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1.0 INTRODUCTION

In [.RR. Tolkten's cpic tales of Middle-carch. che
astomshmg breadth of gcognphy prcscnwd was but one
facetin the writer's masterly creation of “feigned history.”
Consider the journcy embarked upon in The Hobbit® (or
There and Back Again

Thorin and Co. started theirtravels from a Dwarf-hold
in the Bluec Mountains. Thcy crossed all of Eriador
{picking up Bilbo en routc), forged through the Misty
Mountatnsinto the Anduin lec s, and braved Mirkwood
to arreve at fast before the Lonely Mountain.

Frodo's passage to Mordor ranged through even more
varicd cultures and terrain. Although would-be travellers
to Endor must journcy i the imagination only, thes
campaign atlas—--Northwestern Middle-carth™ —attemprs
to provide all the information a wayfarer might require.

1. THE ATLAS

Prorissor ToOIEN'S LEGACY

Each campaign aclas 1s based on extensive rescarch and
attempts to meet the high standards associated with the
Tolkien legacy. Rational linguistic, culeural, and geologi-
cal data are employed. Interpretive material has been
included wich greac care, and fits mto detined patterns and
schemes. ICE does not intend it to be the sole or proper
view: instead, we hope to give the reader the thrust of the
creative process and the character of the Middle-earth
milicu.

Rememberthat che ultimate sources of informationare
the works of Professor J.R.R. Tolkien. Posthumous
publications edited by his son Chnstopher shed addi-
tional light on the world of Middle-carth. These modules
arc derived from The Hobbif® and The Lord of the Rings™ .
although they have been developed so that no conflict
exists with any of the other sources.

SERIES

The Atlases of Middle-earth
scries 1s intended to serve as
the glue for all the background
and adventure material pre-
sented n the more focused
campaign, fortress, city. and
adventure modules published
by ICE. Each adas module
mcludes a gazetreer organized
togive Gamemastersand play-
ers a simple, layered, and ac-
cessible view of a major chunk
of the continent of Endor.
Critical basics such as area,
elevation, climate, population,
form of government, and min-
eral resources are covered—much like a proper gazeeteer.

A large, color map of the region is gridded to permut
casy location of specitic sites. Campaign maps, printed at
areduced scale so as to fit on a typical surface used for role
playmg, are also included. The gaps in these previously
printedmaps have been filled, giving complere coverage of
the regton. If destred, one may connect the campaign maps
as shown by the diagrams printed on thetr reverse sides.

[.2 GUIDELINES

IF:mtasy role playing is akin to a living novel where
players are the main characters. Everyone cooperates to
write a story never short of adventure. They help create an
imaginary land and its tales.

The Atlases of Middle-carth series is designed as a tool for
Gamemasters who wish to tun scenarios or campaigns sct
in J.RR. Tolkien's Middie-earch. Each campaign atlas
has statistical information based on the Middle-carth Role
Playing™ (MERP) and Rolemaster™ (RM) fantasy systems.
The modules arc. however. adaptable to most major role
playtng games. Creauve guidclines, not absolutes. are
emphasized.

1.3 PREFACE TO THE 1992
EDITION

Wich the exception of the Red Book of Westmureh, writeen
and preserved by the [Hobbits and eranslated by Professor
Tolkien, the Pelrandir Permellon {S. “The Vagabond's
Guide™) 1s perhaps the best surviving source we have
concerning the Third Age of Middle-earth. While the Red
Book predominantly contams narrative accounts of the
deeds of Hobbits. the Pelrandir Permetlon 1s a much older
work from Gondor and is a unique guide to virtually every
corner of northwestern Endor. As tts name mmplies, the
text of The Vagaboud's Gdr addresses the various problems
faced by travellers in the years immediately following the
Great Plaguc.

A Ship at Sea




A Tracker

in the 1Woods

In a brief mtroductory note. the author identifics
himself as Camagal of Minas Tehil. Camagal apparently
compiled che work as part of aroyal commission issued in
T.A. 1637 by King T'arondorwhich gauged the cffects of
rhe Great Plague upon Gondor. The nulitary census was
completed with an efficiency characteristic of the
Gondorians. Population estimates from the census are
difficult to determine, for Tarondor was more concerned
with theabilityof his land to fend oft ruuds from East and
South. and he counted nor the entire populace but men of
fighting age and local agricultural or mineral resources.
The resules of the survey were sene o Camagal, who
compiled them with his own geographic rescarch to
present a comprchensive geographical tone describingall
lands within Gondor’s influence. Camagal seems to have
had a fascination with the Wild Lands outside the
Diinadan kingdoms. which is fortunate for the modern
reader, since most writers of the mid-Third Age rarely
looked beyond the safe borders of the “civilized™ lands.

The origimal manuscripr was destroyed by the hordes of
Mordor during the sack of Minas Ithil in T.A. 2002.
Fortunately, many copies were in existence at the time.
owmg to the populanity of Camagal’s work. All of these
first-cdition copies have now disappeared by means of
Hame. decay, and theft. and the text would have been
torever lost ro us were it not for the dutiful scribes of

Munas Tirith during the War of the Ring. who recopied
the Pelrandir Permellon and bound it with several of the
documents used by Camagal in his rescarch. I have
included some excerpts from these documents in appro-
priate places to provide che modern reader with a taste of
the literary life i Endor in the Third /\gc Though
Gondor was far from a wholly literate socicty in F.A,
1640. cnough records stirvive to indicate that Gondor was
beginning o develop at that ume a culture thar was based
in no small part upon the written word. The oldest
surviving personal letters and dianies date from s
period, so Camagal's work provides a valuable glimpsc ar
acrucial nexus of Middle-carth’s history. Camagal’s deci-
sion to org.\m/c Middle-carth accordmg to an abstract
concept of “realms.” as opposed to one of tribes or
peoples, indicates a sophisticated and highly civilized
understanding of nationhood, surprising for Camagal's
time. Even more \urprmné, is the appearance of this
understanding in the incipient genre of travel hicrasure.
Obviously, the Great Plaguc did much to change artitudes
towards government. as land, people. and rulersmerged in
the scholarly imagination mtoone broad concept of State.
Camagal hitnself must have been a most remarkable
man. Our historical knowledge of han ts [imited to the
facts that he once traveled extensively as a satdor in
Gondor's fleet and served as the Master of the scholarly
fellowship 1n Minas Ithil known as the Tatharond.

His writings betray a remarkable tolerance for dif-
ferent cultures, and. though he occasionally trears
the Dunlendings and Driiedain as savages, his ap-
proach to their cultures is astomshingly mformed
for his age. Even Gondor’s hated enemy Umbar
receives leeele of the malicious rhetoric so common
m Camagal’s day. Srill, Camagal was notwholly tree
from bias. His rescarch obviously did nor extend far
beyond the lands known well to the Dinedain. [
grants only pe mmcror\ treatment to the lands of
Harad and Rhin, refusing cven to acknowledge
Dorwinion and Khand as viable realms. Though he
acknowledges the existence ofthe primitive Driedam,
it 1s clear that he knew next ro nothing about their
culture.,

Camagal's dicrion reflects a linguistic tension
obvious in Middle-earth in the second millenniim
of the Third Age. He wrote 1n Sindarin, as was
expected of scholars of the ume. However, he also
meluded many proper names in Westron and used
them interchangeably with their Elvish counter-
parts, This may reflect a certain careless usc on
Camagal’s part in regards to the reporrs of ns
cxplorer friends whom he used as lus sccondary
sources. several of whom have Northman names.
More likely. i reflects the growing acceprance of
Northman culture 1n Gondor follow ing the Kim-
strife. [n this edition, I have normalixzed spellings
where possible. for the scribes of Gondor wrote
phonetically, resulting in a wide range of spellings
through the years for rhe name of:lny parucular site.
Also, | used Elvish names tor most entrics in the
Giride. adding the Westron equivalent in parenthescs



where it appeared to be used regularly. Only where
Camagal exclusively utilized the Westron name for a site
have [ listed it under its Westron entry. Futchermore,
Can1ag1l applied a minimal edicoral hand to his work,
jotting down new entries as they became available to him.
Sincche used no form of organization inhis Guide, I have
chosento list the entries alphabetically within

four broad categories: Geographic
Arcas, Realms, Inhabited Sites and
Ruins, and Nartural Features.
Finally, I added a few recent
essays on life duringthe Third
Age which I hope will add a
dimension of conunuity
between the vartously de-
scribed realms.

The two primary sour-
cesforCamagal’s account
are his own travels and
the surveys of Tar-
ondor’s army. Conse-
quently, the lands of
Gondor receive promi-
nent mention in The
Vagabond’s Guide. How-
ever, he also had assis-
tance from a number of
explorers whose names
appear without comment
tn the mtroduction and
dedication. No doubt
the years after the Plague
were a turbulent time
when adventurers could
casily win fame and
riches. The exploits of
Guineth of Rhovanion, Bregonar of Dol Calantir. and
Falan the Quill may be forever lost, but their travels form
the basis of our knowledge of the lands outside Gondor.
At least one was a long-distance trader. judging by the
mercantile focus of many of the entries. Camagal’s knowl-
edge of the North suggests that he held ar least a regular
correspondence with a scholar in Fornost. and his famil-
iarity with the Elvish lands tmplics thar he was either an
Elf -friend himselfor trusted friends withone with access
to hbraries at either Michlond or Imladris.

The Pedrandir Permellen is far from a comprehensive
work. although Camagal accomplished nothing short of
a marvel given the technological limitations of his age.
Accidental omisstons are all too evident, and some mate-
rial 1s undoubtedly inaccurate. Presumably, one of the
finest maps of western Endor accompanied the book, but
later cartographical improvcments have resulted 1n much
later and more accurate maps in the survuvmg copy of the
Cuide. T hough quite a few errors and inconsistenctes exist
tn the text, Camagal did an extraordinary job of separating
geographic fact from legend. Later editors changed little
(rom Camagal’s original text, a tesimony to the scholar’s
accuracy and meticulousness. Most suspect are the figures

for populations, which arc presumably based upon
esttmates of the sizes of military forces gathered by
Gondor's intelligence sources. The sizes of Orc-tribes are
least likelytobe accurate. espectallyin Mordor, which was
in the process of secret repopulation by Sauron during the
ume Camagal was writing. Finally, certain features of
the Pelrandir Pennellon suggest that the text
we have m our possession is nota pure
one. The work of later editors is
evident in places. For instance,
Camagal could not have
known the true identity of
Sauron or of his plans to
re-fortify Mordor in the
years following the Great
Plague. Evidently, alater
scribe took the pains to
updace Camagal’s man-
uscript, but fortunately.
he lef t most of the work
intact. Camagal’s work
has been deleced from
the translation in places
wherehisdatas cleacly
not accurate. Where
more reltable mfor-
mation is avatlable,
it has been inserted.
Throughout the work,
spellings have been
regularized to proper
Sindarin forms. or cd-
itedtoagree with forms
appearing in the Red
Book.

The Vagabond’s Guide
wasenormously popularin the Third Age, based uponthe
number of copies which were made, the care with which
they were illustrated, and the imitators which tried to ride
the success of Camagal's work. None of these later guides
come close to the level of scholarship or accuracy evident
m the Pelrandir Perinellon. Most are merely collections of
gossip and tall tales about distant lands. When based
upon reliable facts, however, the imitators shed light on
some details left vague by Camagal. Where inf ormation
has been drawn from a source orher than the Pelrandir
Permellon, T have noted it in the text under the author’s
name (or title, if the author is unknown). The following
texts fall within the literary tradition bcgun by Camagal

| The Kléan Dzarbek (Apy “The Wise Mariner™ of
San Martorm The most scholarly of Camagal'’s inmtators,
San Martorin was a man of Haradan origins who wrote in
Umbar around T.A. [702. His work reached rhe libracy
of Pelargir after a fortuitous Gondorian ratd on a cargo
vesscl bound for Far Harad. In Pelargir.the Kldan Dzarbek
was transiated tn:o Sindarin and copied many times. The
copy available to us was found m the ruins of the Castle
of Tharagrond. wrapped in oilskins and perfectly pre-

served.

A Sl't(}’tr
Pesteved by
Goblins



Ephel
Disiath
Map

The Kldan Dzarbek is very accurare concerning the lands
of Harad and Umbar. far more so than Camagal's Cuide.
San Martorin can be qutte boastful when describing his
homeland. and most of his figures must be taken with a
gram of salt. However. when he tums his attention to the
North, he incvitably relies upon the yarns wrought by
drunken sailors. For examiple, Minhiriach ts described as
a city filled with giant mushrooms and paved with streets
of tin, while he portrays Rhudauras “aland wherethe men
have horses’ tails and the women all stand cight feec call.”

b) The Pecpvath Rimedain (S. “Book of Peoples™) by
Drégil of Fornost. Drogil’s work is clearly an imitation of
Camagal's. borrowing large portions of text describing
Gondor and the lands cast of the Misty Mountains. The
surviving copy of it appeared mysteriously at an art
auction in 1973, where it was purchased by a collector
who graciously agreed to allow portions to be iranslated
and reprimed. No clue cxists as to the origin of the
Pergwath Rimedain, save for the author’s name m a colophon
and a mark in the margin pecuhar to the library of FFornost.
Scientific tests have proven the rext to be genuine and have
dated it to roughly the year T.A. 1900.

The Pergwath Rimedain has litele toadd on the geographic
arcas of Gondor and Rhovanion. Drogil 1s also preoccu-
pied with court intrigues of his day. not particularly
relevant o a study of the years followmg che Plague.
However. he is quite lucid on the geography of Arthedain

and is our sole source of information on the

[.4 FOREWORD

In this time of cormtprionand decay. our knowledge of
the world shrinks with each passing day. Only the atten-
tions of our Honored King Tarandorkeep us fromslhiding
mto tacal ignorance. At his sage command. | have pre-
pared a work of Geography as an aid to those travellers
who desire to pass into those realms of which we have lictle
or no knowledge. Having once been a voyager myself, |
know of the dangcrs to which ignorance can lead. Thus.
tn the debased rhetoric of this fallen age, T have attempred
to describe the character of our realin and those surround-
ing ours. My own crude words can barely match the
clegant clocution of the days of Elendil and Isildur. but |
belicve that it is beteer to prescrve knowledge for the good
of all. even if one cannor dress it in beauciful speech.

Atour Monarch's bequese, I compiled all of the records
of his great survey to show the strength of Gondor after
the Great Sickness. For his aid and that of his depuries, |
offer my heartfelt appreciation, for without their ceaseless
cfforts, my writing would have amounted to naught. For
reports from beyond the Argonath and the Gap of
Calenardhon, | thank my many correspondents, most
particularly Guincth of Rhovanion, Bregonar of 1ol
Calantir, and Falan the Quill. Perhaps. with the enterprisc
of people like chese, we may pass out of the years of the
Shadow. and into the time of the Reunited Kimgdom.

—Camagal, 16 Gwacrron, T.A. 1640

land of t.indon. Drégit hasgood command of
Sindarin, writing in verse (here rendered as
prosc ). but his stvle is hughly subjecrive, occa-
sionally bordering on the maudhn.

¢) Edelesboc (W. “Book of the Land”}. No
author is known for the Edelesbor, of which two
copies survive today, with only minor varia-
rions between them, One, probably the origi-
nal, is attributed to seribes from the town of
Dale in the years soon after Bard off.sg.aroth
became the first King of thar region (1A
2944). The second, undoubredly a copy. to
judge by the seribal errors. appeared among
the possesstons of an Easterling merchant,
whosold it to an agent of Kimg Elessar in F.A.
120. F'he Fdelesboc was written for the Kings of
the North so that they mighr judge the re-
sources of their realm and of their neighbors.
Written in Westron, it bears similarity to the

Pelrandir Penuellon (mly in irs subject mateer.
Terse and wildly out of date, even when
written, it nonctheless offers a good description of many
natural features of the East. The anonymous author was
mrerested m recordmg informartion, not m entertammg
his readers. Thus, che prose is occastonally stileed, follow-
ng a very basic pattern of sentence steucture. This may
also be duc to the factthat the Northmen in the Lite Third
Age were just begimning to develop a literary culwre, and
that their book-diction was still racher unpolished.

Undoubtedly, many more similar works existed which
are now lost to us.




2.0 GEOGRAPHIC AREAS

When studying specific realms and sites of northwest-
crn Endor, it is valuable to view them againse the backdrop
of the geography where each is located. Certain territories
share a comunon climate and geology, making it reason-
ablc toconsider these regions asgeographic areas. Suchan
approach scetns further validated by the Elvish percep-
tions of the First and Second Ages. Many names of
Sindarin or Qucnya origin linger from these carly times,
retlecting the Eldar’s view of rhe landscape. A listing of
Geographic Arcas, wich their predommant characteris-
tecs, follows.

Note: Fathoms and knots are among the more un-
usual units used 1n the secrion below. For readers
unfamiliar with these measurements: 1 fathom =
6 feet, and 1 knot = 1.2 miles per hour.

BELERIAND (LINDON)

Type: Remnants of a Drowned Land.

Area: abowe water: 42,900 square miles.
below water: 617,000 square miles.

Elevation: average: 500 feer.
lowest pomnt: beaches at the base of the chalk cliffs
Felaigram (8. " Wall of Caves™: sea level at low tide,

and 2 fathoms below the sca at high tide.
higkest point: Amon Draug 1,634 feet.

Climate: average annual preapiation: 40-60 inches.
niean anaval tonperatre: S0-60° F
average low: Nmui 15°F

average high: Urui 75° F
Map Coordinates: BI-E3

Composition: The remnants of Beleriand consist of folded
sedimentary rock (slate and sandstonc) with lodesof icon. The
Elves burn coal, which ¢m be found 1n abundance in
Forlindon, i their hearths on cold nights.

Notes: The land ts covered by rugged hills divided by fertide
valleys. Few remnants of the once-mighty Elven-kingdoms
survive from the First Age. A light rain or mist falls most
days of the year, giving the landscape an cthereal quality.
Mosses and ferns thrive in the cool. hurnid climate. blanketing
the umcless scones. Teees in thisregienare mostly conifecous,
with firs and spruce cspecially common. Despite the
dampness, Lindon is an cerily beautiful place.

[Drogil of I‘ornost

EPHEL DUATH
(MOUNTAINS OF SHADOW)

Type: Mountain Range.
Length: 1075 miiles, from Udiin in the northwest toLhéagdhol
{8. “Snake-head”) in the southeast.
Elcvation: average peak elevaton: 5,000-7,000 feet.
lowest prak: Adzamon {Orc. “Knife-hill") 3.850 fect.
bighest peak: Mormacgon (5. “Black Piercing-stonc™)
8.804 fect.

Climate: average anmm[prmprmfmn: 15-35 inches.
mean auntal tenperature: 47-57°F
average low: Narwain 25° F
average bigh: Cerveth 90° F

Map Coordinates: H14-]19

Composition: The Ephel Diath consists of predominantly
igneous rocks, formed by volcanism afier che Great Bartle.
L.ictle nutneral wealth cxists in chese dry and barren peaks.
Any precipitation on their slopes washes tnto the verdant
lands of Tthilten or vanishes undemeath the grey shicld of
Gorgoroth.

Notes: Asurvey of Mordor written soon after the Fall of Sauran
lists sonte iron ore deposits in the desolate [and of Nurn. but
few posses the mitianve or the tesources necessary to
confirm the veracity of these reports. Cirith Ungol 1s the
only decent pass to cut the Ephet Ddath south of the
Morannon, and it is more suited to foor teaffic than to cares
and wagons.
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Once. the Ered Luin held precious
/'/ metals, but millenniaof Dwarvish
occupation has reduced these
| ; stores coatrickle of gold tnremore
mines inthevalleys. ThelNaugrim
now base their induscry on less
exalted metals which are sall
present in abundance: copper,
S iron. and tin. The footlulls are
made up of folded sandstene and
shale, providing avaried geological

ERED LITHUI (ASH MOUNTAINS)

Type: Mountam Range.
Length: 455 miles. from Udtin in the west to Carndil(S. "Red-

nose®) in the cast.

Elevation: averagr peak elevation: 6,000-7500 feet.
lowesr.Grop Kodar(Orc. “Hollow Mount) 4.186feet.
bighest peak: Prosapat (B.S. “Axe-blade™) 8.963fcer.

Climate: average ammal precipitation: 10.30 inches.
niean amsal temperatire 34-65°F
average low. Girithon 25° F
average high: lvanneth 105° F

Map Coordinates: H14-H19

Composirion: The Ash Mountains are made up mostly of
basal, with a fow peaks of granite. They arc igneous in
origin. fermcd at the same time as the Ephel Diath. Any
mineral wealth accessible from the northem slopes is
barcly worth mining. Nonetheless, some hardysouls from
Gondor scratch small quantities of lead and copper ores
from the solid basalt.

Notes: The fortress of Barad-diir and the volcano Orodruin
are partof a southern spurof the Ered Lithui. Nonc of the
Mountains.of Mordor receive any accumulation of snow
in the winter. The igneous rocks which form their base are
largely non-porous. Asaresult, rainf allwashes directly off
the slopcs, lcavingthem bare of any soil or vegetation. The
only birds which nest here are the foul black ¢rebain.

ERED LUIN (BLUE MOUNTAINS)

Type: Mountatn Range.

Length: 590miles. from the Ice Bayoftorochel in the north
toOrod Elwié (8. "ElwésMountain” Yat thesouthern end
of the ringe.

Elevation: aweragr peak elevation: 7,.500-8,500.
lowest peak: Amon Othar (S. "Kmght's Mound™)

6.023 feer.
highest peak: 1ossotil (S. “Snowy-peak™) 9.497f cet.

Climate: average annual precipitaiion: 30-40 inches.
mean anpyal temperature. 35-50° F
average low. Narwain -10° F
average high: Urul 80° F

Map Coordinates: A3-123

Composition: The Blue Mountainsare predominately marble
and limestonc. with many natural cavermns situated

undemcath. A high concentration of copperores give the

landscape.

Notes: The peaks north of the Gulf of Lht'n are generally caller

than those to the south. Some pine trees grow on the slopes,
but they disappear over 5,000 feet. Snowficlds and icecaps
are present year-round on the northeen range. The Dwarves
built their citics of Nogrod and Belegost here in the Firse
Age.and their descendants mainain their legacy with pride.
When Beleriand was still intact to the west, the peaks were
much higher than they are now. However, the catadysm
which caused Beleriand to sink bencath the waves also
shattered many of the tallest mountains of the Ered Luin.

mountains a bluish tint when viewed from a distance.



Ered
Nimrais

Map

ERED MITHRIN Not(js: El\(’isl; scholars claim that Ir’llt’ Ered Mithrin w‘crc once
part of the Lred Angren, which guarded the realm of

(GREY MOUNTAINS) Morgoth in the First Age. although they are surcly tess
fornidable than those legendary peaks. The Grey Mountains
are the home to many Ores. Trolls, and Dragons. Two amms
of this chatn form the basin known as the Withered Heath,
and the southem of these may be considered contiguous

Type. Mountam Range.

Length: 780 miles, from Gundabad m the west tothe Withered
Heath and the Emyn Engrym in the east.

Elevation: awrage peak elevation: 5.000-7,000 feer. with the Iron Hills.
fowest peak: Khélor-domal (Kh. ?) 3,642 fect. Very few trees can be found on the slopes. Only
bighest peak: Gondmacglom (S."Stoneof Sharp Echoes™) mosscs and lichens can endure the harsh climace and
10,720 feer. sporadic bursts of Dragon-fire. Though the Ered
Climate: average asral precipitation; 60-80 mmches. Mithrin are 6,000 feet tall and are uStl.’l]Iy C.‘lpped with
mean annwal temperature. 25-35° F tee throughout the year, passage across the mountains
average low: Ninui -15° F is fairly easy in a number of level passes. However, the
average high: Urui 75° F numerous hostile creatures in the area give one little
Map Coordinates: A11-AL6 reason to cross the range ac all. Rumors spread by

wandering Dwarves hint at rich deposits of gold and

Composition: The Ered Mithrinis compesed of the coarsegrey ) !
gems near the Withered Heath, yet none are so foolish

limestone which is comimon in nosthem Rhovanion. Caverns

filled with glistenmg rock formations and subrerranean as to follow them. Certainly, the cof fers of the Witch-
pools reward the adventuresome spelunker. A Dwarven king recetve much of the go[d muned 1n the Ered
expedition in the Second Age found some gold deposits near Miuchrin.

the Withered Heath, but they were forced to tlee when they
woke a dragon which lived in the vicinity. Near Angmar, at
the western end of the range, and tn the [ron Hills far to the Ered
east, grear depesits of ores rich in iron and lead may be
found.

Mithrin
Map




Notes: The Ered Nimrais probably appeared at
about the same ime Melkor raised the Hithaeglir.
The ruin of Beleriand pushed these lofty peaks
even higher. The highest mouncains have snow
caps throughour the year, but most of the peaks
are bare from the spring through the autumn.
Trees can be found quice high up thie slopes, over
9,500 fect a1 the western end of the range. Many
Gondorian mines cut into the flanks of the White
Mountains,taking advantage of the natural cavemns
found chere. Popular stortes maintain that small
tribes of Grants and Dniedain sull live in che
hidden valleys of the White Mountains, yet no
proof exists.

ERIADOR

Type: Up]and Basin.

Arca: 265,700 square imles.
Elcvation: ayerage: 550 fect.
lowest point: sea level.

highest point: Amon Sél (S. "Weathertop”)
1.504f ecr.

Climate: average anmal precipation: 30-50 inches.

mean annval temperature. 53-63° F

average fow: Ninui 15° F

average high: Urui 85° F

Map Coordinates: A4-F9

Composition: The terrain of Enador 1s iarked
by a number of concentric ridges, known as downs. The

Eriador ERED NIMRAIS bedrock ts mostly sedunentary, with limestone, sandstone,
Map (WHITE MOUNTAINS) and chalk most common. Flint ts abundanc m the Weather

Hills and eastern Arthedaimn. Anomalous granice hills appear

Type: Mountain Range in the Shire.

Length: 625 inles, from Mellainend in the west to Mindollum Eriador is not known for its muineral wealth, but
m the cast some hnuted mining takes place. Copper ores can be

Elevation: average peak devatior: 10,000-11.000 feet found chroughout the lands which made up Amor.
lowsst peak: Fevendil (S. “Becch’s Haven”) 4.150f cat The Men of Arthedain draw small quantities of silver
highest peak: Lancrast (S. “Stark-horn”) 13.804f cet ore from the North Downs, and a inodest salt panning

Climate: werage anmel precipitasione 50-70 inches industry in Cardolan supplics che rest of the region.

nwan annual temperature: 40-60° F
average low: Ninu] I1S°F
average bigh: Ui 85°

Map Coordinates: H7-H13

Composition: The White Mountams. hike the Misty:
Mountains to the north, are composed primarily
of scdwuentary and mctamorphic rocks,
particulacly limestonc. Large quantities o f marble
at the castern end of the range provide the
Gondortans with an excellent building material.
West of Calmiri¢, near the highest peaks of the
range, there are some sugniﬁcan( {gncous trusions.
Iron, ztne, copper. and silver arc mined by the
Men of Gondor, and some prospectors huve
discovered small amountsof gold in the mount.ains
of Anfalas.

The
White
Mountains




Notes: The termn Eriador describes all of the land encom passed
by the Ered Luin, the Ered Nimrais, and the Misty Mountains,
including the regions of Lnedwaith, Minhiriath, and what
was once the Kingdom of Amor. A wide variety of peoples
mhabits Ertador, from the urbane Binedain of Arthedatn to
the rugged Hillmen of Rhudaur to the peaccful Flobbics of
the Shire. Millennia of inhabitation have reduced the once-
mighty forests of this region to scattered clusters of birch,
beech, and elm and the occasional large wood, such as the
Taur faur, Low grasses abound in the arcas not tilledby Men
or Flobbits, perfect lor grazing herd animals,

FOROCHEL

Type: Tundra.

Area: 124,900 squarce nyles.

Elevation: average: 300 fect.
lowest point; sca level.

bighest point. Amon Losthoron (8. “Snow-cagle’s Hill'™)
2983 feet.

Climate: average anmual precipisation: 40-55 inches.
mean annval temperature: 30-45°F
average fow. Ninui -20° ¥
average igh: Ivanmeth 75° I
Map Coordinates: A3-A7 and north.
Composition: The icy wastes north of Arthedain are a barren
shelf of granite. worn sinooth by the passage of great sheets

of ice. Little mineral wealth can be found in the region, and
the harsh climate discourages prospectors from exploring

Composition: The Gacr Rhinen 1s a shallow mland sea fed by
many of the rwers of the plain of Rhovanion. It is large
enough to experience tides(which varyabout eightinches on
average). The influx of several nvers creates the illusion of
acurrent which runs counter-clockwise around the Sea. The
shoals in the Gaer Rhinen are mvisible to inexpersenced
pilocs. and naviganon ishest [ef ttoexpert guides. The waters
have a fantly salty raste, and despite freesing temperatures
m the winter months, the Sea 1s always free of ice.

Notes: Sieveral eribes of East erlings dertve their sustenance from
the Gacr Rlinen. Tvacts as a highway for mmuch of the trade
to the West, and it isatso teeming with fish. I'ew Northmen
or Punedain ever view the Sea, but those who have dealings
wich the Easterings knowof its importance to theirculture.

[Fdelesboc]

GONDOR

Type: Alluvial Vales,
Area: 230,250 square miles.

Elevation: averqa: 600 feet.
fowest point: sea level.
highest point: Orod Edhelion
(8. "MountEdhelion™)
6900 feet.

Climate: average armmal precipitation:
35-55 inches.
mean amual temperanere:

55-65°F

Gaer
Rhiinen
Map

average low: Narwain 25° F

Notes: Only the hardy Lossoth live in this desolate region i /xgb: Cervech 85° I
throughout the vear. Occasionally, Orc-tribes or Mensecking  Map Coordinates: Ho-J13
rare herbs will aisk the clements, but these rarely stay for Composition: Gondor lost some of its coastal lands during che
long. No trees grow in Forochel; only stubbly grasses and catastrophe which wiped Releriand from the map. The Ethir
scrawny shiubs exist 10 feed the herds of Losrandir. Anduin {a drowned rivermouth). the harborar Lond Emil,
[Drdgal of Fornost) and the scaclifFs of Beltalas all were created by the raising of

” 3 th(f ]l‘\'('l OF l‘]’\c sca.
GAER RHUNEN (SEA OF RHUN) Dark black basalt makes up the bedrock in most of
Type: Inland Sea.

the region, with some sedimentary layers of shalc,
_ limestone, and sandstonc in che fertile alluvial valleys.
Arca: 15,430 square miles, - )
Elevation: T A In some locales, che granitic basc shows through. and
cvation: ) cct. = I ey .
L in the vicinity of the Ered Tarthonion, onc can find
Depth: average: 10 fathoms,
decpest poinr: 46 fathoms.

large outcroppings of marble. North of the Ered
. . Nimvrais, layers of sandstone and chalk predomimare.
shoals and reefs: many shoals. especially along coasts in the
sOul]‘l(’astL‘m qllﬂrrfr.

turther.

Though Gondor’s mineral wealth comes mostly from
the White Mountams. sialler mines dot the country-
side, producing nickel, tin, and Icad. Salt panmng is a
major industry in Anfalas and in the Echir Anduin.

Waves and Wind: average wind speed 6-8 knots.
average wave height: -2 fcet.

Climate: davenape annnal way‘a”: 20-35 inches.
mean arumsaltemperamire: 40-50° F
average low: Ninui S°F
average bigh: Urut 75°F

Map Coordinates: F19-£20

Notes; Gondor's reputation as the “Land of Stone” belies the
fiactihat it holdssome of the mostf erale lands of northwestern
Endor. Except for the lush groves of lthilien, there are no
large forests present, but small copses of pine, cyprus. lasch,
juniper, and lebethron dot the countryside. The sea plays an
important role in the hives of most Gondorians, providmg
tood and transport.



Notes: Very little vege-
tation grows in Harad
save in the valleys of
Umbar and Raj. Water
1sa priceless commodity,
morec precious than mich-
ril. Few explorers from
the West can be tempted
to venturc into Harad,
for 1n addition to the
cruel climate many native
trrbeshunt forergaers for
sport. As a result, che
lands of Haradwazich
rematn a mystery to che
Dinedan,

Gondor HARAD

M
“ Type: Desert Wasee.

Area: 1,500,0004 square miles.

Elevation: aerage: SQO feet.
lowest pount: sea level.

bighest potnr: Nakal Jofn (Apy. “The Camel’s Back”)

+4.980 fect.
Climate: average anmual precipitasion: 5-15 inches.
wean annnal temperature. 70-80° F
average low. Narwain 45° F
| averagebigh: Urui 125° T
Map Coordinates: N/A

Location: The average Gondorian names any place south of the
river Poros “Harad.” A more scholarly use of the term refers
to those lands bounded by the Harmen River and the Ephel
Ddath in the north. the Belegaer on rthe west, the Ered
Harmal to the cast, and the Yellow Mountains

in the south.

Composition: The blasted. unfriendly land of
Harad conjures images of rolling sand dunes in
the minds of most Gondorians, but dunes
constittite only asmall portion of the total area
of this vast desert. Most of the Haradwaith is
made up of exposed layers of sedimentary rock.
croded by countlesscenturiesof wind. Sandstone
andlimestonc predomenate. with conglomcmtc
common in the many diy stream and iver beds.

Iron and copper otes can be found
near the coast. Dry salt lakes arc a

valuable resource for anyone able to carry

rons of block salt across the desert.
Legends tn Umbar speak of a gold mine
at an oasis in the middle of the desert,
but such stories are probably based on

Harondor drcams rather than fact.

;\!ap

HARONDOR

Type: Upland Plains.
Area: 145,300 square miles.

Elevation: average: 600 feet.
lowest point: sea level.

highest point: Amon Halitan (S. “Salt Ridge”)S5.602 fect.

Climate: awrage annual precipnanom: 20-40 inches.
mean anmual temperanere: 60-70° F
average low. Narwain 40° F

average bigh: Ivanneth [0S° F
Map Coordinates: K[2-KI4

Composition: The bedrock of Harondor is igneaus in character.
Near the coast, basalt is very common. Farther inland,
granite becoines more {requent. No valuable minerals have
been found in the region. but the production of salt is very
important along the coasts.




Notes: Harondor is besi described by splicting it into three
broad zones. Its fertile coastal strip recewves suffictent
ranfall to support a variety of trees (cedar, oak, juniper. and
palm) and domestic crops {olives. dates, whear, gourds,
grapes, plums, pomegranates, and citrus frunts). Inland and
along the upper Hamen, vegetated dune-fields, badlands.
and hilly shrublands predominate. Some of this bursk is
suitable tor grazing. The desert of the interior features active
dunes, bare rack plains, and salt flacs.

Lacking the frequent rains common to Gondor,
much of Harondor appears arid and stale compared to
its northerly neighbor. While not quite the wasteland
that Harad 1s, Harondor presents many dif ficulries to
thosc accustome:d to amore temperate clunace. Herd-
g is more viable than agriculture, and the tribes native
to the region rely upon their animals f or most of their
necessities. Some plants grow insheleered valleysimost
notable are the powerful healing herbs thacthrivein the
arid and warm climate.

HITHAEGLIR
(MISTY MOUNTAINS)

Type: Mauntam Range.

Length: 863 miles from Cam Dim in the north to Methedras
(above Angrenost) in the south.

Elevation: average peak elpvation: 10.000-12,000 fect.
lowest peak: Féaras {S. “Spirit Peak™) 7.983f eet.
kighest peak: Caradhras (S. "Redhorn™) 16,002f eer.

Climate: wverage annual preasputation: 80+ inches.
mean annual temperature: 32-42° F
average fow: 15° F
average Figh: 65° I

Map Coordin.ates: A9-F9

Composition: The Misty Mounrains are composed primarily
oflimestone and granite with signiticant igncous mtrusions
of basalt and granite. particularly near the middle of the
range. Igneous acuvity ar the southern end of the range
resulted in the creation of che glassy volcanic rock known as
lllt‘n.

Even where Bwarves and Orcs have not been at
work. the mountains are full of caverns and tunnels.
The establishment of Morta by Durin resulted in the
discovery of mithnl in Middle-carth and resulted in
the mining of many precious metals. The Dwarves of
Moria mine no small amount of gold. copper. and
silver from theav halls. along with some gemstones and
many less prectous metals. To the north and souch of
Mora, copper and iron ores are plentif ul. The western
toothillsconsist primarily of dark redsandstone, while
the eastern valleys are filled with an oily black shale.

Notes: The Misty Mountains create a formdable barrier
beaween Eriador and the {ands of Rhovanion. Indecd, the
Elves state that Melkor raised the chain to hinder them on
therr Great Journey to the Sea. Only a few passes cross the
Hishacghr, and foul weather renders cven chese paths
unstttable for many months of the year. Most of the higher
peaks {above 1 1,500 teet) retain snow throughout the vear,
especially ar the northemn end of the range. Glaciers and
permanent snow fields are prevalent. The tree line varies
from 4.K00 feet near Angmar to over 900 feet as one
approaches the Gap of Catenardhon.

The Dwatves report that a complex of Under-deeps
lies beneath the roots of the mountains, far below
where even the Dwarves and Ores fear to tread. Leg-
ends hold that the Under-deeps are filled wich horrors
wluch have never seen the light of the Sun.
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MIRKWOOD (TAUR-E-NDAEDLOS)

Type: Mixed Forest.
Area: 77,400 square miles.

Elevation: average: 1,012 feet.
towest point: Tauraclin (S. “Forest Marshes™) 617 fect
highest point: Amon Lanc {S. “The Naked Hill") 5,266
feet.
Climate: avwrage sl precipitation: 20-40 inches.
reart anwval temperature: 45-55° F
averag lw. Ninui 10° F
average high: Urui 90° F

Map Coordinates: BI3-EIS

Composition: The rocks which lie underneath the grear forest
of Mirkwood are primarily sedimentary strata of limestone
and shale. There is some evidence of volcame activity
sometime i the past. notably the cindercone of Amon Lanc
and the Mountains of Mirkwood. which are ahuge projection
of granite through the surrounding sedimentary layers. The
Mirkwood Elves have mined some gems from these
mountains in the past. If any significant finds yet exist
remains to be scen.

Notes: Mirkwwood is a grear forest of oaks, maples. elms.
conifers, and a countless varicty of undergrowth. Though
Mirkwood is a part of Rhovanion. it is so imposing a teature
en the map that it merits special mention. Mirkwood holds
2 number of commuritics, from the Orcish servants of the
Necromancer to the reclusive Woodmen 10 the graceful
Silvan Elves.

Since around the year T.A.

1000. a shadow has become
obvioussn the southern reaches
of Miickwood. There, the trees
grow twisted and cvil, allow-
ing litele light rhrough their
gnarled boughs. Trolls, fell
beasts, and giant spiders make
their homes in chis part of the
forest, and Men give the re-
gion a wide berth. The forest
ts less dark to the north, but a
heavy aura of gloom neverthe-
less permeates the air among
the trees. Only three paths cross
through the forest. and travel-
lers who stray off themy may
never be seen again. Travellers
in Mickwood should go well-
armed and in a large group.

Nan
Angmar
Map

MORDOR

Type: Volcanic Platcau.
Area: [17.200 square miles.

Elevation: average: 3.100 feet.
lowest point: Morannon (S. “Black Gate™) 850 feet.
highest poini: Orod Rauveleg(S. “Mighty-demon Moun-
tain”) 9,032 feet.

Climate: average annual precipitation: 5-20 inches.
neean anuval iemperanre: 80-90°
average low: Girithon 25° F
average bigh: Ivanneth 120° |

Map Coordinates: HI4-jI9

Composition: The enure plateau of Gorgoroth is of volcame
origin. as1s most of the land of Nt to the south. In many
places, the furnaces of the earth are still active, filling theair
with noxious fumes and occasionally hurling chunksof rock
and lava for many miles. Basalt is the most common rock
type. giving the region its black appearance. The landseape
appears jagged and cracked. the result of powerful voleamc
activity and nullennia of unchecked eroston.

Notes: While Gorgoroth is as dry as death, some vegetation is
present in Nurn. Unfortunately. lietle is known aboutr Num,
for the last Men of the West to travel there were the scouts
of Elendi] during the siege of Barad-diir. Old maps depict a
great inland sca, which some journals describe as “salty and
unpotable.” Still, fresh water must exist in Nurn. for Sauron
fed his vast armies from foodstuffs produced there.

Current expeditions into Gorgoroth never have any
ple:u:-mt derails to report. By all accounts. che plateau
15 arid, rugged, and Orec- infested. It is a haven for
tugitives from Gondorian justice, though surely che
gallows would be preferable to a life in Mordor. (Sec
Realms: Mordor.)

NAN ANDUIN

(VALES OF ANDUIN)
Type: Alluvial Valley.
Arca: 91,100 square miles.

Elevation: average: 900 fecr.
lowest poin: Mouth of Celebrant 650 feet.
highest point: Amon Thyryr (S. “Eagles’ Eyrie™) 8.002
feet.
Climate: average annual precipitation: 25-43 inches.
mean anriwal temperatiere: 45-55°
average low: Ninui 5° F

average high: Urui 90° F
Map Coordinates: BII-EI12




NAN ANGMAR

Type: Highland Plateau.
Areca: 12050 square miles.
Elevation: averape: 3.7406 feer.
lowest peine: confluence of che Angsiril with
the Angsir 2.100 feet.
highest poimt: western end of the Angirich {S.
“Iron Pass™) 5.673 feer.

Climate: average aniyal precipitation: 10-20 mches.
mean anntsal tern peratnre: 22-30%F

average fow: Gwaceron -20°
average high: Ivannech 77° F
Map Coordinates: A9-AlQ Mordor

Composition: The rugged
land of Angmar ts made
up largely of decply

croded  limestone,

Composition: The Andum cuts through lands composed largely
of sedimentary rocks. Conglomerates can be found on the
rverbanks. while shale and [tmestone ate moce common
inland. Little mineral wealth is present in the region, buc the
proximity of the rich mines of the Misty Mountains more
than makes up for any natural deficiency the Nan Anduin
might have.

Notes: The Nan Anduin is a fertile swath of land from the
headwaters of the Great River to the Falls of Rauros. whete
the nver slows and takes on a different character. Most
people use the term Nan Andun to refer only to the
northern stretchus of his region. alchough it is correctly
applied to any of the lands dramed by the Anduin.

The vales were idle for many centuries unol migra-
tory Northmen chosc to settle along the River. Settled
valleys lic around Wraecaburg, Maethelburg, and the
Carrock, though there are many smaller settlements
founded by strong-minded Northman pioncers. Most
of these communities are on the right, or western, bank
with the most notable exception beingthehomes of the
hardy and strong-willed Beijabar. The Anduin valley
holds some of the richest:soil in northwestern Middle-
earth, but the dangers of Rhovanion prevent the
Northmen from exploiting it fully. Rain running off
the Hithaeglir provides ample fresh water for the
region.

Between the settled arcas lie numerous swamps and
rough lands unsuitable for sertlement. the home of
many Ores and bandits. Fowever, the population in
the Nann Anduin islow, especially since the Plague, and
there is no serious competitton for the best lands.

which robs the surface
soil of the little warter it receives.
Some igneous and melamorphic rock
ts present in the vicinity of the
Hithaeglir, The Witch-king’s fortress
at Carn D{un appears to be built on
and around a massive black of dull
red granite, The forces of Angmar
rely upon the mountains for their
mineral resources. for any valuable
ores on the plateau are buried too
deeply to trouble about.

Notes: The Nan Angmar is a nacural

forzress. and for this reason (as well
asits proxaty ro Amor) the Witch-
king chose to make u his home. The
soil is frozen for most of the year,
there ts lircle water to encourage
agriculture, and the lack of trees pucs
lumber in criticallyshoresupply. The
slaves of Angmar manage to survive,
however, despite the odds. The fow
plants which grow on the plateau are
aniformly small and hardy: coarse
grasses, mosses. lichens, ferns, heather,
and 2an assortment of bizarre
succulents,

Nan
Anduin
Map
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NEN LHUN
(GULF OF LHUN)

Type: Gulf.

Arca: 8,200 square miles.

Depth: average: 113 fathoms.
decpest point; 300 fathoms.
shoals and reefs: few.
Waves and Wind: average wind speed:
4-7 knots.
average wave beight: 2-4 feet.
Climate: averay annial ratesfalt:
40-60 inches.
mean anmeal temperature: 50-60° F
average low: Ninui 20° F
average high: Urui 80° F

Nen

Befalas

Ma P

NEN BELFALAS

(BAY OF BELFALAS)

Type: Bay.

Area: 105,000 square miles.
Depth: average: 35 fathoms.
deepest poinr: 165 fathoms.
shoals and reefs common along the coasts of Lebennin,

Dor-en-LErnil, Anfalas, and Tolf alas .

Waves and Wind: awrage wind speed 2-7 knots.
average wave fxrgl'r: 1-4 fect.

Climate: arage anmeal rainfalt: 40-60 inches.

niears annseal remperature: 50-60° F
average lew: Narwain 35° F
average high: Cerveth 85° F

Map Coordinates: KS-K11

Composition: The entire Bay of Belfalas rests on Endor's
continental shelf. The principal current is a warm
counterclockwise flow known as the Southron Stream; 1t
encounters the cold Greac Stream (descendmg from the
North} off the Cape of Andrast. creating tutbulent seas
there.

Notes: The bay is rich in marine [if'e, providing sustenance for
many of the people of Gondor and Harondor. There are
some very dangerous predacers present, including sharks,
grey sperm whales, and giant squid. Normally, the scas are
calm and the winds arc fair on most of the Bay of Belfalas.
but hurricanes havebeenknowntocause tremendous amounts
of damage in the autumn months. Tides vary from 1-2 feet
inmost places. but can be as much as mine feet in the mouth
of the Gilrain/Serni.

Map Coordinates: D2

Composition: The Nen Lhiin s a deep gulf which passes
through a cleft in the Blue Mountains, supposedly formed
when Beleriand sank beneath the waves. Rugged coasts and
cliff's comprise most of the coastline. making landing difficult
except at low tide. Sea currents do not effect the watets of
the Gulf, but che tlow of the river Lhiin creates a mild cast-
west flow. Insomeplaces, ides can vary by as much astwelve
feer, with a change in tide signalled by z singlc great wave.

Notes: The Elves have sailed the Nen Lhéin foras long as they
have lived in Lindon. Salmon and shellfish are the most
commoncatch, asarc the lobsters which grow tofonnidable
proportions, Men navigaee the Gulf only rarely. and much
to their detciment. for the misty coasts of Lindon surely
recall the lands of Valmor, ar least according to the Elves.

NEN UMBAR (BAY OF UMBAR)

Type: Natural Harbor.
Arca: 6,100 square miles.
Depth: average: 40 fathoms.
deepest poinr: 100 fathoms.
shoals and recfs Shoals common on southernshore, coral
reefs present at sea outside che bay.

Waves and Wind: aversge wind speed: 2-7 knots.
average wave height: 1-4 feex.

Climace: average anruial rainfall: 20-40 inches.
nican annsal temperatire. 60-70° |
averagr low: Narwain 45° F
average high: Ivanneth 105° F

Map Coordinates: N/A

Location: The Bay of Umbar penetrates the coast of the
Haradwaith some 500 miles south of the Ethir Anduin and
300 milcs south of the mouth of the River Hamen.

Composition: The Havens of Blessed Umbar provide few
dif ficultics to even the mostinexperienced sailors. Shoals are
easy to spot. appearing bright red in the normally stecl blue
waters. Tides arc a moderate 3-4 Feet even at their worst. A
barely pereeptible clockwise current rums through the bay,
but the sailors of Umbar rarely, if ever. take account of it.



Notes: For a naval power such as Umbar, che bay provides
defcnse as well as sustenance. Few ships dare cross the
narrow mouth of the bay without the permussion of the
Captains. Crabs and shellfish may be found in abundance,
but the Men of Umbar turn o the open sea for larger fish.
Sharks have been known to come mto the bay. but few other
predators are known there. [San Martorin]

NURNEN (SEA OF NURN)

Type: Inland Sea.
Area: 8.800 squarc miles.
Elevacion: 2,600 fcet.

Depth: average: 30 fathoms.
deepest pount: 60 fachoms.
shoals and reefs: many shoals, especially along south coast.

Waves and Wind: awrage wind spred: 1-S knots.
average wave baghr: 0-2 feer.

Climate: avrage annal ranfall: 10-20 inches.
mean anral semperanere: 70-80° 1
average low: Girithon 30° F
average high: Ivanneth 100° F

Map Coordinates: ] [6-113

Composition: All that 1s known about Nurnen comes from
journals and maps over a millennium old. so much
inf ormation s inevitably-erroncous. All accounts refer to the
saltiness of the lake. too salty to drink. many say. Large
wading birds have been scen standing on shoalstwo or three
milesoff the coast. Explorers report nooutlet to this shaliow
sea.

Notes: Some [if ¢ must inhabit Nurmen, for none of the repores
describe it as "dead.” Indeed, compared with Gorgoroth,
Nurnenandche lands around ttappear as a lush oasis. Since
Orecsare notorious for cheir distaste of sailmg. one wonders
if am- boacs have cver crassed the Sea of Num,

RHOVANION (WILDERLAND)

Type: Steppeland Plains.
Arca: 187.500 square miles.
Elevation: awrage. 930 feet.

lowest point: Nindalf (S. "Heron Marshes”) 380 fect.
highest peint: Ercbor (S. “Lonely Mountain™) 7,182 feet.

Climate: awerage anmual precipaatior. 20-40 inches.
mean anmyaliernperature: 45-55° F
average low. Ninui -15° F
average bigh: Urui 75° F

Map Coordinates: GI3-F17, C16-E16

Composition: Sedimentary layers. pimarily lincstone and chalk,
make up most of the Rhovanion plain, Inplaces. folding and
crosion have produced downs. long ridges of exposed rock
which cut across che prairie. A few sites reveal some igneous
activity. particularly Erebor, which ismade up of graniteand
basalt. Few topographic features of note otherwise disturb
the landscape, which undulates ingently rolling hlls for mile
after milc. If there is any mineral wealth in the region. the
Northmen do not exploit it, content to import their metals
from the Dwarves. the Ditnedain, and the Men of the East.

Notes: The name Rhovanion usually refers to the entire region
bordered by che Hithaeglir. the Ered Michrin, the Andum,
the Ered Lithui, and the Sea of Rhin, encompassing
Mirkwood and the Anduin Vales. Here. however, 1t refers
only to the rolling grassy plains that lic in a broad crescent
from Ercbor to Dagorlad. The former usage is incorrect;
however. it has become so common that it has replaced the
corrcct terminology. Tall grasses predominate south of
Mirkwood, while shorter ones arc more common tarther
north. Some small copsesof ¢lm and maplegrow where there
1s shelter from the winds, which excced 40 mphon a regular
basis.
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3.0 REALMS

Of the political ennities discussed below, not all are
equally bonded to the lands they: mhabit. However. most
of the peoples described have dwelt on certain sites
sufficiently long to link them in popular tradition with
specific locations.

18 ANDUIN VALES
(THE NORTHMEN)

Political Organization: Independent settlements, each niled
by an el warrior lord

Rulers: Thegn Osric of Maethelburg.
Herion, Kingsman of Gondor.
Beoraborn, Wealdenbera of the Berjabar.
Administrative Organization: Each clan strives for sclf-
reliance. mceing with the others only for occasional
trade and in cimes of crisis. Wichin the clan. all power
rests with the clan chiet, a warrior of noble hncage
(Frequently the descendantofthe previous leader)) chosen
by afl adule males.
Population: 7,000 Norchmen plus 150 Stoor Hobbits.
Milicary: 100 Beornings.
60 Burgwards of Macthelburg.
900 Militia {3-4 weeks to raise, organized by clan).
135 Eagles (allies).

Products: Grain, hides, cattle, heney, amher, tin.

A
Beorning
Home Symbol: None.,

Map Coordinates: BI2-E12
Although blessed with the rich soil ofthe

Anduin Valley, the Northmen who have
carvedtheir farms out of the wilderness find
themselves constantly: besct by attacks from
west, north, and cast. To the south lies
Gondor, a dubious friend to the indepen-
dent farmers that seems content only when
the Anduin trade routes pour their bounty
mto Minas Anor.

The scattered Northmen and cheir
Hobbit neighbors recogmze no common
legal system among them, although they
stand rogether m times of need. The
Nencedain consider chemsclves to form over
adozen sub-groups.but Gondorian geogra-
phers recognize only two: the bear-culusts
who call themselves the Beijabar and all of
the other Nenedain given the gencral name
of “Northmen.” The town of Macthelburg
provides the most suitable urban center for
trade and council for all residents of the
valley.

Northman familics organize themselves
in clan groups. cach of which works a plot
of arable land hewn out of the wilds. A
hereditary thegnrules each clan, and wiclds
Anduin Vales I power as an absolute patriarch. Even people with no

Map kinshup ties join a clan, where they are treated as family.

I

The clan groups range from twenty to sixty people,
usually housed nside a stockaded enclosure along with
livestock and a siz:cable garden. Sutrounding the halls are
the ulled ficlds, beyond which arc the pastures and wild
lands. It is not uncommon for a homestead to be ten or
morce miles away from the ncarest neighbor, for the
Northimen are famous as fierce mdividualists.

)
\

I
! |

Northmen entered the records of the West towards the
end of the First Age, when they first tormed a distinct
roup. The Elves claim that they arc the descendants of a
group of the Edain and an mdigenous tribe of Middle-
carth which called themsclves the Mebion Bron {in the
precursor to Daenacl “Hill People [?]"). These carly
Northinen then migrated ro the region around the head-
waters of the Anduin in the first few centuries of the
Sccond Age. They displaced some cribes of primitive
Men, distant relatives of the Draedain, who migrated
south and cast to make way for the tall and fair invaders.
The Northmen scttled the river banks, cach family claim-
ing its own small secclement. The influx of Northman
rcf ugees from Eriador af ter the wars agamnst Sauron in the
Second Age did little ro alter the established settlement
patterns, and the newcomers jomed the kin-groups al-
rcady formed around fortificd homesteads.

The deach of Isildur at the Gladden Fields at the dawn
of the Third Age heralded an inevitable period ot involve-
ment with the great and rising power of Gondor. The
mdependent Northman farmers werchappy toimport the
luxuries of the Sourh in exchange for cheir surplus crops,
but they soon found roval agents prying inro many aspects
of therrdaily lives in order toincrease the profits of distant
magnates in Gondor.

The relationship between the King of Gondor and the
Northman clans becomes increasingly strained as the
thegns suspect that their wait for Gondorian aid against



attacks from Angmar, Mirkwood, and the Misty Moun-
tains grows more futile cach day. A Gondorian cmmarv
known as the Kmgsman lives in Muwhelburg and wries to
kecp relations as friendly as possible.

The Stoor Hobbrrs of the Anduin Vales are an unas-
summg society. They have friendly relations with their
Nenedain neighbors, but on the whole they prefer to be
left alone. They live in their burrows on grassy knolls
protruding above the marshes, and few attackers would
recogmze their village even if they were standing in its
midst. The Hobbits rrade for any goods they cannot
produce themselves through trusted Nerthman agents,
staymg out of the towns of the Big Folk unless pressed.
They occasionally use boats on the Anduin and through
the Gladden Marshes, buc rarcly do they use the warer-
ways as an avenue for commerce.

Thegmmand furs which consututethe Anduin Valley's
primary resources find ready markets i both Maeth clburg
and Minas Anor, and no small amount of woo] and
lumberflows south along the river. T he Beijabar, who live
on rhe fringes of Mirkwood, provide the wealthy of
Gondor with the finest honey and amber s Middle- earth.
In teturn, the Men of Gondor send salt and finc mertal
objects to the Northmen. Of equal value is the lore which
flows North, for in recent decades, the Northmen have
become cxcellent smiths in their own right. Even a few
scholarsand poets in Mimas Ithil clann the Anduin Valley
as their home.

Barter 1s the primary means of exchange, as Gondorian
coms remain exceedingly rare. Ourrighe gifts are much
more common than purchases made with some forn of
standard currency. Themercantile ways of the Gondorians
remain a mystery to the Northmen, to whom honor and
generosity are still valued above the exchange of gold.

ANGMAR
Political Organization: Military Autocracy or Dicrarorsh{p.

Rulers: The Witch-king, Lord of 1he Nazgy'l.
Angulion, Spokesman of Angmur.
Dancu and Rogrog, Warlords.

Administrative Organization: All power rests with the Wiech-
k'ug, and all property is ultimately his. The Wiech-king
appoincs his assistants, high preests. and generals, who carry
out his commands with an iron fist. The land isdivided into
militacy distri'cts, each responsible for maintaining a portion
of Angmar’s large standmg arnuy.

Population: 50,000 Mcn, 120,000 Orcs.

Military: 32,000 Orc Warriors.

10,000 Manmish lnfantry.
3,000 Mannish Cavalry.
66 Trolis.

3.000 Wolves.

300,000 Bats.

Products: Weapons, iron, slaves.
Symbol: A Red Fortress on a Black [icld.
Map Coordinates: AY-ALQ

The name “Angmar” strikes terror into the hearts of all
the Free Peoples who recall the peace andglory of thedays
of the grear Kingdom of Amor. The Witch-king, scem-
ingly immortal, has for three centuries ceaselessly antago-
nized the Dinedainof the North. His hordes of Orcsand
Men await the day when they might plunder the last
remaining strongholds of Arthedain. Unuil that day, the
Witch-king has executed a strategy of attrition. watching
the strength of the Dunedain grow fainter with cach
coming winter.

The Witch-king of Angmar, actually the greatest of
Sauron’s Nazg(il, executes the orders of his dark master,
bringing despair to the heirs of Isildur. Of the three
fragments of Arnor, he has inadc a puppetof Rhudaur and
crushed the royal family and stability of Cardolan. Only
Arthedain remains to face bis might. Although holding
vastly superior numbers, the Witch-kmg waits to deal the
final blow., for he and his master have lcarned the lessons
of rashness in the past. Whilethe Diinedam wane, Angmar
practices a campaign of subversion, occasionally sending
an Orc-tribe to rest the readiness of Arthedain.

The lack of cohesion among the Witch-kmg's forces is
perhaps his greatese liabihity, as bis Ores and Men fighe
among themselves almost as frequently as they do against
the Dinedain. Apart from his elite forces based in Carn
D{im, the Witch-king must play upon tribal politics to
amass any sizeable army. Though one of the most power-
ful beings in Middle-carth, the Lard of Morgul must
nonetheless rely upon the whips of his licutenants to
preserve order when he cannor lend his own cerrifymg
presence.

The Witch-king has many allics who aid him m his
goal. The Orc-lords of Mount Gundabad and the Misty
Mountams both pay him homagc, although he excrcises
litle authority over themn in times of peace. His other
agentsare many and powerful. ranging from the Warlord
in central Cardolan to the Hillman King Broggha in
Rhudaur. The Witch-kmg also plays a significant role in
the politics of the East. dominating many eribes of
Eastcrlings andinfluencingothers to unwittingly actin his
interests. Finally, a large number of spies and assassins
catry out numerous covert missions for Angmar, always
acring to weaken the Duncdain and their allics.




The
Witch-king
of Angmar

Angmar is a dark land, influenced by the malignant
powerof its imaster. Far colder than surrounding regions.
bitterwinds from the North hurl iccand snow at Anginar's
legions. Most of the Witch-king’s subjects live on the
rocky valley known as the Nan Angmar. a drcary and
barren plain. Lif ¢ under the Witch-king's influence ts
harsh. The clinate appcars to grow more severe cach year.

The unforgiving soil grudgingly allows the peasantry to
keep themselves from starvation, but supplics for the
Witch-king’s army must be imported from the East.
Some scrawny livestock graze on the wind-scarred hill-
sides, but meat is a rare delicacy in the Angmarean diet.
Slaves mine capper and iron in the mountains to fucl the
rapacious army which the Witeh-king keeps mustered at
all times. For us harsh clinate and teeram, Angmar
supports a huge population. The Witch-king has devised
an ingenious system of supply, bringing food to his troops
along a well-guarded caravan route that strctches all the
way to Rhin.

The warlords of Angmar rule the land as a mulicary
camp, keeping atight grasp onall economic affans. A class
of warrior-priests maintains order within the kingdom.
Food and durable supplics come m caravans across the
secure passes in the northern Misty Mountains. Agents ot
the Wirch-king then distribure these goods to the for-
tresses and towns. Corruption thrives in the systemn away
from the cyes of the Witch-king, according to the few
spies who escape that blasted land.

ARTHEDAIN

Thelast politically vaable descendant of Elendil's King-
dom of Arnor is the cold land of Arthedain. Arthedain
lacks the cultural vigor which enabled her sister Gondor
to forge an empire. Indeed. the country is divided into
three distinct clements, cach cthnically and politically
distinct fromthe others. The central Kingdomof Arvhedain
isall that remains of the North-kingdom of the Dinedain.
The Shire., the newly tounded homeland of the Hobbirs,
and Breeland. the autanomous farmingcommumtyaround
the juncture of the Greenway and the Great East Road,
owe allegiance to the King at Fornost, but deal lictle with
royal agencies in their everyday life.

THE KINGDOM OF ARTHEDAIN
Political Organization: Empire to T.A. 2, Kingdom thereaf ter.

Rulers: Argeleb 11. King of Arthedam.
Marl Tamna, Caprain of the Rangers.

Administrative Organization: Hereditary monarchy,
adiministrative positions held by appointed ofticers and
heceditacy nobility; land divided into 63 noble and 24 royal
fief's; smallholders rent land from the nobility. or trom the
King in exchange for service.

Population: 50.000 Dinedain {not including the Shire and
Bree-land).

Military: Royal Forres: 540 Men at Anns.

370 Cavalry.
1.000 Rangers.
Noble Forcess 2.150 Men at Amms.
620 Cavalry.
3.000 Levy.
Produces: Wool, grain. silver. copper. books.
Symbol: Black field displaying Seven Stars.

Map Coordinates: BS.137



Arthedain s the lase remaining stable political unit of
the former kingdom of Arnor. The heirs of Isildur wage
a desperate struggle for survival against the might of the
empire of the Witch-king. The serength of the IXmedain
wanes daily, and the High Men of Fornost are but a pale
reflection of their ancestors, the noble Men of NUimenor.
Wichin the gradually shrinking borders, an atmosphere of
despair has covered the land. The nobility have grown
greedyand reclusive, hoarding their wealth and fortifymg
their estates. The more powerful familics now grumble
under the yoke of royal authority, straming to gam more
autonomy for themselves. The King scrambles to hold
Arthedain together, all the while keeping an eye on the
bordet for signs of an invasion from Angmar or Rhudaur.
His power is checked by his Council, a body of advisors
made up of members of the most influential noble houses
in the land. The King appoints :ninisters to manage the
affairs of the Crown, but Argeleb finds it necessary to take
an active role in government to keep the vartous noble
factions in check.

The population of Arthedain consists primarily of
Men of nearly pure 1)inadan heritage. Even the folk who
toil the landcanlay clamto agood portion of Niimenérean
blood in their veins. Arthedain remains the

In other lands, the people of Arthedain are commonly
characterized as morose and mtrospective. Years of con-
flict with Angmar has frozen the spirits of nearly all of the
citizens of the last bastion of the Danedain m the North.
The troops garrisoned in the border fortresses and the
Rangers, crack troops of the King skilled in wood lore,
tight a constant battle to provide security to those within
the borders.

BREE-LAND

Political Organization: Autonomous County of Arthedain.

Rulers: Rory Heathertoes, Mayor.
Meneldir, Captain of the Royal Garrison.

Administrative Organization: Elccted Mayor. royally appointed
Garrison Officer, other ofticials appointed by mayor; land
divided according to private ownership.

Population: |.100 Bree-men. 400 Hobbits.

Milicary: 75 Men at Arms under royal control.
200 Levy Ted by the Mayor or a Deputy-.

Products: Mixed agricultural goods, market.
Symbol: None.
Map Coordinates: 126

are revered in the Elvish manner. The royal
fanuly mamtains close ties with Elrond and
the House of Imladris. hopeful that one day
Elf and Man may live again in a world free of
the Shadow.

Arthedam is primarily an agricultural land.
The King acts as the supreme authority in
legislattve and judicial marters, but the nobil-
ity carries much of the responsibility for daily
operations, T enant farmers supply their land-
lords with their surplus goods, which are then
brought to regional markets to exchange for
luxury items. Wool and grain are the principal
agncultural products, much of which flows to

heartland of the Faithful of Ntimenor, per- 7
haps the last land among Men where the Valar E Jﬁ%kpf /
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Cardolan, where the turmoil wrought by the
Plague has not yet abated. Miners draw silver
and copper from the tugged uplands of Arthedain, and
friendly relations with the Dwarves of the Ered Luin allow
other ores to flow into the country as well. Fornost is well-
known for its excellent smithies and for its fine leather
goods and parchment.

Kmg Argeleb IT commissions regular caravans to the
Ered Luin and Cardolan, and less frequently to Moria,
Lindon, and the Shire. The nobility and a small number
of frectraders areless scrupulous in their dealings, trading
with Rhudaur and some of rhe less savory clements in
Cardolan. On the whole, trade has not yet recovered from
the disruption of the Plague. Bandits stalk the roads with
only occasional inrerf erence from the Crown, and contact
with Gondor becomes ever rarer. Fornost, once a re-
nowned city of learning, is now home to a mere few
dedicated, but aged, scholars. These wise folk help to
preserve the spirit of the Edam, keeping their gazc to the
stars in what appcears to be the blackest of all imes.

Were it not situated at che juncture of two major trade
routes, Bree-land would be a stmple agricultural commu-
nity indistinguishable from any other in Arthedain. How-
ever, its strategic location, not to mention its proximity to
Cardolan’s border, repeatedly forces the region into the
currents of history. The Kings of Arthedam refused to
chance so vital a crossroads to the whims of a nobleman,
so they kept the region a royal protectorate under the
guidance of a governor until the Angmarean mvasion of
[410. Then. in recognirion of the courage displayed by
the villagers, King Araphorgranted the Bree-land the right
of autonomy. Since then, the Breelinders have elected
their own Mayor, who oversees all local matters. A small
royal garrison remains in the town of Bree, but that is the
only indication of the Crown'’s presence.

Arthedain
Map



The rown of Bree rests on a hill overlooking the
mtetsection of the Great Easr Road and the
Greenway. Three smaller hamlets off the man
roads focus on agriculture, while Bree, by far the
largest town in the area, has become a center for
commerce and craf ts. Small farms dot the eoun-
tryside, of which many stand idle since the Plaguc.
Menand Dwarves fromstrange lands pass through
the King's Rest Inn reguIarIy, but Bree retains a
provincial character. and locals rarcly speak with
outsiders. Despite its location within the mainstream of
politics in Middle-carth, life in Bree continuesasthasfor
centuries, as if indefiance of the turmotl in the surround-
ing lands.

A curtous mux of Man and Hobbit composes the
population of Breeland, a situation unlike any other in
Middle-carth. The two raees cxist i harmony. cven
friendship. Tlus relationship dates back to the great war
between Angmar and Cardolan, when interdependence
became necessary for the conununity’s sarvival. To this
date, the Men and Hobbits of Bree-land have divided
labor between chem, the Men performing heavy tasks and
the Hobbirs taking on smaller jobs which require greater
dexterity. The Hobbits of Bree-land, unlike their cousins
in the Shire, nteract freely with the “Big Folk,” much to
their benefic. Bree Hobbits have largely abandoned Kuduk,
their ancestral tongue, in favor of the Westron dialect
used by the Men of Bree.

Bree once stood close to the center of the vanished
Kingdomn of Arnor. The Kings of that land chose a First
Ageburial sitc as their own lastresting place. Since then,
the jagged hills southwest of Bree have been known as the
Batrow-downs. A great batcle scarred the slopes there in
1410, during which the King and Crown Prince of
Cardolan fell facing the hordes of Angmar. After the
Great Plaguc tore through northern Endor in 1636,
rumors grew that the hills were haunted by the dreadful
spirits of the Edain, and several mysterious disappear-
ances have caused many of the Wise to take notice.

THE SHIRE

Political Organization: Autonomous Shire of Arthedain.
Clan-based aristocracy.

Rulers: Marcho and Blanco FFallohide,
Founders of Shire. Rulers by Acclamation.
Isumbras T ook, Thainof the Took Clan in the Southfarthing.

Administrative Organization: Officials¢lected by ¢lan members,
land dwvided mnto four Farthings, further subdivided by
private ownership.

Population: 12,500 Hobbuts.

Military: 300 Standing Fyrd led by clected Shirnffs.
}.500 Levy organized by clan.

Products: Gran, frnut, mushrooms.
Symbol: None.
Map Coordinates: DS

In TA. 601, faced with the growing power of the
noblehouscof Tarma, King Argeleb 1l of Arthedainchose
to respond to the situation by dividing up the Tarma
lands. claiming an ancient right over property in tmes of
need. Advised by the Istar Gandalf. Argeleb granted four
large but underpopulated parcels of land on the southern
border of Arthedain to a sizable band of Hobbits. At this
time, the brothers Marcho and Blanco had been petition-
ing the King for three years, hoping to gain some small
plot of land on which to settle their wandering people.
These first Hobbir sertlers were soon joined by their
cousins from Cardolan, Bree-land. and Rhudaur. creating
a sizable and stable community in a surprisingly short
time. Argeleb, pleased by the success ot hus gift, bestowed
many rights of sclf -governance upon the Hobbits, asking
only for payment of an annual rax known among the
Hobbits as The Rent. The Hobbits speak thewr own
language among themsclves, but many learn Westron m
order to communicate with the Men and Dwarves who
pass along the Great East Road on some errand.

Although the brothers Marcho and Blanco make the
decisions which concern all of the Shire, most power is
held by the hereditary thains of cach tribe. A few tribes,
however, clect officials o carry out work for the good of
the community wich the chains raking on a ceremomal
role, usually prominent on feast-days.

The Shire is organized along the boundaries of the old
Arthadan ctcrritaries, now known as Farthings. Marcho
and Blanco originally intended to grant a farthing to cach
clan. but the turbulence of the sudden 1lux of new
immigrants made the farthings little more chan lines on
themap. The clans mix more or less frecly now; only the
most anistocratic concern themselves with de continuity
of their clans when they make a marriage march.

The fyrd is a volunteer force, commanded by the more
intluential citizens, which meets every month to practice
military mancuvers, Few Men remain in The Shire, bur
bandits, some hired by the Tarmas, view the Hobbits as
casy pickings. The fyrd hopes to change their opinion.

The Shire is quietly agricultural, sclf-sufficient in most
arcas. Each year, a surplus of grain, fruit, and mushrooms
goes to the Autumn Fair at Bree. Despite their skill ac
smithing, Hobbir smelting practices are quite crude, and
those who live along the Great East Road eagerly trade for
ingots of pure copper, iron, and tin. Along the East Road,
Hobbit culture ts dccidcdly more “Mannish.” Hobbits
there dwell in houses above ground, rather than in the
burrows known as “smials,” and many of these more
urban Hobbits spcak Westron among themsclves on a

daily basts.



CARDOLAN

Cardolan 1s a realm in turmioil. Her royal family died
out in the wars with Angmar rwo hundred years before.
leaving a number of rival Ddnadan princes with claims to
the throne. Upstarts, like the Dunnish King of Saralainn
and the rebellious villages of Feotar., were able ro establish
their independence in the chaos which followed the wars.
ThePlague added anocherelement ro Cardolan’s troubles.
Ie sparked a furcher series of migrations, the most signifi-
cant of which was the mtrusion of a large band of Trolls
imnto the central plain of Minhiniath. Thus, the realm of
Cardolan 1s in actuality a numberof petty kmgdoms, cach
in constant contlict with the others.

DUNADAN PRINCIPALITIES

Political Organization: Competing Principalities.

Rulers: Pellendur, Hir Tym Gorthad.
Earnil, Regent of Dol Cirithlin.
Finduilas 111, Hiren Dol Calanur.
Hallas. Hir Dol Tinare.
Imlach, Canotar of Tharbad.

Administrative Organiz.ation: Hereditary Princes, appointed
Canotar, appomted lesserofficials, elected Guildmasters: all
land nomumally held by Princes, givento smallholders in fief.

Population: 48.(X) Cardolani (not including populations of
Saralainn or the Cantons).

Military: Each Prince and Lord commands about 100 warriors
ma personal retinue and can raise 200-800 levy wroops in 2-
3 weeks. Most often, however, the Lordsrelyupon mercenary
bands and the Dunmsh tribes in the region for miluary
muscle. Gondor and Arthedain also maintain gamrsons in
Cardolan to ensure the safety of the trade routes.

Products: Wool. texedes. trade, mercenarics.

Symbol: Varies,

Map Coordinaces: ES-E7, D6, D7

Cardolan was once part of the great Kmgdom of Amor.
Following the divisive year of T.A. 861. Cardolan ap-
peared to hiave a brighe future. Of the three fragments of
Amor, Cardolan had themost fertile soil.the largest land
arca and urban center. and the closcest ties to Gondor and
the Ndnenérean past of the Dinedam. Unfortunately.
the broad plain of Enador acted as a highway for cvery
migratory people in western Endor. and the Kings of
Cardolan witnessed a centuries long struggle for resources
berween the indigenous Eriadorans, the ruling Dinedain.
and the migratory Hobbits and Dunnish tribes.

The Witch-kingof Angmartoo found the ferule plams
of Cardolan tempting, and. after encouragimg strife be-
tween Cardolan and her neighbors for centuries. invaded
himsclf 1 the year T.A. 1409. His attack drove the
defenders reclmg in retreat down the Grear East Road.
King Ostoher fell def ending the Tyrn Gorthad, and che
death of his daughter, his sole surviving heir, a fow years
lacer brought a long reign of troubles on Cardolan.

Civil war is now a regular occurrence, as the heirs of
Cardolan’s great noble houses seruggle for dommance.
The strength of the realm has dimmished greatly. and the
lords of Cardolan fight their wars with plots of deceicand
small bands of mercenarics.

The common folk of Cardolan desire onh' o be
forgotten by their overlords and to get on with the
business of agriculture. Though harsh winds scour the
uplands of Eriador, where herding provides the chief
source of revenue, the lowlands are known for cheir
fertility. Due ro the good soil and the mildest elimace
northof the White Mountains, ageiculture in cheGwarhlo
Valley is less toilsome than in other regions. However, a
severe population shortage prevents Cardolan from rising
to its former prominence. Even before the Plague, a sharp
demographic decline made its impact on the realm, for
many: commoncrs fled (o seck the stability of Gondor or
Arthedain.

The lords of Cardolan scheme against each other.
playing external forces and internal ones, such as the
Warlord and the King of Saralainn, off cach other and
their rivals. Both Arthedoin and Gondor desice stability 1n
the region. or the security of the Great North Road at the
very least. Gondor appoints the Canotar of Tharbad. an
ofticial with nominal authority over all of Cardolan, with
the hope of controlling the violence in Tharbad. How-
ever. recent Canotars have had cheir hands full managing
the lughly competitive guilds i the city. who frequently
work m league with the Dinadan Princes. Thus, the
Canotar has become yet another player in the power-
struggles in Cardolan. The King of Gondur would like to
bring Cardolan under his direct authority, but he lacks the
strength to quell the inevitable siolent reaction which has
become an integral part of Cardolam politics.

Cardolan’s problems do not end with petey political
rivalrics. Few other lands were as disrupted by the Plague,
and countless small villages were deserted in its wake.
Worse. a flood of retugees from Dunland and Western
Gondor camc to Tharbad, hopingtostart ancw lifc inthe
aity. The lords of Cardolan must import tons of food
merely to keep the population from starvation, A sizeable
shanty-townnorth-west of the city atcests to the Canorar’s
inability to handle thesituation. Unrest grows among the
urban poor cach day, and the power of the guilds mereascs
in relation to che level of malcontent. To make matters
worse, a large and unusually well-orgamized band of
Trolls. led by a figure known only as the Warlord, deove
decp into Cardolan during the Plaguce to take up what
appears to be a permanent occupation.

Cardolan
an
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CANTONS OF FEOTAR

Political Organization: Federation of independent villages.

Rulers: Bemakind. a retived general who formerly united the
Cantons against mvading anmies from Dol Ginchlin and
Dol Tinare.

Administrative Organization: Each of the seventeen Cantons
clects its own officials to organize matters of daily tf e.
"T'ermsarc usually only for a mateerof months, and all males
over the age of twelve can vote. Land is privately owned, but
each Canton ownsplowsandotherlargeand cxpensive tools
collectively.

Population: 10,000 Cardofam.

Military: A standing force of about SO0 Northman prof essional
soldiers is deployed among several stracegic homesteads,
Given six weeks or so. the villages can raise a militia foree of

roughly 4000 Men.
Products: Wool, copper. grain.
Symbol: None.
Map Coordinates: E8

After the death of Cardolan’s King Ostoher on the
Barrow-downs, the powerful nobilityof Cardolan clamed
ncarly absolute power wichin their own lands. Abuses
were common, but none more flagrant or violent than
those of Gaertil the Bad, the lord of Feotar and also the
Canotar of all of Cardolan. The paranoid Gaertil slew
virtually all of his petty nobility before he in turn found
death at the hands of his outraged bodyguards. Feotar was
left with no nobility, so the common folk decided to rule
themselves. Theydivided Feotar into Free Cantonsaround
the twenty-three villages in che region, a number reduced
to seventeen since the Plague. Each village governs tts own
affairs, elecung ot¥icials and a council to govern mundane
matters. Communication between villages is rare, as cach
community strives for complere independence and sclf -
sufficiency. Along the Gwathls, the system gencrally
works as imagined, with decisionsmade in town meetings.
Inland, though, wealthier citizens dominate the village
affairs. forming a new anstocracy among themselves.

Sheep herding forms the largest industry in the Can-
tons, though the villages rarely erade with the ourside
world. Those few traders from Dunland and Tharbad
with good rclations in the Canrons regularly import
luxury items in exchange for the villages' surpluses of
wool, grain, and the finest wine west of Dorwinion.

SARALAINN

Political Organization: Kingdom.

Ruler: King Lanaigh.

Administrative Organization: All offices appomted by King:
fand held by traditional tnbal groups.

Population: 9,000 Dunmen.

Military: The King maintainsa standing f orce of 150 Warriors
and can raise units from several Dunnish and Enadoran
tribes ofqucstionablc quality and loyalty. cach contributing
abour 100 ¢roops.

Productes: Sale, fish, mercenaries.

Symbol: Crosscd Brown Spears on 2 R.ed Ground.

Map Coordinaces: FS. F6

Pounded af ter the downfall of Cardolan’s royal family
by a Dunnish fortune hunter named Gordaigh, Saralainn's
carly years were marked by repeated atcacks from the
ncighboring Diinadan lords who attempeced to dislodge
this new power. The Dunmen proved tenacious, however,
and today Saralainn rests on equal footing with her
neighbors. The Kings have organized the land along a
tribal model, with the King acting as a High Chief of his
own and several lesser tribes. Kinship ties sull form the
strongest bonds in Saralainn society, and the kingdom,
though loosely organized, is ¢losely knit though a com-
plex series of marriage alliances. Despite these bonds of
kinship, feuding and revoles plague the kingdom regu-
larly. Though Saralainn culeure is violent and boisterous,
the King and his chief's desire nothing more from the
outside world than peace.

Saralainn rests in the marshy lowlands near the mouth
of the Gwathlé. Though the soil in the area is extremely
rich, litele effort is made to exploit it fully, for the Men of
Saralainn are descendants of highland herders, and the
annual floods of the Gwathlé def yall actempts by farmers
to hold back the water.

Fishing, pitch. and salc form the basis of Saralainn’s
cconomy. Also vital are the tolls which the Kingexacts on
river traffic heading up the Gwathld to Tharbad. The
eribes of Saralainn take care not to levy too steep a toll on
the river, for they depend upon the worked metal goods
provided by Dinadan craftsmen.

THE WARLORD’S EMPIRE

Politr'cal Organization: Autocracy ( Dictatorship), Subject Stare
{of Angmar).

Ruler: Ardagor Half-troll, The Wariord.

Administrative Organization: All offices
appomted by Warlord: all land held directly
by Warlord.

Population: 50 Trolls, SO0 Human Slaves.

Military: 4S Hill Trolls.
S0 Wargs.
150-200 Slave Troops.

Products: Mercenaries, spies.
Symbol: A Green Serpent on a Red Field.
Map Coordinates: FS



Taking advantage of rhe tunmoil wrought by the Great
Plague, the Witch-king of Angmar decided to use the
opportunity to allow the Cardolani to destroy themselves.
He sentone of his most cunning agents, aHalf -troll, Half -
elf hybrid with a devious mind. into the highlands of
central Eriador with ordersto provoke Cardolan’s Princes
to a civil war. Along with lis retinue of Hill Troll
wartiors, the Warlord began plundering towns and farin-
steads around his stronghold ac the crags of Creb Durga.

To date, Angmar’s plan seems flawless. The Princes are
using the presence of the Warlord as an excuse to allow
theirown petty rivalries to turn violent. Injust a few short
years, the Warlord has earned a place among the principal
players in Cardolan, though none of the Princes would
admit to any type of dealings with him. Though not

strong enough to crush any
of the principalities on his
own, the Warlord has used
his guile to set into motion
a pocentially disastrous situ-
acion.

The Warlord's base is a
secret to most, but the lands
he rules are easily visible to
any traveler in the region.
The once-fertile fields seein
blighted as if bydisease, and

_slaves toil their fingers to
the bone toscratch food out
of thisunpleasant landscape.

DALE AND ESGAROTH
Political Organization: Bklr. Heredicary Lordship.
Esgarorh: Republic with an elected Master.

Rulers: Eoder, Thyn of Dale.
Odagavia, Master of Esgaroth,

Administrative Organization; Appoimed adwisors in Dale,
clected officials n both towns: land held by arstocracy,
granted to smallholders in retum for military service.

Population: 6000 Northmen,

Milicary: 150 Professional Warriors, many mounted.
[50-200 drlled militia croops.
300-500 raw levy, used only in emergencies and takes 2-§
weeks to raise.
Products: Market, finished goads, beer,
Symbol: None.

Map Coordinatcs: BI5, CIS

Tucked away in the northern marches of Rhovanion
lies a tiny but prosperous community of Northmen who
have eagerly adapted to the urban way of life. The towns
of Esgaroth and Dale began in the Second Age as seasonal
trading posts, where the inigratory Edain and Northmen
could trade therr agricultural goods with the nearby
populations of Dwarves and Elves. As the Northmen
sertled pennanently in the area, Dale and Lsgaroth ob-
tained year-round populations and became the hubs of
norchern Rhovanion’s trade network. The Northmen of
the region thrive in their new role as merchants, but the
agrarian ways die hard, and many of the traditional
practices are preserved, especially in the many uny sur-
rounding farms which feed the two towns. Despite the
cosmopolitan nature of their towns, the urban Northmen
remain distant, viewing outsiders with inittal suspicion
they finally grant their cruse. The more urbane merchants
of Dorwinion and Gondoreye this atticude as quaint. even
claiming that the Northmen lose many a fine de,al in their
silence.

Nosingle lord rules both Dale and Esgaroth. Esgaroth,
known as “.ake-town” because the entire communtty
restsupon great platf ormsbuilt over the Long Lake. elects
a Master to govern its affairs. Dale, situated 1n a rocky
valley underneath the Lonely Mountain andmore isolated
from much of the mercantile traffic, mameains the tradi-
tional hereditary office of Thyn. Both towns owe alle-
giance to the Waildungas, the large tribe of Northmen to
the south, but neither community has sent tribute for
almost four hundred years, and the Great Plague has
severed most political ties with the Northinan tribes of
Mirkwood's Bight.

The urban Nortlunen act as middlemen in agreattrade
network linking Gondor, the valley of Dorwinion, the
plains Northmen of southern Rhovanion, and the Elves
of Mirkwood, exporting few goods of their own. Several
craft tndustries grew in the towns bef ore the Plague, with
metalwork, beer, glass. and other fimshed products as the
main exports.

Now virtually all energies in Esgaroth are devoted to
handling the wares of others. The Plague did little to slow
the traffic of goods from the East and the Forest, and the
wealthy of Gondor are always willing to pay lughly for
their luxurres. Spices, wine, and healing herbs flow from
the East. Much of the wine continues up the Forest River
to the King of the Wood-elves, who offers bright golden
jewelry and vesselsand (ine silken goods in exchange. The
reclusive Woodmen of Mirkwood also bring their wares
to Esgarothvia the Wood-elves, off ering furs and lumber
for finished products and items of metal. Some foodstuffs
still come from the Northinen of southern Rhovanion,
but most trade to the South stems from Gondor, where
brilliant objects of steel and silver are exchanged for the
luxuries of the Utter East. Coins also originate in Gondor,
and the urban Northmen are just beginning to experiment
in their use.

Dale &
Esgaroth
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DOL GULDUR

Political Organization: Divine Autocracy (Dictatorship).
Rulers: The Necromancer.
Khamiil, Captain of Dol Guldur.
Administrative Organization: All offices appornted by
Necromancer: all land held directly by Neeromancer.
Population: 2,100 Ores: 25 Trolls.
Milicary: 320t Ore Warsiors.
[35 Trolls.
100 Wolves.
Plus numerous Fell Beasts, Spiders, and other creatures
under che ndivect influence of Sauron.
Products: No exports.
Symbol: None{ The Red Eyc}.
Map Coordinates: EI3

Dol Guldur was, for a time in the Second Age. the
cheerful home of Drviin’s Folk for a fow years af'ter they
left their ancestral home of Moria and bef ore they moved

intothedistant Eastand

Dritadan
Forest
Map

out of the tales of Men
and Elves. The wunnels
m the barren cinder
conc stood vacant for
centucies, until a sinis-
ter presence moved into
them. The conung of
Sauron around T.A.
1050 poisoncd the sur-
rounding forest. twst-
mg and corrupsing the Greenwood until cven the Elves
shunncd the souchern reaches of cthe forest.

Disguising himsclf as the “Necromancer.” an evil Sor-
cerer of great., yet not Saurenic, stature, the Lord of the
Ring.\‘ debved new passages inte Amon l.anc, ercating
breeding pits for his Ores. Trolls, and other horrors.
Silendy, the Dark Lord bides his time in Iis lair, now
known as the Hill of Sorcery, and broods over his lost
Ring while he rebuilds his power and his army. Alrcady,
he ts secretly re-fortif ving Mordor, and most of his new
Orces head south for the phains of Gorgoroth and Nurn.

Since Sauron must abide in secret while he gathers his
strength, he frequently acts chrough his ivutenant, Khamdl
the Easterling, a Nazgdl second in might only to the
Witch-king of Angmar. While Sauron breeds his roops.
Khamii gathers the most powerful andcorrupt Men from
throughout Endor to directly serve their Black Master.
Aside from these thralls of Sauron, no living Man, Dwarf.
or Elfhas seen the interior of Dol Guldur and ¢scaped in
a condiuon to tell the tale.

Sauron fears action by the White Council and will not
hesitate to stoop to any atrocity to avoid their interven-
tion. For the time, subtlety is his watchword. The slow
corruption of Mirkwood Forest and the gradual waning
ot Gondorian power in Rhovanion arc his immediate
goals, and they are being mecwithour the need for an open
display. The mass migration of many tribes of Easterlings
under his sway into the region form the next stage of his
plan, and already tribes of Sagath and Asdriags have
moved into the valley of the River Running. The chaosin
Rhovimion causcd by mass migratons will weaken
Gondor’s grasp on the arca and allow Sauron to refortity
Mordor undiscovered and unmolested.

DRUADAN FOREST
(THE WOSES)

Poliucal Organization: Tribal Groups.

Rulers: Rhan-buri-Rhin, High Shaman.

Administrative Organization: On a clan level only. Shamans
serve as the social and religious leaders of the
communities.

Populacion: L8O divided among more than [30 clans.

Military: 400 Hunters and Warriors.

Products: No exports.

Symbol: Nonc.

Map Coordinates: Hi3.

Tucked away in the hidden hol-
lows and valleys of Drtiadan Forest
live the Woses, descendants of the
original inhabitants of Northwest-
cm Endor. Less than a hard day's
ride to the shining city of Minas
Anor, the Woses lead pritmitive
livesas they have for untold millen-
nia. Despite their proximity to
Gondor's most importam city, very
few Gondorians have cver seen a Wose, and fewer saill
know much about their ways. They seck only to be
ignored by the whoteoutside world while they gather food
and tend to the forest. Betrer woodsmen are not ro be
foundamong Men. forthe Woses arcerafty in all outdoor
lores.

‘T'he Woses are descendants of the primeval peoples of
Middle-earth the Elves encountered in the First Age and
rclatives of the other Dniedain folk that sull abide in
Endor. In fact, most other tnibes of Draedain are mistak-
enly called “Woses.” for the tribe i Druadan Forest is
better known to the Dtinedain than any other. Pushed
aside first by their Dunlending cousins and lacer by the
Dédncdain, the Woses and their kin retreaced to forests
and inaccessible locations in the mountains. Distant
relatives of Cardolan's Beftracn and the Coastal Peoples
in Anfalas and ncar the mouths of the River Isen, the
Woses have little contact with thar ki, let alone their




naghbors, who occasionally hunt them for sport. They
speak a tongue nearly impossible for oursiders to pro-
nounce. and no Wosc has volunteered to teach it. Most
knowledge about the Woses comes from the ruins left by
the ancestors of the Dunlendings at places like Demharrow
and Tolf alas.

Today, the Woses no longer work in stone, nordo they
retainany of their reputed skills as jewelry smiths. Instead,
they spend much of their tme gathering food from the
forest and telling rales about the land in carlier times. The
Woseslivein dlose to one hundredsmall tribal groupsand
share no higher organization outside of the family units.
Their religion ts highly animistic and centers around
supcrsution and reverence for personifications of varous
aspeets of nature. Each fanuly group has a member who
acts as a shaman, divining the future and tending the
nfirm. The shamans share some identity outside of the
tribes, def erring to the most powerful of thew number in
spiricual questions. Hloly' places are highly significant to
the Woscs, and an ignorant trespasser may face torture
and death for even a scemmgly miner offense.

DUNLAND (DUNFEARAN)

Political Organization: Tribal Chicf doms.

Rulets: Enion. Chief of Clan Feargan.
Aonghas. Chief of Clan Trcfom.
Daonghlas, Chief of Clan Arailt.

Rulart, Chief of Clan Ruadh.
Belligel, Chief of Clan Eogbann.

Administeative Organization: Fifteen hereditary and ment-
based chicf doms. all lesser offices appointed: cribal land
held in common.

Population: 150,000 Dunlendmgs.

Military: Each Chiefkeeps from 100-400 Warriors as a
permanent recenue, Each Clan ¢an also ratse 1.400-3,200
Warriors given [-4 weeks. Tribes favor light armor and
carry spears and melce weapons predominiely.

Products: Wool, mercenaries.

Symbol: None.

Map Coordinates: [-9

In the rugged and unramed regions between the pro-
tected boundaries of Gondor and the Kingdoms of the
North dwell large tribe's of Dunlendings. Fifteen clans
sharc a comparatively small arca in the shadow of the
Misty Mountains. The isolated nature of the Dunlending
homesteads kept the devastation of the Plague to a
mintmum in the region, leaving the population large in
compartson with the neighboring realms. Al the tribes
relyon large herds of sheepand catdle for their livelihoods.
with hunemg providing additional meat in cheir diets.

The Dunmen migrated mto the area in the lare Second
and carly Third Age. pushed out of more fertile regions by
the advance of the Dinadan kingdems. Only the halt of
Gondorian expansion during the Kin-strife ended their
reteeat, and they have claimed the foothills of the Misty
Mountains as forever theirs. No great sympathy cxists in
the Third Age between Ditnadan and Dunlending, for the
Dunmen wage an almost constant war with thew neigh-
bors when they are not fighting amongst themselves. Even
when there 15 no open hostility, each Dunman maintains
a burning hatred of the Sons of Nimenor. Trade does
exist between the more moderate clans and Diinadan
merchants, but, even in the best of circumstances, a thick
suspicion covers the proceedings. The Men of Dunland
view themselves as superior to the subject tribes within
Gondor and Cardolan, and they often force an ordeal
upon those Dunnish plague ref ugees secking sanctuary
among the tribes of Dunland.

The Dunlendings are a warrior race, mdirectly de-
scended from the Dacen Coentis peoples imdigenous to
northwestern Endor. Each clan consists of 3-10 fanily
groups closely linked by intermar-

riage. The heads of the families
compere for the position of Clan
Chief tain, winning the title in non-
mortalcombat.Contact with other
clans or outside peoples is rare,
cven among the more urban tribes,

Religion and superstition plays
amajor role amongthe tribes. Mose
worship gods based on dcbased
understandingsof the Valar, though
a few of the more militant tribes
have taken up the worship of Sauron
under rhe guise of the I'emple of
Justice. Currently the ribes divide
themselves mto two camps based
on rcligious principles. and the
hostlity beewcen the groups may soon escalate mto open
warf are. The group calling themselves the Dacn lenus 1s
sympathetic to the Temple of Justice and s openly hostile
to the Minedain. The other faction longs for a return to
the peacetul old Dacn Coentis culture of the Second Age.
and the member clans are more sympathetic to outside
cultures. A few clans manage to remamncutral. hoping to
avoid a devastating war.

The Great North Road cuts through the territories of
the lowland tribes in the west of Dunland. Dinadan
traders from Gondor, Arthedain, and Cardolan risk the
hostitity of the Dacn lontts clans in order to keep the land
route to Tharbad open. Some enterprising family groups
who have scttled near the road participate in occasional
trade with these merchants, establishing their own erade
routes into rthe interior of Dunland or selling the rights to
cross o and trade within Dunnish lands unmolested.
Most sane merchants, though, stay to the road. travelling
n large caravans with a numerous contingent of hired

guards.

Dvniand
Map
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FANGORN (THE ENTS)

Political Organization. Gerontocracy.
Rulers: Treebeard,
Skinbark.
Lcaflock.
Administrative Organization: Nonc apparent: property held in
cOmmon.
Population: 150 Ents.
2.000 Huoms.
Military: [50 Ents.
2,000 Huoms.
Products: No exports.
Symbol: None.
Map Coordinates: ['10

Hidden away on the eastern slopes of the Misty Mountains,
concealed by the dark boughs of the wood known as Fangorn, the last
colony of Ents survives, Few outsiders even know of their existence,
and the Ents are more than happy to keep it that way. They do not
undetstand the impulsive and hasty ways of Men, Dwarves, and Orcs,
and they are certain that these younger and lesser races do not
understand their motives. The rapport they once shared with the
Elves has dimmed with time, for the Elves face their mmortality with
curiosity and rashness, while the Ents are content to st peacefully for
centuries, watching the motions of the heavens and tending the trees
that are in their care.

Aidmg the Ents in their task of maintaining Fangorn Forest, one
of the last stretches of the great wood which once covered most of
northwestern Endor, isanarmyof Huorns, great tree-hetds that scem
to be a cross between the Ents and the trees themselves. The Huorns
have little intelligence and have been known to nip even innocent
wandeters limb from limb. The Ents, however, are a gentle race,
except when roused to anger by a direct threat to their home. Even
then, they may take weeks or even months to debate the matter, for
no creature s more deliberate in hisactions than an Ent. The Ents rule
by consensus, which they reach at moots convened whenever any
matterof graveimportance arises. Def erence is paid to the three eldest
Ents, who hold no formal title but are well known for rheir great
wisdom.

One patticular event which
could rouse the Ents to hasty
action would be the re-discovery
of the Ent-wives. The Ent-wives
left the caves of Fangorn centu-
ries ago, cager to find new gar-
dens to cultivate while their mates
tended the mighty trees. The loss
of the Ent-wivescaused great sad-
ness to the Ents, who secretly
hope that their women are scill
alive and will one day return to
them.

Fangorn

Map

An Ent-ball



FOROCHEL (THE LOSSOTH)

Political Organization: Tribal Groups.

Rulers: Bethurin. a prominent chieftain.

Administrative Organization: Purcly clan-based, with the
elders and chiet rains holding authority. All goods are
considered communal; hoarding is punishable by exile.

Population: 300 Lossoth.
250 Umli.
Milicary: 100 Hunters.
Products: Otl. hides.
Symbol: Nonc.
Map Coordinates: AS-A7 and north.

In aland where most Mencouldnot live fora few hours
without protection from the elements, the Lossoth of the
North chrive. They lead pure and simple lives, relying
uponthe'sparscbounty of their homeland for survival, but
they are hardy and do not want for much in the way of
luxury. They refuse o move to wamer climes, pref erring
theviolence of the northern wastelands to the wars of their
neighbors to the south. They take no sides in the conflicts

The Lossoth are a people distancly related to the
Dunlendings. Nonc know of their precise origins, and
they were apparently present in Forochel long bufore the
first N¢unenoreans landed on the shores of Middle-carth.
They shun contact with other groups, although a few
enterprising traders of Archedam have won their conti-
dence and occasionally make seasonal expeditions o
acquire whale oil, hides, and ornaments of worked bone.

The Lossoth live i small and widely scattered villages
which are centered around strong ties of kinship. In the
wintermonths, they build theirhomes outof blocks of ice
and scem as comfortable in these dwellings as a Hobbic
does in his smial. No chief rules over afl of the tribwes,
though occasionally a single chief will grow strong enough
to unite the efforts of several elan groups. Within the
communities. the Lossoth freely share all of their posses-
stons, working mgc[hcr to ensure their group's survival,
The lLossoth arc a migratory people, moving their enuire
village when they exhaust the resources in a given arca.
Theyhunt whales and the sturdy Losrandur, followingrhc
huge herds around for months at a time. They are carclul

between the Witch-king and the High Men. but theyare o prescrve the integrity of their environment, and look Mudkan,
no frtends of Orcs and have off ered aid to lost Dimadan — wich suspicion upon those who despoail the land. a Lossoth
travellers in need of help. Village
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A few villages of Umli lie scateered around the frozen
waste of Forochel. The Umli may be distantly related
to the Dwarves, though none truly know from whence
they came. Their origins are even more obscure than
thosc of the Lossoth. The Umli arca dying race, victims
of raiding Orcs, the Plague, and an unf orgiving clunare.
Those Umli who hive in Forochel are splmeergroups of
the mamn Umli population to the East in the cold lands
of Urd and Uab, whoin natural disasters and warfare
drove to scek a more peaceful existence in the West.
While the Lossoth manage to survive though sheer
willpower, the Umli in Forochel give way to introspec-
tion and despair. for their new home is no less harsh
than their old one, and tt lies within the grip of che
Witch-kmg. For reasons known only to themselves,
they dare not return to their homeland and will not
speak of the matter to oursiders. [ Drogit of Fornost]

GOBLIN-TOWN
(ORCS OF THE HIGH PASS)

Political Organization: Chiefdom, Subject Stawe
(of Gundabad).

Rulers: Male chief assisted by two caprains and a priest.
Utgubal, the Great Goblin,
Balklunog, Captam of the Wolf Gare.
Luzog, Captain of the Back Door.
Yazhgar, Chtef Priest ot Darkness.

Admimstrative Organization: Rule by strength: chicf
appomts ofticers: some elernents ofhcrvdn.n)v ACCessIon
present, but scconddary 10 brue force: all resources held

direcrly by chef.

Deep within the mountains. the Orcs have burrowed
out an impressive Gobhn-town. Though somewhat roughly
hewn and recking of centuries of squalor, the dimensions
of the stronghold are sutticiently immense to awe nearly
anv Dwarf. The tunnels extend for dozens of 1niles in
many dircctions, and the central caverns are cach hun-
dreds of yards long. Two main gatcs, cach well guarded,
provide access to the town. Only an adventurer possessing
great cunning can obtain entry to Goblin-town wirhout
permissionfromthe Ores. Assumingarash explorer could
find hus way inside, the Ores would take greac
picasure m hunting down the intruder, using

pO.IF'UL“'Um - g:%; TL"‘-‘;(‘Q‘-—,-;' Pt ® (| trackers {Snaga) and Wartgs to find the fugitive.
Military: 980 Ores. 4 S f:;-ﬁ{"ﬁ‘s‘é;' J When they are not preparing for combar, the
60 Wolyes. Mk s '3;-." o - :
5 Trolls Ré D Lo RN ¥ Ores mine their tunnels For iron, copper, and tin
o I ) o o YJ L oL 'Qﬂ 5. ores, which they send to Gundabad and Carn
mftt:fgluis ron. copper. tn, E_,_ R oy “&g“‘}i ‘g Diéim for refining. They manufacture a few
I 8 4 TN ER T, | g " A
Symb I: Cleft Red = ;'i}%L S trems of metal for lhcmsclvcs..for they, de not
Mountain on 2 Black like co rely upon other Ores tor their welfare.
E:icld ’ Most of their hcavy [abor 1s done by slaves, who

Map Coordinates: Cl [

The casiese passacross the Misty Mounrains is home to
a large and violent tribe of Ores. Travellers who use the
pass must move with exceptional stealch or ina large and
well-guarded caravan to avoid the nighttime raids of che
Orcs. A higher and more treacherous pass extsts, but even
thes route 1s not entirely safe. The Ores who dwell in the

Mountains are indirect minions of the Witch-king of

Angmar through the Ashdurbtk of Gundabad. although
the vast disrances to the city of Cam Diun and the caverns
of Gundabad ensure a free hand for the Great Goblin.

The Orcs pay an annual tribute to the Ashdurb(ik and
send troops to Angmar when a large war breaks out. but
on the whole, the Goblins of the Misty Mountains enjoy
no small amount of autonomy from thewr overlords.

arc gathered in raids on both sides of the Andum. The
Ores need tomake regular raids, for vircually none of their
captives last more than a yeur or two i the mines.

Currently. Goblin-town is on the verge of a brutal
siruggle for power. In a land where the strongest warrtor
wiclds supreme power. any fighter bold and mighey
enough can clam the utle of Grear Goblim. Ordinarily,
Urgubal, the current Grear Goblin, would crush any Ore
powerful enough to threaten his rule. bur the guile and
swift risc to power of Balkhmog, the Caprain of the Wolf
Giate, was too fast copermirhimtoreact. Now, a few brave
spies report thatan internal struggle is about toshateerthe
alecady unsrable peace of Goblin-town. The Free Peoples
m the region are considerig attemprs to exploit this
frictaon, but they fear thar a hosrile action trom outside
would unite the Orcs against a comumon foc.



GONDOR

Political Organization: Absolute monarchy with
seme characteristics of both rraditional feudal
and constitutional structurcs,

Ruler: King Tarandor of Gondor.

Administrative Organizacion: The King's authority
embodies exccutive, legislatuve, and judicral
power. He conducts diplomacy. commands
armices, confers titles, and decrees punishmcms‘
He is restricted only by an unwritten obligation
to uphold the traditional laws of the Kingdom,
which can only be changed with che consent of

-

the Crown Council. This august body 1s comprised of Gond_or is ic largest 'mf[ best-organ i"“'_d IF’(’litic“] ‘_‘"_it King's
one hundred of the most praminent nobles in the realm, of Men in Middle-carth, For ease of adminisiration, it is ‘f\[m"d
A Steward, generally a wise man. advanced in years, who divided into provinces and rterritories. Those regions '1'; the i
is prohibited from going to war 1 person or leaving the originally sctiled by the Men of Namenor comprise MEVgWE e
realm, rules in the King's absence and ensures continuity  provinces. Areas conquered by Gondor following the
between reigns. death of Elendlil became territories. In general, the prov-
Population: 443.600 Duncdatn, 121,500 Dunlendings, inces take precedence in court over the territories, but che
3.000 Woses, 240 Elves, 800 Marshren, 38,000 King'sdircctcommand over the territories (usually through
Southrons. the military), ensures a significant political role for all
Military: sce specific province ar territory entries. regions of Gondor. Both provinces and territories are
Products: fish, salt, marble, finished products, grain, cartle, of ten divided into smaller fiefs governed by a Legatc ora
fruit, spices. herbs. textiles. books, art, glass. iron. sanc, Squire responsible to the Lord of the province ordirectly
lead, gems, wool. to the King himself. It is usual for the administrator of a
Symbol: The White Tree on a Black Ficld. province or territory to have several powerful licurenants Coider
Map Cuordinates: 1H6-J [4. G8-G16. under his authority. Map
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ANFALAS AND THARAGROND
Political Organization: Anfalas: Province. Tharagrond:

Autonomous Principality.

Rulers: Hindrasimir, Lord Protector of Anfalas.
Maceldring, Squire of Haetlond.

Caldwinna, Subject Queen of the Southern Dunlendings.
Ac-Balazér, Prince of Tharagrond.

Administrative Organization: The King appoints all
representatives of his power tn Anfalas, bue usually seleets
from a fairly small pool of the local nobility. Six families
control most of the region not under direct royal nile. In
Tharagrond. the Prince has absolute power to appoint his
own representatives. Land is held by the King {or Prince)
and the nobulity, distributed to smallholders for an annual
rent.

Poputation: 8,000 Danedain, 53,000 Dunlendings, 3.000
Woses.
Milicary: 800 Gondorian Infantry.
600 Gondorian Cavalry.
10.000 Dunnish Warriors divided among a dozen tribes.
900 Driiadan Hunters grouped into over 40 clans.
Products: Fish, gold, salt.
Symbol: Thwragrond A Black Tower on a Sky Blue Field.
Map Coordinates: Anfalas: K6-L9. Tharagrond: J6.

Mistakenly known as Driwaith laur (S. “Old Pukel-
land™), the province of Anfalas is the least significant of
Gondor's original provinces under the reign of Elendil.
Few Gondorians live more than a mile from the coast or
the valley of the River Morthond. Those that brave the
wilds of the region are usually miners, prospecring in che
western spurs of the White Mountains for gold. Gold is
the main reason for Gondor’s continued interest in the
arca, for it exists nowhere else wichin the confines of
Gondorian hegemony.

The mines of Anfalas produce all of Gondor’s golden
coins, jewclry, and other artif acts, and the Kings go to
greatlengths vo protect it. Theirtaskis difficule, foralarge
population of Dunlendings lives in the area. The distance
to Gondor’s capital frequently causes the Dunnish tribes
to question Royal authority, and revolts are common. Past
Lord Prorectors have been diplomatic, convincing the
King to leave a subject monarchy for the Dunnish citizens.
In licu of taxes, the current Dunnish queen, Caldwinna,
pays an annual cribute to Minas Anor. which usually
comes in the form of labor in the mines and for Gondor's
army.

Since the Plague, however. tensions have grown be-
tween the Gondorian officials and the subject peoples.
Dunnish raids and harsh retributions from the Lord
Protectors forin a viciously increasing circle. Caldwinna
has not been linked to any of the uprisings, but Lord
Hindrasimir craves an open conflict, so that the guerilla
war might be transforined into an armed contlict more
suitable for Gondot’s armies. The small garrisons kept in
Anfalas are barely capable of protecting all Gondorian
interests in the province, and an open conflict would
require a large number of reinforcements to crush the
rebels.

Anfalasisarocky. windswept, and desolate place which
oncesawbettertimes. Since the Second Age, Nitmendreans
and Elves buile havens here. With the rise of Gondor,
however, the focus of power moved castward, and Anf alas
gradually transf ormed into a collection of fishing villages
and trading outposts. The largest of these settlements, the
townof Haerlond, is built upon the miins of a Ntmenérean
castle at the very tip of the cape known as Andrast. Jtserves
as a way station for sea traffic between Gondor and the
North, for few ships traverse the dangerous passage
around Andrast without some need of repairs or resupply.

Only one N{imenérean citadel remans tntact, and it
has a unique role in Gondor. The fortress of Tharagrond
was aroyal fortress at the time of the Downfall. under the
control of the presumpruous King Ar-Pharazén, How-
ever, the Lord of Tharagrond took pity’ upon the Faithf ul
and offered them refuge. In exchange for chis kindness,
Elendil established the Lord as a Prince within che realm
of Gondor. free from all authority in his own lands and
responsible tono-onesavethe King. Eversince, Tharagrond
has been the last haven of the Black Numenédreans north
of Umbar. Though their bloodline is now fully mingled
with thatof the Dinedain, the Princes of Tharagrondstill
take names in Adfinarc. Their good relations with Gondor
make chem the blood-enemies of other Black
Niémenoreans, but their stake in the region’s mineral
wealthgrants them enough riches and clout to ensure cheir
saf cty.

In the twisted forests of the rugged uplands, there is a
sizeable population of Driedain. These shy folk never
make contact with the Dunlendings, much less the
Gondorians. Little is known about them, save that they arc
related to the Woses of the Grey Wood and the Beffraen
of Minhiriath. They appear tobe descendants of the priest
caste of the Daen Coentis. whose monuments still stand
throughout Gondor. They have nothing to trade, and
their primitive culture cools the desire of Gondor’s mer-
chants and scholars to learn more about them. The miners
report that cthey areexperc hunters who protect their lands
with a frightening ferociry.



ANORIEN

Political Organization: Province: Royal Fief administered by
the Pnncc-President of Minas Anor.

Rulers: King Tarondor of Gondor.
Vinyaran, Chiet Counsellor and Commander,
Belacar, Helm-prince and Commander.
Mindacil. Prince-President of Minas Anor.

Administrative Organization: The King has absoluce
authority within his home provinee, but he leaves the
details of administration to his staff. drawn from his
family and membsers of the nability. Most tand in
Anérien is held by the King and distributed in fief, some
possessed directly by nine noble houses.

Papulation: 70000 Dinedtain.

Military: 240 Royal City Guard, under the Prince-Presedent
of Minas Anar.
400 City Militiamen under the Prince-President.
1,200 Regular Foot Soldiers under the Keing's Com-

mander.
Products: Marble, finished products. trade, government.

Map Coordinates: HI2-HI3

Anéricn is the fast-rising star of the Gondorian realm.
While the Ship-kings reigned in Gondor, little thoughe
was given to the lands up-river from Pelargir. Gondorian
authority extended beyond Osgiliath and Minas Anor,
but it was the coastal provinces which reigned supreme.
After the Plaguc. the downlall of Osgiliath, and che
ravages of the Corsairs. the focus of Gondorian power
shifted inland. King Tarondor moved his primary resi-
dencce from the port city of Osgihath to the more seare
fastness of Minas Anor. Control of the scas remains
absolutely vital to the Gondorian cconomy, but the focus
of Gondorian leadership has moved from aggressive
cxpansion to cautious consolidarion and def ense. For this
role, Andrien and its chief city scem perfect.

The importance of Anérien in controlling the northern
termitortes of Gondor has long been understood by the
descendants of Elendil. A seties of beacon towers relays
messages between Gondor's capital and the plains of the
Entwash. The High-king himsclf chose the northern
slopes of the White Mountams as his final resung place,
where he remains undisturbed in a sunple grave marked by
an unimposing stonc. In the mid-Third Age. Anérien
serves as a link between the sea-provinces and the inland
cerritorics. Without the security of Anérien. the whole
rcalm would surely collapsc.

Andricn is a fertile province long considered the gran-
basket of Gondor tucked around the castern tp of the
White Mountains. With the shift of the royal residence
to Minas Anor. Anérien now finds ieself a political eenter
aswell. The change has broughta wealth of trade to Minas
Anor,which isimorethan delighted o take on the new role
as a mercantile center. The enhanced scatus of Anérien has
also mcant that it has reccived more than its share of
refugees from the Plaguc. These dispossessed have be-
come a burden to the city folk who are themssclves pressed
for resoutces in difficule eunes. Anédricn now finds twself
an importer of grain from the distant reaches of
Calenardhon and Dor Rhinen.

The foothills of the White Monntains are famous for
the high-quality marble which they produce. Anorian
marble blocks are reputed to be the building material out
of which Gondor washewn,astoty with more thanagram
of trith to it. Industry is well established in Minas Anor.,
a city sccond in size only to Pelargtr. The workshops and
Fellowshipsof Minas Anor producesplendiditems which
then travel o every corner of Middle-carth.

Not only does Minas Anor send its products to other
fands, but u receives a vast share of the trade entering
Gondor. The city guards the juncture of several trade
routes. and 1t benetits immeasurably from s locatton.
The Andun, the highway to the nor(h, becomes an sea-
avenue to the lands of FFar Harad where the river broadens
just past the decrepid Osgiliath Bridge. All eraftic norch of
the Whue Mountains on the Old North Road. the main
artery of communication with Arthedain and Cardolan.
passcs through Minas Anor. South of the city, the road
swings abruptly south and west, becoming the Men
Gondor, linking Andrien to Gondor's most populous
provinces. Across the Anduin. there is casy access to the
roads of the East, which link the Gondorian provmee of
Irhilien to territories in Rhovation and the land rouee o
Harad.

The Kingkeepsa fa':rlysmall army stattoned m Gondor’s
central province. Large forees in Ithilten. Lebennin. and
Calenardhon make a sizeable gartison 1 Anérien unncc-
essary.Apart from the small contingent of the elite Royal
City Guards. most of the troops around Anérien are
recruits, recerving their training before they are sent to
Gondor's borders to protece the kingdom. Mmas Anor
also mamntams a City Militia, a volunteer force wlich
preserves order within rhe city walls.

For all its newfound unportance, Anérien remains a
conservauve agricultural region. Justa fav bowshots away
from Gondor's most tmportant city. farmers quictly: go
about their busmess as they have done for centuries. The
farmers who have always tilled Anérien’s soil look upon
the new governmental and mercanule traffic with suspi-
cion. A faw of the more outspoken agriculturalists have
hinted at open dcfiance if the King cannot find some way
to restore calin ro a formerly placid land now troubled by
refugees and the affairs of state.




CALENARDHON

Political Organization: Occupied Territory (formerly a
Province).
Rulers: Alandur, Hir Calming.
Caranthir., Hir Angrenose.
lFindong, Hir Aglarond.
Sorondothor, Hir ‘T'ir Anduin.
Urdrek, Chicf'tain of the Freawul Tribe.
Administrative @rganization: Four governorships. ap-

pointed directly by the King. Offices assigned through

royal burcaucracy. No native nobilicy. Five Dunnish
tribes function awtonomously. Land largely owned by
sonallholders.
Population: 22,000 Dinedain, 30,000 Dunlendings.
Milicary: Ortkane Garriser: 2,200 Soldiers.
600 Cavalry.
Orher troopss 2,500 Soldiers.
1.200 Cavahy.
4.400 Dunlendings. divided inte five major tribes.
Praducts: Grain. horses. cartle.

Map Coordinates: G10-GI2

The broad plains of Calenardhon stretch from the
cugged Emyn Muil co the slopes of the Misty Mountains.
Dry for most of the year, the plains experience quagmires
and sudden flooding with the spring rams, which signal
the return of the thick. lush grasses for which the region
is famous. The Old North Road wavels the width of
Calenardhon. making the teritorya vital link forGondor’s
communicacion with Arthedain and Cardolan.

The strategic importance of the region, coupled with
several antagonistic tribes of Dunmen in the arca, require
a large garrison of the royal army. Calenardhon is a
territory, notafull provinee, of Gondor., and four military
governors, control the region. Two large trading towns
and wo formidable fortresses anchor their power. The
plains have no traditional nobility associated with them,
due to the Kin-strifc two centuries before, so the King
holds virwally absolute authority over the land. Much of
the territory remains undeveloped, and the King will grant

The parccls of land to desceving subjects. Government in
Dritadan Calenardhon has a disrinctly militarestic air about it, a
Harrowdale burden the citizens are willng to bear for their sccurity.

The region supplies most of the horses and cattle for
the rest of Gondor, and 1t exports a fair portion of the
gran consumed in rhe cities as well. The trade along the
Old North Road adds a cosmopolitan clement co the
local markets, and the unprepared visiror will be surprised
at the number of exotic goods from foreign lands found
in houscholds in Calenardhon. There ts licele inineral
wealth in the region, and prospectors consider the slopes
of the White Mountains barren. Some iron-bearing ores
at the cail of the Misty Mountains remain uneaploited,
due to the abundance of iron in less remote regions of
Gondor. Another notable exception is the vast store of
gems found in the Aglarond, which the King keeps a well-
guarded secret. The unmined wealth of precious stones
there scrves as security for the Gondorian economy, and
the King would only tap inte it 1 an emergency.

Along the jagged edge of the chain of the White
Mountains, there is much evidence of the lost race of the
Dacn Coentis. The Vale of Dunharrow, a site reputed to
be the northern gate of the Paths of the Dead, holds alarge
number of weather-worn “pukel-men.” Rumors cven
hold chat a small population of Dr¢iedain still inhabies the
White Mountain vales, but if any indeed exist. they most
certinly are a rare and dying race. The descendants of the
Daen Ceentis, the Dunlending folk, also live in the region.
Many of the Dunimen migrated north to the hills of
Dunland, but a faw of theindigenous tribesstill remain in
the southern part of the region. These Dunlendings fight
with cach other almost as much as they fight the
Gondorians. prompung the King to commit 2 large
portion of his atmy to the region. Occasionally, a smgle
tribe will gain dominance over scveral others, posing a
threar as vital te Gondor as any army of Easterlings or
Haradrin, perhaps even more so because of the stratcgic
significance of Calenardhon. Thus far, che integrity of the
fortresses of Hornburg and Angrenost has been main-
tamed. but the whole region would be jeopardized were
they to fall.
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DOR-EN-ERNIL (BELFALAS)

Political Organiz ation: Autonomous Principality.
Rulers: Dor-en-Emit: Prince Celdrahil.

Heldarion. High Warden.

Camlin, Warden of Lond Ernil,

Argirion, Lord of Linbir.

Edhellond: The Master Shipwrighe of the Haven,
Tharudan.

Administradive Organization: Most offices apponted
directly by the Prnce. some local positions electve:
land held enuirely by the nobality., of which the Prince
is the most prominent member. Seventeen families
hold 90% of the land. No serf dom present—-all
peasants pay rent, but have freedom of movement.

Population: 102,000 Dinedam,

20,000 Dunlendings. 2.400 Elves.

Militacy: Der-en-Lrml: 350 Armored Cavalry. led by
Prince.

2.500 Regular Infantry.

1.000 Prmce’s Navy.

4,000 Miliua (2-4 weeks to raise, under control of
local municipalities).

2.000 Dunvush Teibal Warriors (rarely joins Prince).

EFdkellond: 21 Elven Haven Guards
1380 Sea-warriors.

Products: Fish. fintshed products, frait.

Symbol: The [Howse of the Prinece. A White Ship and three whice
seven-pointed stars on a Decp Blue Field.

Lond Ernil: A White Swan on a Bluc Ground.

Idhellond: A white banner shaped like a swan flies from the
Shipwright's tower; banners displaying the personal
devices of the Clven nobility in residence fly from the
wall of the Haven.

Map Coordinares: Dor-en-Eraif: ] 10-]11. Edhellend: J10.

Gondor’s rugged scacoast holds a Principality which
has long prized its autonomy from the central realm. The
Princes of Beltalas trace cheir tule back to the High-kmg
Elendil. who granted it to reward the lords who guarded
the western passcs and scaways into Gondor's heartland.
Through regular intermarriage, the Princes of Lond Ernil
keep close and usually friendly tics to the Kings of
Gondor, and though they are not in the line of direct
succession, thewrs is perhaps the sccond most powerful
family in Gondor.

The Princes ¢lasm to have some Elvish blood, and their
dosc tics with the haven of Edhellond scem to confirm
this. Belfalas holds a unique place among the provinces of
Gondor. for the Eldar still inhabit a portion of the land
alongside the Princes and their Gondorian subjects. A
colony of secretive and mysterious Elves has held the port
of Edhcllond since the Downfall of Beleriand, but they
shun contact with all Men save the envoys of the Prince.
The great Elf-queen Galadricl and her husband Celeborn
call Edhcllond their home, but they do not mterfere with
the daily business of the community.
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Dor-en-Emil isa wealthy province. A healthy exchange
with other parts of Gondor and more distant regions of
Endor assurc a constant flow of exotic [uxury goods in the
ports of Linhir and Lond Ernil. No human smiths
produce more splendid weapons orarmor than the crafes-
men of Belfalas. The citics of Dor-en-Ernil also manuf ac-
ture finc Iinens for export and process the bounty of the
occan which the region’sseamen draw forth. fromsmoked
herring to whale oil. Beer, horses, amber, and furs flow
into che region from the North. while wine, wory, and
spices ave cagerly soughe from southern ports, despite the
ban placed on the goods of Harad and Umbar by the
Pemcce and the King.

The wealth of Belfalas draws many who seck to rake
advantage of tt. Merchants, both reputable and disrepu-
table. comb the markets, searching for casy marks. Bandies
ply the mountains, preying upon lone travellers and
poorly guarded caravans. Upon the scas. pirates of all
origims plunder ships too slow or weak to clude them.
Within the cowns, thieves rob from the wealthy and cthe
careless. The thieves' guild in Linshir is among the most
powerful and well-organized in Endor. Worst of all.
raiders from Umbar regularly sack small. defenscless
coastal towns, slaughtering the population and carrymg
oft anything they can carry back to their vessels. To meet
these threats, the Prince mamiams a series of watch
stations and signal towers, ready ro relay warnings back o
the units of the Prince’s army.
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Cove of
the White Ships,
Lond Ernil



Shelrered in the valleys of Dor-en-Emil’s highlands live several
sizeable communities of Dunlendings. The Prince long ago gave
up trying to rule these uncouth peoples. settling for the payment
of annual tribute from them. For their part, the Dunmen resent the
authority of Gondor. and they grudgingly pay their required
tribute, Their remote dwellings stem from their desire to resist
assimilation into Gondor's empite at all costs, for they recall the
days in which they ruled the coasts. To this end, a few tribes have
taken up with pricsts of the Dark Religions, hoping to bettertheir
positions by magic. Inland wanderers in Dor-en-Emil wisely
travel in large groups.

DOR RHUNEN

Political Organization: Occupied Terricory.

.- Quter Wall:‘-._-\‘y o

Rulers: Vagaig, Regene of Gondor.

Prince Augnnund, Northman Emissary.

Administrative Organization: Six military districts under direct
control of the Regent. who is in turn appointed by the King.
Northmen have autonomy under Gondorian rule. There is no
traditional Gondorian nobility, and much land is owned by
smallholders.

Population: 8,000 Dincdain, 3,000 Fochraim
(sec Rhovanton), 300 Marshmen.

Military: 1,000 Soldiers.

1.200 Cavalry.
Products: Grain. horses, cactle.
Map Coordinates: G14-F 16

Gondor's possessions north of Ithilien and cast of the River
Anduin are wide and unsetiled. Trade with the North keeps the
King'sinterestin the region solid, but constant rads by Easterlings
thecaten to distupt Gondor’s authority in Dor Rhinen. As
Gondor's other territories, aroyally appointed R egencgoy-erns the
region. The Regenespeaks with the authorityof the King himselt,
and the currene Regent, Vagaig, often has to usc brutal means to
keep the peace in his territory. Peace does indeed result, but since
the Plague, Gondorians have been leaving Dor Rhiinen in droves.

The lands of Dor Rhiinen range from the desolare battle plamn
of Dagorlad ro the IDead Marshesto thegrassyprairics of southern
Rhovanion to the fringes of Mirkwood Forest. Gondor is reluc-
tant to expand the border further, since she is already having
difticuley prorecting and administering her current posscssions.

The plains of Dor Rhiéinen supply the rest of Gondor wirh
: grain, horses, and cattle. and they are dependent on Gondor's citics

i for virwally all finished products. A healthy trade with the
AR, Northmen of Rhovanion takes place across the plains, although it
:!lﬁ"ll'i‘lll was greatly diminshed by the Plague. Some mercantile contact
'm"mlr‘m occurs with the Elves of Mirkwood and rhe rugged Dorwinrim of
the East, but such dcalings are usually clouded by suspicion on
both sides. For most trade wichdistant peoples. the Northmen act
asintertnediaries. and a strong alliance has grown between Gondor
and most of the Northiman tribes. A descendant of the Northman
King Vidugavia serves as an emissary to the Gondorian Regent.
IHe has raken the unwananted ttle of Prince, bur none seem to
mind as long as he performs his task ably.
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Hiddenaway in the mires of the Dead Marshes, a small
population of Marshmen struggles to survive. Nearly as
primitive as the Woses of the Dniadan Forest, the
Marshmen are the last remnant of the Dunnish peoples
east of the Anduin. Outsiders hunt them for sport and as
bandits, but the Marshmen dcsire only their privacy.
None know the perils of the Dead Marshes beeter than
they, and any who can befriend them may find that they
make excellent guides.

Though Gondor did not conquer Dor Rhinen by
foree, they are nonerheless an occupying power. Relations
with the Northmen are good. but Easterling tribes move
mto and out of the region with absolutely no regard for
Gondoran authority. The Lordsof Dorwinionclaim pare
of Dor Rhinen as their own, and they occasionally
encourage large Easterling tribes to harass the Gondorians.
Though no great invasion of Easterlings has occurred
sinccan assault from Rhdén forced the alliance of Gondor
with Vidugavia in T.A. 1248, the recent movemencs of
masscs of Easterlings cause Gondor to be constantly wary
ofhereastern fronticr. Pressed by migrations f urther East,
many tribes unwittingly serve the purposes of Sauron by
encroaching upon Der Rhiinen, atrackingthe weak settle-
ments of Gondortans they find there.

DRUWAITH IAUR

Drawaith Taur. also known as Old Pikel Land, is a
wrritory of Gondor which fell into a state of desertion.
Due to the depopulation caused by the Plaguc and the
resulting migrations, no Dtnedain remain in Drdwaith
Jaur. Scartered tribes of Dunlendings and Driicdain now
nulethe territory which was once administered by Gondor.
The urban folk of eastern Gondor of ten fail to distinguish
Drawaith Iaur from the marches of Anfalas, claiming thar

it is nothing but the “domain of Wild Men." King
Tarondor still claims the land. but he does not expect
Gondor to resettle the tervitory within his lif etime, since
other matters are more pressing. The few settlers who sull
inhabit the Westmarch to the east view the region with
anxicty. for in its wild terrain they see a possible future for
themselves.

HARONDOR AND HARITHILIEN

Political Organization: Harondor: Occupied Terrirory.
Hanthilien: Region of the Province [thilien.

Rulers: Elatar, Prince of Gondor and Commander of the
Southern Army.
Donvar, Hrr Emyn Amen.
Pallas, Governor of Harondor.

Administrative Organization: Four mulitary districts in
Harondor, each ruled by a Legate appointed by the
Governor, who is in turn appointed by che Prince. Nine
noble familics hold most of Harichilien. relying upon
royal justice only when local af fairs become too grave to
handle amongst themselves. The Prince has been acting
to unify local interests; many Haradan tribes in Harondor
have autonomy. Attempts to settle Gondorians on their
own land in the region have not been successtul.

Population: 26,000 Ddnedain, 38,000 Southrons,

Military: 3,000 Gondorian Soldrers.

1.000 Gondonan Cavairy.
900 Southrons.
900 Southron Light Cavalry.
Products: Spices. herbs. salt, silver.
Map Coordinates: Harondor: K12-K14.
Harihilicn: J13-114.
Ledrdinoth’s

Castle,
Strayhold




The politics of Gondor's southern marches are fright-
eningly complex. Harithilien, technically pare of the
province of Ithilien, nonctheless falls under the military
jurisdiction of the Southern Army, making Prince Elacar
its virtual Gevernor. The Emyn Arnen. occasionally a
vacation home of the Royal Family, plays more of a role
in the wars against the Haradrnn than it does in the courts
of Mmas Ithil. The Legate of Emyn Arnen. Donvar,
convmands his own elite troop of several hundred heavy
cavalry. the largest private army in the realm of Gondor.

Meanwhile, the status of Harondor is even less cerram.
Both Gondorand Umbar claim the terrtiory as their own.
Though poorinnacural resourees, possesston of Harondor
gives the ruling power a decisive strategic advantage over
its adversary. Goendor currently has control, bur her
authority rests upon the strength of arms, and the native
population resists their rulers with growing frequency.
King Telemnar installed a civilian Governor in the region
inhopes that Harondor would begin to evolve into a more
typical and prospcrous Gondorian territory. However,
duc to the constant skirmishing with Haradaic and
Umbarcan forces, the milicary still has supreme authoricy.

Harondor and IFlarithilien are dry regions, each receiv-
ing a fraction of the rainfall that occurs in other parts of
Gondor. Nonerheless, theterrain is richly varied, from the
rugged shoreline and fishing villages of the coast to the
stark mountains of the Ephel Ddiath ro the deserts of
Harad’s northern reaches. The Gondorians who settle
there, promised their own land by the King. quickly adapt
to the rough landscape.

A sizeable population of ethnic Haradrim inhabit che
region. King Tarondor permits them to keep their own
nobility as lesser lords, and he even enlists units of locals
as skirmish troops for the regular army. though some of
these units are known to change sides with che passing of
the scasons. Most of these indigenous inhabitants of
Harondor do not care whichside governs chem: they wish
only fora peace and stability they have never known.

Salt deposits in the Ethir Anduin and small veins of
silver in the Emyn Amen provide some basis for trade in
Harichilien. Herbs and spices form the remainder of the
exports from the region and are the sole cxports from
Harondor. Though the Kings of Gendor and the Oli-
garchs of Umbar refuse to transact business with one
another on an official basis, independent merchantstry to
make their fortunes on the dangerous route from Gondor
to Umbar. Though chis trade is not technically illegal.
ncither nation will commit aoops to protect caravans or
ships alongthe route. Since Tarondor forbade thetradein
spices and herbs with the South, thenumber of smugglers
has increased. Umbar even subsidizes merchanes to make
the passage across the Bay of Belfalas. mamnly to annoy
Gondoriaun officials.

ITHILIEN

Political Organization: Province; Royal Fict.

Rulers: Mirten. Queen of Gondor.
Tuan Dor-Brannidor, Steward of Minas Ithi.
Andrtl, Commander of the Garrison of Minas [elul.

Administrative Organization: The Queen of Gondor is the
traditional ruler, appointng most local offices; eighr
noble families hold 60% of the land, the test s held
directly by the Queen.

Population: 30000 Dunedam.

Milica y: 350 Heavy Cavalry led by the Commander of
Minas Ithil.
1.750 Regular Infantry led by the Commander.
900 Militia fed by the Steward.

Products: Textiles, books, art, herbs.

Map Coordinates: HIl4

T'he casternmost of the terricories originaily governed
by Elendil and his sons, Ithilien remains very much a
border province, despite the additionof landsin Rhovanion
and Harondor conquered later by Gondor's kings. The
nobility of Ithilien try to maintain the province's reputa-
tion as the “Garden of Gondor,” mainly by limiting the
exrent to which che rich soil of the Anduin’s left bank is
tilled. A pleasant forest. used as a retreat and a hunting
preserve, covers much of nerthern Ithilien. Serice laws
protect the game there, and a small army of Rangers
guards against poachers and spies from abroad. The lack
of a strong agricultural base for the region keeps the
population small, for most food must come to Ithilien by
road with a commensurate rise in prices. The decline of
Osgiliacth makes trade with the rest of Gondor even more
difticult, and despite sts proximity to the centerof Gondeor,
fthilien increasingly finds itself isolaced. In facr, were it
not for the army stationed in the region and the scholarly
population of Mmas Tthil. the whole provinee would be
deserted except for the nobility and their servants in their
splendid summer estaces.

lihilien, like all of the provinces of Gondor save Dor-
in-Emil, is under royal control, bur unlike the other
provinces, it is a traditional fief of Gondor’s Queen. Since
most Queens of Gondor choose to remain with their
husbands, the province is usually admniscered by the
Steward of Minas Ithil and the nebiliey. However,
Tarondor’s Queen, Mirien, has decided to cry her hand at
governing the province. Her presence there has caused a
great deal of unrest, but she has thus far shown herself to
be a deft administrator.



Ithilien holds Gondor's large rescrve anny in the Ease,
ready to travel into Rhovanion or Harad should the need
anse. Raids deep into Ithilien arc rare, but enough hostil-
ity exists between Gondorand her neighbors for vigilance:
to be the wisest policy. King Tarondor also keeps the
troops stationed there at the ready because of the greater
frequency with which Orcish raids have been crossing the
Ephel Diath in recent years. Though the commanders at
Minas Ithil occasionally make raids deep o Mordor,
they cannot stem the growth of the Orcish population in
that black land.

Ithilicn produces much wool, which the weavers of
Minas lthil then transform into suwdy fabric. Indeed.
herdsmen from as far away as Dunland come to the city
10 have their wool spun and woven into beautif ul bolts of
fine cloth. In exchange for the textiles which tlow out of
the city, the cirizens of Ithilien receive the first choice of
luxury items brought overland on trade routes East and
South.

Despitc its economic and military roles, Minas Ithil,
and the wholc land of lchilien, for that matter, s fanous
as the intellectual capital of Gondor and the whole of
Endor. Not cven Fornost Erain can match the biblio-
graphtc resources found m Minas Ithil. ‘There, a grand
library and the only university found in Middle-carch
provide a magnet for the greatest minds of Endor. A
sizable community of artists makes its home in Minas
Ithil as well, further enhancing the city’s reputation as a
haven for the mind and the soul among the usually
pragmatic and ummagmative Gondorians.

LAMEDON AND MORTHOND VALE

Political Organization: Laniedon: Roya Province. Merthond
Vale. Subjear Principality.

Rulers: Tirgarion, Lord Protector of Lamedon.

Arador, Priitce of Morthond.

Administravive Organization: The King chooses officers for
the region from among the cleven local noble families.
Morthond is an independent ficf, responsible for its own
administration, bus subject to the Lord Protector.
Dunensh tribes pay annual tribute but play no part in the
administration of Lamedon. Land is held by the King and
the nobility and is rented out to smallhotders and
peasants.

Population: 35.000 Dinedain, 15,000 Dunlendimgs derdded
among six trtbes.

Military: 300 Heavy Cavalry.

400 Infantry.

1.000 Miliua (3-4 weeks to raise, attached to town
2ATEISONS ),

2.000 Dunnish Levy Warriors {rarely called upon).

Products: Glass, sron. zenc. lead, gems.
Map Coordinates: Lumedon: H10-111. Morthond Vale HY.

The least significant strategically of Gondor's prov-
inces, Lamedon 1s nonctheless considered far above the
status of i mere territory. duc to its sizeable population
and rich mmeralwealth. Only asmall portion of Lamedon
is tilled agricultural land; much remains wild and untamed.
The King maintains only small garrisons there, more to
keep watch on the indigenous Dunlendings than out of
fear of any inwasion from the West. A “Lord Procector.”
appointed by the King, governs the province. The local
nobility must obey the Lord Protector as if he were the
King himself, and the system works better than might be
expecicd. Each Lord Protector 1s a direct vassal of the
King. but they keep a fair degree of autonomy during their
five-year admistrations, due to the distance between the
provinceand Gondor'scapital. Thus,the Kings of Gondor
always choose the mostloyal men possible for the respon-
sibility of governing Lamcdon. Often, this loyalty 1s won
through the promise of a higher oftice after rhe teom ts
served. and many a Lord Protector has advanced to the
King's ight hand.

Onc region 1n northern Lamedon 1s ruled by a heredi-
tary Prince. The Vale of Morthond, though dwarfed by
the lands of Lamedon. keeps its autonomy by means of the
wealth generated in tts mines. The current Prinee, Arador,
came to power following the mystcrious disappearance of
his cousin.

High m the White Mountans above the Morthond.
the Paths of the Dead hold the remamns of the Daen
Coentis peoples who originally inhabited the arca. Only
their monuments of stone and their indirect descendants,
the Dunlendings, survive. Tales of ghosts and evil spirits
surround the Paths of the Dcead, and legend holds that
nonc save the High-king could pass chrough to the Vale
of Dunharrow alive. The tales of old women link the
Paths to the oath which the Dacnleaders swore to Elenddil
and subsequently broke. In the dark of the night, onc cian
sec an army of ghosts assembling by a great black stone in
the Morthond Vale, waiting for the High-king to release
them.

Though Lamedon is known best throughout Endorfor
the glass produced ehere. mast of its wealth comes from
the ores mmed on theedgeof the Ered Ninrats. lron, zinc.
and lead are all abundant on the flanks of the White
Mountains, and some gems of great value are butied deep
undcrneath the slopes. Almostall trade into L.amedon and
Morthond must go overland. The Revers Morthond,
Ciril, and Ringlé arc all cooswift and powerf ul for regular
merchane raffic. Large caravans, a necessity due o the
threat of raids by Dunlendings and bandits. regularly
travel to the cittes of neighboring provinces. Due to the
expense mvolved in overland shippmg, the region s filled
with sturdy. fonitied rowns, where merchants can casily
assemble carivans and local businessmen can scll their
wares to an agent who can aftord the expense of the
journcy into Gondor’s heastland. Erech, in the Vale of
Marthond. isthe best known of thesetowns, but Ossamen,
Calembcl, and Edhring all hold a similar signiticance.
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The local Dunlendings divide themselves tnto six large
tribes, though most live in small groups of ten to thirty
individuals. They do not consider themselves part of
Gondor’s empire, and they have been known to raud
Gondoran travellers, carcful never to leave evidence as to
which tribe was responsible. The tribal chieftains grudg-
ingly pay Minas Anor an annual inibute, and this inoney,
rather chan their skill as raiders. has persuaded the King to
refrain from using torce to crush the Dunnish tolk.
Gondor's Kings are willing to accept occastonal raids for
overall peace within their borders. A wat with the Dunmen
could spark: gencral revolt, artsk che King is unwilling to
take so soon after the Plague.

LEBENNIN

Political Organization: Province.

Rulers: Crown Prince Telumchtar,
Legate Belechacl. Legate Nimroch.
Legate Elenacrion, Legate Dunsdl.

Administrative Organization: The Crown Prince oversees
affairs in the province and appoints four Legates to
adminuster laws and justiee in rherr given region. The
legares come from the fif teen noble families of Lebennin,
although for generations the posts have becn hereditary.
Some frecholders possess their own land, bur most
belongs to the Prince and the nobility.

Population: 140,000 [Dénedain.

Military: 1,250 Regular Anmy,

3,000 Levy Army {3-5 weeks to raise, atached to local
municipalitics).

[.800 Regular Navy.

1.100 Militia Navy (3-3 weeks to ratse, supplements
Regular Navy).

Products: I'ish, finished produets, iron. silver. coppet. rrade.
Map Coordinates: J12-113




Lebennm 1s, and always has been. the heartland of
Gondor. The homeofits most populous city and the most
denscly mhabited of all of the provinces, Lebennm tradi-
tionally has held a position of great authority in the
internal affairs of Gondor. The port of Pelargir was
among the first havens of the Nitmendreans n Middle-
earth, and the city eventually grew toa size far surpassing
any otherurban centers of the Dénedain. Supposed]y. the
oldest quarters of the ity rest upon a First Age Elven
haven. Though Gondor's royal family of ten resides mland
atOsgihiath and Minas Anor. manyot Gondor's sea-kings
have made Lebennin the center of their power. The
usurper Castanur declared Pelargir to be his capial, and
the city and the coasts around it remain the greatest prize
for the raders of Umbar.

Lebennin serves as a model of the scheme envisioned by
the creators of the original South Kingdom—Anarion
himself divided 1 mnto four admemistrative discricts, cach
tuled by a royal Legate. A member of the King's family
usually governs the districts as an overlord and holds the
aity of Pelargir as his own. Though the Legates and the
Prince have bread powers to admimster justice within
their territories, they have no authority to create laws of
tharown. The King's Laws apply to all citizens, common
or noble, which greatly enhances the stature of the royal
court and diniishes the authority of the nobility in
comparison with ocher realms.

Nonunally, the Legates are appoitited by the King
himself. buc various deals struck with the nobility through
the centuries and the dificulty of administration during
the years of the Plague have caused many of the offices to
become hereditary in nature. King Tarondor worties that
hereditarveoyal oftices combined with noble blood mighe
make his aristocracy too powerfu]. but he cannet spare the
ume or resources to check them at the present nme.

Perhaps the richest of Gondor's provinces, Lebennin
sends oft finished Gondorian products to every comer of
the world. Jeems from clothmg to murrors to jewelry to
leathergoods to metalwork depart m abundance upon the
small craf't of mdependent merchants. Foodstufts, hides,
and woolmust be imported, foralthough Lebennin is rich
in natusal resources. its vast population places a strain on
its ability to teed and supply itselt. Some mines in the
White Mountains produce iron for the local smiths and
silver and copperfor the mints at Mmas Anor, Linhir. and
Lond Ernil. Lebennin's ports bustle wich the brisk scago-
ing trade with other regions of Gondor and beyond.
Customs agents vigilantly watch the coast for signs of the
illicit trade in weapons. spices, and drugs thar originates
in Umbar. Some of the smugglers arc agents of the
Oligarchs of Umbar themselves. while others are priva-
teers who risk arrest and exccurtion for their own profit.
Taxcs are highin central Gondoreventor honest folk, and
the common population has mixed emetions about the
privatecrs.

Most of the people of Lebenmin live in well-planned
villages: of stone, or pleasant litcle agricultural manors.
Families are usualy small. since land ts scarce and children
without an inheritance head clsewhere to seck their for-
tunes. Many citizens of Lebennin maintam ues to the
Guilds and Fellowships of Gondor’s great cities. Fanuly
ties are not as important among the Gondorians as they
are in more provinetal regions of Endor, partially because
trade and burcaucracy have replaced feuding and the
codes of honor found among the lesssophisticated folk of
Middle-carch. Few Dunlendings remainin the foothills of
the White Mountains, most having departed to some-
where further away from direct Gondorian mtluence.

TOLFALAS

Political Organization: Royal Iief.

Rulers: Tiromé, Crown Warden of Tolfalas.

Administrative Organization: The King appoints the
\Warden. who in tum appoints all other offices on the
istand; most land held by the King. but some frecholds
granted in cxchange for past service.

Population: 600 Dimedam {does not melude gnrrison).

Military: 70 Gartison Soldiers.
600 Sailors of the Royal Navy.

Products: Fish.

Map Coordinates: K11

Tolf alas sits enticingly i the center of the Bay of
Belf alas. Theislandis home to some of the greatest natural
wonders of northwestern Middle-earth. Tolf alas is part
of the King of Gondor's personal property, and he
appoints a Warden toensure thac the inhabiranes obey his
laws. Sadly. the lack of a good narural harbor lunits the
population on Tolfalas. Shoals and reef's make navigation
around the island treacherous. Because there is only a
small squadron of royal ships watching for smugglers and
spics from Umbar, the island is particularly vulnerable to
ratds by pirates and warships alike. A shortage of arable
land also limits the population. Only a dircct royal incerest
in the region keeps the island inhabited atall, forthe rough
chmate and the constant threat of raids prevents the few
inhabitants from growing over-fond of the place.

The island ts a volcanic outcropping of rock. rich in
many torms of wildlife unknown to the rest of Endor,
Fishing is the primary industry, though it remains limired
in scale. Prospectors have discovered some gems in the
island’s sulphurous and fiery central valley, but they can
find no investors foolhardy cnough to back a major
venture. Other explorers report the ruins of the Daen
Cocntis in the highlands, sure evidence of that ancient
people’s skill ar navigation.
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WESTMARCH

Political Organization: Occupied Territory.
Rulers: Hir Targen. Legate of the
Sauthern Westmarch,
Hir Negolos, Legate of the Northern Westmarch.
Administrative Organization: Two military dsstrices, ruled
by Legates appointed by the King, Loc. Al Dunmen have
autonomy, but partcipate n crvie aff airs of the
Gondornans. Most land held by commoners, oficn by
grant of the Kmg.
Population: 2,000 Dinedain. 3
amony thrce tribes.

.500 Dunlendmgs diveded

Milicacy: 12 Rangers.

40 Regutlar Infanury.

62 Standing Levy Soldiers.
Products: Agriculeural products, wool.
Map Coordinates: H3-18

Although technically a part of the territory of
Calenardhon. the Westmarch (or more properly
Numenddr) mcludes those lands of Gondor situated in
the angle formed by the Isen and Adorn Rivers. Both the
King and the inhabitants of both regions treat the two as
if they were separate lands. The Westmarch is a peaceful
border community whizh has waned simce the Plague.
Though rhe ravages of the discase were not as severe here
as they were i other PIQCCS. the popula-
ton was toosmall to sustain any loss. As
a result, many of the farmers and craf ts-
men who lived in this regton have smee
moved to the more populated arcas of
Anfalas. Cardolan. and Calenardhon.
Thus, although the Westimarch 1s fertile
and fairly secure, it remains desolate and
unproducuve due toits distance from the
Great North R oadand the restof Gondor.

Although it 1s aterritory and subject to
the dircer authoriry of the King, a num-
ber of petty nobles rule the Westmarch
as their craditional fiefs. The King sup-
posts this state of affairs, for his control
of the territory depends on the initiative
of the local Diémadan elite rather than upon direct enilicary
command. Since there s little extenior military threat to
the Westmarch, central Gonderian authority is more
concerned with repopulating the region than wieh def end-
ing it. The King has cven escablished several advenrurers
as kmghts with title to estates that have reverred to waste
in order to keep the land from slidimg mrto tortal neglect.
The critical need for manpower has clevated the status of
the local Dunmen. and relacions with the Dunnish folk of
the Westmarch are more peaceful than they are in other
arcas of Gondor. Some say that the exemplary treatment
of the indigenous Dunmen has resulted in the security of
the region from artacks from Dunland.

GUNDABAD

Political Organiz.ation: Subject state (of Angmar). Autoc-
racy (Dietatorship).

Rulers: Zalp, The Ashdurbak.

High Chief of Gundabad.
Hurog, Warlord of the Cloven Spire.
Bralg. Warlord of the Twisted Spire.

Administrative Organization: Brutal repression keeps the
Ores {and their slaves) in line. The High Chiefraincy
usually goes to the strongest of the descendants of the
Seed of Skorg, Raw favoritism determines the reciptents
of the most lucracive offices. The High Chief claims all
property as his own, but hoarding is very common among
the Orgs.

Population: 12,600 Ores. 39 Trolls. 2400 Slaves.

Military: 5,800 Orash Warriors.

220 Unik-ha.
20 Trolls.
500 Wargs.

Products: Iron. nickel, slaves.

Symbol: The Triple Peaks of Gundabad on a Red Field.

Map Coordinates: All

Where the chain of the Mistv Mountains abuts the
heights of the Grey Mountains, the Goblin race makes its
capital. In the First Age, Orcish refugees from the destruc-
tion of Angband made the
triple peaked mountain their
basc from which they would
carty out the legacy of
Morgoth'shatredof the Free
Pcoples, and it has been a
gruesome model of Orcish
society ever smce. Oraish
politics arc as prunitive as
the rest of their society. Few
tribal chicftains outside of
the Mountam acknowledge
the Ashdurbiik as their
overlord without a blade at
their throat. Any tribute
collected by rhe Lord of
Gundabad comes to him through the brute force of his
collectors and not through his authority as the lord of all
Orcs. However, no Ore-lord is greater than he, and he
maintains order within his realm better than any lesser
chicftam, so 1t is understandable that Gondabad be con-
sidered the center of Orcish power.

Tn fact, while Mount Gundabad s the focus for Orcish
authority, it m tuen s but a fief of Angmar’s empire.
Though the Witch-kmg allows the Lord of Gundabad
freedom during peace time, he expects the Ores of the
Mountam to follow his every command when he makes
his tinal assault on Arthedain. Though the Ashdurbitk
understands his role, relations between Carn Dém and
Gundahad are nonctheless strained, and many an unfor-



tunate messenger between the two realms lics
dead. To add to the current Ashdurbiik’s wor-
ties. both of his sons. warlords in their own
nghts, hope to claim their fathet’s throne. The
Ashdurbik 1s careful to show no signs of weak-
ness. lest hits sons usurp the right te rule,

Lifc within the Mountain is nasty, brunish.
and short. IFactions among the Orcs fight wich

The tewcaravans permnit-
ted o rest ac Imladns do so
only with the explicit per-
mission of Elrond. He does
not rcadily permt strangers
into his home, unless they
have alrcady proven them-
selves to be allies of the

Elves. Thosc rhat are granted

onc another. vying for power in Gundabads'
violent hierarchy. By Oraish standards, weak
individuals deserve death, and victors deserve authority.
The system 15 crude, but it works well enough for the
Ashdurbiik to organize mining and smithing cff orts into
viable industrics. Slave labor forms the basis for the Orcs’
cconomy, which requires the constant supervision of
Orash overseers. Gundabad exports cnough ores and
finished metal products to Angmar to exchange tor foed
thar cannot be grown in the depths. However, the Orcs
simply take most ot the ttems
theydesire, either fromother
Orc tribes or from the
Northmen foolhardy or un-
fortunate cnough to live n

Gundabad's shadow.

IMLADRIS (RIVENDELL)

Dolitical Organization: Private Houschald.

Rulers: Elrond Half -¢lven.

Administrative Organization: Based upon the rules faid
down by Elrond.

Population: 125 Clves and Elf -fricads.

Military: 20 EIf Warrors.

Products: Herbs, healmg, informauon, books. art.

Symbol: A White Rose on a Blue Field.

Map Coordinates: D10

Hidden i a ravine west of the Misty Mountamns, the
vile of Rivendell 1s a haven to all of the Free Peoples
secking sheleer from the Shadow. The Elf -lord Elrond
Half-clven provides counsel and healing to those who
fight the forces of Darkness. Imladris also acts asa base for
those who wish to make forays mto Angimar, Rhudaur,
and the Misty Mountams. Its location ts known to but a
few. Casual travellers pass right by the narrow path which
leads to the shelrered valley, and evil folk must also tight
the clements of the region, which are under the command
of Elrond.

The Elves of Imladris are. for the most part, refugees
from the ruin of Ost-in-Edhil. Determined to avotd the
mistake of their predecessors, the people and lodgings at
Imladris are humble and comfortable, rather than proud
and majestic. The House of Elrond is a place of feasting
and song. The best pocts and aruists of the Elves make
their homes here. Also, those among Diarves and Men
who are recognized as Elf-friends retreat ro tlus haven
when they find the dwellings of the mortal folk too earthly
for them.

the Elves"hospitality receve
welcome w the Last Homely House West of the Wild.
While other rest stations provide phystcal aid for travel-
lers, Elrond supplics spiritual comfort as well.

Aiding travellers is a sigruficant role of Imladris, but it
is by no means the most significant. As a haven frec from
the cyes of all torces of Evil, it 1s a place where the Wisce
meet to take counscl with one another. The White
Council. composed of the greatest of the Elf-lords. meets
at Imladris. The Istart Olérin (Gandalf) and Aiwendil
[Radagast) frequcn(ly siton the Councail, though not yer
as full members. Their associate Curumo (Saruman) also
joins the Elf-lords when his wanderings bring him to

western Endor.
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IRON HILLS

Political Organization: Hereditary Lordshp.
Rulers: Azaumilinbar-diim: Lord Fulla 111,
Hammer of Fire.
Baritk-skatbur: Azaghal.
Administrative Organization: Lord assigns oftices
to Dwarves of exceptional meric and age:

£

privatcly owned chatrels, but mansions
considered property of the House.
Population: 700 Naugrim.
Military: 170 Dwarf Warriors.
2380 Dwarf Levy.
Products: Iron, finished products.
Symbol: Crosscd Axes above an Anvil against a Gold Field.
Map Coordinates: Azanulinbar-distr: B17. Barak-skathur: C18.

Dwarves arc asecretive people, and the clans of theIron
Hills arc no exccption. They work their mines in the
western reaches of Rhovanion with no apparent interest
in the affatrs of Men or Elves. The [ron Hill Dwarves are
but a colony of the House of Barin the Scarred, the bulk
of which lives far beyond the plains of Rhiin. They are on
friendly terms with the House of Durin. due to the efforts
of Azaghal, a kinsman of Lord Fulla III and one of the
oldest Dwarves still alive.

On the surface, the Iron Hills fonn a bleak and
ummepressive landscape. The jagged hills shelter many
savage beastsand wild men who live in the region. Beneath
ground level, however. the craf tsmen of the Dwarves
transf ormed their caverns into a place of splendor. High
arched halls, softly lic with the gentle illumination of
phosphorescent tungi, resound with the marmur of run-
ning water and the ringing of Dwarven hammers. Though
not as drunatically grand as the Dwart-mansion of Moria.
the halls of Azanulinbar-dtim carry a splendor of their
own.

The Dwarves of the Iron Hills, when compared with
their brethren in Moria or the Ered Luin, are relative
newcomers to northwestern Middle-earth. For reasons
known only to the Loremasters of the Naugrim, a small
company of Dwarves returned to northwestern Endor
from their homes in the East at about the same time the
Hobbits first entered the records of the West. Though
they have made the hills their home for six hundred years.
Barin’s Folk have not overcome the suspicion inherent in
their race with regards to outsiders. Trade 1s not as
frequent as it could be with the Men of Dorwinion and
Esgaroth. who crave Dwarven metalwork for their mar-
kets. The Dwarves do not welcome visitors or traders
readily. Only their proven friends are treated to che gruff
hospitality of Azanulmbar-d{im, which, for Dwarves, 1s
quite lavish. Those seeking todo businessin the lron Hills
bring foodstufts the Dwarves are unable to produce
themselves, notably the rich beer of the Northmen.

Family ties are sull strong among the Dwarves. The
House of Barin the Scarred is divided into twelve minor
clans, cach of which has members in the [ron Hills. All
clans owe allegiance to Lord Fulla 111. a direct descendant
of Balli Stonehand himself. Within the clans, age and skill
at crafting are the two primary sources of respect. Wealth
is deemed important, for all Dwarves are somewhat
greedy at heart, but it does not overshadow the virtues of
honor and integrity. Dwarves who are inf erior crattsmen
occasionally leave the Dwarf-halls to explore the surface
tands, travelling to the other communities of their kinsf olk
and spending some small amount of time among Men.
They avoid the Elves, for though the House of Barin has
no quarrel with the Eldar themselves, they take the
animosity of their kinsfolk as their own.

LINDON

Political Organization: Federation of Elvish Houscholds.

Rulers: Cirdan the Shapwright.

Administrative Organiamtion: Most affairs handled locally
by heads of noble houscholds. Conflicts between
houscholds usually go to the court of Cirdan. Land 1s
held in common, with the distinction between noble and
commoner one of wealth and tradition only.

Population: 14,800 Elves.

Military: 2000 Warriors and Sailors.

1,600 Militra Troops.

Products: Ships. fish, rope, textles, herbs.

Symbol: Cirdar’s Device A White Pelannun on a Blue Ficld.

Map Coordinates: BI-E3

The magical Elvish realm once ruled by Gil-galad sull
survives in Middle-carth. It is less prosperous than it was,
for many Elves have passed West smice the ascendancy of
Men. The waning of the kingdom has resulted wn a slow
culeural drife between the two naturally defined regions
separated by the chilly Gulf of Lune. Forlindon and
Harlindon sull form one realm—Lindon. ruled by
Cirdan—but each has its own distincr character.



FORLINDON

Population: 6,300 Elves.

Milicary: 800 Warriors and Sailors.
800 Levy Warriors.

Products: Ships, fish, rope. texules.

Map Coordinatcs: BI-C2

The Gulif of Lune divides the Elven realm of Lindon
mto two distinct halves. Forlindon, the land to the north,
has the greaterarca, but the smaller population. The Elves
of that region live in widely scattered villages along the
ciffs by the coastline and the western slopes of the Ered
Luin. A small city named Forlond, guarded by the steep
walls of a rocky tjord, holds several of the Elvish crafc
known as Sunset-rounders (S. “Pelannun™), ready to take
their builders to the Undying Liands. The other urban
center of Forlindon, the city of Mithanninlond, ts actu-
ally part of"a wider metropolitan conununityof Elves cast
of the Ered Luin known by Men as the Grey Havens.

Though Elves wander frequently cast to the Tower
Hills and south to the Vormn Cape, Elven intluence resides
primatily on the coasts of Belegacr, the Great Sea. Most
Elvish villages nestle peacefully in protected coves and
valleys, and few Men ever visit them. Manmsh interaction
with the Elves takes place in Mithlond. the Grey Havens,
where enterprising agents of Gondorand Arthedain trade
their wares for the exquisite products of the Eldar. The
Elves trade only with Men of high moral character. and
the prices they demand make even the most seasoned
merchants shudder. The quality of the wine and herbs
which flow from Lindon keep trade alive. The Elves
discourage the travels of Men and Dwarves in their [and
outside of Mithlond, and much remains unknown about
the Elven domain by the sea. No doubt it 1s full of magic,
areflecion of the blessed realin of Aman.

After the Fall of Beleriand, Gil-galad led the surviving
population of the Elvish realms to the shattered coastline
of Middle-carth. The Kingdom of Lindon which he
founded there remained gaving ever westward, over the
broad expanse of waves which used to be their home and
towards the Undying Lands of the Uttermost West. Gil-
galad established goad relations with the Men of Ntimenor
and forged an alliance which resulted in the overthrow of
Sauron at the end of the Second Age. Sadly, the King Gil-
galad also perished in that struggle, and his successor
Cirdan refused the title of King. Instead, Cirdan rules as
a common Lord over che nobility of Forlindon and
Harlindon, and his rule 1s acknowledged as a wise: and
peaceful one by all parties. Cirdan was the greatest ship-
wright of the First Age, and hus pupils have not failed his
reputation. The ships of Lindon arc works of beauty
designed to carry Elves on their last journey to the

Undying Lands.

The popularion of Forlindon is made up primarily of
Sinda Elves, thoughElvish folk from throughout Middle-
carth of ten make Lindon their home for a few centuries
bef ore they finally sail into the West. Sinda lords rule che
isolated villages, friendly to other Elves butr wary of
outsiders. They regard che Dwarves of the Ered Luin with
benign indifference. The friendship between Cirdan and
Thrar Il prevents the ancient hostility between the two
races from surfacing. On the whole, though, the Elves of
Lindon remain aloof from the affairs of the mortal races.
finding lirtle common ground between them.

[Drogil of Tornost]

HARLINDON
Population: 8,500 Elves.
Military: 1,200 Sailors and
Warriors.
800 Militia T'roops.
Products: Fish. ships. herbs.
Map Coordinates: E2-E3

Harlindon s the southern
march of the realm of the "N
Elves west of the Ered Luin.
More densely populated than = N

the land to the north, Har- 7.~ =

lindon is betterknown toout- s
siders than its neighbor, due
to the more cosmopolitan
naturc of the Elves whe dwell

there. The Elvesof Harlindon ot

are sull reclusive. but they
trade with Men more com-
monly than the Elves of JI7 gl

Forlindon. The limens and = i

wines of the Elves fetch high
prices in the markets of

Fornost. Tharbad. and Gon-

dor, and despite the demand
for more Elven products. the Elves refuse to work o a
Mannish schedule. In ceturn, the Elves import exotie
spices, perfumes, and herbs they cannot manufacture
themselves. They appreciate gems, but their aesthetic
standards arc different from those of Men. andmany an
inexperienced jewel merchant has walked away from a
meeting with Elves, puzzled and feeling somewhat bilked.
The Elves live peaccfully with once another, rarely
requiring laws or government officials to keep the peace.
Nobles live in pleasant and serene estates, sharing thetr
bounty with their subjects. The Elves of this region
wander frequently throughout Ernador, visiting the haven
of Rivendell or secluded woodlands. Harlindon, like the
lands to the north, 1s a place where Elves from throughout
Middle-earth dwell as they await their turn to cross the
Great Sca. Many linger in this land for centuries, sadly
bidding farewell to the rugged coasts of Ertador.



Though traffic out of Harlindon is common, visitors
arc rarely welcome. The Elves see the noisy and destruc-
tve races of Dwarves and Men as a threat to their placid
lifestyle, and their dealings with outsiders occur in
Mithlond or in the mortal realms, far from their serene
dwellings. The Elves of Lindon do not care for violence.
No war has teuched their land since the First Age, and
their last call to arms came when the Witch-king's inva-
ston of Amor forced them to take actton. They view war,
murder, and other violence as a creation of Morgoth, and
its presence among Men and Dwarves as a resulc of his
former intluence upon them. Though the Elves bear no
great animosity towards the other I'rec Peoples. they do
not want to sce theirwestern havens despoiled by the very
forces from which they are fleeing. [Drogil of Fornost]

LORIEN

Political Organization: Monarchy.

Ralers: King Amroth.

Adminiscrative Organization: Lorien functions as a set of
mteedlependent units called Glades. cach responsible for
one aspect of the Elves’ life. The King coordinates the
actions of the Glades and appoints the Masters from
among his most skillf ul subjects. Land 15 held in
cormmon. bur the Elves claim their hotnes and their
movable goods as their own,

Populacion: 10000 Suda and

Silvan Elves.
Military: 100 Wardens.
1,300 Guardians.
Products: Textiles, rope., herbs, healing.

Symbol: A Golden Mallorn Tree on a
Green Ficld.

Map Coordinates: E11

Fairest and most mysterious of the Elven realms is the
idyllic forest kingdom of Lérien. Founded by Celeborn
and Galadricl after the destruction of Eregion, Lérien is
ahavenroall Elves who seck relief from the strife of Men,
Dwarves, and the races of Darkness. No evil enters into
the Golden Wood, for it preserves the timelessness and
beauty of Eldamar. Originally named Laurclindorinan
(“Valley of the Singing Gold"), the name of the realm was
shortened tirst to |athlorien (“Dreamtlower”™) and even-
tually to Loreen ("Dream™) as the Elves dwindled.

The kingdom'’s borders are defined by agreat forest of

Mallorn trees on the banks of the Anduin and Celebrant
rivers. Local Northmen believe the land to be a home to
baleful sorcery, and they keep their distance from it. The
Elvesdo little to discourage this impression, for they value
thetr privacy dearly. The last host ro depart trom Léorien
was in T.A. 1:H0 at the bequest of Elrond to meet the
forces of the Witch-king. Few Elves now leave the
protection of the wood, save to visit their brethren in
Lindon or Mirkwood or to prepare for their last voyage
across the Great Sea. Qursiders are turned away, unless
they are Orcs, who receive a much more violent welcome.

Trespassers who persist in entering Lorien frequently find
themselves the victim of Elvish arrows. A lucky few are
drugged and wakc up among the forest’s eaves. The
untortunate are never seen again. Only those with the
friendship of the Lord and Lady of the Wood may pass
safcly into the Elven realm,

L orien is aspecial placcof healingand miagic, unlike any
other in Middle-carth save perhaps Imladris. Time flows
unevenly there, ever: without the influence of Galadriel's
ring Nenya. Bencath the carefully tended mallorn (recs.
gardens filled with beautiful flowers and potent herbs
abound. The Elves themselves live high above the forest
floor on platforins known to Men as flets. Family ties are
not particularly strong among the wmmortal Elves. but
they maintain a strong sense of community with one
another. Elven sociery is remarkably egalitarian. Though
Nimrodel, the love of Lérien’s King Amroth, is but a
Silvan EIf. her lesser birth does not hamper het status in
any way. The court of Amroth isstartlingly informal. Any
EIf or Elffricnd permitted within the forest of Lérien
may speak freely before the King, whether to plead a suit
or merely to be heard. Amroth uses this atmosphere of
frecdom to encourage the creation of the most beautiful
songs, poems, and works of art known in Endor.

More mundane crafts also have a home m: Lérien,
Wonderfully fine goods of silk and linen are among the
items produced in specialized glades. Léricn is also the
source of lembas, the nutritious and lightweight wafers
associated with Elven travellers. Unfortunatcly. the Elves
of Lérien do not scll their goods. Only fricnds and alhes
of Lérien may take Elven goods out of this realm, and
never n bulk with an eye for resale.

MIRKWOOD FOREST

Two independent realms co-cxist beneath the eaves of
Mirkwood’s trees. The Silvan Elves of King Thrandull
wander the northernmost reaches ol the forest, while the
rustic Woodmen occupy the regions bordering the Men-
i-Naugnm. The southemmost portion of Mirkwood
remains a wild land avoided by all butshadows and beasts.

THE ELVEN-KING’'S WOODLAND
REALM
Political Organization: Hereditary Monarchy.
Rulers: King Thranduil,
Administrative Organization: King has direct authority over
cruire realm. but rules by consent wath a council of eleven

nobles. Land is held by King, but all subjeces are free to
use it wirhin the parameters of che law.

Population: 224 Sinda Elves; 38.000 Sitvan Elves.

Military: 1,900 Elite Warmiors and Rangers.
2.100 Warriors.
200 Ratt-elf Warniors.

Products: Stlk. tmber, jewelry, herbs, fruit.
Symbol: Dark Green Beech Leaf on a Grass Green Freld.
Map Coordinates: B[3-CIS



The mysterious forest of Mirkwood is home to the
fargest of the Elven kingdoms of Third Age northwestern
Middlec-carth. Less mantcured than Lindon or |.érien, the
Woodland Realm is nearly as wild as the dark portions of
the forest to the south. where the Necromancer and grane
spiders hold sway. The subjects of King Thranduil are
almost exclusively Silvan Elves. They are not geeat build-
ees. and they lack the ambition of their Noldor or Sinda
relations. They live in che forest, but they do not subdue
tt to their nceds.

Travellers who pass through the very heartof the Elven
kingdom may never even sce an Elf or a sign of their
presence. except perhaps for distant lights i the woods or
the fant sound of merriment. The Silvan Elves are a shy
folk who shun regular conract with outsiders. They love
songs and jokes, but they rarely appreciate the blundering
attempts of Men to mimic them. Very few Men, and
almost ccrtamnly no Dwarves. have ever scen the mterior of
the Aradhrynd, the King's palace. Some idea of the halls’
primitive yet earchy beauty may be found m the runs ac
Caras Amarth, deserced as the Shadow of Mirkwood
began crecping northward.

the spiders of Mirkwood which is then woven into
luxuriously soft apparel. Delicate jewelry and sturdy
bows, as well as lumber, herbs. and fruit, forin the
remainder of the Elves’ exports. In retarn, they buy ores
and woaol from the Lake-men, but most especially they
crave the rich wines of Dorwinton.

WOODMEN OF MIRKWOOD

Political Organization: Tribal.

Rulers: Waulfa, Althwn (High Chicf).

Administrative Organization: Each (ribe 15 independent,
usually electing its own chicftain based on merie. For
issues cf fecting the entire Wood. the chief tams seck
counsel with the Althyn, the most influenual of their
number. Land is held in common by the tribe, its use
dictated by the chief.

Populadion: 8.000 Northmen.

Milicary: 650 Warriors, led by local chief tams.

Products: Lumber. hides. nuts. carved wooden boxes.

Symbaol: Nonc.

Map Coordinates: D13-D15

Decp in the shadows of Mirk-

King Thranduil s protective of
his subjects. and he keeps a careful
eye on political developments in
the sirrounding world. He watches
the risc of the Northmen with
interest, and though he 1s no great
friendof Men, he encourages their
efforts av urbanization and allows
a small amount of trade co take
place with the Men of Esgaroth.
The Dwarves he views with more
suspicion, for the old animosity

with the Naugrim burns deep
within his heart. Thranduil once
lived m Ercgion, and he remem-
bers the coarseness of the Dwarves
of Moria when his people fled the
armics of Sauron.

Of greatest concemn to Thran-
duil, however, s the growing
Shadﬂw’ OVYCr Southel‘n pOl‘l ons Of

wood's western eaves, a small
population of Northmen preserves
the traditional lifestyle of their
remotcancestors, The Woodmen
have had lictle contact in the past
with cither Dwarves or Dinedain,
and their culture reflects chis face.
Their limited communicattonwith
the Wood-clves has given them
the knowledge they need to build
their towns upon great platforins
in the trees {the word “flet” is one
of the few words which has passed
from the Woodman vongue into
the more widely spoken Westron ).
This architectural mnovation has
provided them a measure of sccu-
rity from the dangers of Mirkwood
and given their culture the oppor-
tunity to flourish.

Only recently have the Men of

the forest. This expansion of Evil
oceurs at the expense of his own
realnn. so he maintains constant vigilance. Thrandunl notes
with alarm the dimmishing arca within which his subjects
may pass without fear of attack. His scouts patrol the wild
reaches of Mirkwood. returning with tales of Ores, Fell
Beasts. and Spiders preying upon all who venture into the
wood.

On a daily basis, however, life continues as it has for the
Elves for countless millennia. Silvan Elves are not great
manufacturers of finished products, for most of their nme
is devorted to feasting and wood-craft. The items they do
produce. though, are valued highly in the markets of Men.

Adventuresome Elves risk their lives to collect silk from

Mirkwood begun to communi-
cate with therr Northman cous-
ins, though a wall of solation still prevents close friend-
ship with them. The Woodmenare friendly to the wizard
Radagast the Brown, who has helped them wich his
knowledge of herb-lore many times in the past. For the
mostpart, the Woodmen live of fthe bountyof Mirkwood.
They hunt deer and small game and forage for edible
plants. Their activiues are predotninantly confined to the
edges of the woads. They live in terror of Mirkwood'’s
black heart. the section of the forest where no sun reaches
the carth. They hate the Ores of Dol Guldur and lay
deadly ambushes for any who pass mto their territory.

Mirkwood
.l‘hp




Mordor
an

The Woodmen live in scattered villages high i the
trees. Each village is a virtually independent communty,
responsible for its own welfare. Only rarcly do the
Woodmen-towns take counsel with onc another, usually
m times of grene crivis. At thesc instances, the villages rely
upon the authority of an Althyn, a high chief who s
clecred leader by the consensus of the local chief's. Tradi-
tionally, the Althyn is the chief of Woedmen-town, the
lacgest serclement of Woodmen in Mirkwood. The cur-
vent Althyn, Waulfa, is more ambitious than his predeces-
sors. He has established an annual autumn fair ac
Woodmim-town, and his eftorts have met with great
SUCCESS,

For all thewr isolation. one might expect the Woodmen
to be completely ignorant of long-distance trade. How-
cver, the influx of Northmen into the Anduin Viiles has
shown the Woodmen the value of an advanced economy.
They have begun to trade, mainly at the wrging of Waulf,
with the Beijabar and the Elves of Mickwood. They offer
their surplus products, primarily hides, furs, herbs, and
leather, in exchange for the {inished products the more
urban Northmen have to offer. However. the trade srill
remains limited in scale. restricted to a few adventuresome
Woodmen who risk the dangers of exposure outside the
protection of the forest. The Woodmen, out of fear for
their safety. do not invite strangers into their villages.
They may aid a traveller in need, bur they do nor see the
necessity to open their homes to asteady tlow of strangers,
especially wich the spies of the Necromancer about.

MORDOR

Political Organization: Occupied Territory.

Rulers: Dringir, Caprain of Durthang.
Veantur, Captain of Cirich Ungol.
Dorgilatar, Captain of Cirith Gorgor.

Administrative Organization: Gondor’s military holds the
only legitimace and stable all[f!orit)/ in Mordor, Com-
mand is divided into three districts, each
cenicered around one ofthe citadels in the

The name of no land conjures up more fear than that
of Mordor. Even Angimar and Mirkwood cannot tspire
the dread associated with the barren voleanic placeau of
Gorgororh and the dry reaches of Nurn. Once che home
of Sauron, Motdor is now an arid and unfriendly place,
overrun with Orcs and other foul creatures. In ages past,
accordmg to mournful Elvish songs. Merdor was once a
pleasant and verdant land, as fertile as Ichilien, but the
cruptions of Orodruin following the creation of the
Ruling Ring by Sauron in the middle of the Second Age
tucned rhe plain of Gorgororh intoan arid wastcland. The
regton knownas Nurn is noras desolate as Gorgoroth, but
the perils of traversing the waste of Orodruin prevents
Gondor trom exploiting the iron mines and fields around
the Scaof Nurn. Ores hold the areain increasing numbers,
and their organization improves (by mecans of secret
orders imposed from Dol Guldur). The scatrered tribes
have formed themselves nto six confederate groups,
apparently under the influence of some outside powers.

Only the most foolhardy of explorers venture very far
from the Gondorian outposts in the region. Not even the
army travels deep into the Orc-held lands withour a
stzeable host. The Gonderian garrisons were established
at the request of Isildur, who wished to ensure that the
hordes of Merdor would never again trouble the West.
However, pressing problems on Gondor's castern and
southern borders caused her gaze to wander away from
Mordor. The Orcish population grew, even as the Kings
slowly reduced the size of the garrisons to free troops for
more immediately ominous campaigns. The Plague fur-
ther decimated the number of Gondorian soldiers who
kept watch on Mordor, for their numbers were not
replaced. Contact with the outpost at Carach Angren
ended soon after the Plague, and the Caprain of Durthang
has recommended that evacuation would be the wisest
course of action in light of the citadel's precarious posi-
rion.

Ephel Ddath. This leaves most of
Gotgoroth and all of Nurn unadministered,
but the risks are too great to act otherwisc.
Population: 75,000 Ores (mainly in Nurn),
Military: Durthung: 200 Gondorian Soldiers.
Cirith Ungol: 100 Gonderian Soldiers.
Cirith Gorgor. 300 Gondorian Soldiers.
Conguered Fost: 11,000 Orc Warrtors.
2,170 Uruk-hai.
750 Warg-riders.
100 Trolls.
Products: No exports.
Symbok The White Tree of Gondor.
Map Coordinates: H14.719

[




Mordor became a territory of Gondor af ter the Down-
fall of Sauron at the hands of Isildur, but it remains
unexploited. Thelackof easilyobtainable resources cooled
most interest n the region, and most Kings were content
o leave only a small garrison in the wasteland to keep
watchonSauron's legacy. Raids by Oresare common, and
only in the Dtinadan citadels are Mensafc. Travel between
the fortresses usually occurs in large and well-guarded
earavans. Garrison duty in Mordor 1s an assignment most
soldiersare loath ro pull. More attraceive is the garrison at
Minas Ithil where a soldicrcan campaign aganst Ores for
one weck and relax in the city for another.

Terror keeps most casual visitors out of Mordor, and
the lack of easily available resources keeps most serfous
mvestors at bay. The ruins of Barad-dfir remain undis-
turbed since the fall of Gil-galad and Elendil, butthere arc
none with the courage to brave an extended expedition
into Gorgoroth. King Tarondor would seriously consider
subsidies for settlement in Mordor, if he could be con-
vinced thar the parties concerned were well-armed, well-
funded, and determuned. He has recetved no such offers,
however. Instead. his advisors counsel him to abandon his
citadels in Mordor. for theyprovide no usef ul function to
the kingdom in a tune of great crists.

Were Gondor to intensify her operations in Mordor,
however. the King would eventually notice thar the -
erease in Orc population ts not a result of ordinary
growth. but of a constant flow of reinforcements from
Dol Guldur 1n southern Mirkwood. The Orcs travel in
secret, using hidden cunnelsto bypass the watchf ul eyes of
Gondorian garrison. Theyhave orders to prepare Mordor
for the return of its master, and they busy themselves out
of theeyesof the garrisons, butlding cavern complexes and
internal machines of war. A number of the Nazgil have
arrived secretly in Mordor to direct them in their tasks.
Their presence is not suspected even by the Wise, for
Sauron has no desire to reveal himself openly before his

agents find the Ring,
MORIA (KHAZAD-DUM)

Political Organization: Hereditary Monarchy.

Leaders: King Bain.
Falin, Commaader of che Mansion Watch.

Administrative Organization: The King holds the Dwarf-
mansion m the name of the House of Durin, He appoints
asststants based on cheir age and skill.

Population: 60,000 Naugrim.

Milicary: 450 Mansion Watch.
8.000 Weapon Host.

Products: Precious metals, gems, finished products.

Symbol: Durin's Folk: Seven Stars n a Triangular [Formation
(with the larger, central star representing Durin the

Deathless).
Map Coordinates: E10

The Heirs of Durin reside in one of the most splendid
and mysterious halls in Middle-earth. The Dwarf-man-
ston known to Men and Elves as Moria(S: “Black Abyss”)
ts an extensive complex of caverns and tunnels. holding
mines, forges, and an entire city beneath the three moun-
tains of Zirak-zigil. Barazinbar. and Bundushathur. The
Dwarves are loath to allow outsiders to discover the
secrets of their subterranean city, keeping a close watchon
even their closest non-Dwarf friends when they come to
visit Khazad-dtim. The two entrances to Moria lie near
erther entrance to the Redhorn Gate, one of the few passes
overthe Misty Mountains. The East Gate is imposing and
well-marked, while the West Gate, when closed. is nearly
invisible and impenetrable to all save the residents of the
Dwarven halls.

The House of Durin is the oldest and most respected
of the seven noble lines of the Dwarves. The King of
Moria, while claiming no formaltitleoverand demanding
no tribute from the other settlementsof Dwarves, has an
unspoken authority over all Naugrim. This authority
stems from an odd belicf among the Dwarves that the
spirit of Durin manifests itsclf in the royal line every few
generations. Durin ts revered among the Dwarves over all
of the other Naugrim fathers, which may help explain
Moria’s position. Moria's power comes from both its size
and economic influence, but one should not overlook the
tmportance of Durin’s heritage among the Dwarves. who
venerate their ancestors far more than the flighty Elves or
the impulsive Men.

Within the halls of Khazad-dim, greatest respect is
given, after the King, to rhe most skillful craftsmen,
followed by the greatest warriors and the ordinary labor-
ers. Least of all of the Dwarves of Moria are those
Naugrim who venture into the outside world as mer-
chants or laborers. Wealth and lineage arc important
factors in determining the status as a Dwarf, but age and
profession are also highly significant.

The Dwarves consider none to be their close
allies, for they have had few friends through
their sad history. They count the Dunedain as
usef ul partners but have few dealings with the
Northmen or the other lesser races of Men.
They harbor resentment in their hearts to-
wards the Elves since the fall of Eregion, when
King Durin !I] ref used to extend assistance to the Elves in
their struggle against Sauron. They view Ores with the
bitrerest of hatred. taking almost any excuse to wage war
upon the Dark Races of the Misty Mountains.

Due to the low status given to merchants in the
Dwarven community, as well as to the Dwarves’ inherent
suspicion of outsiders, trade with Moria does not occur
very often. Among the communities of Men, there is a
great demand for Dwarven products, but the Dwarves
ref use to deal on anyone’s termns but theirown. This policy
has led to exorbitant prices for Dwarven goods, making
trade with Moria an exchange for luxuries alone. The
cconomic turmoil following the Plague nearly ended trade
with Moria.

Moria
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Only a tew hardy Dwarven adventurers maintain any
contact with the outside world at all since the Plague,
adding to the general air of suspicion between the Dwarves
and Men. Furthermore. the Dwarves do not penime simple
merchanes in their halls, preferring to perf orm commerce
i the cittes of Men. Their long. somber caravans are a
common sight on the roads of Erador and northern
Gondor. Most sought after are Dwarven metalwork and
jewelry. Even the coins of Meria are more desirable than
their Manmsh counterpares, owing to their purer metal
content and intricate design.

The forges of Moria producer the most technically
advanced items of metalwork and stonework 0 Middle-

carth. Only the Llves of Ost-n-Edhil could rival the

smiths of Mora for their expertisc. Forwmately, Moria,

rests within one of the richest and most diverse deposits

of ores and precious stones in all of Endor. T'he mines of

Motia provide a stcady tlow of priceless trrasures to the
Naugrim. Most notable of these 1s nuchril, the truewsilver
that is found only n the Deeps of Khazad-dim. Untor-
tunately, the Dwarves are loath to part wich their most
valuable treasures, and most of their riches are doomed to
cternal darkness in some hidden hoard.

The Dwarves of Khazad-ddm live in one of Middle-
carth’s strongest fortresses, yet they mamtan a sizable
army to provide additional security. Occasionally, theic
delvings will intersecran Ore-hold or the lair of some toul
creature undistarbed since the Firse Age. At these nimes,
the whole tribe will arm ro meet the threat. Only a greae
andmagical power could dislodge the Dwarves from their
most solid fortress.

NAN-I-NAUGRIM
(VALLEY OF THE DWARVES)

Politcal Organization: Kimgdom.
Rulers: Thrir's Tribe & Dwalin's Tribe Thear 1L the Kind.
Administrative Organization: King, descending from
the lincage of'both tribes, advised by counail
of 49 Eldurs, oftices distributed by the King
accordmg to age and mertt. Pmpc:tv nonminally held by
the Houses of Dwalin and Thrir. but subdivided by
private ownership.
Population: 7.200 Naugrim.
Military: 490 Warniors,
2.100 Warrior Levy.
Products: Finished goods, iron. tin. copper, lead.
Symbol: A Hammer surmounted by Three
Jongues of Flame.
Map Coordinates: 33

The Khaxdd of the Blue Mountains form the largest
community of Dwarves outside rhe great subterrancan
city of Moma. Less secretive than their cousins 1n the
Misty Mountains, the Dwarvesof Middle-earth’s western
shores form a significant part of the traftic of the Great
Ease Road and ofren appear in Fornost and Tharbad.
They are the descendants of Thrar and Dwalin, but they
mameain close tics te the House of Durin. Such close
cooperation among Dwaryven houses is rare; mdeed, out-
siders can no longer distinguish Thrar's from Dwalin's
Folk. Dwarvish geneologists know the date when the last
Khazad—whose lincage derived purely from cither the
fatherof the Third Tribe or thac of the IFourth---died. In
the eves of maost Dwarves, this obscure point is a techin-
cality.

The Ered Luits have been the home of Dwarves since
the First Age, when the Dwarves of INogrod and Belegost
workedalongside the Elves. The theft and warssurround-
ing the grear necklace known as the Nauglamir ended the
accord berween rhe two races. and misf ortune surrounded
the Houses of Thrir and Dwalm ever after. Nogrod and
Belegost were destroyed in the cataclysm that drowned
Beleriand, and the Dwarves of the Ered Luin never fully
recovered their numbers or stature. Many Dwarves fled to
sanctuary at the Dwarf-mansion at Moria, and the fow
thar remained m the LEred Luin forever lost the skill at
smithing for which their ancesrors. were tamed. Their
mincs ceased to produce the fabulous gems they once had,
and the flow of gold from the depths dimimshed to a
trickle.

The Dwarves of the Blue Mountains hive around the
runs of the ancient citics of Nogrod and Belegost in a
valley called Nan-1-Naugrum by the Elves. The ruins hold
bitter memorics for them, bur they also serve as a focus for
thetr long memories and rich craditions. Though greedy,
stubborn, bellicose, and solemn, like Dwarves everywhere,
these Children of Aulé are more somber than most.

Their pastwars with the Elvesnow anunhappy memory.
the current King Thrér maintains good relations with
Cirdan and his folk i the Grey Havens. The Mounrains
produce some small vems of gold, but the Dwarves'staple
mining products are the more mundanc metalsof ron, un,
copper. and lead. The Khazad ship these produects to the
Men of Arthedain and Cardolan, working them mto
beautif ul objects For a steep price. The Dwarves also send
occasional paries of warriors into Arthedain’s northem
marches to attack the Orc tribes there. Thrar perform this
service out of friendship to Archedam’s Kings, and out of

hatred of the Ores. Few Dwarven leaders are

SO outgoing.

Nan-i-Naugrim
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RAST VORN
(WOSES OF MINHIRIATH)

Political Qrganization: Tribal chictdoms.

Rulers: The Shetl, oracle.
Maelglym. chref and shaman.

Administrative Organization: Envirely tribe-based, with
elders. chiefs, and holy men wielding various degrees of
authority: communal property within village.

Population: 600 Beffracn (or Woses).
Military: 120 Hunters and Scouts.
Products: No Exports.
Symbol: None.
Map Coordinates: F4
Protected by the legends of terror that surround the

Rast Vorn, a small population of
Woses tries 1o survive che threacs

of the local environment and of
corruption from the owrside. The
cape of the Rast Vom and the
thuck forest chat covers 1t is one of
themostdangerous patches of tez-
rain m Muddle-carth. Treacherous
swamps hold Mcwlips, alligators,
and poisonous snokes, while the
torested inrenor is plagued by the
black spirits of the twisted trees
that grow thuere. Anudst these hazards. the Beffracen
scratch our a meager existence. They know the perils of
their home intinately, avoiding extinction through wood-
land cunning and supersttious taboos.

The Beffracn have adopted a primutive form of agricul-
ture within the walls of their crude willages. Mot of their
sustenance, however, comes from hunting in the forest
and gathering what wholeseme plants that can be found
there. They live in a dozen or so small serilements, with
huts and walls builr of stone pilfered from the runs of
Numendrean outposts. Within each village, there is a
strong neiwork of kinship, each clan sharing a distinctive
pattern of face-painting and tatoos.

Rehigion plays a dominant role in Beffraen life. I'ribal
shamans rule thew vdlagcs by reading the intentions of
therr ammistic gods in various rituals. Once every fow
centuries, an individual will be born with the power to
dircetly channel the voice of one of the gods. "These otacles
are held n highest csteem. The normally disparasc villages
will unice under the authority of sucha leader. anda period
of cooperauve labor ensues when great tombs and shrines
are buile. A few scholars categorized the nital pracuces of
the Beffraen as a vanant of the Dark Religion. but as far
as any observers can tell. no ourside power, good or evil.

influences them.

Rast
Vorn
Map

The Bet{racn suspicion of foreigners prevents any close
scrutmy of their culeure. Travellers who survive the perils
of the Rast Vorn of ten find death by means of poisoned
Beffraen darts. A Beffraen ambush is nearly impossible to
derece, for like all of the Driedain, the Woses can sit
absolutely motionless for hours or even da)'s at a tme
Needless tosay, no trade occurs between the Beffracn and
thair nesghbors. The Cardolani who live in the arca view
the region with fear and superstition. Few outsiders have
even seen a Wose, and those that have commonly mistake
them for the Undead that haunt the region.

RHOVANION 4 Hermits
(EOTHRAIM & NORTHMEN) 5:0:;:3’
Political Organization: Martial Lordship. Eryn Vorn

Rulers: Mahreared, Thyn of the Eothraim.
Atagavia, Thyn of the Waildungas.
Unduks, Thyn of the Withras.

Administrative Organiz ation: Clan-bascd. leaders usually
hereditary, but somenmes eleeted by male warriors.
Eothraim divided among six tribes, Gramuz among four;
land held by fanuly groups.

Population: 8.000 Eothram. 3.000 Gramuz,

Military: 8X) Eothraim Cavalry.

1,200 Eothramm Levy Cavalry,
75 Gramuz Warriors.
150 Gramuz Levy Warriors,

Products: Gram, horses, mercenartes.

Symbol: Eotbrann: White Horse on a Green Field. Granuz A
Golden Sheaf of Grain on an Umber Field.

Map Coordinates: EIS-BI6



Rbovanion
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The Northmen who inhabit the plains of Rhovanion
cast of Mirkwood form two distinct groups. The semu-
nomadic Eothraim are by far the largest, but their primi-
tive existence following their herds of horses and cattle
dimimshes their staturc in the eyes of the Gondorians and
the morc urban Northmen from Dale and Esgaroth. The
Gramuz have adopted a more settled agricultural life,
tilling their ficlds in Mirkwood's castern Bight with crude
implements. A collection of small towns and villages
forms the corc of Gramuz society, and regular trade has

rown between the communities and with Gondor. The
Eothraim, on the other hand. remain suspicious of outsid-
ers, and their culture s still very much a warrior society.
The Eothraim trade only with their Gramuz kinsf olk. for
their differing lif estyles have not yet disturbed the bonds
of kinship and common heritage.

Gondor cagerly maintains ties with these Northmen
for the sake of her cavalry. The horses raised on the
Rhovanion plains surpass any in Middle-carth. Furcher-
more, Eothraim auxiliarics have won several key victories
in the wars for Gondor’s borders. The Gramuz act as
interinedaries in thus exchange, and all parties involved
benefit o their satisf action. The Gramuz produce grain,
but their methods arc still too crude to produce an
exportable surplus. Instead, they rely upon the bounty of
their herds for goods to exchange with Gondor and
Esgarorh. and to a lesser extent the Men of Dorwinion and
the primitive folk who live within Mirkwood.

The Northmen regard the forest with fear and awe. the
home of the baneful magics of Elves and rhe Necroman-
cer. To their horror, the wood appears to be growing,
cngulfing several villages since the Grear Plague. Trade

with the South has brought many innovations to the
Northmen. Steel items now complement the iron ones
forged by Northman smiths. Improved agricultural cech-
niques increase the Gramuz's yicld cach year, and the
Thyns hope to export grain to a hungry Gondorian nation
within a decade.

The sudden advancement has left both Gramuz and
Eothraim in shock. Their isolated and primitive existence
was suddenly interrupted by pressurcs to trade on an
international market. The Eothraim find their warlike
attitudes obsolete among the merchants of distant lands,
so they keep their distance from oursiders, occasionally
oftering tostrike against the tribesof wandering Easterlings
who have reeently begun to move into Rhovanion in
force.

The Plague wrought untold devastation among the
Northmen, who were first to receive its wrath. Many
carlier advances made with the help of Gondor were lost,
and contact with the Danedain diminished. The Nortlunen
remain a loose collection of tribes. more loyal to their
kinsf olk than to any broader conceptof nationhood. Only
once before has a man succeeded in uniting the seattered
tribes. Four hundred years before the Plague. a Thyn of
the Waildungs named Vidugavia united the Northmen in
an alltance to aid Gondor defeat an army of Easterlings.
His government. however, was based solely on his per-
sonal charisma, and his descendants failed to hold his
coalition together.

In T.A. 1640, the Waildungs are still the most power-
ful tribe, and cach Thyn hopes one day to reproduce the
success of Vidugavia. Most of the Gramuz tribes owe
allegiance ro the Waildungs, which they confieim cach year
with the offering of gif'ts of tribute and friendship. The
Eothraim keep their distance from any thoughts of coali-
tion. Though they recognize a Thyn as a “first among
cquals.” they proudly maintain their tradition of small,
independent clans.

RHUDAUR

Political Organization: Tribal Confederation.

Rulers: King Broggha.

Administrative Organization: King by self -proclamarion
and use of force, Broggha holds the thirteen Hilhna
tribes together through sheer personal charisma. He
appoints farly members to most positions of responsi-
bility. distrustful of any others. Tribal leaders retained
thetr legal rights when they swore fealty 1o Broggha, but
they surrendered any clama to land ownership to him.

Population: 50,000: 35,000 Hillmen in thirteen tribes and
15,000 Dunlendings in cleven tribes.

Milicary: 4,500 Wagrtors and Eastern Mercenarics, usually
grouped according to tribe.

Products: Hides. copper, mercenaries.
Symbol: None.
Map Coordinates: C9-DIO



The Kingdom of Rhudaurdid not last under Ditnadan
wle for long after the sundering of Arnor in T.A. 861
The region had always been remote and far from che
influcnce of Anntiminas. Few Diinedain ived w1 Rhudaur,
ruling their subjects from within thew strongholds and
ever-Fearful of revolt. Under the influence of the Witch-
king of Angmar, the indigenous Hillmen finally suc-
cecded i overthrowing their Dimadan masters in the
winter of T.A. 1350. A series of Hillman chieframs
subscquently set chemselves up as Kings, though none
could stabilize relattons between the highly compeutive
tribal factions f or long enough to establisha dynasty. Even
with the aid of Angmar, the

They live along and south of the Great East Road,
exacting heavy tolls for their new Hillman king and
themselves. Their tolls make lictle difference to the com-
mon wanderer. however, for the road through Rhudaur is
pitted and croded in many places. and bandits continue to
plaguc travcllers.

Despite the untamed fronticr nature of Rhudaur, chere
are cfforts being made to bring the land up to the
scandards of its neighbors. Though Broggha faces a
scemingly insurmountable task, he has managed to open
a few regular trade routes through his land. The most
profuable and least desirable of these is the road which

leads to Angmar. The Witch-

Hillman Kings are forced to
tely upon brute force to enact
thewr will.

Thecurrent King, Broggha,
rules hts own Hillinan people
and a large population of
Dunnish refugees forced
North by the Plague. Broggha
holds the pronuse of stability
for his rcalm for the first tme
weenturics, Unt ortunarely, he
has had to call upon a good

deal of assistance from the

king scnds regular caravans
laden with finished metal
weapons in exchange for the
hides, tmber, and copper
Rhudaur has to offer. On a
smallerscale. a few bold mer-
chants fromm Tharbad have
madc mercantile overtures ro
King Broggha. The result of
this trade has been litcle more
than a few Southern luxury
items in Broggha's court. but
the King sees it as a promis-

Witch-king to cstablish his
control. Broggha is no dear
friend of Angmar and holds the mterests ot his people firste
in his heart. He would be satisfied to establish relations
with the men of Cardolan and Aithedain if that relation-
ship could prove profitable to his people. Faced with the
internal problem of disunity, Broggha sccks only peace to
give lus realm the chance to develop to the level of its
Dinadanneighbors. Sadly, the militory threatof Angmar's
Oresand the guile of Angmarcan agents in his imidst make
Brogghamore of ten than net a puppet of the Witch-king.
The agents of Angmar in his court play off the Hillmen's
ancient strife with the Ditnedain to keep the enmity
between Rhudaur and its former siblings burning.

The Hillmen are closely related to the Dunlendings of
the South, but they hold enough difterences with their
Dunnish brethren to warrant a separate classificauon.
They speak their own language, and have developed thar
own unique lifestyle while adapting to the rigors of the
rough and unfriendly lands of Rhudaur, They organize
theinsclves mainly along kinship lines. Each clas is ruled
by a chief, with the King actingas a high chief over all the
tribes, the symbolic patriarch of his country. Hunters
among the Hillmen arc honored. with the most prized
prey being the mighty homed Losrandir.

Most of the Hillmen live in scnu-permanent camps
north of the Trollshaws, ready to follow the migrating
herds that form the basis tortheir lif estyle. Only a few live
in towns or in the remains of Dimadan strongholds. The
Dunmen who makeup antncreasingly large portion of the
population are more inclined totake up anurban lifestyle.

ing start to gaining respect
for his realm.

UMBAR

Political Organization: Hereditary Oligarchy.

Rulers: Lord Borathér.
Lord Mirciidur.
Lady Eiidur.
Lord Arkhad.
Lord Addnir.
Lord Feldtinmur.
Angamané, High Aduvral and Heer of Castamr,
Administrative Organization: The Lords rarely rake
collective action, When they must. thcy sit together in
council until a majority decision ¢an be reached. They
appoint their own ofticess. cach undertaking a portion of
Umbar's civic responsibilities. Each Lord holds about one
stxth of Umbar's arable lands, where he or she rules as an
asolut: monarch. Serfdom and slavery arc the norms for
most people in the domain of Umbar.
Population: 4,000 Black Numenéreans, 60,000 |Haradrirn,
12.000 Corsairs, 64,000 Coastal Peoples.
Military: 5,000 Sailors and Rowers.
2.000 Soldiers.

Products: Ships, spices. herbs, steel, fish.
Symbol: A Black Ship on a Golden Field.
Map Coordinates: N/A

Rbudanr
Map



Naot all of the NtUimendrcan colomies m Middle-earch
succtmbed to the rule of Elendil after the Downfali of
Westernesse. A few lands still remauned fatchful to the
ideals of their lost king Ar-Pharazdn. Chiet among these
realms of Black Numenéreans, and best known to rhe
Danedain. was the city and domain of Umbar. The Lords
of Umbar prescrve many of the traditions of Namenor,
mcluding an undying hatred of Elves and the Faithful
Umbar consists of a monumental city and the fertile
tarmland surrounding the city’s great bay. One encounters
the harsh deserts of Harad a few miles beyond the
coastline, and the Umbarcans are morc than happy to let
the Haradrim rule themselves 1n the waseelands.

The Km-strife of Gondor brought a great volume of
new scttlers to the realm of Umbar, Before the time of the
chartsmatic leader Castamir, Umbar was conquered by
Gondor's kings. once i T.A. 933 by Eiirml I and once in
T.A. 1050 by FHyarmendacil. The spirits of ¢he Lords of
Umbar were never tullv subdued. and they relied upon
admimistrative difficulties in Osgiltath to regain their
chances for frecdom. Umbar was too unruly and too far
from Gondor to ever fully assimilace into the culture of
rhe conquerors. Each time it fell to Gondor’s armies. it
drifted back to its old bellicose ways.

Gondor's Kin-stnfe proved to be a great boon in
Umbar's tight agamst the Dinedain. The Lords extended
the walls of their city to take 10 the Hlood of Gondorian
refugees. and they claimed that their theoreteal allegiance
to Gondor (which they never accepred in the first place)
was severed following the death of Castamir, the last
nightful king. To this day. Umbarcan coins sull bear the
likeness of Castamir, even though this homage is no longer
needed to wm the allegiance of the rebel Corsairs. Many
of the Corsair lords found places for themselves in
Umbar's anistocracy, such as Angamairé, the only admiral
n T.A. 1640 with the trust of all six of the Lords. Despite
Gondorian attempts to provide well-documented evi-
dence to the contrary, Angamaité claims descent from
Castanmur himself. and adds a political dimension to
Umbar's struggle with Gondor by asserting his right to
Gondor’s crown.

Gondor's ability to retake Umbar vanished alinest
instantly with the itlux of the Corsairs, and the Lords of
Umbar launched their own offensive, a lengthy war of
attrition whichhas lasted for two centuries. They use their
powerful navy to disrupt Gondor’s shipping and to raid
her coasts, and they encourage Haradrim lords to wage
petty wars along Gondor's southern frontiers. At best.
Gondor can only give a half-hearted response to these
assaults, for her attentions are now dncected to several
fronts. The Lords of Umbar know that they have lictle
hope of conquering the much larger Gondor. Rather: thesr
antagonism stems from a stubborn destre to see their old
focs suffer. The Corsars among them dream of a victori-
ous rewurn to their old home, but the population at large
in Umbar views the struggle as primanily cconomic.

Umb.r is ruled by an oligarchy of six lords who are
descendants of Umbur's original Ntimenorean nobiliey.
These aristocraes and their Families intermarried with the
Corsairs who fled the Kin-strife, and now their blood-
lmes are virtually identical. The Lords and their kin rule
over a populauon that consists mainly of urban Haradrim
and the descendants of Middle-carth’s coastal peoples.
distantly related to the nomadic mribesmen of the Far Ease
andSouth. The Lords state that none among them is King
of Umbar, out of respect for Ar-Pharazon of Numenor
and Castamir of Gondor. In reality, cach of the Lords
sccretly covets the throne, and only the combined mighe
of the other Lords prevents any one from making a royal
claim. Though largely corrupt, the Lords of Umbar arc
not yet dommated by the Shadow. However, the Dark
Religion has secretly esrablished itsclf and 1s gaining
strength among both the common folk and the elite.

Umbar is a thrving mercantile community. Mostof its
legitimate trade heads south, to the inner ciries of Harad
andbeyond. Umbare an steclis among the best in Middle-
carth, and her spices and gram draw high prices i the arid
southern lands. A trickle of legitim.te trade occurs with
the North, manly through Harad and the: communiries ar
che mouth of the IHarnen, but the bulk of the trade with
Gondor occurs covertly. Smuggling isanother means the
Lords of Umbar use to further humiliate Gondor's
economy. though they would claim no responsibility for
the problem themsclves. Despite their assertions. it is a
poorly kept secret chat the Lords of Umbarsubsidize the
operations of the trade in contraband herbs and spices.

A few profitable copper mines exist tin Umbar's hill
country, providing a basts for the ary’s currency, How-
ever, Umbar is most famous for her ships. Umbar has
never forgotten the Niimenérean cradiuon of scafaring,
and even the lowliest Umbarean fishimg vessel is a reliable
and swif t object of beauty. [San Martorin]

OTHER GROUPS

Throughour Middle-carth. certam groups cxist whose
political groupings, for one rcason or another. do not
merit constderation as true realins. Lither they are not
prolific enough to gain recognition as a genuine race, or
they lack a tervivorial base and the political recognition
that comes with it. Nonctheless, it would be folly to
ignore these groups, for they all play a significant role in
Middle-carth’s landscape.

BALROGS

In the First Age, these dreadful Demons from the Void
terrified the bravest warriors among the Eldar and the
Edam. The Balrogs were fallen Maiar whom Morgoth
seduced to hus black ways, and they possessed morc sheer
physical power than Dragons. They acted as the vanguard
of Morgorh’s forces in the Dagor Bragollach and the
Nirnaeth Amocedind. destroying foes before them with
flame, whip, and sword. In the Great Bittle of Morgoth
and the Valar, all of the Balrogs were cither killed or

imprisoncd tar beneath the carth.



No EIf who survived che Fall of Beleruind will offer a
detailed description of the Balrogs-—so great was the fear
which surrounded them. The Silmaritlion and velaved teats
ofter arough deseription of their appearance. They stood
taller than Trolls, and cheir visages were those of beasts,
The Balrogs enveloped themselves m flame, and most had
batlike wings with which they could tly short distances.
Thcy carried whips and swords into bacrle and exuded an
aura of rerror whercver they passed. It is doubrtul that the
Balrogs ever produced any offspring, and they cannor be
considered a true race. Fortunately, no Balrogs are known
in Middle-cacth in T.A. 1640, but some may still lie
dormant deep below the mountains.

DONAEN

Along the northern slopes of the Ered Lithui, small

tribes of primiuve folk struggle ro survive. These people,
who call themselves the Denaen, appearto be descendants
ot the Daen Coentis, though their isolation and the
numerous charactenstics they share with Basterling races
makes this contention dubtous. The Donaen live under
Gondorian rule, though many of their number would
prcfcr indcpcmlcnce or an Asdriag lord.

DRAGONS

None know if Morgoth created Dragonsor if-hf'sunp]y
found themin the Wild and used them for s purposes.
Whatever their orgns., they proved invaluable to bim in
hts campaigns against the Eldar. Most are Cold-drakes,
wmgless creatures who rely upon thens vast physical

A Dragon
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strength to crush foes. Some, the ire-drakes, acrually
belch forth flame at their enemies. A few Dragons, mostly
of the Fire-drake variety. have wings and can flv. All
Dragons hive armorof thick scales, sword-like claws, and
rows of cruclly pointed tecth. On the whole. Dragons are
malicious and intelligent creatures. capable of great guile
when they do not desire to overpower a foe. A small
number of Dragons survived the Downfall of Belenand.
Most live in the desolate region known as the Withered
Heath. hidden by the Ered Mithrin. They share no culeure
there, and the nn[1. contact they have with one another

Qccurs once cvery hw centuries when thcv mate. For the
most part, they are solitary ercaturcs, leaving theirhoarded
weasure only to scek food. They guard their treasure
jealously, and woc to any who think to steal from a
Dragon,

EAGLES
Throughout the history of the Free Peoples, the Great
Eagles have lent assistance at eritical moments. These
great and mtelligent birds soar high above mountan
ranges, keeping an ever vigilant watch on affairs
below. They are somewhat aloof from the acavi-
ries of ground-dwellers. intervening only when
the stakes involved are very high indeed. The
Great Eagles ltve in the rocf\\ crags in the Mﬁty
Mountains, nesting where no mountaincer coul d
ever reach their eggs and young. These powerful
birds have a reputation tor wisdom, but they
rarcly converse with other races. They recognize
the cldest and mnghtiest of theit kmd as their
l.ordand report anything significant that they sec
to him.

EASTERLINGS

There are wo many tribes beyond the Sea of
Rhiin to det:ul here. Even a work on the tribes
who have passed inito Rhovanion would take up
several volumes. The Easterlings have many dif -
ferent cultures. The Dorwinrim are famihiar to
the West, for they have many characreristics
common with the Northmen, and theircagerness
for rade otten brings them nto contact with the
people of northwestern Middle-carth. Compared
with their savage and superstiious brethren. the
Dorwunrim appear quite civilized. Other groups
move into Rhovanionout of necessity, and these
people generally keep to themsclves. Two tribes
are known to the West in T.A. 1640. Both are
dark-skinned and swarthy peoples who stil mam-

tam their nomadic ways. They have little concern
for the terricory clauned by the Norrhinen or
Gondorans, moving mto their lands as if it were
thar own.

The Asdriags fled therr homeland east of Mordorwhen
they were forced out by the more nunerous Nuriags.
Thcv are excellent horsemen who cnjoy raiding. They do
not appear to be donmared by the Shadow, however, and
they atrack Ores as often as they atrack Northmen.
Nonetheless. their presence has caused much concern
among the Eothraim. who peeceive a threat to ther
grazing lands. The Asdriags currently inhabic the castern
Talath Harroch, and their movements have recently
brought them 1nto contact with the Gondorian forces in
Dor Rhinen.

The Sagath are a more numcrous tribe who have
claimed the lands cast of the Celduin berween the lron
Hills and the Sea of Rhéin as their owi. They, too, are
superb horsemen, but they are also known as rather more
brutal than their Asdriag neighbors. Dark Pricests pass
among the Sagach. and they are undoubtedly allies of the
Witch-king, for they protect his eastern lines of supply.
The Dorwinrim view the Sagath with suspicion, tradmg
with them only if no ocher partners arc available.




ERIADORANS

Notall of the indigenous people in Middle-carch when
the Numenoreans arrived were pare of the Daen Coenns
emptre. Many small tribes of Men, descendants of the
Edam and other mdigenous folk of Mrddle-carth, inhab-
ited the lands between Linclon and Eregion, leading a
prinutive existence. Most of these clans evenually assimi-
fated into the kingdom of
Amor. I)Ut S"lﬂll grollps re-
sisted the mevitable advanee of
the Difmedain. One of these
socictiessetll lives in the Pinnath
Ceren of Cardolan. These na-
tive Ertadorans, distant rela-
tives of the Northmen, occa-
sionally fight wath thesr Dén-
adan neighbors, who do not
view them as a significant
enough threat to warranr ex-
termunation. On the whole,
though, they are grateful to be
keftalone, and they do not seck
trouble outside their iy home-
[and.

ESTARAVI

Some Northmen live in the
shadow of Angmarand Mount
Gundabad. These hardy souls
work the infertile soil with
prmiave implements to cke
otuta nuserable e xistence. Most
clans of the Estaravi pay crib-
ute to local Orc-lords to avoid
the constant riiding that takes
p[:u‘(‘ it the Noeth. Proxunity
to such forces of evil has taken s toll on the Escaravis
spirst, for among them, fear and suspicion have taken the
place of the valor and honor most commonly associated
with Northmen.

PETTY-DWARVES

Some scories persist thae the descendants of Mim suill
nhabir remote delvings 11 Middle-carth. Reports. not
always relrable or accurare. describe the Perty-dwarves as
nvisted and birrer parodics af heir Naugrim cousins.
Possible dwelling places for the Perry-dwarves, if they
indecd exist. are the Rast Vo, the highlandsof Rbhudaur.
and the Ered Mithrin. One legend recounts that the Peuy-
dwarves dicd out centuries ago. but their embittered
spirits conrinuc to inhabir their old dwelling places.

RIVERMEN

Along the banks of the Barandum and the Lhan bve
small groups of Northmen. These folk appear native to
the region, but they may have passed our of Belertand with
chew brethren, halting in Ertador rather than travelling on

meo Rhovamon. The Rivermen live in small crafe for
most of the year, moving their camps up or down the rivers
as 1t suits cheir wills. They wravel in small fainily groups.
and many of them choosc to wander alone. They are avid
rraders. and they are quite friendly with the Dinedain in
the region. {f one is sceking a river pilot in the North, onc
could do no better than to hire a Riverman guide.

WIZARDS

The Wizards, or Istari as they
arc morc propetly known. ar-
cived m Mithlond around the
year T.A. 1000. They claimed
that they: were sent by the Valar.
and they may be Maiar w human
form. There are five Wizards,
known most commonly among
Men as Saruman. Radagast,
Gandalf. Alatar, and Pallando.
They came to Middie-carth in
order to combar the growing
Shadow in the Third Age. but
theytook Lietledirectactionthem-
sclves. Rather, they kindled the
hearts of Men.Dwarves, Hiobbis,
and Elves o take action. They
doubtlessly possessgreat personal
magical power. but they preferto
act as counscllors and advisors.
Alarar and Pallando passed East
andSouthtoaidthe people there.
Saruman travels regularly into
distanc Lands, but he also spends
some umc 1 northwestern
Middle-carth. Radagastlivesina
simple: home near the forest of
Mirkwood. where he tends che tlora :ind waldlite, Gandalf
wandets 1n Namendrean lands, keeping an ever-vigifant
watch upon the actions of the Witch-king and the
Nuecromancer.,

UNDEAD

A number of horrors exist between the world of the
wving and the Void. Stubborn souls who refuse the
journey o Mandos. usually out of fear of some terrible
jndgement, linger n the world, appearing as ghastly
Undead. Morgoth and Sauron exhibited control over
these terrible bangs, who seem most powerful in dark-
ness. Even inthe mid-"Third Age. the Undead occastonally
actasif controlled by some superior will. There is a large
variety of Undead, ranging from the Mcwlips of the
Entwash o the Barcow-wighes of the Tyrn Gorthad.
Sotne of them exhibit no small incelligence, bur their
mnability to breed or freely leave their haunts prevents
them fram being classified as a true race.

Petty-dwarf



Amesinanr

4.0 SITES

Endor abounds with cicadels. hamlets. runs. rivers.
lakes. and fords. The most prominant of those found in
the northwest are descnibed in chis section.

4.1 SITES OF CIVILIZATION

The following sites are those assoctuted with civilization:
cities, fortresses. bridges. ruins, and other cdifices con-
structed or modified by the Free Peoples or their enemies.

AGLAROND

Type: Caverns.

Inhabitants: ()% Gondorian {Dtnadan).
Population: 20.

Origin: First used as a refuge by Numendreans ¢. S.A. 3331
Purpose: Refuge and starchouse for the garrison at Ostiras.
Symbol: Nonc.

Map Coordinates: G9

A system of extensive caverns in the northemn slopes of
the White Mountiins. An uncapped wealth of gems here
setves as an emergency: financial reseeve tor Gondor's Kings.

AMON DIN

Type: Beacon-tower.

Inhabicanes: 100% Gondoran.

Population: 120.

Origin: Construction of a signal-placform ordered tn

S.A. 3325 by Anirion of Gondor. Upgraded in the
Hfth century of the Third Age.

Purpose: Part of Gondor’s northem comimuntcations
nctwork.

Symbol: The White Tree.

Map Coordinaces: 113

Amon Din was the first. counting from cast to west, in
a chamy of seven beacon-towers. Its watch-fire relayed
warning to Minas Anor of any attack on Gondor'’s
northern frontrers.

AMON SUL (WEATHERTOP)
Type: Runs.
Inhabitanes: N/A

Population: (.

Origin: Oniginally builc by Elendil m the Second Age.

Purpose: Repusitory for a Palantir; later served as a land-
mark at the juncture of the three Kingdoms of the North.

Symbol: None.

Map Coordinaces: 137

From this vantage point. one has an excellent view of
the Grear East 1 oad as 1t heads towards Rhudaur. For this
reason, the hill served as a straeegic focus for western
Arthedin and Cardolan and has a long history of conflice
surrounding (1. The tower of Amon Sal onee held a
Palantir, which was removed o Fornost following the

mvasion hy Angmar in T.A. 1409,

AMRUNAUR

Type: Mountain Fortress.
Inhabicancs: 100% Gondorian.
Population: [80.
Origin: Established ctrea S.AL 3420
by Primce Edhelion,
Purposc: Sccurity for the pass through central Dor-en-
Ernil: conteol of the local Dunnish population.
Symbol: Prince’s Device: A White Ship and Three
White Stars on a Ficld of Deep Blue.
Map Coordinaces: J10
The castle rises from a rocky shelf projecting from the
mountain named Thoredarbby the Eredrim. Strategically
placed lightning rods protect the fortress during the
thunderstorms that frequent the pass.

ANDRATH

Type: Rumed Town.

Inhabitancs: IN/A

Population: 0.

Origin: Founded circa T.A. 860 by Thorondur of
Cardolan.

Purpose: A conter of regional admimisteation; the seat
of the Prince of Dol Tinare from 1A, 1410 to
T.A. 1639,

Symbol: None.
Map Coordinaces: £6

Andrath has been nined and rebuile many umes over
the course of its history. Most recently, it was sacked by

aHillman party led by King Brogghaof Rhudaurin 1639,

ANGRENOST (ISENGARD)
Type: Ciadel.

Inhabitancs: 100% Gondorian.
Population: 3.000.

Origin: Iist used as a stronghold by MNaomenoreans
around S.A. [ 750, completed by Gondor in T A.
14.

Purpose: Control of traffic passing through Gap of
Calenardhon; admnustracion of northwest Gondor.

Symbol: The White Tree.
Map Coordinates: (9

The impenerrable cower of @rthanc forms the core of
the defenses, with a vast circular wall one mile in diameter
providing the first line of security. The carth itself formed
the citadel. for the outer ring is a volcanic cone shaped by
the Men of Ndmenor. and the spire of Orthanc is in fact
a pillar of glossy black volcanic rock known as lacn.
Angrenost now represents the norrhwestern extent of
eff cctive Gondorian power. The King of Gondor main-
tains a large gartison here to keep the warlike tribes of
Dunland in check. Travetlers on the Old North Road
frequently make a side trip ro Angrenuost to exploit ies fine
and fully stocked reprovisioning facilitics.
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ANGSUL

Type: Fortress.

Inhabitants: 90% Angmarean, 10% Oraish.
Population: 200.

Origin: Completed by the Witch-king in T.A. 1349.
Purpose: Control of traffic into and out of Angmar.
Symbol: A Black Raven on a Red Ficld.

Map Coordinates: A9

The Witch-king keeps a large garrison stationed 1n
Angsil to watch forspics attempting to penetrare Angmar's
central plateau.

ANNON BARAN
Type: Fishing Village.
Inhabitanes: 60% Evadoran,
40% Cardolani (Dimadan).
Population: 300.
Origin: Settled around T.A. 1200.
Purposc: Economic hub for western Cardolan; pro-
vides fish for region.
Symbol: None.
Map Coordinates: E4
Despite its proximity to the Elven land of Harlindon,
few of the Cardolani dare crossche niver, fearing the spells

of the Eldar.

ANNUMINAS
Type: Rumed Ciry.
Inhabitanes: N/A
Population: 0.
Origin: FFounded in 3396 by the High-king Elendil.
Purpose: Royal scat of Arnor; locus of a Palantir; after
T.A. 861 the capital of Arthedain.
Symbol: None.
Map Coordinates: C6
Anntiminas was the home of Arthedain’s Kings before
the city was sacked in 1409, when the hordes of the
Witch-kmg overran all the former lands of Amor.
Anndminas once held the position of the fairest of
Dinadan ciics m the North, with broad, trec-lined
avenues and graceful buildings of white marble. No wall
surrounded the city, which was deemed a place of peace
and lcarnmg. Scavengers have picked most of the ruins
clean. burt rales abound of sealed vaults underneach the

library and the palace. [Drogi]

ARADHRYND
(HALLS OF THE ELVEN-KING)

Type: Elven Halls.
Inhabitants: 93% Silvan Elvish, 7% Sinda.
Population: 560.
Origin: Built by Prince Thranduil around T.A. 1050.
Purpose: Begun as a retreat for the Prince of the

Woodland-realm. the halls became a Palace when

Thranduil abandoned the halls at Caras Amarth.
Symbol: The Beech Leaf.
Map Coordinates: C15

The capiral and largest city of the Elven kingdom of
northern Mirkwood, fashioned after the model of
Nargothrond. Using a hill by the edge of the forest as his
base, King Thranduil ordered his subjects to carve fair
halls and caverns bencath it. Thranduil completed his
dwelling in T.A. T100 after the Shadow of Dol Guldur
began growing in the southemn reaches of the forest. The
halls are not dark. like those of Goblms, but sparkle with
torchlight and merriment. Only a small number of Elves
actually make their home at the Aradhrynd since most
prefer to dwell under the canopy of Mirkwood's leaves.

ARCHET
Type: Village.

Inhabitants: 80% Bree-men (Northman/Dunnish
Mix), 20% Stoor Hobbit (Kuduk).

Population: 100.
Origin: Sertled in T.A. 1420 by residents of Bree-land.

Purpose: Agriculturc: an economic focal point for
farmers who live 2 moderate distance from Bree.

Symbol: None

Map Coordinates: D6
Archet lies on the edge of the Chetwood and is devoted
exclusively to agriculture.

ARDUMIR
Type: Fortress.
Inhabitants: 40% Coastal Pcople, 30% Haradan, 25%

Corsair, 5% Black Namenoérean.
Population: 310.
Origin: Built by Ndmenérean colonists, circa S.A.

3290.

Purpose: A rural stronghold for a Captain of Umbar;
adminsstration of the surrounding lands; guards
entry into the Bay of Umbar.

Symbol: Black Tower Before a Rising Golden Sun on a
Yellow Ground.

Map Coordinates: N/A
The castic’s castern curtain wall drops dnrccrIy o the
lake thae partially surrounds Ardimur.



ARGONATH

Type: Monument.

Inhabitanes: N/A

Population: O.

Origin: Finished in T"A. 1340 by Romendacil 11,

Purpose: Designation of the northern boundary of
Gondor.
Symbol: None.
Map Coordinates: G13
Carved rocks flanking the chasm at the northern en-
trance to Nen Hithoel. The figures represent Isildur and
Anarion. Since the time of Romendaal Il Gondor's
notthern border has moved even farther north. making rhe
pillars obsolete. Nonetheless, they are a magnificent
spectacle.

ARGOND
Type: Castle.

Inhabitants: 50% Dunman/Eriadoran,
40% Cardolani, 10% Ddnadan.
Population: 60.
Origin: Finished by the Prince of Dol Calantir in T.A.
337. 6 I
Purpose: A stronghold and administrative center for
cural lordship.
Symbol: Three Swords, Blade Up.
Map Coordinates: 7
Theugh it appears formidable, the Argond was not
designed with def ense in mind. Its questionable defensive
arrangement has yet to stand the test of a full siege.
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AZANULINBAR-DUM (AZAN)

Type: Dwarf-mansion.

Inhabitants: 100% Naugrim.
Population: 430.

Origin: lirst delved around T.A. 1000.

Purpose: T'he exploitation of mineral wealth in the
Emyn Angren.
Symbol: Crossed Axes above an Anvil.
Map Coordinates: B18
Azanulmbar-diim is the principal mansion of the
Dwarves of the Iron Hills and the secat of Lord Fulla Iil.
The halls of Azan serve as the homes, workshops. and
mines of the [Dwarves of Rhovanien. Few outsiders have
seen the interior, which ts rumaored to be a stern beautiful
place full of crystals carved by both Naugrim and water.
Azan is but a splinter group of a distant House of
Naugrim in the East about whiclv licde is known.

_Edelesboc}

BALOST
Type: Fortress and neighboring viltage.
Inhabitants: 60% Dunman/Eriadoran,
35% Cardolani, 5% Dianadan.
Population: 132.
Origin: Completed in T.A. 923 by Hir Girithlin.
Purpose: A basc for admimustration ot rural estates; a

strategic strong pomt in Gwarthlo valley benween
Tharbad and Saralamn.
Symbol: None.
Map Coordinates: I'6
Balost is a sturdy castle which withstood many attacks
from without.

BARAD-DUR
Type: Ruined Citadel.
Inhabicants: N/A
Population: 0.
Origi'n: Raised by Sauron, civca S.A. 1000.
Purpose: Dommation of the placeau of Gorgoroth.
Symbol: None {The Red Eye).
Map Coordinates: HI 5

Built on a spur of the Ered Lithui, and fashioned by the
power of Sauron's Ruling Ring, Barad-dir consisted of a
great central tower with ninc radial towers connected to
it by fortified bridges. No stronger fortress ever existed in
Middle-carth. Ongce the scat of Sauron’s power. Barad-
diir fell when Isildur cut the Ring from Sauron's hand.
Ores and T'rolls now control the area, and no Man has
visited Barad-dtr smee the Plague.

BARAD HARN

Type: Coastal Town.

Inhabicants: 70% Haradan. 30% Gondorian.

Population: 560.

Origin: Founded in T A. 1256 on the ruins of a
previous town destroyed by a hurricane.

Purpose: Support for the local trade and fishing
industry; a locus for Gondorian power in Harondor.

Symbol: None.
Map Coordinates: K 11

The southernmost outpost of exclusively Gondorian
authority. As might be expected, [Haradan raids upon this
outpost are frequent and brutal. The Governor commits
much of his finances to keeping the walls around Barad
Harn sccure.

BARAD-WATH
Type: Deserted Fortress.
Inhabitants: Orcs (2.
Population: *

Origin: Gondor began construction on the tower after the
fall of Sauron, but abandoned it to conserve resources.
Purpose: Monitoring traffic between Nurn and Gorgoroth,

Symbol: None.
Map Coordinates: 115

The rower rests high in the Eregwath. providing a view
for many leagues in many' directions.

BARAK-SHATHUR

Type: Dwarven Outpost.

[nhabitancs: 100% Naugrim.

Population: 240.

Origin: Founded by scttlers from Azanulinbas-diim . T.A. 1490.
Purpose: Exploitation of the mineral resources of the Iren Hills.
Symbol: Crossed Axes above an Anvil.

Map Coordinates: C13

The Khuzdul name of the strongheld is thought to
mcan “Axe Mountain” m the Wesgron.

BAREKETTA

Type: Castle and Neighboring Village.

Inhabitants: 100% Dunadan.

Population: 320.

Origin: First built in T.A. 407, later rebuile and
expanded.

Purpose: A rural retreat for the Ekerra family: control
of the surrounding countryside.

Symbol: Two Crossed Short Swords {Eket).

Map Coordinates: C6
On the castern shore of Nenwal in Arthedain, Bareketra

is the primary estate of the Eketca fanuly. one of the two

strongest noble clans in Arthedain. Bareketra was buile

with beaury and leisure in mind, though it hasthe steength

to withstand a detenmnined assauit.



BAR-EN-TINNEN

Type: Fishing Village.
Inhabitants: 100% Gondortan.
Population: 24().

Origin: Scrded circa T.A. [S12.

Purpose: Provision of inland communnities wich
seafood: a tading center for local farmers.

Symbol: None.

Map Coordinates: 113
Situated on the cast bank of the Anduin, Bac-en-
Tinnen grew up around the mill on the Sir Tinnen.

BAR LITHYRN

Type: Mining Community.

Inhabitants: 70% Donaen, 30% Gondorian.
Population: [.000,

Origin: I'ounded by Gondorian commercial interests in

T.A. 1590.

Purposc: Lxtraction of mineral ores from northern
Ered Lichui.

Symbol: None.

Map Coordinates: H16

Most of the inhabitants are focal Donaen lured to the
mountains by the prospect of wealth. Their Dinadan
lords mine silver here for Gondor's treasurics. The town
suffers from isolation, and the population shrinks cach
year as the silver veins dry up.

BELDWIN
Type: Portified Town and Castle.
Inhabitants: 60% Dunman, 40% Dimadan.
Population: 475.
Origin: First settled by the Ddnedain, cirea A, 750,
Purposc: A stable base of administratton i the
northern Westmarch.
Symbol: Two Rearing Horses.
Map Coordinates: GO
Beldwin lics just south of the River Isen, near an
ancient. still used, bridge built by the Dinedain in days of

old.
BELEGOST

Type: Ruined Dwarf-manston.

Inhabitants: N/A.

Population: 0.

Origin: The First Age, possibly betore the Sun and the
Moon first rose.

Pwiposc: Lixploit the tiches of dw Ered Luin, defense
aganst all enemies.

Symbol: None { The Haunmer and Flame).

Map Coordinartes: B3
A few bold Dwarven explorers have recently begun to

cxplore the ruins in hopes of finding rhe artifacts of their

ances1ors.

BOTTOMS BRIDGE

Type: Village.

Inhabitants: Y5% Northman. 5% Ddnadan.

Population: 85.

Origin: Settled circa T.A. [337.

Purpose: A supply center for traders sailing on the
Anduin.

Symbok: None.

Map Coordinates: D12
Boteoms Bridge is located on a small island at the edge
of the Gladden Marshes.

BREE
Type: Market Town.

Inhabitants: 45% Stoor [lobbic. 50% Bree-man, 3%

Danadan.

Population: -4]0.

Origin: Sertled by migratng Dunmen m the carly
Sccond Age.

Purpose: Collecting point for the products of sur-
rounding farms: trading center due to its location ar
the junction of the Greenway and the Great Last

Road.
Symbol: None.
Map Coordinates: D6

Bree is the largest town in Bree-land. a region of
Arthedain chat is peaceful, agricultural, and largely au-
tonomous. The town is built around a large hill and 1s
protected by a formidable dike surmounted by a thick
hedge. Numerous smials, or Hobbit-holes. can be found
in the flanks of Bree-tull. Both Men and Hobbits live in
Bree, making it one of the fow locations in Middle-carth
whereco-operation between folk of ditferent races oceurs.
Duc to its central locacion, Bree witnesses many strange
folk passing through its streets. and the town is a perfect
place to acquire or scll information.

BRIDGE OF MITHEITHEL (IANT
METHED)

Type: Bridge.

Inhabitanes: N/A

Population: 0.

Origin: Buile by Arnor, T.A. 320.

Purpose: Passage across the Mitheithel on the Great
East Road

Symbol: None.

Map Coordinates: D9
The Last Bridge, so-named because it ts the farthest case

on the Road. was built of stone with three geeat arches.



BRIDGE OF STONEBOWS

Type: Bridge.

Inhabicancs: N/A

Population: 0.

Origin: Built by Arthedain, T.A. 1102.

Purpose: Passage across the River Baranduin on the
Great East Road.

Symbol: None.

Map Coordinates: D6
The King ot Arthedain grants the Hobbits the right to

collecr a toll. which they keep at a modest few copper
coins.

BUHR AILGRA

Type: Fortified Settlement.

Inhabitants: 100% Northman.

Population: 220.

Origin: Founded by Eothraim, circa T.A. 1380.

Purpose: Def ense against Easterling atracks. a trading
center for Eothraim.

Symbol: Golden Stag on a Green Field.
Map Coordinates: E1S

Buhr Ailgra is onc o f the few permanent settlements of
the Lothraim, who follow the migrations of their herds
through the plains of Rhovanion. The town is a simple
sertlemient of tharchand turfhousessurrounded by a stout
carthen rampart

BUHR FRAM
Name given to Wraccaburg af ter the Eothraim sceeled
there in the nincteenth century of the Third Age.

BUHR MAHRLING

Type: Fortified Trading Settlemenr.

Inhabitants: S0% Northman (Eothraim). S0%
Easterling.

Population: 490.

Origin: Conquered by Northmen, T.A. 1503.

Purpose: A trading base for Northmen on the lower
River Celduin.

Symbol: None.
Map Coordinates: D17

Most of the residents here are Eothraim who use it as
a seasonal base, but there is also a sizcable population of
Norchmen from Esgaroth who scek an advance trading
outpost near Dorwinion. These Men of Buhr Mahrling
are avid traders and have won the favor of the local
Dorwinadan lords. Nonetheless, their lietle town is well-
fortified. for not all Easterlings are as tolerant as the
Dorwinrim. Due to the great distance between Buhr
Mahrlingand other Northmanscttlements, the Northmen
of Rhovanion view these cousins in the East as slightly

odd.

BUHR WALDMARH

Type: Fortified Town.

Inhabitants: 100% Northman.

Population: 1.250.

Origin: Founded by Northmen, circa T.A. 1290.

Purpose: A stable basc for the Withras clan; an
economic focus for the surrounding farms.

Symbol: A Golden Plough on a Red Field.
Map Coordinates: E15

This typical Northman town has many timber
longhouses and an earthen dike surmounted by a wooden
palisade. However, Buhr Waldmarh has outgrown its
defenses, due to the flood of refugees it received following
the Great Plague, and its Thain lacks the resources to
expand the ramparts. Despite its size, Buhr Waldmarh has
little influence among the other Northman towns, prob-
ably the result of a history of weak thains.

BUHR WIDU

Type: Fortificd Town.

Inhabitants: 100% Northman.

Population: 520.

Origin: Founded by Vidugavia my T.A. 1249.

Purpose: A center for administration for the Waildung
clan; a collecting point for the surrounding Gramuz
farms.

Symbol: A Gold Sheaf of Grain.

Map Coordinates: E1S
Buhr Widu, by the side of the small lake known as

Woodmere. retains some of the royal splendor from the

time of Vidugavia, alchough the Gramuz princes af ter the

Plague lack the strength necded to regain their glory of

old. Like most other Northiman towns upon the plains,

Buhr Widu consists of a number of wood and thatch

longhouses. cach of which accommodates around rwenty

people plus livestock. The chieftains have added an
carthen rampart with a number of stout wooden towers
for def ense.

CALDUR

Type: Fortress.

Inhabitants: 50% Coastal People. 20% Corsair, 20%
Haradan, (0% Black Numenorean.

Population: 210.

Origin: Raised by the Captains of Umbar ¢. T.A. 520.

Purposc: A base for sortics against Gondor; adminis-
cration of the lands around the northemn entrance to
the Bay of Umbar.

Symbol: A Red Ship’s Wheel on a Green Field.

Map Coordinates: N/A
Caldr is located on a steep outcropping on the north-

ern penninsula guarding the Nen Umbar. The castle’s

southern curtain wall has its foundations atop a sheer
precipice, while the northern approach f caturcs a moat.
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CALEMBEL

Type: Walled Town.

Inhabitants: 100% Gondorian,

Population: 1.100.

Origin: Settled by Ntunendsreans in late Second Age,
granted charter by Ostoher of Gondor m T.A. 433.

Purpose: Provisioning the mining communitics m the Iired
Nimrais: seat for the Lord Protecior of Lamedon.

Eutrance to

Symbol: A Black Pickaxe.
Bukr Marling

Map Coordinates: H (1

Calembel is on the road which links central Gondor to
the mining communitics of the southern White Moun-
tains, making it a center for supplies and the ore trade.
Numerous smiths also ply their prof ession in Calembel,
though most raw orc 1s shipped directly on to Linhir and

Pelargir.




{nnkeeper's
Daughter
at the Bull € Bear

in Calmirii

CALENHAD

Type: Beacon-tower.

Inhabitancs: 100% Gondorian.

Population: 90.

Origin: Ordered buile m T.A. 491 by Gondor's
King on the site of an carlier signal-platf orm.

Purpose: Communicartions i northerin Gondor.

Symbol: The White Tree.

Map Coordinates: H12

Calenhadisthe sixthbeacon inchechainstrerch-
ing from Mmas Anor to the northwest. The hill
trom which this fortification derives its name s
also the root of the name for the province of
Calenardhon,

CALMIRIE

Type: Walled Town.

Inhabitants: 80% Gondorian, 20% Dunnish.
Population: 1.200.

Origin: Scuded by Gondorian Dincedain in the
carly Third Agc granted charter by Atanatar
Il of Gondor in T.A. 1220.

Purpose: An economic focus and market town
for the province of Calenardhon:; the seat of
regronal adnunistration.

Symbol: The White Tree and Two Rearing
Horses.

Map Coordinates: HIO

Calirié ts the largest and most cosmopolitan
town of the Gondortan territoey of Calenardhon.
The city is home to a large royal garrison and a sic.cable
communiry of merchants, Calimiri¢ holds an annual fuir
which draws folk from as farawny as Pelargir. Situared on
a rocky shelf inderneach the Lord's Castle, the Lord sces
no need for further city def enses.

CAMETH BRIN

Type: Citadel.

Inhabitants: 60% Hillman. 37% Dunman. 3% Qther.

Population: 630.

Origin: Captured and cnhanced by Dinedam. T.A.
162.

Purpose: A stable center of administration
for Rhud.aur: domation of local Hillman tribes.

Symbol: Brogeka’s Device. a Barg-moigh (or “Grear Bear”
10 the Hillman tongue Blarm).

Map Coordinates: C9

Currently, Cameth Brin serves as the seat of the Hillman

King Broggha. The citadel mcludes a tower and system of

tunnels buile by the Dimedain of Armor in the side of the
Twisted Hilland ts an almost impregnable scronghold. T
is on¢ of the few permanent settlaments of the senu-
migratory [lillmen, and it scrves as a basc for antacks
against Arthedain and Cardolan

CARACH ANGREN (ISENMOUTHE)
Type: Lincar Foctificavon,

Inhabitanes: 100% Gondorian.

Population: S0.

Origin: Raised by Sauron in dhe Second Age. rebuile by

Gondor in T.A. 42.

Purposc: Control of traffic wavelling through the pass
connecting Ud(in and Gorgoroth.

Symbol: The White Teec.

Map Coordinates: H1:

The original wall at Carach Angren was built by Sauron
and dcstrO\ cd by the Last Alliance. Gondor rede signed
the forrificationsand manned them until che Plague, when
all contact was lost with the garrtson.



CARAS AMARTH

Type: Ruined Elven-halls.

Inhabitants: N/A

Population: Q.

Origin: Built by King Oropher. circa S.A. 2255.
Purpose: Former royal palace of the Woodland Realm.
Symbol: Nonc (The Beech Leaf).

Map Coordinates: C13

Similar to the Aradhrynd. the palace was a network of
caverns hollowed out of a hillside deep within the torest.
Thranduil moved his palace north to the Aradhrynd when

he grew fearful of the dark power 1n Dol Guldur.

CARAS CELAIRNEN

Type: Market Town.

Inhabitanes: 85% Dunadan, 15% Riverman.

Populauon: 400.

Origin: First sectled around T.A. 740,

Purpose: A regional market town in southwestern
Arthedain.

Symbol: None.

Map Coordinaces: C4

Caras Celairnen is the westernmost center of purcly
Diinadan culture i the North and ic serves as a headquar-
ters for those explorers and traders who venture into the
rugged lands of Numeriador. The Men here have some
limited contact with the Elves of Lindon, although they
do not wish to exploir the fact.

Cameth Brin




CARAS GALADHON

Type: Elven City.

Inhabitants: 60% Silvan, 35% Sinda. 5% Noldo.
Populacion: 300.

Origin: Designed by Galadriel in SA. 1601
Purpose: A safe haven for all Elven folk.

Symbol: A Winged Sun behind a Mallorn Blossom.
Map Coordinates: E11

A fortified yet beautiful ary in the heart of Lorien. It
is a network of interconnected flets supported by the massive
tunks of great mallorn trees. Galadriel herself designed
the plan forthe city, recognizing the peril her realm would
have ro face when Sauren first forged the Rulmg Ring,

CARAS GWINDOR

Type: Walled Town.

Inhabitants: 75% Gondorian, 25% Mixed Mannish.
Population: 120.

Origin: Scttled by Gondorians around T.A. 1098.

Purposc: Supply station for caravans in Rhovamon and the
garrison A Tir Nmdor: surveillance of the Dead Marshes.

Symbol: The White Tree.
Map Coordinates: GI3

Caras Gwmdor controls most of the trade berween
Dagorlad and the Anduin, but 1ts 1solaton limits its size.
The decline of Gondor in the region has huet the economy
of Caras Gwindor. which is i danger of becoming hude
more than a tilicary camp.

CARAS TOLFALAS
Type: Fishing Village.
Inhabitants: 100% Gondorian.
Population: 520.

Origin: Claimed by Gendor since S.A. 3321 first
seteled b_y 1'0}‘.1[ command in T.A. 934.

Purpose: Subsidized by Gondor's King more to maintain a
¢laim on the Isle of Tolfalas than for cconomic reasons.

Symbol: Nonc.
Map Coordinates: KI |

A poor harbor limits access to this town, but it is the
only suce mooring on Tolfalas.

CARGASH

Type: Quepost Tower.

Inhabicants: 100% Angmarean (Mixed Manmish).

Populacion: 50 Garrison Troops.

Origin: Buile by Wirch-king, ca. T.A. [400.

Purpose: Designed to give the Wiech-king watning of
trespassers and a base from which to strike at Arthedain,

Symbol: A Red Foriress on a Black Field.

Map Coordinates: A8

Regular patrols deparc from Mmdil Cargash to sweep
En Udanoriath (S. “The No Man’s Land) which hes
between Angmar and Archedam.

CARN DUM

Type: Ciadel/Foratied City-

Inhabitants: 60% Angmarean, 40% Orcish.

Popularion: 5.000.

Origin: First delved by Dwarves in che carly T.A,
occupied by the Wirch-king ca. T.A. 1300.

Purposc: Lagt line of detense for the Witch-king: a
base from which he plots the downtall of Arthedam.

Symbol: A Red Fortress on a Black Field.

Map Coordinates: A8

Situated ar the northwestern tip of the Misey Moun-
tains, only a handful of the Free Peoples have viewed the
interior of Carn Diim and escaped alive. Both Ores and
evil Men reside in Carn Diim, which is more a military
camp thanaproperaity. A mighty wall proteces the above-
ground city, but the subterranean halls provide an even
more formnidable def ense. Deep wathin the mountain, the
Witch-king schemes the denuse of the Déinedain of the
North. surrounded by the countless treasures he seized
from his encmies.

CELEBANNON

Type: Elvish Village.

Inhabitants: 95% Silvan Elvish, 5% Sinda.
Populacion: 110.

Origin: Settled around T.A. 100.

Purposc: A center for contact between the Elves of
Mirkwood and the other folk of Rhovamon.
Symbol: Nonc.
Map Coordinaces: C15
Celebannon is a small yer elegane Elvish village on the
banks of the Taurduin. No mortal passes Celebannon
inro the forest unless they are invired guesis of Thranduil.

CERIN AMROTH
Type: Llven Palace.
Inhabitants: 15% Sinda. 85% Silvan.
Population: 40.
Origin: Destgned by King Amroth of Lorien in S.A.
3447,
Purpose: Royal palace of Lothlorten.
Symbol: A Mallorn with a Flet in its Branches.
Map Coordinates: E11
Cerin Amroth is agrass-covered hili surrounded by wwo
concentnic rings of trees. In the center of the hillis a single
great mallorn atep which Amroth holds court. Though
designed as a place of beauty and not for defense, a force
of a dozen Elvish archers could hold of fa hundred tnies
their number i the boughs of the mallom.



CILLIEN

Type: Village.

Inhabitants: 100% [Dunman.

Population: [45.

Origin: Settled during Dunnish migrations, T.A. 50-
300.

Purpose: A regional focal point for the scattered
Dunnish familics of Clan Eogbann; a center for
healing.

Symbol: Nonc.

Map Coordinates: 9
Cillien ts home ro a Healer’s Hall chac serves all of che

people in the region. For this reason, the residents are

more tolerant of visitors than most other Dunlendings.

CIRITH UNGOL

Type: Mountain Fortress.
I[nhabitants: 97% Gondorian, 3% Mixed Mannish.
Population: 124.

Origin: Built on the orders of King Isildur, T.A. 2.
Purpose: Survcillance of the Morgai and the Platcau of
Gorgoroth from a vantage point high in the Ephel

Diarh; control of passage through the Cirith Ungol
and on the Cirich Ithil; maintenance of supply lines
with other fortresses in Mordor.
Symbok: The White Tree.
Map Coordinates: H14
Despite the tower's many functions, King Tarondor is
underpressure to withdraw troops from Cirith Ungol and
the rest of Mordor to rectify the manpower shortages

caused by the Plague.

COMBE
Type: Village.
Inhabitants: 60% Bree-man, 40% Stoor Hobbit.
Population: 200.
Origin: Scttled by farmers from Bree in T,A. 1418,
Purposc: An economic center for those unwilling to
trck to Brees agriculture.
Symbol: Nonc.
Map Coordinates: D6
Combe is the most isolated of Bree-land's villages.
Unlike Staddle and Archer, Combe does not rely upon
Brec for its finisned products, and it is home to a number
of independent craftsmen. Combe also boasts the region’s
only other 1nn. a mecting place for local workers.

COR ANGALALADH
Type: Cemerery.
Inhabitants: N/A
Population: 0.

Origin: Used originally by Edain and ancestors of the
Northmen in the First Age.

Purpose: A ritual burial ground, now disused.
Symbol: Nonc.
Map Coordinates: E14

The site, now darkened within Mirkwood. was once
one of the holiest of Northman sites; now the Northmen
avoid the spot, fearing it to be haunted.

CREB DURGA Mage at
Type: Natural Stronghold. g";';f

Inhabitants: 20% Troll, 80% Mixed Mannish.
Population: 210.
Origin: Claimed by the Warlord it T.A. 1637.

Purpose: A strong and sccret base of opurations in
central Cardolan for the raids of the Warlord.

Symbol: A Green Serpent Coiled around the base of a
Red I'ortress.
Map Coordinatcs: F6
The Warlord's Trolls carved their basc out of a craggy
hil about seventy miles north of Sudtiri. All of Cardolim’s
Hiri claim they would like o sec the Warlord destroyed,
but petry rivalries prevent the Princes from acting in
concert. Evenifalarge force could be mustered against the
Warlord. the defenses of Creb Durga would make 1t no
casy task to dislodge him.



CROSSROADS OF THE (FALLEN)
KING

Type: Crossroads.

Inhabitants: N/A

Population: 0.

Origin: Iirst mentioned in the tune of King Anirion.
Purpose: A landmark for travellers in Ithilien.
Symbol: Nonc.

Map Coordinates: 114

The Crossroads are the juncrion of the road between
Osgiliath and Minas Ithil wich the Morantion-Harad
Road. Both roads arc paved expertly here; not even a blade
of grass darcs emerge from between the flagstones. A great
statue of a crowned king and a grove of call tress nark the
site. Local legends hold that Anarion mustered the troops
of Gondor here before the Battle of Bagorlad.

DALE

Type: Town.

Inhabitanes: 100% Northman.

Population: 570.

Origin: Held by Lords of Dale since T.A. [109.

Purpose: The seat of the Thyn: a center for manuf ac-
turing products tor the cural Northmen.
Symbol: Nonc.
Map Coordinates: BIS
This town of Urban Northmen i1s sct in a sheltered
valley beneath Erebor. Dale ts famous for its skilled
craf tsmen, and many of its goods pass down the Celdumn
to markets in Rhiin and Gondor. The town sits mn the

shadow of Ercbor, a stark and lonely mountain many

belicve to be haunted. Dale still serves as a base for thosc
who wish to explore the Grey Mountains or spy on the
highway that conncets Angmar to Eastern Lands.

DERNDINGLE

Type: Culuvated Glade.

Inhabitants: N/A

Population: 0.

Origin: Used by Ents since the First Age.
Purpose: A place of gathering and debate.
Symbol: None.

Map Coordinates: F10

Derndmgle is a dish-shaped valley with a small. tree-
topped mound in the eenter. Any sceking counsel with che
Ents usually try their fuck ar chis spor.

DERWATH

Type: Village.

Inhabitants: 20% Gondorian. 80% Dunman.

Population: 250.

Origin: Secrled by Gondorian pionects around T.A.
609.

Purpose: An agricultural community: serves administra-
tive roles in the sparsely populated Westmarch.

Symbol: None.

Map Coordinates: HY
The village serves as headquarters to a detachment of

rangers.

DOL AMROTH
The name given l.ond Crnil after the death of King
Amroth of Lorien in T.A. 1931

DOL GULDUR
Type: Natural Stronghold.

Inhabitants: 90% Orcish, 5% Troll. 5% Orther.
Population: 250.

Origin: Delved by Dwarves until the middle of the
Second Age. occupied by the Necromancer around

the year T.A. 1050.

Purpose: Defense against encimies of the Necromancer;

a breeding ground for Orcs and Trolls.
Symbol: None (The Red Eye).
Map Coordinates: [£13

Amon Lanc 1s an extinct cinder cone 1n southwestern
Mirkwood. The complex of caves and tunnels beneath 1s
known to be the home of the Nectomancer. asorcerer of
vast and terrible power. His Orcish minions plaguc the
southern portions of the forest. The dungeons of Dol
Guldur are rumored to be vast and filled with both
gruesome horrors and magmificent treasures. Many be-
lieve the power in Dol Guldur ro be the evil force behind
the sudden mcrease in Spiders, Wargs, Trolls. and Fell
Beasts in the regron.

DUNDOK

Type: Village.

Inhabicants: 100% Stoor Hobbit.

Populacion: 150.

Origin: Occupied by Hobbits smce at least T.A. 1360,
Purpose: Agriculture.

Symbol: Nonc.

Map Coordinaces: 1712

The village is hidden within the drier reaches of the
Gladden tields. The Hobbits of Dundok are, for the most
part, recluses who want little to dowith the affates of Men.



DUNLOSTIR
Type: Marker Town.

Inhabitanes: 90% Gondorian, 10% Dunman.
Population: 880.
Origin: First market recorded in T.A. 808.

Purpose: A gathering place for the farmers of central
Calenardhon; gramn storage.
Symbo]: None.
Map Coordinates: GI0
Dunlostir is the center of the region’s cercal made.
Twice a year, harvest fairs turn the ordinarily sleepy
community into a vibrant and cosmopolitan center.

DURTHANG

Type: Cuadel.

Inhabitanes: 100% Gondoeian.

Population: 240.

Origin: Built by Isildur. T.A. I.

Purpose: Surveillance of traffic crossing the plain of
Udtin.

Symbol: The White Tree.

Map Coordinates: H14

The fortress rests on a precarious ledge high above
Ldin, giving it an excellent view of any trespassers into
Mordor. Durthang relies upon a precartous supply lne
which connects it to Cinth Ungol. A winding and narrow
track snakes through the Ephel Dtath and joins the
ctiadel to the plain of Gorgoroth. King Tarondor of
Gondor reduced the size of the garrison after the Plaguc
and is sorely tempted to abandon the fortress to save the
expense of maintaming it.

DUSALAN

Type: Coastal Town.

Inhabitants: 60% Coastal People, 35% Haradan. 5%
Black Niimenorean.

Papulation: [.900.

Origin: Settled by enteeprencars from Umbar in
roughly T.A. 307.

Purpose: A mercantile hub for traffic to and from the
South.

Symbol: None.

Map Coordinates: N/A

Dtisalan 15 a coastal town ruled by three independent
Black Mtmmenarean lords but domutared by Umbar. The
town is a center for trade with the Far South, drawmg
many ships laden withspices. ivory, and slaves which hope
to avoid the steep port taxes levied i the city of Umbar.
From Diisalan, caravans chen haul goods overland to the
more populated areas. Disalan also represents the south-
en lumit of accurate geographic knowledge among the
Dimedam. Informartion about lands further south are full
of wild rales and inaccuracies.

EDHELLOND

Type: Elven Haven.

Inhabitanes: 30% Sitvan Elvsh, 20% Sinda.

Population: 2,400.

Origin: Founded by Elves tlecing the Ruin of Beleriand
carly i the Second Age.

Purpose: A departure pomt for Elves leaving Muddle-
carth,

Symbol: A white banner shaped like a swan tlies {rom
the Shipwright's tower; banners displaying the
peesonal deviees of the Elven nobility in residence
fly from che wall of the Haven.

Map Coordinates: ] 10

Edhellond 1s situated upon a jagged isterat the mouth
of the River Morthond, making access nmpossible for all
except the invited vasitors of the Elves. One enters the city
through sea-caves which house a small Elven fleet in
saf ety. Though surounded by thelands of Men. Lidhellond
rematns unrainted by the association and retains a wholly
Elvish character. Galadrie] and Celeborn make their home
in Edhellond. though they travel frequently throughout

Middle-couth.
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EILENACH EITHEL THURIN

Type: Beacon-tower. Type: Tower and Coastal Town.
Inhabitants: 100% Gondorian. Inhabicants: 40% Gondorian, 60% Haradan.
Population: 120. Population: 620.
Origin: Current tower compleeed tn T.A. 522. Origin: Founded by Gondorian army, circa T.A. 932.
Purpose: A link in Gondor's chain of communication Purpose: Center for Gondorian control in Harondor:
with the North, erading center for coastal traffic.
. Symbol: The White Tree. Symbol: None.
! Map Coordinates: HI13 Map Coordinates: K12
Eilenach s located onchetallest and steepest hill watlun The town is frequently the target of raids from Umbar

Druadan Forest. The beacon is the second in the chain  and hostile Haradrim. Residents have made cvacuauon

connecting Minas Anor with Gondor's northern fron-  part of their routine. Only a small amount of legitimate

tiers. trade flows through the town, though smuggling touches
the life of vircually every resident.

EITHEL CELEBRIN
Type: Fortified Town. ELDANAR
Inhabitanes: 70% Gondorian, 30% Mixed Manrush. Type: Castle.
Population: 140. Inhabitants: 100% Angmarcan (Mixed Mannish).
Origin: Settled by trading company from Pelargir, airca Population: 288.
T.A. 1290. Origin: Built by Nimenorean colomsts around S.A.
Purpose: Repravisioning caravans near the castern nm 2800. scized by Angmar in T.A. 1325.
of the Dead Marshes. Purpose: An advance warch-station for Angmar.
Symbol: None. Symbol: Seven Stylized Whtte Square Knots in a Cicle
Map Coordinates: Gi4 on a Blue Ground.
A S pider Eithel Celebrin suffers from the growing tendency of  Map Coordinates: B3
I‘b{usfo; merchants bound for Rhovanion to ship their goods by Butlt originaily by the Danedain of Rhudaur, Eldanar
a Growing meansof the saferroutc up the Anduinto Tir Anduin.and  1s now a secure watch-station set well out inco the plam
Cult of Evil the town has shrunk considcrably since the Plague. known as the En Udanoriach. The Witch-king sends

strong patrols out of Eldanar to harass che Men of
Artheda.

ELOSTIRION

Type: Tower.

Inhabitants: 33% [Dtnadan, 66% Eriadoran.
Population: 52.

Origin: Built by Gil-galad as a gift to Elendil.
Purpose: Home to onc of the Palantin.
Symbol: Amor’s Seven Star's.
Map Coordinates: D4

Elostirion is the tallest and westernmost of the three
White Towers in the Emyn Beraid. A Palantinskepthere,
keeping constant watch on the Undying Lands. Built by
Gil-galad. the Fair FFolk of Lindon arc among the most
frequent visicors to the Tower. [Drégil of Fornost]




ENDIL

Type: Warch-tower.

Inhabicants: 100% Gondorian.

Population: 24.

Origin: Built by Anarion, circa S.A. 33938.

Purposc: A watch-post for pirates and raiders; a
warning beacon to ships passing close to the rocky
shoals around the ncarby cape.

Symbol: Nonc.

Map Coordinates: |10
The Prince of Dor-en-Ernil maintains aseriesof towers

along the Belfalas coast. They are loacted at strategic

points such as promontorics, cliffsides. and slets. Their
function is to alert Lond Ernil of a Corsair landing.

ERADAS

Type: Castle.

Inhabitants: 50% Coastal People, 20% Haradan, 20%
Corsair, 10% Black Ntimenérean.

Population: 200.

Origin: Buile by Eimil | of Gondor around T.A. 934,
seized by Umbar in T.A. 1449.

Purpose: A rural retreat for Lord Teld(imerr of Umbar;
the scat of local adiministration

Symbol: Crossed Red Anchors on 2 White Ficld.
Map Coordinates: N/A

Eridas is situated on a sheltered cove in the Bay of
Umbar, and the town ncarby is known to produce the
finest wines south of Gondor. [San Martorin]

EREBOR

Type: System of Caverns

Inhabitants: N/A

Population: 0.

Origin: Natural formation, enlarged by Dwarves in
Second Age (?).

Purpose: Unknown.

Symbol: None.

Map Coordinates: Bi5

Many tunncls and caverns lic undemeath the Lonely
Mountam near the town of Dalc in northern Rhovanion.
Legend holds that the depths of the mountan are haunted
bymalevolent spirits, but such talesdo not deter prospec-
tors greedy for the mincral wealth that lics therein.
Dwarves may have constructed the caverns in the distant
past, but every trace of their presence has vanished.

ERELAS

Type: Beacon-tower.

Inhabitants: 100% Gondorian.

Population: 85.

Origin: Construction begun on the site of an older,
simpler signal-placform in T.A. 494.

Purposc: A link in Gondor’s northern chain of
communication.

Symbok: The White Tree.

Muap Coordinates: HI 3
Erclas is the fourth beacon in the series running north-

west from Minas Anor.

ESGAROTH (LAKE-TOWN)

Typc: Marker Town.

Inhabitants: 90% Northman, [0% Mixed Mannish.

Population: 910.

Origin: Founded as independent town on the site of a
scasonal trading station, circa T.A. 1240,

Purposc: A market for most goods passing through
northern Rhovanion: a regional focal pont for rural
Norrhmen in the region.

Symbol: None.

Map Coordinates: C15
Esgaroth is butlt upongreat platf ormsabove rhe Annen

(Long Lake)and is connected to land by a single bridge.

The Men of Lake-town elect a Master cvery other year,

but trade is the true ruler of Esgaroth. Most of the trade

routes in the region pass through Esgaroth, and the

Northmen who live there are surprisingly cosmopolitan.

ETHRING

Typc: Walled Town.

Inhabitants: 95% Gondorian, 5% Dunnish.
Populatioa: [,300.

Origin: Settled by Gondorans in the late Second Age,
granted a royal charter in T.A. [30.

Purpose: A market town serving most agriculural and
mining communities of Lamedon.

Symbol: Two Boars on an Orange Ficld.

Map Coordinates: I11

Ethring profits from the traffic along the Gondor
Road. Most of the large farins in Lamedon arcin the area,
and Echring becomes a large market town at harvest time.
Mining and smithing arc among the subsidiaty industries.
Like the other towns of Lamedon, Ethring maintains a
“rustic” fecl, cspecially in comparison to Gondor’s busy
scaports. Locals in Lthring and other nearby towns are
more likely to be more suspicious of outsiders and
peculiar behavior than cheir more worldly kinsmen, and
travellers must take pains to be inconspicuous.




Famieilond

FANUILOND

Type: Coascal Town.
Inhabitants: 100% Goendorian.
Population: 750.
Origin: Contmuous scttlement from at least T.A. 2.
Purpose: Primarily a fishing village: also handles
shipping on the Ethir Anduin,
Symbol: None.
Map Coordinates: J1'1
Fanulond has repeatedly been the target of Corsair
attacks, but its prime location keeps the population
I'C[lll'n]ng.

FENNAS DRUNIN

Type: Foruficd Town.

Inhabitants: 50% Cardolani, 30% Dunnnish, 20%
Eriador.an.

Population: 430.

Origin: First settled by Nanenoreans from Tharbad
around S.A. 2910,

Purpose: A social and cconomic focal point for the
farms and villages of Feorar.

Symbol: None.
Map Coordinates: [8

A Council runs most affairs in the town. which relies
upon the local farms and vineyards for irs prosperity.
Some Hobbits live nearby, bur they usually shun contact
with che townsfolk. Since it 1s so far from the mam roads
of Cardolan, few visitors ever enter [ennas Ditinin, but
s a fine base for any who wish to explore southermn
Rhudaur or the Elf-ruins of Eregion.

FORLOND
Type: Elvish THaven.
Inhabitants: 50% Silvan Elvish, 40% Sinda. [0%
Noldo.
Population: 840.
Origi'n: Founded after the Ruin of Beleriand.
Purpose: Shipbuilding; a refuge for the Eldar.
Symbol: None.
Map Coordinates: D2
The Elvish haven in Forlindon is hidden and protecred
by a steep ford. A well-sheltered harbor protects numer-
ous Elven craft from the severe weather of Belegaer.
Th()ugh not as dt‘nsely pOpulal’Cd as []1C ncarby (?IIC‘V
Havens, Forlond remains an important urban center for
the coastal Elves. Few mortals evervisit the city, where the
Elves spend centuries building the beautiful and graceful
craft destined to carry theim across Belegaer to Aman.
[Drégil of Fornose]

FORNOST ERAIN

Type: Fortilted City.

Inhabitants: 93% Dimadan, 3% Mixed Mannish.
Population: 3.100.

Origin: Firse fortified by N(imenéreans in S.A. 3177,
capital of Arthedain after T.A. 1409.

Purpose: Center of political power in Arthedain; royal
scat; intellectual and commerctal center of the
Danedain of the North.

Symbol: Seven Stars on a Black Field.

Map Coordinates: Co
Located on a stecp rise on the southern slopes of the

North Downs, Fornost is as much a fortress as it is a city.

Fornost was chosen to be the reyal seat of Arthedain after

the sack of Annéiminas in T.A. 1409. Since then, asomber

mood has permcated cvery aspeet of life tn coust. for the

Dimedain stand ever ready to meet another assault by the

Witch-king. Despite. or perhaps because of, the omni-

present threat from Angmar. the people of Arthedain are

a spiritual folk given over to mtrospection. The wisest

scholars and greatest library of the Men of the North are

to be found in Fomosr.

FORSAKEN INN, THE

Type: Inn.

Inhabitants: 80% Dunnish. 20% Hillman.

Population: 135,

Origin: In busmess since T.A. 1412,

Purpose: Reprovisiong and boarding of travellers on
the Greac East Road at the Mitheithel Bridge.

Symbol: None.

Map Coordinates: D9

Operated by a faunily of Dunlendings, the Fotsaken Inn
is onc of the few safe and neutral places an innocent
traveller may rest on the road from Rivendell to Bree.



FROGMORTON

Type: Hobbit Village.

Inhabitants: 60% Harfoot, 30% Fallohide. 10% Stoor.
Population: 230.

Origin: Setiled during migration to Shire. T.A. 1601-1610.
Purposc: A market town for local farmers.

Symbol: None.

Map Coordinates: D6

The town's central locationonthe Great East Road imakes
wanideal spot for regional gatherings. The fyrd occasionally
uses the pastures outside of town for training.

GALIBUR (GALBIGUR)
Type: Tubal Village.
Inhabitants: 100% [Dunnish.
Population: 280.

Origin: Settled during Nimendrean expanston in

Gondor. circa S.A. 2500.

Purpose: An imporcant Dunnish ritual site in central
Belfalas peninsula,

Symbol: None.
Map Coordinates: ] 10

Ruins dating to the time of the Daen Coenuis lie just
north of town.

GAMWICH

Type: Hobbit Village.

Inhabitants: 50% Harfoot, 30% Stoor, 20% Fallohide.

Population: 120.

Origin: Sertled during the migration of Hobbits into
the Shire, T.A. 1601-1610.

Purpose: An agricultural community.

Symbol: None.

Map Coordinates: D4
Gamwich 15 the Westron translation of the Kuduk name

Galabas. The village is located in the Westf arthing of the Shire.

GLANHIR
Type: Walled Town,
Inhabitants: 835% Gondorian, 15% Dunnish.
Population: 1,300.
Origin: Received royal charter tn T.A. 630. possibly
con.tructed upon Second Age Elvish ruins,
Purpose: A collecting point for local farmers: an economic
center for west-central Gondor; a river port.
Symbol: A Portcullis.
Map Coordinates: 110
Situated at the contluence of the Morthond and Ringlé
Rivers, Glanhir is considered the Gateway to Anfalas, for
most trade to and from rhe regron passes through chis
small city. Glanhir provides the safest haven inthe west of

Gondor, with nothing of note beyond until Tharbad and
the Elf-cities of Lindon.

GOBLIN-TOWN
Type: Ore Ciry. ‘
Inhabitants: 70% Orcish, 5% Troll, 25% Mixed
Mannish Slaves,
Population: 3.100.
Origin: Natural caverns occupied by Orcs since at least :
the Second Age. |
Purpose: A base for raiding and dominating the Misty
Mountain passes; a breeding ground for Ores.
Symbol: Tribal Banner: Cleft Red Mountain on a Black
Ficld. Tribal Toten: Scimitar named Elf -hewer (Ork:
“Golog-proz”).
Map Coordinates: C11
Goblin-town isan Orc-infested system of caverns near
the High Pass connecting Imladris to the lands of
Rhevanion. The Orcs of Goblin-town prey on travellers
making the dangerous trek across the Misty Mouncains as
wellas launching occasional raids on the Northmen of the
Anduin Vales. Their warrens provide them with no small
amount of sccurity,and the Great Goblin and his cohorts
grow fatter and more arrogant with each passing day. The
foul and dank tunnels stretch for leagues beneath che
mountains, extended daily by a force of slave laborers.

HAERLOND

Type: Port Town.

Inhabitants: 60% Gondorian, 40% Dunnish.
Population: 390.

Origin: Originally settled by Numenérean colonists
in the Second Age, granted a royal charter
by Turambar of Gondor in T.A. 602.

Purpose: Reprovisioning facility for ships rounding

Cape of Andrast; fishing village.
Symbol: A Ship with a Torn Sail.
Map Coordinates: KS

Haetlond's small harbor services ships damaged in che
dangerous passage around rhe cape. The ruins of a
Numendrean settlement liec underneath the village.

HALIFIRIEN
Type: Beacon-tower.
Inhabitants: 100% Gondorian
Population: 100. |
Origin: Current tower complered in T.A. 529.
Purpose: A link in Gondor’s chain of communications
in Anorien.
Symbol: The White Tree.
Map Coordinates: HI1

Halifitien rests on the border of Anérien and
Calenardhon. It is the seventh beacon in che chain. |




HARLOND
Type: Elvish Haven.
Inhabitants: 45% Silvan Elvish, 40% Sinda, 15%
Noldo.
Population: 6350.
Origin: Founded after the Ruin of Beleriand.
Purpase: Shipbuilding.
Symbol: None.
Map Coordinates: D2
Harlond is more placid thaneither Forlond or Mithlond,
and it is a place of simple pleasures rather than of great
achievemnent. Almost invisible from the Sea, Harlond lies
behind a sheltering headland. Few of the great Swan-ships
depart from this port, but many small and delicate Elvish
pleasure craft anchor here for forays onto the Sea.
[Drogil of Fornost]

HARLOND

Type: Port Town.

Inhabitants: I00% Gondorian.

Population: S00.

Origin: Settled soon af'ter founding of Minas Anor.
circa S.A. 3320.

Purpose: The port For Minas Anor; oversees river
traftic on Anduin,

Symbol: None.

Map Coordinates: 113

Harlond 1s a busy town, handling almost all of the
freight from southern Gondor bound for the lands of
Calenardhon and Rhovanion. Since the collapse of
Osgiliath, the business drawn to Harlond has increased
threefold, elevating the status of nearby Minas Anorto the
rank of mercantile center.

HAUDH-IN-GWANUR

Type: Burial mound.

Inhabitanes: N /A

Population: 0.

Origin: Originally created in the Second Age to house
the noble dead among the Men of Twilight;
reopentd to accommodate the dead from the wars

tought between Gondor and the Haradrim in T.A.
1050.

Purpose: A ritual burial ground, no longer s use.
Symbol: None.
Map Coordinates: [14

Extensive ruins mark the burial place of Bel’zordin, a
prince who was slain in times before the Nimenoreans
came cast to found colonies. Later additions to the site are
intact. These catacombs house hundreds of mouldering
corpses, including that of the Lord Gwanir, from a battle
i the Third Age.

HERUBAR GULAR

Type: Ruined Castle.

Inhabitancs: N/A

Population: 0.

Origin: Unknown, possibly Ntmenorean in origin.
Purpose: Control of traftic on and along the Mitheithel.
Symbol: None.

Map Coordinates: C9
The keep is reputed to be haunted.

HOBBITON/BYWATER

Type: Hobbit Village.

Inhabitants: 50% Harfoot, 40% Fallohide, 18% Stoor.

Population: 360.

Origin: Settled during the migrations of Hobbits to
the Shire, T.A. 1601-1610.

Purpose: An agricultural and pastoral community.

Symbol: None.

Map Coordinates: DS

Set on the Great East Road. Hobbiton sees more
strange travellers than most of the rural areas of the Shire.
Mostly harmless.

HORNBURG

Type: Fortress.

Inhabitants: 100% Gondorian.
Population: [,600.

Origin: Built soon after the War of the Last Alliance at
the end of the Second Age.

Purpose: Quarters for a large portion of Gondor’s
army in Calenardhon; administration and protection
of the lands from the Isen Fords to Calmirié.

Symbol: The Whirte Tree.

Map Coordinates: G9
“Hornburg” is a Westton name: most Gondorians

refer to the cicadel as Ostiras. The fortress consists of a

sturdy tower on a great spur of rock, with a thick wall

stretching from the tower across the mouth of the vallcy.

ILANIN

Type: Market Town.

Inhabitants: 80% Easterling, 20% Northman.

Population: 360.

Origin: Traditional trading site since at least T.A. 950.

Purpose: A site for commerce; a gathering spor tor
many Easterling tribes.

Symbol: None.

Map Coordinates: D17

Ilanin has few pertnanent buildings. Most structures
are simple tents which disappear as soon as a market ends.
loaded into the wagons and boats of their owners. During
market times, no small number of Northmen are present
in town.



IMLADRIS (RIVENDELL)
Type: Elvish Home.
Inhabicants: Mixed Eilvish.
Population: [25.
Origin: Founded by Elrond Half-elven i S.A. 1697.
Purposc: A haven for healing, learning, and the arts.
Symbol: A White Rose.
Map Coordinates: 1310

The housic of Elrond Half -elven ts ocated m a narrow
ravine, not casily tound in the broken lands of fallen
Rhudaur. Evil things cannot come here, and the haven
remains hidden from the mimions of Angmar. For more
ifformation. see Realms: Imladns.

ISIGIR

Type: Castle.

Inhabitants: 60% Coastal People, 25% Corsarr, [0%
Haradan, 5% Black Niinueno6rean,

Population: 210.

Origin: Constructed by the Captams of Umbar ¢. T.A. 320.

Purpose: A cural power base for Lord Adimir of
Umbar: administration of surrounding farmlands.

Symbol: A Sca-cagle.

Map Coordinates: N/A
Isigit 1s on the north shore of the Nen Umbar and

produces many of the potent herbs for which Umbar s

known. San Martorin]

KAS MAR ZUK

Type: Coastal Town.

Inhabicances: 80% Haradan, 20% Corsarr.

Population: 1.600.

Origin: Scttled by Gondorians around T.A. 932,
occupied by Corsairs in T.A. [448.

Purpose: A mercantile center near the mouth of the
Harnen; a base for Haradan raids against Gondorian
holdings in Harondor.

Symbol: A Sand Drake.

Map Coordinates: N/A
Kas Marziik was once a Gondorian town known as

Caras Mirilond, but it now rests under the authority of

Sangahyandim. a great Corsair overlord and a nephew of

Admiral Angamiaté of Umbar. The town foriifications

have fallen inco ruin, but Sangahyandim has imposed a

brutal tax ro reconstruct them.

Hanin
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Linhir

KAS SHADOUL

Type: Coastal Town.

Inhabitants: 85% Haradan, 15% Corsarr,
Population: 2,700.

Origin: Original town walls built by Ar-Pharazén

around Second Age 3261, deserted then resettled by
Haradrim in the early Third Age.

Purpose: A mercantile center on the south bank of the
Harnen: a gathering point for many tribes of Harad:
administrative center for Sangahyandim.

Symbol: A Sand Drake.

Map Coordinates: N/A
Kas Shadoul is a major shipping port. and it is also the

source: for many of the contrabrand goods which flow into

southern Gondor. The local lord is Sangahyandim, a

Corsair lord who claims to be the great-grandson of

Castamir the Usurper and whose facherstruck down King

Minardil of Gondor in T.A. 1634. His uncle Angamaité

ts an admiral in Umbar's fleet, and the two have launched

many a raid on Gondor's coasts out of their hatred for the

Danedain.

KAS SHAFRA
Type: Coastal Town.
Inhabitants: 40% Coastal People, 40% Haradan, 20%

Corsair.
Population: 1,900.
Origin: Settled by Haradrim around T.A. 800.

Purpose: A trading port, roughly half way between the
Echir Anduin and the City of Umbar.

Symbol: None.
Map Coordinates: N/A

Kas Shafra is renowned for the rare medicinal herbs
grown in its environs.

KUSKA

Type: Village.

Inhabitants: 100% Angmarean (Mixed Mannish:
Dunnish, Brygach Easterling, Estaravé).

Population: 390.

Origin: Founded by Angmar soon after T.A. 1300.

Purpose: Provisioning the fortress at Morkai.

Symbol: None.

Map Coordinates: B9

Kuska islocated in the Angmar Gap three miles west of
Barad Morkai. An irregular stone wall, twenty feet high,
surrounds the village.

LARACH DUHNNAN
Type: Market Town,

Inhabitants: 90% Dunnish, 5% Diinadan, 5% Other
Mannish,

Population: 420.

Origin: Established as an outpost on the Old North
Road, T.A. 3; taken over by Dunlendings, T.A.
7S,

Purpose: An urban center for the scattered Dunnish
tribes; a neutral place of contact for negotiation; a
reprovistioning station on the Old North Road.

Symbol: None.

Map Coordinates: '8
Larach Duhnnan s in the rerritory claimed by Clan

Feargan, but the foreign traftic passing through it makes

it an excellent place for neutral discussion and trade

among the tribes. No wall surrounds the town, and
residents must rely upon the nearby Clan-hold of Feargan
for defense. Larach Duhnnan is also at onc of the few casy
crossings of the small river known as the Dunstrem, and
the clan-lords impose a moderate toll on all bridge traffic.

LINHIR

Type: Large Town.

Inhabitants: 95% Gondorian, 5% Mixed Mannish.

Population: 4,100.

Origin: Founded by Anérion in S.A. 3421.

Purpose: A port and center for trade and manufactur-
ing, situated at the point where the Gondor Road
crosses the Gilrain; a staging area for caravans and
expeditions into the highlands and mining country.

Symbol: A Y-shaped Branch.

Map Coordinates: J11
Linhir is prosperous and busy, and a large population

of unseemly characters has grown to prey upon the weak

and gullible. A wall dating back to the time of Namenor

surrounds the city, which has remained an important
urban center for millennia.

LITASH

Type: Town.

Lnhabitants: 95% Angmarean (Muixed Mannish), 5%
Orc.

Population: 3,400,

Origin: Founded by the Witch-king soon after T.A.
1300.

Purpose: A training center for priests of the Dark
Religion; a base for tax collection in eastern
Angmar.

Symbol: None.

Map Coordinates: BI0
Litash guards the eastern approaches to Angmar, and

the Witch-king stations a large garrison here.
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A Street in
Maetheiburg

LITTLE DELVING

Type: Hebbit Village.

Inhabitants: 30% Harf oot, 23% Stoor. 25% Fallohide.
Population: 120.

Origin: Settled during the migration of Hobbits to the
Shire, T.A. 1601-1610.

Purpose: Agricultural community.

Symbol: None.

Map Coordinates: DS

Locared on the White Downs. Litde Delving has a
greater preponderence of smials, the traditional Hobbit
dwelling, than some lowland settlements whete tunnels
are not practical.

LONDAROTH

Type: Ruined Town.

Inhabitants: 100% Northman.

Population: 50.

Origin: Settled by Northmen around T.A. 900,
Purpose: Portage river eraffic around the falls at Lindal.
Symbol: None.

Map Coordinates: C15

Only a small trading station, two mills, and an inn
remain to seeve the merchants who muse portage their
warcs over the Falls of Celdum. A market once Hourished
here. but it has moved up the Long Lake to Esgaroth.

LOND DAER
Type: Ruined Town.
Inhabitants: N/A
Population: 0.

Origin: Established as a colony of Niimenor by
Aldarion tn the ninth century of the Second Age.

Purposc: A Niimendrean haven on the shores of Endor.
Symbol: None.

Map Coordinates: IF6
Lond Dacr was ruined by a cataclysmic tidal wave in
S.A. 3319.

LOND ERNIL

Type: Port City.

Inhabitants: Y0% Gondorian, 10% Mixcd Mannish.
Population: 10,200.

Origin: Site of an Elvish watch-tower, built ¢. S.A. 3440;
city planned and constructed by Dinedatn, ¢. T.A. 330.

Purpose: Seat for the Prince of Dor-en-Ernil; harbors and
building yards for Gondor’s navy; a mercantile center.

Symbol: A White Swan on a Blue Greund.

Map Coordinates: ] 10

The city guards one of Gondor's saf est harbors, hold-
ing the rcalm’s largest fleer outside of Pelargir. Due to
their fine crafesmanship, ships built in Lond Eemil are
more than a match for any of the ¢craft of Umbar. Lond
Ernil is also a busy mercantile center and boasts of some
of the finest craftsmen in Middle-earth. As might be
expected, Lond Ernil functions asa dominant trade hub,
thebusiestin Gondor westof Pelargir. Many of the goods
from the North that arrive by sea pass through Lond
Ermil, and ic is che best place to find passage to Tharbad.

MAETHELBURG

Type: Foreified Marker Town.

Inhabitants: 9Y0% Norchman, 5% Gondoran, 5% Other.
Population: 1.200.

Origin: Butlt by Northman settlers i roughly T.A. 1020.

Purpose: A focal point for Northman policical. social,
and economic activity in the Nan Anduin; a
reprovisioning center along the Grear East Road:i a
base for tin mining.

Symbol: None.
Map Coordinates: C12

Due to its central position, Macthelburg controls
vircually all trade in the upper Andun valley. [n addition
to its mercantile vole, Maethelburg also producesmuch of
the tin used in Gondor and Rhovanion, duc to several
mines in the lower slopes of the Hithaeglir. Few travellers
heading weston the Great East Road will fail toreprovision
themsclves here bef ore crossing the Misty Mountains. and
most people moving cast stop to recupcrate from the
mountain passage.

The cown is buile upon an arcificial hill and is sur-
rounded by a stout wooden palisade tor det ense. Though
a Northman nobleman controls the town and the lands
around it, Gondor maintains a small force in Macthelburg
to keep an cyc on the commercial center ir considers her
gateway to northern Rhovanion. The proximity of
Macthelburg to Angmar and the Orc-holds of Gundabad
andthe Misty Mountainsalsoresults in alarge population
ofspics in town, and most folk lcarn swiﬁly to guard their
speech within the walls. Macthelburg ts one of the few
locations where Northmen will converse freely with
Diinedain, Hillmen. Dunlendings, Dwarves, and even
occasional Elves, but this cosmopolitan atmosphere has
been bought at the expense of increased suspicion mmost

dealings.



MAROS

Type: Castle.

Inhabitants: 30% Coastal Pcople. 30% Corsair, 30%
Haradan, 10% Black NGmenorecan.

Population: 150.

Origin: Built by Namenérean colonists about S.A.
2210.

Purpose: Surveillance of traffic on the Nen Umbar; the
rural stronghold of Lord Borathér of Umbar.

Symbol: A Black Kraken.

Map Coordinates: N/A
Marés resrs on a premontory which juts out into the

Bay of Umbar. It has never fallen into the hands of
Gondor. [San Marcorin]

METHIR

Type: Fishing Village.

Inhabitants: 70% Gondorian. 30% Haradan.

Population: 500.

Origin: Scttled by Gondorians, circa T.A. 970.

Purpaose: A trading center in Harondor. supplying and
catering to coasral craffic approaching the Echir
Anduin.

Symbol: None.

Map Coordinates: Ki2

Methir was recently sacked by raidmg Haradrim, and
the town has yet to recover its role as a way-station for
rver traf fic. Most ships bound for Pelargic now hug the
niver's right bank to avoid the danger of Haradan raiders.

METRAITH

Type: Town

Inhabitants: 70% Cardolani. 30% Eriadoran.
Population: 340.

Origin: Founded by Tarcil of Arnor as a summer
residencc, T.A. 514,

Purpose: Seat of the Lords of Dol Tinare; a supply
center and minor market for traffic
on the Greenway.

Symbol: A Golden Pitcher on a Black Field.

Map Coordinates: E6

The Princes of Tinare inhabit a large and crumbling
mansion in Metraith. As one of the few remaining viable
towns between Bree and Tharbad, Metraith has become
an mmportanc supply center for caravans as well as a base
for the rougher types che trade along the road artracts.

MICHEL DELVING

Type: Hobbit Town.

Inhabitants: 45% Harfoot, 30% Stoor, 25% Fallohide,
Population: 650.

Origin: Settled during the Hobbit migrations to the
Shire in T.A. 160t-1610.

Purpose: Largest town in and administrative center of
the Shire; agriculture.
Symbol: None.
Map Coordinates: D3
Thetownrests on the slopes of the White Downs in the
Westfarthing and is the home of Marcho and Blanco
Fallohide, the two founders of the Shire. Michel Delving,
despite its political importance, is still primarily an agrar-
ian community.

MINAS ANOR

Type: Citadel/Fortified City.
Inhabitants: 95% Gondorian, 5% Other.
Population: 45,000.

Origin: Founded by Anarion in S.A. 3320. rebuilt by
Ostoher in T.A. 420.

Purpose: Capital and royal residence of Gonder;
location of a Palantir; the burial place of Gondor's
Kings; a center of commerce and manuf acturing; a
hub of trade between southern Gondor, Rhovanion.
the South, and the North; a training center for
Gondor's armyy.

Symbol: The White Tree surmounted by the Sun.
Map Coordinates: 113

Minas Anor is situated on a great spur of rock at the
castern tip of the White Mountains. Great white walls
define seven concentric levels of habitation, each higher in
alutude and status than the one beneath it. The city
provides a formidable defense. and within the walls, a
thriving cosmopolitan life has grown. King Tarondor
moved his throne here after the Plague wiped out half of
the popularion of Osgiliath. Traders and craf tsmen from
as far away as R.hovanion and Umbar head for the Cityof
the Sun to do business with their fellows and o gather
news from far away.

The citizens of Minas Anor are known throughout
Gondor asa practical bunch, and their industty has eared
for them arole as the strongest bastion of the Free Peoples
against the Shadow. Sadly, though, not all can share in the
city’s prosperity. The Plague forced a large portion of the
cural population to seck sanctuary at the larger urban
centers, such as Minas Anor. When the disease departed,
the refugees rematned encamped around the city walls,
since many of their former towns no longer extst. Despite
a large number of vacant dwellings. the city dwellets do
not want to open their gaces indiscriminately. They fear
the eftect an influx of cheap labor would have on their

prosperity.




MINAS DURLITH
Type: Tower.
Inhabitanes: Ores (7).
Population: ?
Origin: Crafted by Sauron sometime durmg che
Second Age.
Purpose: Control of the plain known as Gaer Diirlith,
Symbol: None.
Map Coordinates: HI6
Minas Dirlich is one of the few Saurontc sirongholds
to survive the invasion of Mordor by the Last Alliance of

Elves and Men.

MINAS ITHIL

Type: Fortified City.

Inhabitants: 90% Gondorian, 10% Mixed Mannish.
Population: 30,000.

Origin: Founded by Isildur in S.A. 3320, rebuile in T.A. T

Purpose: Control of the passes into Mordor; garrison
for Gondor’s army n Ithilicn: location of a Palantir;
mercantile center: home to a community of scholars
and arrists; the administrative center of Ithilien.

Symbol: The White Tree surmounted by a Crescent Moon.
Map Coordinates: 114

Minas Irhil is a Gondorian city protected by a deep
valley in the Ephel Dttath. Itis the largest urban centercast
of the Anduin. The city is suffering the effects of isolation
from the rest of Gondor following the Great Plague,
although it ts far from extinet, due to its thriving wool
uade. The City of the Moon is better known, however, as
the intellectal and spiritual center of Gondor. Many
artists, scholars, and spiritualf olk seck the tolerant streets
of Minas Ithil to pursue their occupations. Despite the
gradual decay of some of the older buildings. Minas Ithil
housessomeof the most dramatic architecture in Gondor,
The more practical citizens of Minas Anor and Pelargir
view Minas Ichil as a place of folly, burt the City of the
Moon remains a jewel among cities.

MINAS GIRITHLIN

Type: Castle.

Inhabitants: 70% Cardolans, 20% Eriadoran, 10%
Dunnish.

Population: 60.

Origin: Built by Lord of Girithlin around T.A. 590.

Purpose: Ancestral home of the Princes of Dol
Girithlin; domination of the surrounding country-
side; protection against attacks from neighboring
powers

Symbol: Crossed Lances above a Knight's Helmet.

Map Coordinates: ES
The castle is sturdy and has withstood many asiege, as

one can see by the numerous scars left by flames and

mussile engines on its exterior.

MINAS MORGUL

Name given to Minas Ithil after it was taken by the
Nazgil in T.A. 2002.

MINAS THONFALON

Type: Ruined Tower.

Inhabitants: N/A

Population: 0.

Origin: Constructed on orders of King Tarcil of
Arnor, T.A. 503.

Purpose: Surveillance of trattic along the coast of the
Rast Vorn.

Symbol: Nonc.

Map Coordinates: F4

The ruin ts located amidst the “Bog Coast,” and its
foundntionsarcslowlysinking in the waterlogged ground.

MINAS TIRITH
Name given to Minas Anor in T.A. 2002.

MIN-RIMMON

Type: Beacon-tower.

Inhabitants: 100% Gondorian.

Population: 75.

Origin: Current tower completed in T.A. S16.

Purpose: A link in Gondor's northern communications
necwork.
Symbol: The White Tree.
Map Coordinates: H12
The fifth beacon in the series was built on a mounrain
named Rimmon—rthe lasr peak tn a spur reaching north
from the Ered Nirnrais.

MITHLOND (GREY HAVENS)

Type: Twin Cities.

Inhabitants: 50% Silvan Elvish, 40% Sinda. 10% Noldo.
Population: 2.200.

Origin: Founded by Cirdan after the Fall of Beleriand.

Purpose: The manufacture of ships; a departure point

for Elves leaving Middle-carth.
Symbol: A White Pelannun on a Blue Field.
Map Coordinates: [D3

Two harbors, Mithanndnlond on the west shore of the
Gulf of Lhtin and Mithrénalond on the east, make up the
city. Traffic across the Gulf in swift and graceful Elven
craft is quite regular. At night, the lantetns on the prows
of Elven craft make the Gulf dance with sparklmg lights.
As with most Elf-cities, Mithlond is a place of magic and
beauty. Most Men avoid Mithlond out of fear, and the
Elves see litcle reason to meddle in the petry affairs of
mortal races. However, Mithlond is an open city, and the
Elves would not turn away an honest traveler who soughr
their gates, although thetr welcome might appear cool to
those not versed in their ways. [Drégil of Fornost]



MORANNON

Type: Lincar Fortification.
fnhabicants: 100% Gondorian.
Population: 300.
Origin: Built by Sauron in the Second Age.
Purpose: Control of passage into or out of Mordor.
Symbol: The White Tree.
Map Coordinates: HI4

During the Battle of Dagorlad, Sauron was forced to
retreat to Barad-diir when the forces of the Last Alliance
broke the defenses here. A single gate with three great
doors of iron is the only opening in the Morannon, an exit
suitable for the passage of a mighty army. Today.
Tarondor’s forces man the gates. monitoring all traffic
into Mordor.

MORIA

Type: Dwarf-mansion.
Inhabitants: [00% Naugrim.
Population: 60,000.
Origin: Founded by Durin the Deathless in the Firse
Age.
Purpose: Exploitation of mineral resources in the
central Hithaeglir.
Symbol: Seven Stars in a Trtangular fortnation.
Map Coordinates: E10
Moria is a Dwarven city delved beneath three peaksin
the central Misty Mountains. The descendants of the
FirstFatherof the Khazid, Durin, make their home in the
magnificent complex of tunnels, caverns, avenues, and
halls. For more inf ormarion sec R calms: Moria (Khazad-

diim).

MORKAI

Type: Castle.

Inhabitants: [00% Angmarcan (Mixed Mannish).
Population: 1,000.

Origin: Built by the Witch-king soon after T.A. 1300.
Purpose: Monitoring post for traffic entering and

leaving the Nan Angmar; a base for raids against

Archedain; an administrative center.
Symbol: A Black Wolf Head silhouctted against a Red Sun.
Map Coordinates: A9

Barad Morkai rises from the top of a granite bluff
looming over the Angmar Road. Composed of thick walls
and squat bastions, the fortress is built to withstand the
strongest of sicge machines.

MORTHONDOST

Type: Fortress/ Town.

Inhabitants: 80% Gondorian, 20% Dunnish.
Population: 650.

Origin: Buile by Dinedaain in the late Second Age,
granted autonomy in T.A. 569.

Purpose: Protection and administration of the
Morthond Vale; exploitation of mineral resources.

Symbol: A Five-pointed Sear above a Well.
Map Coordinates: H9

Despite its proximity to the notorious Paths of the
Dead. the Morthond Vale remains an important mining
center for Gondor. seemingly untouched by the dread
associated with the Pachs.

MOUNT GUNDABAD
Type: Orcish City and Fortress.

Inthabitants: 78% Orcish, 20% Human Slave,
2% Troll.

Population: 14,100.

Origin: Orcs have occupied the Mountain since the
Ruin of Beleriand.

Purpose: The capital of the Orctsh realm of Gundabad;
a military base for operations in Rhovanion; a
stronghold against outside atrack.

Symbol: The Triple Peaks of Gundabad
on a Red Field.

Map Coordinates: All )

Mount Gundabad faces the peak Ugfilai across the Den
Loke, the gap between the Hithaeglir and the Ered
Mithrin. Skorg, the dread founder of the Ore-realmunder
the mountain, approached the Dragon Gap from the
north, having driven his band through howling blizzards
in the Forodwaith. For more information, sce Realms:

Gundabad.

MULKAN

Type: Tribal Scrrlement.

Inhabitanes: [00% Lossoth.

Population: 100.

Origin: Settled in T.A. 1637 as a result of periodic
migrations of Lossoth.

Purpose: A base for hunting and gathering in the
wastes of Forochel.

Symbol: None.

Map Coordinates: AS
In winter, hide rents give way to houses built of snow

and ice blocks.



NANSRET
Type: Tribal Sertlement.
Inhabitants: 100% Beffraen.
Population: 140.
Origin: Unknown, probably not more than a century old.
Purpose: A base for hunung and gachering operations.
Symbol: Nonc.
Map Coordinates: I'4

Nansret ts the only known village of the Betfraen, the
Wild Men of the Rast Vorn. Unimortared stone walls
provide protection from the perils of the Wood.

NARDOL

Type: Beacon-tower.
Inhabitants: 100% Gondorian.
Population: 885.

Origin: Builr by Tarostar of Gondor ta replace a
wooden signal-platform on the site; completed in

T.A.516.

Purpose: A link in Gondor's communications network

along the Old North Road.
Symbol: The White Tree.
Map Coordinates: H13

Nardol ts the third beacon in the chain. It 1s located on
aspur of the White Mountains overlooking the Drttadan
Forest.

NOGOTHIANT

Type: Bridge.

Inhabitants: N/A

Population: 0.

Origin: Buile by the Naugrim of Moria before S.A. 1693,

Purposc: Passage across the Anduin on the Grear Last
Road.

Symbol: None.

Map Coordinates: D12

The Nogothtant ts crumbling, having lasted without
mantenance for many centurics. Floods in T.A. 1639
washed away one of the three spans, and most travellers
now use the nearby Achrad laur.

NOGROD

Type: Ruined Dwarf-mansion.

Inhabitanes: N/A

Population: 0.

Origin: First delved in che Early First Age.

Purpose: The mining, smelting, and working of
precious merals found in the Ered Luin.

Symbol: None (The Hammer and Flame).

Map Coordinaces: B3

Nogrod was destroyed in the cataclysm that sank
Belertund beneaththe ocean. TheDwarvencity's drowned
and broken halts have been abandoned for millenia.

NOTHVA RHAGLAW
Type: Stockaded Town.
Inhabitants: 90% Hillman, 10% Dunaish.
Population: 840.
Origin: Founded by Broggha of Rhudaur i T.A.
1639.
Purpose: A trads ng center; 2 milicary point of muster;
local administration.
Symbol: Nonc.
Map Coordinates: C8
The only permanent Hillman town west of the
Mithetchel, Nothva Rhaglaw is a trading center and a
source of local justice. The movements of the sem-
nomadic Hillmen, though, cause the town’s population ro
vary widely with the seasons.

OATBARTON
Type: Hobbit Village.
Inhabitants: 50% IHarf oot, 40% Stoor,

10% Fallohide.
Population: 200.
Origin: Settled 1in T.A. 1625 by a famuly from Bree.
Purpose: Agriculture.
Symbol: None.
Map Coordinates: DS

The rural Hobbits of Oatbarton have a fair amount of
contact with Men, due to their proximity o the estares of
Arthedam’s powerful Tarma family. Bandits in the area
cause the Hobbits of Qatbarton to take weapons more
readily than rheir neighbors.

ONODRITH
Type: Srockaded Town.
Inhabitants: 95% Gondortan. 5% Dunnish.
Population: 1,100.
Origin: Grew around ferry in tenth century of the
Tlurd Age. granted a royal charter in T.A. 1240.
Purpose: Small market town at crossing of Ruver
Entwash; a local administrative center: a collecting
pont for goods bound for southeen Gondor.
Symbol: Three Sheaves of Wheat.
Map Coordinates: G11
Onodrith 1s a station for most of the river traffic to
Gondor's northern and western provinces. It also holds
inuch of the grain kept in reserve by the King of Gondor
ingreat warchousesalong the river. The ferry here handles
much tratfic, bur the high tolls cause many travellers to
scck the Jach Onodlo some twenty miles upstream.



OSGILIATH
Type: City in Decline.

Inhabiranes: 90% Gondorian, 10% Mixed Mannish.
Population: 2.500.
Origin: I'ounded by Elendil in S.A. 3320,

Purpose: The former capital of Gondor: a center for

learning and art; the major port for Anduin traftic.
Symbol: The White Tree surrounded by Seven Sears.
Map Coordinates: 114

Osgiliath has been plagued by disaster. Castamir’s
supporters burned the city durning the Kmesteife, and
repairs never restored its original beaury. Then. the city
was devastated by the Plague. losing half of its citizens in
a fow short months. The King moved his seat to Minas
Anor, leaving only a desperate few to live among the
erumbling baildings. A small but able detachment of
soldiers guards the deerepit bridge across the Anduin.
Despite 1ts strategic inportance as a river crossing. the
King 1s almost helpless to prevent the decline of whar was
once the most beautiful city of Gondor into a patheric
run and a den of brigands.

OSSARNEN
Type: Walled Town.
Inhabitants: 85% Gondortan, 15% Dunnish.
Population: 1.400.
Origin: Secttled by Gondorians around S.A. 3350;
granted a royal charter in T.A. 792.
Purpose: A supply center for mming communities in
the White Mountains.
Symbol: A Mer's Lamp.
Map Coordinates: H11
Ossarnen is predominantly a mining community situ-
ated well of f the mam road through inland Gondor. Its
residents tend to be a bit provincialin their tastes, which
favor the rugged styles of the Dunnish natives in the
region.

OSTIGURTH

Type: Fortified Ciry.

Inhabitants: 40% Orc, 40% Haradan, 15% Easterling,
5% Troll.

Population: 2,560.

Origin: Built by Sauron in the mid-Second Age.

Purpose: Control of traffic in the Den Nurn; che
manuf acture of finished products: small-scale trade;
a gaitison for troops.

Symbol: None.

Map Coordinates: 116
Ostigurth is situated at the head of a small canyon on

the southern edge of Gorgoroth, far from the eyes of

Gondor's garrison. The Orcs and Trolls inhabit a cavern

comnplex in the mountain under the city.

OST-IN-EDHIL
Type: Rumed Elven City.
Inhabitants: N/A
Population: 0.

Origin: I'oundcd by Galadriel and Celeborn around
S.A. 750. (Celebrimbor established the Gwaith-i-

Mirdain in the city environs.)

Purpose: An Fiven residence; smith halls for the
magical crafters known as the Gwaith-i-Mirdain.

Symbol: None.
Map Coordinates: E8

Celebrimbor the Smich, the forger of the Grear Rings,
made his home here, as did the fairly disguised Sauron.
Ost-n-Edhil was destroyed by Sauron's hordes in S.A.
1697 after the Elves discovered his treachery, and its
survivors fled to the havens of Lérien and Rivendell. Men
now avoidthe ruuns out of fearof traps and balef ul magic.

PATHS OF THE DEAD
Type: Underground Tomb Complex.
Inhabitants: N/A

Population: 0.

Origin: Used as a burial ground by the Daen since the

mid-Sccond Age, last interment in T.A. 679.
Purpose: Crypts for the royalty of the Daen Coentis.
Symbol: None.
Map Coordinates: HI0

The Paths of the Dead were ortginally natural caverns
beneath the White Mounrains which connected the vale
of Dunhatrow to the Morthondvalley. The Dacn Coentis
folk enlarged the tunnels and used them as a burial sirte.
The Paths arehaunted and none have passed through alive
since the days of Elendil. Legend holds that only rhe heir
of Isildur may travel the Paths unmolested and demand
service from the spirits which abide there.

PELLARDUR

Type: Castle.

Inhabitants: 50% Haradan, 30% Coastal People, 15%
Corsair. 5% Black Niimendrean.

Population: 130,

Origin: Built by the Captains of Umbar, circa T.A.
750.

Purpose: Def ense of southern land appreaches to the
city of Umbar; adminestration of surrounding
faninlands; a retrear for Lord Arkhad.

Symbol: A Cedar Tree.

Map Coordinates: N/A
Pellardur is situaced close to the City of Umbar and

rests in fairly fertile agricultural lands. The nearby cedar

forest provides much of the timber for Umbar's flect.
[San Martorin]



Stair to
Dunbarrow

RENDUL

Type: Walled Town.

Inhabitants: 60% Gondorian, 40% Dunnish.
Population: 980.

Origin: Occupied by Gondor since at least T A. 954,
granted a royal charter in T.A. 1187.

Purpose: Regional trading post on the River Morthond; a
defense against Dunnish insurrection; a supply
center for the Gondorian garrison.

Symbol: A Sword crossed by a Scepter before a Loom.

Map Coordinates: 110
Rendiil is perhaps the best base for explora-

ROMENOST

Type: FFrontier Outpost.
Inhabicants: 100% Gondon'an.
Population: 95.

Origin: Built by the Gondorian Eastern Army around
T.A. 1399.

Purpose: A waystation along the Men Romen; a
defensive point against invasions from the East.

Symbol: The White Tree.
Map Coordinates: FI3

tion of the interior of Anfalas, since its sturdy
walls provide an excellent defense against
Dunnish attacks. A large portion of Gondor’s
garrison in the region lives just outside of town
and makes frequent expeditions to collect trib-
ute and keep the peace.

RHOSGOBEL

Type: Wizard's Home.

Inhabitants: 100% Ista.

Population: 1.

Origin: Built by Radagast around T.A. 1100.

Purpose: A place of healing and herb-lore; a
refuge from Mirkwood; an observation
post on Dol Guldur.

Symbol: None.

Map Coordinates: E13

Rhosgobel is a simple place formed out of
the boughs of a great furry oak tree. Radagast
keeps the most extensive herbgarden in Middle-
earth, and many of the Free Peoples who live in
the forest seck Rhosgobel in times of need.

RIAVOD

Type: Walled Town.

Inhabitants: 100% Easterling.

Population: 1.060.

Origin: Sectled by Easterlings, circa T.A. 1408.

Purpose: A trading base for expeditions up the
Celdutn; a port on the Sea of Rhiin.

Symbol: None.

Map Coordinates: E19

Although ruled by a Sagath prince, the Dorwinrim use
the town as their main trading base with the lands of
Western Endor, shipping their goods up the Celduin to
the Northmen of Esgaroth. Though they are an outgoing
people. they view Gondor’s empire with suspicion and
prefer to deal with the people of the West outside of their
own lands. Riavod is a simple stockaded town with a
population which fluctuates with the season. There is a
stable population of Sagath wholive within the walls year-
round and use the town as a base for their raids

ROOD

Type: Small Town.

Inhabitants: 70% Duanadan, 30% Mixed Mannish.
Population: 280.

Origin: Grew around Barandum river traffic m early
Third Age.

Purpose: A collecting point for area farms; a shipping
station for freight on Baranduin and on the Fornost-
Anntmmas Road.

Symbol: None.

Map Coordinates: C6
With the sack of Anntiminas, Rood began to fall into
a decline, becoming a den for thieves and bandits.



SAARKAANA
Type: Descrt Fortress.
Inhabitants: ?
Population: ?
Origin: Possibly Nomenaorean (?).
Purpose: Unknown. possibly ceremonial.
Symbol: None.
Map Coordinates: N/A
Saarkaana 1s an Umbarean foreress in the parched
Talach Naur, situated near the tuins of a Second Age
structure. The Lords of Umbar refuse to speak publicly
about the need for such an isolared citadel.

SACKVILLE

Type: Hobbit Village.

Inhabitanes: 50% Stoor, 43% Hartoor. 5% Fallohide.

Population: 1 10.

Origin: Seuled during che migration to the Shire,
1601-1610; locals claim that Hobbits have inhab-
ited the sire since S.A. 1409,

Purpose: Agriculture.

Symbol: None.

Map Coordinates: ES
Proximity to the rugged Men of Eriador’s Red Hills

bestows a(nort entirely undeserved) repucarion for crudiey

upon the residents of Sackville, who have taken on many
of the uncouth ways of thair naighbors.

SCARY
Type: Hobbit Village.
Inhabitanes: 40% Hartoot, 35% Stoor. 25% Fallohide.
Population: 130.
Origin: Scttled during the migration nto the Shire,
T.A. 1601-1610.
Purpose: Agriculture; mining; quarries.
Symbol: None.
Map Coordinates: D6
Set i the wgged country of the Eastfarthing, Scary and its
nearby mines provide most of the tin and copper oresused in the
Shire, as well as much of the gramite used in building,

SHEDUN
Type: Castle.
Inhabitants: 100% Angmarcan (Mixed Mannish).
Popuiatiom 940.
Orcigin: Buile by Wirch-king circa 1310.
Purpose: Regional admmustratton; the control of traffic
into and out of Nan Angmar.
Symbol: A Parr of Red Bat Wings on a Black Field.
Map Coordinates: A9
The broad plains below Shedn provide a training
ground and a mustering point for the Witch-king's
Oracish forces. Fights between the Ores and the Mannish
garrison are common, and the Witch-king relies upon
brutal discipline to keep order.

SOOK ASNI

Type: Coastal Town.

Inhabtitanes: 90% Haradan, 10% Corsain.
Population: 680.

Origin: Seutled by Haradrim, circa T.A. 1400.
Purpose: Fishing: ship building and repair.
Symbol: None.

Map Coordinates: N/A
The lacquered tableware created by the craftsmen of Sook
Asni is much in demand among che nobidity of Umbar.

SPATHLIN

Type: Town,

Inhabitanes: 90% Gondorian, 10% [Dunnish.
Population: 820.

Origin: Settled by Gondor, circa T.A. 410.

Purpose: Trading center ar the confluence of the
Rivers Ciril and Ringlé; a collecting point for local
farms

Symbol: None.
Map Coordinates: 110

Spathlin controls much of the river traffic to northern
Lamedon, but it suffers nonetheless from isolation as it
ltes far from the overland routes across Gondor, Therown
falls under the jurisdiction of the Prince of Lond Emil,
who more often chan not assigns polirically croublesome
nobles to be its lord. Thus, the town and the fertile region
around it remain underdeveloped, much ro the frustrarion
of the King.

STADDLE

Type: Village.

Inhabitants: 70% Stoor Hobbit, 30% Bree-man.
Population: 90.

Origin: Setcled by Bree-land farmers, circa T.A. 1250.
Purpose: Agricuture.

Symbol: None.

Map Coordinaces: D6

Staddle is just a short walk from Bree. and it relies upon
its larger neighbor for most of the services asmall agrarian
community cannot provide for itself.

STOCK

Type: Hobbit Village.

Inhabitants: 55% Stoor, 20% Fallohide, 25% Harfoor.
Population: 210.

Origin: Settled during Hobbit migrations to the Shire,
1601-1610.

Purpose: Agriculture.
Symbol: None.

Map Coordinates: D6
The fertile soil of the Baranduin River valley produces
some of the Shire’s best mushreoms.




STRAYHOLD (BUHR WALDLAES)
Type: Fortified Town.

Inhabitants: 85% Northman, 15% Mixed Mannish.
Population: 900.

Origin: Settled by Gramuz outcasts, circa T.A. 1340,

Purpose: Trade with Gramuz and Gondor; a local
economic focal point.
Symbol: Nonc.
Map Coordinates: E1S
Strayhold rests near the eastern edge of Mirkwood,
situated in a deep gorge near the edge of the Talath
Harroch. Among the steep and twisted canyons of
Srrayhold, numerous brigands and thieves rob unwary
travelers and fight among themselves. Plague ref ugees are
among the only honest residents of Strayhold, and they
pray that the uneasy peace maintained by a mysterious
magician Wil keep them safe from knives in the dark.

SUDURI

Type: Fortified Ciry.

Inhabitants: 95% Dunnish. 5% Cardolani.
Population: 6,000.

Origin: Founded by the adventurer Gordaigh in T.A.
1503 on site of a Ditnadan fortress.

Purpose: Administrative center for the Kingdom of
Saralainn; a meeting place for Dunnish tribes; a toll
and supply station for Gwathlé River traffic.

Symbol: Black Battle-axe on a Yellow Ground.

Map Coordinates: [F6

The town was originally built by Numenéreans, but
now almost all of the inhabitants are Dunnish in origin.
A tlood of Plague refugees created political tenstons in the
region, and a revolt against King Lanaigh has succeeded in
gaining control of most of the city.

TARMABAR

Type: Fortified Mansion.

Inhabitants: 100% Diinadan,

Population: 82.

Orrigin: Built by the Tarma family in T.A. 2.

Purpose: A rural power base and summer retreat for
the Lords of Tarma.

Symbol: A Green Mountain surrounded by Seven
Stars.

Map Coordinates: C5

The Tarmas are second in power only to the King
himself. and they haveahistory of insubordinationagainst
the throne. Surprisingly, their seat of power is not a well-
defended fortress, but racher a pleasant and open country
estate Hlled with dozens of relatives, near-kinsmen, and
servants.

THALION

Type: Palace.

Inhabitants: 60% Cardolani, 40% Eriadoran.
Population: 43.

Origin: Built by Tarcil of Amor in T.A. 54,
Purpose: The seat of House of Dol Tinare.
Symbol: A Golden Pitcher on a Black Field.
Map Coordinates: E6

Thalion is in a sorry state of repair.

THARAGROND

Type: Fortress.

Inhabitants: [00% Black Numenérean.
Population: 65.

Origin: Founded by Nimendrean colenists c. 5.A. 2300.
Purpose: Def ense of the lands of the Principality of

Tharagrond; local administration.
Symbol: A Black Tower on a Blue Field.
Map Coordinates: |6

Tharagrondisa small and isolated fief, but it carries its
autonomy proudly. Its defenses, constructed in the Sec-
ond Age by the masons of Niimenot, are as formidable in
the Third Age as they were in the time of Elendil. The
keep rests on a steepspire of rock overlooking asmall cove
near the base of the Cape of Andrast.

THARBAD

Type: Walled City.

Inhabitants: 60% Cardolani, 20% Dunnish, 10%
Northman, 5% Eriadoran. 5% Other Mannish.

Population: 21,345.

Origin: A Nimenérean river port dating to the mid-
Second Age.

Purpose: A major urban hub; the effective administra-

tive center of Cardolan; an outpost of Gondorian
authority; the focus of trade in Eriador.

Symbol: A Red Hill surrounded by Seven Stars.

Map Coordinates: E7

Since the tall of King Ostoher in T.A. 1410, the former
Numenérean port of Tharbad has declined from the glory
it held in ages past. Nonetheless, Tharbad dwarfs any
other urban center in Eriador. The petty rivalries among
Cardolan’s surviving Princes manifestthemselves as brawls
between various guilds and factions in Tharbad.

The thieves of the ctty grow in might and boldness with
each passing season, and Plague refugees provide yet
another headache for che city’s administrators. Gondor's
appointed officer, the Canotar, kecps the peace as well as
he can, but the city seems destined to tear itself apart. Only
Tharbad’s status as the chief trading center for all lands
north of Gondor keeps thecity alive. Goods from through-
our Middle-earth pass through Tharbad en route to the
wealthy houscholds of Cardolan and Arthedain, bu litle
of the wealth seems to find its way to the homes of
Tharbad's poor citizens.
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THORONTIR

Type: Fortress.

Inhabitants: 80% Gondorian, 20% Mixed Mannish.
Population: 1,350,

Origin: Founded by Gondor. circa T.A. 500,

Purpose: A center for regional administration; a
garrison for Gondor's Eastern Ariny; control of the
land trade through Rhovanion.

Symbol: The White Tree.

Map Coordinates: GIS
The fortress is locared just oft the Men R omen, several

miles cast of the town of Thorontir.

TILMENDIR

Type: Castle.

Inhabitants: 70% Gondorian, 30% Dunnish.
Population: 140.

Origin: Built by Gondor. circa T.A. 991.

Purpose: Surveillance of trathic passing
from Westmarch to Anfalas; a shew of authority for
the local Dunnish cribes.
Symbol: None.
Map Coordinates: H9
Tilmendir is located ten muiles south of the town
Derwath. The castle occuptes a ridge overlooking the

Adorn.

TIR ANDUIN The Angry
H Tave
Type: Castle and Town. Stro:;tf;d; i

Inhabitants: 90% Gondorian, 10% Northman.

Population: 2,500.

Origins: Settled by Gondorians, circa T.A. 1402;
granted royal charter in T.A. 1560.

Purpose: Northernmost significant Gondorian trading
outpost; location of a ferry across the Anduin;
watch station on the Wold.

Symbol: A Leaping River Trout.

Map Coordinates: F13
The ferry of Tir Anduin and the nearby ford at the

Undeeps are the safest crossings of the Anduin beeween

Osgiliath and the Old Ford. Gondor commits a sizable

garrison to keeping the crossings open and extractsa hefty

toll for the security they provide.



TIR ETHRAID

Type: Stockaded Town.

Inhabitanes: 85% Gondorian, {S% Haradan.
Population: 1,030.

Origin: Settled by Gondorians. circa T.A. 930.

Purpose: Maintain watch over the Crossings of Poros;
a rrading site; a defense against Haradan incursions.

Symbol: None.

Map Coordinates: |14

Tir Echraid is the frequent target of Haradan raids, but
King Tarondor has pledged a good deal of gold ro
strengthen the town's resources and increase its garrison.
The Fords across the Poros are vital to Gondor's defense
of the South. and the Governorof Harondor would fight
savagelytokeepthistown. Local bands of subject Haradrim
devoted to frecing their homeland from Gondorian rule
make nearby hills their base.

TIR LIMLIGHT
Type: Border Town and Fortress.

Inhabitants: 60% Gondorian, 40% Northman.
Population: 156.

Origin: Settled by Gondorian merchants. circa T.A.
1510.

Purpose: Trading with Northinen on the River
Anduin; a watch-post for potential threats to
Gondor from Rhovanion.

Symbol: None.

Map Coordinates: F12

Tir Limlight marks the eftective northern limit of
Gondorian authority and it guards one of the few cross-
ings of the Anduin at the Undceps. Ores occasionally
harass this town, but never in large enough numbers to
cause serious damage. Northmen from upriver occasion-
ally visit the town to sell their wares, and Tir Limlight is
slowly becoming a center for trade.
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TIR NINDOR
Type: Castle.

Inhabitants: Y0% Gondorian, 10% Mixed Mannish.

Population: 6O.

Origin: Conseructed by Gondor around T A, 410.

Purpose: Guarding the only safe and dry passage
through the Dead Marshes.

Symbol: The White Tree.

Map Coordinates: G13

TOWERS OF THE TEETH
Type: Watch Towers.
Inhabitants: 100% Gondorian.
Population: 340.
Origin: Begun by Gondor in T.A. 1.
Purpose: Observation of traflic attempting to pass into
or out of Mordor,
Symbol: The White Tree.
Map Coordinates: HI14
Two rowers, Narchost and Carchost, built on cither
sideof theCirith Gorgor stand as a guard on Mordor. The
Plague climinated nearly half of the Garrison, and the
King has yet to replace the losses suice his attentions are
diverted by more pressing problems clsewhere.

TUCKBURROW

Type: Hobbit Village.

Inhabitants: 90% Fallohide, 10% Stoor & Harfoor.
Population: 320.

Origin: Settled by Hobbits during the migration
to the Shire, T.A. 1601-1610.

Purpose: Clan dwelling; agriculture.

Symbol: None.

Map Coordinates: DS
The village ts located in the Green-hill countiy
of the Westfarthing of the Shire.

UMBAR

Type: Walled City.

Inhabitants: 35% Coastal People. 30% Corsar,
25% Haradan, 10% Black Niimenoérean.

Population: 60,000.

Origin: Founded by Tar-Atananur of Némenor
in S.A. 2280, expanded several times.

Purpose: Capital of Umbar; economic and political

s conter; ship building and repair; production of

finished goods; hub of long-distance trade.

Symbol: A Black Shup.

Map Coordinates: N/A

A great monumenc raised by the Ntimen6rean King Ar- 3'.“ "
. {0, igarchs o
Pharazén to commemorate his victoryover Sauron guards U ”ﬁw of

the entrance to the harbor. Umbar is ruled by six oligar-
chic Lords who vie against one another in secret as they
openly plot the downfall of Gondor. Despite its stout wall
and secure harbor, Umbar has been taken several times by
the forces of Gondor, only to fall back into the hands of
the Black NGmendreans a few decades later.

Umbar is the greatest of the settlements of Niimenor
not to come under the rule of the Faithful following the
Downf all of Westernesse. Its population was bolstered by
the influx of a great number of Castamir’s Corsairs
following Gondor's Kin-strife. Corsairs, Haradrim, and
Black Niimenoéreans live together in Umbar, common
enemies of Gondor whe scem unaware of the growing

inflaence of the forces of Darkness in their very midst.
[San Martorin]

VAMAG
Type: Ruined Villa,
Inhabitants: N/A
Population: 0.
Origin: Built in the mid-Second Age.
Purpose: The rural retreat for Sauron's servant
Adiinaphel, reputed to be one of the Nazgiil.
Symbol: None. ‘
Map Coordinates: N/A
The local Coastal Peoples fear this site, declaring it to
be haunted. [San Martorin] ‘



WARFINGER

Type: Frontier Outpost.

Inhabitants: 100% Gondorian.

Population: 54.

Origin: Built by the Gondorian Eastern Army around
T.A. 1428,

Purposc: A waystation along the south fork of the Men
Romen; a defensive point against invasion from the
East; a base for scouting operations in Rhan.

Symbol: The White Tree.

Map Coordinates: F17
The small garrison at Warfinger is situated far away

from the authority of the Regent in Thorontir, Asaresulr,

discipline is usually lax among these scasoned border
troops.

WOODMEN-TOWN

Type: Clan Scttlement.

Inhabitants: 100% Woodman (Northman).
Population: 200.

Origin: Sercled permanently around T.A. 1580.

Purpose: A gathering place for the Woodman clans;
the home of the Althyn: the site of an annual fair.

Symbol: None.
Map Coordinates: D13

W oodmen-town is built upon great platforms in the
trees tn the Elvish manner, for the Woodmen are on
friendly tenins with the Elves of the Forest.

WRAECABURG
Type: Town and Hill Fort,
Inhabitants: 80% Northman, 20% Mixed Manuish.
Population: 340.
Origin: Scttled by Northmen around T.A. 1000.
Purpose: Agriculture; a center for trade in the northein
Anduin Vales.
Symbol: Nonc.
Map Coordinaces: B12
Though not directly under the sway of the Witch-king,
Wraecaburg suffets from frequent raids, despair, and a
large population of shady characters from beyond
Rhovanion. The Men of Wraecaburg trade occasionally
with their kinsmen in Maethelburg, but the latter view
these Men from the northern valley with increasing
suspicion.

4.2 NATURAL FEATURES

The strcams, marshes, hills, mountams. waterfalls,
copsces, glades, and other natural features of northwestern
Endor are covered below.

ADORN

Type: River.

Length: 190 miles.
Geographic Arca: Eriador.
Map Coordinares: G8

This river of Driétwaith laur rises in the White Moun-
tains and flows into the Angren. The Adom is cold, fast,
and impassable to all boats larger than a canoc.

ADZAMON

Type: Mountamn,

Elcvation: 3.850 Feet.
Geographic Arca: phel Daath.
Map Coordinates: HI4

Sitvated nearthe Cirith Gorgor. Adzamon is the lowest

peak in the Ephel Diath.

AELINNAN (LONG MARSHES)
Type: Marshland.

Arca: 420 squarc miles.

Geographic Arca: Rhovanion.

Map Coordinates: C15

Woetlands are formed where the Forest River enters the
Long Lake. No paths cross the marshes. Travelalong the

'Edelesboc]

river 15 slow and tedious.

AKSA RUIN
Type: Mountain Pass.
Elevation: 6.029 feet.
Geographic Arca: Hithacglir.
Map Coordinates: A10
The northernmost pass across the Misty Mountains
into Angmar is named for the dormant volcanic peak
overlooking the pass. The Aksa Ruin is blocked by snow

from late autumn to summer.

AMON DIN

Type: Hill.

Elevation: 2,516 fect.
Geographic Arca: Gondor.
Map Coordinates: HI 3

Amon Din issurmounted by abeacon-tower ot Gondor.

AMON DRAUG
Type: Hill.

Elevation: 1,634 feet.
Geographic Area: Beleriand.

Map Coordinates: Bl
Situated ona bluff overlooking the Great Sea. Amon Draug
is the highest point in Lindon. 'Drégil of Fornost!



AMON GARRYCH
Type: Hill.

Elevation: 4,290 feet.
Geographic Arca: Gondor.

Map Coordinates: K5

The lowest peak in the highlands of Cape Andrast.,
Amon Garrych {S. “Seal’s Hill”) forms a headland over-
looking the Bay of Belfalas. Scals frequently sun them-
sclves on the exposed rock slopes.

AMON HALITAN
Type: Hill.
Elevation: 5.602 feet,
Geographic Arca: Harondor.
Map Coordinates: N/A
Located near the headwaters of the Harnen, Amon
Haliean 1s the highest point in Harondor.

AMON HEN

Type: Hhll.

Elevation: 2,369 feet.
Geographic Arca: Gondor.
Map Coordinates: G13

Amon Henis onc o fthree peaks at the southetn end of
the Nen Hithoel. The magical Seat of Secing was builc by
the Kings of Gondor on the hill's summit. Amon Hen 1s
on the west bank of the Anduin.

AMON LANC

Type: Cinder Cone,
Elevation: 5.2G6 feet.
Geographic Arca: Mirkwood.
Map Coordinates: 3

The Naked Hill is an extinct volcano in southwestern
Mirkwood. The Necromancer built the foreress known as
Dol Guldur in the bowels of Amon Lanc. No trees grow
on the upperslopesof the hill, leaving it exposed above the
leafy canopy of the forest.

AMON LHAW

Type: Hill

Elevation: 2,286 feer,
Geographic Area: Rhovanion.

Map Coordinates: HI13

Amon Lhaw is onc of the three peaks at the southern
end of the Nen Hithoel. Sttnated on the cast bank of che
River Anduin, Amon Lhawholds the Scac of Hearing, the
companion to the seat on Amon Hen.

AMON LOSTHORON
Type: Hdl,

Elevation: 2,983 fect.
Geographic Arca: l*orochel.

Map Coordinates: AG
Almost directly north of the city of Fornost, Amon
Losthoron is the highest known point in Forachel.

AMON OTHAR

Type: Hill.

Elevation: 6.023 feer.
Geographic Arca: Ered Luin.

Map Coordinates: E3
The lowest peak tn the Ered Luun, Amon Ochar holds
some barrows dating to the ume of the Fdain.

AMON SUL (WEATHERTOP)
Type: Bhll.
Elcvation: 1,504 fect.
Geographic Area: Eriador.
Map Coordinates: D7

Amon S{l is the southernmost and tallest hill of the
Emyn Sl A great fortress of Arnor once held a Palantir
here, but it fell to the forces of Rhudaur and Angmar in
T.A. 1409. Worn rings of stonc amid grassy clearings
mark where the fortifications once stood. Amon Sil
provides an excellenr view of the Grear East Road and the
plains of Rhudaur and Arthedain.

AMON THYRYR

Type: Hill.

Elevarion: 8,002 fect.
Geographic Area: Nan Andun.
Map Coordinates: C 12

This angular peak on the castemn slopes of the Misty
Mountains is home to a large number of nests of the Great
Eagles. The Lord of the Eagles holds his court heze.

ANDRAST
Type: Cape.
Area: 7,500 square milcs.
Geographic Avea: Gondor.
Map Coordinates: }J5-K3

This windswept cape in Anfalas is the westernmost
point in Gondor. Perilous udes and currents around the
tip of the cape make the sea passage to the North
rrcacherous to even the moste expertenced pilots. but the
expense of a land journey to the Notth results in regular
ship-traffic along the coast.




ANDUIN (THE GREAT RIVER)
Type: River.

Length: 1,400 miles.

Geographic Area: Nan Anduin, Gondor.
Map Coordinates: BI2-]112

The Anduin is the mightiest river in western Middle-
carth. Rising near the slopes of the Grey Mountains. the
Anduin travels through many lands before it empties into
the Bay of Belfalas in southern Gondor. Only one bridge,
at Osgiliath, crosses the Anduin. Another existed by the
lach laur, but it has fallen into disrepair. and if it stll
stands. it is dangerous to traverse. Fords and ferries at Tir
Anduin, lach laur, and Maethelburg provide the only
other saf e crossings. Difficult fords can be found at the
Carrock and in the Wold. Those wishing to cross else-
where are wise to construct a sturdy vessel firse, for the
Anduin's current is powertul and unpredictable, cven
where it does not flow swiftly. All folk in Middle-carth
know rhe sad tale of how Isildur sank bencath the
powerful current as he fled an Orcish ambush at the
Gladden Fields.

Tratfic on the Anduin is quite common, especially
where it passes through Gondorian lands. Large ships can
travel all they way to the Undeeps, though most sea-going
vessels unload their wares at Harlond. The Fallsof Rauros
are an obstacle to passage into northern Rhovanion, and
onc usually changes to small river-craft there. Travel
north of the Rauros is occasionally dangerous, due to the
swift currents fed by run-off from the mountains. A
traveller would be prudent to hire an expertenced guide
bef ore testing the dangers of the Anduin. As perilousas it
may be, the river remains the safest avenue tothe North,
for no right-thinking Man would risk passing under the
wood of Lothlérien or the shadow of Dol Guldur.

ANGALALADH

Type: Plain.

Arca: 15,000 square miles.
Geographic Area: Mirkwood.
Map Coordinates: E14

Name given to the thickly forested plain of central
Mirkwood.

ANGIRITH
Type: Mountain Pass.
Elevation: 5,673 feet.
Geographic Area: Hithaeglir.
Map Coordinates: A1O
Angirith is the southern and gentler of the two passes

across the Misty Mountains into Angmar. Snow blocks
the Angirith from late autumn to summer.

ANGREN (ISEN)
Type: River.

Length: 390 miles.
Geographic Arca: Eriador.

Map Coordinates: H6-G9

The Angren rises in the Vale of Orthanc and flows
through Driiwaith (aur into the Belegaer. Though the
Angren is not a large river, there are few places where one
can safcly cross. As it passes between the Wesamnarch and
Enedwaith, the Angren forms a narrow and deep canyon,
narrow enough for a horse to leap in many places. The
strong current makes trave] by boat upstream dif ficult,
and the river’s steep banks prevent landing along most of
its length. A road which parallels the river is an easier
alternative.

ANGSIRIL
Type: River.
Length: 600 miles.
Geographic Area: Nan Angmar.
Map Coordinates: A9-AIQ

A small unnavigable river which flows across central
Angmar, the Angsiril joins the Angsir which empties into
the lce Bay of Forochel several hundred miles away. The
waters of the Angsiril flow a rusty red color and are not
safc to drink.

ANNABRITH
Type: River.

Length: 125 miles.
Geographic Arca: Harad.
Map Coordinates: N/A

This river of southern Umbar runs through stecp
canyons which provide shelter for many of the desert’s
inhabitants. The castern sources of the river are intermit-
tent, seasonal strcams. dry much of the year.

[San Martorin]

ANNEN (LONG LAKE)
Type: Lake.
Area: 280 square miles.
Geographical Area: Rhovanion.
Map Coordinates: C15

Annen s the largest body of water in Rhovanion
between the Misty Mountains and the Sea of Rhiin. The
lake is formed by the confluence of the Forest River and
the River Running, and it termmates at a steep waterfall
ar its southern end. The town of Esgaroth rests on grear
plarforms on the sutface of the lake itself for its defense
and to facilitate handling the freight which is carried
across Annen. The Annen is very deep and never freezes,
even in the coldest winters, [Edelesboc]



ANNUDUIN

Type: River.

Lengeh: 90 miles.
Geographic Arca: Ertador.

Map Coordinates: B3

The AnnCiduin rises in the Ered Lum near the ruins of
Nogrod and Belegost and flows through the Nan-i-
Naugrun o the Lhimn.

ARDAGOMEN
Type: River.
Length: 310 miles.
Geographic Arca: Rhovanion.
Map Coordinates: F17-Gi3
The Ardagomen tises in the plains of Rhovanion and

feeds inco the Sca of Rhin. Easterling tribes follow the
niver to provide asteady source of water for their mounts.

[Edelesboc]

ARDRUIGA

Type: River.
Length: 70 mules.
Geographic Arca: Rhovanion.

Map Coordinates: D17
The Arduwiga, a tributary of the Celduin. is too shallow
for navigation. [Edelesboc]

AUR ESGALABAR
Type: Plamn.
Acca: 4400 square miles.
Geographic Arca: Rhovanion.
Map Coordinates: D16
These rough, windswept, and grassy steppes lic east of
Mirkwood. The Aur Esgalabar is a tavorite grazmg
ground for many of the Eothraim tribes.

AXEWATER
Type: River.

Lengeh: 110 miles.
Geographic Arca: Rhovanton.
Map Coordinaces: C13
A small riveroriginating in the Iron Hills, the Axewater
is a tributary of the Carnen.

AZANULBIZAR (DIMRILL DALE)
Type: Valley.
Arca: 10 square milcs.
Geographic Arca: Hithacglir.
Map Coordinates: 11
An alpine valley outside the castern gates of
Khazad-diim is sacred to the Dwarves. The vale
contains the pool known as the Kheled-zaram.

BARANDUIN (BRANDYWINE)
Typec: River.

Length: 440 nules.
Geographic Arca: Ertador.
Map Coordinates: C6-E4

The Baranduin 1s a reddish-brown river of
Arthedatnand rtheShite with itssource ac Nenuial
and its mouth in Belegaer by the Rast Vorn.
Navigable to small craft for all of its length, che
Barandum s an important trade artery for
Arthedain.

BARAZINBAR

(CARADHRAS, REDHORN)
Type: Mountain.
Elevacion: 16,002 fect.
Geographic Arca: Hichaeglir.
Map Coordinates: 1210

Onc of the three mountains of the Hithaeglir over the
Dwarf-city of Moria, Barazinbar is among the highest
peaks in Middle-carth. Unlike the surrounding peaks. it
is not formed of limestone and marble, but is an 1gncous
ntrusion of andesice porphyry. responsible in part for the
rich mineral deposics lymg underncath. A narrow track
along the flank of this mountain forms onc of the few
routes across the Misty Mountains.

IVooded Plains
of the
Aur Esgalabar




BAUGATSOR-I-SAURON
Type: Plain.
Area: 3,800 squarc miles.
Geographic Area: Mordor.
Map Coordinates: H1S
This barren plain in northwestern Mordor is devoid of

any beasrs or vegetation. Even the Orcs avoid this waste,
which lies under the gaze of the Gondorian garrisons.

BELEGAER

Type: Ocean.

Arca: N/A

Geographic Area: N/A
Map Coordinates: N/A

The Great Sea. Notoriously rough waters and fear of
the unknown limit the voyages of Men upon Belegaer to
no farther than eyeshot from the coastline. Gone are the
days of the fearless Ntimenoreans, who would sail for
weeks out of sight of land. Only the Elves regularly head
West over the horizon, for there lie the Undying Lands of
Valinor, forever closed to Mortal Men. Nonetheless,
traffic on the Great Sea is quite common, for it is a
highway to distant {ands far easier and safer to traverse
than the inland routes.

Wild tales abound about the fands to the Far South,
which the Nimenoreans explored in past centuries. To
the North, the Sea is choked with ice, the home of whales
and seals. Underneath the northern expanse of Belegaer
must lie the ruins of Beleriand, gone forever from the sight
of Men. Currents flow north up the coast of Lindon and
are of ten warmer than the surrounding waters.

BELFALAS

Type: Penmsula.
Arca: 7,850 square miles.
Geographic Area: Gondor.
Map Coordinates: ] 10-]11

Belf alas is a sailor’s term for the peninsula of Gondor
between the mouths of the Morthond and the Ethir
Anduin. Belfalas has a jagged shoreline with many shel-
tered harbors. Numerous islands and shoals dot the coast
south of Lond Ernil, the refuge of many smugglers and
pirates. The Prince maintains several watch-rowers to
warn mariners of hidden dangers.

BROWN LANDS (NOMAN LANDS)
Type: Wasteland.

Average Elevation: 1,000 feet.

Area: 2,100 square miles.

Geographic Area: Rhovanion.
Map Coordinates: F13

The desolate and treeless hilly region between Mirkwood
and the Emyn Muil is aptly named the Brown Lands.
Legend holds that the Entwives once made their gardens
here before the wrath of Sauron drove them off.

BRUINEN (LOUDWATER)
Type: River.

Length: 315 miles.

Geographic Area: Eriador.

Map Coordinates: [9-C11

The Bruinen drains the western Hithaeglir, rising on
the western slopes of the Misty Mountains and joining
with the Mitherrhelnorchof Tharbad to form the Gwathlo.
A southern fork of the Bruinen carves the Vale of
Imladris. e ts said that the Elrond Half-elven controls
both rivers in the vicinity of his home.

BUNDUSHATHUR
(CLOUDYHEAD, FANUIDHOL)

Type: Mountam.
Elevation: 15,111 feet.
Geographic Area: Hithaeglir.

Map Coordinates: E10
Bundushathur, one of the three highest peaks of the
Misty Mountains, rests atop the Dwarf-mansions of

Moria.

CAIR ANDROS

Type: Island.

Area: 435 square miles.
Geographic Area: Gondor.
Map Coordinates: H14

Gondor maintains a garnson on this tsland i the
Anduin thirty miles north of Osgiliath to control river
teatfic to Rhovanton.

CALENHAD

Type: Hill.

Elevation: 2,504 feet.
Geographic Area: Gondor.

Map Coordinates: H12
Calenhad is the sixth of the northermn beacon-hills of
Gondor. The territory of Calenardhon takes its name

from this hill.

CARACH ANGREN (ISENMOUTHE)
Type: Mountain Pass.
Elevation: 2.800 feet.
Geographic Area: Mordor.
Map Coordinates: H14

A pass into Mordor is formed by the meeting of the
Ered Lithui and the Ephel Ddath. Sauron once fortified
the pass, which now stands virtually deserted. The wide
plateau of Ud{n separates the Carach Angren from the
Cirith Gorgor, the other pass one must traverse in order
to enter the Black Land.



CARNEN
Type: River.
Length: 190 miles.

Geographic Arca: Rhovanion.
Map Coordinates: C17-D17

The Carnen’s source s in the Iron Hills. The river
eventually joins the Celduin north of Dorwinion. Many
tribes of Easterlings live along its banks.

CARROCK

Type: Island.
Area: 110,400 square feet.
Geographic Area: Nan Anduin.
Map Coordinates: CI2

An islet in the Anduin between the lach faur and
Macthelburg, the Carrock holds spiritual significance for
the Betjabar who live in the area. The Anduin is shallow
enough to ford around the Carrock. but the swift water
makes 1t a dangerous crossing, cspecially towards the
niver’s right bank.

CELDUIN (RUNNING R]VER)
Type: River.
Length: 60O natles.
Geographic Area: Rhovanion.
Map Coordinates: C15-EI9

The Celduin rises within the mountain Erebor. passes
through the Long 1.ake, and empties into the distant Sca
of Rhin. Most trade with the East comes along the
Celdutn, for the Dorwinrim are among the only Easterlings
not on hostile terms with the West.

CELEBRANT (SILVERLODE)
Type: River.

Length: 90 miles.

Geographic Area: Nan Anduin.

Map Coordinates: El |

The Celcbrant flows though Lérien. supposedly en-
dowed with Elvish enchantments. The Celebrant has its
source in the Nanduhirion and flows into the Anduin.

CELOS
Type: Rwver.
Length: 60 miles.
Geographic Area: Gondor.
Map Coordinates: 113

The Celos flows from the White Mountains into the
Sirithaboutsixty miles southwest of Minas Anor. Though
harmless for humans to drink, horses and other hoof ed
armimals will not swallow irs waters.

CHETWOOD
Type: Forest.

Area: 340 squarc miles.
Geographic Area: Erador.

Map Coordinates: D6
The Chetwood is a small, light forest northeast of Bree. |

CHOIL CAERDH Bridge over
Type: Forest Bitter Creck,
- - Bree-land

Area: 950 square miles.
Geographic Area: Eriador.
Map Coordinates: F9

Chiol Caerdh is a rangled forest of elm and birch in
central Dunland. A small popularion of Drtiedain inhabit
the woods, providing a ritual focus for some of the
region’s Dunnish tribes. The Choil Cacrdh may be a

remnant of the vast wood which once covered most of

Middle-carth.

CILSTREM

Type: River.

Length: 60 miles.
Geographic Area: Eriador.

Map Coordinates: F9

Willows line the banks of this small river of Dunland.
rising in the southetn Misty Mountains and washing into
the Glanduin near the ruins of Ost-in-Edlul.

CIRIL
Type: River.
Length: 100 miles.
Geographic Area: Gondor.
Map Coordinates: H11-[11
TheCirt’s source 1s in che White Mountains near the
town of Ossarnen, and it empties into the Ringlé ar the
town of Spathlm. The Ciril is navigable only by small,

flat-bottomed craft, for it is shallow in many places.



CIRITH AURIS

Type: Mountain Pass.
Elevation: 1,990 feet.
Geographic Area: Ered Mithrin.

Map Coordinates: A17

A pass across the Ered Mithrin into the Withered
Heath lics roughly a hundred miles northeast of Dale.
Snow is frequently troublesome, but the level grade makes
travel in the warmer months easy.

CIRITH DUNRANDIR
Type: Mountain Pass.
Elevation: 1,450 feet.
Geographic Area: Gondor.
Map Coordinates: J10

A pass crosses the mountains of central Dor-in-Ecnil.
The MenEmili{Princes’Road)cuts through the passand
connects the cities of Linhir and Lond Emil. The pass is
open in all bur the very worst weather.

CIRITH GORGOR
Type: Mountain Pass.
Elevation: 930 feet.
Geographic Area: Mordor.
Map Coordinates: H14
The largest of the passes into Mordor is formed by the
intersection of the Ered Lithui and the Ephel Dtiath. The

Towers of the Teeth guard the pass onto the plain of
Udiin. The Bactle of Dagorlad took place before the

Cirith Gorgor in S.A. 3434.

CIRITH HIMNINOND
Type: Mountain Pass.
Elevation: 4,290 feet.
‘Geographic Arca: Ered Mithrin.

Map Coordinates: A13

The Cirich Himninond cuts across the Ered Mithrin
into the Northern Waste. Discovered by Dwarves, only
the Orcs now use the pass regularly en route to their
northern mines, except during the winter months, when
snow blocks passage.

CIRITH MITHLIN
Type: Mountain Pass.
Elevation: 3,870 feet.
Geographic Area: Ered Mithrin.

Map Coordinates: A13

Another pass crosses the Ered Mithrin into the North-
ern Waste about thirtymiles west of the Cirich Himninond.
It, too, is infested by Orcs.

CIRITH UNGOL
Type: Mountain Pass.
Elevation: 5,200 feet.
Geographic Area: Ephel Ddath.
Map Coordinates: H[4

Cirith Ungolis the highest pass into Mordor, crossing
the Ephel Dr1ath near the vale of Minas Ithil. Though it
is higher and more dift icult than the northern passage into
Mordor, Gondor uses the Cirith Ungol more frequently
to avoid the long detour through Dagorlad the other rourte
necessitates. The legendary demon-spider Shelob inhab-
its the pass, though she usually stays in her caverns high in
the adjacent peaks. Rumors state thar an underground
passage through Shelob's lair is an alternative route into
Mordor. though no reliable witnesses are alive to verify
the tale.

CROSSINGS OF ERUI
Type: Ford.
Water Depth: average: 1.5 feet.

decpest: Loothron 3 feet.

tost skallow: Narbleth .5 feet.
Geographic Area: Gondor.
Map Coordinates: 113

The ford across rhe River Erui in Lebennin ts the site
of Castamir’s final defeat during the Kin-strife. The
Crossings are shallow and safe for most traffic.

CROSSINGS OF POROS
Type: Ford.
Water Depth: average: 2 feet.
deepest. Gwaeron 4 feet.
most shallow: Ivanneth [ foor.
Geographic Area: Harondor.
Map Coordinates: |14

The ford across the River Poros marks the boundary
between Harondor and Harithilien. The difficulty of
crossing the Poros at other locations makes the ford a site
of significant strategic importance to Gondor for the
protection of its southern lands.

CUM TARAN
Type: Plateau.

Area: 480 square miles.
Elevation: 1.100 feet.
Geographic Area: Gondor.
Map Coordinates: J11

A wide and barren plateau stands near the center of the
mountain range in Dor-in-Ernil. The Daen Coentis once
used the site as a royal burial ground, and many of the
tombs are still visible. Few remain undespoiled by rob-
bers, despite the efforts of the local Dunlendings to
protect the site.
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DAGORLAD
Type: Plain.
Area: 4,900 square males.
Geographic Area: Rhovanion.
Map Coordinates: Gl 4

A vast plam lies outside the gates of Mordor. The greatest
bactle of the Second Age was fought at Dagorlad between the
forces of Sauron and the Last Alltance of Elves and Men in S.A.
3434. There were heavy losses on both sides. but the armies of
Elendil and Gil-galad eventually forced their way into Mordor,
guaranteaing the f allof Sauron. Dagorlad remainsagrey. treeless
field which preserves the memory of those who died there. No
Gondoran general's education is complete withour ar least one

wp 0 Dagorlad.

DEAD MARSHES (LOEG FIRN)
Type: Marshland.
Area: 1,600 square miles.
Geographic Arca: Rhovanion.
Map Coordinates: G13-GI4

A pungent and stagnant swamp cast of the Emyn Muil,
the Marshes are slowly expanding across the plain of
Dagorlad and have engulfed theburial grounds made af ter
the Grear Bactle, thus carning their name. The Dead
Marshes are undoubtedly haunted, and rchiable reports
state that onc can sec the faces of countless dead warrtors
reflected in the pools and fens in the moonlight. Necedless
tosay, travellers should bring their own drinking water ¢f
they dare to venture mro the Dead Marshes.

DEEPING COOMB
Type: Valley.

Arca: .25 square miles.
Geographic Arca: Ered Nimrais.
Map Coordinates: G9

TheDeepingCoombis a narrow valley bchmdthe Homburg,
terminating in the caverns of the Aglatond. The DecpingStream
runs the length of the valley. which is used by Gondor to hold

supplics for ses amiy in Calenardhon.

DEN LOKE

Type: Mountain Pass.

Elevation: 2,003 feet.

Geographic Area: Ered Mithrin/Hithaeglir.

Map Coordinates: Al |

A widc pass cxists where the Ered Mithrin meet the
Misty Mountains. The three horns of Mount Gundabad
loom over this passage from the northern Vales of the
Anduin into the frozen wastes.

DEN NURN

Typec: Mountain Pass.
Elevation: 2,900 feet.
Geographic Area: Mordor.

Map Coordinates: 116

The gap between the Ered Angurath and the Eregwath
provides passage from the plateau of Gorgoroth to the
plain of Nurn,

Oves

Passing through
Grasslands to
Mordor



DOL BARAN DONU

Type: Hill. Type: River.
Elevation: 3,200 fect. Length: 55 mules.
Geographic Area: Gondor. Geographic Area: Rhovanion.
Map Coordinates: G9 Map Coordinates: E17-D17
The southernmost foothill of the Misty Mountains is The Donu is a tributary ot the Celduin.
situated in the Gap of Calenardhon. |[Edelesboc]
DOLMED DRUADAN FOREST |
(TAWAR-IN-DRUEDAIN)

Type: Mountain.
Elevation: 6,390 feet.
Geographic Arca: Ered Luin.
Map Coordinates: B3

This mountain of the Eced [uinis home to the Dwart-  Map Coordinates: H13
ruins of Nogrod and Belegost. Dolmed was once the A tangled forest lies twenty miles northwest of Minas
tallest peak of the Blue Mountains, but it ctacked and  Anor. Thereclusive Wild Men inhabit the wood, protect-

collapsed upon itself with the Fall of Beleriand. At the  ingtheir privacy with fox-like cunning. Travellers keeping
foot of the mountain, in a valley called the Nan-i- to the road ate safe, and only the foolhardy venture into

Type: lI'orest.
Acea: 1,100 square miles.
Geographic Arca: Gonder.

Jugelers’ Hall, ! o s
South of the Naugrim, many of the Dwarves of the [ired Luin still the woods withous significanc force.
Deeping Coomb make their homes. [Drogil of Fornost]
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DUNHARROW

Type: Valley.

Arca: 18 square mules.
Geographic Arca: Ered Nimras.
Map Coordinates: H10

A wooded valley in the northern White Mountains is
the site of large numbers of Daen Coentis artifacts. One
entrance to the Paths of the Dead lies at the head of
Dunhatrow. Local folk of Calenardhon rightly regard the
site as haunted. Dunnish bandits occasionally use the
valley as an castly def ended refuge.

DUNSTREM

Type: River.

Length: 200 rmiles.
Geographic Arca: Enador.
Map Coordinates: F9-I7

A small buc lengthy river in Dunland, the Dunstrem’s
source is in the southern Miscy Mountains. and it emptics
nto the Gwathlo.

EGLADIL (E NAITH)
Type: Wooded Plain.
Area: 500 square miles.

Geographic Area: Nan Anduin.
Map Coordinates: EI |

Egladil is the name given by the Elves to the heart of
Lérien, the lands intheangle formed by theCelebrant and
the Andum.

EMYN ARNEN

Type: Hills.

Average Hilleop Elevacion: 700-900) feet.
Area: 1.000 squarc miles.

Geographic Arca: Gondor.

Map Coordinates: [14

The Emyn Arnen are pleasant hills of Harichilien, forty
miles southwest of Minas Ithil. Several mineral springs
with curative propertics make the Emyn Arnen a popular
destnarion for Gondor's nobility.

EMYN BERAID (TOWER HILLS)
Type: Hills.

Average Hillcop Elevation: 750-950 feet.
Arca: 1,150 square miles.

Geographic Area: Ertador,

Map Coordinates: 134
The Tower Hills are steep chalk downs marking the
approximate boundary berween the Shire and Lindon. A
Palantir which looks constantly towards Valinor is kept
n [:lostirion, a tower on the tallest of the Emyn Beraid.
(Drégil of Fornost’

EMYNEN

Type: River,

Length: 60 miles.
Geagraphic Area: Mirkwood.
Map Coordinates: C15

A small river drains the Mount.mns of Mirkwood and
washes into the Celduin. Swift in the first half of its
course, the Emynen becomes a tangled swamp as it nears
its end.

EMYN GULDUR

Type: Hills.

Average Hilleop Elevation: [,200-1.400 feet.
Arca: 2.000 squate miles.

Geographic Area: Mirkwood.

Map Coordinates: E13

Forested hills cover a large portion of southwestem
Mirkwood. The Emyn Guldur rest in the very nucleus of
the forest’s Shadow and are home to many Fell Beasts,
Spiders. and Trolls. Even the hearts of the very trees are
evil in this dark corner of Mirkwood.

EMYN-I-THANG

Type: Hills.

Avcrage Hillcop Elevation: [.250-1.500 fect.
Arca: LS00 square miles.

Geographic Arca: Mirkwood.

Map Coordinates: D13

The Emyn-i-Thang lie north of the Old Dwarven
Road through Mirkwood. The hills. once the home of
Silvan Elves, now hold a sinister reputation, as several
caravans on the road have disappeared nearby m recent
years.

EMYN MUIL

Type: Hills.

Average Hilltop Elevacion: 1,100-1.200 fect.
Arca: 2,900 square nules.

Geographic Arca: Rhovanon.
Map Coordinates: G13

The hills which lic north of the IFalls of Rauros are
composed of many jagged rises.

EMYN SUL (WEATHER HILLS)
Type: Hills.
Average Hilltop Elevation: 900-I,10() fect.
Arca: 2,500 square miles.
Geographic Area: [irtador.
Map Coordinates: C7-D7

A range of hills protects castern Arthediun, terminating
at the southern end in cthe peak of Amon Sal. The
fortresses in the Emyn Siil which look out over the
desolate lands to the East forin Arthedain’s first line of
def ense against Rhudaur and Angmar.




EMYN UIAL

Type: Hlls.

Average Hilltop Elevation: 700-1,000 fect.
Arca: 21,600 square miles.

Geographic Arca: Eriador.

Map Coordinates: BS

Unduliating hills lie north of the Nenuial in Arthedain.
Though the region is not particularly fertile, many of
Arthedain’s noble families choose to make their homes
here because of the hills’ stark beauty. Small copses dot the
valleys and provide cxcellent hunting for Arthedan’s
nobulity.

ENEDHIR

Type: River,

Length: 90 miles.
Geographic Arca: Eriador.
Map Coordinaces: G6

T his small river of southern Cardolan drains the inte-
rior of Encdwaith.

ENEDWAITH

Type: Interfluvial Uplands.
Arca: 31,250 square miles.
Average Elevation: 700 feet.
Geographic Arca: Eriador.
Map Coordinates: G6-F8

Encdwaith is a tenin describing alt of the land south of
the Gwathlo and north of the Ered Nunrais. Though
technically a part of Gondor. no attempt ts made by the
King ro adininister these sparsely populated lands. Tribes
of migratory Dunlendings andsccretive groupsof Driiedain
arc among the only inhabitants here. The lack of any
central authority in the region makes it extremely danger-
ous for travelers.

EN EGLADIL

Type: Moors.
Average Elevation: 800 fect.
Arca: 3,000 square miles.
Geographic Arca: Eriador.
Map Coordinates: D9

An open region of Rhudaur south of the Greac East
Road. the En Egladil was unpopulated until the Plague,
when large numbers of Dunmen chose to swear allegiance
to the Hillman King and settle in the region. The grassy
plan suits the Dunlendings well. who pursue their teadi-
tional occupation of herding.

EN EREDORATH

Type: Moors.
Average Elevacion: 750 feet.
Arca: 4.500 square miles.
Geographic Arca: Eriador.
Map Coordinates: D8

A wide expanse of open, uninhabired land stretches
between the Mitheithel and the South Downs. The plains
were once cultivated by the people of Cardolan, but the
fall of the royal fanily in T.A. I410 and the devastation
of the Plaguc led all farmers of the regton toseck the saf ety
of the Gw.achlé valley. High grass covers the plain, hiding

the foundations of the foriner farmsteads from sight.

EN UDANORIATH
Type: Steppe.
Arca: 40,000 square miles.
Geographic Area: Eriador.
Map Coordinates: A7-A8
A flat and frozen steppe lies between Angmar and
Arthedain, Orcish patrols on this plain are common, and

the lack ofgood hiding spots makes tt a dangerous place
for those not affiliaced wich the Witch-king.

EREBOR (THE LONELY MOUNTAIN)
Type: Mountain.
Elevation: 7,182 feet.
Geographic Arca: Rhovanion.
Map Coordinates: BIS

Erebor is an isolated volcanic peak in Rhovanion. forty
nules north of the Long Lake. The town of Dale nestles
between two spurs of the Mountain. Lirebor is the source
of the Celduin River and holds a number of caverns
belicved by the local Northmen to be haunted. A few
brave prospectors report finding gems and precious met-
als beneath the mountain, but few survive long enough to
grow rich from therr clarmns.

ERECH
Type: Hill.
Elevation: 4,730 feert.
Geographic Arca: Gondor.
Map Coordinates: H10

Erech ts a hill in Lamedon near the upper Morthond.
A great sphere of glassy rock rests atop the hill of Erech.
The Kings of the Dacen Coentis once sworc allegiance to
Elendil here, an oath they were to later break, thus scaling
their doom. Locals say that onc can see the forces of the
Dead gathcring at the Stone of Erech every might.



ERED ANGURATH
(MOUNTAINS OF SLOW DEATH)

Type: Mountain Range.
Length: 17S miles.
Average Peak Elevation: 5.000-5.500 feet.
Geographic Arca: Mordor.
Map Coordinates: 116-H17

A spur of the Ered Lithui divides the platcau of
Gorgoroth fromthebasin of Nurn. The peaksof the Ered
Anggrach rise only two thousand feec above the level of
Gorgoroth, makmg it a less formidable barrier than the
range to the north. Countless tunnels of Orcish origin
burrow through this black volcanic range.

ERED TARTHONION
Type: Mountain Range.
Length: 180 miles.
Average Peak Elevation: 6,300-6,800 feet.
Geographic Arca: Gondor.
Map Coordinates: ] 10

This nunor mountam range of central Dor-in-Ernil is
actually an arm of the Ered Nimrais. The Ered Tarthonion
blocks most land traffic across Belfalas except at a single
pass eastof LondEmil. The lower slopes hold many small
copses of slender pine trees for which the range is named.
The mountains are largely limestone, but they lack the
numerouscaves found in most similar ranges. Bespite the
presence of many unruly Bunnish tribes, the stcep and
forested mountains are scen as a place of beauty by most
Gondorians.

EREGION (HOLLIN)

Type: Moors.
Area: 16,000 square miles.
Average Elevation: 750 fect.
Geographic Arca; Eriador.
Map Coordinates: £8-E9

This holly-covered region of Eriador is the site of a
former Elvish kingdom. Once the home of the great
Jewel-smiths of Ost-in-Edhil, Sauron's forces sacked the
realm inS.A. 1697, Ercgionisaloncly place in T.A. 1640,
for fear of residual Elvish magic keeps the local Bunnish
tribes well away.

EREGWATH

Type: Mountain Range.
Length: 75 miles.
Average Peak Elevation: 4,800-5,200 teet.
Geographic Area: Mordor.
Map Coordinates: [15

A spur of the Ephel [Xach cuts into western Mordor,
dividing Gorgoroth from the lowlands of Nurn. Though
afairly low range, the Eregwath holds Orod Rauveleg, the
highest peak in Mordor.

ERUI

Type: River.

Lengeh: 85 miles.
Geographic Arca: Gondor.
Map Coordinates: 113

The Erui is a small river of Lebenuin, flowing from 1ts
source in the White Mountains near Lossarnach into the
Andum.

ERYN VORN (DARKWOOD)

Type: Forest.

Area: 560 square miles.
Geographic Arca: Eriador.
Map Coordinates: F4

A forest covers the entire cape known as the Rast Vorn.
Locals avoid the wood at all costs, citing stories of

Undead, Wild Men, and giant crocodiles.

ESTELIN

Type: Lake.

Arca: S square nules.
Geographic Arca: Eriador.
Map Coordinates: E8

The Estelin isasizeable mere on the Glanduin just west

of the ruins of Ost-in-Edhil.

ETHIR ANDUIN
(MOUTHS OF ANDUIN)

Type: Bclea.
Arca: 1,200 square miles.
Geographic Arca: Gondor/Harondor.

Map Coordinates: | 12

The Ethir Anduin is a broad, swampy delta tormed at
the juncture of the River Anduin and the Bay of Belfalas.
Inexperienced pilots find passage difficule, and pirates
prey upon craft which stray out of the main shipping
fancs.

ETTENMOORS

Type: Hills.

Average Hilltop Elevation: 1,900-2,300 feet.
Arca: 7.500 square miles.

Geographic Arca: Eriador.

Map Coordinates: B9
These Troll-infested and partly woodedhillsin Rhudaur
lie north of the Mitheithel.




FALLS OF RAUROS
Type: Waterfall.
Height: 160 feet.
Geographic Area: Gondor.
Map Coordinates: GI3

The great waterfall blocks the Anduin [20 miles
upstream from Osgiliath. Rauros is 160 feet high, and its
roar can be heard for ten leagues in any direction. Portage
is possible on the right bank at a winding staircase built by
the Kings of Gondor. A sinall garrison helps keep the

portage safe and assists in heavy labor.
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FANGORN

Type: Forest.
Area: 10,500 square miles.
Geographic Area: Gondor.
Map Coordinates: F10

The torest of Fangorn rests between the Misty Moun-
tains and the Wold. a remnant of the great wood which
covered alimost all of Middle-carth in the First Age.
Fangom is a lush and serene place filled with an endless
vartety of trees, due mainly to the efforts of the forest's
guardians, the Ents. Though nor violent by nature. the
Ents have a fearsome reputation, and neighboring folk are
happy to stay well away from the forest. Any venturing
into Fangorn must take care when building a fire or
gathering wood, for the Ents guard cheir charges well.

FAR DOWNS

Type: Hills.

Average Hilltop Elevation: 700-900 feet.
Area: 80 square miles.

Geographic Area: Ertador.

Map Coordinates: D4-DS

The Far Downs are a long yet steep chalk ridge which
marks the effective western limit of the Shire. Though
brave Hobbits occasionally travel as far as the Tower
Hills, there are no settlements past the Far Downs.

FEARAS

T ype: Mountain,

Elevation: 7,983 feet.
Geographic Area: Hithaeglir.

Map Coordinates: 9
The lowest peak in the Misty Mountains. Féaras is
reputed to be haunted.

FELAIGRAM

Type: Cliffs.

Average Height: 230 feet.
Geographic Area: Beleriand.

Map Coordinates: Bl

Protecting the shores of Forlindon, the Felaigram is
riddled with caves. A countless variety of sea-birds nests
in these cliffs, and cheir calls are as loud as the ceaseless

crashing of waves. [Drogit of Fornost

FIELD OF CELEBRANT
(PARTH CELEBRANT)

Type: Plain,
Area: 6,600 square miles.
Geographic Area: Nan Anduin.

Map Coordinates: FI 1
These broad meadowlands are bordered by the Rivers
Celebrant, Anduin. and Limlai'th.

FIELD OF CORMALLEN

Type: Forest Glade.

Area: 1.5 square miles.
Geographic Area: Gondor.
Map Coordinates: H14

TheField ts a clearing in the forests of northern Ichilien
named for the mighty culumalda trees which encircle it.

FIRIEN WOOD
Type: Forest.

Area: 800 square miles.
Geographic Area: Gondor.
Map Coordinates: H12

This forest of oak trees on the northern side of the
White Mountains 1s the sice of Halifirten, the last of
Gondor's northetn beacon-towers.



FORD OF BRUINEN
Type: Ford.
Water Depth: average depih: 2 teet.
decpesr: Gwirith 4 feet.
most shallow: Urui 9 inches.
Geographic Area: Eriador.
Map Coordinates: D10
The path off the Grear East Road to the Vale of

Imladnis leaves the road soon after the Ford.

FORD OF CARROCK
Type: Ford.
Water Depth: average depth: 4 fect.

deepest: Gwirith 6 feet.

wmost shallow: Narbeleth 2 feet, 6 inches.
Geographic Area: Nan Anduin.
Map Coordinates: Ci2

The Ford of Carrock is a dangerous crossing of the
Anduin at the site of a Beijabar holy place. The Carrock
isagreat rock in thecenterof the Anduin. Access from the
left bank ts fairly simple, but access from the night bank
s difficult without some flotation device, especally dur-
ing the spring meht. However, it is the first ford north of
the Bay of Belfalas at which one has neither to pay a toll
nor be subject to searches by Gondorian officials.

FORDS OF ISEN
JIACH ANGREN,
THRAID ENGRIN)
Type: Ford.
Water Depth: average depih: 2 feer.
deepest: Gwirith 3 feer.
most shallow: lvanneth 8 mches.
Geographic Area: Gondor/Eriador.
Map Coordinates: G9
A ford crosses the Angren in the Gap of Calenardhon.
An slet tn the center of the strcam marks the ford, which
s usable throughout rhe year and safe to most traffic.

FOREST RIVER (TAURDUIN)
Type: River.
Lenggh: 275 miles,
Geographic Area: Mirkwood.
Map Coordinates: B13-CI1S

The Taurdum flows through Rhovanion from its
source it the Ered Mithrin to itsmouthin the Long Lake.
For most of s course, the Forest River cuts through
Mirkwood, passing by the gates of Thranduil's palace.
After it leaves Mirkwood, the river slows and forms the
Long Marshes, a broad wetland filled with insccts.

GAER DURLITH

Type: Plain.
Area: 1,400 squarc miles.
Geographic Area: Mordor.
Map Coordinates: HI6-H17

The Gaer Dirlich is a bleak plain in castern Mordor,
filled with ash spewed from the volcano Orodruin. No
plants grow in the shifting duncs, and beasts and Orcs
avoid the region.

GAP OF ANGMAR
Type: Valley Entrance.
Width: 50 miles.
Geographic Area: Nan Angmar/ Eriador.
Map Coordinates: AY

The entry into the Nan Angmar is tormed by the two
norchern arms of the Misty Mountans. A steep rise,
dotted with a number of the Witch-king's strougest
holds, marks the Gap. making unobtrusive access to
central Angmar extremely difficult.

GAP OF CALENARDHON
Type: Valley.
Width: 45 nules.
Geographic Area: Gondor/Eriador.
Map Coordinates: G

The level valley between the Misty Mountains and the
White Mountains is known as the Gap of Calenardhon.
The fortress of Angrenost guards the Gap, which cur-
rently marks the Limic of effective Gondorian power in the
North. The Old North Road passes through the Gap as
well, making the region a bottleneck for traffic between
Eriadot and the lands in the Anduin basin,

GILRAIN

Type: River.

Length: 180 miles.
Geographic Area: Gondor.
Map Coordinates: 112

The Gilrain s a river of Lebennin 1in southern Gondor,
flowing from its source in the White Mountains to the
Bay of Belfalas by the city of Linhir. The Gilrain is
navigable for much of its length, and the fertile soil along
is banks draws many farmers to its valley.

GLADDEN (SIR NINGLOR)

Type: River.
length: 65 miles.
Geographic Area: Nan Anduin.

Map Coordinates: D12

This tributary of the Anduin rises in the Misty Moun-
tainsone hundred miles north of L orien and terminates in
a broad marsh.




GLADDEN FIELDS
(LOEG NINGLORON)

Type: Marshlands.
Area: 380 square milcs.

Geographic Area: Nan Anduin.

Map Coordinates: D12

Marshy boglands are situated between the Rivers Glad-
den and Anduin. [n T.A. 2, High-king lsildur met his
doom at the hands of a marauding Orc¢ party here, losing
Sauron’s One Ringandhis own lif e. Fif teen hundred years
later, a small colony of Stoor Hobbits still makes its home
on the Anduin banks, hiding their homes in the longgrass.

GLANDUIN (SWANFLEET)
Type: River.

Length: [25 miles.

Geographic Arca: Eriador.

Map Coordinates: E3

The Swanfleet flows west from its source in the Misty
Mountains to join up with the Gwathlé in a marshy delca
a few miles north of Tharbad. The Sirannon is the main

tributary of the Glanduin.

A Swachof | GLANHIR (MERING STREAM)

Clear Water
i the
Loeg Glankir

Type: Stream.

Length: 70 miles.
Geographic Area: Gondor.
Map Coordinates: HI2

The stream in northem Gondor which marks the

boundary between Anérien and Calenardhon is called the
Glanhir. The Glanhir's source is in the Firien Wood, and
it washes into the swamps at the mouth of the Onodlo.

GONDEITHEL
Type: River.
Length: 170 miles.
Geographic Area: Harad.
Map Coordinates: N/A

In the desert south of Umbar, the Gondeithel runs
underground for much of its course. The Gondeithel
enables plants and creatures to survive in the inhospitable
desert, but it is prone to flood suddenly, bringing death
where it once supplied lifc. [San Martorin]

GORGOROTH
Type: Plateau.

Elevation: 3.100 feet,
Area: 12,000 square mules.

Geographic Area: Mordor.

Map Coordinates: 115-H17

This dry, desolate plateau forms the northern half of
Mordor and is bordered by the ranges of the Ered Lithui
and the Ephel Duath. Thick layers of flood basalts,
deposited over many years, lif ted Gorgoroth half a mile
above the level of the Anduin, and it might as well be a
dif ferent world altogether from neighboring Ithilien. Its
landscape is hospitable only to Orcs, and the troops of
Gondor who visit it are rarely cager to return. Only
Orodruin and Barad-dir break the apparent plane of
Gorgoroth's horizon, but crags, fissures, and wide basins
of dust slow the traveller’s pace to amere crawl. Virtually
no sources of potable water exist on the platean. Idle
visitors are warned to avoid this land, the former strong-

hold of Saturon.

GREEN HILLS

Type: Hills.

Average Hilltop Elevation: 700-900 feet.
Area: 575 square miles.

Geographic Area: Eriador.
Map Coordinates: DS

Rolling hills cover the southern marches of the Shire
and provide a home to the gregarious Took clan.

GROP KODAR

Type: Mountain,
Elevation: 4.[86 feet.
Geographic Area: Ered Lithui.

Map Coordinates: H19
Grop Kodar is the lowest peak in the Ered Lithui,

GULDUIN (ENCHANTED RIVER)
Type: River.

Lengch: [00 miles.

Geographic Area: Mirkwood.

Map Coordinates: C14

A small but very fast and strong stream runs through
central Mirkwood, flowing from the Emyn-nu-Fuin into
the Taurduin twenty miles west of Thranduil’s palace. A
dread enchantment of an unknown source blights the
river’s waters, causing any who bathe in or drink from the
stream to fall into an unwakeable sleep for as long as a
week, with severe disorientation for a similar period.



GUNDALOK

Type: Plateau.
Elevation: 3.042 feet.
Area: 750 square nailes.
Geographic Area: Nan Andum.
Map Coordinates: A11-B1i

A platcaurises ncar the eastern approaches to the passes
across the Misty Mountains into Angmar. A sheer clift
limics access o the Gundalok to a few rugged trails, giving
the Witch-king instant knowledge of virtually any wes-
passers in his barren eastern marches. The gates of Mount
Gundabad alse empty out onto the plateau. creating a
large traffic of Orces and evil Men across the plain,

GWATHIRAUG

Type: Volcanic Basin.
Area: 190 square miles.
Geographic Area: Mordor.
Map Coordinates: |15

A pottion of the valley formed by the Eregwath and the
Ephel Dtiach isgeologically active. Greatsteaming swamps
and mud ports full the valley. and it is one of the few places
on Gorgoroth where one can find living vegetation.

GWATHLO (GREYFLOOD)
Type: River.
Length: 205 miles.

Geographic Area: Eriador.
Map Coordinates: F7-F6

The greatest river of Cardolan is formed by the
confluence of the Mitheithel and the Glanduin. The
Gwathl6 flows into Belegaer near the Niimenérean ruins
at Lond Daer. The current of the Gwathlo is slow yet
treacherous, due to shifting mud deposits and marshy
banks. Eachyearafter the snows melt, the Gwathlo floods
and occasionally forces the residents of Tharbad and
Sud(irt to seek higher ground. Despite these hazards to
navigation, there is a greac deal of river traffic on che
Gwarhlo, for the sea route to Gondor remains compara-
tively cheap and profitable. Great ships are too cumber-
some tor the waters of the Gwathlé, and shallow-drafe
barges arc the most commeon traffic on the river.

HARNEN
Type: River.
Length: 690 miles.
Geographic Area: Horad.
Map Coordinates: N/A

The Harnen defines the limit of Gondor’s southern
claims. The river rises in the southern Ephel Duath and
flows into Belegaerseutheastof Tolf alas. Many Haradrim
depend upon the waters of the Harnen for their survival.

HELKASIRIL

Type: Stream.

Length: 175 nules.
Geographic Area: Forochel.
Map Coordinates: A12

A tributary ro the Loékosir, the Helkasiril rises in the
Ered Mithrin and flows north through the Forovirkain.

HIGH PASS (DONCIRITH)

Type: Mountain Pass.
Maximum Elevation: 7,700 feet.
Geographic Area: Hithacglir.
Map Coordinates: C11

The High Passeast of Rivendellis one of the few routes
over the Misty Mountains. Due to harassment by the
Ores, travellers have opened a second pass which is higher
and more treacherous, yet safer {rom attacks. The low
route takes at least two days to cross on foot, the high
route considerably longer. Snow blocks the High Pass
trom lace autumn to early spring,

TACH CELDUIN
Type: Fords.

Water Depth: average depth: 3 fect.
decpesr Norui 4 feet.

most shalfow: Ivanneth 2 feet, 6 inches.
Geographic Area: Rhovanion.
Map Coordinates: D16

Fords cross the Running River where the Dwarf -road
through Mirkwood leaves the forest. IF'ew Dwarves now
use the fords, which are employed primarily by Northmen
and Dorwinrim.

IACH IAUR

(ATHRAD JAUR, OLD FORD)
Type: lord.
Water Depth: average deprh: 3 feet, 6 inches.

deepest: Gwirith S feet.
imost shallow: Narbleth 2 feet.

Geographic Area: Nan Anduin.

Map Coordinates: D12

The Dwarf-road crosses the Anduin between the
Carrock and the Gladden Marshes at the Athrad [aur. The
Old Ford receives no maintenance, and it becomes more
dangerous to use each vear. Nonetheless, it remains the
best crossing between Osgxhath and the northemn Vales.
A Dwarvish bridge called Nogothiane still crosses the
Anduin a half-mile north of the ford, but it is in ill repair
and a whole span is now missing.




IACH ONODLO (ATHRAD ONODLO)
Type: lFord.
Water Depth: average depth: 2 feet, 9 inches.

deepest: Lothron 4 teet.

most shallow: Ivanneth 1 foor. 6 inches.
Geographic Area: Gondor.
Map Coordinates: G11

Fordscrossthe River Entwashinnorthern Calenardhon.
The lach Onodlé marks the navigable linu't of the river,
and local farmersbring their produce here each autumnto
load it upon tlat-bottomed river craft.

ICEBAY OF FOROCHEL
Type: Bay.

Area: 5900 square miles.
Geographic Area: Forochel.

Map Coordinates: N/A

An arm of Belegaer protrudes into the frozen wastes
north of Arthedain. The Ice Bay is frozen nine months of
the year, but during the summer whales and seals may be

[Drogil of Fornost]

seen trom the rocky shores.

IMLAD ITHIL (MORGUL VALE)
Type: Valley.

Area: 16 square miles.

Geographic Area: Ephel Bijath.

Map Coordinates: HI 4

The city of Minas Ithil is located in rhis deep valley in

the Ephel Diath .

IRON HILLS (EMYN ENGRIN)
Type: Hills.

Average Hilleop Elevation: 2,800-3,200 feet.
Arca: 3.100 square miles.

Geographic Area: Rhovanion.

Map Coordinates: B17-BI &

A rugged and wooded region in eastern Rhovanion is
known as the Iron Hills. Rich tron deposits provide the
basis for a community of Dwarves here. The northern
slopes are windswept, barren, and resemble the Ered
Mithrin to rhe north. 'Edelesboc]

ISLE OF MENELTARMA
Type: Island.

Arca:?
Geographic Area: Belegaer.
Map Coordinates: N/A

Meneltarma is probably a tictitious isle in Belegaer
which marks the former site of the Island of Ndmenor.
Presumably, the island is the tip of Meneltarma, the
mountain which once held the Hallow of Enu.

ITHILDUIN

Type: River.

Length: 60 miles.
Geographic Area: Gondor.

Map Coordinates: HI4

Rising in the Cirith Ungol and flowing into the
Anduin, the Ithilduin is shallow. swif't. and unnavigable.
Nea its source. it tastes of brimstone and is not potable.

KHAND

Type: Plain.

Area: 100,000+ square miles.
Geographic Area: Harad.
Map Coordinates: N/A

South and east of Mordor is home to a substantial
number ot Easterlings. Khand is an arid and tnhospitable
land, and the nattves are descendants of Easterling tribes
who were forced out of more fertile lands in the East.

KHELED-ZARAM (MIRRORMERE)
Type: Lake.

Area: 3 square miles.

Geographic Area: Hithaeglir.

Map Coordinates: E10

An alpine lake rests in the Dimrill Dale by the castern
gates of Moria. The waters of Kheled-ziram are continu-
ally smooth, and one can always sce the seven stars of
Durin’s Crown reflected in it, even on a cloudy day.
Needless to say, the place is sacred to Dwarves.

KHELOR-DORNAL
Type: Mountain.

Elevation: 3,642 feet.
Geographic Area: Ered Mithrin.

Map Coordinates: ALG
Once mined by the Naugrim, Khélor-dornal 1s the
lowest peak in the Grey Mountains.

LAKE HYORD
Type: Lake.
Area: 42 square miles.
Geographic Area: Hithacglhr.
Map Coordinates: All
The coldand deep lake rothe north of Mount Gundabad

ts known as Lake Hyord. The Orcs use this lake for borh
transport and drinking water.

LANCRAST (STARKHORN)
Type: Mountain.

Elevation: 13.804 fect.

Geographic Area: Ered Nimrais.

Map Coordinates: HI0

Looming over the valley of Dunharrow, Lancrast ts
clearly the rallest peak in the Ered Nimrais. It keeps its
snow-cap year-round,



LANGFLOOD

The Northman name for the upper reaches of the
Anduin,

LANGWELL
(ANEITHEL, FORNANDUIN)

Type: River.

Length: 165 miles.

Geographic Arca: Nan Anduin.
Map Coordinates: B11-B12

One of the sources of the Anduin is this river of
northwestern Rhovanion. The Langwell rises on the
Gundalok near the peaks of the Hithaeglir claimed by
Angmar. Despite its foul origin. it i swift, clear. and
straight for most of its length.

LEBINNEVET

Type: Cape.

Area: 220 square miles.
Geographic Area: Gondor.
Map Coordinates: J1 1

I'he cape of Lebinnever swells between che cwo bays
forming the mouths of the Anduin and the Gilrain. The
watch-tower at the end of Lebinnever provides the last
chance for Gondor to receive warning of a sca-raid on

Linhir or up the Anduin.

LEFNUI
Type: Ruver.
Length: 320 miles.
Geographic Area: Gondor.
Map Coordinates: H7-]7
The Lefnui is a shallow and swift river of Anfalas in
western Gondor. The Lefmu rises near the gold mines in

the highlands and skires the southem slopes of the hills
until ie reaches the Great Sea by Andrast.

LHUGDHOL

Type: Mountain.

Elevation: 4.800 fect.
Geographic Area: Ephel Diiath.

Map Coordinates: N/A
Lhiigdhol marks the southeastern limit of the Ephel Ditath.

LHOUN
Type: Ruver.
Lengch: 625 miles.
Geographic Area: Eriador.
Map Coordinates: A4-C4

The River Lhiin in Arthedain drains and parallels the
chain of the Blue Mountains. A group of Northmen live
along the river and use it as the foundation for their
nomadic culture. The Lhin has neither ford nor bridge,
and duc to its scrong and cold current, one would be wise
to cross only in a sturdy boat.

LIMLAITH (LIMLIGHT)
Type: River.

Length: [90 mules.

Geographic Area: Nan Andum.

Map Coordinates: F10-F| 2
The Limlaith marks the approximate northern bound-
ary of Gondor. Starting in the Misty Mountans, the 109

Limlasth skires the northeen edge of Fangorn Forest

before it crosses abroad plain and washes into the Anduin

north of the Wold. Tir Limlight, the northernmost
outpost of Gondortanauthority, rests at the contluence of
the two rivers.

LINDAL

Type: Waterfall.

Height: 80 feet.

Geographic Area: Rhovanion.

Map Coordinates: C15
The falls at the souchern end of the Annen require a Docks of
time-consuming and costly portage. Tir Limlight
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LINDUIN

Type: River.

Length: 205 miles.
Geographic Area: Beleriand.
Map Coordinates: B2-C2

The River Linduin in Fotlindon is the greatest course
of water west of the Ered Luin. The Linduin rises in the
Bluc Mountains and rushes to meet the Gulf of Lhain by
the port of Forlond. The Elves claim that the Linduin was
once the River Gelion of Ossiriand, its course changed
during the Great Battle. If so, it is a pale shadow of what
it once was during the First Age. Dragil of Fornost]

LITHLAD

Type: Plain.

Area: 70,000 squarc miles.
Geographic Area: Mordor.

Map Coordinates: H17-J19
Lithlad is a grear plain of Mordor, located in the south
of that realm cast of the Sea of Num,

LOKOSIR

Type: River.

Length: Over 180 miles.
Geographic Area: Forochel.

Map Coordinates: A11-A10
The Lékosir runs north of Angmar, rising in the valley
betweenthe Ered Mithrin and the Hithacglir and ﬂowing

north. prcsumably washing into the Bay of Forochel.

LOSSARNACH
Type: Alluvial Valleys.
Area: 390 squarc miles.
Geographic Area: Gondor.

Map Coordinates: 113

Lossarnach contains many fertile valleys becween the
White Mountains and the Andutn. A few Daen Coentis
relics in the region suggest that this area was once a home
to that ancient people long before the arrival of the
Dinedain.

LOSSOTIL

Type: Mountain,

Elevation: 9,497 feet.
Geographic Area: Ered Luin.

Map Coordinates: A3
Lossotil s the tallest peak in the Ered Luin.

METHEDRAS

Type: Mountam.

Elevation: 15,987 feet.
Geographic Area: Hithaeglir.

Map Coordinates: I'9

The southernmost peak of the Misty Mountains is also
the range’s second tallest. The Tower of Orchanc stands
on its southern flank and the forest of Fangorn creeps up
its eastern side.

METRAST
Type: Cape.
Area: 1,250 square milcs.
Geographic Area: Gondor.
Map Coordinates: K10

The southern pointot the peninsula of Belfast, Metrast
is both a landmark and a hazard to navigators on the Nen
Beltalas. Shoals and dangerous seas permit only the most
experienced pilots to sail close to shore. Seals frequently
sun themselves on the rocky shores of the cape.

MIDGEWATER MARSHES
Type: Marshland.
Area: 360 squarc miles.

Geographic Area: Eriador.
Map Coordinates: D7

The swampland east of Bree is infested by all manner
of tnsects. The Great East Road skirts south to avoid
passing through the unpleasantly stagnant marshes.

MINDOLLUIN

Type: Mountain.

Elevation: 10,459 feet.
Geographic Area: Ered Nimrais.
Map Coordinates: [13

Mindollutnisthe casternmost peak ofthe Ered Nimrais.
The rock upon which Minas Anor rests is an castern spur

of Mindolluin.

MINHIRIATH
Type: Lowland Valleys.
Area: 28,000 square miles.
Geographic Area: Lriador.
Map Coordinates: FS-E6

Many streams and rivers flow through this southern
region of Cardolan between the Gwathlé and the
Baranduin. Minluriath is farnous for its ferrile farmlands.
The region is prone to the annual floods of its rivers,
however, and it is not as populous as it might be.



MINTYRNATH
Type: Highland Region.
Area: 23,000 square miles.
Geographic Area: Eriador.
Map Coordinates: E6-D7

This hilly upland region of Cardolan lies south of the
Great East Road and west of En Eredorarh. Mintyrnach
contains the South Downs. the Barrow-downs. the Pinnath
Ceren, and the high plains of central Cardolan.

MITHEITHEL (HOARWELL)
Type: River.
Length: 480 miles.
Geographic Area: Eriador.
Map Coordinates: C10-E3

The Mitheithel in Rhudaur flows west from the Misty
Mountains. passes through the Ettenmoors and the
Trollshaws, is joined by the Bruinen, and eventually
merges with the Glanduin to form the Gwathlo. The
Mitheithel’s current is too swif t for most craft to navigate,
and too powerful and cold ro ford easily.

MITHLIN

Type: River.

Length: 60 miles.

Geographic Area: Nan Anduin.

Map Coordinates: AI3-BI2

This small. cold. and swift river in northwestern
Rhovanionis reportedly the ultimate source of the Anduin.
TheMithlinrises in the pass through the Grey Mountains
which bears its name and flows just sixty miles before 1t
joins with the Langwell and other small tributaries ro
form the Anduin.

MORGAI

Type: Mountain Ridge.

Average Elevation: 4,700-4,800 fect.
Geographic Area: Ephel Ddath.

Map Coordinates: 114-HI14

A low mountain ridge east of and parallel to the Ephel
Duath forms Mordor's inner line of defense. Jagged and
steep. the thom-covered Morgai limics accessto Gorgoroth
to a single pass near Cirith Ungol.

MORMAEGON

Type: Mountain.

Elevation: 8,804 feer.
Geographic Area: Ephel Biarh.

Map Coordinates: 114

The callest peak in the Ephel Ddath, Mormaegon is a
black and twisted mountain, forined of a great block of
basalt.

MORTHOND (BLACKROOT)
Type: River .,
Length: 280 miles.
Geographic Area: Gondor.
Map Coordinates. HI0-110

The Morthond in western Gondor divides the lands of
Lamedon and Dor-in-Ernil from the province of Anfalas. The
river flows from its source in the Ered Nimrats te its mouth in
the Bay of Belfalas. The Ringl 1s its pricnary tributary.

MORVA TARTH

Type: Pear Bogs.
Area: 420 square miles.
Geographic Area: Eriador.
Map Coordinates: C9

These peatbogs lie in northern Rhudaur. A single track leads
through the Morva Tarth, and any who wander off it stand a
good chance of meeung a hidden doom. The local Hillmen
execute criminals by tossing them hog-tied into the merass.

MOUNTAINS OF MIRKWOOD
(EMYN-NU-FUIN)

Type: Mountain Range.
Length: 155 miles.
Average Peak Elevation: 4,800-5,300 fect.
Geographic Arca: Mirkwood.
Map Coordinates: D14-C15
This isolated chain of low igneous mountatns stands
near the center of Mirkwood. Conifers cover the slopes,
and only a few rocky peaks jut out above the trees.

MOUNTAINS OF RHUN
Typc: Mountain Chain.

Length: 160 miles.
Average Pcak Elevation: 3.500-4,500 feet.
Geographic Area: Rhovanion.
Map Coordinates: GI8-FI13

Little is known about these mountains to the East. The
black, glassy rock—Ilaen—which the Easterlings find
here suggests that they are of volcanic origin. The peaks
arenothigh, norare they particularly steep. The Easterlings
graze sheep and goats on their slopes. [Edelesboc]

MOUNT GRAM
Type: Mountain.
Elevation: 7,423 feet.
Geographic Area: Hithaeglir.
Map Coordinates: B9

Theservantsof the Witch-kinghave delvedamountain
fortress in the southern arm of the Misty Mountains
which forms the Nan Angmar. Gram is the most notori-
ous Orc-hold west of the Mountains, and no Man has
escaped from its depths alive with a coherent description
of its interior.




MOUTHS OF ENTWASH
ETHIR ONODLO, |
NTYN-—IN-—ONODLO)

Type: Delta.

Area: [.200 square miles.

Geographic Area: Gondor.

Map Coordinates: H12-H13

A marshy delta forms below the Falls of Rauros where

the River Entwash meets the Anduin. In just a few short

miles, the River Entwash transforms from a swift and

clear stream into a murky and dangerous bog. The

swamps of the Mouths are petilous to navigate, for the

waterways change overnight, and the fens are home to

many foul creatures. The flowfromthe Onodl6 forms the

marsh on the opposite bank known as Nindalf.

NANIL RUIN
Type: Marshland.
Area: 11 square miles.
Geographic Area: Hithacglir,
Map Coordinates: Al

Marshes lie by the eastern passes into Angmar in a
valley of the Hithaeglir. The Nanil Ruin is the site of
volcanic activity and contains many geysers, hot springs,
and small volcanoes. Were it not so near the center of the
Witch-king's realm, it would be a place of great natural
beaury and geological interest.

NAN-I-NAUGRIM
Type: Valley.
Area: 310 square miles.
Geographic Area: Ered Luin.
Map Coordinates: B3

A sheltered valley rests at the foot of Mount Dolmed
in the Ered Luin. A small celony of Dwarves makes their
home in cavernsalong the valley walls. For more inf orma-
tion, see Realms: Nan-i-Naugrim.

NAN LOKE
Type: Valley.
Arca: 3,700 square miles.
Geographic Area: Forochel.
Map Coordinates: A1l
The wide vale which lies north of the Grey Mountains
is predominantly a land of frozen tundra. A few Lossoth
may wander in Nan Loke, but most believe that only

Dragons and the patrols of Angmar brave this inhospi-
table land.

NARROWS

Name given by the Northmen to the narrow waist in
theoutline of Mirkwood [Forest wherethe two edges draw
close together. Passage between the East Bight and the
West Bight is facilitated by the Rad Angélaladh, a
Northiman trail through the forest.

NEN HITHOEL
Type: Lake.
Area: 320 square miles.
Geographic Area: Gondor/Rhovanion.
Map Coordinates: G13
This longlake on the Anduin s covered by mists most
of the time. The Pillars of Argonath mark the northern
limit of che lake, while the Falls of Rauros are at the

southern end. The noise of the Falls fills the valley of the
lake.

NEN-I-SUL
Type: River.
Length: 130 miles.
Geographic Area: Eriador.
Map Coordinates: D7-E8

This small river, roughly the boundary of eastern
Cardolan, rises on Weathertop and flows south until it
meets the Gwathlo. Many small villages of Feotar once
lined the banks of the Nen-i-Stil: most of these stand
deserted since the Plague.

NENUIAL (LAKE EVENDIM)
Type: Lake.
Area: 900 square miles.
Geographic Area: Eriador.
Map Coordinates: C5-C6

Nenuial s a teanquil lake in central Arthedain, known
for briliant optical eff ects accompanying sunsets on clear
days. The lzke is sacred to most Ditnedain, and several of
Arthedain's noble houses built cheir manors on its shores.
The sack of Anntiminas left the region around Nenuial
depopulated for over a century, with most local farmers
fleeing to the safety of Fornost Erain. Even with the best
efforts of King Argeleb. the region around the lake
remains largely deserted.

NIMRODEL
Type: Stream.
Length: 25 miles.

Geographic Area: Nan Anduin.

Map Coordinates: E11
The Elves claim that this stream in Lérien 1s named for
the Silvan maid who lives by its banks.

NINDALF (WETWANG)
Type: Marshland.
Area: 2,000 square miles.

Geographic Area: Rhovanion.
Map Coordinates: HI3-GI3

The joining of the Anduin and the Entwash tums the
region south of the Emyn Muil into a vast and tangled
wetland, home to several primitive tribes of Marshmen.



NIN-IN-EILPH (SWANFLEET)
Type: Marshland.
Area: 380 square miles.
Geographic Arca: Lriador.
Map Coordinates: E7

The confluence of the Rivers Glanduin and Gwathlé
forms this swamp in Cardolan to the east of Tharbad.
Numerous swans make the marshes theirhome,givingthe
regton the Westron name Swanfleet.

NUMERIADOR
Type: Alluvial Valleys.
Area: 20,000 squarc miles.
Geographic Area: Eriador.
Map Coordinates: A3-C3

The fronticron Acchedain’s western borderis known as
Numeriador. It comprises the land between the river
Lhin and the Blue Mountains, filled with rocky hills and
scattered woodlands. Since the Plague, Numeriador is
sparscly populated and loosely administered by che King

at Fornost.

NURN

Type: Intermontaine Basin.
Area: 75,000 square miles.
Average Elevation: 2,700 feet.
Geographic Area: Mordor.
Map Coordinates: J15-HI9

Num is not quite as high as Gorgoroth. and a number
ofrivers help ro make the regton considerably more fertile.
Despite the promise of decent farmlands and iron mines,
Gondorians are unwilling to risk the trek across Gorgoroth
to exploin Nurn's resources. As a result, Orc tribes now
claim the valley as their own.

OGLORB GLACIER
Type: Glacier.

Area: 30 square miles.
Geographic Area: Hithaeglir.
Map Coordinates: Al ]
A massive tce sheet mthe northern Misty Mountainsis

the source of Lake Hyord. The Oglorb Glacier lics justa
few miles north of the Goblin-hold of Mount Gundabad.

OILAD
Type: Plain.
Area: 20,000 square miles.
Geographic Area: Eriador.
Map Coordinates: C7-C8

Qilad is a sparsely populared plain about 100 miles
wide between Arthedain andRhudaur. Low grasses cover
the gently rolling landscape. Angmarean patrols are com-
mon here, and even the Hillmen stay away whenthey can.

[Drégil of Fornost

ONODLO (ENTWASH)
Type: River.
Length: 360 miles.
Geographic Area: Gondor.
Map Coordinates: F10-HI3

The Onodlé originates in the Misty Mountams near
Fangorn Forest and flows south and cast until it joins the
Anduin in a broad series of marshes. The Onodl6 carsies
much of the grain produced in Calenardhon to the rest of

Gondor.
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OROD EDHELION

Type: Mountain. of Fangorn

Elevation: 6,900 fect.
Geographic Area: Gondor.

Map Coordinates: ] 10
Named for the first Prince of Dor-en-Ernil, Orod
Edheclion is the highest mountain in the Ered Tarthonion.



OROD ELWE

Type: Mountain.

Elevation: 6,824 feer.
Geographic Area: Ered Luin.

Map Coordinates: E3
Orod Elwé ts the southernmost peak in the Blue Mountains.

OROD RAUVELEG
Type: Mountain.
Elevation: 9.055 fCt‘t.

Geographic Acea: Mordor.

Map Coordinates: 115
The highest peak in Mordor, Orod Rauvcleg punctuates the

Eregwath, where it looms ominously over the Den Nurn.

ORODRUIN (MOUNT DOOM)
Type: Mountain.

Elevation: 8.100 feet.

Geographic Area: Mordor.

Map Coordinates: HIS

Located in the center of Gorgoroth, Orodruin domi-
nates the plateau The volcano is prone to small eruptions,
spewing ash and lava across the region. A volcanic waste-
land sucrounds the mountain, where cracks in the eacth
ooze forth magma and steam just as Orodnun does.
Sauronbetrayed the Elveshere by forgingthe RulingR ing

at the Sammath Naur deep in the bowels of the mountain.

OVERBOURNE
Type: Marshland.

Area: I75 square miles.
Geographic Area: Eriador.

Map Coordinates: D6
These marshes in the southern Shire are located on the
right bank of the Baranduin.

PARTH GURTHIL
Type: Plain.

Area: 450 square miles.
Geographic Area: Nan Angmar.

Map Coordinates: AT0
Nota scrap of vegetation grows on this flat plain inthe
northern part of the Nan Angmar.

PELLENOR FIELDS

Type: Plam.
Arca: 180 square mules.
Geographic Area: Gondor.
Map Coordinates: [13

The level and fertile lands surrounding the city of
Minas Anor are home to the estates of many of the city's
nobility. Every decade or so. the Anduin floods and covers
these lands with a new layer of soil.

PERTH SARNEN
Typc: Basin.

Area: 1,700 square miles.
Geographic Avea: Harad.

Map Coordinates: N/A

A rugged and rocky region of Umbar lies below sea
level. The jagged terrain provides many hiding places for
a variety of poisonous beasts.

PERTH ULMYN
Type: Plain.

Area: 1.050 square miles,
Geographic Area: Mordor.
Map Coordinates: 115

This level, volcanic plain lies in Mordor south of
Orodruin. Harsh winds keep this region of Gorgoroth
free fromash and expose che black basalr of rhe plateau in
many places.

PINNATH AEGRING (COLDFELLS)
Type: Hills.
Average Hilltop Elevation: 2,200-2.500.
Area: 5,800 square miles.
Geographic Area: Eriador.
Map Coordinates: C10-CI1

Jagged, windswept downs in northern Rhudaur fonn
the most rugged foothills of the Hithaeglir. Steep gorges
filled with rushing streams slash the landscape. The
Coldfells are covered with scattered woodlands and are

inhabited by Trolls, Hillmen, and huge herds of Losrandir.

PINNATH CEREN (RED RIDGES)
Type: Hills.
Average Hilltop Elevation: 900-1.200 feet.
Arca: 320 square mules.
Geographic Area: Eriador.
Map Coordinates: D6-E6
Hills lie in northern Cardolan along the left bank of the
Baranduin. The Pinnath Ceren are home to a number of

native Eriadorans, still resentful of the Danedain who
took their lands and destroyed cheir forests.

PINNATH GELIN (GREEN RIDGES)
Type: Hills.

Average Hilltop Elevation: 2,000-2,400 feet.
Area: 15,000 square miles.

Geographic Area: Gondor.

Map Coordinates: 18

Though the hills which dominate Anfalas are fertile
and well-sheltered from the rough winds that come of fthe
Sea, few Gondorian farmers make their homes here, due
to the numerous Dunlending tribes in the region and the
isolation from the rest of Gondor. The Dunnish Queen
Caldwinna holds her court in these hills.



PINNATH TEREG (TROLLSHAWS)
Type: Hills.

Average H)Utop Elevation: 1,600-1,900 feet.
Area: 5,600 square miles.

Geographic Area: Eriador.

Map Coordinates: D9

The Pinnath Tereg are a series of forested hills in
central Rhudaur. True to their name, the Pinnath Tereg
arc home to a large population of Trolls who provide no

end of troubles for the local Hillmen.

POROS
Type: River.
Lengch: 230 miles.
Geographic Arca: Harondor.
Map Coordinares: | [4-][2

This river of southern Gondor marks the administra-
rive boundary between Harithilien and Harondor. The
Poros rises in the Ephel Diathand meets the Anduin forty
miles south of Pelargir. Ships of fair size can navigate it as
far as the Crossings.

PROSAPAT
Type: Mountain.
Elevation: 8,963 feet.
Geographic Arca: Ered Lichut.
Map Coordinates: HI16
L.ooming over the plain of Gorgoroth, Prosapat s the

highest peak in the Lred Lithui.

RAMMAS FORMEN
Type: Highland Moors.
Arca: 2,100 square miles.
Average Elevation: 450 feet.
Geographic Area: Eriador/Forochel.
Map Coordinates: 86-A6

Bleak highlands lie between Arthedain and the wastes
of Forochel. The Rammas Formen is a windswept and
uninhabited land. avoided by the Lossoth and Diémnedain
alike. Acthedzin maintainsawatchon the Rammas Formen,
but a manpower shortage since the Great Plague has
forced King Argcleb to withdraw his troops into a tighrer
circle around Fornost Erain. The King's Rangers are the
only folk who wander hete now.

RAST ARNOR
Type: Cape.
Area: 400 square miles.
Geographic Area: Eriador.
Map Coordinates: G5

The cape in Cardolan southwest of the ruins of Lond
Daer is known as the Rasc Amor. Legend holds that the
cape once marked the southern limit of Elendil's origtnal
Kingdom of the North. but the name of the cape is
certainly of a much later origin, perhaps given by mariners
of the South who sought landmarks ncar the rivers nto
the center of that realm.

RAST VORN (DARK CAPE)
Type: Cape.
Arca: 2,000 square miles.
Geographic Area: Eriador.
Map Coordinates: F4

The Rast Vorn is covered alrnost entirely by a thick
forest, rumored by the locals to be haunted and filled wich
Wild Men. The castern shore of the cape contains many
dense swamps, while the western portion conceals many
shoals. Due to these hazards, and the perils of the woods,
mariners avoid the Rast Vornat all costs.

REDHORN GATE
Type: Mountain Pass.
Elevation: 8,650 feet.
Geographic Area: Hithaeglir.
Map Coordinates: E10

The pass across the Misty Mountains in the vicinity of
Khazad-dim is named for the highest peak in northwest-
ern Endor. Those not foreunate enough to use the road
under the mountains must travel by this winding and
dangerous pass. The Redhorn Gate is blocked by snow
during the winter months and is difficult for wagons even
in excellent weather. On the positive side, the pass’
proximity to the Dwarven folk results in very few Orc
artacks on those making the crossing.

RHUN
Type: Plain.
Arca: 800,000+ square miles.
Geographic Area: N/A
Map Coordinates: N/A

Rhiin is the name given by the Danedain to the lands
to the cast of Rhovanion. The lands of Rhiin are. accord-
tng to the reports of traders from Dorwinion, predomi-
nantly composed of wide prairies and steppes. Beyond
these grasslands lie greac mountains and the lake of
Helcarth, che place where the Elves first looked upon che
stars. Exotic spices and healing herbs flow from the East,
along with silks and finely carved items of jade and ebony.




RIMMON

Type: Mountamn.

Elevation: 5,600 feet.
Geographic Area: Ered Numnrais.
Map Coordinates: H12

This low mountain in the northern Ered Nimrais holds
one of the beacon-towers of Gondor.

RINGLO
Type: River.
Length: 200 miles.
Geographic Arca: Gondor.
Map Coordinates: [10

The Ringlé riscs inthe White Mountains near Ethring,
from where it flows southwestuntilit joins the Morthond.
Small craf rcan navigare the Ringld, but most of the White
Mountain ores travel by land to Linhix, where they arc

loaded aboard ships bound for the rest of Gondor.

RONEN-IN-ANDUIN
Type: Highland Plains.
Area: 2,500 squarc miles.
Geographic Arca: Nan Anduin.
Map Coordinates: BI 2

The fells between the v-ariousdales whose streams make
up the source of the Anduin lic in the shadow of the Ered
Mithrin. The Ronen-in-Anduin is a windsweprt land.
covered with licele vegetation orher than heatherand alow
carpet of grass.

SARCH NIA LINQUELI#:
(WITHERED HEATH)

Type: Basin.
Area: 8,600 square milcs.
Geographic Area: Ered Mirhrin.
Map Coordinates: AIS-Al 6

This uninhabitable volcanic basinlies between the two
eastern arms of the Ered Mithrin. The plain is filled with
dry lake-beds, scorched patches of carth, and stccaming
swamps. Many Dragons make their lairs here, living n
mountainside caverns or in hollow mounds upon the

plan.

SARN FORD (ATHRAD SARN)
Type: Ford.
Water Depth: average depth. 2 tect, 6 inches.

dttpesﬁ Gwirith 4 feet.

most shalfow: irus 1 foot.
Geographic Area: Eriador.
Map Coordinates: E6

The Athrad Sarn is a reliable ford on the Batanduin
south of the Shire. The King of Arthedain garrisons and
maintains the ford, keepingan cye on affairs in Cardolan
from this vantage point.

SARN GEBIR

Type: Rapids.

Geographic Area: Gondor/Rhovanion.
Map Coordinates: GI3

The Anduin roars with a dangerous set of rapids just
north of the Nen Hithoel A portage around the rapids
exists on the right bank. Only experenced river pilots
should atcempr to navigate the Sarn Gebir.

SERNI
Type: River.
Lengeh: 110 miles.
Geographic Area: Gondor.
Map Coordinates: 112-]12
The Senw, a rributary of the Gilraur, rises n the
southern foothills of the Ered Nimrats and tlows south-
west for [10 miles bef ore it reaches the Gilrain ar Linhie.

SIRANNON

Type: River.

Length: 120 miles.
Geographic Area: Eriador.

Map Coordinates: L9
The Sirannon runs from the West-gate of Moria to
iect the Glandumn by the ruins of Ost-in-Edhil.

SIR LANTALAITH
Type: Stream.
Length: 40 nules.
Geographic Area: Eriador.
Map Coordinates: I'9
In cenjunction with the Glanduin, the Sir Lantalaich

forms the headland upon which Ost-in-Edhil was buile.

SIR MORVA
Type: Stream.
Length: 115 miles.
Geographic Area: [:riador.
Map Coordinates: C9
The Sir Morva ts a tributary stream of the Micheithel
which originates in the peat bogs of the Morva Tarth. The

waters of the Sir Morva run a deep brown and are nor fie
to drink.

SIRROS

Type: River.

Length: 125 nules.
Geographic Area: Nan Anduin.

Map Coordinates: C12
The Sirros flows from the eastern slopes of the Misty
Mountains to meet the Anduin by the Northman town of

Macthelburp.



SNOWBOURN (LOSSEITHEL)
Type: River.

Length: 80 miles.

Geographic Arca: Gondor.

Map Coordinates; (G10-GI |

The Snowbourn, a tributary of the Onodlé, originates
in the vale known as Dunharrow and crosses the plain of
Calenardhon before it ineets the Entwash south of the
town of Onodrith.

SURUBEKI

Type: River.

Lengeh: 115 miles.
Geographic Arca: Rhovanion.

Map Coordinates: H20
The Stirtibeki ts a shallow niver which teeds nco che

Gaer Rhdinen, (Edelesboc)

TALATH HARROCH
Type: Plain.
Arca: 65.000 square miles.
Geographic Arca: Rhovanion.
Map Coordinates: F13-FIS

This wide. tlat grassland once held for Gondor the
promise of a new supply of grain. The turmoil of che
Plaguc dashed that hope, and now, although Gondorstill
holds: a claim to this broad prairic, only the horse-lords of
the Eothraim and several small cribes of Lasterlings

inhabut the Talath Harroch.

TALATH MUIL

Type: Highland Moors.
Average Elevation: 450 feer.
Arca: 7,200 square niles.
Geographic Arca: Emador/FForochel.
Map Coordinates: A4-AS
Rugged highlands form the northwestern marches of
Arthedam. Low grass is the only living thing on this
windswept plaim, shunned even by the hardy L.ossorh.

TALATH NAUR
Type: Desert Waste.

Area: 200,000+ square miles.
Geographic Arca: Harad.

TALATH OIOHELCA
(NORTHERN WASTE)

Type: Wasteland.

Arca: 100,000+ square miles.
Geographic Arca: Forochel.
Map Coordinates: A15-Al7

Talath Otohclca isa general cerm for lands north of the
Ered Mithrin. According to reports of Dwarven prospec-
tors. Dragons arc the only inhabitants of this bleak and
inhospitable regton. The frozen plains extend for dozens
of leagues into an uncxplored waste.

TARLANG

Type: Mountain Range.

Length: 60 miles.

Average Pcak Elevation: 4,500.5,000 fect.

Geographic Arca: Gondor.
Map Coordinates: HIO

Anaonofthe White Mountains stretches south tnto Lamedon
in southern Gondor. Tarlang is not a particularly high range, but
its steep slopes provide a formdable barrier to most traffic.

’ TARLANG'S NECK Grasslands
Map Coordinates: N/A Tvoe: Mountain Pas. of the
A wide, desolate. and flat desert fills the land south and ype y n Talath Harroch

Elevation: 1,075 fect.
Geographic Arca: Gondor.
Map Coordinates: H10

Tarlang’s Neck threads the gap between Tarlang and
the Ered Nimrais. Contrary to popular belief, the pass was
not named for a Dunnish warrior-king named Tarlang,
bur for the large quantitics of high-iron ore produced in
the nearby range. Passage is casy through the Neck, which

is gently sloped and almost never blocked by foul weather.

east of Umbar. The Talath Naur is known to the local
folk as the Sea of Fire, and it is aptly named. Travel across
the desert is nearly iunpossible for those without knowl-
edge of the ways of IHarad, for the sands grow horenough
to bake a person alive during the day. The glare of the sun
across the sand will blind a Man, if the swirling sands do
not do so first. [San Marcorin)



TAUR TAUR (OLD FOREST)
Type: Forest.

Area: [,.350 square miles.
Geographic Area: Eriador.
Map Coordinates: D6

The Taur laur is a dense woodland lying between the
Tyrn Gorthad and the Shire. The Old Forest is a fragment
of the vast woodland which covered most of Middle-
carth. The heartsof many of the forest’s treesareblack and
spiteful towards Men and Hobbits. Some cven say that
the treesattack intcudersen the forest. Whatever the truth
of these stories, many venturing into the Taur laur are
[Drégil of Fornost]|

never seen agam.

TAUR ROMEN
Type: Forest.
Arca: 11,500 square miles.

Geographic Area: Rhovanion.
Map Coordinates: E20-E21

Based on the few reports available, the Taur Romen is
a large forest of cedars on the shores of the Gaer Rhunen.
It 1s the [ast source of timber for many leagues to the Last,

[Edelesboc]

TOL BRANDIR (TINDROCK)

Type: Island.
Area: 4 square miles.
Geographic Area: Gondor/Rhovanion.

Map Coordinates: G13

Tol Brandir guards the Anduin immediately north of
the Falls of Rauros. The shores of Tol Brandirare steep-
sided clifts, making access by man or beast impossible.

TOLDIL
Type: Island.

Area: 16 square mles.
Geographic Area: Nen Belfalas.
Map Coordinates: K11

Near the mouths of the Gilrain, Toldil is a familiar
sight tonavigators along the Bay of Belfalas. Shoals off the
island's shores make the area a hazard for mariners, and a
beacon-tower warns ships away.

TOLFALAS
Type: Island.
Area: 1,300 square miles.
Geographic Area: Nen Belfalas.
Map Coordinates: K11

Many strange beasts and birds found nowhere clse in
Middle-earth inhabit this volcanic isle. Tolfalas is a royal
protectorace, administered directly by the King's will,
Though it has few good harbers. it is an important watch-
station for sea-borne raiders and pirates. See Realms:

Gondor—Tolf alas.

TOL GLINGAL
Type: Island.

Area: 3 square miles.
Geographic Area: Nen Umbar.
Map Coordinates: N/A

Sicuated near the center of the Bay of Umbar, Tol
Glingal s the home of many giant Miimak Seals. The
island was where the Ndmen6rean king Ar-Pharazén first
landed in S.A. 326[ when he set out to conquer Sauron.

TOL UIALGAER
Type: Island.

Arca: 7 square miles.
Geographic Area: Belegaer.
Map Coordinates: N/A

A group of small islands lie 120 miles off the coast of
Umbar, uninhabited except for turtles, scabirds, and seals.
Ruins found here by Nimenérean sailors suggest that
these islands were used by the [Daen Coentis as a holy site.
although neither they nor their descendants were ever
great seafaring peoples. Some scholars believe that the:
islands represent the former coastline of Umbar, before
the Great Barttle of the Valar and Morgoth shattered the
lands of the West. [San Martorin]

TYRN FORMEN (NORTH DOWNS)
Type: Hills.
Average Hilltop Elevation: 1,900-2,300 feet.
Area: 3,300 square mites.
Geographic Area: Eriador.
Map Coordinates: C6-B7

The NorthDownsare steep and jagged ridges northof
Fornost in Arthedain, The North Downs hold many
castles and watch-towers o guard against raids by Angmar,
which lies only a few dozen leagues to the cast.

TYRN GORTHAD
(BARROW-DOWNS)

Type: Hills.
Average Peak Elevation: 800-1,200 feet.
Area: 875 square miles.

Geographic Area: Eriador.
Map Coordinates: D6

The Barrow-downs are a series of chalk and imestone
ridges in northern Cardolan situated between the Taur
Iaur and Bree-land. Royal burial mounds dating back to
the First Age rest atop many of the lulls, and the Kings of
Arnor and Cardolan also chose the site as their last resting
place. Bue to the Dinadan preoccupation with death,
many of the barrows are quite claborate and filled with
traps. Since the Great Plague, rumors about terrif ying
undead living in the Tyrn Gorthad have begun to circu-
late. The Bree-landers refuse to travel upon the hills alone
or at night and claimi several townsf olk have disappeared
in recent years.



TYRN HYARMEN (SOUTH DOWNS)
Type: Hills.
Average Peak Elevation: 1,000-1,500 fect.
Arca: 5,100 squiare miles.
Geographic Arca: Eriador.
Map Coordinates: D7

A scries of steep rises in northern Cardolan, cthe Tyrn
Hyarmen are actually a part of the Barrow-downs, but are
separatcd from them by a broad gap through which the
Greenway passes. This, and the lack of the oppressive
fecling of death present in the Barrow-downs, causes the
locals to refer to the South Downs as an entircly dift erent
terrain feacurc. They arc covered with a thick. low grass,
and many sheep graze upon the sunny slopes. The Tyrn
Hyarmen once supported a much larger population, but
many residents fled to Tharbad after the Plaguc.

UDUN
Type: Valley.
Area: 900 sqquare miles.
Geographic Arca: Ephel Duath/Ered Lithui.
Map Coordinates: HI 4

Udén is a ciecular valley in Mordor between Carach
Angren and Morannon, formed by a violent volcanic
upheaval. The valley gradually rises in altitude from che
level of the Anduin basin to the plateau of Gorgoroth.
Uduin is a bleak place. without trecor beast. Caves in the
steep walls and cliffs of the vale are home to small tribes
of Orcs and Trolls who somchow manage to avoid
Gondot’s patrols.

UIALDUIN

Type: River.

Length: 100 miles.
Geographic Arca: Eriador.
Map Coordinates: BS

The Ulalduin drains the Emyn Uial and flows into amarshy
plain where it meets the River Lhin.

ULDONA
Type: River.
Length: 135 miles.

Geographic Arca: Rhovanion.

Map Coordinates: F18-E17
The Uldona is a triburary of the Celduin with a source
in the Mountains of Rhén.

UNDEEPS (DOR FIRNEN)
Type: Ford.
Water Depth: average depth: 4 fect.
deepest: Lothron 6 fecr.
most shallow: Ivanneth 3 feer.

Geographic Arca: Gondor/R hovanion.
Map Coordinates: IF[2

Shallows near the Wold permit passage across the
River Anduin. The Northmen also use the terin Undeeps
to describe the hills which surround the fords.

UTHRAEL BEOAC
Type: Platcau,
Elevation: 2,970 fect.

Area: 80 square miles.

Geographic Area: Ered Mithrin.
Map Coordinates: A13

This plateau in the central Greey Mountains is the site
of a First Age Adan burial site.

WHITE DOWNS
Type: Hills.
Average Hilltop Elevation: 700-800 feet.

Area: 60 square milcs.

A First Age
Barrow in the

Tym Gorthad

Geographic Area: Eriador.
Map Coordinates: DS

Low and gentle chalk hills in the Shire. the White
Downs are the site of Michael Delving and a number of
other small villages. [Drégil of Fornost]

WITHYWINDLE
Type: River.
Lengch: 40 miles.
Geographic Arca: Eriador.
Map Coordinates: D6

A small river drains the Old Forest. rising in the Tym
Gorthad and atributary of the Baranduin. Hobbit
talesstace that the most evil and dangeroustrees of
the Old Forest stand along the Withywindle.

Drégit of Fornost

Royal Barrow
in the
Tyrn Corthad



King's Guard

in Bree

WOLD

Type: Hills.
Average Hilltop Elevation: 1.200-1.400 feet.
Area: 7,300 square miles.
Geographic Area: Gondor.
Map Coordinates: IF12

The Wold is a grassy, hilly region in northem
Calenardhon, bordered by the Rivers Limlaithand Anduin
to the north and easr and by the forest of Fangorn to the
west. The Wold 1s higher than the surrounding lands, and
the Anduin cuts through anarrowvalley at its. Many steep
dales riddle the Wold, providing hiding places for Orcs
and brigands. Across the river lie the Brown Lands. which
are actually the eastern extension of the Wold.

ZIRAK-ZIGIL
(CELEBDIL, SILVERTINE)
Type: Mounrtain.
Elevation: 15,499 fcet,
Geographic Area: Hichaeglir.
Map Coordinates: E10
One of the three mountains above the Dwarf-city of

Khazad-dim, Zirak-zigil is sacred ro the Naugrim. At its
peak stands a watch-post known as Durin’s Tower.

Here ends the Book of Camagal,
a bumble scholar in the service of the King.

5.0 TRADE ROUTES

The following text describes overland routes of travel
in Endor as well as common sea passages. The overland
roads, paths, and tracks are discussed first. Sea routes
follow.

S.I LAND ROUTES

A brief paragragh summarizes the terrain and peoples
through which cach route travels. Following this text, a
table provides nulcage and an assessment of the degree of
danger typical of diff erent segments of cach road or trail.

TiEe GreaT EAST ROAD

Extending from the Elvishcity of Mithlond to the halls
of the Dwarvish smiths in the Iron Hills, the Grear East
Road travels a nearly straight line through highly varied
terram. It traverses southern Arthedain, Rhudaur, and
Rhovanion, connectmg the towns of Mithlond, Brec,
Imladris, and Esgaroth.

In Rhudaur, the road ts plagued by robbers, Trolls, and
exorbutant rtolls imposed by the Hillman King Broggha.
Ores dominate the main pass through the Misty Moun-
tains, forcing passage through a secondary, higher route.
At any rare, the passes arc cffectively blocked by snow
between [December and March.

Futthermore, once a traveller crosses the Anduin at the
lach laur, he must face the spiders and Ores of Mirk wood.
Many travellers now abandon the Dwarven path through
the forest, head up the Anduin to Macethelburg, and rake
thessaf erif less well marked Elven pach through Mirkwood.
Predictably, traffic west of Rhudaur is fairly heavy but
becomes quiteirregularin Rhovanion. West of the Moun-
tains, the road is smooth and well-packed, but it has never
been paved. In Rhovanion, the Great East Road is little
more than a narrow set of wagon ruts, and the under-
growth in Mirkwood of ten blocks casy passage.
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In order to determine the distance a character can
travel ina single day, the GM should sse the travel speed
charts in Rolewmaster’s Character, Law ot MERP or can
estimate 2.5/ 4 mph for walking/riding along a road. A
GM should also take into account both the terrain
through which a road passes and the quality of that road.

A mountain pass will prove a slower road than a path
across an open plain, even though both roads are rated
as standard. Likewise, a secondary road (sec) may only
be a pair of rough-cut wagon ruts and prove little berter
than cross country travel in poor weather. In open
country, a trail (erl) may only be a sertes of markers to
keep cravelers from becoming lostand offer no substan-
tial benefic co travel times ac all. If a party is planning a
trip across rough country, though, they would be wise to
stay on recognizable trails to avoid more unpleasant
encounters.

TrAVEL TPs roR THE GM

Intheend. rates of travel should be up tothe GM, who
should keep in mind that a party can only travel as fast
as its slowest member. Carts and wagons should, in
general, be confined to primary and secondary roads.
Passes across the mounrains may be the only means to
cross the major ranges unless a group has special training
and equipment.

The safety classifications are given to help groups of
player characters plan long range travel, and to give
Gamemasters guidelines as to the frequency and poten-
tial danger of encounters. GMs may want £o use encoun-
ter charts provided in the various Middle-earth cam-
paign modules or design general encounters around the
indigenous wildlife and cultures. At any rate, in long
distarice ttavel, GMs should limit. minor random en-
counters to no more than one or two per day. lest play
become bogged down. Rather, he or she should describe
the surrounding terrain and typical non-threatening
encounters to the party to give them the flavor of the
region through which they are passing.

THE OLD NorTH ROAD

Connecting the two ancient Nitmenérean Kingdomsin
Exile, the Old North Road runs from Fornost Erain to
Minas Anor, passing through Bree, T'harbad, and Calmirié
along the way.Crossing through the Gap of Calenardhon.,
it is the only reliable route through the barrier formed by
the Misty Mountains and the White Mountains. Thus, it
1s well-travelled and faidy safe. though internal strife in
Cardolan and squabbles among the chief tains of Dunland
are beginning to make travel along the road a more
dangerous proposition.

Tolis are fairly heavy, especially in Cardolan, despite
the lawlessness which secms to reign there. Legend holds
that the road was buile on the order of the High-king
Elendil the Tall. who sought to connect his two lands.
Intnially paved with stone slabs, the road is in poor repair
along many stretches, especially through Dunland. Even
where the original stones have disappeared. the road
conststs of packced carth, raised in the center to allow water
to run of f. Trees once lined most of the road like columns,
providing shade and fruitco weary travellers. The pleasant
beauty stll provided by the surviving trees in Cardolan
carned the road the name Greenway.

OLp NorTH RoaD
Aka: laur Men Formen, Greenway, Tiar Harrar,
Tarmen-i-Numen, Great West Road. Arlen-in-
Ann(in, Men Galen, Anntiminas Road.
Annuminas-Rood S50 mi  (sec)moderate
Rood-Fornost 40 mi (sec) safe & easy
Fornost-Bree 100 mi safe & easy
Bree-Metraith 145 m1 moderate
Metraith-Tharbad 80 mi moderate
Tharbad-
Larach Duhnnan 90mi moderate
Larach Duhnnan-
lach Angren 170 nu dangerous
Iach Angren-Ostiras 40 mi moderare
Ostiras-Calmirieé 165 mi moderate
Calmirié¢-Minas Anor 340 mi safe & easy
SHIRE RoaD

One of the main routes into Arthedain passes through
the region now known as the Shire. Since the migration of
Hobbits into the region, traffic along the road has slowed
because most merchants now use the Greenway. None-
theless, many Hobbits travel short distances along the
road to visit their relatives in nearby villages. The Took
clan lives in the hills to the east of the road. and many a
Took can be seen rambling along the grassy way. By che
Sarn Ford, a garrison of the King's Soldiers stands watch,
ready toreportany suspicious persons entering Arthedain.

SHIRE Roap
Hobbiton-Sackville 80 mi safe & easy
Sackville-Sarn Ford 70 mi safe & easy
Sam Ford-Metraith 80 mi niodetate

Bridge over the
N m-l-Tym,
Old North Road



LEN ANGREN

An old path of the Numenéreans still serves those
merchants foolhardy enough totrade withthe Dunlendings
of Enedwaith and Druwairh laur. The road has never been
paved. and in open country it is of ten difticult to find any
trace of it at all. Long range traffic along the Len Angren
is quite rare, and che local Dunnish tribes are not above a
bit of banditry when it suics their mood.

LEN ANGRI-_N :
' renost lach Ang:en .i'Oml ~ moderate
Iacﬁ Aqgren- ' b -
_ hdpm cht" | 90 ml' ~ dangerous
f:jAdorn Rlver B%legacr i 180 xm  dangerous
LiN ENED

Many minortracks cross the broad plain of Calenardhon,
linking the numerous small estates which grow grain to
feed the cities of Gondor. Most of them lead into the Len
Ened, a road which connects theestates with Calenardhon’s
largest towns. As might be expected, traffic alongthe Len
Encd is heavy at harvest tume and rare in other scasons. For
the most part. the Len Ened is a dirt track which becomes
an impossible mire after a heavy rainfall.

Ak: TarForod. il

ek modee
100 mi '(sec modecrate
[40mi (sec) moderate

Osﬁras-Dﬁnléstii
Dunlostir-Onodlé
OnodlbéLi@laiﬁh- L

THe Gonpor Roap

The main road through Gondor steetches from Lond
Ernil in Belfalas to Minas Anor. passing chrough Linhir
and Pelargir along the way. An alternative route to Lond
Ernil begins in Linhir. Instead of passing directly over the
mountains of Belf alas. it takes the gentler and much longer
coastal route.

Connecting most of the major cities of Gondor. the
road is tnvaluable to the King for the efficient movement
of troops and supplies. Paved with smooth flagstones
along its entire length, the Gondor Road is regularly
patrolled by both Royal troops and the retinues of local
lords. making it perhaps the safest of the roads in Middle-
carth.

Marble milestones regularly mark the discances to
major cities along the route. The road has guard stations
sttuated twency miles apart to garrison the King's patrols
and to provide inexpensive hostel accommodations for
travelers. Numerous inns supply more lavish, and more
expensive, lodgings, and most are reputable and safe.

Tre Gonoox Row it
Aka; Rathon Gondor. J\/kn ﬂmfalas; i |
Minas Anor-Pelargxt :L30mx _ -_._ '_ safq & caq,vj i
Pelargir-Linhir '130 mi  safe & easy
Linhir- i e
Lond Eenil (mland} ZlOml' : modbrate
ILmhnra i it
 Lond Emil (coas!) 3"5 mlj | safe B easy_ it
Lond Emil- Glanhlr _5.01!51 _safe & easy ':. :
Glanhir-Renddl ~ 140mi . moderate
'Rendfil-Erech i 80mi  moderate
RoOMEN ArAT

Gondor's inland towns are connected by the Romen
Arat, a fine road which carrics mostof the raw ores mined
i the White Mountains. Not quite as well-paved as the
Gondor Road, the Romen Arat receives a fresh layer of
graveleach year. Caref ully tended by the local nobiliey, the
road i sloped to aid the runoff of rainwater. Despite
regular royal patrols, travelers on the road have been
known to suffer occasional atracks by disgruntled
Dunlending subjects.

ROMEN ARaT
Linhir-Ethring 130 mi moderate
Ethring-Calembel 45mi - moderate
Calembel-Erech 90mi moderate

OsaGiLIaTH Roap

The road which connects Minas Anor with Minas Ithil
was once one of the most-travelled routes in Middle-
carch. Since the Plague, however, traffic across the bridge
at Osgiliath has slowed to a trickle as Ithilien loses the
position it once had as the center of Gondorian intellec-
tual lif . Since 1t connects three imporeantcities, the Kings
keep this road well-paved with cur stone.

OsGitiATH Roan il
Minas Anor-Osgiliath 20 mi safe & easy
Osgiliath-Minas Ithil | 40 mi. safe & easy

T xe ITriueN Roabp

The way from Dor Rhanen to the lands beyond
Harondor s officially known as the Ithilien Road, but
most refer to it as the Harad Road. It ts along this route
that products of the lands to the South come into Gondor.
Minas [thil is che only city of note along its length, but it
forms the gateway to Gondor from lands East and South.

Since the Plague and the sudden decline in the number
of Gondorians living west of the Anduin, most of the
rraffic along this road has been troop movements. The
army keeps the road in good shape, but many of its paving
slabs have been missing for years. The King of Gondor’s
regents take care tosstress to travellers that Gondor cannot
guarantee safe passage though its more distant cerritories
which are too vast to patrol regularly and harbor many
bands of hosttle Ores, Easterlings. and Southrons.



THE ITHILEN Rom i i
Aka Harad Road, Men Harad, Mcn Itl:ulu:n hiliil

Morannon-Minas Ithil 140 mi moderate

Minas Ithil-Tir Ethraid .210 mx” moderate

Tir Echraid- : e e e
River Harnen 290 lm ~ dangerous

Tre Moria Roav

Growing more decrepid by the year is the path linking
the Dwarven city of Moria west to thecity of Tharbad and
vast to the Anduin River. Containing the ancient road
which formerly led between Moria and Ost-in-Edhil, the
way is now lierle more than a ragged path in places. Only
friends of the Dwarves prepared to pay a steep toll may
pass through the runnels of Moria. Others must brave the
dangerous Redhorn Pass, which is blocked each year from
January to March by snow and high winds. Once across
the mountains, the traveler must negotiate passage with
theElves of Lérien, who viewany deviation from the path
which follows the course of the Celebrant as a hostile act.
Merchants will usually opt to cross the Misty Mountains

by wayof the Great East Road or the Gap of Calenardhon.

Moria Roap
Aka: Redhom Way. i

Tharbad-Ost-in-Edhil 140 mi  (tr]) moderate

Ost-in-Edhil-

Moria (West Gate) 130mi (sec) moderate
Redhorn Pass 70 mi (trl) dangerous
Dwarf-road '

through Morta S0 mi sate & easy
Mouia (Easr Gate)-

Caras Galadhon 125 ml(scc) safe & casy

Men RHONEN

The Witch-kmg of Angmar relies upon this winding
route threading the gap between the Grey Mountains and
Mirkwood to supply his anny in the west. The passes
across the Hithaeglir arc blocked from late autumn to
mid-sprmg, forcing Angmar to stockpile supplies for the
winter months. The Witch-king's Orcs hold the gentle
pass across the Mistry Mountains, eager to slaughter any
who tty to cross withour written orders from Angmar.
Angmar heavily patrols this road, and for most travelers,
it is more dangerous than cross-country travel.

MEeN RHONEN _
Cam Dim-Litash 200 mi very dangerous
Litash-Gundabad 80mi  vety dangerous

Gundabad-Iach Mithlin 140 ml(trl) very d'angcrous
{ach Mithrin- i

Men Mithrin 180 mi (erf) dangcrous
Men Mithrin-The East 300 mi-+(trl) dangerous

MEN ANGMAR

The Men Angmar connecrs the vanous border forts
thatlie in the Gap of Angmar. It then heads south through
the land of Rhudaur and eventually meets up with the
Great East Road. The Men Angtnar is not paved, but it
has been worn smooth by the tread of countless Orc-feet.
Black waist-high obelisks, covered in runes and Orcish
gratfiti, meet che traveler every league. Within the Gap of
Angmar, the road is actually two parallel roads. One is
reserved forOre travel and the otherf or Men. The Witch-
king is always shif ting troops among his various for-
tresses, and more of ten than not. they travel along this
well-used roure,

il TN MENAN&:MKR ' i

:Cam Dan—Angsul - 40 mi  very dangerous

AngsuI -Morkai i .75 mi  vety dangerous
Morkai-Shedtin ~ 20mi very dangerous
Shediin-Penmorva [120mi  dangerous
Penmorva-Cameth Brin 80 mi dangerous
‘Camerh Brin- ' .
GreatEast Road 95 mi “dangerous

MEN ROMEN

Nort to be confused with the much larger road i
Rhovanion, this Men Romen connects some of the
Northman communities in the upper vales of the Anduin.
Due to the proximity of the northern parts of the road ro
the lands of Angmar, most Northmen monitor traffic very
closely. cver-wary of the Witch-king’s spies. The Men
Romen is unpaved, but the local thegns keep it clear and
smooth. Despite the good quality of this road, most
Northmen prefer to use the more reliable river to trans-
port their goods.

Alm E Romcn Mcn Rocfmm.
Angirith- Wraccaburg
Wraecaburg- :
Maethelb: urg 120 mi. (scc)moderatc
Maethelburg-Doncirith 60 mi  (sec) dangerous

- 150 mi (sec) dangerous

RAD ANGALALADH
A Northman trail curs through the Narrows of
Mirkwood, providing the shortest passage through the
forest. The proximity of the path to Dol Guldur makes
the trail very dangerous, and one should not actempt it
;mprcparcd.

_ RAD ANGALALADH
‘\Voodmcn-town- il
Rhosgobel . 50mi {trl) moderate

Rhosgobel-Buhr \Vidu'- - 160 mi(erl) very dangerous




THE ELe-rOAD

The Elves of Northerm Mirkwood have their own trail
through the forest. Though they are a secretive society,
they do not mind strangers using theirpath. as long as they
stay to the trail and do not despoil the wood. Though b
{rom the Shadow of southern Mirkwood, the Elf-road s
far from safe. for one must cross the magical Géilduin and
pass by the spider-infested ruins of Caras Amarth.

st ELE-rOAD
Maethelburg-
~ Caras Amarth 70 mi (trl) d:mgcrous

Caras Amarth-Gilduin 80 mi (erl)  dangerous
Giilduin-A radhrynd . 60n mn (ecl) - moderate

T e MoORDOR ROAD

Cleverly disguised. this path leads from the
Necromancer's stronghold at Dol Guldur to the occupied
land of Mordor. Oresand evil Men travelalongthisroure,
always by night and always in small groups to avoid
suspicion. In Mordor, this road is paved with neatly
dressed stone, but it is little more than a poorly marked
track in some parts of Rhovanion. Sauron uscs this path
to ferry rroops and goods to Mordor as he plots his return
to hts home.

i MorDOR RoAD
Aka: Ore Road, Men Uruk.

Dol Guldur-~
Eithel Celebrin 250 mi (rrl) dangerous
Eithel Celebrin-
~ Morannon
Morannon- o
~ Carach Angren
_:_(,arach Angren- o
Barad-diir ' 90 mi  very dangerous

50mi  (sec) dangerous

vtr}’ dilllgc:ro;;\s..'.‘ti”

Men RomeN/MEN-IN-ArAw /MEeN CELDURN

These roads 11 Rhovanion serve to connect the Anduin
Valley to the lands of the East. The Men Romen joins the
lands of Calenardhon to Gondor'sgarrisens in the region.
eventually heading to Dorwinion and the Sea of Rhdin.
The Men-in-Araw links the Gondorian sectlements with
the Northman lands in the Mirkwood Narrows. The
Men Celduin connects the settlements of the East Bight
with the towns of Dale and Esgarath, providingan avenue
of trade with the East. The few merchants who use these
roads profit greatly, but they always run the risk ofbandirs
and raids by hestile Easterling tribes. Thus. most caravans
in this region hire many guards.

! MEeN ROMEN

:;'/!]ea: Len Aran, Armen. : e

::_We's't _Road-Onodﬂ'th 100 mi (sec) moderatei;

- Omodrith-Tir Anduin 200 mi (sec) moderate

Tu‘ Anduin-R omenost 170 mi moderate it
Romenost- Thoront:r __.140 mi (sec) medentci:"

Thorontit-Warfinger 130 mi (sec) moderarc
Warfinger-Tlanin =~ 210 nm (sec) dangerous
MEN-IN-ARAW
Ramcnost~5tmyhold 150 mu moderate
Strayhold-

Buhr Waldmarh 40 mi moderate
Buhr Waldmarh- HiE e
- Buhr Widu . 50mi moderate
i - M CeLou |
 Aka: Men-m-Ercbor. Men Mithin,

Buhr Waldmarh-
Buhr Ailgra 40 mi  (sec) moderate
Buhe Ailgra-lach

Celduin 128 mi (sec) dangerous
Tach Celdwin-Esgaroth 80 mi  (sec) moderate
Esgaroth-Dale ~ 70mi  (sec) moderate

Dale-Men Rhinen it 175 mi (uel) dangerous

5.2 SEA ROUTES

Distances between common ports of sail are summa-
rized in the chart below Orther factors affecting travel
times. such as winds and currenes, are also discussed.

' Ska TRAvsx strANCLs 115
M}thlond Sudtrs 80Q mi
| Tharbad-Sudvet =~ 270 mi

Sudiiri-Andrast il 450 mi
‘Andrast-Lond Ernil : 430 mi
Andrase-Linhir 730 mi
Andrast-Pelargir 820 mi
Lond Ernil-Linhir 340 mi
Lond Ernil-Pelargic 400 mi
Linhir-Pelargir =~ . 250 mi
Pelargxt -Harlond 180 mi
Harlond-R auros - 230 mi
Rauros-Tir Anduin IIOmi

“Tir Andujn-Tir Limlight 120mi
Tir Limlight-Caras Galadhon 120 mi
Caras Galadhon-Maethelburg 290 mi
Pelargir-Umbar 810 mi

Lond Emil-Umbar 620 mi

"Eale Esgaroth 75 mi:
 Esgaroth-Buhr Mahcling = 160 mi i
‘Buhr Mahrling-Tlanin 80wt
Hanin-Riavod i i 210 mi




Travel times by ship are widely vanuble depending on
a large number of factors. One must take into account rhe
base speed of the ship and whether it is rowed or driven

 the wind. Large craf tmove faster on the open scas, but
may be hindered on rivers and along the coasts.

Currents and prevailing winds on the open sea govern
the speed of aship to a lacge extent. A wann watercurrenr
moves north along the western shores of Harad and
Gondor. mecting a cold current from the norch at the
Capc of Andrast. Many smaller currents exist, especially
n and around the Bay of Belfalas. Winds generally come
our of the West, although winter storms from the North
and cold gales from the East are not uncommon.

Finally, when wravelling on a river, one must rake into
account the swrength of a current and the need for
portages. A strong current may speed or slow a vessel by
2good deal. while a portage can delay a journey for days.
Assume a flat rate of 30 knots (34.5 miles) per ten-hour
day of sailing (a slow-sailing merchant craft ts assumed).
modificd by the variables given above according to rhe
Gamemaster.

6.0 APPENDICES

The following essays include excerpts from documents
used by Camagal to compile his gazetreer as well as
documents penned by later scribes. They should provide
the reader with a cultural backdrop against which o view
the specitics presented carlicr on realms and sites.

A BRIEF HISTORY OF WESTERN
ENDOR

During the l'irst Age, the lands now known as Western
Mtddlc-carth werc largely blocked offf rom the sca byche
expanse of Beleriand. Elvish records state that mnnyofthc
Eldar journeyed through the regions now known as
Rhovanion and Lrtador on their Great Journcy to Ama,
According to the old rales, Melkor raised the Miscy
Mountains to block the Elvish migrations. Those who
were daunted turned south along the Andum and became
known as the Nandar, the eventual ancestors of the Elves
of Mirkwood. The others passed into Belertand and into
the well-known tales of the Quenta Silmariflion.

The Dwatves established holds i the Blue Moun-

tans and in the Misty Mountains, tunncling deep
into the carth in scarch of precious metals. Licle
mention ts made of Men in Eriador during these
years, Cereanly there were many nugracions, includ-
ing those which brought the Edain to Beleriand and
established the Dacn Cocnris in the area now called
Gondor. The Fall of Beleriand resulted in many of
the Edain flecing back into Enador. These Men of
the Twilight were the ancestors of the Northmen,
and they settled in che northern Anduin Valley.
Those Edam who accepted the Gift of the Valar
sailed to Ntunenor and passed out of Endor for
many ceneurics.

The carly Second Age was a time of peace. as the
numbers of Men had not yet grown so much as to
make conflict for resources and territory incvitable.
The Elves who survivied the Fall of Beleriand estab-
lished kingdoms in Lindon and Ercgion. A few Elf-
lords later passed cast over Hithaeglir to found
Stivan kingdoms tn Mirkwood and Lérien. In the
cend, the pride of the Noldor again proved their
doom. for the smiths of Eregion allowed themsclves
to be seduced by a disguised Sauron and were tricked
mto forging the Rings of Power. The war which
followed desolared theregion. The Men of Ndimenor
aided the Elves, and finally the allied armics forced
Sauron to retreat inro Mordor. Refugees from
Ercgion passedinto Lorien and the haven of Imladris.

Through the war, the Dwarves locked themselves in
their mansionss, further fueling the enmity that had
existed between their folk and the Eldar for
centurics.

Sailing Ship
at Dock in
Lond Ernil



A Woed-clf
of Mirkwood

Meanwhile, the tribes of the Dacn Coentis reached
their height in this period, and their empire encompassed
lands from Linhir to Andrast. The Daen had few dcalings
with their Dwarven or Elvish neighbors, but they certainly
were no friends of Orcs.

The NUimenéreans returned to Middle-
carth a thousand years after they de-
parted, and they came as colonists
and conquerors, They settled
the shores of Middle-earth,
pushing the Daen Coentis
folk back into mountain
vales. They were friends
of the Elves, aiding
them in cthetr war
against Sauron. Such
was the power of
Namenor inthe Sec-
ond Age that the
armyof Ar-Phatazén
managed to capture
Sauron and bring
him back to their
home as a prisoner.
The colonies of the
Ntimenoéreans grew,
usuallyat the expensc
of the indigenous
peoplesand thegreat
forest which covered
most of Rhovanion
and Eriador. All the while, the capturedSauron whispered
falsc promises to the Kings of Néimenor.

Envy of the Elves increased. with only a small number
of the Faithful remaining true to the Eldar. Finally, the
pride of Niimenor became so swelled that Ar-Pharaz.6n
sailed to Valinor to scize immortality for himself and his
followers. The expedition ended in disaster, as the Valar
called upon the might of Lru. Néimenor sank beneath the
waves, leaving only the colonies anda small remnant of the
Diinedain (S. “Men of the West™).

Most of rhe Faithful escaped, and their King, Elendil
the Tall, established the two reaims of Gondorand Arnor
for his people. Some of the Black Niimenéreans did
remaint in Middle-earth, in colonies such as Umbar, but
their numbers were initially very small and they were not
a force to be reckoned with for several centuries.

Almost immediately afterthe Fall of Ntimenor, Sauron
attacked the fledgling realms of Elendil. The new King
sought the aid of the Elves of Lindon and defeated Sauron
in the War of the Last Alliance, losing lus life tn the
process. His son. Isildur, strackSauron down and claimed
the Ruling Ring from his scvered hand.

The Kings of the 1>aen Cocntis, who had promised aid
to Elendil, abandoned the cause of the Elves and the
Dinedain, and thus scaled their doom. Their kingdom
divided into many petty tribes, and their descendants, the

Dunlendings, began to abandon their former holdings.
One faction among the Daen cmpire had earlier tried to
recover their old ways by retreating into hidden lands.
These folk, knownas the Drdedain, now liveas Wild Men
in decp forests, and their numbers are exceedingly small.
Doubtlessly, they diminish with each pass-
ing season into obscurity.
Thus, the Third Age began
with the rriumph of the
Dinedain. The Kingdoms
of Arnor and Gondor
grew and flourished for
many centuries. The
Northmen also began
toexpand and spread
across Rhovanion.
The Elves and the
Dwarvessettled into
thetr rctreats and
shunned contact
with the ambitious
Men. For cight cen-
turies, prosperity
reigned. Even the
Dunlendings seemed
to accept the Din-
adan yoke upon their
backs for a while,
albeit grudgmgly.
Then, in T.A.
861, King Eirendurof
Arnordicd anddivided hiskingdom among his three sons,
forming rhe three Kingdoms of the North. In Rhudaur,
the easternmost of these realms, the Dinedain were in a
small minoriry and were forced to rule their Hillman
subjects from within their fortified manors. Rhudaur
soon fell and was thercafter ruled by a succession of
Hillman high-chiefrains.
Cardolan, che Kingdom to the south, fared litte better.
It dwindled through the centurics as a result of various
disasters, until its royal family perished on the Barrow-
downs. The final blow came in T.A. 1409 as a massive
invasion from Angmar and Rhudaur. The Ores and
Hillmen scorched most of the lands around Bree and che
Great East Road. The Tower of Weathertop fell. its last
def enders only barely escaping to Fornost with the Palantir.
In Arthedain, the vanguard of Angmar’s forces smashed
AnnGiminas, tuining the beautif ul capital of Arthedain.
Worst of all, Ostoher of Cardolan and the Crown Prince
fell on the slopes of the T'yrn Gorthad as he awatted arelief
force from Lindon and Arthedain. His daughter and sole
heir met her death at the hands of an assassin a fewmonths
later. From then on, various noble families in Cardolan
warred with one another as they tried to make clatms to
the throne. Their cfforts went to naught. as Cardolan’s

population gradually dwindled to nothing,




Arthedain outlasted its two siblings. but it too eventu-
ally dwindled and collapsed, crushed by an invaston from
Angmar in T.A. [975. The Palantiri of the North disap-
peared under the Ice Bay of Forochel as the ship of King
Arvedut wrecked in a storm as it fled the Orc-hordes. A
combined force of Gondor and Lindon finally crushed
the might of the Witch-king for good. but Arthedain too
had gone the wayof hersister realms. Her legacy remained
in the Shire. a pareel of land granted to the Hobbits in the
centuty before the Plague by Argeleb [1 of Arthedain.

Arnor and its successor states reccived licele aid from
the South during their declming years, mainly because
Gondor was too wrapped up in her own troubles. Gondor's
cxpansion was met by violent resistance in the East and
South, necessitating large garrisons in those regions.
Revolrs of the subject Dunnish peoples proved to be a
constant internal threat to Gondor, and wars with Umbar
further dramed the South Kingdom's resources.

Worst of all. the Kin-strife came during the same ycars
that the Witch-king was sweeping across Cardolan and
Arthedam it the first of his great invasions. Castamir the
Usurper claimed the throne over his rival Eldacar on the
grounds that Eldacar was half-Northman, The stnuggle
that followed deeply divided Gondor and resulred in the
burning of Osgiliach and the flight of Castamir’s support-
ers to Umbar. King Eldacar returned to the throne, but the
scars that the struggle left upon Gondor took centurics to
heal, leaving the realm open to other disasters, in particu-
lac the Great Plague. Despite the recurring adversity,
Gondor remained the mightiest kingdom of the Third
Age. and herstrength represented the detenmination of all
of the Free Peoples to resist the advance of the Shadow.

Rhovamon remained a wild territory through much of
the Third Age. The Elves of Mirkwood did little other
than guard their own borders to shut out the troubles of
surrounding lands. The Northmen expanded rapidly in
Rhovanion, especially in the second millennium of the
Third Age, but they remamed scattered in many different
cultural groups and unity cluded them.

Rhovanion also witnessed the scttlement of many
tribes of Easterlings in the Third Age. Some came at the
instigation of Sauron and the Witch-king, but most came
asa resulr of strife and hardships in the East. In the years
before and soon af ter the Plague, most of these Easterlings
simply moved into unoccupied lands. but as their num-
bets grew. they atracked the residents of Rhovanion in
force. Even Gondor was hard pressed to wirthseand the
weight of their advance.

Unbcknownst to virtually all cesidents in Middle-eacth
in T.A. 1640, the source formany of the troubles plaguing
northwestern Endor was Sauron hunself. Assumed de-
stroyed in his climactic battle with Gil-galad, Elendil, and
Isildur, Sauton’s forin was but dissipated for about a
thousand years while he gained the strength to reform
himself. He sent his servants, the Nazg(ll, abroad to wreak
what damage they could upon his old enemices and to
subvert tribes of Men in the East and South to hts will.
The Plague was probably an invention of his or of the
Witch-king, and it proved to be the greatest disaster i
Middlc-carth since the Fall of Belertand.

All the while, Sauron pined for hislost Ring. He lurked
in Dol Guldur under the guise of the Necromancer, a
powerful and evil magician many believed to be one of the
surviving Nazgtl. He did not belicve that the Ring seill
remained in Middle-carth, and his scarches for it were
half -hcarted. If he but knew that the object he sought lay
in the muck of the Gladden Ficlds just a few lcagues west
of his stronghold in Dol Guldur, the need for his disguise
and restraint would have been over long bef ore the War

of the Ring.

View of
Lond Ernil
from Shipdeck




THE PLAGUE AND ITS EFFECTS

1635 In this year, the scour ge of the Great Plague first vistted itself
upon the reatins of Middle-earth. The scribes of Gondor report that it
first came from the wild lands to the East, beyond the Rhsin Sea of
Dorwittion, leaving death and despair in its wake, The Northmen of
Rhovamion were the first to fall, and one ot of every three died in the
P!agm' Lhe Sickness intrally showed no foresign of its coming; only
later did a flood of refugees signal the deatk: which was to foliow.
Preparations werc useless, no medicine or charms could ward off the
black spread of discase. Onl) hwmans and horses were susceptible to the

Plague; all other brasts and fowl remained immune

The signs of the Plague quickly became apparent to all Men. Large
and pairifulboils developed on the neck and in the joints. The victir then
became too weak to walk or care for himself, and passed beyond this
world withiu the weck, su ffering jaundice and chills until theend. Those
near death would howl and ram Ii ¢ savage beasts as their wits finally
lefi them.

Only a bandful of those infected with the Plagueovercame the diseast;
most of those whe survived were untouched by the pestilence. So great
was the dying that most of the poor dead were burved in great common
pus without even a smrpl: wood marker to szgn-ib their restin 9 pfar{, and
often there were not enough hving souls to bury the dead. Also in this
year died Prince Theogar Horsemaster, and Hlaford Hengwin
Bearnson, and Artargaen Gondil--~there follows a list of 14
important and noble victims of the Plague)---and Hir Malling

of Belfalas, and Princess Cethwen of Gondor

1636 In this year Telannar King of Gondor perished in the
Plage, and with b passed his whole family. Also fallen were the Hirt
Dagorhir Asirtieth of Lamedon—11 more of Gondor's nobility
are named here)—and Counsellor Gondrim and many more of
lesser stature

Also in this yeardid the Plague pass West of the Misty Mountatns,
decimating the populations of Arthedain and Cardolan and all of the
other Mannish lands of Eriador. So passed Echarandil Hir Girithlin,
Augondir Hir Foros--<{here I‘allandil lists 37 names of the
leading citizens of Arthedain and Cardolan who fell victim to
the Plaguc)—and the scholars Gavin, Ithilmir and Albion,

Also in this year Tarondor the nepbew of Telomnar succeeded to the
throne of Gondor and married Mirien of Lond Ernil, Also in this year

five ships of Ubar raided the coast of Lebennin, burving three villages
and slaughtermg hundreds of irmocent fishermen and farmers.

—From the Arthadan Chronicle of che Years.
Fallandil Manuscript

The horrors of the
Great Plague did not
leave Middle-earth for
generations. The sheer
psychological shock of
the sudden death of up
to a third ofthe popula-
tion in less than two
years cast a somber pall
over all of the Mannish
lands. Nor did the

Plague contine itself to

the Mannish peoples. Hobbits in Bree andthe Shire died
in the same numbers as their larger brethren. No reporss
on casualties issued from the secretive Khazad, but many
a Dwarven merchant was seen wearing the black robes of
mourning for years after the Plague.

The Elves were spared, but most of the Eldar hid them-
selves from the chaos wrought by the pestilence, and many
passed across the Sea in fear. The Plague spared not the
virtuous. and the people of Endor could find no way to
avert the impact of the scourge. The Plague brought out
the best and the worst in people. Selfless folk risked their
lives by caring for the doomed while the more cynical
hoarded what wealth they could and ignored the pleas of
their dying neighbors. Many acts of cruelty were perpe-
trated against those infected or thought to be infected.

Travel between settlements almost stopped altogether
for the worst years of the Plague. Death became an
obsession, especially among the Dimedain, who con-
structed ornate and massive tombs for their lost family
members. Art took a decidedly macabre turn, and corpses
and skeletons appeared in paintings and sculpture of the
Didnadan lands. The dominant themes in popular songs
moved from love and jests to death and loss.

Folk in T.A. 1640 laugh less frequently than they used
to, for children were espectally vulnerable to the ravages of
the dread disease. The wounds inflicted by the Plague are
only beginning to heal. A surge of new births have restored
hope to northwestern Endor, but the scars are deep and
slow to mend.

Small fanming villages were hardest hit by the Plague.
Many communities lost the labor force necessary to
maintain agriculture, and only a collection of abandoned
buildings mark were they once stood. Refugees flooded
into towns and cities, which found themselves quite
unprepared todeal with the tideof new immigrants. Wich
theturbulent marker wrought by the suddendemographic
change, both wages and prices increased sharply, beyond
the control of landlords and town councils. Food became
scarce, and many riots were caused by starving peasants
trying to break into public granaries.

Furthermore, where an established guild structure ex-
isted, a fear of those newcomers with marketable skills
who were willing to work for a pittance led the city
dwellers to lock the city gates against immigrants, most
notably in Minas Anor, Linhir, and Tharbad. Lords then
had to deal with unrest in hastily erected “shanty-towns"
builc by the refugees.

Much of what had been settled farmland gradually
returned to the wild. and Orcs moved closer to the cittes.
The curse of the Barrow-wights settled on the Tym
Gorthad and other deserted burial sites. Nor were the
direct agents of theShadow the only threatto travellerson
the roads. Bngands, desperate for their own survival,
turned to a life of crime, preying upon those merchants
brave enough to trade on the roads. Monarchs and lords
now devore much of their resources to restoring com-
merce by parrolling the trade roures of old.




The political end resule of the Plague was the loss of
much power formerly held by royalty and the nobility. In
Gondor. the Kingreacted quickly.andthe realm remained
stable. The King of Arthedain found himself at the merey
of his high nobility, and the realm was virtually paralyzed
for centuries as it awaited its eventual destruction at the
hands of Angmar. The Plague caused Cardolan to de-
scend cven futther into a pic of chaos. as the warring
Princes blamed each other for the devastation and at-
tacked with rencwed vigor. On the whole, independent
town councils grew in importance, and many regions like
Bree-land, the Shire, and Esgarath became virtually self -
governing,

The political result of the Plague was not half as bad,
however, as the physical and spiritual damage the sickness
caused. The sudden loss of numbers disheartened most
folk, especally the wise folk who scerecly led the struggle
agatnst the Shadow. The awesome might of the powers of
Evil manifested itself in che Plague, causing many good
hearts to gie up hope and seck their own saf cty.

The Witch-king's forces and his allics did not seem as
sorcly hurt by the Plague. and whether this was due to the
favorable cerrain they held or to the design of the Necro-
mancer. the Free Peoples began to fecl the weighr of
numbers agamst them. The paranoia engendered by che
Plague cvolved rapidly tnto an isolationist regionalism,
with cach cultural. ractal, and ethnic group looking our for
their own good only. The promise of frequent trade
berween realms nearly vanished with the Plague. and
though merchants still remain on the seas and roads. their
numbers are but a fraction of what they were. Co-
operation between ditf erent peoples grows rare. and old
hostilitics often erupt into violence.

GEOLOGY

“It’bo can claim to know the mind of Audé, the Greatest of Snishs?
We witness the beavty and grandcur of the items which we produce in
our own forges. Brigh rings of gold, siudded with gems and engroved
with beasaiful designs, gladden our bearts, and make the cares of the
world press less beavily npon ws. The beauty and grandens of the carth
it5elf s far more majestic than we may assess event ine oier dreams! Our
gold and stones, even owr mithnil, pales in comparison. We, the Petty
Sutiths, may ent and arrange precious stones in a manner which is
pleasing to the eve, but think fora moment about thecareand skill which
ereated those gemsiones. The work of Aule is a constant marvel. The forge
upor wwhick the mountain above us was shaped siretehes beyord the linsits
of our knowing, and the kaumer is able to bend the face of one entire
Land. All bail, Avle, who fashioned bis Children with the same cunning
askefashioned thecaverns in which we dwell! Allkail, Aule, the Greatest

and most skillful of Smiths”
—trom a sermon by Dolbir, Dwarf -priese of Moria,
transcribed by Halmer of Pelargir,
the Gondorian emissary to Khazad-diim

Despite the camest beliefs of the Dwarves, Aulé did not
shape the lands of Middle-earth with hammer and anvil.
Rather. he used the tremendous forees of the fires burted
decp underncath the soil to move nughty masses of earth
and stonc. From underncath the sca he drew a greae
volume of rock and shaped it in a manner which was
pleasmg to the Valar and tn accord with the design of the
Great Music. which was the growth and flowering of
thought in the Timeless Halls. His wife. Yavanna, then
laid soil and living things upon the rock, so that the: land
might nourish and support the Valar and the Elves.

Iniially, the lands made by Aulé were stable, but
Melkorgrew jealousof his rival’sskill, and in his pride. he
twisted the very crust of Middle-carth, Flis tirse serife wich
the Valar shook the Earth and broke the smooth shore-
lines carved by Aulé. He smashed two great plates of rock
together, cach the size of many nations. in order to create
the Misty Mountains, a suicable and formidable barrier to
the Elves in the First Age as they trckked towards the
West. The White Mountans he fashioned soon after in
much the same way, but he left a gap between the two
ranges, and thus the Elves were frec to pass into Beleriand.
In those days, Morgoth had control over the fires of the
carth, and he used them twice as a weapon agamst che
Elves. ac Dagor Bragollach and ac the fall of Gondolin.
These great cruptions eff ected the lands of what is now
northwestern Endortoalesserdegree. forming the Moun-
tains of Mirkwood and Rhiin and the Isle of Tolfalas.

After the voyage of Eirendil to the Undying West, the
Valar caume to Middle-carch 1o deal with Morgoth once
and for all. They cracked the very back of the Ered Luin
isclf. causing the land of Beleriand and the hordes of
Morgoth to slide forever under the sca. The Valar shac-
tered the fron Mountains as well. leaving only pitiful
remnants such as the Ered Mithrin. In the cataclysm chac
followed. the Isle of Ntimenor rosc out of the waves as a
reward to thosc Men who fought alongside the Elves.

However, the forces which the Valarunlocked in order
to connter the devastation wrought by Morgorth caused
many violent repercussions. The mountains of the Ered
Luin trembled with grear force, and the great sheets of ice
with which Morgoth covered Erador and Rhovanion
retrcated to the highest mountains and the farthest North.
The White Mounrains and the Ered Luin contatned che
spreadof the ice sheets, but their travel carveddeep valleys
in the mountains, created broad and flac plains. and
smoothed many hills. The trembling of the Ered Luin
ccased only after the Fall of Nimenor. affording much
relief to the Elves of Lindon. At about the same time as
this cataclysim. fierce volcanisim caused the mountams of
Mordor to rise from the surrounding plain, 1solating the
platcau of Gorgoroth and creating an exccllent base tor
Sauron’s opcrations in Middlc-carth.
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The lands of Northwestern Middle-carth rest upon
five great plates of rock. broken from thecontinuous form
made by Aulé when Melkor sought to hinder the journcy
of the Elves. These plates meet at jomts called faults,
where one often finds mountain ranges and arcas of
geological mstability.

One plate which holds the Elven realms of Lindon 1s
largely underwater. bemgall that remains of lost Belenand.
All the lands of Erador make up another plate. which
some scholarsbelievee is divided intosub-plates. The third
plate encompasses the vast lands of Rhovamon and
stretches into the East far past Dorwinton. Southern
Gondor comptises rhe fourth place, which also holds
Umbar, Harad, and many nameless lands to the South.
The final plate holds the plateau of Mordor, and s
mevement causes great cracks down to the very fires below
the carth. Some say that in the East and Far South, the
places are much larger. for the hand of Maorgoth was less
acuve i those places.

At the juncture of these plates, one frequently finds rich
deposits of valuable minerals. Though precious stones
and metals may be found m other arcas. one must usually
dig far into the Earth to discover them. It is 1n the
mountains where most mining takes place, although
certamarcas contatnmore wealch thanothers. The Dwarves
scem to have a talent for prospecting, and they buildtheir
great halls around the richest mmeral deposies.

Smndin‘g
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POLITICS, CONFLICT,

AND WARFARE

Then Freawine arrayed bisfi fty retainers

along the rough ridge, ready for slaughter.

He rode up their line, instructing cach warror
bow they should stand against the onslau ght.

A born was heard, the bowls of fell wolves,

the korde came into view, Ores ot for bautle,
Freawine’s war-bost stood firm, not a man fled.
They sent painful arrows inte the attackers.
Wolf gore covered the slaughter-ground.

The Orc-host drev near and shot their dark darts,
Shields stopped scme, others strisck heme,

and Codda, Gedwin’s son, fell there ort the field.
Ihen the foes charged intos shield and <pear.
Many were the fallen, yet still more rushed forth
ad Balan, the bold hearth- guard, leapt to banle.
He cut doven three, with thrusts of his spear

be fore an Orc-point found his fated keart.
Freavine leapt forth at the fall of is friend,

ke did not eare for his ewn safety that day.
Great was the carnage where the noble lord came,
but an unscen Uruk stabbed from bebind,

and the bright blade of the West  fell into the blood.

—Northman War-song
attrbuced to Aelfric,
d.ca. T.A. 1659

The political situation in Middle-carth after the Great
Plague may be coarsely described as a conflict between the
Witch-king, Sauron’s licutenant, and the Free Peoples.
However, it is not quite as simple as a straighttorward
struggle between Good and fvil. The Witch-king lacks
the forces to gain complete dominarion over the North,
and his dark master does not yerdare reveal hisidentityor
his full strength.

Arrayed against the Shadow, Gondor provides the
strongest bastion, but her forees are constantly occupted
against the raider-captains of Umbar and against the
belligerent cribes of Harad and Rhin on her shrinking
borders. Furthertnore, Gondor dedicates much of her
nulitary might to keeping watch over the often rebellious
Dunnish and Haradaic subsidiary tribes in her own
ourlying territorics.

Thus. only the forces of Arthedain acuvely stand
against the Wicch-king of Angmar. Though vastly out-
numbered, che Men of Archedamn know that a direct
attack by Angmar would probably draw Cardolan, the
Elves, and Gondor into the fray. The Wuch-king also
recognizes this political reality and s reluctant to Jaunch
another dirccr areack. (His first mvaston campatgn in T.A.
1409 resulted in the death of King Ostoher of Cardolan
and the sack of Anntiminas, bur at a very high price.)

However. Angmar is not pressed for time, and the
Witch-king is willing to fight a campaign of attrition tor
centuries while the Dincedain of the North wane 1n ther



power. The Men of Arthedain wage a constanc scries of
skirmishes on their borders against Orc tribes and the
Hillmen of Rhudaur, aided directly only by the Dwarves
of the Bluc Mountains and the Elves of Rivendell. The
pety states of Cardolan are too busy warring with cach
othertogive anyrcgardto their sister to the north, and the
Elves of Lindon remam aloof from the affairs of Men.
gazing ever westward over the Sca and beyond. The
tribesmen of Dunland guard their territory jealously,
hating the Diinedatn bur unwilling to provoke any action
which would endanger their freedom.

East of the Misty Mountains, most groups wishonly to
be ignored by their netghbors. The Ents of Fangorn, the
Elves of Mirkwood and Lénen, and the Dwarves of
Moria and the Iron Hills all guard their borders jealously,
frequendy using violent force against trespassers. The
Northman groups in the area quietly prosper in Gondor's
shadow, secking to be overlooked by the greater forces in
Middle-carth. but they must of ten take arms to defend
themselves against attacks by Ores and Easterlings. The
Northmen sympathize with the plight of the Diinedain of
the North, but they are too few in numbers and too
pressed by attacks on their own homes to commit much

aid.

The Wisce recognize that the Shadow in southern
Mirkwood is growing, but they cannot overcome the
paranoia and isolationism that grips the peoples of
Rhovanion todomuch about it. Pressed by migrations to
the Fast, the Easterling tribesmen in Rhovanson would
welcome the chance to setde peacefully, but their unwel-
come expansion into the region and the goading of Dark
Priests frequendy brings them into conflict with the
Northmen and Gondorians alike. Only the Dorwinrim
turn their sights beyond their borders, but they seck
dominance in their own way: through trade rather than
theough anmns, and they too wish to be lef t out of any great
conflict beeween the minions of Light and Shadow.

Woarf arcin northwestern Middle-carth remains on a
fairly small scale smce the Kin-strifc in Gondor and the
war in which Angmar crushed the royalhouse of Cardolan.
A force of antms of more than five hundred souls draws
defnite notice. Most nations keep large reserves of levy
troops or local militia, which require several wecks to
raise. [Feudal srates like Arthedain rely upon a small core
of royal troops and the independent forces of the nobility,
who fight for the King because of variousoaths of loyalty.

Asdriag
Raiders



Only Moria, Umbar, Angmar, and Gondor maintain
standmg regular armies of more than two thousand men.
Moria’s weapon host rarely leaves the Dwinf-mansion.
Umbar concenrrates its strength in its navy. Though her
strategy is now centered around a campaign of raiding and
harassment, Umbar could put a force of fifty fully laden
warships to sea in a matrer of days.

Angmar has severc problems with unity among the
various Orc-tribes and human troops under its sway.
Despite a potential force of fifty thousand troops,
Angmarcan generals would be hard pressed to keep
discipline among one-tenth of that number in any cam-
paign.

Gondor divides her regular army of nearly twency-five
thousand soldiers into five wings ranging in size from
twelve hundred to four thousand. The wings are based in
Pelargir, Minas Anor, Minas Ithil, Harondor. and
Angrenost. The other troops are stationed in garrisons
throughout the realm. keeping wartch on the borders and
Dunnish populations.

Swif ¢ strike forces and guile are che norm for most
armies in Endor. No lord of the mid-Third Age would
risk a full-scale pitched battle. The Dwarvesand Dinedain
still maintain a preference for heavy infantry and foctifi-
cations, relying upon a strong def ense and shock troops to
win battles. However, in the wilder regions, cavalry,
rangers, and lightly armored infantry decide most con-
flicts. Ambush and sutprise are favored ractics among
almost all peoples with a will to inflict damage on a foe.

For dcfense, castle-buildmg, a Nimenérean art, re-
mams unsurpassed. Though castle design varies widely
among diff erent races, cultures, and regions, the principle
of fortification appears througheut Middle-earth. A well
defended force inside sturdy fordifications is virtually
unassiulable except through overwhelming numbers or
subrerfuge. Castles can help a lord to control and prorect
the countryside, given a population that is not enrirely
hostile. However, a garrison sccurcly locked within its
castle has no power to admintster a region, and a mobile
force is also necessary for a leader who conquers with the
tention of holding the lands gained.

USING War Ly N MIDDLE-EARTH

The mid-Third Age 15 particularly well-suited to fan-
tasy wargammg. Small units stand ready for player char-
acters to take command. A player general with 2 merce-
nary band s surc to find employment in Cardolan, but
many otheropportunities exist in regions like: Wilderland
and the borders of Arthedain and Gondor.

APCwhoreceivesacommissioninan established amy
has different, if somewhat more limited, options. Ores
posc a constant threat to the well-being of the various
Elvish and Dwarvish kingdoms. The feuds among the
trtbes of Dunland and the constant strife between the
Gondorians and their subject Dunnish population pro-
vide other chances for player characters to prove them-
selves as of ficers.

Conversions toa wargaming sy stein like War Lawmust
take place at the discretion of the Gamemaster. However,
the military of cach national and cultural group has certain
characteristics which enable a Gamemaster to compose a
particular ariny quickly.If the detailed inf ormation in the
Middle-carth campaign modules is not available, a GM
can make rough troop-type converstons directly from this
Gaz.cteeer.

In gencral, common foor soldiers are 2nd through 4th
level fighters, depending on the amount of training and
experience their units receive. Elite troops, such as Unik-
hai and noble cavalty, are often much more powerful,
of ten as high as 7th or 8thlevel. Levies of all regions are
usually poor serfs drafted nto service and are most
commonly [st or 2nd level Light troops armed with
spears, bows, or miscellaneous farming implements.

Gondor and Arthedain employ predommantly Fleavy
troops. Spears sometimes appear when arinies mass in
large formation, but swords are usually the weapon of
choice. Both armnies use auxiliary troops which are of ten
Light Standard, Polcarm. or Missile troops. Such auxilia-
ries appear more frequently on the frontters, with the
large. well-cquipped. and well-trained central anmics held
inreserve. Gondorand Arthedain both have agoodsupply
of experienced officers, which is onc reason for the
continued success of Gondor and the continued survival
of Arthedam despite the numerical odds.

The quality and cquipment of the Orcish soldiery
varies widely. A few tribes wear metal ammor, but most are
Light troops. Orcs use a dazzling array of weapons but
seem to prefer melee weapons over bows. Trolls are all
Heavy Standard, while Wargs and wolves are all Light
Cavalry. Uruk-hai are almost always Heavy Standard and
over 4th level. Bats provide a screen for troop movements
and lower enemy morale by filling the skies above their
focs. While the forces of Angmar, Dol Guldur, and
Mordor have many capable generals, there ts a substanual
lack of skilled subordinate of ficers. Thus, morale 1n the
legions of Shadow relics more often than not on the
presence of some major servant of the Witch-kmg or the
Necromancer.

Dunmsh and Hillman tribes in Rhudaur, Dunland.
Cardolan, and Gondor are almost unif ormly Light infan-
try, with about equal numbers of spear- and axc-men.
Northmen organize themselves in much the same way.
with the addition of much Heavy Cavalry on the plais of
Rhovanion. Javelins are the most common missile weapon,
but some chicftains encourage use of the bow. espeaially
when fighting troops with supcrior armor or numbers.

The Men of Harad and Rhin usc large quantittes of
Light Cavalry and Light Infancey in their armtes. Most
Haradrimare trained in the use of the short bow and many
can fire from horseback. The Black Ndmenéreans of
Umbear strive to retam the traditions of Ntunenor and
equip most of their soldiers as Heavy Standard rtroops.
The army of Umbar is well-drilled and is the equal of any

Gondorian force of similar sizc.



Clves and Dwarves use very little cavalry. Morale is
almost always high among both races. Clves employ both
Heavy and Light troops, very few of which are under 3rd
level. The Eldar use the spear, sword, and bow to devas-
tating effecr, and a troop of Elves can handle many rimes
their numberof Ores. hwarves favor Heavy armor and the
tradicionalweapons of the hammerand axe. Even Dwarven
levies may be considered as Heavy due to the skill of that
folk with the forge.

Hobbuts rarely go to war, bur when the need arises, they
orgamze themselves into unirs of Light Srandard and
Meissile troops.

RELIGION

Tu the beginning Eru, the One, who is in the Elvish tongue called
Hlsivatar, made the Ainstr of his thought; and they tuade a great Music
before hins. In this Music the World was begun; for Iltivatar made
wisible the song of the Arnnr, and they bekdd it as a light i the darkness.
And mat y arotig them became enasmored of itsbeauty,and of its ’mwry
whick t/’n saw lugt'mmg and mjofdmg as in a vision. Thercfore
Hhivatar gave 10 their vision Being, and sci it anud the Void, and the
Secrct Fire was sent to burn at the heart of the World; and it was called
Li

Then those of the Afvur who desired it arose and catered into the
World at the beginsing of Time; and it was their task to achieve it and
b)‘ their libors ro(ﬁ«!fi” the vision which rf:c)' Ined seen [,ong l‘xy
laboured ins the regions of Ei, which are vast beyond the thou ght of Elves
and Men, surusl e the time appeinted was made Arda, the Kingdom of
Earth. Then, they put ot the ramuent of Larth and descended into it and
dwelt therein

—Valaguenta, I: 1-11

Ofrehgtonin Middle-carth, the most can be said o f the
belicts of the Elves, for the Men of Niunenor adopred
these and wrote profusc[y about their theology. The Elves
have memories stretching back to the days before the Sun
and the Moon and once dwelt freelyamong the Valar. We
canthus study the tenets of the Elvish faith as a valid basis
for all other religions. Written scriptures play a minimal
rolc i Elush devotion. Memory, oral rradition. and
personal belief form the basis for the spirituality of the
Eldar.

The Elves describe an infintte being with immeasurable
power who was responsible forthe creation of the World,
This being, named Eru [ldvatar, did liecle of the work of
creation himself, feavingmost of the task to the off spring
of his thought, the Amuar. The Ainur fashioned the world
according to the vision gencrated by their song, known as
the Amulindalé. The song of the Ainur also stemined
from the mind of [Kivatar, and many themes were hidden
to the Ainur, None foresaw rhe discord thar one of their
number named Melkor would throw into the song, and
the fates of Men and Elves, as well as the End of Time,
were ludden to the Ainur.

A few of the Ainur chose to enter Ei to complete the Condorian
tealization of cheir Vision. The greatest of these were the C""}"‘f’)
Soldier

Valar. The Valar numbered fourtcen. seven male and
seven female. and they took Manwé and Varda as their
Lord and Lady. Melkor too was of the Valar, but he was
forever sundered from them for his rebellion. With the
Valar came the Maiar, lesser Ainur who tended the
creations in Ardia. The Valar and the Maiar dwelt on the
Iste of Almaren, where they made the two Lamps to light
the world—and which were overthrown by Melkor.

After Mclkorstruck down the Lamps, the Valar moved
to Valinor, faracross the Sea to the Westof Middle-earth.
The Valar replaced the Lamps with the Two Trees, which
marked the beginnmg of Time. Soon thereafter, the Elves
awokeinthe East and began theirGreatJourney to Aman,
Melkor harassed them at every turn, but wich the aid of
Oromé. Melkor was chained and many of the LClves
reached the Blessed Realm.

Not long af ter the awakening of the Elves, the Dwarves
stirred in the mountains and formed the Seven Tribes of
the Naugrim. Aulé the Valarwished co make the Dwarves
the Firstborn, for they were his creation, but llivarar cast
a sleep upon them unti! the Elves awoke.

Meanwhile, Féanor the Smith fashioned the Silmarils,
great jewels that held the lighr of the Two Trees. Unfor-
tunately, Melkor poisoned the Trees and stole the Stlmarils.
After this crime. he was known forever af'ter as Morgoth.
the Dark Enemy. The wars commenced by the evil of
Meclkor are recorded in detail in the Quenta Silmarillion.
During the contflict berween Morgoth and the Clves, rhe
Moon and Sun rose. and Men awakened in the East. The
Edain passed mto Beleriand. and their fates were jomed
with those of the Elves for many vears.

The Elves, immune to age and discase, do not belicve
that their souls pass to Ilavatar when they die. They hold
that their fies are tied to the veryessence of Eii, and thar
when they dic. their souls depart to the Halls of Mandos
to wander about Valior and wait for the End.



Glassblowers

On the other hand, the Elves
maintain that Men exist in part out-
side of the Song of the Ainulindalé,
and chat when Men die. they pass
through Mandos to a fate outside
the Citcles of the World. The face
of Hobbits after death is uncertain,
for the Little Folk are often left out
of song and legend, and not much
given to theological speculation.
Finally, the Elves claim thar the
Dwartves have no existence beyond
their life in Endor: but the Naugrim
themselves believe that they too go
to wait in che Halls of Mandos for
the End of Time, aided by the intervention of Aulé.

Despite. or perhaps because of . cheir close relationship
with the Valar, the Elves do not practice any formal
religion. Elves recognize Eru Hlavatar as the Father of All,
the ultimace creator, and they worship him with a deep
sense of personal picty. They hold all of the Valar,
especially Varda, in deep reverence, and they often yearn
for the Uttermost Westand the Sca. They believe that the
Valar are divin, for they sprang from the thoughr of Eru,
but they arc limitedin that they cannot creare life from the
Flame Imperishable. Elves meditare frequently, especially
in places of great natural beaury, but they recognize no
priests among themsclves.

The 1D¥inedain learned of the Valar from the Elves, and
their pateerns of worship closely resemble those of the
Eldar. The Men of the West, however, are highly preoc-
cupied with death. They build elaborate tombs for the
dead, and many a wealthy Dinadiin has paid a fortune on
fraudulent elixirs of youth. Many Diinedain choose a
patron Vala for themselves. Though they do not worship
the Valar perse. they do of fer prayers and small sacrifices
to their patrons in order to request aid. The Duncdaindo
not practice formal worship on the whole, but occasion-
ally a rehgious scet or cult will arise which draws a fair
number of followers for a short while. Sauron ensnared
the Men of Niimenor in thts manner, preying upon their
fear of death and offering cternal life in Valinor. The
coming of the Plaguc has only reinforced the tendency of
the Diinedain to brood over their mortality.

Most other folk of western Middle-carth pracrice
direct worship of the Valar. though sometimes in debased
form. The ritual life of the Northmen varies among the
tribes, but most honor the Valar associaced most closcly
with nature. They hold a special fondness for Oromé,
whom they call Araw. Ritual life is centered around the
changing seasous, and various cults honor ditterent wild
animals and clements.

Dunlendings, Lasterlings.
and Haradrim are even more
superstitious. They associate
thetr versions of the Valar
with various aspects of nature
and worship them as Gods.
Sacritices avsolstices and equi-
noxes arc common. Such
people often fear the mflu-
ence of bad magic and are
most susceptible to the teach-
ingsof Sauronunder the guisc
of the Dark Religion.

The Witch-king is che
High Priestof the Dark Reli-
gion in T.A. [640. although most of rhese who worship
rhe Shadow outside of Angmar do not recognize any
formal religious structure. With che fall of Mergath,
Sauron became the center of the Dark Religion, although
he is known by many names to his pricsts. The Orcs
pracricc a bloodthirsty worship of Sauron based on
sacrifice and terror. Occasionally, Orcish religion is tied
to the profane hicrarchy of the Witch-king. but fre-
quently tribal chicftains use religion as a means to further
their own ends.

The Dwarves honor no Vala above Aulé, whom they
view as their creator and protector. They do not worshep
him, but they sing long, solemn chants in his honor.

Ritual acivity is importanc roall folk in Middle-carch.
Ceremonies mark major passages in cach person’s lifc.
from birth and naming to coming of age to marriage to
death. Even when there is no apparent religtous element in
the procecdings. most ceremonics adopr a formal and
reverent tonc. for rituals help to hold virtually cvery
community togerther, especially m the wrbulenr years
after the Great Plague. Fven the humble Hobbits treat
sigmficant birthdays with reverence, although the celebra-
tions arc frequently accompanied by greac feasts and
revelry,

Sovereigns and powerful nobles also have a ritual
vocabulary which is as much a basis for their poweras their
lincage and property. Gesture and symbol do not merely
enhance ritual proceedings; in many senses, they are the
actual event itself. An exchange of property may be
stgnifted by the presentarion of abranch or a clod of earth,
and an oath of homage is usually accompanied by the
cexchange of symbolic gifts by both partics. Even in
Arthedain, considered the most enlightened of the realms
of Men, the coronation of the King is nor complete unuil
the crown is placed upon the royal head by the Chief
Counscllor and the new King personally replaces the
standard of his predecessor in Fornost Erain with his own.
Such ritals are notreligious per se, but many belicve chat
they hold their origin in the superstitious rites of the
ancient Edain,



TECHNOLOGY

“—then down  from the bills came thearm yof Hillmen. T?wugb outr
forces were owtnnbered fourfold, we almost pitied the rabble which
fam’f us. Not asingle item of s!ed did they bear, and iron was confined
to speat-points and arrowkeads. Only their chief | a wild-looking man
with grear bushy whiskers on bis cheeks, carried a sward and wore an
iron beltn. Qur naail nirned astde most of their weapens; their bides and
wooden shields gave ther no similar protection. Were it rot for the
coutrage and tenacity of the Dunmnen, e would bave driven the savage
iribes before us in a rowt.

The irtirial assavdt was a draw, with neither side gaining any grousid
after ten ninuies of furiows fighting. Lhe second Dunuish char ge nearly
overwhelmed cur footsoldiers i the renter, but a surprise charge on the
Dutrnish flank by the cavalry of Targen Gilrod gave us the advantage.
In the end  aftera prrdnrd battle, many of my companions /a}rsli/ ! upon
the banleficld, for our adversaries chose 10 fight nearly to the last warrior.
! deployed a squad of light infantry to scoui the area for survivors.”

—from the journal of Targen Huor

(d. TA 1039)

Technology in Middle-earth is defined primarily in
terms of metallurgy. At the low end of the scale, the
prinutive Woscs fashion tools and weapons out of worked
stone. Other Men and Hobbits make their cools and
weapons out of iron,and among Men the [Jinadan smiths
alone holdthe secrets of steel. The Dwarvesandthe Elses
represent the current upper limit of technology m North-
west Endor. These races create alloys and machines far
beyond the ken of mortal Men, though the differences
between Dwarven and Elven technology areas vast as rhe
differences between the races themselves.

On the whole. all inhabitants of Middle-earth look
back to times of glory that have been lost by the mid-
Third Age. No Elven smith remains with cven a fraction
of the skill of Celebrimbor (d. S.A. 1897, and the
Dwarvesof Moria grow moresecretive and Iradcless with
the outside wotld. The High Men of Gondor, Umbar,
and the North yearn for the Age of Ninnenar and the
marvels it produced, mourning its loss rather than work-
ing to recover its lost glory.

The Easterlings, Dunmen and Woses live a rugged
existence as they always have. watching with mixed awe,
envy. and fear as the Dimedain maintain their system of
cities and roads. Only the groups peripheral, yet not
subservient vo, Didnadan culwure, the Northmen and che
tHaradrim, are cuerently improving their technology and
standards of living, mainly through the trade of goods and
skills with their urban neighbors. These people supple-
ment their own formidable skill in fashioning blades with
Dimadan techniques of metallurgy and forging.

‘I'he Diinedain of Gondor and the INorch, as well as the
Black Nunendreans of Umbar, work primarily tn steel.
Higher metals, suchas mithril, are notunknown e smiths
in the larger cities, but they are rare and no longer smelted
in Mannish lands. All items made by the High Men
appear lovingly crafted. superior in appearance as well as
in quality.

The descendants of Nitmenor wield weapons and
armor of exceprionally high quality (+10 bonus), most
of ten of aspecial alloy of steel. Chain mail is predominant
among D¢inadan armies, with suits of plate annor owned
only by targaen (8. “Captains™). The technical edge.
coupled with tactics handed down from Niimenor. allow
the Dénadan armies to face numerically superior focs.

Even in the last few centuries, the Dunedain have
invented a number of tools which allow them to keep the
economies of their great cities chriving. The wheeled
plow, first fashioned around T.A. 650, replaced the light
plow of Niimeneor, and proved much more efticient in che
rocky soils of Arthedain and Gondor. Vast new tracts of
land could thus be cultivated, and populations grew
wherever the new form of plow appeared.

The woolensindustry receiveda boon in T.A. 990 with
the invention of the horizental loom. Though the less
efficient vertical loom still exists in Dunnish lands. the
great wool markets of Minas Ithil and Tharbad rely
almost exclusively on the horizontal loom to meet the
demands of the urban populations.

Finally, the wind- or water-driven mill has finally
gained acceptance among most civilized folk in western
Endor. Though known to the Elves of the First Age and
to the people of Nilmenor, mechanical mills remained
rare in rural arcas in Middle-earth. perhaps due 1o the
resistance of rustic folk to such innovations. These 1nno-
vartons appeared first among the Diinedain. and their
dispersal among the lesser kindreds of ten took centuries.

Despite the technological advances of the Diinedain,
the Wise observe that the matersal culture of the mid-
Thud Age is but a pale shadow of that attained by the
Nitmenéreans, Throughout Norchwestern Middle-caith,
ruins of past glory stand, ecumbling monuments to the
Menof Westernesse. Even the most prosperous Ditnadan
kingdoms lack the skills, wealth, and initiative to restore
or rcbuild the works of old. The pensive Dinedain
meditate upon these ruins asamemento to their downfall,
and there 1s a great reluctance among the morc ambitious
Drinedain to recapture Niimenérean culture. The images
evoked by the ruins are, like the proud Sea-kings of Old,
shades best contined ro the dark tecesses of the mind,
representing pride as well as glory.

For the most skilled smuths, magic supplements craft.
From the Ichitnaur(S. "Moon-letters™) of the Dwarves to
the rune-swords of the Northmen, a subtle enchantment
lies on all items lovingly crafted. Gandalt’s fFireworks are
a spectacular example of this combination of magic and
technology. The Dwarves and the Elves fashion many
wonderful items: ships that fly through the air. the cold-
forges of Morta where the marvelous glassy substance
known as laen is forged. and items of power which hold
the strength of many annies. However, the construction
of new items of power is limited by the restraint exercised
by all users of power fearful of rhe watchful eyes of Dark
Powers.




However. despite the presence of magic. technology in
Middlc-carth has its limits. No auromaeed methods of
book-production exist for the dissemination of inf orma-
tion. Books consist of parchment folios made from the
skin of sheep, covered with delicate calligraphy, and
bound with carved ivory or embossed leather. As might be
expected. manuacnpta.nccxuaordmanlve:\pcn\ne of ten
works of arr in their own right.

Information takes ages to circulate. The limited flow of
knowledge kecps the advancement of technology and

scholarship s Middlc-earth tied to an excruciatingly slow
pace. Furthermore, individuals tn positions of power are
also careful not to introduce new devices or ideas with the
potential o destabilize the political balance. Ingenious
individuals who tavent some new wonder are often dis-
mayced at the poor reception given their accomplishments
by princes and sages alike.

Not even the Dwarves dare harness the violent forees of
combustion or stcam, and the Wisc take care that these
forces do nor tall into foolish hands. The Orces have no
qualms about creating complex and sinister machines in
their tunnels, but they are loath to bring them o the
light lest the Free Peoples one day use them against the

Bty Orcs. The commanders of the Shadow are also loath to
snder a allow any devices to their underlings which might jeopar-
Bridge dize thewr own positions.

TRADE

“After many days of travel in the wasie of Bunfearan, we returmed
agaist {0 the Old North Read. Ouer jowrnty among the Dunnien had
been wearing and dangerous, and the smooth and level grade of that
ancient Nimendrean way was a welcome sight 1o atl of us. Beforemany
mtinutes had passed, we encountered a caravan passing from Tharbad
to the lands of the South, and [ asked in whichdivection the nearest hostel
or village might lie. The caravan master, a plimp and robust Northnan
by the mame of Cynwald, informed me that the town of Larach
Duhnnan was still alwost three days travel to the north, but v might
find a Drurmish settlement three miles off the road not feur bours journey
abead where an old woman named Bromvyn brewed the best beer in
Dunland, 1 had the oppornensty to sample Bronwyr's ale many years
before, and L gratefully thanked Cynwald for his advice. The road was
Harrow in that region, sowe pu(fed off 1o the side to allow the boisterous
Northinar's wageus to pass.”

~—{rom the jourmal of Teglin Formennar,

merchant of Osgiliach {T.A. 1569)

Virally every commumty in Middle-carth aceemprs
to be self-sufficient, particularly in che Third Age. when
the flow of commerce is frequently unrcliable. Most
agricultural goods are produced locally, and enly the
largest cities and the most barren lands must mport
foodstufts. If a ltimited resource, such as iron, 1s not
available in an arca, citizens of that region will always try
to concoct a local substitute rather than import that
resource, cven if the itetns produced are of an inferior
quality. Bependence on an outstde source of raw materials
can be very dangerous in the turbulent times following the
Plague. Only the wealthi'est of realms regulatly pay the
exorbitant fees to the merchants who travel the dangerous
roads to distant Jands.

Most trade occurs on a local level. Farmers will bring
ther surpluses to a neighboring cown and exchange them
formanuf actured goods. Twomigrating bands of Hillimen
may exchange goods obtained in some distant city for a
surplus of curced hides which onc of the eribes holds. A
farming houschold may specialize in some craft, such as
candlc-making or spmuing, and exchange their wares for
goods from other houscholds.

Much of the trade on this level oceurs as barter, with
both partics working together in order todetermine a faic
rate of exchange of goods and scrvices. Cotns are occa-
sionally used. especially in the Dwarvenkingdoms, Gondor,
and the more settled parts of Arthedain, but in wild and
rural areas, coins take on symbolic as well as cconomic
funcuons. A lord will presenr coins to a loyal follower in
the way he nught give a jeweled ring or a prized sword in
cxchange for the retamer’s service. A highly different
concepr of money exists between the mercantile centers
and the countryside. and cach side thinks the other misses
the point of exchange entircly.



Trade between kmgdoms ocaurs less of ten. Dwarves
cart goods from the Ered Lum to Moria to the Iron Hills,
bur they keep to themselves and deal mfrequently with
Men. In the years after the Plague, regions with plenty of
grain, notably Rhovanion, Cardolan, and Arthedam, grow
wealthy by exporting foodstuffs into the urban areas and
the South, whete the Plague devastated most small farm-
mg communitics.

The wealrhy and powerful in the Dinedam realms, and
mcreasingly among the Northmen, consrantly require a
flow of luxury goods fromdistantlands. A few free traders
still roam Middle-carth, hauling their goods from town to
town, but the most common traders on the roads work for
awcalthy and sedentary merchant and transport freight on
commisston. Some traders work alonc or with bur a few
companions, but caravans are becoming a more familiar
sight as the roads grow less saf ¢ and reliable. The trade in
luxury icems such as spices, herbs. gems, art. and silk is
highly lucrative.and the potennial for high profit involved
keeps the roads acave. In such long-distance commerce,
the partics involved usually agree on a price and mode of
exchange i advance.

Prudent realins carefully guard the right to mint coms,
but many perty lords in the ceuntryside mint their own
motieys, of ten more to enhance their own prestige than for
cconomic reasons. Coms have an inherent value, based
upon their weight and composition, throughout Middle-
earch, but merchants are always more willmg to deal in
local comage. Suspicion exists around currency mmted in
distant lands, for less scnxpulous lords of ten stoop to
devalue their currency by mixing in less valuable metals.
Freshly minted coms are valued over older ones, as comns
tend to have their edges shaved as they pass between
owners. Some merchants address this problem with a
carcfully calibrated collection of balances, usually certi-
tied as accurate in many lands by an agent of the local
monarch. In most realms, stif f penalties exist for tamper-
ing with certificd weights.

The roads of Middle-carth are the arteries which keep
the nations’ economies healthy. Along them travel troops.
messages, and goods vital to the well-bemg of the more
settled realms. No kg or lord fails to realize the signifi-
cance of the roads, and all struggle to kecp passage open
and safe. A lord who keeps a serecch of road passing
through his lands well-maintained benetits from cn-
hanced prestige, and few travellers would begrudge him a
reasonable toll. Converscly, alordwhoallowsatoad inhis
territory to deteriorate or does not take action agamst
bandits opcrating withm his sphere of mfluence of ten
suffers from a poor reputation and may even face action
from ncighboring lords.

For the most part, roads in Middic-carth are unpaved.
becoming dust-choked in the dry summer months and
wretched quagmires after a rain. Some reads tn Gondor
arc paved with cut stone, allowing rhe rapid and reliable
transport of goods through the realm. The buster roads in
settled arcas have from fifty to cwo hundred fect cleared

on cither side 1n order to reduce cover for bandits, and
some far-sighted nobles plant fruit trees at regular meer-
vals to provide food for hungry travellers. In hilly and
uncivihzed arcas, the condition of the roads generally
detcriorates, and a few areas are nearly impassible to carts.
The situation i rhe passes across the Misty Mountains ts
ceven worse. Of ten mules and ponies are the only beasts
which can carty goods actoss the narrow and treacherous
tracks, and then only in the summer months when the
passcs arc frec of snow.

Tolls arc anunf oraunate fact of life to those who would
travel by land. Most roll stations exist at bridges and
mountain passes, through which all regronal traffic must
procced. Permanent and forufied tollbooths exist at the
Gap of Calenardhon, Tharbad, Osgiliath. and Linhir.
Smaller stations dot the map, supported by local nobility
who of ten usc the funds collected to mamtain the roads.
Up to a dozen foorsoldiers collect the tolls. and they are
usually supported by a squad of cavalry who scout the
countryside lookmg for smugglers. Bypassmg a toll sta-
tion is a sertous off ense in most lands, and most travellers
clect to pay the copper coms usually asked for passage.
Occasionally. tolls rise to several picces of silver, and in
times of special need, the authoritics may demand a
percentage of any goods entering or lcaving their realm.
Likewise, guards at the gates of walled crtics must collect
an cntry fee to any who would pass into an urban area.

Travel by sea i1s surprisingly uncommon. The only
major Manmsh port in the North s Tharbad, and 1ts
location up the treacherous Gwathlo necessitates the
hiring of a costly bargeman guide. The dangerous tides
swirling around the Cape of Lefnun {Andrast) at the
westernmost tip of Gondor add an clement of danger to
the northern passage, and many merchants often choose
the security of the overland passage over the speed of
seaborne travel. With the saf ety of the Great North Road
now becoming questionable through Dunland, though,
the more profit-hungry merchants arc turning to the sca-
caprams to transport their goods. In the South, most sca
traftic i1s between the various ports of Gondor. Sinfe with
the Princes of Umbar linits the legal trade with lands to
the South, and smuggling has grown into a lucrative
enterprisc.

The rivers of northwestern Middle-carth provide a
more reliable means of transport. West of the Misty
Mountains, the Gwathlé and the Baranduin are vericable
highways, and in the East, the Celdwn sees a never-ending
tlow of commerce beeween the Sea of Rhitn and the Long
Lake. Of course, the Anduin draws traffic proportionate
to its size, though the difficulty of the portage around
Rauros and the Sarn Gebir prevents it from bccomxng a
major passage between North and Seuth. The rivers of
Gondor arc for rhe most part restricted in their ulity for
transport by their short length and great force, but the
resourceful Gondorians make use of them regardless.




GONDORIAN HEGEMONY

As the complaints of many loyal citizens have veacked our ears
concerning the deplorable state of onr roads and bridges sinec the
Pestilence scized my sncle, Telermnar the Unfortunate, be it bereby
resolved by my royal cornmand thar I, Tarondor the First of Gondor,
King in the Line of Awirion, Lerd of Andrien and Tolfalas, I1igh
Governor of Harendor and Uibar) Overlord of Rbovarion, Guard-
1an of the Ntmendrean Faithfud, 1 Ifgb-conmmndcrgf the Royal Army,
and Protector of the White Tree, do justly commissicu the repair of the
bridge of the Gondor Road over the Gilrain Estuary at Linkir. The road
1s necessary for the movement of soldiers witkin the realm and for the
bustness of commerce by which our economy gains its strength, No mere
than three bundred gold ¢vin shall come from the royal treasurics 1o
provide the necessary finances for this wndertaking. The City of Linkir
nay raise further funds for this projea by any reasonable mcans.
Furtkermore, { conmnand the garrisons at Minas Anor, Pelargir, and
Dol Anroth 10 provide ten companies of royal troops te patrol the
Gondor Road for a peried of onc nomb, repairing any minor damage
to the vaad and reporting major dunage 10 the local Legate. I command
this for the good o f the nation with fill support of the Grear Conrt and
the Offwces of Works and Decrees.

—{signed) Tarondor, 7 U, T'A. 1637

14 [nd why should we not declare ourselves an Empire? Is that not
what we are? Are we 100 timid to adopt the tile of our proud
Nitncndrean ancestors, even when we now hold lands far move vast
than anything they ever could have imagined? Consider that we wow
receive tribute from five subject Kings and several dozen Chitftains.
Owr monarchisa Kingover Kings! Surely we bold the vight to callbim
atr Emperor. Hail to Aldamnr, King of Condor and Emperor of the
Western Lands!

— Inflammatory rhetoric of Falacar,
Helm Prince of Gondor,
d. T.A. 1538.

At its height, the realm of Gondor was the ultinare
expression of the resourcefulness and the encrgy of the
Duanedain. As grear builders. the Gondorians established
citics chat still rival any work of the Elves and Dwarves for
sheer splendour. As soldiers. they conquered territories
far beyvond the boundaries of rhe $South-kingdom con-
ceived by Elendil. Evenafter the tragedies of the Kin-strife
and the Grear Plague, cven after the fall of the Kingdom
of the North, Gondor is an meacr and powerful entity. In
T.A. 1840. however, there is little question that Gondor
i1s past her peak. Her conquests ceascafter the Plague; her
borders shrink frequently as the prospects of administer-
mg territorics n the East or South grow cver more
troublesome. Nonetheless, Gondor remains the most sig-
nificant power of the Free Peoples well into the Fourth Age.

The Gondorians are known best for their practicality
and their initiative. They build great cities and tortresses
seemingly out of nothing. They make shrewd meechants
and meticulous scholars. The crafts that flow our of their
cities fetch high prices on foreign markets due to their
beaury and function. Gondorians speok both Sindarinand
Westron fluently. using the former for writingand formal
occastons and the larter for market and domestic lif e.

The King has absolute powerwithin Gondor, although
there are many conditions upon his authortity. A noble
class, descendants of rhe Nimenodrean clite, holds little
actual power but controls a vast amount of influence
through its wealth and a number of traditional rights.
Most ofticers chosen For various administrative positions
come from the affluent and titled clite, for the King needs
their suppost for the sake of unity. Two ficf's within the
rcalm, at Dor-m-Ernil and Tharagrond, are independent
principaditics, autonomous within their bordersas long as
they pay an annual tribute to the Kingand provide troops
for Gondor in umes of strifec.

Apart from the autonomous principalitics, there are
two classifications of political units within Gondor. [n the
lands scttled by Elendil and his heirs, the realm is divided
mro scven provinces: Lebennin, Anbérien, Ithilien,
Lamedon. Dor-cn-Ernil, Anfalas, and Tolfalas. @f the
seven,the King directlygoverns only theisland of Tolf alas.
Ichilicn is a ficf of the Queen, the Crown Prince governs
Lebennin, Andrien s the traditional jurisdiction of the
Prince-President of Minas Anor, Dor-en-Ernil is an
autonomous fief belonging to the Princes of Lond Emil,
and royally appointed governors adnunister the provinees
of Lamedon and Anfalas. Each province may be divided
further mto sub-units or may contain autonomous ficf's.
Such division is based on traditional holdings, and the
King has little say as to their composttion. Virtually all
property within the provinees is in the hands of the King
and the noblity, who distribute it to their subjects in
reeurn for money rents or service.

The other type of unit consists of thosc lands added to
Gondorsince the beginning of the Third Age. Calenardhon.
Dor Rhiinen. Drawaith Iaur, the Westimarch, and
Harondor arc the five territories of Gondor, and the King
is directly responsible for their protection and welfare.
Harithilien, while technically a part of Ithilien. falls under
the military jurisdiction of Harondor due to the military
emergency in that arca. Mordor is a special casc, as it has
no indigenous inhabitanes willing to submit ro Gondor's
authority. It can be considered a military district, popu-
[ated only by soldicrs and hostile bands of @rcs.

Incach of the territories, non-Gondortan vassal peoples
live subject boih to theirold laws and the laws of Gondor.
In some instances, such as with the Norrhmen of the
Rhovanion plains, the arrangement works amicably. In
orhers. asin the case of the Haradrim of Farondor and the
Dunlendings of Calenardhon, racial and political tensions
of ren cruptin violence. Gondor expects rribute from these
subject peoples in licu of taxes, for they are not truc
citizens of Gondor. Citizenship involves an oath to the
King that forswears all other political authority, an oach
which many of the subject people are loath to take.
Gondor rakes care to demand only moderite amounts of
tribute from her subject peoples. but in the eyes of many
dissarisfied folk, any amount of tribute to the King is too
much.



The military is the King's most reliable means of
enf orcing lus will, though no Kingsince the Kin-strif e has
dared to use force withm the Provinces. The territories,
however, all have military governments, with commanders
appointed by the King. These territorial governors are
usually selected for their merit and social standing, and
despite the accasional overemphasis an martial lif ¢, these
are the most efficient political units in Gondor. Tt is
fortunarc that they are run so adcptl) for no territory is
ever frec from the threats of invaston or insurgency. In
central Gondor, the King has less recourse to force and
must often use diplomacy todceal with the of ten conflict-
ing concerns of the nobility, the common folk, the ever-
increasing merchant class, and his own interests,

Gondor's intluence does not end at its borders. Emis-
saries of the King live in virtually every othersizeable town
in northwestern Endor (and somctimes beyond), and
of ten these diplomats intervene i local politics when the
outcome may cffect Gondor. Spies roam the country.
gauging the strength and intentions of potenual enemies.

Most commonly seen outside of Gondor. though, arc
the merchants who ply the seas and roads. delivering the
fine crafts of Gondor to other peoples. Gondor's mer-
chants have interests as distant as Far Harad and Rhiin,
and they commonly undertake the journcys to these lands
themselves to keep an eye on the proceedings. Consc-
quently, while Gondor's political empire is shrinking, her
mercantile one is experiencing a period of slow but steady
growth. Gondorian cloch fills the markets at Tharbad,
Notthman warriors wicld swords of Gondorian steel. and
the Dinedain of Fomost flavor their food with spices
from the South transported by Gondorian traders. The
power of the realm of Gondor touches cach inhabizant of
Middle-carth, whether they are citizens or not.

THE LEGACY
OF THE DAEN COENTIS

After [ awoke from my fall in tbe fog, I forund myself ssrrounded
by a tribe of the local Danmen. They called themselves the Drocealentis,
and, like most of their race, they were sbort, stocky, and bellicose. The
steen sported great moustackes and plaid trovusers, while the women wore
long braidsand smocks that resemble the Pelbordons currently in fashior
in Lond Evml. They spoke among themselves in their raspirg and
convoluted tongue so that [ could ot understand them. They ignored my
attempts © commnicate, althou gh [ knews that most folk 1 those regions
knew a smattering of Westron. Apparently, a few of the wwarriors
wanted to execute e on the spot, but an old womnan miervened on my
bebalf. After what seemed like bours of debate, she fially convinced the
spearmien 1o go away. ke crone tended nry wounds with a sweet-
selling poultice of a type with which | was wnif anvliar, and she spoke
to ne i kalting, heavily: accented Westron.

“Ye poor bairn. Ye probably dids't know that ye fell into one of the
burial sites of ovr ancestors, did ye2 I shall soethe your in jurics now,
but they will take ye later to an or deal of wind for your transgressien.”

I looked closely at my surroundings for the first time. The bowlders
closest me were weathered, but I could barely make ous the carvings on
what must have been a Daen pukel-stone. I could then see that the low
hills I had dashed throwgh were rounded burial mounds. My heart
trembled as I remembered tales of prisoners of the Dunendings who
were lashed to stakes and left exposed to the clements for days. 1 could
almost fed the cold fingers of those bursed in those tombs reaching ont
to claim me as their own.

—from “Travels in Bsrdwaith”by Gedrion the Wanderer

In the middle of the Third Age, at the height of
Gondor's power, it is difficult to remember chat another
culture once flourished where the Danedain now rule.
The Dacen Coentis once held an empire that encompassed
the lands bordered roughly by the Anduin, the Angren, the
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Stone

Cerenorial
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Hoago Tarosvan

The origins of the Daen
Cocntis remains clouded 1n
mystery. Many Dunnish cribes
clanm chat their ancestors were
created by the song of Stalan
(Tulkas) as he threw down
Meclkor in the Battle of the
Powers. The Elveslaugh to hear
this account and hold that the
Daen cmpire was made up of
many dif ferent trihes. Among
these. the tribe which called
ieself the Dacn Cocenuis was the
most dominant. The Dacn
Coentis had some Edain blood
throughthe tribes of Men which
lingered in lindon after the
Grear Bartle. bur chey were pre-
domin:mrly the descendants of
the indigenous hill-tribes of
central Enador. They absorbed
numecrous smaller tribes i the
first half of the Second Age, growing morte powerful and
sophisticated with cach passing ycar. Among the tribes
they assimilated were the primitive Dniedain, skillful
hunters who may have becen the last remnants of the
People of Haleth.

Though the Daen lacked the technical proticiency of
the Ntimendreans, they were able to forge a coherent and
efticient federation of tribes in the region that was to
become western Gondor. The Drtiedain formed a priestly
class with represcntative members in virtually every tribal
group, for they never lost their close affinity with the
traditions and spirituality which defined their culture.
Flowever, mmions of the Dark Lord eventually worked
their way nrto many Dacn groups, corrupung what had
been a peaccful and pastoral folk into the ways of evil.
Most of the Driiedain simply vanished from history. and
large numbers of the Daen moved into the more rugged
uplands to escape the sacrifices and oppression practiced
by most of their brethren.

When the Namenéreans returned to the coasts of

Middlc-cacth, they found a people divided. They

homes to the harsh terrain of the \White Mountain
foothills. Those Daen who had rejected the Dark Reli-
gion now fck that their cousns had sold out to the
Ntimenéreans. Even withour the subdued but undeniable
influence of the Dark Lord. the Daen f oundmany reasons
to wage petty wars on the Danedan.

When Elendil called upon the high-chieft.ain to fulfill
the terms of his former Oath 1o help the Last Alliance
overthtow Sauron. the high-chieftain refused, sealing the
doom of his people. The Daen Coentis began to suffera
slow and painf ul demisc. Theitnumbers dwindledastheir
nunes ran out, their fields became waste. their livestock
became sterile, and their women became barren. Agan
and agan. natural disasters devastated their numbers. The
Daen clitc grew obsessive about death, and they con-
structed claborate tombs for themselves. Some of the
Dunnish minstrels claim ¢hat the ghosts of the Daen
Coentis stll walk the White Mountam vales, wandeting
until they can fulfill the terms of their broken Oath. The
tibes which never swore to the Oath of Elendil were
forced intoa rugged existence in Anf alas and on the slopes
of the Misty Mountain, whete they are known m the
Third Age as Dunmen or Dunlendings.

All that remains of the Daen Cocntis arc the stone
monuments that they built to commemorare themselves.
A number of Pukel-men, carved from the rock by the
Driledain priests, still stand in secluded glens and on
tocky crags: locals of ten claimthemto behaunted. For the
inost part, the cultural heirs of the Dacn Coentis—the
Dritedain and the Dunlendings—ncither claim nordesice
the legacy of their ancestors. Indeed, they scem oblivious
to their past, fighting for a mcager cxistence in the
wilderness as if they had always donc so.

However. a few of the Dunnish tribes have become
inspired by the decds of their ancestors tn recent years.
Rumors abound that the Dark Religion has once agan
become an overt practice in the hills of Dunland. These
Dunmen view the ancient Daen as exemplary rulers and
contrast their heroic deeds to the oppressive ones of their
Danadan masters. Their understanding of the past 1s
largely unrealistic and rtainted by the lies of Sauron's
agents, but they cling to their ideal in defiance of Gondor.

suppressed many of the more vulgar practices of the
Dark Religion, but they were nor able to stop the
spiritual inf ection which ithad caused. Ac fiest, both
parties profited fromconract. The Men of Nimenor
found the Daen to be cager students and workers,
while the Daen adopted new methods of agriculture
and administration taught them by their new part-
ncts. Bef ore long, the tribes clected a high-chief. and
the federation became a true empire.

All the while, friction was growing between the
Daen Caoentis and the Diwedain. The growing
colonics required a constant flow of resources, and
soon the forests of Ertador were gone. The Daen
found themsclves pushed inland from their coastal




GUIDE TO PLACE-NAMES 7.0 MAPS

Sindarin clements appear more frequently in the place-
namesof northwestern Middle-carth than do those of any
other tongue. The following guide will help GMs and
players to decipher the meaning behind them.

The next twelve pages of this gazetteer display maps of
northwestern Endor illustratingspecific factual themes. A
list of the maps along with brief explanations of their

contents preceeds the figures.
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Towns anp CITies
Urban centers with significant populations or polittcal
influence appear on this map. More inf ormation on these
towns and cities is available in section 4.1.
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Trane ROUTES
The network of roads covering nerthwestern Endor is
surprisingly extensive. This map shows major overland
routes and common sea routes, as well as depicting the
navigable limits on rivers. Formore detailed inf octnation,
sce section S.0.

PRE-NUMENOREAN SETTLEMENTS
Endor was not an empty land when the Ndmenoréans
sailed east from their island kingdom. This map depicts
the Elven. Dwarven, and Mannish sectlemnts that existed
tn S.A. 775, bef ore the Ndmenoréans founded colonses.

INUMENOREAN COLONIZATION

Initially, the Ndimenoréans served as teachers to the
Mannish groups they discovered on Endor’s shores. They
shared herblore and smithlore- —greatly to the benefit of
these peoples. With the passage of centuries, the
Ntimenoréans entered into trade relationships with their
students. As they came to value the products of trade more
highly than therole of mentor, the Ntimenoréans founded
colonies to ensure a steady flow of goods. This map
depicts the political repercussions of the Nimenoréan
settlements in S.A, 3300.

THe KingpoMs m EXILE

Alchough the Faithful of fallen Niimenor remained
perhaps more pure at heart than the perished followers of
Ar-Phrazon, their impact on the indigenous peoples of
northwestern Endor was more profound. The native
Eriadorans and Daen Coenus lost all cheir lands to the
Kingdoms 1n Exile. This map shows the political impact
ofthe [Dunedainandtheircousins, the Black Ntimendreans

of Umbar, in T.A. 861.

MIGRATIONS
The first half of the Third Age was atime of movement.
Few peoples stayed in one place. This map depicts the
mugrations that occurred.

GEOLOGY
This map shows the predominant rock rypes underly-
ing the lands of northwestern Middle-earth, as well as
major deposits of significant minerals.

CLIMATE
This map depicts the average temperature range typical
of a given arca in addinion to the flow of winds and ocean
currents.
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3A The Kingdom of Arthedain
3B The Shrre
3CBree-land
4 Cardolan
4A Cardolars Pranapahnes
4Aa Hicdor of Tym Gorthad
4Ab Dol Tunare
$4A¢ Hirdor of Ginthlin
4Ad Dol Calanur
4B Free Cantons of Feotar
4C Saralainn
4D The Waslord's Empire
5 Dale
6 Dol Galdur
7 Drtadan Forest
8 Dunland
9 Eothraim
[0 Esgaroth

L1 Fangom 13F Drtngaith Taur 14 Granwz 28 Morder et O 13Gh .
12 Gobli-town 13Ga Hanthikien 15 Lnladns 2] Mona 13K \ ' 5 _/' '
13 Gondor 13Gb Farondor 16 Iron Hills 22 Moumt Gundabad R < (' M ’ddl ) h
13A Anfalas 13H Forihilien 17 Lindon 23 Nan-Naugrn ( ; ( ddle-eart
13B Anérien 131 Lamedon I7A Borlindon 24 Rast Vom {Betfraen) P = / |
[3C Calenardhion  13] Lebennin 178 Harlindon 25 Rhudaur W‘\_J‘\J’L"\ Re al 190 S s
13D Dos-en-Emil 13K Tolfulas 18 Lébnen 26 The h'lf-king's Woedland Realm e \_"'\ ot N
13E Doc Rhioen (3L Westmarh 19 Lossoch 27 The Woodsmen Vi T R i




I Fornost Erain

2 Carn Diim

3 Mount Gram

4 Weathertop (Ruined)
S Cameth Brin

6 Mount Gundabad
7 Goblin-town

8 Moria

9 Angrenost

10 ]"Fornburg

I! Tharagrond

[2 Lond Ernil

[3 Linhic

14 Pelargir

15 Minas Anor

16 Minas lchil

[7 Cirich Ungol

[8 Durchan

[9 Carach Angren
20 Towers of the Teeth
21 Barad-dar

22 Do! Guldur

23 Aradhrynd

Middle-earth
Fortresses and

Fortified Cities




146

o

1 Forlond et
2 Harlond

3 Mithlond

4 Nan-i-Naugrim
5 Michel Delving
¢ Hobbiron

7 Anndminas (Ruincd)
8 Fornost Eram

9 Bree

10 Mecraich

11 Tharbad

12 Suduari

13 Larach Duhnnan
14 Carn Dam

I3 Mount Gram

16 Mount Gundabad
17 Goblin-town

18 Moria

19 Maethelbur

20 Caras Ou_u_.m._s:
21 Aradhrynd

22 Dale

23 Csgoroth

24 Azanulinbar-dum
25 Riavad

26 Burh Widu

27 Burh Ailgra

23 Strayhol

29 Tir Anduin

»

Towns and Cities

30 Rar Lithyrn 34 Minas Anor 38 Linhw 42 Galembel
31 Onodrit 35 Osgiliath (Ruined) 39 Lond FEmil 43 Echring
32 Dunlostir 36 Minas Tthil 40 Edhellond 44 Haerlond

33 Calminé 37 Pelargie 41 Morthondaost 45 Kas Shadoul
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Great Plague
Movemaents, [636-7
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Mineral Deposits
m.nv — Hﬂﬁug
Pb — Lead
C — Copper
Au — Gold
T—Tin
G — Gems
Mi— Mithril
Na— Salt
7 — Zinc
S — Silver
Ni — Nickel
Faults
— Major
= = Mumor

Middle-earth

Predominant Rock Types

i Igneous{hasalt, granite)
8 Meamorphic (marble, slate)

Simall Gram Sedimentary { shale, mestone, nr»_xv
Larpe Grain Sedimentary (conglomerate, samdstone)




Average .H.Mawngﬁnm
% under 30°F

30°-40° F
S 40°-50°F
50°-60°F
BRI (10_70°F
70°-80°F

odean aurents

Middle-earth
Climate
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Type Map
Coordinates Page #

Adorn River G8 .92
Ad7.aMON .ovrrrecaersesiirene Mountain HIi4 92
Acltnnan w.eccerecMarshland ... G US eeismtsretsonnee ooreverritene PO B,
Aglarond Caverns G9 58
Aksa Rusn Pass ..... AlQ 92
Amon Din ....ceevenrnee. Beacon-tower .. HI3 vviveenirereenininnnnen 58
Amon Din Hill.. H13 .92
Amon Draug Hill Bl .92
Amon Garrych Hll KS .. I .93
Amon Halitan Htill N/A ... ...93
Amon Hen Hull GI3 93
Amon Lang .csennn. Mounzan .......... | PR e et e 93
Amon Lhaw Fhill H13 93
Amon Losthoron ......... Hall A6 .93
Amon Othar Hill Ed 93
Amon Sl Ll D7 93
Amon Si) Rums D7 58
Amon Thyryr .....oueeen Hill Cl2 93
Amrinaur Forrress J1o 58
Andrast Cape }S-KS 93
Andrath Ruins e s e 58
Anduin River 1) 2] ) SRS | 94
Andwn Vales Regton BIZEBNZ e 18
Ancithel ..o See: Langwell,
Anfalas Province Ké6-1.9 32
Angalaladh Plain El4 94
Angirith Pass AlO 94
Angmar Realm A-AlO..iiciirienens 19
Angren River H6-G9 e 94
Angrenost Fortress G9 S8
Angsir River.. BY-A8 oot vermecriic e 94
Angsinl River A9-ALO vennnenenn 94
Angsil Fortress A9 60
Annabrith ...vveiiieerens River........ N/A 94
Annen Lake ClS 94
Aonon Baran Village Bl - 60
Annieduin Raver B3 9§
Anndimtnas Rutns C6 60
Anorien Province | {31 [ VO .
Aradhsynd Palace CIs e 60
Archet Village D6 .60
Ardagomen Rwver FI7-GI3 .reviierrrrren- 95
Ardruiga River 1217 95
Ardanir Fortress )\ 7 S 60
Argonath ... e, Monument ... (G 61
Argond Fortress B.... 61
AITIOF «ouuciresomestinensonssssens See: Arthedain, Cardolan. Rhudaur.
Arthedain ....Kmgdom BS-D7 20
Ash Mountains ............. See: Ered Lethui.
Athrad laur..................... See: lach [ur.
Athrad Onodlé............... Sce lach Onodlo.
Athrad Sarn ... See: Sam Ford.
Aur Esgalabar Plain DI6 95
Axewater River CI8 ...95
AZANsmnisinesene 5000 Azanuhinbar-di.
Azanulbizar Valley 111
Azanulinbar-dtim Cicy B s omesnisodss
Balost .....cvvreenrenermseeriisens Fonress............. Fé6.....
Balrogs c...oveccrcrrerinies Fallen Maiar ... IN/A coeiiseseneecesenne
Barad-dlir Ruins HISs
Barad Harn I'own KIl
Barad-wath ..... Forrress 15
Barak-shathur......oovee. Dywarf-hold ....... Cl8.
Barandtun Raver C6-E4
Barazinbar .....oecvieveneee Vioungain ElIO
Barckketa Fortress Co
Bar-cn-Tmnen Village 113
Bar Lithyro Town HIl6

Type Map

Coordinates Page #
Barrow-downs............... See: Tyrn Gorthad.
Baugatsor-i-Sauron .......2lain H1s 96
Bay of Belfalas ..ooocvvcvon See:Nen Belfalas.
Bay of Umbar ......cc.uun.. See: Nen Umibar.
Beffeaen, The Teibes F4 S
Beldwin Fortvess G9 63
Belcgaer Qcean N/A 96
Belcgost Runs B3. 63
Belertand ..oeevvvvveceennecres Drowned Land.BI-E3 ....cccvevreeenee. 7
{473 [ ) P Peninsula .......... 2 () ] (R o .96
Blackroot ......eeeeeerissnenne See: Moithond.
Blue Mountarns ............. Sce: Ered Lum.
Botroms Bridge Village o L [ 63
Brandywine cooncucinnn See: Raranduin.
Bree ... Town D6 63
Bree-land County D6 2'
Bridge of Mithuithe!..... Bridge [ D) 63
Bridge of Stanebows ... Bridge D6 64
Brown Lands .......cecn... Wasteland ........ 13 .. 1)
Bruinen Rever oeeceeee D9-Cil ..96
Buhr Allgra .. Town wueecerneas | [ S 64
Buhr Fram ... See: Wraecaburg,
Bubr Mahrlmg Town D17 64
Buhr Waldlaes ..............Sce: Strayhold.
Buhr Waldmarh Town EIS 64
Buhr Wadu Town Bl 64
Bundushathur ..., Mountain EIO 96
Bywarer ....ccccovonievnnnnnnn.Se€: IFlobbiton,
Cair Andros Island L) S S 96
Caldor Fortress DA cissisisiabbiseiitiontosinns .64
Calembe!f Town O e O e o e 63
Calenardhon ....ee........ Temtorv........... (€] (1 21€} I e 34
Calenhad ........cocvneeece < Beacon-tower .. H 12 orvceennnieeennriierenne. 66
Calenhad Hill HI2 96
Colminé Town H10 66
Cameth Brin Forrress (3 P 66
Cantons of Feotar ......... Cantons E8 .24
Carach Angren Fortress I114 66
Carach Angten Pass HI14 96
Caradhras...........cunn......... See: Barazinbar.
Caras Anarth Ruins L I 0 S SRR ettt 67
Caras Celarrnen Town C4 .67
Caras Galadhon Ciy BN o nan a0 63
Caras Gwindor Town Gi3 68
Caras Tolf alas Village I 1) B S 68
Carchost cueeeereeeseisinesens See: Towers of the Tecth.
Cardolan Realm F4-F9, D7-G7 ............23
Cargash Tower A8 68
Cam Ditm City X S 68
Camen River CGIAINT...... o haima 97
Camrock Island (0 [ S 97
Celdum River [ (599 5 0 L, 97
Celebannon ......oonn... Village........... (@8 [ U : .
Celebidil a...rvciiivsrnn Sec: Zivak-zigil.,
Celebrant River EBE. ...z o e b e 97
Celos River 13 97
Ceoin Amroth Palace Ell 68
Cherwood Foresr Dé 97
Choil Caerdh Forest | " T s 97
Cillien Village F9 69
Cilstrem River F9 .97
Cirdl Ruver HITALL v, 97
Cieith Auris Pass Al7 98
Cinth Dunrandir Pass occovcrccrennns j10 98
Cinth Gorgor Pass HI4 98
Cinth Hinminond ........Pass Al3 98
Cinth Mithlm Pass Al3 98
Cinth Ungol Fortress HI4 69




Type Map
Coordinates Page #

Cinith Ungol Pass Hl4 93
Cloudyhc.xl ................... Sce: Bundushathar.
Coldfells... oo Sce: Pinnath Aegring.
Combe ... weennnne Village .. D6 6Y
Cor Ang.xl |l ldh Ruins El4 69
Creb Durga s Srronghold ........ Fé 6Y
Crossings of Eaui ... Ford ) 1R S ST, 98
Crossings of Poros ... Ford =14 i I8
Crossroads of the King Monument ........ ) | o QR s | |
Cam Taran ...c.covereen. Platean Tt .98
Dagorlad ..o vvsenn Plain o GIl+4 99
Dale Town BIS 25
Dark Cape .o Sce: Rast Vom.
Darkwoaod ...... .See: Eryn Vom,
Dead Marshes...... ..Macshland ......... G13-Gl4 .99
Deeping Cocmb...... Valley i G9 e w99
Den Ldke Pass AL 99
Den Nun Pass vooveeeeeniinnene (16 99
Derndingle Glade 1o 70
Derwath .oveenrereniennnns Village H9 70
Dinnall Dale... Sce: Azanulbezar,
Dol Amroth Sec: Lond Emil.
Dol Baran Hill (G O e S SES100)
ol Guldur Ciey Ly B SO 26 70
Dolmed .......ccccocunnvrvrrrnns Mountain B3 100
Donaen Tribes HI5-HI6...eeeec........SS
Donctrith . oeeeiiiiinnne See: High Pass.
Donu Raseer E17-DI7 ..cvververniennnnn 100
Dor-en-Emil ..ocovvvcrrnren. Prncipaliey oo JIOJIT oo 35
Dor Firmen ..cinens Scc: Undeeps.
Dor Rhunen... «Temtory ... GI14-FI16 ...
Dragons.mm. oo MODSIERS o A1 5-A16
Driadan l'orcst Forest HI3
Drowatth [aur ... ... Territory H6-H7
Dundok ..o « Village D2
Dunf caran ...eevcimieins See: Ounland.
Dunharrow Valley .HIO0 10]
Dunland .....oocccinn Highlands 9 27
Dunlosur Town Gl10 71
Dunsirem River FO.F7 101
Durchang s Fornress Hl4 71
Dasalan Town N/A 71
Eagles Allics (e[ RN I . SN 56
East Bight ..o, See: Narrows.
Easterlings Tribes E17-G21
Edhellond ...........cccoonvreme Elf Haven Ji10
Lgladil Plain Ell
Eilenach.iiisnnenn. Beacon-rower ... HU3 coceeeveivennnsiirinrens
Eisthel Celebnn ... Town Gl4 72
Exchel Thurin Town KI2... 72
Eldanar v nerecneenn. FOrTROSS 333 72
Elostiron ... Tower ..o D i crnemnerinsiennens 72
Eoyn Amnen Hills....... 114 101
Emyn Berad Hialls »3 10]
Emynen River., CIs 10]
Emyn Engren .........uee. Sce: Iron Hills.
Emyn Guldur Fhills E13 10]
Emynet- Thang Hills D13 10]
Emyn Muil Hills .GI3 101
Emyn-nu-Fain ............ See: Mouneins of Mirkwood.
Emyn Sal Hills LG5 b 74 (0 ] S— 101
Emyn Uial Hilts BS 102
E NAth oo See: Egladil,
Enchanted River v Seer Glilduin,
Endil Tower
Enedhit wocvrivverroncon RV riirciiienen 36.... "
Enedwaith...enener Liplands ... G6-F8 102
Cn Egladil Moers DY 102
En Ercdorath Moots .. DS.. 102

Entwash .........coccesnrne.nr. Sce: Onodio.

Type Map

Coordinates Page #
Eagyn-in-Oaodio........... Sce: Mouths of Entwash.
En Udanonath Steppe A7-A38. 102
Eothram, The Trnbes E15-D16 cevveemrvernenenenene =3
Ephel Diach Mounmios.......... HI4-]19 k-4
Fradas Fostress N/A 73
Erebor ... Cavems .............. MY e e T o e 73
Erebor... ... Mountain BIS 102
Erech il ROz Lmiomaciats i 102
Ered Angirath ......ovvivnnns Mounuins.d....... I6-117 .. - 103
Ered Lithutt s vivisesnrens Mountams......... HI4-HI9 ...irrseceenen 8
Ered L ceevviecinens Mountams.....A3-E3 ... k28
Ered Mithtin.........covem. Mountains...... Al 1-AlG... 9
Ered Niowas e Mountans...... H7- 1413 ... 10

Ered Tarchonion.
Eregion .mieeans

Eregwarh.. .. 103
Erelis oo Beacon-tower ... H13 ... 73
Ertador ..... v Upland Basit 0 A4F9 e, 10
Ertadorans e Clans De-L6 57
)13 s e e L T S P 113 e .. 103
Eryn Vom Forest F4 -...103
Esgaroth .....civiecvinees TOWA cvinnnec (Gl s... 25.73
Estaravt..... e Northaten ........ B1l. BIO T
Estebin...omrmreersesce o [Lake ES ... 103
Edhir Anduin Delea j12 103
EechirOnodl) ..o Se ez Mouths of Entwash.

Ethraud Engren ............. Sce: Fords of Isen.

Echring Town 1. .73
Ettenmoors Hifds B9 102
lFallsof Rauros..oe.... Waterlall GIX. 104
l'angarn Forest Flo 28. 104
IFanuidhol .........ccieennvee... Sce: Bundushathur.

Fanutlond ..... Town Jit ...

Far Downs ... v Hills . 4135

Féaras....ccoeeunee . Mountain o

Felaigram Ciift's BI .

Fennas Dainin Town [8...

Feotar ... rereenne CARONS ooeennn 38

Ficld of (..glcl\nnt ......... Ploun 'l

Field of Cormallen ....... Glade )4

Firien Wood won. Fotest ... 12

Ford of Bruinen Ford YOk o, v o,
Ford of Carrock Ford C12 coiirisersscsirisnisons
Fords of lsen..........ccoen.. Ford G9

Forest River River BI3-CIS5 i
Forlindon .....cceemeeniennns Region woenn BI-C2 e,

..D2

Forlond ....coocciiivmmisssirninn Town .o,

Formanduin .........c...... Sce ngvw:!}.

FFomost Erun Cm Coé 74
Fomchel P RO Tundra (\5-(\7 1 l . 29
Forsaken Inn, The .......Inr: DY..... v 74
Frogmorton Village D6 75
Gaer Darlith Plain E116-H17 sisuanisizs. 105
Gaer Rhiinen ................ Inland Sea ......... FI9-E20 .oivevenesinieenn 1
Galibrur Village J10 75
Gamwich Village B S e 75
Gap of Angmar .. Blufls A9 105
Gap of Gilenardhon...... V. alley: G9, 105
Gilran ... Rier 112 105
Gladdm ........... River NI2 105
Gladden Frelds ... Marshland......... D2 oo ot g e 106
Clanduin River E8 106
Glanhir Stream HI12 . 106
GInbir v A L SRR % ) () O Rl S T e R 7S
Geblin-town Cityes Cl

Gondeithel River N/A

GonUOr v sreeccssmissirsanses Alluvial Vales ... FIG-]13

Gondor...... Kingdom

Gorgoroth ... Plateau ..

Gramuz Tribes LIS=Q6 i




Type Map
Coordinates Page #

Great River. The v, Sce: Anduin.
Green Fills eereenriinnnne Hills ... DS 106
(ETTET (VT - S— See: Pinnach Gelin.
Ny floodimiiel ns Sce: Gwathla.
Grey Havens ... wn 8¢z Mithlond,
Grey Mounrans ... See: Ered Mithrin.
Grey Wood ...... See: Drdadan Forest.
Grop Kodar......cew. Mountain HI9 106
Caldun River e 106
Gulf of Lhiin ... Sce: Nen Lhnin,
Gundabad e See: Mount Gunclabad.
Gundalok ..eeeecveecre lateau voeenee ALILBI o 107
Gwathiraug Basin J1$..... 107
Gwathlo Ruver I7-Fé 107
} aerlond Town K5 75
HAlIrien vocevvenninn Reaconatower ... T . 73
Halls of the Elv m~k|ng Sve: Aradhry nd
Harad .. ; - Desert Waste.. CNTA rseisrens 12
Hamhlhvn o e e Region N2.13 37
Hatlindon e, Region E2-E3 45
Harlond {Lindon) ....... Town D2 . sevseba oo O
Harlond {Gondor) ...... Town ..o b [ s ARy o — Y 76
Ilarnen River N/A 107
Harondor unncierene Upland Plains . KI2-KI4 i 12
Havondor Terrory ., KI2-Kl4.
Haudh-in-Gwandr ....... Burial Mound ... J14 o
Helkasioal vrreorsrivacrnncn Stream AR
Herubar Gular Ruins Y.
Ihgh Pass Pass (o O
Hills of Evenditn v, Sec: Enyn Ual.
Hithaeglir we Mountamns......... IV R B R errre I3
Hoarwell See: Mutheathel.
Hobbiton/ B‘\‘\vatcr ....... Village DS. 76
Hollin ...oicicieinsinn. Sce: Frepion.
Hormburg...... Fortress (€7 O
lach Angren v See: Fords of Jsen,
lach Celduin Ford Dl6 107
lach Taur lFord DI2 .o 107
lach Onodld Ford Gl1 108
lasic Methed ninninnne Sec: Bradge of Mitheithel.
Ice Bav of Forochel ...... Bw ...................... NIA coisennn 108
Ttanin ... Town D17 76
Iinlad Ichil Valley Hl4 108
hnladrs e Elf Haven DIV 43.77
Iron 1H:ills FHills 133 I O ¢ JE—— 4
ISeN v iisiiense . Se6t Angren.
Isengand ......... Sce: Angrenost.
lsenmiouthe See: Carach Angren.
Isigir... Castle N/A 77
Isle of Mendltayma ... Island N/A 108
Ithilduin RWer i, | = ) P A [ .1
Ichilien ......... Province Hi4 33
Kas Marzak Town N/A i
Kas Shadoul Town N/A 78
Kas Shafra Town N/A 78
Khand......coemsssnssnens Plin NN 108
Khazad-Jim .cciionnne See. Moria
Kheled-ziram Lake LI10 108
Khélor-dormal .....vecn.. ! Mountain ... A6 ... 108
Kuska e Village 139 78
Lake Evendim ,..... cue See: Nential,
Lake Hyord Lake All . 108
Lake-town .... See: Bsgaroth.
Lamedon ....... Provinee s HIOT I e 39
Lancrast ... rsnereneens Mountain 110 108
Loangwell River Bl1.B12 109
Latach Duhnnan Town F8 78
Lebinnever Cape e S i miatier- e A O 2

Lebennin ceeveneneesensersonnns Province . 1 7% 1 40
Lefnut .... River H7-]7

Type Map
Coordinates Page #

Lhagdhol ......cvvvneeenes Mountain N/A
1.hiéin River o L OF e S
Lanlaich River FI0-FI2...
Limlight .convecccvvcvcccoecne See: Limlaith,
LT ]f S Sa— Waterfall ......... (| 109
Lindon Realin ;
Linduin River
Linhie Town
Litash Town
Lith12d oo oo PRI e e HI7JI9 oo 110
Little Delving Village D5 30
Loeg Firn iS00 : Dead Marshes.
Locg Nlngloron ............ Sec: Gladden Fields.
Lokosir River
Londaroth Ruins
Lond Dacr veeevrevsreecee RUMS et F
B L0 b N e o O 1§ ey
Lonely Mountaun .......... See: Erebor
Long Lake ... See: Annen
Long Marshes See: Actinnan
Lonen....cuuent ...Ell Haven G/ 0 46
Lossamach. ... Valleys 113 110
Losseuhel... ...Sce: Snossbourn.
LosSOTIl coverreerervirirrrienenns Moutain ......... NIV it vrrecbelizecns: At LI O
Lossoth, The Tribes AS- A7 ............................... 29
Lothlétient corciensenes Sec: L.orten.
Loudwater ...... ... See: Brumen.
VR ccholuret.. SRR .. S GR e conssennnesssssssoe onrscd GO
Maras Castle N/A 31
Mening Stecam..............See: Glanhi.
Methedrias e nvcceieecs MOURAN oo FD vsrerneessseresnenn. 110
Methir Village Ki2 . 31
Metraith Town weEO ... 81
Metrast Cape KIO 110
Michel Delving Town DS 8l
Midgewarer Marshes.... Marshland ......... | C et —— I [}
Minas Anor (G150 ccoomenc oo 13 3l
Minas Ddchith ......cooeiee Tower oo 116 32
Minas tthil o City HI4 ~282
Minas Girichlin Fortress ES 82
Minas Morgul ......c.... See: Minas Ithul.
Minas Thonfalon Ruins I'4 82
NMinas Tneh . Se¢: Minas Anor.
Mindoluin ........reeenns Mounrain 113 v
Minhiriach Valleys POLEG .ot M
Min-Rimmon ................ Beacon-tower ... 112 ........
Mingymath Highlands......... E6.D7 ..
Airkwood Forest BI3- FIS
MHTOMEre v veieneeen S0¢: Kheled-zaram.

Misty Mountams ......... See: Hichacgli,

Mitheithel River

Michlin River

Mithlond ...ccocoverncerrrnnnnn Clty .

Mosannon .................. Fortress ..............

Mordor ....... . Plateau ...............

Morgai........ ...Mountain ..........

Morgul Vale e, See: [mald Ithil.

Mona (S U rrerer e rerer ey 49. 83
Morkai f*ortress A9 83
Motmaegon e, Mountaim 114 11]
Morthond River HI0-110 ..o 1111
Morthond Vale ............. Principality: ....... ) 310 S S S w1
Morthondost Fortress HY 83
Morva Tarth ereeeeieennn. Pear Bogs B ol e 111
Mount Doom ... ..See: Orodruin,

Mount Gram Mountain BY I
Mount Gundabad ......... Mountain All .. 42,83
Mountains of Mirkwood Mountans......... PRICYS ...t 111
Mountains of Rhiin ..... Mounrtains.......... GIB-F18 v 1L

Mountains of Shadow .S¢c: Ephel Duath.




Type Map Type Map

Coordinates Page # Coordinaces Page #
Mountams of Slow Death See: Ered Angfirath, Rendiil Town 110 86
Mouths of Anduin ....... See: Ethir Andutn, Rhigsgebel i sandomers. ..., i BIA G imsman. nmn. 86
Mouths of Entwash .....Delta ... HI2-HIJ i 112 Rhovanion Plains GI13-F17,Cl16-E16....... 17
Mulkan ....c.oeeeeieeeenne i Rhudaur ..o Chief dom ... CO-DIO0 corcvvrrrrienens 32
Nan Anduin ..... 4 Rhin Plagn N/A e L, LIS
Nan Anginar..... Riavod Town E19 86
Nanduhirion ... See: Azanulbizar. Rimmon ......cvrrirenenen Mountain ..., HI2 ... 116
Nani Rum cniienene. Marshland ... All i 112 Ringlé River J10 116

I Nan-t-Naugrim ... Valley B3 30,112  Rivendell isnnnennnene... See: Imladris.

I | Nan Loke Valley All .. 112 Rivermen IFamilies A4-C4.C6-E4 ... 57
Nansret . Village F4 84 Romenest .Fortress FI3 86
Narchosr .. See: Towers of the Teeth. Rénen-in-Anduin ......... Plains B12 116
Nardol ....cooooerrvceirrcenier Beacon-tower... HI3 ......couirecesnriciicrnens 84 Rood .Town C6 86
Nen Belf alas > Running River e Sce: Celdwin,

NenHichoel Saarkaana ...eene. Fortress ... N/A ..87
NenaieSail Sackwille Village e dES 7k
Nen Lhin Saralainn .ooeoeniiennn Kingdom ES-B0 coiuiississisitossessme 24
Nenuial Sarch nia Linqueli® ....... Basin .venn, LR SRV [ TR 116
Nen Umbar ...ccniiennee.. Harbor . N/A 16 Sarn Ford Ford E6 [t6
Nimrodel ..... Siream Ell [12  Sarn Gebir cocisscennns Rapids ... GI3 116
| Nindalf........ Marshland ......... HI13-GI3 e [12  Scary Village D6 87
| Nin-n-Eilph.... Marshland ..o E7 v 1 13 Sea, The v See: Belegaer.
NogothiatiC ..ureuereiiiirarans Bridge D12 84  Sea of Num.... ....See; Nurnen.
togrod ..Rums B3 &8  Sea of Rhiin .................See: Gaer Rhtinen.
North Downs ... Sce: Tym Formen. Sewni River 112-)12 116
Northem Waste...........See: Talath Oichelca. Shediin ..........corveereeeren. FOFITESS oo AN, rremprremmsssrssssasn O
Nortthmen, The ............ Clans ..o BISC16 L ivessimeenss 18. 51  Shere, The Shire IS, i ., s 22
Nothva Rhaglaw . Town C8 84  Silverlode See: Celebrant.
Numeriador ... Valleys A3-Cl..renirasnrernsnsins 113 Silvertne See: Zirak-zigil.
O TTON et ¥ oiris e Bastifggs. st JI15-HI9 ...vaeee 113 Sirannon River EYu, 116
AN s s osmmnnse Intand Sca ......... ]16-118 ... Sir Lanealaith River SEQ) 116
Qarbarton ........cc.covunrnne Village 105 o BB B - e, Sir Morva Stream SN (G TS R I e ) | &
OglorbGlacicr ............ Glaeter All 113 Sir Ninglor wueeicrinine. Sec: Gladden.
Oilad Plain C7-C8 ..113  Sirros .River w2 116
QldFord.....uiiiienin. See: Tach laur. Snowboutn ...eeeevecrr. RIVET e (@301 €] § EO—— S
Old Forest ... See: Taur laur. Sook Asrt Town ANA o taa 87
Onodlé River Hl2 113 South Downs ... See: Tymn Hyarmen.
Onodrith.....eceeecce Town € P B S 84 Spathlin Town 110 oo ccrinens 87
Orad Edhelion Mountain J10 113 Staddlc Village D6 87
Orod Elw# .....coivierenne Mountian I3 114  Starkhorn ......ccne...n...... Sce: Lancrast.
Orod Rauvclcg rrueeneeer. Mountain 1% 114  Srock Village . D6 87
Qrodritin Mountain HIS 114 Srrayhold . Town EIS 88
Orhanc .o See: Angrenast. Sudurt City Fé6 .88
Osgiliath City 114 85  Sirdbeki ...ocinioreme River ... H20 117
OSSaANEN .....ocrvmmvesasenians. TOWN HII 85 S\vanﬂce: corvreseerecsnnnnseSe€ Glandum, Ninin-Eilph.
Ostegurth Ciry 116 85 Talath Harroch Plain FI3-FIS e 117
Ost-in-Edhil Ruins .E8 .85  Talath Muif Moors A+4-AS 117
(@ i, ! Sce: Homburg. Talath Naur Desert N/A 117
Qverbourue ................. Marshland ......... D6 ceivverinereeiinines 114 Talath Otohélca Waste ALS-ALT v 117
Parth Celebrant ............. Sec: Fickd of Celebranr Tarlang..... e MoOUNINS eeee.. 3 117
Patth Gurthil Plain AlO . I14  Tarlang's ’\kck Pass HI10 117
Pachs of the Dead ........ Caverns ..........oo.. [ 20 (0 N 85  Tamabar Palace @ 38
: Pellardur e FOrtress N/A 85 Taurdumn... e Sec; Forest River.
| Pellenor Fields Plain ... 113 114 Taur-c- Ndaed]os See: Mirkwood.
Perth Samen.....oveovcre Basin . Taur lzur Forest D6 118
Perth Ubmyn Plam Taur Romen Forest oAl BO-E2 I, vennnrremvorers B
Petty-dwarves Tribes Tawar-in-Driedaim ......See: Drdadan Forese,
Pinnath Aegring Hills Thalion s, Palace ... E6 88
Pinnath Ceren Hills Tharagrond ... ...Fortress Jj6 88
Pmnach Gelin Hills I8 114 Tharagrond ........cccccceicc. Principalizy ....... Jj6 32
Pinnath Tereg Hills N9 IIS  Tharbad Ciry E7 388
Poros River J14-)12 115 Thorontfr ... Fortress ..GI5., .
Prosapar ...........evuusen Mountain HIlé6. IS  Timendir ... FOrtress v F9 e 89
Rammas Formen ... Moors B6-A6 s LIS Tindrock ..... ...See: Tol Brandir
Rast Arnor ... Cape .. GSecrererrmssesmsisivessessrare LES  Tir Anduin Fortress F13 .89
Rast Vom Cape F4 S1, IS  Tir Echrad Town J14 90
RANTOS isissssasasssrorsereresaen See: Falls of Rauros. Tir L:m!ight Fortress Fl2 S0
Redhom i See: Barazinbar. Tir Nindor Fortress Gl3. 91
Redhom Gate .oPass . El0 11S Tol Brandir ... island Gl13 118

Red Ridges .ccooounnicunnee See: Pinnath Ceren. Toldil Island ' I A e ) .




Type Map

Coordinates Page #
Tolfalas .omecervvrnenen Is1ANd e K
Tolfalas Fief ..
Tol Glingal Island ]\ avx e 1138
Tol Lilalgace ccvcrreeionn lsland....... N/A I1&
Tower Hills ..., See: Enmyn Beraid.
Towets of the Teeth ... Fortress HI4 9]
Trollshaws ...rwieeen See: Pinnath Tercg.
Tuckburrow Village D5 91
Tym Formnen Hills
Tym CGorthad Hills
Tvemy Hvarmen ..o Flills
Udin Vailey
LHalduin «ceivsnnnennnnnns Rivcer
WHdon? o vee e RiVe
Umbar ..... Ciey
Undead e Florrors
Uadeeps Ford
Uthrael Boore Placeau
Vales of Aaduin.............See: Dlan Andutn
Nomag .. anvisi.isseenssssnris IRVIENS f55-cets s [\ £, U p— e )
Warfinger Fortress Fi7 92
Warlord's Limpire, TheRealin F5 24
Weather Hills ..... .. See: Emyn Sl
Weatheaop..... ...Sce: Amon Sl
West Bight ... Sce: Narrows
Westmarch ..... w Temtory H8-138 42
Weuvang ... .. See: Nindalf .
Wildertand ..o Sec: Rhovanion, Mitk wood, and Nan Andwin.
Whice Downs Hiils DS .. 119
White Meuntams.......... See: Ered Nimeais.
Wichered Meath ............ Sce: Sarch nia Linquelié,
Withywindle ... RSO0 i | DT Y ——— e
Wizards Istan N/A Y
Wold Hills F12 120
\Woodland Reabn ....... Realm orreree BI3-BIS i 46
Woodmen, The Trbe D13.DIS
Woodmen-town Villa ge D13
Wases, The Tribes H13. Y4, H6
Wraccuburg Town BAL2 . uccsseresssrsposssssuserrentioerte 2
Zitak=21gM ooovvniressnnns Mouuntain EN... e 120

9.0 SUGGESTED
READING

Sadly. ncither The Vagtbond’s Giade nor anyof its imitators are
carrently avaulable in print in English wranslacion. Fortunately,
amodern scries of reference works and role playing game atds
on specific regions of northwestern Middle-carth has been
published by Iron Crown Enterprises, coverng in great detatl
what Camagul couldonly summarize. A list of available prod-
ucts is available From:

1.CE
P.O. Box 1605
Charlostesvilte, VA 22902
USA
Several atlases and guidebooks of Middlc-carth in the late
Third Age are also available:
Karens Wyan Fonstad, The Adlas of Meddle-carih (Boston: Houghton
Mifflin Co., [93I).
Robei Foster, The Complete Cuide 1o Middle-carth (New York:
Ballantine Books. [979).
Batbara Strachev, foumeys of Frodo (New York: Ballantine Books.
1981}

Other books dealing with the nature of Middle-carth include:
David Dav. A Totkien Bestiay{ New York: Ballantine Books. 1979).
Paul H. Kocher. Master of Middleoearth{INew York: Ballanune Books,

1972).
I.E.A. T)']cr. [he New Tobkien C-?mpaman (Nrw York: Avon Books,
1978).

Humphrey Carpenter’s biography of Tolkien (Boston:
Houghton Mitflin Co., 1977) provides valuable insighr into
the forces which went into shaping Middle-carth.

For an examplv of how a travel guide nughe appear in an
effectively pre-liccrate socicty, sec Ihe Josruey througk Walrs/ The
Drseriprion of Wales by Gerald of Wales, translated by Lewis
Thorpe {New York: Viking Penguin, 1978).

Gerald wrote in the wwelfch century and worked witchin the
same tradition of travel litccrature as Camagal, The Ceamania of
Taatus is 2 Roman exampte of travel liceracure which also
explores in greac detail the cribal characteristies of the German
peoples. Chronicles of che Ceusades. though often less con-
cerned with a physical description of the lands involved, also
addto our understanding of carly travel literacure. See P. Geary.
cd, Readings in Medicval History {Lewiston, INY: Broadvicw Press,
1989}.

If one is scarching for a description of daily lif ¢ and material
culture in a pre-industrzal socicty, onc can do no betier than
Fernand Braudel's The Stucture of Evoryday Life (New York:
Harper and Row, 1931}, Though Braudel covers a period
whichis technologically more advanced than Third Age Middle-
earth, his discussion of the interrelationship of technology.
cconomics, and culture is priceless,

Orher very accessible works one might wish to consule are:
Mazc Bloch, Fredel Sciety(Clincago: University: of Chicago Press, 19693
G.G. Coulton, T8 Mediewl Villaze{ New York: Dover Publications, 19893,

Barbara Tuchman, 4 Distent Mireer {New York: Baltantine Beoks, 1978)

The local library is also bound to have a number of books on
specific topics of particular interest, such as military fortif ica-
cions, languages. geography, herb-lore, and the like. The casual
rolc playing gamer s strongly encouraged co pursue these
ancillary incerests.

Of course, the ulimate source for all macerial concerning
Middle-carth is J.R.R. Tolkien. The Hobbit, The Lord of the Rings,
and The Silmarillion ase the foundation upon which this work s
built, and the posthumous works published by Christopher
Tolkien greatly covich the avatlable detatl. A list of Tolkien's
wark which concerns Middle-careh follows,

JRR.. Tolkien, Cke Adventsires of Tom Bombedil {Boston: Houghton

Miftlin Co. 1978).

. The Bock of Lost Tles (Two Parts. Boston: Houghton Mifflin
Co.. 1984,
- Dix Fellowsip of tke Ring(Boston: IHonghton Mifflin Co,
1975).
. T Hobbir Revised Edlition. New York: Ballantine Books,
1966).

- Te Lays of Belervand (Bosien: Houghton Mifflin Co., 1985},

- The Return of the King (Boston: Houghton Mifthin Co., 1977),

- The Shaping of Mididle-carsh {Boston: Houghton Wifthin Co.,
1986).

. Tkt Stlwarillion (Boston: Hougheon Mifthn Ca., [977}.
. Toe Tolkien Reader (New York: Ballantine Books, 1976},

. T Twe Tewrrs {Boston: Houghton Mifflin Ca.. 1965).

Unfinided Tdlrs (Boston: Houghton Mifflin Co., 1980).




Lord of the Rings
Adventure Game™

An ideal introduction for new role players chat leads
them to the point where they can graduate to playing the
more advanced Middle-earth Role Playmg™ and perhaps
eventually to Rolemaster™

LR® - Lord of the Rings Adventure Game™
(I.LOR, a boxed set) $18.00

Like us. you thought Tbe Hobbir® was a great read, and The Lord
of the Rings™ unsurpassable. And now you're hoping to find more
of Tolkien’s magic in a game. You're in luck! Playing the Lord of
the Rings Adventure Game (LOR), you'll experience that magic in a
new way—more immediate than books and more challenging
than daydreaming. Role playing a mighty EIf Warrior or a deft
Hobbit Scour, you'll discover forgotten forests, powerful arti-
facrs. and ancient lore; def cat evil Sorcerers and wily Dragons; and
conspire with the Wise— Gandalf, Aragorn, and Elrond—to
preserve the Free Peoples of Middle-earth from Sauron's dark
shadow.

LOR introduces the novice to role playing in Middle-carth. It’s
easy and fun—there is no weighty tome of rules that must be read
before theentertainment begins. Instead, the first pages of the first
adventure, Dawn Comes Early, explain a few of the most basic
concepts. Then the players choose characters and start playing. As
the action unfolds and excitement builds, more advanced con-
ceptsare presented and explained. Almostbef ore they know it, the
novice players and their equally novice Gamemaster will be
experiencing the full imaginative power of role playing as done by
the experts.

The LOR boxed set includes a complete 64-page storyrelling-
style adventure that reaches as you play, guidelines for handy
reference. a 34" x 22" color map of northwest Middle-carth, a
map of Bree-land, six character fold-outs for the adventuring
patty, eight maps of adventure sites, S8 standup adventure
characters, and two 6-sided dice. Even if you're an experienced
role player, LOR is an ideal introduction for new players (your

friends who haven't eried FRP yet).

LLR1 - Darker than the Darkness™ 12.00
Contains the two adventures that continue the first one. Dawn
Cames Early, started in the Lord of the Rings Adventure Came. Darker
Tkan The Darkness(Adventure #2)isa complctc scenario set in the
downs southeast of Bree, and Bad Men Fudl o’ Thievery (Adventure
#3) continues these Lord of the Rings adventures in the Trollshaws,
just west of the Misty Mountains. Each adventure provides
numerous GM Notes and Examples. The directed structure of the
material enables the novice GM to run them with confidence and
style. This 96 page perf ect bound book features maps, floorplans,

and a bundle of excitement.

L.OR Adventures #4-6 (Early 1993 Releases)
These adventures will complete the epic sagastarted in Adven-

tures 1, 2 & 3. They will be released tn sequence over the course
of 1993,

Middle-earth

Role PlayingTM (MERPTM)

J.R.R. Tolkien’s classic works, The Lord of the Rings™ and
The Hobbif®, have stimulated and nspired fantasy role
players and fantasy readets for the past S0 years. Now,
experience this epic secting in full detail with Middle-earth
Role Playing (MERP), an exciting, intermediate-level fantasy
role playing system that is perfect for Tolkien enthusiasts
as well as experienced gamers!

MERP is supported by a wide variety of Game aids,
Ref erence Works, Campaign Settings, and Adventure
Supplements. You can write or call ICE for a current, up-
to-date catalog with a complete listing.

#8100 — Middle-earth Role Playing™ Boxed $18.00

The role playing system perfect for novices as well as experi-
encedgamers! T his boxed setincludes everyrhingyou need to stare
role playing in Middle-carth: a 128 page rulesbook, a 32 page
introductory adventure, a 16 page layout booklet, full-color

standup character, and dice. For experienced role players, the 128
page rulesbook (#8000) is available sepearately for $12.00.

Sourcebooks & Reference Works

#2100A .... Poster-Map of Middle-earth™ $5.00
#2200....... Middle-earth Adventure Gmdebook $9.00
#2210 ....... Middle-earth Adventure Guidebook II™ .S$15.00
#8001 ....... MERP Combat Screen™ ... .. $6.00
#8002 ....... Lords of Middle-earth Volume 1™ $12.00
#8003 ....... Lords of Middle-earth Volume II™ ... 0 $12.00
#3004 ....... Lords of Middle-earth Volume II™ ... ..512.00
#8005 .......Creatures of Middle-earth™ e 510,00
#8006 ....... Treasures of Middle-earth™ L $1E5.00
#8007 ....... Angus McBride’s Characters of Middlc-carth™ .. $14.95
Campaign Settings

#3800 ....... Far Harad. the Scorched Land™.. ... $12.00
#3110 ....... Mount Gundabad™ $12.00
#3111 ... Grcater Harad"™ ... S14.00
#3112 ....... Gorgoroth™ S18.00

#8301 ....... Minas Tirith™ hardcover ............ ..... : .................. $18.00
#8302 ....... Minas TER e s it e S RO

Fortress Modules
#8203 ...... Galonhadt am, cmet b e ma o o lriene A $9.00

#8205 ....... Nazgul's Citade!" ... $15.00
Adventure Modules

#8080 ....... Rivendell. Elrond's House™ $7.00
#8011 ....... Mouths of the Entwash™ $7.00
#3012 ....... Warlords of the Desert™ $7.00
#8013 ....... Dark Mage of Rhudaur™ ) $7.00
#8014 ....... Rogues of the Borderlands™ . ... .. .. ... ... S$7.00
#80I5........Forest of Tears™ . umsrsem s .00
#8016 ....... Ghost Warriors™ . $10.00
Ready-to-run Adventures

#8109 ....... Ghosts of the Southern Anduin® ...$6.00
#8110 ....... Perils on the Sea of Rhin™ ..$6.00
#8111 .......Denizens of the Dark Wood" .. $6.00
#8112 ....... Hazards of the Harad Wood" .. $6.00
#8113 ... The Necromancer’s Licutenant™ $7.00
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The Gazetteer Features: <X

* 2131'!'!?)( 3f" CO&%};_M";I’ OF }\IQRTHFVESTERN In the preface to the gazetteer, our author writes:
MIDDLE-EARTH" with a grid for easy location o “With the exception of the Red Book of Westmarch, written
features described in the gazetteer and assigned map :
P % @ and prrsm‘;d' 1'". the Hobbits and travislated (w I rofessor Tolkien,

* 160 PAGES which provide GMs and players with critical The \‘lh“l’”nd“ Guide 15 perhaps the beskgurviving source we
facts for role playing campaigns from any site in have congerning the Third Age of Middle-earth. While the Redtne:

~northwestern Endor. Book pndormmmrf\' contams magrative accounts of the deeds of

s REALM descriptions include spouftu such as rulers, Hobbits. the Peltandir Permellon is' a thuch older work “from
Populauun products, and a concise history for all the Gondor and is a unigue guide to virtually every corner of
nations between Angmar and: Umbar. Northwestern Endor. As its name implies, the text ofidl'lve

* SITE entries detail ““g'“' purpose, 1“dcr'"’}ml‘“mn for \:lk.abnnci. Guide addresses: the various pmf’u‘cm.\ faced by
the eities and citadels from the Aglarond to Woodmen= 7 ‘

travellers in the years immiediately following the Great Plague.”

LoOwWn. - ; 3 :

* FEATURES include elevation, area, or length for the le [f{}}mu .u‘l\{'r}[ut‘rsdatc] 4 Clllm*‘ valdd]C s [h{_
rivers, mountains, and pl.’ilmus of Endor—from the v 'Ig“ bon AHIAESROW TREIN CVOLY CONEE R
Adorn to the Withywindle. Tolkien's magnificent creation. (The gazetteer 1s a

o TRADE ROUTES are covered exhaustively—with fully CO!‘npﬂtibl(‘ companion piece to the Northwestern
mileages‘and degree of danger specified tor each leg g of Middle-carth Map Set™ also available from 1CE.)

the journey, “[”"k‘ with a short summary d{\(‘!’tbmg >ach

major road. A Carnpalgn AtIaS fOI'
« THEME MAPS pmpmnl deposits of valuable minerals,

the locations of imajor cities, and the average SR v

Il‘n'lpcldlllh\ for the many regions of NW Endor.

* INDEX gives map u_mldl:m[(‘b for every entry in the S R R A g
gxl?.(‘t teer.
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