no more by his 
wounds (Sit p. 273)." Nimloth's virtues wax and wane in 
accordance with the seasons: during its donnant period in 
fall and winter, the tree's lifekceping power is greatest; with 
the first onset of spring and summer, Nimloth's potency lies 
rather in lifegiving. 
Other Uses: Nimloth is ,be primary symbol of Numen6rean 
identity among the Faithful; as such, it is regarded as sacred 
and inviolable for any cause. Only ruling scions of the royal 
line of Elros possess the authority to touch the tree. 
CO$[: Access to Nimloth cannot be purchased. Only 
membership in the royal line or dear evidence that one is an 
emissary of the Valar legitimizes use of its powers. 
Difficu1ty of Finding. Legendary. 
Warning. None. 

NDMELLOSSE 
(5. AntiHlos, Q "Snow oj fbi Wtst') 

Other Namd: Mossist. 
Type: Nerve Repair. 
Original Reference: ToMI, Arner. 
RangeJW"here Found: See below. 
Characteristics: This dense. blue-green moss manifests the 
dry consistency of a dense beard. It grows at the foot of the 



White Trees of Arnor and Gondor. (St-e entry for 
NlMLOTH) 

Medicinal Usa: Eating a small piece (equal in area to that 
of a man', finga:naiI ) regenerates and repairs damaged 
nerves. It is a gradual process, taking the span of I week, 
though only I dose of nHmtllcsuis needed. 
Other U.e:s: None. 

Cost:: 300 gp/ dose. 
Difficulty of Finding: Absurd. 
Warning: This moss becomes extinct if the White Tree dies. 

OIOLASS� 
(I UiLu, Q "E"'i'Y? 

Other Names: �y-arana. 
Type; Life PrescfVation. 
Original Reference: MERP. 
RangefWhere Found: Along the coasts and banks for 
freshwater bodies in the far North. 
Characteristics: Th is herb's bulbous root sends up a simple 
stem 1-5' in height. Its long. taper-pointed leaves (1-2' in 
length, 1-2" wide) arc white veined and toothed along their 
edges. Ouring the short growing seuon, oioLwi can grow up 
to I"/day. Tiny, ydlow flowers sprout from the stem in 
midsummer. If dug up, the oioLwiroot can easily be 
separated into .several dozen doves, like a monster head of 
garlic. 
Medicinal Uses: An Elf who consumes an oioLwl dove 
enjoys protection from any harm or degeneration, no matter 
h?w grievous his wounds or injury. This effect lasts for 2 
days, during which time all healing herbs and magiCJi work at 
maximum potency. 
Other Uses: None. 
Cost:: 600 gp/ dose. 
Difficulty of Finding: Sheer Folly. 
Warning: None. 

OLVATAlu 
(S. Cal.:l,brian, Q "Qlum oj Crowing Things') 

Other Names: None. 
T ypc: Bum/Exposure Relief. 
Original Reference: Amor. 

RangefWhere Found: Grasslands, Temperate. 
Characteristics: OIW1I.1ri is a short shrub with shiny, round 
leaves and I" long thorns. A rare plant, it bears fruit and 
silver-white flowers for a very short time in summer. 
Medicinal Uses: The juice from an ol\llll.ln· fruit heals all 
bulTU, regardless of their .severity, restores 1-10 hits and 
eliminates scar tissue. The juice keeps for up to 2 years. 
Other Uses: None. 
Cost: 5 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: None. 

OTHER EYES 
c;. Hmgom, Q C,mibmJ.) 

Other Names: Spuky. 
Type: Drug. 
Original Reference: Mf1Wnl CwnJ�baJ. 

RangefWhere Found: Underground. 
Characteristics: This mushroom appears as a slimy, many 
capped 1T\aS$. Each cap �ts a single patch of red pigment 
that resembles an eye. Each cap is I '  in diameter. 
Medicinal Uses: None. 
Other Uses: When eaten, the flesh of the mushroom confers 
the ability to .see hidden things for 2 hours. Other eyes arc 
only effectivt whtn the fungi arc freshly picked. 
Cost:: 78 gp/ dose. 
Difficulty of Finding: Hard. 
Waming: The effect may be rcpc:ated 2. befor� the tater 
becomes immune to it and must wait for I wtek for his 
body to shake off the effects of the drug before resuming 
consumption. 

PANGWOOD 
(1 Nargtb.war, Q Nwalmrtav�r) 

Other Names: None. 
Type: Miscellaneous. 
Original Reference: Da,gorlaJ. 
RangefWhere Found: Wetlands. 
Characteristics: Th is low-growing shrubby t�e of un foons 
dense thickets on islets and along channel5. )u; twigs and 
pointed, arrow-head shaped leaves arc covered with fine, 
short, seemingly downy hairs that are, in reality, sharp 
enough to pierce the skin of most peoples (though Orcs have 
some resistance because of the their tough hides). 
Medicinal Uses: None. 
Other Uses: Whtn ingested, pangwood sap immunizes 
against all poisons (except its own hairs) for 72 hours. 
Cost: 5,0CX) gp/ dosc, because of the dangers mentioned 
below. Numerous trips an required to hafVC5t a single dosc. 
Many have died painfUl deaths trying to made a living from 
this tree. Numerow legends of death surround it. 
Difficulty of Finding: Medium. 
Waming: When the fint hairs on its twigs and leaves have 
pierced the skin, they cause a massive burning rash resulting 
in considerable loss of coordination and agility (-50) and, in 
sevue cases, the pain spreads to areas untouched by hairs, 
oft.en causing the victim to writhe on the ground with 
unconrrollable muscle spasms and screams of pain. Bathing 
the affected areas with wine brings some relief, but if the 
victim's injuries include the: hands, he cannot perfonn any 
complex manual task for 6-60 hours. A complete cure is to 
be found in the salve btmros (made from the bves of the red 
willow) or with any other medication that cures 2nd degree 
bums. Remember, though. that if large areas of tht body are 
affected, quite a lot of medication is necemry. A stroll 
through a pangwood thicket may result in a penetrating 
attack: (01-03) hairs cause blindness in both eyes; (04-
10) the victim be blinded in one eye; (I 1-15) the victim 
inhales hairs and must resist a 2nd ltvel attack or 
choke to death in great agony: (16-25) the victim 
must resist a 2nd leve[ .utack or suffer limited 3rd 
degree hums and -50 DB/Maneuvers for 10 days 
and be painfully immobilized for 100 hours; (26-
50) the victim mwt resist or function at -50 for 1 -TO 
days. (A roll of Sf + indicates no attack.) Finally, although 
fur and clothing protect against them, the pangwood hairs 

Olv«ttiri 



may break off and ding to th�se surfaces, and subs�quently 
be rubbed into the skin. Such hairs make a I st level attack: 
(01-02) the hairs arc inhaled and the victim must resist or 
perish by choking; (03-1 0) the victim resist or operate at -50 
for 1-IO days and suffer painful, burning immobilization for 
1-100 hours; (I 1-100) nothing happens. Unless the 
traveler's clothes are cleaned, one such roll must be made 
daily. 

PARGEN 
(S. AJ((�i, Q, EncIlM) 

Other Names: Gerichie. Maranna. 
Type: Life Presenoation. 
Original Reference: MERP. 
Range:jWhere Found: Rain forests. 
Characteristics: This lush bush with a brown, segmented 
stem possesses long, pointed leaves and looks like JUSt 
another member of the palm family. On the underside of its 
uppennost fan of leaves is a cluster of dark red berries. 
Medicinal Uses: An invalid who ingests a handful of pa'§rt 
berries experiences no deterioration in their condition for 4 
days. During this time, all healing magics and herbs work at 
maximum potency. Pafgm berries keep for several months. 
Other Uses; None. 
Cost: 800 gp/dose. 
Difficulty of Finding: Sheer Folly, because of the difficulty 

in recognizing the plane. 
Warning: None. 

PEPPERGLOVE 
(S. SiJgt'lI1l, Q. Shrout) 

Other Names: Handspice. Soul-ease. 
Type: General Purpose. 

Original Reference: Previously unreported. 
RangefWhere Found: Tropical rain forests. 

Characteristics: This small orchid grows in the forks of 
branches set high in the trees of tropical forests. It has I 
large leaf with 5 lobes. It also produces small, black berries 

and a white flower with black spots (also 5 lobed). 
Medicinal Uses: Ingesting pepperglove berries bestows 

incredible peace of mind, restoring 1-10 hits as the 
subject falls into a restful slumber that lasts 4-8 hours. 

The subject awakens refreshed. no matter how fatigued he 
was before. 
Other Uses: When combined with kings foot. pepperglove 
berries cure the disease grtl"iXilf. (See 2"d Edi/ion MERP, p. 
257.) 
Cost: I gp/ dose. 
Difficulty of Finding: Medium. 
Warning: None. 

PERIMOUND 
(S. Mmbasg, Q 5<lUIIS{Q) 

Other Names: Chalkbone, Bonebane. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
Range/Where Found: Wetlands. 
Characteristics: This small herb grows no more than a few 
inches in height and is distinguishable by its numerous, oval· 

shaped leaves sprouting all along the stalk, which splits into 
several branches at the tip, where dozell5 of minute orange 
flowers blossom in summer. 
Medicinal Uses: When crushed and consumed, perimound 
flowers cause the ingester' s bones to become weak and 
brittle, like chalk, for a petiod of 24 hours. Afterwards they 
harden to their previous state over the space of 2 days. 
Healers use this drug to weaken any bones that have been 
poorly set, enabling them to re-set them properly so that 
healing may occur. 
Other Uses: None. 
Cost: 23 gp/dose. 
Difficulty of Finding: Medium. 
W aming: �cause of the danger of being injured, someone 
under the influence of ehis drug should take care ro avoid 
any sudden, jarring movements. It is also rumored that the 
drug has been used as an insidious poison to set someone up 
for an "accidental" tumble down a set of stairs, an incident 
that would probably prove fatal. 

PHACALUS 
(S. Soltblisg, Q. Sllualixi) 

Other Names: Fatemaker. 
Type: Physical Alteration/Enhancement. Circulawry Relief. 
Original Reference: ToMt, DIlnianJ. 
RangejWhere Found: Wetlands of the Gwathl6 basin in 
Eriador. 
Characteristics: This member of the reed family differs from 
it<; rdatives in that it has a tuberous root the size of a man's 
thumb and because it rardy reaches a height of greater than 
3.' Consequently, it is often hard to find. 
Medicinal Uses: If dried and ground, the Falus root may 
be applied to a wound to prevent bleeding within 5 minutes. 
It does not close the wound. The root must be dried for at 
least I week in the sun to become effective. 
Other Uses: The pbatalw root is used by the Beffraen in their 
ceremonies. Swallowed whole, the root pennanentIy increases 
the user's Presence, Inrnition and Intelligence (MERP)/ 
Presence. Reasoning. Intuition, Empathy and Memory 
(RMSS) by I point each (not to exceed 102). However, 
with each dose there is a chance that the user may have one 
of two negative reactions to the herb (35% of a reaction 
with a 50-50 chance of either type occurring). See below. 
Cost: 35 gp/dose. 
Difficulty of Finding: Light. 
Warning: Two negative reactions to rhe pbatalw root are 
possible. The first (completely independent of the quantity 
of herb ingested) is severe and immediate: the subject falls 
imo a coma, awakening 4 days later much the weaker (stats 
previously increased by the root arc now reduced by 15  
point<;). Up to half of these lost points (round up) may be 
regained through magic and healing, but no more than half. 
The second negative reaction is allergic and come in several 
fonos, from mild to deadly. In all such cases there is no stat 
increase (RR vs 17th level poison). If the RR is successful, 
the subject receives only a minor rash. If failed by 1-24. 
multiple blisters fonn on his elbows, knees and groin. 
causing immobilization for at least 10 days; if failed by 25-
49, the subject goes into immediate anaphylactic shock, 
dying within 30 minutes if not treared (If he survives, 2 



months of debilituion follows.); if failed by 50 or more, the 
subject's skin sloughs off completely OVtt the neIt 1-4 days, 
dying in terrible pain with nothing left but bare muscles and 
bone. In this last scenario, the victim's only hope arc the 
spells LijtAitpin: or Ujrgivin.t (The body starts to respond after 
15 days of such uutment.) Not all the effeCtS of pbatllba are 
known to most of iu uurs. and the root has been respon­
sible for many dtaths. 

PIGMINT 
(l Cin'tblas, Q. Ringiwsi) 

Oth« N:unes: Swine treat. 
T ypc: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
R2ngefWh«e Found.: Short grasslands and meadows, 
usually bordering forests. It is also cultivated in some 
gardens. 
Characteristics: This herb grows to a height of 4: sprouting 
numerous branches along the length of its stalk. Each branch 
splits into several more, and each of these has several, small, 
pointed, oval-shaped lcavcs with selTated edges. If crushed, 
the leaves smell strongly of mint. 
Medicinal Uns: Anyone eating the leaves from this plant 
experiences a chill. A tea made from the leaves causes 
shivering as though submerged in icc wattf'. Healers use this 
tea to reduce and break fevers. 
Oth« Uses: Fanners who raise swine often cultivate this 
plant as a ttcat for their livenock (who seem to love its taste, 
but arc immune to its effects). In addition, pigmint tea can 
rowe somcone from a coma brought on by the poison A!'yhlll. 
Cost: 9 sp/ dose. 
Difficulty of Finding: Light. 
Warning: None. 

PIPEWEED 
(S. CAinuls, Q limein [NwrullanionJ) 

Oth« Names: Leaf, Sweet Galenas, W cstmansweed. 
Type: Miscellaneous. 
Original Reference: ToMt. 
RangejWh«e Found; Pipcweed was originally brought to 
Middle-earth from Numenor (and ultimately from the Elves 
of Ercssea). It grew abundantly in Gondor and wherever it 
was given great care in the North. Initially raised only for its 
aromatic fragrance, it was not until the late Third Age (c. 
2670) that the herb was smoked. Commercial production of 
pipeweed was centered in Bree and the Shire (the only 
r�ining civilized regions in Eriadot at that time). from 
which it subsequently spread throughout the Westlands and 
perhaps elsewhere in Middle-earth. 
Charactcrinin: Pipeweed is easily recognized by its large 
leaves which are dried for smoking. It is a large plant. 
reaching 3 or 4' in height and appearing to be a bush bcause 
of its immense amount of foliage. The variety known as 
"Old T ob( is also $Ometimes refened to as Longbottom 
Leaf or Southern Star, but these arc distinct (although 
related) varieties. Bree was known for growing a strain called 
Southlinch. 
Medicinal Uses: None. 
Oth« Uses: In Numenor. lisS\<;n (the ancestor of pipcwccd) 
was said to bring "heart's case" (ur. 189) by its sweet 

fragrance. and its subsequent popularity among pipe-smokers 
derives in pan from this a.lming effect on the troubled or 
di.51racted mind. 
Cost: 4 sp/ dose. 
Difficulty of Finding: Light. 
Warning: Some maintain that pipewccd is addictive and 
hannful to the respiratory system. 

PLANT -UKE STONE 
(S. CAwwulrm, Q. Omlobwan) 

Other Names: None. 
T ypc: Circulatory Relief. 
Original Rcf«ence: Morill. 
RangcjWhcre Found; Underground. 
Characteristics: This fungus grows very close to the ground 
and resembles loose stones. 
Medicinal Uses: The fungus contains milky white sap (a 
carefully guarded secret known only to Dwarves) which. 
when squeezed directly ontO open wounds. halts bleeding. 
scaling the wound as the liquid driu and preventing 
infection. 
Oth« Uses; None. 
Cost: 12. gp/ each. 
Difficulty of Finding: Very Hard. 
Warning: Since Dwarvu consider this fungus a cultural 
sceret, a good way to quickly anger a Dwarf is to make a 
rake about "getting blood from a stone." 

POISON WILLOW 
(S. MIIT�lhar, Q. MoriIIUQr) 

Oth« Names: Black Willow. 
T ypc: Poison. 
Original Ref«enee: PreviolUly unreported. 
Attack Level: 2.. 
Range/Where Found: Along the shores of tropical 
bodies of freshwater. 
Characteristics: Poison willow closdy resembles the weeping 
willow, except that it only rcachC$ a height of2.S.' Its shiny, 
yellow-green leaves arc edged with a thin strip of orange­
colored tissue. 
Medicinal Uses: None. 
Other Uses: None. 
Cost: 2. sp/ dose. 
Difficulty of Finding: Medium. 
Warning: Any skin contact with the willow's oily leaves 
a.uscs painfUl blisters I hour later. The inflammation lasts 
for 1 week, and may be healed by a pouJtice of ironlea£: 

PRlMHOCK 
(S. Ntmbarfb, PartQnm) 

Oth« Names: Watersuy. Thirstbane. 
T ypc: Physical Altcntion/Enhanccment. 
Original Ref«ence: PreviolUly unreported. 
RangejWhere Found; Deciduous forests. usually growing 
on the southern side of clearings or bordering meadows. 
CharacteristiCl! This blUh is composed of several stalks. 
each straight and divided into 6" segments joined by 
knuckle-like joints. Th� leaves (2." long, W' wide) sprout 
straight from the sulk. 



Medicinal. UKS: None. 
Other Uses: If chewed for 10 minutes, a primhock leaf 
causes water retention for a period of 72 hours. During this 
time the consumer cannot sweat or salivate, and his urine 
becomes so concentrated as to actually appear dark yellow. 
On the other hand. he becomes capable of resisting dehydra­
tion quite effectively (e.g .. while travening a desert). 
Cost: 3 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: Anyone taking 2 consecutive doses of primhock 
without a day of total rehydration irrevocably damages his 
kidneys. dying I week later from renal failure. 

PUFF-SPICE 
(S. CcroJ/m./h, Q Rll/afcron) 

Other Names: Baldwort. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangejWhere Found: �cjduous forests. 
Characteristics: This fungus is a type of mushroom. 
distinctive because it has no stalk. Its round cap (light brown 
with tiny, black spots) grows directly on whatever substrate 
it is feeding upon, usually rotting wood. If squeezed. it emits 
a puff of spores. 
Medicinal Uses: If an inuct (un-squeezed) puff-spice fungus 

is slowly crushed, it may be mixed with neill/in to serve as 
antidote for the poison Jynalk4l. 
Other Uses: None. 
Cost: I gp/ dose. 
Difficulty of Finding: Medium. 
Warning: 12 hours after ingesting this fungus, all 

hair on the subject's body falls out. It take a few 
weeks to grow back. 

QUEENSTAFF 
(S. Rianolj, Q Riannolw) 

Other Names: Straightnm, Headwrop. 
Type: Nerve Repair. 
Original Reference: Previously unreported. 
RangejWhere Found: Wetlands. 
Charactttistics: This small but sturdy tree grows only to a 
height of 5: producing leaves from its uppermost branches. 
Its smooth bark is green-grey. In late summer. quccnstaff 
produces purple. egg-sized fruits that have a tart raste, but 
are otherwise edible. Queenstaff is a rare species that takes 
hundreds of years to mature. 
Medicinal Uses: If I I square of queenstaff bark is stripped. 
boiled and imbibed, it heals any brain damage over the next 
12 hours. 
Other Uses: The entire cree is sometimes stripped of its bark 
and branches and used as a walking stick. However, healers 
who live ncar the wetlands discourage this because of its 
rarity. 
Cost: 450 gp/ dose. 
Difficulty of Finding: Exmmcly Hard. 
Warning: None. 

RABBIT THUMB 
(S. Htlvtb, Q Htlrnla) 

Other Names: Furry-man. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangefWhere Found: Deciduous forests. usually growing 
on old animal droppings. 
Characteristics: This fuzzy, light brown fungus grows to the 
size of a raisin in patches that quickly spread, entirely 
covering the droppings on which they thrive. 
Medicinal Uses: When brewed with true ttlrn<lS, rabbit 
thumb has the power to cure the disease iglll.rj'U, (See 2nd 
£Iilion MERP. p. 257.) 
Other Uses: None. 
Cost: I gp/dosc. 
Difficulty of Finding: Light. 
Warning: None. 

RED WILLOW 
(3". Carda/Nr, Q Carnilasa1 

Other Names: None. 
T)'pC General Purpose. 
Original Reference: lMgfflaJ. 
Range/Where Found: Wetlands. 
Characteristics: The leaves of this small willow at first show 
the nonnal silvery g«"en of the common willow, but by early 
summer they begin a slow transformation, first becoming a 
silvery rose and then, by autumn, a brilliant scarlet. 
Medicinal Uses: The extract of red willow Iu.ves. when 
htated and distilled. is an excellent cure for fever. and this i.s 
one of the most important weapons in the nevtt-ending war 
against (he many fever-producing illnesses prevalent in 
wetlands. Whtn brewed in combination with it, red willow 
extract doubles the potency of the common healing herb 
lbur� and also relieves pain and swelling. In extract form, red 
willow may be mixed with any good wine. scaled against air 
and stortd almost indefinitely. 1-10 oz of the resulting 
scarl�( potion (often called red gift or marsh wine) may be 
imbibed within a given day; larger dosages result in nausea. 
falling blood pressure and eventual coma. 
Other Uses: R�d willow leaves are also used in preparation 
of the healing salve " cooling foam." a balm made by 
grinding the leaves. mixing them with an oily base and 
allowing this to sit for about a ytat. 
Cost: 3 sp/leaf; 33 gp/dose (I oz) of red gift. 
Difficulty of Finding: Easy. 
Warning: Sec above. 

REGLEN 
(S. CaranJa� Q Camifatf§l) 

Other Names: None. 
Type: General Purpose. 
Original Reference: Arnot". Shirt. 

RangefWhere Found: Deciduous foresu. usually on the 
nonh side of fall�n logs. 
Characteristics: This moss is unremarkable. being dark green 
and short. except that tht underside is reddish when peeled 
up. 



Medicinal UKS: ¥n is dried and brewed into a huling 
draught. On(. ofdK but of the ",imple" curativu, its 
damage rutoration c.a.Inu th(. patient and alloWli mrural 
huling to �in. &glm r(.Stores 5-50 hits, and retains its 
potency for up to a month. 
Other Uses: None. 
Co.t: 4 sp/ dOR 
Difficulty of Findjng: Common. 
Warning: None. 

REWK 
(S. Umnir, Q. Lnnpmitr) 

Other Names: Somss. 
Type: Concussion Rdier. 
'Original R(.fer(.nce: MERP. 
Rangt;fWhae Found: I)(.ep within deciduous forests, near 
strc:anu. 
Characteristics: This woody shrub prefers the darkness of a 
deep forest, often e:nending its branches o ... er a quietly 
burbling stream, and growing to se ... eral feet in height and 
width. Rrwk lea ... es (nearly l '  long. growing in groups of 5) 
au light grec:n on top, pink underneath and teardrop-sha�d. 
If the roots at the base of me pWH au czposed, se ... eraI soft, 
brown nodules the size of �as are found on their outlying 
ends. 
Medjcinal UKS: A handful of rrw.I: nodules may be washed, 
cut in half and ooiled for I hour to produce a brew that 
instantly restores 2-20 hits. 
Other Usu: The brew freshens the imbiber's breath for 2 

.bY" 
eo,t: 9 sp/ dose. 
Difficulty of Finding: Light. 
Warning: None. 

RlGANA 
(!. N,IJ.rw, Q. N,iJn."l""') 

Othu Namt5: Poison Ivy. 
Type: Poison. 
Original R(.fa(.nce: L:Jkt-/OWII. 
Attack Uv(.l: &e bc:low. 
Rang(.fWhue Found: Deciduous forest, clinging to trees or 
on m(. fon:.tt floor. 
Charactuistics.: This vine has pointed lcavu that grow in 
clust(.f3 of 3 (of Un ... meg'l.(ed with a bright crimson). The 
surface of the lea ... es is thinly coated with an oil. 
Medicinal Uses: None. 
Otha Uses: None. 
Cost: N/A. 
Difficulty of Finding: Medium. 
Warning: The oil of rig<ln.l lea ... es causes an itchy rash from 
(.vcn th(. slightest contact. The rash lasts for 4-7 days, 
dislTaCting the victim's (. ... ery activity. 

RIVER TRAVELER 
(S. DwinJir, Q. 5frimo) 

Othu Namu: Gort. 
Type: Physical Altaation/Enhancemcnt. 
Original Refeunce: ToMt, Shadow in /11, SoH/b, Fllr Hllr .. d, Am",". 
Rangt;fWhue Found: Rain forests, as well as any temperate 

moist (.nvironment (such as wetlands). 
Characteristics: This bush grows up to 3' in height along 
the banlu of bodies of water. It has larg�, oval-shaped 
leaws about th(. size of a man's hand. \Vhen it 
blossoTlU in early spring. its small, blue flowers 
appear in pairs. Th� Ikffra(.n of Eriador ori&inally 
disco ... ered the powers of ri ... ertra ... clcr and usc it in 
th(. ceremonies during which they choo5� their 
chieftains. 
Medicinal Uses: None. 
Other Uses: Ri ... ertra ... cler lmy be obtained in one of two 
foons: by crushing its le.a ... es and inhaling their volatile oils, 
or by purifying and reducing those oils to a yellowish 
powder by mixing them with an inert agent. \'Ih(.n inhaled 
in either fonn, ri ... (.rtra ... der be:comes a euphoric stimulant/ 
hallucinogen that increases th(. subject's Presence for 2 hours 
(after which he is at ·50 for f-IO hours). 
Cost! 12 gp/dose. 
Difficulty of Finding: Light. 
Warning: If more than I dose of rivtrtravder is taken at a 
time, th(. duration of ooth its effect and aftennath bc:comes 
cumulati ... e and proportionate. 

ROLUNG REED 
(5. NrJhrin, Q. Ntrrirnli) 

Other Nama: Hoopgrass, Round Reed, Waterwecd. 
Type: Physical Alteration/Enhancement. 
Original R(.ference: Previously unreported. 
lUnge/Where Found: Wetlands. 
Ch.aracteristics: This member of the reed family distin­
guishes itsdf from its cousins by the fact that, as it ages. its 
light brown stalk begins to curve back toward the ground 
until. by the time it dies, its dark brown head begins to point 
upward again, thus ntarly completing a full circle. 
M(.«jcinal Uses: If dried and ground, the root of the rolling 
reed lmy be: mind with water; when consum(.d, the mixture 
slows the imbiber's meuoolism, enabling him to hold his 
buath for 6 minutes. The subject must then breath nonnally 
for I hOllr before being able to rc�at this feat. The eITect 
lasts for I hour. 
Other Uses: Rolling reeds are often dried and used as 
children's toys, or as decorations in villages locaud ncar to 
where it grows. 
Cost: 43 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

ROSE TREE 
(S. Caladb Merilla/b, Q. MtrillalJa) 

Other Names: Greater Ros(.s. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt, MirhvooJ. 
IUngefWhcn: Found: Occasionally scatfCr�d throughout 
deciduous forests. Th(. greatest concentration of rose trees 
lies in the deeps of Mirkwood. These mes w(.re planted by 
EI ... es long ago in an effort to mark th�ir bound.arics of their 
realm. 
Characteristics: These shrubs grow dense and tall, like a 
hedg(. of lilacs, and their beautiful flow(.rs of pure whit(. and 



R"stcrupu 

burgundy cluster together over neady every inch of these 
trees as they bloom. Rose tree flower5 hide their parent's 
bite, however, because they are covered with needle-sharp 
thorns during the blooming months (Lothron through 
Ivanneth). Only wild goats art impervious to the thorns 
(being capable of eating through nearly anything). 
Medicinal Uses: None. 
Other Uses: The extracted nectar of these trees (called 
mirwlll1l) holds great virtue for enchantments (+25 to spells 
on objects so covered). and Elven healer5 frequently use this 
power to aid thcir magics for cleansing the body of poi.son. 
Cost: 50 gp/ dose of nectar. 

Difficulty of Finding: Extremely Hard. 
Warning: None. 

ROSECREEPER 
(S. AlInmb, Q AnJma) 

Other Names: Rosechoker. 

T fpc: PhY5icai Alteration/Enhancement. 
Original Reference: Previously unreported. 

Range/Where Found: Deciduous forests, as well as in 
gardens where roses are raised and it is considered a pest. 
Characteristics: This vine prefers to grow near roses or other 
similar bushes, entwining itself into their branches. It has a 
dark, brown-green stem and leaves that match those of a 
rose. (Its thoms, however, are much longer.) Its flowers also 
resemble those of a rose, but are sickly, yellow-green in hue 
(which leads gardeners to strive to keep the creepers out of 
their gardens). Once thoroughly entwined in a bush, 
rosecreepers are nearly impossible to get rid of without a 
great dcal of effort and a great number of scratches. 
Medicinal Uses: Dried and powdered, the rosecreeper flower 
yields an effective antidote for the poison lay"a!". 
Other U5es: None. 
Cost: 12 sp/dose. 

Difficulty of Finding: Medium. 

Warning: None. 

RUD TEMKA 
(S. Cargam, Q. Camima) 

Other Names: None. 

T fPe: Physical Alteration/Enham;ement. 

Original Reference: Gr(alrr HaraJ. 
Range/Where Found: Tropical forests. 

Characteristics: This tree grows to a height of 
about 40' and is famous for its gnarled, twisted, 

black bark. Its red leaves are hand-shaped. For most of 
the year. the tree bears reddish, tart, pear-like fruit. 

Medicinal Uses: None. 

Other U$Cs: If eaten by a magician, IlIJ IfflIka fruit enhances 
his ability to cast spells for I hour. The fruit is only effective 
while fresh (keeping about I week after being picked). 
CO$t: 87 gp/fruit. 

Difficulty of Finding: Very Hard. 
Warning: After eating a OIJ Imtka fruit, the consumer finds 
his movement and melee negatively affected for the next 
hour. Eating more than 3 fruits/week or 10 fruits/month 
causes addiction. resulting in loss of all PPs for 1-6 months 
if the subject attempts to quit. 

RUMARETH 
(S. Darbmg, Q StraLlr) 

Other Names: None. 
Type: Circulatory Relief. 
Original Reference: Am"r. 
Range/Where Found: [Hciduous forest. 

Characteristics: This long vine grows around the upper 
branches of oak and birch trees. Its woody stem is brown in 
coloration, while its triangular leaves arc speckled with pink. 
Medicinal Uses: RI'mQrtlb leaves act as a coagulant to stop 
minor bleeding (up to 2 hits/ round). The effects are sudden, 
but not subtle, and the user must be careful to avoid scarring. 
It is used effectively by the Men of Angmar, who brought 
the secret of its cheap preparation from the East. RI'martlb 
stems the bleeding. The lcaves retain their virtue for up to I 
week after being picked. 
Other Uses: None. 
Cost: 4 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

RUTHIN 
(S. HtltJLls, Q. Crlt/IAss;) 

Other Names: None. 

Type: Poison. 
Original Reference: Amiif'. 
Attack Level: 2. 
Range/Where Found: Underground. 
Characteristics: Rurbi" is a .series of crystals that grow up to 
3" tall in an exotic, plant-like shape. 
Medicinal Uses: None. 
Other Uses: This rock crystal. found in caves in the 
T rollshaws. is prepared with herbs as a liquid suspension. 
Used as an ingested poison, an RR failure rums the contents 
of the victim's stomach into jagged shards of glass. causing 
death in 6-I 2 rounds. (There is no effect if the victim has 
not eaten within the last 6 hours.) 
Cost: 430 gp/dose. 
Difficulty of Finding: Sheu Folly. 

Warning: There is no antidote for this poison. 

SAEWEDHIL 
(5. "EIj-[KIison," Q ELlaumgwa) 

Other Names: Elfbane, Equalizer, Galenana. 
Type: Poison. 
Original Reference: MERP. 
Attack Level: 9. 
Range/Where Found: Cold, alpine regions, usually near the 
edges of forests. 

Characteristics: This small bush has perfectly straight stems. 
which rise in every direction out of a central duster, 
peppered with small, round leaves and thick, short thorns. 
Resistant to drought, sanwJbi/ always looks as if it has gone a 
month without water. After its first season, (during which 
time it is green and lush), sanwJbiI appears to dry out, but 
still sports small, white flowers every other year. 

Medicinal Uses: None. 
Other Uses: If gathertd and ground into a powder, sanwJbi/ 



leaves nuke an devasuting poison. Usu.a.lly adminiuered 
orally, it takes effect within seconds with deadly accuracy: 
Elves are killed instantly; all others are placed in a coma for 
2-6 weoo. 
Cost: 180 gp/ do.se. 
Difficulty of Finding: Very Hard. 
Warning: The main harrier to finding an antidote [0 _Jhi/ 
is the fact that the victim (if Elven) is dead so quickly that 
there isn't time to fetch one. It is rumored that a tea made of 
ladylock neutnIius the poi.son; however, drinking this tea 
kjOff eating food tainted with _Jbil does not suy the toxin 
(since the body altus tea almost immediately upon inges­
tion). If any traces of _Jbil are present, however, the tea 
aruches itself to them, tracking the poi.son's progress though 
the body. Being a powder, the SlltwtJbil tOlin cannot be mixed 
with water or smeared on a blade. If water or any other 
liquid is added, its deadly power fades rapidly after about I 
minute's time. Any who prepare SlltwtJbiI or come in contact 
with it should take care to clean their hands wdl before 
sitting down to eat anything. The poison gives off the scent 
of roasted mushrooms. If a victim is aware of this, he may 
perceive that something is amiss. 

SAILCHAS 
(5. OIlu/ol, Q. A/mllle/f; 

Othu Names: Lucwi, Sailcha. 
Type: Physica.! Alteration/Enhancement. 
Original Refuence: ToMt, AntCI'". 
RangefWhere Found: Lowland meadows and grasslands of 
Eriador. 
Ch.anctuisties: This small, violet orchid blooms throughout 
the spring. being a quiet, light greenish-brown the rat of the 
year. The plant rardy geu larger than 8" in diameter. 
Medicinal USC5: Sec below. 
Othu Uses: The Eriadorians believe uiltlNu blossoms to be a 
potent harbinger of good luck. Until the bloom withers (3-7 
days from picking), Uliltbas confers + I 0 morale, + 1 0 to RRs 
and +5 DB upon iu wearer. 
Cost: 50 gp/blossom. 
Difficulty of Finding: Sheer Folly. 
Warning: None. 

SANDCLAW 
(5. Li/bTlub, Q. Lilstraua) 

Other Names: Windmere. 
Type: Physical Alteration/Enhancement. 
Original Refuence: Previously unreponed. 
RangefWhue Found: Tropical, rocky beaches. 
Characteristics: This twisted bush grows to a height of 5,' 
its gnarled, brown branches disguised by thousands of thin, 
dongated leaves the size of a man's finger. Each leaf is 
rounded at its tip, green on top and grey underneath. 
Medicinal Uses: When crushed and packed into an asp­
envenomed blade wound, unddaw leaves neutralize any of 
the toxin that hasn't yet acted on its victim.. The leaves arc 
effective whether fresh or dried, and keep for years in the 
latter state. 
Othu Uses: None. 
COIIt: 9 sp/ dose. 

Difficulty of Finding: Light. 
Warning: Sanddaw leaves do not dose a wound or stop 
bleeding. nor can they be effectivdy applied afttr the wound 
has been staunched and scaled. 

SCRUMPY 
(5. Smglug. Q I...&tSfT(i) 

Othu Names: Dragon's Blood. 
Type: Drug. 
Original Rt:fuence: Previously unreponed. 
Atbck L:vd: See below. 
RangefWhtre Found: See below. 
Charactuistics: A bevenge made from honey and 
various fennented swamp plants native to Ethir 
Anduin, .scrumpy has the color and consistency of good 
stout; its taste and alcohol content vary according to 
quality. The hallucinogenic and addictive qualitie5 of 
scrumpy derive from a secret ingredient: the poi.sonou5 blood 
of the Ethir swamp-dragon (a species of crocodile). 
Medicinal Uses: None. 
Other Uses: The effects of scrumpy upon a "virgin imbiber" 
arc unpredictable, requiring an RR vs 1st levd poison: (0-
15) paranoid hysteria; (16-25) hallucinations; (26-75) 
vomiting; (76-85) seizures; (86-00) death. Initial effects 
wear off in 4-6 hours, although a devastating hangovtr is 
nonnal for 8-12 hours. For those who dare to come back for 
a .second try, scrumpy produces pleasant intoxication, along 
with a welcome shot of courage and inspiration without 
unplt'asant side effects. Excessive consumption at anyone 
time produces hallucinations, feelings of l"Uphoria (or 
paranoia) and, occasionally, delusions of grandl"Ur which 
may inspire rash or foolhardy behavior. Experienced 
.scrumpoholics can generally control thex symptoms, but 
true addicts become subject to ohswive behavior and 
unpredictable mood swings. Each successive draught reduces 
the consumer's RR to such effects by I. 
Cost: 2 gpl dosc. According to Ethir legend, the fint 
scrumpy was accidentally brewed when an ailing swamp­
dragon crawled into a vat and "fennented" itself along with 
the honey beer. Upon consuming this hrew at their midsum­
mer festival, the Cher T aeol tribe of the Ethir-folk were 
overcome with fedings of such power and indomitable 
courage that they immediately took up anns and overran all 
of their neighbors. Their hegemony was shon-livt'd, 
however, since subsc<Juent attempts to recreate the brew 
proved fatal. The correct fonnula was eventuaUy rediscov­
ered, and began to reach a widtr market. 
Difficulty of Finding: Hard.. 
Warning: Scrumpy tends to be publicly scorned by the 
DUnedain nobility of Gondor and Umbar, who associate the 
drink with pintes and criminal lowlife. It is, however, 
secretly enjoyed by many of their number, a fact which helps 
to keep the illicit tnde alive. 

SEATHORN 
(5 . .Arm:. Q. E4rllira) 

Other Names: Rat's Nest of the Ocean. 
T ypc: Concussion Relief. 
Original Refut'nce: LOR. 
Rangt'fWhue Found: T empttatc st'as, occasionally washt'd 
up on shore. 
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Chaucceriscics: Thil brown floating plant resembles 
nothing so much ;tS a tangled ball of extremely sharp thorns 
(which can uach J "  in length). Upon closer examination, 
however, tiny brown leaves become visible, blending with the 
tangled knot of the stem. along which several nodules ding. 
housing the. plant's fruit. The nodules (often referred to as 
"barnacles") arc white on the outside with a smaU brown 
hole at the top. 
Medicinal Uses; A $C,uhorn barnacle restores I -6 hits if 
consumed. Because of its tough coating. it keeps for several 
months before eventually drying up. 
Other Uses: None. 
Cost: 35 gpl dose. because of the difficulty of finding and 
extracting the barnacles. 
Difficulty of Finding: Very Hard. 
Warning: Like a nut, the scathom barnacle must be broken 
open if its meat is to be consumed. (Consuming one whole 
has no effeer.) Anyone fool enough to pick up a scathom 
tangle suffers 1 hit from being pricked. Merchants familiar 
with the plant collect the tangles with a forked stick. 

SHA 
(5. Ninglllm, Q. Nt&irll) 

Other Names: None. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt, ArnOT. 
R.angejWhere Found: High altitude boglands of Eriador. 
Characteristics: A member of the water lily family, shll has 
the characteristic flat, green. upper part that is visible above 
the surface of the. water. Iklow the water hang dozens of 
roots. A singk pink blossom in the center of the floating 
plant appears in spring. 
Medicinal Uu:s: None. 
Other Uses: When dried, powdered and imbibed with any 
beverage. the JhIl flower confers the ability to sec in all bur 
total darkness (up to 300') for 1-5 rounds. 
<&st: 10 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: 11-20 hours after consumption. the shll imbiber is 
stricken with severe diarrhea for 1-5 days. reducing him (at 
best) to an ineffective nate (-25) until he recovers. 

SHADOWVINE 
(5. CWlllbranJir, Q. Lumbrvanfllr) 

Other Names: Dark Wanderer, Gurannish. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unre­
ported. 
R.angejWhere Found: Within the 
entrance of caverns where dim light is 
·available. It is also rumored to be found in the 
deepcst, darkest pact of some forests or jungles. It 
cannot grow in light stronger than dim iUumination. The 
vine prefers to adhere to stone surfaces. 
Characteristics: This creeper resembles a vine by its long 
nem and the sparsely-spaced leaves along its length. It differs 
primarily in that, in irs mature form. it lacks a root, mean­
dering along irs course without beginning or end. 
Medicinal Use.s: Vlhen pressed, shadowvine Icaves yield an 

oil that i5 effective a5 an antidote for the poison jilSw. Pressed 
leaves keep indefinitely. 
Other Uses: None. 
Cost: 34 gp / dose. 
Difficulty of Finding: Hard. 
Warning: None. 

SHAGU-BITTER 
(S. Eubalm, Q. E&ica) 

Other Names: Shagu' $ Butter. 
Type: Poison. 
Original Reference: MO'Unt Cunk�d. 
Attack level: 9. 

R:mgejWhere Found: Underground. 
Characteristics: This pale green mushroom usually has a cap 
6" in diameter on a I ' sulk. It tends to grow as a solitary 
individual. 
Medicinal U$C$: None. 
Other Uses: When scraped out, placed overnight in water 
and then slowly heated and reduced to a thick paste, the gills 
from this fungus yield an cxtrnnely toxic paralytic poison, 
which Orkish trackcr.i sometimes place on their weapons. 
The bitter flesh of the mushroom has the same effect, but is 
impossible to apply to a blade. 
Cost: 22 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: The only known antidote to shagu-bitter is a tea 
made from slimy goain. If the victim SUrviVC5, the toxin 
wears off in 48 hours. 

SHARAG 
(S. Uacng, Q. Ulllrwa) 

Other Names: ussan, Floppydeath. 
Type: Poison, Physical Alteration/Enhancement. 
Original Referent"e: Previously unreported. 
Aruek Levd: 5. 
RangefWhere Found: Gras5lands and meadows of tropical 
climes. 
Characteristics: This small flower is only a few inches high. 
Its single blossom is pink; its leaves, short, pear-shaped and 
pointed. 
Medicinal U$C$: Small doses of powdered shar� blossom 

work to counteract the toxin slird, rcstoring its 
victim to nomtal health after 2 days of bed rest. 

Too much s&irllt can have fatal results. The 
very delicate task of administering the proper 
dosage is best left to an experienced healer. 

Other Uses: As a poison, s&irllg may be 
administered through food or drink-not at 

sword-point. Taking effect within I minute, irs 
victim feels his extremities go limp, one by one, until his 

lungs and finally his heart stops over the space of the next 
minute. A very carefully measured dose of slird may be used 
as an antidote. 
Cost: 45 gp/ dose. 
Diffiality of Finding: Medium. 
Warning: Anyone working with this toxin shouJd take care 
to wash their hands before cating. lest they wind up a victim. 



SHEEP'S PLUME 
(I p"hIkJ, Q. 0mukpR) 

Ocha- Nama: Frillrod, Achc..ea,sc. 
Type: Concuuion Relief. 
Original Reference: Previously unreported. 
RaoJefWhac Found: Along the shore.! of freshwater 
bodi ... 
Chatacteriscics: Thil member of me ttCd family is easily 
distinguished by the long. hairy fan 01.[ the top of its sulk.. Its 
stteamttS ruch lengdu of up to 3.' (The entire plant an rise 
to a height of 6.,) In fall, the strumas sail off on the wind, 
each bearing a seed. 
Medicinal Us«: Soiling the frilly top of sheep's plume and 
,training the brew yicld5 a tu. (hat rcs(ores 2-20 concussion 
hi .... 
Other Uses: Sheep's plume tea is also said to be good for 
curing the disc,1.5cjtlJ��s. (Sec 211J E4irioll MERP, p. 257.) 
Cost: 5 gpl dose. 
Difficulty of Finding: Medium. 
Wam.ing: None. 

SHIMMER SPRIG 
(S. Narthiliol, Q. Atulm'l.:r�) 

Other Names: None. 
Type Physical Altcn.tion/Enhancemcnt. 
Original Rcfcn:ncc: Amor. 
RangcfWherc Found: Found only around cenaln springs in 
nonh� woocfunds. 
Charactmscics: A lovely, shiny. green moss that grows in 
patches about the size and shape of a man's leg. It apJXm; to 
shimmer in the setting sun. 
Medicinal Uses: None. 
Other Uses: Eating this moss gives the ingester visions of 
narural activity in the surrounding area. It allows him to pick 
out non·narural activity by default. There is a chance that 
the sprig--chewer becomes overwhelmed by the wonders of 
narure, the mon severe of the effects possible being a sute of 
continual distraction due to flying birds, stinging gnats, 
attacking wolves and so on. Rangers and Wood·elves 
sometimes convince uninitiated comrades to "chew sprig" as 
a practical joke. The range for the visions is I mile/level of 
the user. Observing non-natural activity is a Medium 
Perception maneuver. An RR must be made each round the 
sprigs are chewed: if the chewer faiu (I % chance failure/ 
round used), he is overwhelmed, falling into a drooling 
srupor for I round/IO% of failure, and forgming 70% of 
what he has seen. Ifhe fails by +51 or more, the chewer 
additionally undergoes a quasi.religious uJXrience. 
Cost: 2 sp/ dose. 
Difficu1ty of Finding: Easy. 
Warning: Sec above. 

sILMIRl'. 
(S. Siitmmir, Q .. "Si/v" Jrwtl'j 

Other Names: $cirioa, Silmina. 
Type: Poison. 
Original Reference: MERP. 
Attadt level: 9. 

RangcjWhere Found: T ClnJXrate grasslands, esJXcially long 
g=. 
Characteristics: Silm;rf is a tall plam, growing to 5' in height. 
It has several segmented stalks with small, diamond-shaJXd 
leaves at the nodes where these segments join. It flowers 
bright yellow in summer at its crest; 2 weeks !ater, douns of 
small, black seeds faU to the ground. 
Medicinal Uses: None. 
Other Uses: When dried and ground into powder, silm'ri 
stalks become a potent poison that must be orally ingested 
to have effect. Its victim may detect the poison's bitter USte, 
but thou is their only warning before they receive 2-20 hits. 
When mixed with oil and heated slowly for several hours, 
silmfrfpowder $Cars any skin it comes in contact with (1.4 
hits each). raising large blisters that heal slowly. If an oJXn 
stag's purse is placed on the bum and changed every 
hour, it reduces the blisters, preventing 
scarrification if repeated for 4 hours. 
Cost: 4 gp/ dose. 
Difficulty of Finding: Easy. 
Waming: &e above. 

SILVER FIR 
(S. Ctitplbon, Q. Ttlpmno) 

Other Names: Argenak. 
Type: Mi$CeUaneous. 
Original Reference: Cry MONIlf4illS. 
RangejWhere Found: Northward-facing foothills of the 
Grey Mountains. 
Characteristics: Thu evergreen often grows in small clumps 
and rarely reaches a height of more than 40.' Its silver-grcen 
needles have blunt tips. 
Medicinal Uses: None. 
Other Uses: If an incision is made into the side of a silver 
fir, its up may be scraped off. heated, melted, mixed with 
wine and imbibed to provide relief from constipation in 
about 2 hours. The effect lasts for 24 hours. 
Cos� 4 sp/ dose. 
Difficu1ty ()fFinding: Medium. 
Warning: For the durati()n of its effect, imbibers of silver fir 
sap arc unable to control their bowel5. 

SINOILUIN 
(S. Milb/liill, Q. "Crry-bllir'j 

Other Names: s",O$o, Sindaluin. 
Type: Circulatory Relief. 
Original Reference: To}.{z. Amor, Sbiff. 
RangejWhere Found: Sunny gruslands and meadows. 
Characteristics; This small plant is distinguishable by its 
small. blue flower that lasts for several weeks of the 
spnng. 
Medicinal Uses: Through a c()mplicated process 
(whose secret skilled healers are reluc"Unt (0 reveal). 
siIJi/lii!! may be made into a coagulant which, when applir-d 
to a wound, is capable of halting all bier-ding. 
Other Uses: None. 
Cost: 45 sp/ dose. 
Difficu1ty of Finding: Very Hard. 
Warning: None. 
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SIRAN 
(5. Eilbomtm, Q NIlJlfmmgwi) 

Othu Names: Ragarlik. 
Type: Organ Repair/Preservation. 
Original Rcfaencc: MERP. 
Range/When: Found: Short, semi-arid grasslands. 
Charactttistics: Sira" superfici�Iy �mb[� garlic, but grows 
to a height of I.' Its bulb is browni5h, uuding an unmistak­
able onion-like smcU if brui�d. 
Medicinal Uses: If peeled and eaten raw (something best 
ammpred with the nose held), a siran clove restores t 
damaged organ to functionality within I hour. If more than 
I organ has been damaged, more cloves may be eaten (equal 
to the number of organs to be repaired). If an excess of 
cloves is ingested, this has no effect on the well-being of any 
of the organs. 
Other Uses: None. 
Cost: 80 gpl dose. 
Difficulty of Finding: Very Hard. 
Warning: One of the side effects of liran is a skin disease 
that manifests itself on the day af"tcr a clove is consumed. If 
several cloves have bttn ingested. the d'fect is cumulative 
(lasting I week/clove). The subject awakens to find his 
hands and face covered with large, greenish sores that leak a 
putrid-smelling pus (reduce Pr by 10"10). The sores are not 
painful and disap�ar gradually toward the end of the week. 
Some healers have a s�cial salve to negate the stench. and 
may charge for it accordingly. 

SIRIENA 
(S. Ftrnbtbor, Q Lci(Olir) 

Othfi Names: Kee�r of the Dead. 
Type: Organ Repair/Preservation. 
Original Reference. MERP. 
Rang�:jWhere Found: Short. semi-arid grasslands. 
Characteristics: This short grass grows in tufts in sandy 
soils, never reaching a height of more than I.' Only a few of 
its blades are green (the majority are a yellow-white). giving 
the general impression that it is on the verge of dying. 
Medicinal Uses: None. 
Other Uses: If boiled in water and applied to an organic 
surface, JiritlUl grass becomes a powerful preservative for up 
to 2 weeks. 
Cost: 70 gp/bushd (enough to preserve a man-sized 
surface). 
Difficulty of Finding: Hard. 
Warning: A great deal of effort is needed in order to get 
enough of the grass to preserve a person's body, and 

unfamiliarity with siritlUl can extend the task to several 
days. Though the grass does not lose its virtue when 
dried, the corpse may decompose into a bloated. 

scavenger-chewed, putrid mess. 

SKULL CAP 
(S. CurtbJo� Q. Mmlc�r) 

Other Names: Death's Head. 
T ypc: Poison. 
Original Reference: MClUnl CundalnlJ. 
Attack Level.: 6. 

RangefWhere Found: Underground. 
Characteristics: This pallid white mushroom has an 18" 
diameter cap, smooth with black markings which. when 
viewed at a glance or from a distance, give it the appear.mce 
of a skull. The 2' stalk has a skirt-like ring half way up its 
length which emits a foul odor. 
Medicinal Uses: None. 
Other Uses: Skull cap is a deadly ingestive poison whose 
virulence operates upon its victim for a full 24 hours before 
abating. 
Cost: 12 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Warning: The only antidotes for this toxin are some of the 
life-preserving herbs. 

SLIMY GORKIN 
(S. Mirhbaran, Q. Sindiwrnt) 

Other Names: Slime Grub. 
Type: Nutrition/Refreshment. 
Original Reffienee: MClUnl Cllndalnld. 
RangefWhere Found: Underground. 
Characteristics: This brownish fUngus looks like a typical 
mushroom in sha� (a 4" diameter convex or flat cap on a 
2" high stalk). Its grey gills, covered with a slimy substance 
resembling mucus, descend co the stalk. Slimy gorkins tend 
to grow in large patches of several hundred individual fungi. 
Medicinal Uses: None. 
Other Uses: This disgusting fungus may bt eaten, though it 
leaves a great deal to bt desired in tenns of caste and texture. 
Cost: I sp/ each. 
Difficulty of Finding: Medium. 
Warning: None. 

SURD 
(S. Caramir, Q Camryavt) 

Other Names: Offalplant. 
Type: Poison. 
Original Reference: ToMt, Shadow in Ibr 5c!llh. 
Attack Level: 2. 
RangefWhere Found: Tropical forests in areas where it can 
receive a great deal of sun. 
Characteristics: This short (10') citrus tree has triangle­
shaped leaves. Its light green bark is perfectly smooth. Its 
fruit resembles a lemon. but it is bright red and extremely 
sweet. 
Medicinal Uses: None. 
Other Uses: When ground to a pulp and allowed to fennent 
in an open stoneware container for a month, slird fruits 
decompose into a putrid, offensive mess which. if filtered 
and reduced in volume to a thick paste by boiling, becomes a 
fast-acting, circulatory poison (2nd level) that strikes ics 
victim in 10-20 seconds and paralyzes 1 -6 extremities (head. 
genitals, hands. feet) for 1-100 days. A brew of s�rag may 
remedy the effects of slird within I -2 days. 
ewe: 35 gp/dose of poison; 3 sp/fruit. 
Difficulty of Finding: Light. 
Warning: The stench of fennenting surd fruit is.so noxious 
� to alen anyone passing within a 1h. mile chat foul deeds arc 
afoot. 



SLOTA 
(S. UngolJl1S, Q. UngwrllWll) 

Other Names: SJotina. 
T fPC PoUon. 
Original Rcfucn(:"c: MERP. 
Awck Level: 5. 
Range/Where Found: T cmpcratc. deciduous forests; 
usually nur shaded riverbanks. 
Characteristics; 5�/Q is ooth [he name of a plam and the 
spider that inhabits it. The plant is <II tall bush with long 
branches and (cw leaves; spiders build their webs hefe, using 
the: natural fnmcwork of the plant [0 extend the size of their 
tnps con.siderably. The ski,. spidu is about the size of a 
man's thumbnail. black with 8 brilliant red eyes. It docs not 
fur Men, dcfcnding its w ... b against anything it pcrccives to 
be ill threat. 
Mcdicinal Uses: None. 
Other Uses; The venom of the Jlola spider is deadly. Since it 
is nurly impossible to extnct, assassins simply grind up the 
entire arachnid. This poison must be administered by blade; 
contact or placing it in food have no ('freet. Once ingested 
(whether through weapon wound or spidu sting). ID 
minutes of total paralysis usults. The victim's condition 
worscru until his lungs and heart stop (sometime within the 
nut 24 hours). A paste made from toad's glove and 
administered orally is rumored to be opable of reversing the 
effects of Slolll, but no other antidote has ever been men­
tioned in folklore save the greater, lifegiving heros oflegend. 
Cost: 36 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
Waming: 5lofll spiders are fast and aggn:$$ive, and ore 
should be uercised by anyone wanting to make their own 
poison, especially if they are anempting to capture a spider 
alone. 

SNAPCANE 
(S. Lolbmalm, Q. Lossrma/in) 

Othu Names: Popper. 
Type: Physical Alteration/Enhancement. 
Original Rc:fuence: Prrviously unreported. 
RangefWhere Found: Cold. northerly climes where the 
summu is only a few weeks long. 
Char.acteristia: Snapcane resembles a cluster of vinC$. except 
that its stems are divided into 3" long segments wh05e joints 
looks like knucklC$. Ifbrohn. these stmu make a loud 
snapping noise. The vines grow laterally along the ground. 
The small, bright grc:en. oval-shaped leaves of the snapcane 
cluster only about the plant's center. After the S/lOW melts, 
these leaves sprout. each blossoming into a single yellow 
flower I week later. After yet another week. the snapcane 
releoues its seeds on the wind and its flowers die. falling to 
the ground. Each seed sprouts into .a tiny plant before the 
snows retum, .atTe$ting its growth until the next thaw. Only 
pl.ants 5 years and older produce annual flowers. 
Meclicinal Uses: When ground up. snapcane stems may be 
used as part of the cure for the disease dlNti"ls. (See 2,,/ E4iti01l 
MERP, p. 257.) A dried stem keep.s for decades. 

Other Uses: None. 
Cost: 34 gp/ dose. 

Difficulty ofFinding: Hard (though you know it when you 
step on one). 
Waming: None. 

SNOWBANE 
(S. Stro,,-(tbwi� Q TuilmJiO 

Other N.ames: Spring-friend. 
Type: Physical Alteration/Enhancement. 
Original Reference: LOR. 
RangefWhere Found: Above mountain treelines, often in 
the shadow of cliffs or rocky outcroppings. 
Char.acteristics: This small herb has 2 thumb-sized lea.ves 
growing at its base. both ta.ller than its stem. Tn ea.rly spring. 
even before the spring-melt. snowbane produces bright red 
flowers which last for much of the short growing season. It 
does not thrive in wanner dimes or lower altitudes. 
Medicin.al u.ses: When eaten. each snowbane leaf restores 2-
ID hits, wanning the consumer all over and enabling him to 
withstmd (though not bc:come impervious to) cold for 12 
hours withom huvy clothes. The subject still feels the chill, 
but it is easily dismiS5ed and does not distract him or ha.ve 
its usu.al physiologiol effects. Snowbane luvu keep for 3 
wc:eks after bc:ing picked. 
Other Uses: None. 
Cost: 22 gp/ dose. 
Difficulty of Finding: Extremely Hard. 
W.arning: None. 

SNOWDRAGON 
(S. LotblNg, Q. lAsstl6<f) 

Other N.ames: Mindmaker. Jwthick. 
T � Physical Alteration/Enhancement. 
Original Rc:fc:rc:nce: Previously unrrported. 
RangejWhc:re Found: Mountains. wua.lIy above: the 
treeline. 
Characteristics: This vine is a robust plant with a stem 
that grows as thick as a nun's thumb. It has only 4, 
claw-shaped leaves, each of which has 4 lobc:s ending 
in a curved point. Snowdragons can ruch several 
feet in length and are nO[ dormant when the 
snows come; on the contra.ry. they continue 
to grow and tum until they lie atop the 
drifts. their evergreen leave:s splayed out like 
legs. 
Medicinal Uses: A brewed mixture of snowdragon stem and 
true '''null is said to cure the disease it'tb. 
Other Uses: None. 
Cost: 34 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

SPLAYFOOT GOODWORT 
(5. Uni,bi� Q UnisiO 

Other N.ames: Goodwort. 
T ypc:: Physical Alteration/Enhancement. 
Original Reference: ToMt, Mi,iwooJ. 
Range/Where Found: Wetlands. 
Characteristics: This beneficial pla.nt grows among reeds 
deep within marshes. Its slender upright stalks are anchored 



in the water by roots that rise as much as I' above water 
level. The plant itself may stand 5-7' tall, branching into 
delicate stalks with paper-thin, scalloped leaves and dangling. 
delicate, lavender-colored flowers. When its seed-pods ripen 
in mid-autumn, they take the shape of curved pea pods, like 
little green crescent moons hanging over the marshes. Each 
pod carries 3-4 shiny, black suds. 
Medicirul Uses: None. 
Other Uses: When mashed and mingled with any beverage, 
splayfoot goodwart seeds instill confidence and singleness of 
purpose inco the hearts of the good and honest; to evil folk 
or creatures ofDarkncss, the seeds bring on dizziness and 
confusion (-50) lasting T -4 hours. 
Cost: 25 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

STAG'S PURSE 
(5. Calp�,as, Q. Aras5(�a/pa) 

Other Names: Treebladder. 
T)'pe; Burn/Exposure Rdid: 
Ocigirul Reference; Previously unreported. 
RangefWhere FoUnd: Deciduous forests. 
Characteristics: This strange plant begins life as a vim� that 
sprouts at the feet of deciduous trees, growing up the trunk 
and out onto the lower branches. There it begins to develop 
a brown, fuzzy bladder (about the size of a hog's stomach) 
with a large, white flower. This "stag's purse" hangs down 
from the tree and contains seeds. When touched with any 
force, it bursts into a shower of tiny, sticky seeds. 
Medicinal Uses� If carefUlly split, its inward side placed 
against a bum caused by the poison silmiri; the purse cases 
suffering and speeds healing. (See entty for SILMiRE.) 
Other Uses: None. 
Cost: 44 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

STONELANCE 
(I A",,1f, Q. A""l�) 

Other Names: Ironstem. 
T)'pe: Physical Alteration/Enhancement. 
Onginal Referenee; Previously unreported. 
RangefWhere Found: Coniferous forests, usually near 
rocky outcroppings. 
Characteristics; This plant has several large leaves (about the 
size of a man's palm) growing near its base. A single round 
stalk (the thickness of a man's thumb) rises from the midst 
of these leaves. In early summer, a purple flower appears on 
top of the stalk. For its length (I '), the stonelace stalk is as 
light as the lightest wood, but has the strength of iron. This 
property lasts for years before the stem becomes brittle. 
Medicinal Uses: If ground up and mixed with water, the 
stonelace flower forms a paste that reduces fever and cures 
colds. Its ground leaves are part of the cure for the disease 
wmak. (See 2nJ EJificn MERP, p. 257.) 
Other Uses: The stalk has been put to a thousand uses, from 
sword handles to hinge pins to anything else where its 
strength may be put to good use. 

Cost 22 gp/ dose. 
Difficulty ofFinding: Medium. 
Waming: Though they possess the strength of iron, they do 
not have its hardness: prison ban made of the stalks could be 
CUt through with a dagger (or even with a set of healthy teeth 
and a lot of patience). 

STOUT-HEART 
". ",/,go" Q ron"') 

Other Names: None. 
T)'pe; Physical Alteration/Enhancement. 
Ocigirul Reference: Moria. 
RangejWhere Found: Underground. 
Characteristics; This small, twisted, purple/mauve fUngus 
commonly grows in caverns that are fairly dry. 
Medicinal U.scs: None. 
Other Uses: Extensive consumption of stout-heart (more 
than 3 pieces in 24 hours) increases a Dwarfs Constitution 
indefinitdy (to its potential maximum). 
Cost 2 sp/ dose. 
Difficulty of Finding: Medium. 
Warning: Stout-heart eaters of all other races must make an 
RR each time they consume the fungus. A failed roll mea.m 
their stomach rejects it with severe vomiting. 

STRAWTHUMB 
(5. Olgor/bad, Q. Ay% J) 

Other Names: Dreambreaker, Strengthgiver. 
T)'pe: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangefWhere Found: DeciduOU$ forests, usually on the 
underside of rotting trees. 
Characteristics: This small fUngus resembles a short, yellow 
mushroom with no cap, only a stalk. It normally grows lO a 
height or only I" and may be flecked with black dots along 
its length. 
Medicinal Uses: None. 
Other Uses: Ingestion of I strawthumb increases the 
consumer's Strength (+5) for 10 minutes. 
Cost: 33 gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: Strawthumb leaves a very particular and extremely 
unpleasant aftertaste in the mouth. After the first dose, the 
consumer is unable to bring himself to eat another within the 
same 24 hour period. (If he does, he is plagued by horrible 
nightmares for 2 nighcs.-phantasms so terrifying that he 
cannot eat another strawthumb for 30 days.) None of the 
dreams are remembered upon waking, yet all return as soon 
as sleep is sought again. 

SURINrE 
(5. Gwamir, Q. "WinJ./tar) 

Other Names: None. 
T )'pe: Physical Alteration/Enhancement. 
Original Reference: MERP, ToMr. 
RangejWhere Found: Stream beds in tcmpcrate climes. 
Characteristics: This small bush prefers to grow along the 
edge of moving water, growing to a height of 5.' It has 



groups of 5, pnfecdy round luves, joined by clusters of 
small red berries after the summa solnice. 
Medicinal. Usc.s: So pungent is its odor that, if crushed 
W\du the nose of.an unconscious person, a JHriniiberry acts 
as smelling salts, startling them hack to wakefulness. The 
berries keep for months before drying out .and l05ing their 
p""'''y. 
Qdu:r Uses: If a bundle of .nIn·"iibranches;an: tied togetha, 
they ouy be walled about the hud to Staon off flying insects. 
u.t: 2 gp/berry. 
Difficulty of Finding: Light. 
Warning: If a .nIriniiberry happens to be crushed while being 
carried in some pack or pouch, that container retains its 
powerful smell for I monch, adllertising its bt'an:r to all 
I1O$e5 downwind of it (50' radius). 

SWEET SORREL 
(S. Ntllas, Q. Ntllassi) 

Otha Names: Greater Sorrel. 
T ypc:: General Purpose. 
Original Refaence: ToMt. 
RaDgcjWhae Found: Coniferow forests. 
Characteristics: This attnccille linle plant has trefoil leavCl 
and white, bell-like flowers. It grows to a height of I' .and 
prJers the shade. 
Medicinal Uses: When heated in boiling water for a few 
minutes so that their sturn can be released, sweet SOtTel 
leaves, when inhaled, act as an antidote to m05[ poisonous 
vapors. It also relieons lung-spasms brought on by other 
causes, such as the poison I/'IIlItJ<InL 
Other Uses: None. 
Cost: 3 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: None. 

SWEETSTAR 
(S. Clisgi� Q Lisstlm) 

Other Names: Quickheal. Momatar. 
Type: Physical Alceration/Enhancemellt. 
Original Reference: Previowly unreported. 
Range/Where Found: Coniferous forests, wuaUy on 
mountainsides. 
Characteristics: This bush has woody, brown stems and 
short. waxy lealles that are as round as they are long. giving 
them the appearance of small, green balls. Its fruit, which 
appears in late summer, is yellow (about the siu of a man's 
thumb) and star.shaped. Its sweet, jelly-like pulp is filled 
wich small, black seeru. 
Medicinal. Uses: When soaped off from a small area of its 
stem, ground and boiled in water, sweetstar bark sends its 
imbiber into a deep sleep from which nothing can wake him. 
Slumber is induced within I minute of the final swallow. 
With respect to recuperation and healing. it is said that I 
night of such sleep is equal to 1 week in bt'd. 
Other Usc.s: Sweetstar fruits are delicious when baked and 
served in their own skins. 
Co!:t: 4 gp/ dose. 
Difficulty of Finding: light. 
Warning: None. 

TARTEllA 
(S. lmmabron, Q. MapinJo) 

Other Names: Tar-web, T artec. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMt, Amor, o..n�nJ. 
RangejWhere Found: The Gwathl6 wetlands of Eriador. 
Characteristics: Tllmlu. is a plant that looks like pipeweed, 
but is much smaller. It has blood-red edges to its small 
lealles; its stem is brownish-gn:en. 
Medicinal Uses: None. 
Other Uses: When its dried luvcs ;an: smoked, this much­
abused herb induces a powerful euphoria for 1-10 houn. A 
refined version of IlIfltlu., known as /ami. is 4:.: stronger than 
Rgular I<1rttlu., so that only Yi of the nonnal dosage is 
necessary to produce the same result. If a whole dose of I<1rtn 
is taken, however, it induces a deeper state of euphoria, 
further removing the user from reality (-20 to all stats for 2-
15 houn). 
Co.n: 4 sp/ dose. 
Difficulty of Finding: Light. 
Warning: The I<1rttlu. user become resistant to the drug's 
effect after 2-S doses, such that an eonr-increasing dosage is 
needed to achielle its euphoric effect. Tllfltlla is also extremely 
addictive: more than 2 doses in a 3-day period precipitates 
withdrawal symptoms unles.s another dose is taken within 
the next 72 houn. Symptoms include severe nauica, 
headaches .and chilb (and sei:n1tcS, if the addiction is long­
tcnn). While under the effect of the drug. the user is 
weakened and out of touch with reality (-10 to all 
stats; most activity requiring concentration, 
such as fighting or casting spells, becomes 
impossible or, at bc:st. clumsy). A full dO$!! 
of I<1rt(( can Rsult in damage to the 
reasoning centen of the brain. Addiction 
to III riff occun more rapidly than nonnal 
IlIfltlL:r, and withdrawal are more severe. 
After each full dose, there is a 900A. chance 
that the lUer's Tg (MUP) or Re (RillS) 
pennanenriy decreues by I .  Of COU(5e, the 
Wet is too impaired to realize the long-tenn damage. 

TAYNAGA 
(S. FitlJl1or, Q. FllltllfUlr) 

Other Names: T ayn.iga, Tn.iga. 
Type: Physical Alteration/Enhancement, Poison. 
OriginaJ Reference: MERP. 
Attack Level; 8. 
RangejWhere Found: Coniferous forests among mountains 
or in northerly climes. 
Characteristics: This evctgn:en is distinguished by the 
minute veins of orange lichen growing near the base of its 
trunk. It ruches a height of over 30' and has IIcry small 
cones, each the size of a pea. Its needles grow in groups of 3, 
uch pointed with a soft barb. 
Medicinal Usc.s: When dried, reduced to a powder and 
mixed with water. I<1J"�ga bark may be used to sterilize 
contaminated objectS. It also neutralizes the poison ygga and 
anything touched by it. 
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Other Uses: Whcn internalizcd (whcther by ingestion or 
venomed wound), laYlla,ga acts as a poison, inflicting 5-50 
hits within 6-I 2 minutes. If ingestcd beforc this is fully 
inflicted, rosecrccper powdcr negatcs any further damagc. 
The victim writhcs on the ground, complaining of a fire 
under thcir skin. 
Cost: 27 gp/ dosc. 
Difficulty of Finding: Hard. 
Warning: None. 

TELEK 
(S. Nmarbtl, Q. Nmabtllt) 

Other NameJ: Icebane. 
Type: Burn/Exposure Relief. 

Original Reference: Crt) Mounrains. 

RangejWhere Found: Tundra. 
Characteristics: Ttltk is identical in appearance co the 
strawberry plam, but its leaves are smooth rather than 
jagged. In spting. it produces small white berries in 
clusters of about a dozen. 
Medicinal Uses: If consumed, a ha.ndful of Itltk 
berries restores 3-30 hits of cold-related injury; if 
crushed and spread on frostbitten flesh, it miracu­
lously heals all damage within 10 rounds. Ttltl juice 
keeps for up co a month. 
Other Uses: Nonc. 
Cost: IO gp/dose. 
Difficulty of Finding: Hard. 
Warning: If ingested, Itlt1 berries makc a person 
thirsty. 

TEMSANC 
(S. Nimmi� Q Ninqurllt) 

Other Names: None. 
Type: Drug. 
Original Reference: Anrl)T. 

Range/Where Found: Coniferous forest. 
Characteristics: This delicate mushroom is only 2" 
tall with a tiny stem and cap. It is white and grows in 

bunches of about a dozen. 
Medicinal Uses: None. 
Other Uses: The essence of lmuall( exaggerates the effccts of 
alcoholic beverages. Undetectable when dissolved in liquor, 
it accelerates the onset of drunkenness and intensifies its 
subsequcnt effect5 (3x normal). 
Cost: 9 sp/dose. 
Difficulty of Finding: Easy. 
W.arning: See above. 

TERBAS 
(S. Nifflrcs, Q NiruJl<trcHi) 

Other Names: Bas. 
Type: Nervc Repair. 
Original Reference: MERP. 
Range/Where Found: Temperate, moist, deciduous forcs[5. 
Ch.aracteristics: Trt-bas is a low shrub (2') with large leaves 
(each the size of a man's hand) covered with small, white 
spots. 

Medicinal Uses: When wrapped tightly around an affected 
body part and doused with hot watcr, Itr/u.S leaves hasten the 
hea ling of nerve damage (2x nomlal rate). The leaves must 
remain in place for 2 hours beforc replaced with fresh on�s 
until the damage is healed to a suitable level. 
Other Uses: None. 
Cost: 2 gp/ enough to cover I square foot. 
Difficulty of Finding: Light. 
Warning: None. 

THURL 
(S. Hadron, Q Halar) 

Other Names: Thor!. Thad, Theil. Thile, "Mae e'n gwneud 
fy mod i'n glaf. Lladdwch fc." 
Type: Physical Alt�ration/Enh.ancement. 
Original RefCTence: MERP. 
Range/Where Found: Near the edges of deciduous forests 
in northeastern Eriador. 
Characteristics: This herb is identical in appearance to a 
small onion plant, except that I/n.rlleaves are red-tipped. It 
possesses a single, underground bulb (much like that of 
garlic). 
Medicinal Uses: When eaten on an empty stomach, a Ib..rl 
clove restores 1 -4 hits; when consumed under any other 
circumstances, it provokes startlingly violent vomiting (of 
which t/n.rfs many names are onomatopoetic evocations). 
Onc of ,/n.rf s "slang-names" (actually a famous saying) 
recalls the anger of an ancient Hillman chieftain whose 
rathcr inept leech would insistently treat him after battles 
with a long drought of wine seasoned with ,!Jllrl clove. After 
sevnal weeks of suffering under this unpleasant remedy, the 
chieftain is reported to have said "Mae e'n gwneud fy mod 
i'n glaf. Lladdwch fe." CHe makes me sick-kill him.") To 
this day the Hillmen jokingly refer to t/n.rl by this epither. 
Other Uses: None. 
Cost: 1 sp/dose. 
Difficulty of Finding: Routine. 
Warning: See above. 

TOAD'S GLOVE 
(S. CMn.tg. Q Ll1icl1pica) 

Other Names: Siota-:ma, Deathwart. 
Type: Physical Alteration/Enhancement. 
Original Reference: Previously unreported. 
RangejWhere Found: Rain forests. 
Characteristics: This small fungus grows on dead things in 
the steamy environment where fate takes its daily due. When 
a dead animal or person hits the forest floor, it �gins to 
decompose rapidly; insects, scavenging animals and opportu­
nistic fungi make their way quickly to the corpse and begin 
to feed. Within 12 hours of death, toad's glove spores settle 
themselves on the flesh and sprout in another 2 hours. 6 
hours later, the tiny, brown and black, wart-like fungus is 
mature and already making more spores. By the time the 
cOrp5e is reduced to a skeleton (I week later), dozens of 
generations of this fungus have come and gone. 
Medicinal Uses: None. 



Other u.sa: The ground up, small, wartAike body of the 
mature fungus i, rumored to be one of the only antidotes 
able to counteract the poiron f�l4, Toad's glove keeps for up 
to I week before losing iu virtue. but healers have learned 
how to keep a toad's glo� culture active (sometimes for 
years) by storing it in a closed container with roning meat. 
Cost: 125 gp/ dem:, beca� of the difficulty of keeping it 
alive. 
Difficulty of Finding: Light. 
Warning: None. 

TRAITOR'S GOBLET 
(S. s.""Y1f. Q. S."S""'Y"I=) 

Othtr Names: None. 
Type: Poison. 
Original Reftrence: MOII"I C.mJa&.J. 
Attack Level: 8. 
Range/Whtre Found: Underground. 
Characttriscics: This fungus resembles an urn, I' in height 
and 8" in diameter. Its c:xterior appears to be covered with 
black hair, whereas its innards are smooth and dull brown of 
hue. An overhanging lip serves as the cap of this strange 
mushroom, which grows as a soliury individual. 
Medicinal Uses: None. 
Other Uses: The flesh of mitor's goblet is incredibly toxic, 
diminishing (0 5th le�l only when dried. 
Cost: 44 gp/ dem:. 
Difficulty of Finding: Sheer Folly. 
Warning: T nitor's goblet srrikes its victim ro fast that no 
antidote may be administered in time to thwart it. 

TRUE TARNAS 
(l ArtbonJ, Q. Ara.s.mtLt) 

Other Names: Grcater Tamas. 
Type Organ Repair/Prescrvation. 
Original Reference': ToMt. 
R.2nge/Where Found: The Suza Sumar of Far Harad. 
Characteristics; True lamas is striking when it flowers, 
posstS5ing a 2' green stem surrounded by fern- like &onds 
and topped by a single white bloom like a large orchid. Each 
individual lamaf plant grows in accord with its own, 
idiosyncratic time-dock, so that plants in various stagcs of 
devdopment may bc seen growing side by side. 
Medicinal Usu: When boiled in water, the bulb of this 
plant produces a potion capable of restoring any organ 
damage. 
Othtr Uses: None. 
Cost: 95 gp/bulb. 
Difficulty of Finding: Extremely Hard. 
Warning: Although sometimcs found ncar flowing speci­
mens, there is no guarantee that lamllS bulbs are readily 
available. Annchair herbalists sometimes confuse them with 
hopper mushrooms. 

TULAXAR 
(S. FinlJtrtg, Q. Strafin) 

Other Names: Raybled. 
Type: Circulatory Rdief. 
Original Reference: ToMt, Amer, Shirt. 
RangejWhere Found.: Shaded, temperate areas, more 
commonly in the gardens ofhealcrs. 
Characteristics; This small plant has no side branches, bur 
numerous, tiny, pointed leave, on iu flimsy, 6" stan. If 
examined closely, small hairs may be $Cen growing out of 
each leaf. 
Medicinal Uses: When crushed and brewed into tea, /Wbr 
leaves prevent bleeding by causing the imbiber's blood vessels 
to contract for 1-10 rounds. Only freshly-picked leavcs may 
be: used; if left to dry out for more than 30 minutes, the little 
hairs fall out and the IHl4xar leaves become usdc:ss. 
Other Uscs: None. 
Cost: 75 gp/dose. 
Difficulty of Finding: Medium. 
Warning: None. 

TYR-FIRA 
(S. Cwinl.dt Q. VinJ4f'11ili) 

Other Names: Lifegiver. 
T fPC': Life Preservation. 
Original Reference: ToMt. 
R.2ngejWhere Found: At the base of a snow fidd 
high in the White Mountains whose location and 
name arc lost in legend. 
Characteristics: Ty-firll is a small plant (no bigger 
than a man', fist)' It i, relatively unremarkable in 
appearance except by its silvery flowers, which can 
easily equal the size of the entire plant. Due to the 
extreme climate in which it grows, tyr-jirtJ blooms late 
in summer (and then only for a single day). Once picked, its 
blossoms keep for I week. 
Medicinal Uses: Legend has it that a tyr1ira blossom placed 
in the mouth of a dying person is capable of resClJing them 
from death's door, though any wounds the person may have 
sustained arc only healed [0 minimal degree (i.e., whatever is 
necessary to sustain life). Unles.! treated immediately by 
skilled healers, the potency of tyr-fira is swiftly wasted. 
Other Uses: None. 
Cost: 2000 gp/ dose. 
Difficulty of Finding: Absurd. 
Warning: None. 

UL-NAZA 
(S. &ItlJbrwn, Q. V"lanm]4) 

Other Names: None. 
Type Life Preservation. 
Original Reference: Amer. 
RangejWhere Found.: Desert. 
Characteristics: This small shrub only grows about I '  high. 
It has shiny, pointed leava that grow in clusten of 3; its 
bark feds greasy. 



Medicinal Uses: This extraordinarily rare leaf, said to grow 
only in a wastdand where a Vala has walked, cures any 
poison if chewed. It is brought into Eriador from the disbnt 
East, typically by the Witch-king's dite messenger.; and 
supply caravans. UI-nua leaves retain their power for up to I 
year if wrapped in leather from an animal suffocated to 
death; otherwise they spoil in I week. 
Other Usa: None. 
Cost: 4200 gp/leaf. 
Difficulty of Finding: Shccr Folly. 
Warning: None. 

UNIKUKKA 
(5. Dllotb, Q. Dlcll6ti) 

Other Nama: Dreamflowcr. 
Type: Drug. 
Original Reference: Nertbtm Wastt. 
RangejWhere Found: Near a volc=ic lake in Forochcl 
known as Morgoth's Well. 
Charactcr1stics: This small groundflower has 5 yellow 
petals. 
Medicinal Uses: None. 
Other Uses: When dria! and shredded into a fine tea, 
imbibment of ImikllH� flowers induces euphoria and allows 
kinsfolk to share their dreams. The effcct:! last up to 12 
hours, depending on how much food has been eaten 
beforehand. If ingested just after a large meal, its effects last 
only 5 to 6 hours. 

Cost: 9 gpo It is much valued by viisa�t, who would pay 
(in ivory) 2 to 3 times its market value. 
Difficulty of Finding: Extremely Hard. 

Warning: UnilwHa is very addictive and may compel its 
user to make unwise journeys to Morgoth's Well in search 
of more. 

UMNA 
(3'. lAsdoJ, Q. Uusuar) 

Original Reference: MERP. 
Atuck Level: 6. 
Range/Where Found: Short grasslands in temperate climes. 
Characteristics: This leaIf herb grows to a height and width 
of over 2.' It is light green and has large, circular leaves that 
encompass and envelop each other in successive layers, like a 
cabbage. In the middle of the head, however, grows a stalk I '  
higher than the rest of the plant, crowned with douns of 
tiny, purple flowers after the beginning of summer. Several 
weeks later, each flower falls off. taking a single seed with it. 
Medicinal Usa: None. 
Other Usa: Only the inner leaves are useful in making the 
poison for which this plant is known. At the center of the 
head are 3 tighcly folded leaves. distinguished by their white 
coloration with a purple tim. When ground into a paste, 
these leaves produce a deadly mixture which deliver.; 3-30 

hits to anyone ingesting it or struck by a weapon coated with 
it. Thue is no antidote for a blade envenomed with NUll<!- If 
ingested, however, the poison takes 1-10 minutes to deliver 
its damage, during which time a tea made from ruubaJt may 
be drunk to neutralize the remainder of the poison. 
Cost: 12 gpl dose. 
Difficulty of Finding: Light. 
Warning: None. 

USQUEL6TE 
(I O,,,,,.b, Q "Sm.l,fow"'? 

Other Names: Non�. 
Type: Miscellaneous. 
Original Reference: Amer. 
RangcfWhtre Found: Dunfearan, temperate grasslands. 
Characteristics: This small, white flower blooms late in 
summer. Standing only about 4" tall, ,UlI'"IOJi'is distinguished 
by its blood red roots and red-edga! leaves. 
Medicinal Uscs: None. 
Other Usa: This flower is dried and .smoked after the 
manner of pipeweed. Acting as a relaxant, KSqwlOri'fortifies 
the smoker's resistance against mental or magical attacks 
(+20) fot I -5 hours; Agility and Quickness stats arc reduced 
by -10, however. The dried flower keeps indefmitdy. 
Cost: 3 gpl dose. 
Difficulty of Finding: Medium. 
Waming: Sec above. 

VARNALDA 
(S. Galavarlln, Q. "Brown Tra") 

Other Names: T ddalion. T ddas. 
Type: General Purpose. 
Original Reference: ToMt, Amer. 
RangejWhae Found: Deciduous forests. 
Characteristics: A tree known not so much for its modest 
height or girth, but for the way it:! upper branches spread 
out, sometimes reaching as much again as its height on all 
sides (e.g., a 50' tree with a 100' diameter spread). The 
,,"malJa's shiny, dark brown bark is wrinkled, smells like old 
boots and curIs off in strips. In summet, the tree drops a 
myriad of tiny, brown nuts. 
Medicinal Uses: V�fIIIIl.l.. bark is usdi..tl for ra!ucing 
inflammation. To be used for this purpose, it must be 
gathered, chopped and placed in a person's mouth (not 
necessarily the patient's). The bark has the consistency of 
parchment, and saliva is required to activate its powers. It 
must be chewed (but not swallowed!) until reduced to a 
thick, juicy paste, after which it may be applied to the 
inflamed region for I hout, fortifying the patient's resistance 
to infection (+30). Varna/Ja bark keeps for yean. 
Other Uses: Varnal.l.. wood is sometimes used for making 
darts; but not much else, since it splinters easily. 
Cost: 44 gpl dose. 
Difficulty of Finding: Very Hard. 
Warning: If swallowa!, WlfIIIIl.l.. bark has no h.annfuI effect, 
apart from causing the consumer to lose his voice for;J-7 
days. 



VINUK 
(S. Ercbrim, Q Iinmill) 

Otha- Names: Vuha. 
T fPC Stun Relief. 
Original Reference MERP. 

RangcfWhcrc Found: Short, semi-arid grassbnds. 
Oaaractcri.stics: This low bush is covered with long spines­
SO many. in face, that at a glance the pbnt appears to haw: no 
iuVEJ, juJt a bristling amy of woody a�cnt. VinwllCOlves 
are tiny (about the siu of a man's thumbnail) and brownish 
red in color. A large taproot, white and smooth, anchors the 
bush in its soil. 
Medicinal Uxs: When chopped and cooked down in 
boiling water, the vinu.l root yields a thick brew offering 1-IO 
rounds of relief from stun. The root keeps for I wcu. before 
it becomes moldy and starts [0 decay. 
Other Uses: If roasted. the virru! root make.! a tasty addition 
[0 any meal where the po»ibility of gravy exists. Frequently 
it is nashcd with butter and milk and served in huping, 
steaming mounds alongside gravy-covcrcd meat. Salt is 
fftqucndy nceded to bring out the full flavor of the root. 
Cost:: 2 gp/do.sc. 
Difficulty of Finding: Hard. 
Warning: Anyone who meddles with thu plant is at risk of 
being stabbed by its long thoms, which dole out I hit/ 
touch. 

VINY ANEST ALE 
(S. Cwirlnt:luJ, Q "Nrw Hu/i"l? 

. Other Names: Oltack, Mrnstark. 
Type: Life Preservation. 
Original Reference: MERP. 
RangcfWhcrc Found: Near sub-arctic seawatl.'f, where the 
5CiISOnal thaw lasts only a few wce!u. 
Charactaisrics: VinyanrJlalfis a small herb, growing to a 
height of only 6." Its simple nem sprouts quickly as soon as 
the snows mdt, bearing several tiny, round leaves and (a few 
weeks later) a single, light blue flower. The flower lasts for 2 
d.lys before its petals faU off (the plant having fertilized 
itself). The seeds drop to the ground and await the next 
growing season. 
Medicinal U.cs: When ingested by a sick or injured person, 
the delicate viflJ"ntJlll1i flower prevents the deterioration of 
hil condition for 2-20 d.lys. During this time, all healing 
rrulgics and herbs work at maximum potency. The flower 
keeps for 2 days after being picked 
Other Uses: None. 
Cost: ZOO gp/ dose. 
Difficulty of Finding: Very Hard. 
Warning: None. 

VlPER'S BANE 
(I M"hnn, Q M=� 

Other Names: Heal-all, Softstonc. 
T ypc: Physical Alteration/E�hancement. 
Original Reference: PreviolUly unrtported. 
RangcfWhere Found: Deep caverns. 

Characteristics: Thu small fUngus is about the size of a 
pebble. Brown, and sometimes darker, it resembles the rocks 
among which it grows. In fact, it is so hard to pick out from 
its surroundings that even Dwarves are at a loss for locating 
one in a pinch. 
Medicinal Uses: When eaten whole and raw, vipn's bane is 
said to immediately nculTaliu the effccts of any tOlin. 
Other Uses: None. 
Cost: 350 gp/ dose. 
Difficuhy of Finding: Absurd. 
Warning: None. 

VREL 
(S. Him/bar, Q. N"ritUl�Ni) 

Otha Nam«: Runningweed. 
Type: Poison. 
Original Reference: Previowly unreported. 
Attack Level: 3. 
RangefWherc Found: Grasslands and meadows in 
temperate climes. 
Charactmstiu: V"I is a small plant with 2-3' branching 
stallu and short, triangular. shiny leaves sprouting mainly 
from regular intervals of a few inches along the stalk.s. In 
late spring. it produce.s horde.s of light blue flowers 
along these stalks. 
Medicinal Uses: None. 
Other Uses: None. 
Cost 20 gp/ dose. 
Difficulty ofFmding: Medium . 
Warning: Any naked skin coming in contact with vrtfs 
oily leave.s contracts the homble disease grtlnixllr. (See 
2m/ EJilion MERP, p. 257.) 

WATER HEMLOCK 
(S. U/"tlbonJ, Q. UUQSJIndtl) 

Other Nama: None. 
Type: Poison. 
Original Reference: �Lul. 
Attack Level: See below. 
Range/Where Found: Wetlands. 
Characteristiu: Although named after a tree. this small plant 
more closely resembles a parsnip. having feathery. green 
foliage with icy white flowers that open in summer, like 
parsley. The plant has .1 robust, pink-white tuber like its 
relatives, the parsnip and turnip. 
Medicinal Uses; None. 
Other Uses: Water hemlock is poisonous; its effccu depend 
on how it is administered If the juice from its watery tuber 
(a dear, pale amber liquid) is inge.sted. it acts as a 3rd level 
poison and may be deadly. An RR failure of more than 25 
results in convulsions and death in 6-10 rounds. Those 
failing to resist by less than 26 simply experience abdominal 
cramps. nausea and vomiting. incapacitating them for 1-10 
hours. If. on the other hand. the poisoDOlU liquid from the 
root is boiled down and mixed with the fIlrNlo,b flowct (the 
water hemlock's only known antidote), it becomes "blade 
hemlock," undergoing a uansfonnation into a green paste 
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which may be applied to a weapon blade. Its effects arc the 
same as with ingesting hemlock juice, except that its 
virulence intensifies to 6th level. Both poisons hep indefi­
nitely. 
Cost: 66 gp/dose for hemlock; 102 gp/dosc for blade 
hemlock. 
Difficulty of Finding: Hard. 
Warning: See abovc. 

WELWAL 
(5. O,rollas, Q Corollassi) 

Other Names: None. 
Type: Stun Relief. 
Original Reference: ArnOT. 
RangefWhere Found: Desert. 
Characteristics: Growing to a height of 2,' this small bush 
has round, almost spherical leaves that store moisture for the 
plant. Wr/WIlI blooms red in springtime. 
Medicinal Uses: None. 
Other Uses: Whcn placed in the mouth before a bartle, a 
...... 1_1 leaf rapidly brings a stunned fighter back to normal 
alertness. Professional fighters and wrestlers are checked for 
...... /_/ and similar herbs before a match. I leaf cancels 2 
rounds of sum. Wi/WIll leaves keep for 53 days. 
Cost: 16 gp/leaf. 
Difficulty of Finding: Hard. 
Warning: None. 

WHITE DESTROYER 
(S. Nimaagn;r, Q Nil'l'Jumabtar) 

Other Names: Urk. 
Type: Poison. 
Original Reference: MOI<IlI CUIlJabaJ. 
Attack Level: 5. 
Range/Where Found: Underground. 
Characu:ristics: This massive mushroom has a i' diameter 
cap on a 2' stalk. A ragged, flaring reddish ring around the 
middle of its stalk helps distinguish the white destroyer from 
other giant fungi. A sac-like cup surrounds the mushroom's 
base. 
Medicinal Uses: None. 
Other Uses: The fluid from the base of the fUngus may be 
distilled into a paralytic poison that Orcs often usc to coat 
their weapons. 
Cost: 32 gp/dose. 

Difficulty of Finding: Hard. 
Warning: The only known antidotes to white destroyer 
poison arc a tea made from slimy gorkin-and time (its 

effect wears off in 18 hours). 

WHITE MOUNTAIN POPPY 
(S. Or/luh, Q Orol,ki) 

Other Names: \Vhite Lotus. 
Type: Physical Alteration/Enhancement. 
Original Reference: ToMr. 
Range/Where Found: The White Mountains. 

Characteristics: This large poppy bears 3. purple-seeded 
pods near its base. These pods develop yellow, longitudinal 
lines when ripe. The seeds within arc small and black. 
Medicinal Uses: None. 
Other Uses: If picked before they ripen. white mountain 
poppy pods may be slit up the side to release a small amount 
of their juice. Dried and powdered, burned and inhaled, this 
juice induces a light trance within 3-9 rounds, during which 
the subject is physically disabled but greatly aided in magic 
e -100 for all actions, but detection and infonnation­
gathering spells are doubled in range and effectiveness for 5-
50 rounds). Attempts to cast a second spell while under the 
influence of the drug arc subject to the -100 penalty (i.e .• 

spells should be cast during the 3-9 rounds that it takes for 
the drug to take effect). A doubled inhalation of white 
mountain poppy juice causes a deeper trance. like a light 
sleep, during which the subj�ct is aware. of all intrusive events 
(loud noises, pain. sharp temperature ch;lllges, being moved, 
etc). but cannot move and cannot be awakened except by 
prolonged shaking and shouting (1-4 minutes). still groggy 
(at -50) for 15+ 1 020 minutes. A triple dose causes a deep 
sleep for 6-12 hours from which the subject cannot be 
awakened at all. Sweet sorrel breaks any of these tranc�s or 
sleeps in 4- 10 rounds . 
Cost: 75-100 gp/dose. 
Difficulty of Finding: Extremely Hard. 
Warning: Whit� mountain poppy juice is highly addictive 
eRR, modified by SO, \IS 1st level attack after each succes­
sive use). An addict is irrationally irritable and is subject to 
blinding headaches (-60) whenever he docs not inhale the 
drug at least I/week. Abstention from the drug for I month 
breaks the addiction (and perhaps the addict as well). 

WHITE-BERRIED YEW 
(S. Nimgurlb, Q N .. ".nil'l'Jui) 

Other Names: White Death. 
Type: Poison. 
Original Reference: ToMr, ArnOT. 
Atuck Level: 2. 
RangefWhere Found: Coniferous forests of Eriador. 
Characteristics: This woody shrub grows to a height of 
several feet, bearing large. pink blossoms early in the year 
(often while snow.is still on the ground). followed by 
clusters of small, pink berries. Vlhen mature (around the 
s\lmm�r solstice). the berries tum white. 
Medicinal Uses: Immature yew berries may be. eaten to 
induce vomiting within 1-10 rounds. 
Other Uses: Mature yew berries arc extremely toxic. causing 
a quick and painless death in 1 -10 rounds. The berries keep 
for 3 weeks after being picked and, when dried. retain their 
powers indefinitely, although the time to take effect is 
tripled. 
Cost: 10 gp/dose (pink berries); 100 gp/dose (white 
betTies). 
Difficulty of Finding: Sheer Folly. 
Warning: The berries arc only effective if ingested; squeez­
ing them and applying the resulting oil onto a blade is a 
waste of time. 



WIFWlF 
(S. Tu;hollm, Q. HoIJalMimll) 

Othu Names: None. 
Type Drug. 
Original Reference: Gm'In' Hllr.J. 
Range/Whac Found: Gras.slands. 
Characteristics; This small fIOWCT has sc�nl triangular 
leaves and a bud that alw.1IYs KCIlU to be waiting to open. In 
fact, the blossom only opens at night when it pollinates 
itself. 
Medicinal Use� If pollen is scraped from an open wifwiJ 
flower and stabilized in a special �, it may be inhaled in 
small doses to promote sleep. 
Othu Uses: None. 
Cose 43 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: If one gets too dose to the flower at night when ie 
is open and inhales. the subject falls into a coma for 4-7 
days. Thm� is no antidote for this. 

WINCLAMIT 
(1 c,/m,:;( Q lA;ulm) 

Othu Names: Bloodkccp. 
T ypc: GC'ncral Purpose. 
Original Reference: MERP, ToMt. 
RangcfWherc Found: Conif«"Ow forests at higher 
elevations (but not above the rudinc)' 
Charactmstics: This vine wraps itself around the higher 
branches of mature spruce [rees. Unnvelcd. it measures up to 
IS' in length. Regardless of length. however, the vine hOIS no 
more than 5 light-green, star-shaped. eyebill-sizcd fTuits. 
Medicinal Uses: When boiled and COIten, wiM/mn;/ fruit heals 
even tnumatic wounds (3-300 hits). 
Other Uses: None. 
Co,t: lOO gp/dose. 
Difficulty of Finding: Absurd. 
Warning: Falling out of tall conifers is a real danger when 
attempting to go after this rare fruit. It hOIS been estimated 
that people have sustained more wounds trying to harvest the 
fTuit from wi"t!..rnil than have ever been healed by it. 

WITAN 
(S. Purla" Q. PiMllilassi) 

Other Names: Orugo-sreca. 
T ypc: Stun Relief. 
Original Rc.ferem:e: MERP, ToMt. Far H�nlJ. 
Rangc.jWhen Found: The � Sunur of Far Hand. 
Characteristics: Distinguishc.d by its bright red leavc.s, the 
witolll vine prefers [0 wind itself among the lower branchc.s of 
shrubs, nuking it hard to find. 
Medicinal Uses: Whc.n chewed. wi/all leavc.s cancel the 
effects of stun for 2 rounds. Bozishnarod warriors often 
carry a wad of willi" leaves into battle betw«n check and 
gum, to be swallowed quickly should the need arise. Wi/all 
ICOIvcs keep for 2 weelu. 
Other Uses: None. 
Co,t: IS gp/dose. 

Dlffieu1ty of Finding: Very Hard. 
Warning: The practice of catrying wi/II" ieavc.s into batrle 
tends to fill the mouth with a sticky juice. and those who 
follow it arc prone to spitting more often than many would 
deem polite. 

WITCH HAZEL 
(S. NlrulOrlbor, Q. TlIlnllifllmtJ 

Other Names: None. 
T ypc: General Purpose. 
Original Reference: Amor. 
RangejWhcre Found: Coniferous forests, usually in marshy 
or wet ground. 
Characteristics: This small tree grows to a height of up to 
IS' and is covered with scaly. gray-brown bark. Its leaves are 
elliptical and often hairy on the veins undemuth. 
Medicinal Uses: An extract from this common plant yields 
an OIStringent lotion, reducing the pain of small cuts (I  hit/ 
round) and relieving muscle aches (+10 RR). 
Other Uses: None. 
Co,t: 33 gp/ dose. 
Difficulty of Finding: EOISY, 
Warning: None. 

WITCH'S PIE 
(1 Orfblbtmu, Q. Orrob:!mM) 

Other Names: None. 
T ypc: Poison. 
Original Reference: MOMIII elmJaIMJ. 
Awck Level: 4. 
RangejWhere Found: Underground. 
CharacreriS[ics: This massive brownish mushroom (18" 
diameter cap. short 6" $talk) usually grows OIS solitary 
individuOll5. Its gills ,1.["( white and fe�thery. 
Medicinal Uses: None. 
Other Uses: The flesh of witch's pic ta.stcs fine; 
however. I hour after con$umption. the earer 
falls victim to its paralytic poison. 
Cose 3 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: The["( is no ,1.nridote to the 
poison in this fimgus. The poison wears off in 
12 hours. 

WITCHBRJAR 
(S. Afl'WIU, Q. NtJllIl4ita) 

Other Names: Prick of Health. 
T ypc: Concu$Sion Relief. 
Original Reference: LOR. 

RangejWhere Found: Coniferous forests. 
Characteristics: This woody. prickly vine wraps itself 
around the trunk of evergreen [rees. burtowing into it for 
nourishment as it nu.tures. During this process. witch briar 
drops iu dark green luvc.s. leaving only the brown stem .1.fld 
thoms. It bears I small, grey flower urly in its development 
before the loss of its leaves. Small. hard seeds deposited on 
the trunk of the tree in a gel are brushed up against by birds, 
who favor the protection of the thorns for ncst building 

Wiltb', Pit 



sites. The birds carry the scab to other coniferow trtts. 
Witchbriar thonu reach up to lrS." in length and are 
utremdy sharp. 
Medicinal Uses: Being prickcd by a witchbriar thorn inj�cts 
a curative juice into the subject's flesh, instantly restoring 1-5 
hits. The thorns may be removed from the plant and stored 
for up to a year and still retain their effectiveness as long as 
they are k�pt dry. 
Othu Uses: Non�. 
Cost: 12 gp/dosc. 
Difficulty of Finding: Hard. 
Warning: Most merchants who sell witchbriar thorns also 
sell a waterproof wrapping to preserve their potency (usually 
at a highly inflated price). In fact, some merchants give away 
a certain number of thorns in order to �tice buyen to 
purchase the uttcmdy expensive wrapping. Prices should be 
compared. Some unscrupulous merchants even s�1l a costly 
wrapper with worthless thonu. 

WOLFSTOOTH 
(S. Draugartb, Q. Rdtllrra) 

Other Names: Wolf-fang. 
Type: Poison. 
Original Reference: ToMt. 
Attack Level: 
RangefWhere Found: Deciduous forests. 
Characteristics: This low shrub looks sinist�r with its limp 
greenish-white blossoms, thoms, and large, crinkl�d, tooth­
shaped leaves. It possesses thick roots that run deep into the 
ground and arc resistant to cutting, making them difficult to 
remove. 
Medicinal Uses: None. 
Other Uses: When pounded into a pulp, the wolfstooth 
root produces a pasty poison which is eff�ctive either by 
blade or ingestion. It causes the heart to beat irregularly, 
incapacitating the victim for 10-20 round.:!. Even if only 
moderately affected (RR failure of 26-50), the heart is 
damaged (-15 to 20 points from temporary Constitution). 
In some cases (RR failure of 51 +), death results from heart 
failure. 
Cost: 5 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: None. 

WOLFWORT 
(S. HUlbtmr, Q. SIIurihuo) 

Other Names: Stinkbush. 
Type: Concussion Relief. 
Original Reference: LOR. 
RangejWhere Found: Deciduous forests. 
Characteristit"s: This low bush has small leavcs that are 
distinguishable because they are pear-shaped and possess 
scalloped edges; their undersides arc a lighter green-silver. In 
early summn:, small white flowers bloom in clumps. One of 
wolfwort's most obvious tell-tale signs is an odor reminis­
cent of dog urine that permeates it. Wolfwort leaves keep for 
up to I month. 

Medicinal Uses: If consumed, a wolfwort leaf restores I hit. 
. Up to I5 1�aves may be consumed before the taste (and 
stench) of urine becomes too much for the eacn: co continue. 
Further consumption on chat day lead.:! to nausea and 
vomiting everything one has eaten, incapacitating the subject 
for a full day. 
Other Uses: None. 
Cost: 4 sp/ dose. 
Difficulty of Finding: Light. 
Warning: Anyone t"onsuming more than 3 wolfwort I�aves/ 
day find themselves smelling strongly of canine urine, as the 
5tench exudes from their pores the following day. 

WORLCUVUR 
(S. Falastir, Q. Falasfir) 

Other Names: None. 
Type: Poison. 
Original Rrferent"e: Amar. 

Attack Level: 2. 
RangefWhere Found: Coastline of Eriador. 
Characteristics: Warldi .... r is a paste made from a rare 
flowering lichen found along the seashores of Eriador. The 
lichen is reddish-brown; its flower is light pink. 
Medicinal Uses: Non�. 
Othn: Uses: When properly prepared through a drying, 
powdering and boiling process, worlt/;VOlr may be used as a 
wntact or blade poison: an RR failed by OJ -30 results in a 
blinded eye (-50) for 1-100 minutes; failure by 31-60 
induces random eye spasms for 1-100 days (on any roll of 
01-25, the victim's eyes flutter for I-IO rounds, during 
which time he is at .75); a victim failing by 61 + becomes 
blinded in both eyes (-100) for 1-100 weeks. 
Cost: 60 gp/ dose. 
Difficulty of Finding: Hard. 
Warning: Raw workliVOlr juice is only a 1st level poison; its 
effects are halved in duration, and all penalties are 25% less 
severe. 

YARAN 
(S. Mar.gtl1"m, Q. Mllitarrmgwt) 

Other Names: OlfTasom. 
Type: Physical Alteration/Enhancement. 
Original Reference: MERP. 
RangejWhue Found: Temperate meadows and grassland!;. 
Characteristics: Y"tall is a flower that grows up to 2' in 
height and has a great number of leavcs that ped off the 
stem. Each leaf has 5 lobes. Y,mlll blooms in the spring; its 
blossom is large, yellow, and fuzzy in tcx[\lre. 
Medicinal Uses: None. 
Othu Uses: Deep inhalation of a ",tall flower enhances the 
subject' s s�se of smell and taste to the point of being almost 
painful, enabling him (among other things) to detect poison 
on a blade or in food. 
Cost: 9 sp/flower when in season. 
Difficulty of Finding: Easy. 



WamiDg: The cffect:!l of ,.,..n inhalation ;an: not cumulative 
(e.g .• 2 sniffs Yl hour a� only yield an hOl.lrofhcightcm:d 
.sensitivity). More than I sniff/�y cancels the effect. as the 
inhaler becomes temporarily immune to the drug. 

YELLOW HEMLOCK 
(1. MAIJNi, Q. MII/il1/J<fma) 

Othe.- Names: Harfymond. 
Type: Circulatory Relief. 
Original Refamcc: ToMt, S1MJow ill tilt Sot.III. 

RmgcfWhcrc FOWld: Coniferous (ousts of the Utter 
South. 
Chuactcriscics: This magnificent evergreen can grow to 75' 
and displays the pyramida.l shape characteristic of its speries. 
Its conc.s an: yellowish. and it produces 11. yellow resin called 
IMify that often stn� down its trunk. 
Medicinal Uu.: When applied to a wound (no matter how 
severe), bttify immcdiatdy halts the bleeding. The resin kups 
for up to a year if kept in 11. tightly scaled container. 
Other U.es: The lumber of this me is soft, white and easily 
worhbk 
Cost: 3 spl d05C. 
Difficulty of Finding: Light. 
Warning: Though beneficial to wouncU. lNtify is also very 
sticky (which may be annoying .at best, nu.ddming at worst). 
Objccu covered in the rcsin must be washed utensivdy in 
warm water to remove it. 

YELLOWFAN 
(S. ""'!<om, Q M,lim_) 

Other Names: Y dJick. 
T fPC Nuve Repair. 
Original Reference: Previously unreported. 
RangefWhue Found: Rain forests. 
Characteristics: This plant has several large. yellow-grccn, 
hand-shaped leaves and is clearly a member of the palm 
fmlily. It grows to a height of 5' and usually features several 
stalks, each ending in a single large leaf. 
Medicinal Uses: When ground, dried and mixed with water, 
the yc.lJowfan root products a paste that heals brain damage, 
Other Us� Since its stalks arc rather stiff. one of them may 
be cut from the (Tee and used as a weapon-the hand-shaped 
leaves work wonderfully against biting inucts. 
Cost: 12 gp/dose. 
Difficulty of Finding: Hard (mosdy because it resembles so 
many other tropical plants)' 
Warning: None. 

YULDA MAILEO 
(S. S!l,b Mati, Q. "!..Msl-4111Wgb'J 

Other Names: None. 
T fPC Mixture. 
OriginaJ Reference: Amm"". 
Attack Level: See below. 
RangefWhere Found: Eriador. 
Characteristics: Y.,iJ.I "..,i/£o is a general teno for potions of 
love. most made from obscure herbal recipes. 
Medicinal Uses: None. 
Other Us� The doun or so love philters used by apoth­
ecaries in Eriador have a range of effects-from a lack of 
inhibition. similar to the rcsult of imbibing fine 
wine, to a strong (but temporary) affection for 
the first person seen after swallowing the 
philter. Only the effects of an 
intensely magical potion last for 
more than a few weeks. The range of 
effects dcpc:nds upon the degree of 
failure in the victim's RR: (01-20) 
the potion has only a placebo effect; (21 -50) 
it acts as a dis-inhibitor, slightly more than a glass of 
good wine; (51 -80) the victim experiences a simulated 
increase in erotic desire; (81-90) the dixir has an emotional 
effect. not nrccssariJy directed at whomever paid for the 
porion; (9 I -1(0) the ywl4A rf'U/i/io has the effect of the spell 
Cl.:rrm KiIlJ, eventually receding to a simpler affectionate 
and/or lustful rdationship, depending on the pc:rsonalitits 
involved. 
Cost: Varies 300-2000 gp/ dose. 
Difficulty of Finding: Absurd. 
Warning: The use oflovc potions is taken <Juite scriowly by 
the authorities in Arthecain and Cardolan. and can result in 
murderow vendettas by the family and friends of a victim, 
whatever the intentions of the wer. 

ZAGANZAR 
(S. Hmbtuw, Q. Hmusangwa) 

Other Names! Zagana. 
Type: Poison. 
Original Reference: MaP. 
Attack Level: 2. 
RangefWhere Found: Temperate mounuins and their 
foothills. wuaJly ncar a streml or other moving body of 
water. 
Characteristics: lAtA-llLA1' is a woody vine which, whil� it 
thrives in the open, prefers to have something to climb 
(wuaUy a tree or rock face). Its luge. triangular. green leaves 
au spotted with whitt dots. If uprooted, the ug411ZA1"S large 
uproot reveals itself to be white in coloration and about the 
siu of a man's foot. 



Mediciru.l Uses: None. 
Other Uses: When ground and pressed, the zag<lllzar root 
yields an oily liquid which, if administered orally or by 
blade, delivers 1- 10 hits/dose and causes the victim w 1051: 
his sight. Both aldalia and nightfoot arc capable of reversing 
the loss of sight, but only if ingested within 7 days of the 
zag<lltZar poison. If combined, it is said that these antidotes 
can restore sight up to 30 days after the poisoning. 
Cost: 139 gp/dose. 
Difficulty of Finding: Very Hard. 
Warning: Care should be taken not w 
become a victim of the poison when 
preparing it. 

ZULSENDURA 
(S. Horlbor, Q Harrat) 

Other N:unes: Dry-rot, HutT)'-up; 
Zilzendura. 
Type: Physical Alteration/Enhancement. 
Original Reference: MERP, Gorgororh. 
Range/Where Found: Volcanic or 
otherwise: hot and dry caves. 
Characteristics: blsmJura are irregularly 
shaped, dark grey mushrooms that 
resemble the rock they grow on. Funher 
frustrating to mushroom-hunters is their 
predilection of growing on the ceiling of 
underground chambers. Most average about the 
size of a man's toe. 
Medicinal U5e5: None. 
Other Uses: Consuming zuismJura bestows HaS/( for 3 
rounds. 
Cost: 70 gp/ dose. 
Difficulty of Finding: Medium. 
Warning: After the 3 rounds of accelerated movement, the 
user mwt reS[ for at least 5 rounds. For tvery subse<Juent 
dose consumed. the duration of its effect multiplies by 3 
minutes; but at the end of this period, the subject lapses into 
a deep sleep from which he cannot be roused for the number 
of doses x 3 hours. 

ZUR 
(S. DumM, Q. Mommd4) 

Other N:unes: Srrapack. 
Type: Physical Alteration/Enhancemellt. 
Original Refaence: MERP. 
Range/Where Found: Cold, underground passages and 
caves. 

Characteristics: This fungus resembles a lichen, 
except it grows where there is no light. It is pale 
white and slimy to the touch. It usually grows in 
patches no l.uger than a man's hand (though larger 
colonies have been rumored to exist). 

Medicinal Usa: None. 
Other Uses: The disgusting, gelatinous substance 

coating the Zl<r fungus may be placed in boiling water 
and brewed inw a foul-smelling tea. (The hot 
water docs not dissolve the goo. but it heats it up 
nicely.) When consumed, the concoction enhances 
the imbiber's hearing and sense of smell. His 

hearing becomes so acute as to allow him to eaves-
drop on a conversation 100 yds away; the sense of smell, 

on the other hand. becomes so intensified that the 
wer's first act is to vomit as he takes an enhanced 
whiff of the foul liquid he just drank. Thereafter, 
he becomes capable of identifying every member of 
his party by smell and of detecting any poison. The 

subject retains these powers for I hour. Subsequent 
doses have no effect. 

Cost; 12 gp/dose. 
Difficulty of Finding: Medium. 

Warning: If he wishes to imbibe.zur tea on a future occasion, 
the user must make an RR due to the negative side effects of 
the experience. Many consider it too intense to repeat. 



5.0 APPENDICES 
The following refcrenet sections afC designed to assist the 

GM in utilizing the information presented on herbs and 
hcaJc:rs. Section 5. I defines all MERP and RMSS game 
trnnmology employed in this sourcebook. Section 5.2of'fcrs 
a pair of scenario ideas for using H�nJJ oj fM H((lh in 
conjunction with the MiJJIMllr,h GllutiMc Card C4mt. 
Section 5.3 provides valuable indexing for the herb com�n­
dium. 

5.1 DEFINITIONS AND TERMS 
This section n:pl2ins the abbreviations used throughout 

this sourcebook. For reference information pertaining to the 
world of Middle-earth in general, a glosury may M found in 
ICE's MiJJu-(lIrrb Campaigrr C.,itk. Othu useful rdcrcncc 
works include Robert Foster's TIt Ccmpltrt Cuitit 10 MjJJIt­
tllrlb(Ncw York: Ballentine Books, 1978). JEA. T yb's Tht 
Nrw Tollrim Companion (New York: Avon Books, 1980), 
David Day's Tolkim; IIx IllwSlraltJ Enry(lcp�Jia (New York: 
Maonillan, 199 I) and Colin Duriez's 11K Tolkim and Miil/t· 
(artb HanJbook (Kent: Monarch Publications, 1992). 

Curu: Sys,nnl 
WI. . • __ .... **." •.• __ ••.•.••.•.•. lArl of I. 1./-1' Aiw.ot-." Go_ 
MEece M* ............... _ ••• _M •• " •••• MiU/;_"lt c;.Iltr,ilt" c..J Co_ 
MElP . ............... _ .................... * ................. _. MiU/;_r,lt R.It P!.;yi"l 
JMS5 . . .  _ .................... ....................... _ .. .... Roltrro.ultr 5,.,.J",1 5.1., .... 

ClUlldt. S'alS 
Ag .......... M ........................................................ Agility (RMSS/MERP) 
Co .... MH .......................... _ .................... ConJtitution (RMSS/MLRP) 
Em .. M ...... H ...... M .... _ ...... _ .......... H ... H ... M ........ M ... _._· Empathy (RMSS) 
Ig _.M ... H_._._._ .... MH.M.MM_M ___ • ___ . lnI�Ui&'m(( (MERl') 
It (1n) ___ H.H.M· _______ •• Intuition (RMSS/MUJI) 
Mt ____ H .. M. M ...... H.MM_ M�mory (IMSS) 
" _H.H_H .. M ___ H.MM ... H.M._P",om« (JM5S/MUJI) 
Qu .MH.M __ • __ M ... H QuicknUJ (VilS) 
Rt .M ______ M ... H.M _____ .... H.MH .. R(uoning (1lISS) 
SO ._M_._. __ . __ .. M ........ ___ . __ . __ ._ ... _ ....... Stlf DiKiplint (1lISS) 
Sc: .... __ ..... M ... H ............ _ ............................... St •• ngth (RMSS/ MUJI) 

Came Terms 
AT ......................................................................................... armor � 
DB ....... _ .................................... _ ........ __ ..................... dtf.nsi"" bonus 
cp ...... __ ._. __ .... M .............. _ ... _____ • __ ...................... COPP« pieccs 
CP ___ .M ............ ________ • __ .M.M .......... _ c"",,peion points 
DP _ ... M ...... _. ___ .MH._._ ..... ____ • d.""Iopmtnl points 
GM .... ____ .• _H _______ ._M .. _MH ... M .. · Il""""masln' 
...

. 

_____ H ... H ..... MH.M .. __ .goI
.
d pi�ccs 

H,I.I ____ .H.M ... ______ •• _ ..... H_ .. ____ hit potr>ts 
NPC _. ___ .M.M_ ..... ______ ._ ....... non.pby'" durxl« 
DB ...... __ ... _ ... _ .. _M.H ......... ______ ...... M ... M ......... off.n.'v. bonus 
PC ............ __ ._ .... M ........................ _ ... _ ... _ .................... pIay« character 
PP ...................................................................................... pow •• poinu 
RR .................................................................................... r.iinanc. roU 
SM ............................................ _ ................................... $Ialic man�u ... r 
op ....... _ ................................ __ ... __ ... _ .... _ .......................... . i!""r pi"cs 
Stat ...... _ ...... __ ...... H ................ ____ • __ ._.Jlati.';c or ch:UXI";stic 
UM _ .• _ ............... __ . __ . __ .. _MM.H ... ____ unmodiJi.d roll 

1A":uzr Tf'f1ftI 
pJ. .___ _H_ ..... plt.mJ form of a word 
Q __ .MH_.H ___ • ___ .HM.MH Qu(nya (High..:lvm 'p"'�) 
S. _H ..... _. _____ ._ .. *H.H ... _ Sin.brin (Gn:y"dwn 'p"'to;h) 
'ing. _._H ••• M ......... H ..... _._._ ... ____ ._ ........ H 'ingular form of a word 

IA ____ .MH_.MH ____ • __ ... M._.H FifSl Age 
5-" --__ "'H' _. __ HH.MH __ 5«ond Age 
T A. ____ ... H H._._ ... H ___ . Third Age 
F.A. ....... ______ H __ .M* .. H_H _________ H Fourth Age 

Hoi. _ .... _._. __ ... M._............. .. .. _ ... _._._ .... _._ .............. " .... __ n. HMiI 
W ......... _ ..... 1L: wlfflcfJR.R. Toll;." 
uIII ............. .. ........................................ n. 1.",J cf 11.0. RiT 
MR ................ . ........................ ........ Mc,%<" lt'. Ri'i 
PoM •... _..... . .................................. l'roplts cJ MiJJIt_"" ,£ 
Sil ... _ ... _ ... _ .... ........... ..... _ ... _."_. __ ..... .............................. n. Si"""rillic,, 
UT _._. __ ... �.M ........... ____ ._._ ... _. __ ._ ... __ .... � ........ * ... _ .. U..JinislttJ T.1n 
Wol} �_ .. M_ .......... ________ . ___ . __ ._ ............... �._._. W..-'!I tit }"""Is 

5.2 SCENARIOS FOR MECCG 
The background information on healers and leechcraft 

found in this sourcebook may be wed to enhance the flavor 
and atmosphere of the MiJJIt-tarlb Ullutibk urJ GUI1t' 
(MECCC). ln particular, the entry on the healing traditions 
of the Faithful (Section 3.3.1) can serve to anchor the 
following two card game scenarios more fully in their setting. 
PreF.!.cing the scenarios, we present a list of 14 new healing­
oriented sitts and 2 resource cards for use in casual play. 

NEW SITES &: REsoURCES FOR HANDS OF THE HEALER 
Each of th� new sites lined bdow is present in the following 

fonnat: 

Site Nam� (Sil( Type) Rtgilm 
Moving Player Dnws: # Hazard Play�r Draws 
Nearest Haven: Site Path [(})=wildcmUl, !ll>=border-land. 

<ED=free�domain, =shadow-land, 
<Il=dark-domain Q=coastal su] 

Playable: (If any) 
Automatic·macks: (If any) 
Special (If any) 

Htf)) Si,u (8) 
Hostel of the Sine" of Nienna (Free-hold) ArllKJ.ilt 

Moving Playet Draws: I Hazard Player Draws: I 
Nearest Haven: Rivendell Site Path: <Il, (]) 
Playable: -
Automatic·attacks: -
Special: Tap the site during the site phase to heal one 

character (from wounded [0 tapped). Alternatively, rap 
the site during me siu phase to heal on� OUnadan 
character (from wounded to untapped). 

�ve of me Urdharkonur (Border-hold) North Rbo....m·on 
Moving Player Draws: 2 Hazard Pla)'u Draws: 2 
Nurest Haven: LOnen Sire Pam: (l), , , (]) 
Playable:-
Automatic-attacks: Men - 4 strikes with 7 prowess 

(deTainment) 
Special: During th� site phase, discard a Man character to 

heal (from wounded to untapped) one other character in 
his company. Alternatively. during the site phase discud 
&rrJ or Br�"J to heal (from WQunded to untapped) all 
other characurs in his company. In either case, tap the 
site afterward. 



Cairn of the Colruh Hazurbal (Ruins/Lairs) HQronJor 
Moving Player Draws: 2 Hazard Plarer Draws: 2 
Nearest Hlven: Edhdlond Sire Path: (}), ®, �, (j) 
Playablc: -
AurollUt;c·arracks (2): 

Men -2 strikes. with 6 prowess ( dct:l.inmcnt) 
Colruh (Maia air spirit) - I strike with 12 prowess 

Special: Healing effects affect all chaTa�r$ at this StU. All 
healing effects unf.;lp characrus in addition to their other 
effecrs. 

T raith Chcfudoc (Border-hold) Gmlolall 
Moving Player Draws: 2 Hazard Player Draws: 2 
Nearest Haven: Rivcnddl Site Path: (}), (j) 
Playable: Items (minor) 
Automatic-attacks: Men - 4 strikes with 8 prowess 
Special: During the site phase. to heal a character (from 

wounded to untapped). tap the site and make a roll (draw 
a #). If the result plus the wounded character's nurshal­
ling poine value is guater than 8, the character heals. 
Otherwise, discard the ch:u:u:tcr. 

Aden Scarlet's Medkal Library (Free-hold) Tbt Sbir, 
Moving Player Dnws: I Hazard Player Dnws: I 
Neanst Haven: Rivenddl Site Path: (I), (I), a3> 
Playable: Information 
Automatic-attacks: Hobbits - 3 strikes with 5 prowess 

(derainmem) 
Speci;d: T;op ;o Hobbit during the site ph� to nuke minor 

items playable ;l[ the site until the end of the tum. 
Gyogonsag �ctuuy (Free-hold) ScwIJxm R'-'nicn 

Moving Pl;oyer Draws: 3 Haurd Plater Draws: 3 
Nrarest Haven: LOrien Site Path: (I), QIl, CD, CD. (I) 
Playable: -
Automatic-attacks: -
Speci;d: This site is considued a Haven for the purposes of 

healing. 
Joghul's Shrine (Border-hold) Hurl' P/"ins 

Moving Pl;oyer Dr;ows: 4 Hazard Plarer Dnws.: 4 
Neanst Haven: LOrien Site Path: (J). $. <il, <il 
Playable: -
Automatic-atracks: -
Special: Tap a character during the site phase to heal (from 

wounded to untapped) another character in his company. 
Tap the site. 

The Hospice of Lost Faith (Border-hold) HQnmJur 
Moving Player Draws: 2 Hazard Pl;orer Dnws: 2 
NeanS! Haven: Edhdlond Site Path: (I), ®. O. (1) 
Playable:-
Automatic-anacks: Men - Each character F.!cu I strike 

with 5 prowess (detainment) 
SJXcial: Tap the site during the site phase to heal all 

characters in the company (from wounded to tapJXd). 

Milliell SittJ (6) 
Cairn of the Colruh Huurbal (Ruins/Lain) HQronJur 

(indic;ofed by the nd sqUMe on the map) 
Moving Player Draws: 2 Huard Pl;oycr Draws: 2 
Nearest D;orkhaven: Minas Morgul Site Path: <fl. (1). (I) 
Playable: Items (minor) 
Automatic-attacks (2): Men - nth ch;oracter f"cu 1 

strike with 6 prowess (dec;r.inment ;lgainst �"'"rt 
comp;ony) 
Colruh (M;oia ;lir spirit) - 1 strike with 12 prowe$S 

SJXci;u: He;uing effects affect aU characters at this site. All 
healing effects umap characters in ;lddition to their other 
effeCts. 

T anple of Kondri Odc:hi (Border-hold) JUgnJ 
Moving Player Draws: 2 H:u:ard Player Draws.: 2 
Ncamt Darkluvcn: Minas Morgul Site Path: !Il, (I), (1), <il 
Playable: Information. items (minor) 
Automa.tic-atra.ck$: Men - 3 strikes with 9 prowess 
SJXci;u: During the site phase, discard two minor items to 

hc;d a character (from wounded to unrapJXd). or to 
nmove one corruption card... If the site is not ;dready 
rapJXd. rap the site. 

Cave of the Urdharkonur (Border-hold) NPf"l1xm Rbowlllicn 
Moving Player Draws: 2 Haurd Player Draws: 2 
Nearest Darklaven: Dol Guldur Site Path: �, (I). (I) 
Pbyable: Items (minor) 
Autonutic-attacks: Men - 4 strikes with 7 prowess 

(derainment against covert company) 
SJXcial: Discud a Man character during the site phase to 

he;d (from wounded to unrapped) one other character in 
his company. 

Tnith Ch�fudcx: (BordH-hold) CQ,Jc/"n 
Moving Player Draws: 2 Hazard Player Dnws: 2 
Nearest Dukhaven: Geann a-Lisch Site Path: CD, (I), (I) 
Playable: Items (minor) 
Automatic-attacks: Men - 4 strikes with 8 prowess 
SJXcial (co"'"rt company only): During the sire phase. to heal 

a character (from wounded to untapped), rap the siu and 
nuke a roll (draw a #). If the result plus the woun.ud 
char1lct�r'$ mush;dling point value is greater than 8, the 
character heals. Otherwise. discard the cluracur. 

The Hospice of Lost Faith (Border-hold) HQronJIff 
Moving Player Dnws: 2 Hazard Player Dnws.: 2 
Nearest Darkhaven: Minas Morgul Site Path: �, (I). <D 
Playable: Items (min9r. nujor) 
Autonutic-attacks: Men - Each chancter faces I strike 

with 6 prowess (derainmcnt against covert company) 
SJXci;d (covert company only): T;op the sire during the sire 

ph� to he;d ..II characters in the company (from 
wounded to rapped). 

Joghw's Shrine (Border-hold) Hlffu pt..ins 
Moving Player Draws: 2 Hazard Pl;oyer Draws: 2 
Nearest Darkhaven: Dol Guldur Site Path: �, <1>. <il 
Playable: Items (minor). 
AU[onutic-attacks: Men _ Each character faces I strike 

with 7 prowess (dec;r.inment against CO"'"rt company). 
SJXci;d (covert company only): Tap a cffilracter during the 

site phase to he;u (from wounded to unrapped) another 
character in his company. T;op the site. 

Her·g IIna Mi"ie" Rtf�r(t CArds (2) 
Widwbpin Ritw.l 

Resource Permanent-event 
Pl.cY.�" WHIlrmn-tQWlt. Discard one minor item to he;u a 

non-Ore or Troll character (ITom wounded to unrapped). 
Alternatively. he;d a chancrer (from wounded to 
unrapped) whose home site is Woodmen-town. 

Discard this card when Woodmen-rown is discarded 
or nrumed to the site deck. 

May be played as a hero or minion resource. 



Ba ......... u'. HWing RWKkDife 
Rc.ource Minor Item 
Bo� (+I)/(+I) 
Corruption Poinu: I 
WMfI'O"- Playable at any Ruins/Lairs site in the Nart1.n.. 

W .. d" �y not be included with a swring company. 
Tap this item to give + I prow,,"" to � beuer against 

one strike. 
Sage Only; Discard this item to give + I body to the beam 

or another character in his company for the rat of the 
tum. Alternatively. tap be:un and discard rhis item to 
heal (from wounded to untapped) anorher dunner in 
his company. 

The beanr may benefit from borh the prowess and 
body modifications in the same rum. 

May be played as a hero or minion resource. 

5.2.1 THE HOUSES OF HEALING 
" ... fl»ugb IIlllcre WIIS in flim umrr tiJlys fll/Im from il1 follnlSS oj 
olJ, fbe /mbmift ojConaorwas sfill wist, IIna skillea inlbe brau"nl 
oj wouna ana mm, ami all nub s/,kntss liS tIISI oj Ibr Sea mortal 
I7ItI1 wtrt SN�'t{1 10." 

-lle RttN,.,. ojtk King, p. 136 

The Estehildi have charged you to establish a House of 
Healing to serve the needs of the Free Peoples. and to stock 
it with herbs of healing and lore on healing techniques th;l[ 
you have found throughout the lands ofMiddle-eanh. This 
is an encompassing scenuio for two or more pl;lYers. Thus. 
players ;lgrc:e on this scenario beforehand. and tune haz;.rds 
and resources specifically for it. 

DECX CoNSTRUCTION 
Your r(SOurce deck mwt include the following: at least I 

Hrnuts oj Helllil1l, and at least I c.ach oF. Htlllil1l Htrbs, Allxlas, 
Erwgollm Srro/ls and Losl Tomt(though up to 3 of each may be 
included). Your haurd deck should follow standard rules 
for deck construction. Any hnards arc appropriate for this 
scenano. 

SPECIAL RUlES 
• PI;lyers receive no nuJ'Shaiing point5 for weapons. :mnor, 

hclmeu. or shidds., or for creature kills. Each Hr41i"'l Hm.s, 
AIAtIAs, FOflOtrm Scrolls or Lost Too ... stored at a Hrnms oj H'41i"'l 
site is worth I miscellaneous nursha.ling point. At rhe 
Council, you earn double marshaling points for each of the 
4 items listed above which you h;IVe stored at a Hrnml oj 
H'4Ii", site rhat your opponenc(.) have not. (So. if you have 
stored 2 each of � items Wove. and your opponent only 
stored two each of three or these items: H,.Ii", Herin. ArAtIAs. 
and Losl T_. you would receive double manhaling point:J--
4 total-ror your stored F"'l"'lm SmIlIs.) 

• Gtrds (including HIMli", Hrth,. Al!tIAs, Forgellnr SeroUs and LoSI 
T_) fTl;Iy only be stored at Hrnml oj Hl.lint sites. Any card 
may be stored tht:re at tht: end of the site phase. 

• The HotUn oj Hr.I,,,, sjtes are never discarded. They an 
always available. once HutUts oj Hr4/,,,, is played. for any 
player to move to and usc. 

VICTORY CONomoNS 
When any player has successfully played HOlUlS oj Healing 

on a site, has stored at least I of each Healing Htrbs, Alhelas, 
Forgcum Srrolb and Losl Tomtcards at (hat site, and has at least 
20 marshaling points. he may petition the Council of 

Healers to acknowledge his deeds. (The Estehildi replace the 
Free Council in the game's firu.1 sequmce.) After all oppo­
nents have completed I more rum. the council begins. At this 
point. roll corruption checks for each of the characters. At 
the md of these checks. the player with the most marshaling 
points wins. If none of your opponents have stored Healing 
Htr6s, Albrlas, Forgollm SrroIls or Losl Tomtcards, your marshal­
ing points for each of those individual items you have stored 
arc doubled. 

5.2.2 IORETH'S ESCORT 
U'AnJ n(7W, Jaml [saia ArIIgcm), nm liS .,..ick liS JCfl"'o� ami 
gtI ml !ingifoi� if Ibm is a kaJ in the City.' 'Ami if nOI,' said 
CantiJl!f, 'I will riit 10 Lossllnllub with lomb bebina ml .... Ana 
Sbaaowjax shall show Irrr the mrllning oj bam. '" 

-Ibt- RttN,.,. ojtkKing. p. 140 

One ofGondor's allied lands has put out the call for aid: 
one of their prominent leaders is dying of some terrible. 
mysterious affiiaion, for which no cure has been found. 
Ioreth. wise. old healing woman of Minas Tirith, knows of 
;I s(>(cial herb, grown only in sites deep in the bowels of the 
earth. which can heal this dying lord. The Steward of 
Gondor disp<ltches Ioreth to find these herbs. and rush them 
to where the lord lies dying. that he may be healed of this 
malady. loreth's Escort is a soliuire sceru.rio. 

OBJECTIVE 
Iorcth and her escort must travel to the Undcr-dccps to 

locate the Htlliing Htr6J necessary to heal the dying lord, 
e$Cape with the plants and rush to his location. 

DECX CoNSTRUCTION 
Yau will need the following: 

I) Up to 3 starring characters: lomlb, and 2 other characters with 
a combined mind or 10 or less. At leaJr I or these characters 
must have a home site in An6rien or one or its adjacent 
regions (lthilien. Rohan, Lebennin). No wi:utd is uscd. 

2) 3 starting minor iterru (may not be Hr4li"'l Hrths)' 

3) A resource deck or 35 cards, which must include 4 copies of 
H141i"'l Hrrbs. This deck may include any other cards of your 
choosing. fucept for H'Q/""'l Hrths, you may have no more 
rhan 3 of each non-unique card. 

4) A haurd deck or 40 cards. divided as rollows: 30 hazard 
crutures, 15 keyed to either Wilderness/Double Wilder­
ness/Ruins &. Lairs. 8 keyed to either Free-domains/ 
Bor<icr-Iands/Fref-holds/Border-holds. and 7 keyed to 
either Shadow-Iands/Dark-domains/Shadow-holds/Dark­
holds; 10 other Haurd cards of your choice (fTl;Iy not 
include corruption cards). May include creatures not keyed 
to a site path. bur keyed to cenain regions or locations (e.g .• 

Nameless Thing). You may usc no more than 3 non-unique 
Iazards in your deck. 

5) The following site cards: Minas Tirirh (st:lrting location); 4 
Free-holds or Border-holds, the home sites of the 4 M dying 
lord" charuurs; 4 Undcr-dccps situ and thcir correspond­
ing surface sites; rhe 4 Haven sites; any 3 other sites of your 
choosing. 

6) 4 "dying lord" charutcrs: I character playable at (whose 
home site is) each or the 4 Free-hold or Border-hold sites 
chosen above. 

7) A map orMiddie-canh or appropriate region cards. 



SEnJP 
Shuffi!: the 4 "dying lord" characters together, and ran· 

domly choose I .  This character is the dying lord for this 
game, and is placed with his home sire card at the top of the 
play surface. Place a nwnberof tokens (like counters. pennies 
or glass beads) equal to the dying lord's body stat on the 
character's card. (See below.) Shuffle the other 3 characters 
into your resource deck. Ioreth and her escort begin play at 
Minas Tirirh. Draw 6 cards from yourreSQurce deck forrour 
starting resource hand. Your resource hand size is 6 for chis 
scenano. 

TURN SEQUENCE 
I) Untap Phase: Follow the Uncap Phase procedure normally. 
2) Organization Phase: Transfu any items between charactns. 

Bring in I character if enough influence is availabk The 
character comes in at his home site or my haven. For this 
scenario, you have 25 gen�ral influence. Reorganize your 
companies, &Iect your destination site. 

3) Long-event Phase: Play any resource long-events. 
4) Mo�mem/Hazard Phase; Dr:l.w I plus the number of 

resource cards indicated on the dutination site. Draw the 
number of hazard cards indicated on the dutination site, 
and pur them in a hazard hand. The hazard hand size is 5, 
but there arc no cards in it at the start of the game. Play any 
hazards which arc playable based on the indicated site path, 
up to the haz;ud limit for the company. Choose the order of 
hazard cards to be most dangerous to the company (such as 
a W,,�t oj W�r before Wolws). Ruolve atucks using Standard 
Rules (but sec below for additional s�cial rulu). At the end 
of the movement-hazard phase. discard or draw to the hand 
size of both resource and haz;ud hands--6 and 5. ru?"c­
tivdy. 

5) Site Phase; Follow the Site Phase procedure using Standard 
Rules. If an Under-deeps site calls for an additional 
automatic-attack of a hazard creaNre card, any creature in 
the hazard hand which fits the criteria may be played. lorcm 
mllst be in the company at the Underdeeps site in order ro 
play Ht,,/in& Hubs. 

6) End of Turn Phase; You may choose to discard I reso.llrce 
card. and men dr:l.w ro return your resource hand to 6 cards. 
If necessary. draw to return me hazard hand to 5 cards. 
Remove and discard I token from me dying lord's card. If 
YOll remove the last token from the lord's card, the game is 
over. 

THE DYING LoRD 
When the dying lord is revealed at the beginning of the 

game. a number of tokens e'llial to that character's body are 
placed on the charact�r card. At each End ofT urn Phase. I 
token is removed from the card and discarded, representing 
the character's descent toward death at the hands of his 
horrible affliction. If the last token is removed from the 
lord's card, the game is over. 

THE HEAUNG HERSS 
In this game, HUlling Hrrbs represents the special herb 

needed to heal the dying lord. Only 1 Htaling Hrrbs is 
necessary to accomplish this (and must be returned to the 
dying lord's location before h� slips away into death). Any 
Ht�ling Hrrbs also may be used in its nonnal fashion during 
the game. Up to 4 Healing Hrrbs may be included in your 
r�source deck. In this game, Healing Hrrbs may only be played 
at an Under-deeps site, and only if lomb is with the company 
duting the site phase. Only she can properly identify the 
special herbs. The HMling Herbs must be delivered to the 
lord's location during the site phase. The company must 
enter the site for the herbs to be delivered. 

SPECIAL RUlES 

Marsbaling Points 
Marshaling points do not count for this scenario. 

Injlumrt 
lomb, under writ from Denethor II. is consider�d to have 

a pool of25 genetal influence which she may usc to bring in 
chatacters. Characters may be brought into play atany haven 
or their home site. Multiple companies are allowed 

WnlptiOll 
Corruption is not used in this scenario. No corruption 

cards should be included in the hazard deck. 

Strikt Stqwtnting 
For attacks labeled " Attacker chooses defending charac­

ters," strikes must be assigned in the following order; to lomb 
(regardless of status), to wounded characters, then to tapped 
characters, then untapped characters. Other attacks may 
have strikes assign�d in any order, provided that all untapped 
characters arc assigned strikes first. 

If an attack has more strikes than ther� are characters in the 
company. the additional strikes must be assigned as -1 
modifications to characters' prowess. Assign these modifica­
tions evenly among all characters in the company, then 
follow the order indicated above for " Attacker chooses" 
strikes forthe remainder of the modifications. (Thus, if lortlb 
and Farllmir face an attack with 5 strikes, each would face 1 
strike. Ioreth· s prowess would be modified by -2 and Faramir's 
by-I.) 

Long-twnts 
Resource and hazard long-events last for 2 turns in this 

scenario. A good way to keep track oflong-events in play is; 
I) Play long-events upright (so you can read them); 2) 
During tach Long-event Phase, invert (rotate 1800) any 
long-events which began the tum upright. and discard any 
long-events which began the tum inverted. 

VICTORY CONDmONS 
You win if lortlb 5uc(("ssfully delivers Hraling Hffbs to the 

lord before he dies of his affliction. You lose if lomb or the 
lord dies before the mission is completed. 











A SAMPLE DECK 
Sites Othu Characters: Shield of Iron-bound Ash Sb.ycr 
Buhr Widu B=d Sword of Gondolin W'T 
Dale Yordi Torque of Hues Wolves (xl) 
Dead Marshes Theoden Wann Now Be Hean and Shadow-landfDark-
Dol Amroth Imrahil Limb domain Creatures (7): 
Dunharrow Resources (35): Hazards (40) "Bert" 
Eagles' Eyrie Athelas (x2) Wildernes.sjRuiru & Adunaphd (;1.$ a Cfuture 
Edhdlond BI�k (,3) Lairs ere.tures (15): only) 
Edoras Bridge "Tom" Ghosts 
Glittering eavu Cram (x2) uvc-drakc (x2) Ghouls 
Grey Havens Dark Quarrels (x2) Dire Wolves Half-trolls of Far Har.ad 
Uricn Dwarvcn Light-stone Giant Marsh-drake 
Lossadan Camp ForewOImcd Is Foreanncd Giant Spiders Ore-guard 
Minas Tirith Gates of Moming (x2) 
Mount Gram Hobgoblins Other Hazards (10): 

Gwaihir Land-drake Doors of Night (x2) Mount Gundabad Hall of Fire 
Rivenddl Healing Herbs (x4) 

Lesser Spiders Doubled Vigilance 

The Gem...deeps Ore-raiders (x2) Eanh-tremors 

The Pukc:l-deeps 
Many Foes He Fought (x3) Ore-warriors (x2) Fell Wimer 
Many Turns and Stirring Bones Namdeu Thing The Under-leas Doublings Wargs Pierced by Many Wounds The Under-vaults Master of Esgaroth 

Free-domain/Border-Iand Rank upon Rank 
Surting Characters: More: Sense Than You (x2) 

Creatures (8): Redoubled Force 
10reth wilb Elven Cloak Noble Hound 

Abductor Wake of War 
Faramir witb Athc:las Orcrist 

Ambusher 
Boromir wilb Secret Passage 

Brigands (x2) 
Dagger of Westemesse Secret Ways 

5.3 HERB INDICES 
The two alphabetized indices rhar follow are designed to hc:lp [he GM or player find the curative or poison they need 

quickly. Accordingly, Section 5.3.1 indexes all herbs described in Section 4.0 according [Q the type of region in which they 
may be found. Section 5.3.2 daS5ifies these same hn-bs according to their curative (or poisonous) properTies. Sterion 5.3.3 
cross-references all of [he alternate names used of these herbs in other MERP publications. 

5.3.1 RANGE/WHERE FOUND 
This index groups the entries from Section 4.0 according to the kind of environment in which a given curative or poison 

may be found. An asterisk CO) appended to a name indicates that the herb in question is known to exisr only within a specific 
region of the type under which it is grouped. To detennine whether th:lt herb would be accessible, the GM or pla�r should 
consult the appropriate entry in ScctiOil 4.0. 

COASTLANDS Culkas FORESTS FORESTS 
Ancalthur Desert Amber" (CONIFEROUS) (DECIDUOUS) 
Avhail Gang Aligu &Idfoot 
.dm Juth Black Vi�s· &rurin 
Ot-gik K.o.rg;j�k· Blue Pi� Bosko .... 
Drif Khgul Ot-lrun uj· 
Eh", Kly Finchfuthn Chap-beech 
Gulfbl'llkc umgi Lord 'n' Glory Cicino· 
Gylvir N�Jh�d( . Mothnnel Dudly Milk-white T rumpct 
lauth�lion Ul-n�za Ndluin Dinfu;n· 
lronbinf Wdwal 51onebn(� E.anhbrc�d 
Jiuu 

FORESTS Swrct Sond Ercdrn�· 
�ddaw 

Arbn', Slipper 
Swrrutu Gumumiti 

�athom T3ylU.g� H�rwiu· 
Vinya .... $ul�· Asp Glands Tt'm.unc Hiam 1llOJ.$. 
Worldivur· Asp Venom Whiu,berri«i Ytw Hrast· 

A.1mrroot \Vincbmit Kinvfoot 
DESERT/ARID H�rt's Glory 

Witch Hnd Lo.dylO(k 
Bo.death UU Witchbriar Lo.inimit 
CocHan Sludowvinr· 

Ydlow Hrmlock L", 
Culan Md«n Loz:l· 



Monkm�g Shimmer Sprig Ad� Cargalcn 5.3.2 TYP!f{ 
M�k Sl�, Arlan's Slipper Carpn Mon USAG 
MoJhl,� Zaganur Black Qover CroWlongue This index groups Nightfoot 

GRASSLANDS 
BonCKt Deadly Akr.a 

thc herb entTie5 from Primhock Brddiar- Dung.reyeling Psarch 
Puff.spice Alambas· Crcagach...chniimh Fangonh Seerion 4.0 by the cat· 
Rabbit thumb Arrowtcd Cuildolthor" Aamuoot egory of their medici-
Rtglcn Asp Glands Dudman's Eyu· GrodIoth· nal applications. It is 
Rewk Asp Venom IXlrun Gulpnwash· intended to help the 
Rigina Avhail Dwarves' E)",hright· Jegga GM or playCT locate a 
Rose tree Banu.i� Faghiu· Lcnhafn 
Rosecn:�. Bin:<'Tion Fairyfu.ir Lothgaltn curative( orpoison)ap-

R_"" Black Qon. Aealnne· Luminow vr.ak propriate (0 his or hCT 

Sl�, Bright Blue E)"'s F�thul Madarch need It may useful to 
Stag's Purse: Buttcrfoot (;efnul· Malodorous Milkcap use this indu in con-
Stra....mumh Carlong Gnc»h" Margath junction with that in 
Terhas Caradhrain Gorfon" Moonthumb Section 5.3. I above. 
Thurl" Dagnuther Gredclnar Nightrod 
Vamalda Eddij· Gumumiti· Other Eyes BONE REPAIR 
Wolfstooth Elbin's B.asket Ironluf Plant·like Stone Arfandas 
Wolfwon Estualqui! Kalmog', Spoor" Ruthin BoJik 

Fircbrcath Kingslock Shadowvine· Boncsct 
FORESTS (RAIN) Flu. Roin Little Dragon & Shagu.hitter Carlong 
Bitlcrwood Gaifas Bear', Tongue Skull Cap �t Mo.u 
Coraco· Goldenmint M..tu.l', Gift Slimy Gorkin Ed= 
Dragul" Halt's Glory Maiaru. Stout·hun Gulfbrake 
Eddir Healer's Ownomile Mtgilloth Traitor', Gobin Mounuinrod 
Gumumiti Jana. Gnu Mcuistljln Kukk.a Viptt's Bane 
Hopptt Mushrooms Kokru Mirgalen White Dutroye. BURN/ 
Hoppcrfoot Malimmcnti' Mountainrod Witch', Pic EXPOSURE 
Karfa.· Mcgilloth Mountainthom Zulsendura· REUEF 
Kuia· Menig" N5kokasvi· z"' Alamhas 
M�k Milkpurst Nimgil" Al� 
Pargen M'rna.i'. Crown Saewedhil UNDERWATER Bluednke 
Pcppcrglove Mountainwced Snowbane Fdmather c�'" 
Rivcrtravcler M"� Snowdr:agon Jiuu Dngon Gnss 
Rud Tanka Nehtclaue Tyr.fira LirM.:"'i lronlcaf 
Slird Nclthandon While Mountain Poppy" Monk Hair Little Dragon 6: Bear's 
TO.>.d'5Glov� OJvaclri Zag:lnu, Seathom Tongue 
True Tamas· Pigmint SUrinil Mdmt Lou 
Wiun" $ai/dus" SPECIAL 

WETLANDS Olvariri 
Ycllowfan Slung Arlcuu Sug's Pursc 

Silmiri' Athclas Akbutcge" Telck FRESHWATER'S Sindiluin IXuhbalm B.aH.ka 
EDGE Sinn I1yalma Bluedrakc CIRCULATORY 
A.fancbs Siricn� Lcmbas BoglO(k REUEF 
Arpsusar U"� Miruvo. Curfalab "'Ion 
Bnmhl<'TOSC Usqud6tC'· Pipcweed CuruJom o,ikyUv 
ear"fne Mustard Vinuk Scrumpy Dogmallow Firehrc.ath 
Dlikyii"- Vnl Nimloth Dragon p Golden Crus 
Dynalln Wifwi( Numd)osK Foxrosc nyalma 
Ed= yu� Tuluar Gylvir Ladylock 
Ecldnk� Unikukka Kennesank Lisge.cg 
Ftbfendu HILLS Yulda M...il�o Lisgcng Luminous Vnk 
Fi�hfuthc. Arunya Musukuu· Madarch 
Golden Cress· Bodez)ist" TUNDRA Pangwood M'redri's Crown 
Gonhithui" Cuhdir" Atigax P�.imound Miruvor 
Kinir- H�rudla· Elendil's Basket Phacalus" Monk hair 
Llikesavu· Hillbroom Kathkusa Quccnstaff Phacalus 
lai cahwan Kiscoboba· MustOlkuu Red Willow Plant·like Stone 
Lon!. Klytun· Snapcanc Rinnravder R-m 
Mclandar- Madwort Tclek Rolling Reed Sindiluin 
Mounuinrod Silnr Fir-

UNDER.-
SIu' T,""" 

Mounuinthom L, .. vrima Splayfoot Goodwon Yellow Hemlock 
Oiolassi!" :Ug�nz.ar GR.OUND T andla· 
Poison Willow" 

MOUNTAINS 
Bearded Fang Water Hemlock 

Rewk Black Cackler Witch Haul 
Shup's Plume Adna Buttonhud 

Ald.W Camad.arch 
Al� 



CONCUSSION Rtd Willow ORGAN REPAlR/ Rolling RHo Ruthin 

REUEF R�gI�n PRESERVATION ROKTrcc s..cwcdhil 

Baldfool Swcu SolTd AI'"", Rosccrccpcr Sh:.gu-bitlcr 

Bnmblero5C Va.n:..ld", Asp Glands Rud Tcmka Shar.lg 

<:'=0 Windamit Asp Venom Sailchas Silmire 

Ddf Witch Haul Betulin 5.:mddaw Skull Gp 

Fiahfuther UFE Buturfoot $h, Slird 

FWn.�' Fcbfcndu Sludowvint SJou 

Fo:uosc PRESERVATION Hopper Mushrooms SJurag Taynaga 

Gorig Cuildolthor I1Y:U1lllI Shimmer Sprig Tn.itor's Goblet 

Gdn.,J Deg!!'; Kingslock Snapcanc Ucln .. 

Han's Glory Desert Amber M�k Snowb:rnc Yul 

Huwite Eddij Sil'2Jl Snowdl'llgon Water Hemlock 

Hopperfool Grodloth Siricn .. Spbyfool Goodwort \Vbile Destroytt 

lauthalion Mo, True Tamas Slond"nc! White-buried Yew 

lronbinc Nimloth Stout-hurt Witch's Pic 

Kargijak Oiolau� PHYSICAL StTilwrhumb Wolfstooth 

Lord 'n' Glory Parg<'n ALTERATION/ SUn,,;( Worldivur 

Mahal's Gift T yr-fira ENHANCEMENT SwccUbr Zaganzar 

Moonmumb UI-n:..za AJUIlya Tutell", 

Nchtclassc Vinyanuta(i' Arigu Taynaga STUN REUEF 

Nightrod B[�ck Vin�' Thurl Gumumiti 
MISCELLANEOUS 

Rcwk Brukonc T O<Id', Glovc uinimit 

Suthom 
Chap-h«ch 

Boxdc�th Viptr's &ne Vinuk 
Crowtongue Welwal 

Sheep's Plume Curuloth Bright Blue Eyu While Mounuin Poppy 
Wiran 

Witchbriar Delrc�n Bullonhud Yaran 

W<.Ilfw<.l11 H=, Gj Zuhmdura 

Monkmeg Ca ... dhr:ain Zm 
DRUG Deadman's Eyt.$ 
Bitterl<.lve Mustakuu 

Dogmall<.lw POISON 
B!:lCk Cacklu PangwQ(><i 

D"'gul Adna 

Brddiar Pipeweed 
Dwa�s' Eyebright Ancallhur 

Cashdit Silver Fir 
E1bin's Basket Asp Venom 

Quthbalm Usqudoti' 
E1endil's Basket Black CI<.Iver 

Dung-reveling Psarch MIXTURE Ercdcna B<.Iglock 

Kasi� Arkuu Emulquc Camadnch 

Othcr E� Haruella Faghiu Cargalcn 

Scrumpy lIyalma Fairyhair Cttagach-chn.iimh 

Tmuanc Yulda M...i1i!o Fdmamer Deadly Akr� 

Unikukka Finchfeamcr Deadly Milk-white 

Wifwif MUSCLE/ Frosthcal Trumpet 

CARTILAGE/ Gaifas Deathbalm 
GENERAL TENDON Gnosh Dinfuin 
PURPOSE REPAlR Goldenminl Dynallca 
Akbutegi Arpsusar Gylvir Fangorth 
Arlan G<.Inhithui 
Arlan's Slipper 

Dagmather Healer's Qamomilc 
Gttddnar 

Ebur Hiam Moss 
ArT<.Iwced 

Ec!drake !Uthkusa Janar Grass 
Athdas Kirti. Jcgga 
Bam�ic NERVE REPAIR Kiseoooba Jitsu 
Bitterwood Au. Roin Klagul jorn 
Cattfffi: Mustard Gorfon Lcsugi """0 
Cidno Nelluin Megill<.lth Kalmog's Spoor 
Cod<fw Nume][o .. c Mcl:mdar !Udar 
C.,Jw Quecnst�ff Mcrrig Kennennk 
CurfaJaka Tubas Motherne! Klr 
A�ab;me YdJ<.Iwf:m M<.Iunuinu\<.Im Klrum 
Gulpcrwash M<.Iunrainwced uwrim 
Hillbroom NUTRITION/ 

N.ikokasvi Limhucg 
Kingsfoot REFRESHMENT NlShadt Lothg�len 
Lukcsavu Avhail Nightf(,l(,ll l� 
Laicahwan Bearded Fang Pcrimound Madwort 
lonho Bluc Pine Phac.alus Malodorous Milkcap 
Mai�na Bodczlist Pigmint Mcuist�j:in Kukb 
Malimmcntc Earthbrcad Primhock Morhcttg 
Margam Lcmbas Puff-spice Ndthand<.ln 
Milkpurse Lcnhafn R�bbil Thwnb Poison Willow 
Mirgalm Nimgil RivcrtJ'avc!er Rigina 
Pcpperglovt: Slimy Gorkin 



Middle .. earth® CCQ Accessories 
Middle-earth: The Wizards� Unlimited Edition 

Winner of the GAMA 1995 Best Card Game. Middle-earth: The Wiz­
ards'(METW") evocative artwork. has received extraordinary praise, and 
the game has been lauded for the way it draws players into the world of 
Middle·earth. Designed for one to five people, each person needs a 76-
card starter deck in order \0 begin playing. 
ST #315 Starter Deck (76 cards and fules) 
ST #3015 Starler Display Box (10 orST #315) 
ST #316 Booster pack (IS cards) 
ST #3016 Booster Display Box (36 orST #316) 

$9.95 
$99.50 

$2.95 
$106.20 

Middle.-earth: The Dragons'" Limited Ed. Expansion 
Winnerofthe GAMA 1996 Best Graphic Presentation of a Card Game, 

this 180-card sel is the first expansion for the Middle-ear/h Collectible 
Card Game (MECCG'�). 
ST #320 Booster Pack (15 cards) 
ST #3020 Expansion Display (36 of ST #320) 

$2.9S 
$106.20 

Middle-earth: Dark Minions"" Limited Ed. Expansion 
This second expansion for MECCG features several themes to fur­

ther enhance and expand play of the game with Agents, Under-deep Sites, 
new Quests, and plenty of new hazard creatures. 
ST #330 Booster Pack (IS cards) 
ST #3030 Expansion Display (36 of ST #330) 

$2.95 
$106.20 

Middle-earth: The Lidless Eye'" Limited Edition 
Middle·eal'/h: The Lidless Eye (MELE"') allows you to play a 

Ringwraith and use minions as your "characters," forming companies 
and gathering power to advance Sauron's cause in Middle-earth. This 
stand alone set of 417 cards includes both starter decks (with rules in­
serts) and booster packs. As with MElW, each 76-card MELE starter 
deck is playable without additional boosters. Also, MELE is fully com­
patible with all the other MECCG products. Now with the addition of 
MELE, you can play a Ringwraith vs. Ringwraith (MELE vs. MELE) 
game, or a Ringwraith vs. a Wizard (MELE vs. a METW) game. 
ST #340 Starter Deck (76 cards & rules insert) $9.95 
ST #3040 Starter Display Box (10 orST #340) $99.50 
ST # 341 Booster Pack (IS cards) $2.95 
ST # 3041 Booster Display Box (36 orST #341) $106.20 

Middle-earth: The Wizards Companion'" 
The perfect reference and resource for players new to ME11¥. In this 

Companion you'll get the starter deck rules (in larger print!), the complete 
list of all the Limited Ed. cards, basic strategy tips, a selection of scenarios 
for playing out specific storylines in Middle-earth, plus solitaire rules. Also 
included is an 8 page full color NW Middle-earth map insert. 
ST #3333 $10.00 

Middle-earth Role Playing� 2nd EditionlSofkover 
Middle·earlh Role Playing 2nd Ed.(MERP'" II) brings the most popular 

fantasy trilogy, The Lord a/the Rings·, (0 life as never before and helps 
transfonn your dreams into action. With MERP If you can step out of 
this world and stride boldly into Middle·eanh, where you can adventure 
as an Elf, Hobbit, Man, or even an Orc. Rather than just reading about 
the servants of the Evil One, you can do something to stop them. Stand 
vigil against the minions of the White Hand, battle the Black Riders, or 
spy on the men of Mordor. Wherever your mission and courage take 
you, we invite you to adopt a character and try your hand at adventure. 

MERP If is just what today's roleplayers want-an accessible, user· 
friendly rules system. This Second Ed. adds new material to the original 
rules but remains fully compatible with the first edition of MERP. 
St #2001 $20.00 

Middle-earth: The Wizards Casual Companion� 
The MElW Casual Companion is the perfect guide for both the ca­

sual gamer and Tolkien fan alike. This 48.page book is filled with basic 
deck strategy and helpful hints to get the casual gamer up and running. 
Also included are Beginner through Advanced decks, scenarios, soli­
taire rules, strategy hints, and plenty ofTolkien trivia and quotes. 
ST #3340 $8.00 

Middle-earth: The Wizards Player Guide� 
Ideal for both novices and expens alike, this Guide lets you peek into 

the minds of several MECCG expens and learn how to systematically 
master your deck-building and card playing strategies. The MEJW Player 
Guide includes a Strategy Guide, a Complete Card Analysis, League 
Overview, and Sample Decks. 
ST #3334 $14.00 

Middle-earth: The Dragons Player Guide� 
Middle-earth: Dark Minions Player Guide"" 

These player guides for the MECCG feature in-depth analysis and 
reference information for MUD and MEDM expansions using the same 
fonnat as the MElW Player Guide. 
ST #3337 (Middle-earth: The Dragons Player Guide) 
ST #3339 (Middle-earth: Dark Minions Player Guide) 

Middle-earth: The Lidless Eye� Companion 

$10.00 
$10.00 

Great for novices and expens alike, the MELE Companion includes 
the complete MELEruies (in larger print). a complete list of MELE cards, 
scenarios for play, and several full-color NW Middle-earth maps. 
ST #3341 $10.00 

Middle-earth CCG Maps (2) 
In this set you get a 17" X 1 1 .5" map (three· hole drilled and folded to 

fit in a standard three·ring binder), and a 23.5" X 17" map (includes 
complete information on which types of cards are playable at each site). 
Both are printed on a durable plastic-paper that resists stains and normal 
wear and tear. The full-color interior of this slip cover can be used as an 
insert for the cover of a 3-ring binder with clear plastic cover sleeves. 
ST #3338 $16.00 

Lord of the Rings Poster Map� 
This beautiful 2' X 3' full-color, highly-detailed poster map is an invalu­

able companion to anyone interested in exploring Tolkien's mythic world. 
ST #2024 $12.00 

Borning Eye Dice� Pair (1 Red, 1 Black) 
ST#337 

The Hobbit Adventure Boardgame'" 

$1.50/pair 

The Hobbit Adventure Boardgame is a fun, fast-moving fantasy 
boardgame based on lR.R. Tolkien's classic bestseller, The Hobbit". 
Designed for 2·4 players and playable in 1·2 hours, it is an ideal choice 
for an evening's entenainment. Simple but clever rules make it both easy 
to learn and fun to play again and again! 

It only takes about 15 minutes to master The Hobbit Adventure 
Boardgame rulebook. Then you just unfold the full-color, mounted 
mapboard, select a plastic Hobbit, deal out the money and life points, 
and start your journey across Middle-earth. Along the way, you'll ex­
plore sites, battle monsters, discover treasure, acquire ani facts, challenge 
your opponents with tricky riddles, and then travel nonh to Angmar to 
challenge a foul Dragon. 
St #2222 $35.00 




