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[.0 STARTING THE
ADVENTURE

The following adventure is designed to help a
Garmemaster learn some of the finer points of running i
game session for one or more players. Complete and ready
to rus, it can be set up in a few minutes and played ina few
hours. Extensive notes provide the Gamemaster with a
commentary laced with tips intended to illuminate key
aspects of a good FRP adventure,

Since this adventure is a learning toal, it is more
structured than a normal FRP scenario. { We also include
maoree magic items than would normally be found with
such a modest party.) The players” options are limited to
but a few choices, for the‘.‘ are accompanied hv detailed
instructions to the Gamemaster reparding the handllnen[‘
play. In this w; ay the Gamemaster can get a grip on deali ng
with specific simations without having to woek too hard.
The sa mple adventure in the MERP rules book s 4 more
typical and less restrictive adventure.

THE S1x PARTS OF THE ADVENTURE
"This adventure, which is entitled The Loons of the Leng Fell,

CONTAMNS 51X I_‘-arr_-i.:

(1) The Players—which provides a sampling of pre-
generated characters, including their history,
physical teaits, and peculianicies, from which the
gamers may choose a player-character [PC) of their
chaoice;

(2) The Tale—which describes the setting and covers
the background and plet;

(3] The NPCs—a character-by-character description
of the prominent non-player characeers;

{4) The Sites—a level-by-level, rmam—h}r—mmu
description of each adventure site, complete with
numbered diagramns, floorplans, and illustrations;

(5] The Task—a discussion of how to stare the
adventure, along with the aids, clues, obsracles,
and rewards awaiting the adventurers; and

(6} The Encounters—which cover typical or
probable meetings berween the adventurers and

the MNPCs.

STARTING PLAy

Skim each section of the adventure before speaking
with the players. Pay particular arrention to (1) the
physical nature of the starting point in the setting, (2)
the plot outlined in the rale, (3) the principal non-
player characrer (NPC) adversaries, and, most impor-
tantly, (4] the task.

Then ger [u-;,r"l]u:‘r privately with each player. Ad-
dress the |1f1} er's desites concerning the character’s
nature and bnc[{gmund Afterwards, assign the P];l:,-ﬂ- a
pregenerated character drawn from the list given in
Section 3.0 Review the char; tfn:‘rl. |-'||'$T|‘||"',.’ 'md any
Pll'lr'htnll [ralts of ]Jqullqrrtfr:a.

Ar this poine, the individual player characters (PCs) are
ready for adventure, The Gamemaster should turn to
Secrion 7.1 and reread the material on “Starting the PCs.”
Gather the players together and begin by describing the
setting at the starting pamt, [ Turn to Section 6.1 for a
detailed description.} Welcome to Middle-earth.

2.0 THE LOONS OF
THE LONG FELL

1he Leons of the Long Fell is set along the southeastern ef_{g{-
ofthe Coldfells of Eriador, beside the Trollshaws and just
north of the River Bruinen. This location makes it an ideal
introduction te, and companion for, the adventure found
inn the MERP rules book. The small area map in Section
6.0 shows the relarionship of the three adventure sites in
the region, Tthe Gamemaster should feel free to move the
:dwnturc site to another area of Middle-earth iFdr‘ﬂir&:d.

3.0 THE PLAYERS

The next few pages contain descriptions of six
pregenerated characters for the players to use as player
characters (PCs). Character record sheets are provided
after each description, enabling the Gamemaster to pho-
tocopy the half-page covering a piven PC. Each player
should have lis own characrer sheet before beginning the
;IL{'I.H::I'JI'LTL‘E‘.

Since this is an introductory adventure, the skill and stac
bonuses on the character sheets are already rotalled for the
player. In addition, names comman to the PC's races are
provided for each character, but the players should feel
free to make up their own,




3.1 WILHAET BREM (PC #1)

Wilhaet Brem hails from a village near Fornost in
Arthedain. The son of a bartle-scarred veteran of the wars
1Pa!nsl_ [l‘u: 'Lu15 1|_1'5 ]1(‘ WS |'.-rnugl|.l 1.1F.u 1 a Wi 1rt‘1ur ]
household. It was hardly surprising when he announced
that he wanted to be a soldier.

Brem's family, however, has long had a feud with the
local Lord; so, like his old father Wisrine Brem, young
Brem sought service elsewhere. He took the Grear East
Road cistward toward the Last Inn, where rumor said
recruiters from the South often stayed.

Brem s a jovial lad with a flery temper. He loves to
1;1|_|gh and savors a g{md cantest. Criven to ﬁg]“.fng, he
makes a contest out of the simplest of disputes,

Brem carries a {+10} yew longbow and his great-
grandfather's {(+15) magic broadsword, “Wolf-slayer.”
Inlaid in silver and housed in a blue silk-covered scabbard,
it s a noble weapon which slays Walves and Dogs (on a
rall oi'Ul-fl'U} and frows warm when within [0 of any
1'.-1'-'1:}”- [J':!u.‘]{.i.

88

Mame: Wilhaet Brem [aka "Brem”)
Race: Eradoran (Nurt]‘:m.m:}

Hrighf: 3l

“’eighh 184 1bs.

Hair: Reddish Brown

Eyes: Blue

Dremeanor: Wild, Vocal

S'Pfi.'ia]: E‘;C;.‘lr (S50 ]:Il-} Ful'fllf;lki
Profession: Warrior { Mercenary Guard)
Level: 1

 STATS

Statc Value Bonus
Strength (ST): a7 +20
Agility (AG): Ao +5
Constitution E(__f]':l'. a0 +10
Ineelligence (1G ) 63 1)
Intuition (I'I') ; Fird 45
Presence {PR.): 33 H
Appearance (AP ) 53 -

SKILLS

Movement and Maneuver

15 MM
0 MM
-5 MM

T A e paesmri s s s
o St gy o e S B P A
T R e e =20 MM
Weapons
[-H Edged: ...+38 OB [+53 w/+15 Broadsword)
T-H Concussion: w20 OB
s II‘*‘-"E"LPOHS o e B s YR
5 casminienne L3 OB
i‘Eﬁ OTS [‘l' 18 w’+m Longbow)
i T an- B

Thrown:..

Delissile: ..

Pole Arins:

General Skills

Bade: wicenaciias

S . A T e

TLaLk

+11 MM
w11 MM
-1 MM
+6 S5M

I‘::'ll'Ll:rte'ri:ugnr bkl“:i

J"I.l'l'!lhu‘il-l B
.":r.nlka:dr. ,,,,,,,,,,,,,,,,,,,,,,, i
Pick Eock mammiiaai
Disarm Trap: cucwenn

Magical Skills

Fiasid] Bamet s i i i issinasisitagss

Ey e +5 MM/SM
. +55M

IR S T & L

-25 5M

Ll T etnns i v s R s el B -2005M

DHrecred Fp::”ﬁ:

2008

Miscellaneous Skills
Perception: ... e s s T E L
Body Uﬂelopment o4 (Hits)
Base ."1}14 15 O3B . TR TOTTVRPRPNL. . bl
Esgerice Rz vt 10" R
Channeling BR: v ivisiimmmnismsmmmpsisnes T2 R
Botson: B R wn TIO BR
Disease BBz i T 10 BR

Secondary Skills
Star-watching «vvemsersmisssssmmsssssissssamassamaiees +5 SM
ROPE-MASLEIY coiiisiisisimminsiasssmsmmmssssirmsssrivvsrsss +25 SM
[.anguagcs

Westron I:Commuu}

B A s i e R
Spell Lists

Mone

Rl sl s e A Channeling
Pomer PODIS: (i nesisisismta e s 0 PP
Experience Pts.: 10,199 Exp
Encumbrance Penalty: O MM

5 Ranks
3 Ranks

Diefensive

Deefensive Bonus:............. +5 DB [+40 with shield)
AFNOL el sisseemsasssaseasss Fadgid. Lieather
BREElr oo e eserssssnim e 10 Shield
i U TV o X o st o Y e S s e HEESogh .
AT CIPEAVESD eremesrmsnmes semerssssesemssrssbbensssisiinsnssans LROTIE

Leg GIEAVES? vuvsrissesmssissoresssssssmssrmssssppsemass sersrpis I OME




3.2 MUTFAST STRANGFOOT (PC #2)

Mutfast Strangfoot is a sober young Hobbit from the Marish in the
Shite. Little is known about Mutfast, or “Mut” as he is oft-times called,
since he is an cxfcptidnal]y careful sort of fellow, given to never getting
into trouble. In fact, most folk consider him industrious and rather bland.

Quiet, careful, and keen of ear, Mut is fond of listening to goss ip and
intrigues alike. He never speaks or acts rashly and rarely utters what is on
his mind, but he has a bit of larceny in his soul and has lived th rough many
an adventure in his vivid daydreams. It is the glint in his eye that stirs the
Marish women. A few of the old folk suspect that Mut is a bit bent,

Name: Mutfast Strangfoot (aka “Whitfoot™)

Race: Hobbit
Height: 3'8"
Weight: 84 Ibs.
Hair: Medium Brown
Eyes: Green

Demeanor: Cautious, prudent
Special: Blond hair on left foot

Profession: Scout (Baker's Delivery Boy)

perhaps even a crook, but those in his family know the truth. Mut is the Level: 1
sort of Hobbit that likes to hide from passersby, the type that solves
puzzles when no one is looking. STATS
His most distinguishing feature is one common to his small family. Stat Value Bonus
Like all of the Strangfoots, he has an unusual left foot which, in Mut's Strength (ST): 91 -10
case, is adorned with curly blond hair. This oddity gave birth to Mut’s Agility (AG): 97 +30
nickname; “Whitfoot.” Constitution (CO): 90 +25
Mut recently left home and went to Bree in search of his eccentric Intelligence (1G): 79 +5
great-uncle Boffo Strangfoot. Armed with an antique (+5) Dwarvish Intuition (IT) : 74 -5
mace, a fine (+15) Mannish dagger, a sling, a spare dagger, and his Presence (PR): 69 -5
father’s (+10) bluish hide shield {weight S Ibs.), Mut took to the road Appearance (AP): 63 —
hoping to join Boffo in the quest to find the ancient Strangfoot home. But
Boffo wasn't in Bree, so Mut headed eastward toward the Last Inn with
but one clue to abide by. Old Boffo is somewhere up in the Coldfells.
-
SKILLS
Movement and Maneuver Miscellaneous Skills
DNOALIOL orrssseressssrsissisismsmsonionnsiiBlEdii +35 MM D B IO i ciierinmmmmsssonsressssrsramssssssssssossesssssrssamsssenis +18
Soft Leather: o..vvceeeeresereeeeeeeeeses oo +20 MM Body Development: ..........couuenonnceececerene. 52 (Hits)
Regitcl LESthers mmmmimsiiniaaid -25 MM Base Spells OB ....coomnrinisosesnesssssssenees +0 OB
CATRY s T G -80 MM Essence RR: oo +55RR
PR s B e b -95 MM Chartieling RR: covvuasiamasanmsmsig +I15RR
Weapons Pt?ison R csmmmmmmnssiimies S5 BR
1-H Edng i +6 OB ("’Zl W/""IS Dagger) Disease RR: bt s nsssissessssesssssensens TA0 R
[-H Concussion: ..o -34 OB Secondary Skills
BT W Bas sz o OB COOKEIY renvssrisussiivessestimsssarssssismmsissisassssaiorssnssisisss +0 SM
Thrown; ... +46 OB (+61 w/+15 Dagger) Foraging ..o +20 SM
T i e S RS +46 OB Languages
po]e Arms: —34 OB Kuduk (Hobblt) ___________________________________________ S R,’:lnks
General Skills Westron (Common) ........c.ummmnsmmnsnnnssenne 3 Ranks
e +41 MM S AARINY i i i s barasennerssratsessessasans I Rank
]Il{lc'h:: ................................................................ +'I MM SPCH LiStS
W e A sy BT +36 MM None
Tk anaaiatnaiting it +11 SM 2y by
Subterfuge Skill e DT
/}mbush:‘ .............................................................. +4 SP EXperience PEs.: .o 10,235 Exp
SFEIHQ/HI({E: """""""""""""""""""""" +22 MM/QM Encumbrance Penalty: .............c.vccceveeeeee.. +0 MM
Pick Eodk: coisamanan o s +17 SM .
Disarm TEap: uuimsimmsimssessissmmssm: F7GM Dcﬁ‘“s.we o
. ; Defensive Bonus: .....+30 DB (+65 w/+10 shield)
Magical Skills ATV O L iiiEiaiiisian b vasssoptsnssesatssanssssamestoonss smssrions No Armor
Reead RUNE: wooovveecececeses e —2,0 SM Shield: oo +10Shield
i -30 SM Helm: et None
D —— +5 OB AT GrEAVES: 1o oo oo oo None
T 2 U None




3.3 ALF MEP (PC #3)

Alf Mep is a quick fellow. Born to a shepherd's family
near Fennazs Drdnin in southern Bhudaur, he learned the
value of swiftness while only seven. When his flock was
threatened by marauding Hillmen, young Alf ran two
miles to warn the townsfolk of the attack, His valor saved
aver half the Fennas Drinin's sheep and prevented an
assault on the town . The lad earned the title "Fast AlE"

Alf tired of life as a shepherd, however, so at the wise
old age of nineteen he trudged norchward in search of
adventure. His goal was the lost treasure of the Low Road
Brigands,a heard ascribed to a }ms;sibl_-,.hmythf'cﬂl group of
renegade Drimedain,

Al carries a 5111-1-1'.11 heitloom, the [+Iﬂ'} magic
“Shepherd's Sword.” This 55" two hand sword takes
three forms: one, astraight beech staff; the second, aspear-
like staff; and third, a glistening golden blade with ablack
leather hilt, A simple command {“change™) results in the
sword's immediate tranformation according to the wielder's
choice, so Alf uses the weapon as his walking sraff. Aside
from his (+10) dagger and long bow, it is Alf's only
weapon. Alf likes to rravel light and scofts ar the thought
of donning armor or adopting a shield.

Mame: Alf Mep {aka “Fast AIf'")

Race: Enadonin (Mixed Dunlending/Morthman))
Height: 5'T0"

Weight: 160 Ibs,

Hair: Tawny Brown

Eyes: Hazel

Demeanor: Chuet, cool

Special: Walks with a false ]Ern]:

Profession: Warrior (Shepherd)

Lewvel: 1

STATS

Stat Value Bonus
Strength (ST a5 +20
Agility (AGY: 99 +20
Constitution (CO%: g0 +10
Intelligence {1G): &l +
Intuition (1T} ¥ +{1
Presence (PR a3 40}
Appearance (AP 70 —

SKILLS

Maovernent and Maneuver

Mo Armor: AR RS sE ae +30 MM
Saft Leather: i ssiessseass T TR
Ragid Lt b e - assssin siminsnssnnisnsnsinsmnsrbrnsomsmsiveseieivir ot SATRUL
cnsvansansneme =2l IV
srniasnansenss =05 WM

Weapons

1-H Edged: ..cnvinaceen +38 OB (+48 w/+10 Dag.)

[-H Concussion: ..o = 5

2-H Weapons ” e T4 OB
[+SH w,/+10 Two Hand
Sword or Quarterstafl)

(+38 w/+10 Dagger or Spear)

Missile: sy T 28 OB (Long Bow)

Pole ABNs: im0 k) B

(+48 w/ +10 spear-like Quarterstaft)

T HEOWIE arisriissiiors

Creneral Skills

Climb:. ; e +26 Mh
B i e T s DAL
PR o 1

Subterfuge Skills

it i i T, SE
SIHI]&,-"’]._I!.{{LT: e R R G T P'&"'[M,.-'J.':';M
Pith Lotk: v T ol
[hsarm ‘]Il".'l.pf R s BN

Magical Skills
Read Rune: ... S RELL 4, |

seniainin =20 SV

| S TR o PP R TR AP A

Directed 5prf]:i:

Miscellaneous Skills

Pefeepion ...wsamsmmmses +10
Body Development: ... 38 (Hits}
LETTIY o1 1R 6 |, ROt —— +0 OB
Essence R +IRE
Channeling RR: s +0 RE
Paison BR: i ssississseas T LB
[Disease BR: e 10 R

Secondary Skills
VTP Tl 1T 1T O ————— 25 5M
R Y |

Faoraging........
Languages
Weatron I:(‘A‘.lmlnun:l ....................................... 5 Ranks
IIUREEL v see e seeemsemsemescsssmssnsssssasssnseses 3. PITIRS
Spell Lists

MNone

e 8SETICE
Power POIES: s isssmsssiwssisemsrsissin rerssasssssin o} BF

Bxpesiieince Pst i snsiiionic 10,305 Ezp
Encumbrance Penalty: ..o MM

Diefensive
Defensive Bonus: e +20 IR
Artmor | ...
IR s siinisavssamnubanaencansiaasshrs arai s sussioses bd as e MNane
I s i vt S
AT (IMCAVES: ooiseirimmsnmmnns isvoses

Lo S eaVEE: s cisrmssnmnsinsasbs s atib sinsiEassissss it MNone




3.4 NENIEL (PC #4)

Born i Mithlond, the “Grey Havens,” Meniel is a
:r'l}'l 1113 ‘}‘!i !'FI-'[EI [;J f. SI.“.' IIE sl I\'!:il I.-Er{'.l:i ﬂnd f‘ﬂli"— ff-&tl.'l.rl:‘l'.{ ]{Mgt‘f
whose patents traveled from the remate wilds of the
Northern Waste only thirty years ago. Her heritage is one
of adventure, exploration, and intrigue.

Last Spring, while MNeniel was encamped in the Valley
of Dwarves about sixty leagues north of her home, she
came across a Dwarf named MNari, Afrer a typically
awleward encounter b}? a spring (for Dwarves and Elves
are uneasy allies), Neniel warmed to the stour Warrior
and talked of her dreams. Nari spoke of tales of Dragon-
hoards in the far-oft Misty Mountains and the two shared
a starlit meal. Nart's tale fascinated Neniel, for she had
always wanted 1o travel castward to the lands of het
kinsmen. The treasures abour which the Dwasl spoke
recalled the tales she learned as a child. So, when Nari lefr
later that evening Neniel resalved to seck the place the
Warrior called the “Last Inn.” Following a brief visit
home, Neniel packed a few things and set out along the
Grear Bast Road. She arrived ar the Last Inn chis morning,

Mermel wears blue-grey garb and carries a fine (+15)
long bow, a broadsword, and a dagger, Her magic silver
ring, a gift from her mother, enables her to cast two extra
spells each day (ie., it is a +2 spell adder). She is well-

equipped for travails of the wilderness,

Mame: MNenel

Race: Sinda EIf (Grey EIf)

Height: 5'9"

Weight: 129 lbs.

Hair: Light Brown

E}'Bs: Grc}f

Deemeanor: Oprinustic but determined
Special: Has an incredible vocal range
Profession: Ranger

Level: 1

STATS

Stat Value Bonus
Strengeh (ST 76 ]
Agility (AG): 09 +30
Constitution {CO% 83 +10
Intelligence (1G): 72 +i)
Intuition {IT} : 91 +15
Presence (PR : 96 +25
Appearance (AP 100 —

SKILLS

Movement and Maneover

Bl AT i +40 MM

Sott Leather: ..o, 20 M

Riptd Leathery o Y |

T L S SRR v 1 48 7 [ ¥
=80 MM

e o e s e

Weapons

L-H Bdgad: .coininimnniant 17 0B
[-H Concussion: ..~ 18 OB
2-H Wenpc:ns: e o R e Ly et |- | L
B e L RS TR L L I e Ly e 1
Missile: ....oocvene.. +47 OB (+62 w/+15 Long Bow)
Pale: Arminsas i s i m IR OR

General Skills
D s st e AT
Ride: veevmnia 20 MM

Subterfuge Skills

ABUShe s s s s R T
Stalle AElides oo AT MM/ SM
Prele Lmdles it e
Blisaten: Traps st~ TSN
Magical Skills

Read Rane: im0 S
LI T0om: o stk 20 SN
Directed Spells: vicv.cociicisisnivsimmmmmsisimmisansisiins 735 OB

Miscellaneous Skills

f"ur{‘c‘ption: A T - . -

Body Developmentt v ecersvenerenennn 30 {Hits)

Rase .':';]:l{'.”i OB e +0 OB

Fssence RR: s HY RR
S .S

Channeling RR: oo venennn
s T 20 R

Poison RE: e esreesesssissons
Disease RR: coooenonsscnssnssiiennsisooneon. T LIO RR

Secondary Skills

ACTODATICE e sses s
F]L'[-:h[ng {craft :J-ct]lj}
L'mguages

Sindarin (Grey-elf) v
‘\]l.l? eslron iCDnuTlDI'I:I
Spell List

Parh Mastery {R:mgcr fhase )

S o Y|
SRR = 1o o LY |

rimrrieeren O L ATIRS
5 Ranks

R.ealm: Channeling
Power Points: ... IPP (42 spells)
Experience Prs: e T 10,175 Exp
Encumbrance Penalty:.... 0 IM

Defensive Equipment

Defensive Bonus: e, 30 DB
F3 4 14T APPSR TRE G, | PPN £ P
151 1 e . None
BEIE v i e N OTIE
Arm Greaves: v, weMone
[_.Eg CAEPE s = b S e it P v




3.5 NARI (PC #5)

Mari1 s a Dwarf from the Nan-i-Naugrim, the "Valley of
Dhwarves” in the eastern Blie Mountains, The eldest son
of the renowned Warrior Bari, he was schooled in arts of
war from his earliest days. He has always been a tough,
pugnacious fighter who rejoices in a good combat.

Mariis also grim and suspicious of the motives of all but
his kin and f-glmi[}' friends. The sole exception was an Elf-

Mame: Mari

Race: Dwarf

Height: 4'7"

Weight: 150 Ibs.

Hair: Dark reddish-brown
Eyes: Blue

Demeanor; Grim, suspicious

Special: Braids his hair and beard

1].'I:|[4.h‘n name-:_i H.enic-l, who reminded him of the deserip- i IR T
tion of the EIf Arien who saved his father many years ago. O
Mari left home last year in search of pold and jewels to
bolster his family's wealth. The collapse of their mine :
claimed Nari's brother and left the family with lictle STALS —
income, So Nari, being the eldest, took it upon himself ta Stat Value Bonus
embark on a quest o restore their fortunes. The young F‘”f""_‘gth {i'}') 99 +25
Warrior marched off toward the Last Inn near the Misty -‘Egllli}_' ':'ﬁ‘_(’,': ) 81 +0
Mountains, hoping to secure word of a Diragon’s treasure. L""”“_‘“‘“““ {{Fﬂ' "_*:f’ +30
Mari wears the magic Dwarven chainmail {which pro- ]““I_I‘E“ﬂ':f"“{-‘»"- £ +0
tects him like plate armor)) that was given to his father by Intuition (1T : 90 +5
Arien, He also bears a stout ::+lf_]:| shield, .’lsupﬂb |:+ | 5:} Presence (Pl{} 62 -5
wat hammer, a hand axe, and two dapgers. His green hood Appearance {AP); 77 s
cloaks his helm, which bristles with a Dragon-head cowl,
SKILLS =
Movement and Maneuver Miscellaneous Skills
Bla AFIOT oo es oo eeemsessesssssssisnssssssne T 10 VAN Perception: ........... it TS
Soft Leather: o assississmmmnssssssinssssssssansnnsess= L0 V] Body Devefnpmi ni:. nead [Hi[:«::}
Ri gld et el s i s s =20 MM B"m prl]"i OB . R T
TR i s e T TeI +0 M Bssence BR: o cciecsississsisimssmsssssrenensnnnss T BR
P s i e e S i s -35 MM Channeling | TR, ' B a4 1
: Poisom B .o v sassicisnibasasin v HA0 R
?;?E:;d; N . W +330B Disease RR: cvmissesmmmmmmrsesmmmrimsssssassasssssoness TH0 BB,
1-H Cnn(‘.‘l::i:if{:ln s w53 OB &concl:lr}r Ski“ﬁ
(-I—ﬁi:i w,.-"{'" | 5 Wil h ammer ) Smithing {craft skall} oo, +30 SM

2-H Weapons: s .+330B
Thrown: e e e T8 OB
e R SRR P PP ELINE, ) A .

Pole Arms: +33 OB

General Skills
Ride: coverinens +11 MM

Subterfuge Skills

+11 MM

Arbushy Sl i SR
Stk Hider s smiisnziagiag, +5 MM,/SM
Pick Lok s .5 5M
[T T v B o N N et ) L Sh
Magical Skills

Read RUne: covne e rirerisns S -25 5M

-20 5M
-25 0B

Bhirected Spellss..... it iiiainii

Languages
Khuzdil (Dwarvish] e

Westron (Conm‘nmﬂ

5 Ranks
4 Ranks

Sindarin (Grey-elf) v sisernmnreen 3 Ranks
Spell Lists

Mone

Realm: .. . Channeling
Power Pulnts e
Experience Pts .......................................... Iﬂ 1?" Exp
Encumbrance Penalty: ... L0 NI
Drefensive

Defensive Bonus: ...... +0 DB

(+35 w/+10 shield)

FUEERUEE . e e nemrnem e b b s i e s { .h ain Mlail

(Protects as Plare Armor)
24 T OO TR O O PR -
{Vca)
(Yes)

AN (AT CAVEE] coeisissssrssnsorissrermmmrararmsass bt dnsasssnnanrass

Leg CIFEAVES! coiiiiiienes




3.6 PARIEL (PC #6)

Pariel isa Dinadan Mage, the youngest daughter of the Mannish consul
to the Elven Kingdom of Lindon. Spoiled yet compassionate, beautiful yet
rugged, and wild yet wise beyond her years, she is a formidable woman.

Many men courted Pariel, but it was Enach, a Diinadan Lord from
Gondor, who won her. He found Pariel’s many charms overwhelming and
married the youthful Mage when she was nineteen. It was a gloriotis match.
Unfortunately, their sparkling union lasted less than two weeks. Enach was
slain by brigands on the toad south of Bree, as the wedding party headed
south toward Gondor.

Name: Pariel

Race: Dunadan (Highman)

Height: 5'8"

Weight: 125 Ibs.

Hair: Black

Eyes: Grey

Demeanor; Fie

Special: Her left eye turns green just before it rains
Profession: Mage

Enach’s death overwhelmed his young widow. Rather than return home Lavel ]
to the Grey Havens, she brooded at Bree for over a week. Then, when her
compatriots were asleep, she lit from her lodgings and rode eastward along STATS
the Great East Road in pursuit of her husband’s murderers. A clue Stat Value Bonus
connecting the thieves to the legends of the Low Road Brigands spurred Strength (ST'): 74 +3
her toward the Last Inn in Rhudaur. Agility (AG): 94 +10
Pariel bears the tools to exact her revenge. (They are a legacy of her Constitution (CO): 79 +15
father's exalted service.) Her small, (+10) sapphire-inlaid, magic wand Intelligence (IG): 100 +25
doubles her spell-casting power (ie., she has x2 PP and also enables her Intuition (IT) : 76 +5
to cast up to 3 Shock Bolts a day without expending PPs (see the Light Law Presence (PR): 95 +20
spell list on the Base Mage lists). Her magic (+10) dagger can be thrown Appearance (AP): 97 =
50" with no (OB) penalty and returns to her hand the following round.
SKILLS
Movement and Maneuver Miscellaneous Skills
e T T e ik e e O +15 MM Pereeptionifiliiilic D lnusaia +15
Soft Leathers. .. st it aiuniviis st -30 MM Body Development: ... 36 (Hits)
Rigid Leather: coia ind et i it -15 MM Base Spells OB:....cuuecarsemsismsssssenssssassssssnsasesses +2 OB
91,717, oIS e Eete e i T -30 MM ESa et B R fouissiossessernssebssussobssssssesinnsasmsesiiiads +25 RR
Plages: Sapsini ie it e i -80 MM T T LR S P T (- +5 RR
Weapons PQison R sl B s +20 RR
I-H Edged; ............ +15 OB (+25 W/+IO Dagger) DLSE'.ZISL’. RP\ ...................................................... +20 RR
I-H Concussion: it i e s -20 OB Secondary Skills
Z-E W eapotist Liticaiseiiicsi Bt -10 OB None
Thrown: 'HS OB Languages
: (+25 w/+10 Returning Dagger) Westron (Common) .......memeerssoneceres 5 Ranks
MUSSIIC ot +15 0B Sitdarit] CGEy-ElEY nummssasmss 4 Ranks
Pole AFHIE . o i oot meias s cesoastp soins +10 OB i T TRk
(?gneral Skills Spell Lists
CI_Lmb: ............................................................. +15 MM Lofty Bridge (Mage only)
Rlde: ............................................................... +IO MM Earth LZIW (Mage 01’11}’)
I e e +15 MM 4
g B S e e +30 SM Reealing ..o i s i o S S T Essence
: Power Points: ...c.uvvenenene 3 PP (6PP w/x2 Wand)
Subterfuge Skills Experience Pts: .... 10,166 Exp
AMBUSH: it mriiressns +0 SP '
5 RN R G R Sl s Encumbrance Penalty: ... 0 MM
Stalk /AR v isesisirissonsemmiioss et -5 MM/SM :
Prole Fle ussimisenemssionsrsmmmeiibtis i e 3 +0 SM DE&“S_WE
IHsartfl T o s ssiismissisomiissossiiogaitinconasss -20 SM .. +10 DB
. : BAROEY i e et No Armor
Magical Skills T L R None
Bead Riline: covmmsimammanmisummiianm +37 SM 2 X e
U§e TEOINL: +17 SM AT Greaves: .o nessssesnns None
Directed Spells: BRI s na T +23 OB LT TR nesmmeemmnempsessms s s s R None
(+33 w/+10 Shock Bolts)




4.0 THE TALE

The Tale provides an overview of the background and
setting of the adventure. It is the storyline or plot.
Deliberately vague as to time, the Tale intended to be
appropriate for a game set in the mid to late Third Age.

GM Note: When heginning the adventure and starting the
players, the Gamermaster (GM) should read all of Sections 4.1
and 4.2 and relate the information 1o the player characters
(PCs), describing things from Cigfa's point of view.
T earve otat those details which ave noted as secrets and take
care not to divelpe the information in Section 4.3, for
this part of the story remains wnknowr

4.1 THE LOW ROAD
BRIGANDS

In now-gone times, when the High Men of
Arnor made homes of citadels set hfgh in the
Fell-land of Rhudaur, Petry-dwarves sull roamed
the region. They were a scorned race, few in
number and altogether lacking friends or allies.

These diminutive and twisted relatives of the
sturdy Dwarves hid in the rugged highlands
along the northwestern flanks of the Misty
Mountains. There, they carved caves and run-
rels out of the soft rock and sheltered them-
selves from their many enemies. The Pery-
dwarves were a tortured lor,

Despite their seclusion, the Petty-dwarves
eventually disappeared from the Fell-land, leay-
ing few traces of their crafts. Only an accasional
cave, ming, or tunnel served to remind their
mannish heirs of their age-old presence.

Tue CommiG oF Tav LoscH

About a n:rnt“ur:,' ago an unsavory Hillman
from Rhodaur named Talin Loech stumbled
across one of the Petr:,'-dwnrvfﬁ' greatest wo ths,
the “Low Road.” Thisancient tunnel was hewn
from a natural aqueduct and ran east-northeast-
erly from the Trollshaws to Coldfells.

Talin resclved ro explore this waonder and
gathered his henchmen for a sortie into the
depths af the highlands. The band of brigands
spent weeks tracing the narrow course. Their
journey covered over thirty leagues (about 100
miles), beginning at the Old Spring and ending
ar the Low Lake beneath Long Fell. After they
had uncovered most of the secrets of this crude
bur noble subterranean highway, Talin's men

ok BT

agreed to use the tunne! as 2 lair from which to strike our
at commetrce along the main roads of Rhudaur, They
made their camp at the Old Spring and set up resting sites
and traps along the Low Road, so that they could escape
to Low Lake if they were threatened. Once sertled, the
Low Read Brigands embarked on a series of raids which
all but halted trade along the neighboring highways. The
ruthless bandits earned a reputation for savagery along
with a fortune in gems and coin.




THe Evp oF THE Low Roap BricanDs

Allthe while, the Lords of Rhudaur were unable to find
Talin's band, r{‘.g;lrd]css of the number of warriors r}:-::.r
sent forth into the wilds. Traces of tracks led the pursuers
to the hulls near the Old Spring, but all the signs disap-
peared on the hard rock surface of the Fell-land, Two
years of unbridled brigandry passed.

Trwas then that Arbragol of Tharbad came to Rhudaur.
An -'n:q:nlnpfi&ht*d Warrior, he had .\LILI.'I‘:‘i."irl.J[]:!.' stalked
some of Cardolan’s most dangerous bandits and had
earned 2 reputation of being a relentless manhunter. He
assembled a party at the Last Inn on the Great East Road
and conceived a plan to trap the Low Road Brigands.

A week later, f"nr]'lr;tgn[’s: warriors ambuoshed Talin's
band about ten miles north of the Last Inn, Only one of
the ['u'[gand.s c&cap«:-_{; the rest Pr.rl'.-jhr..i in a hail of arrows,
dying with the secret of the Low Read. Talin's treasure
was never recovered,

The Last Bracann

Delin Bairg was sole surviver among Talin's men,
Sepatared from his companions, he had eluded Arbragol's
trap. His lack of tra ming kl:pt hum from keeping pace with
the band, buc it prow:d to be his good fortune, Delin rode
north inte Trallshaws alone and bewildered, in search of
refuge,

Unfortunately, Delin never learned the way to the Ol
Spring, nor did he know of the northern entry to the Low
Road, His tenure wich Talin had been oo short, Delin
wandered for weeks without discovering the access back
into the tunnel where his compantons had stowed their
fortune. The sorrow that accompanied the loss of his
friends prew deeper with cach day of the solitary search.
When the biting snows of late autumn swept down from
the Cold fells and carpeted the rugged Trollshaws, Delin
abandoned his futile quest.

Years later Delin returned to his search, this time with
his cousin Manawidan Bairg. The pair documented cheir
journey in a series of poems. They may well have discov-
ered the way back to the Low Road, but most of their
secrets perished when they were slam by Trolls.

4.2 THE LEGEND OF THE
KINE'S HORN

Mot long ago, a descendant of Manawidan Barg—an
ﬂ]l.‘[ Womnan f:![]r:d {-:IEH!-:l [‘!n.\irg—_r.unnblnf I,|P|:|n:'|_ a 41‘()::,'
about a magic horn. It was a ]fgend concetning a treasure
which contamed the white Kine's Horn, an instrument of
untold value, The enchanted horn's loud or silent call
cottld rr}'ml'rdljr reach for many leagues, stirring the hearts
of friends and striking fear into the souls of enemies.

RO L

What struck Cigfa most, however, was the fact that the
harn had been stolen in Rhudaur by bandits resembling
Talin's men. Cigfa resolved that the Kine's Horn rested
with the treasure hidden ar the end of the Low Read.
Excited, she read further, looking for a clue as to where the
horn lay. The only clue was a poem:

rrr.-'J'h:\'fr i ke, beside ujrl[l',

Away from trees, the birds well

Che Summer Ju"glﬁ!f, ofa wefl

At Low Lake, the Horn I!a)l,

Resting calm, until the rf;;_};

When ihe bandit’s beir conees ta sty "

Cigta cursed her crippled legs, for she knew that the
words were those of her great uncle Manawidan. Talin's
rreasure was within reach, but remaimed Iw}aunrl her
means. S0, Cigfa sought agents who might pursue her
dream and rescue rthe forrune she had coveted since
childhood. The next day she traveled to the Last Inn on
[1’!{‘ Gireat East Road. T]‘.lr:l't', she was sure to ﬁnrl adven-
turers who might suir her needs.

GM Mote: Cigla ts aware of the details of the Tale up to thir

point and, as noted, veill relate the story s the PCs, (See Section

7.2 for more on starting the PCs.)  She does not know of the

information in the following section (4.3)

Erannish Bandie
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4.3 THE LAKE AND
THE LOST TREASURE

The treasure that Delin sought, and Cigfa now seeks,
lies ar Low Lake, a 1.'ir[u.'|].f:,' |1n:]r'rgrh1m;J i‘lmﬂ nestled at
the base of Long Fell. Low Lake served as the northern
terminus of the Low Road and provided Talin's brigands

with ;Hn]li-:' fresh water in cmes of [’:.'j.‘..IETL

There they
made their principal home, and there they stored ther
plunder.

TuE FruL STam
Low Lake can only be reached via two roures. The first,
the Low Road, enters the cavern that houses the lake from
the southwest. A narrow door and stairway connect the
tunnel to the cave at the point where the Low Lake .'i]}l'”.li
over a fall and empties inte an inaccessible underground
stream,

GM Nate: The southern entranee to the Low Read e at the Ofd
'1'||:lr|'ri1* i '}}r pussdge T 4"!"'.411'L| od about @ Fendred ot pris If1,
aking this rente impassable. This leaves only one effective way
to reach Lowe Lake. (Ser the map below.)

Dtsfgn Mote: Sech an event &5 a cornvenienl d.'.'.TIi‘i'l!
Jr.:'&.l.u'qur saed 1o chearenel a Frowp to d piven _rl."ﬂ.-'r' The
.m'fap,sf narroews the PO allernatives '.1,'."1.;.\115!:fl'.m]:rr:"r.lrg
Ihe ﬂ'a'.-nr af ik sefting. At is tisedd bhere Becavse .'._IJI"J.’:'.:‘
limnited nature y the mdventure

The second way into the lake's chamber is
less circuaitous. It is a stair cut into the face of
Long Fell. Shrubs and rrees conceal this route,
for where the
surrounding terrain, a bank of greenery covers
what looks like the base. In reality, however, the
foct of Long Fell is two hundred feet below the
appatent base. The pines and cedars shroud a
5ix—}-ncrt wn‘[e‘ t'.al'lr':rll'ng ;:Jtmg I!I'w. r]llf-[-, ] g'.'l.*-h in

sheer cliff of the fell meers che

the earth which serves as the mouth of the
chamber which holds Low Lake. The lake itself|
1s tucked along the bottom of Long Fell, mside
the cave that hides beneath the cliff. Only twoe
feet wide, the so-called Fell Stair angles l-1r'rp|1r
through the cleft and winds down to the shore
of the lake in the chamber below,

TaLm's TREASURY
The Low Road B‘I’I&.]I‘II’.{‘. stored their trea-
sure, including the Kine's Hom, in a stone vault
buile 1‘-:,' the Pcu}'—dwurvuﬁ on an islet in the
middle of Low Lake. This two-chamber vault
sat only a hundred and fifty feer from the
|u'.ul_h'.-n1 :ﬂ-i!'lr ["r” St ',1[1', I:-nl wis F:I1'lf'!lﬂ"n.'ft’:n.'! ]"ﬂ.’
the warery moat. Yer this was not the sole
defense. T raps gua wrded the vault's interior, and
beside the vaale Talin's men also erected a cairn made
from the bones of an ancient beast, a giant turtle. The
::upu:rsl"Liuvs band felt that the arrangement J:N.‘r'iil.”u‘;fl.'[ a
T L,‘u LJ'anr“Fm]nh arimed the -.uul ark waters of 1.!11.
Low I-.tks:.

THE Loows

Indeed, there is a special quality about the lake water,
Each Spring loons congregate here, |11.1kiru_ the }HJU] their
home until the late Fall. These nimble, foot-propelled,
diving birds love the tcy warer and make nests our of the
floating debris that falls from above, Their nocturnal calls
:'{hn 1’:rnut'_1_h the chamber like the -'.'1'}-' of an eerie choir
and, at dusk or dawn, the
lhmu} th the forest near Long Fell. It is a beautiful,
haunting sound. As Talin would no doubt have it, the

muf-l-:r-.{ tl'H S 1'L".‘f--:'tlllr'|-."l.<

loons are the only living guardians of his treasure.

GM Mote: The .l'n".h’.‘:l'i'rii.l' 1o “the birds el in Manawidan’s
paertt relates to the loons. By following their ey, the PCrwill find
ihe n'rf.' gr.!o;-r‘g ,f_;-r'g Fe !'i'grnr Jila- fr.rr Starr w-r.l..r feaads s!mul fioa
the Low Lake

Design Note: The wse of pocss and legerds enables the CM
Fi] ;I'.l;r’f_:'!‘r]r |'||p|'{‘5 I a Ptf_z:.ilf -IIrL"j.‘WHI J'Jll-;:.J LEPMATET 5ot |.'I|r fexdHTe
qr'rh-' T.-.'I':‘.'.I‘Jg. P havean c'lplprvrlmi:]_y to solwe 1S feries, Bt are

preseasted with a flaverful chalienge.
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NON-PLAYER CHARACTER SUMMARIES

The following chart sumanarizes the principal MPCs in this adventure. Mote: See Table (ST-3} . 252-254 in MERP for specific skill bonuses not provided here.

Melee  Misaile Moy

Mame Lyl Hiss AT DB Shield OB (8] M MNotes
f.?:gf.} _F.E_._urﬁ_ 3 31 Mo 0 bl 3.5r|5_ 30da 5 Dunnish Bard. [_ﬂ-f'l'?; +3 B5; +15 D5 H“"E.:‘lf'”].l _[_u._ul.: & Tlusions.” See p _] 4.
Moalm Et.‘ll-l‘g 3 65 Rl 35 b Bias Secp 10 Duu|mﬂf:|g Warnor, See P- 15

Cles Bairg I A2 [Na |5 g 405 A3sp 20 Dunlending Warricr, Malm's son, see p. 15,

Laer El.‘nrg 3 a6l ZAN 40 Y Tlha '1-51."51 15 L'Jl.1n|¢|‘.nt[mg Warnior. Malm's brother, see P I5.

Ondurs Bairg I a7 Nc’& 10 [ :'ifusp ﬂ]ap ) ]Junlcl.admg Warticr., Laer's son, see P T_S.
Taim Loech 4 52 Ch 45 A 78ha a5lh 15 Dl.m|er:n.‘!irlg ern;.:-rr. SPPI:'LZ 5[_!.']’.1?; H.\ngr.r .‘i'p-{']] lists, See p. 16

Muc the Boar 4 TI5  SL 40 ™~ B5Ho - M) Taim's wild baar, see p. 16, Fast's see ST-2 for situation effect on DB
Fuilewian 4 535 Mo 40 o Qiths Scp 15 Ediadoran Scout. Secp. 17,

Arcwian 2 34 P 45 Y S52hs 41k 25 Ertadoran Scout. Fuilewian's son, see p I7.

Frecwian 4+ 7O Mo 40 bl Bihs 52sh [5  Eradoran Warrice. Fuilowian's brather, see p. 17,

Mels 2 4% Mo 40 Y Stibs b 15 Eeiadoran Warmion Frecwian's son, see p. 17,

Cimea I I8 HMe 5 I [ 5ap I I8 Dunlending Scout, Fuilewian's Dunnish servant grl, see . 17,

Boeda T 21 Mo 4] t Tsp I 3sp [0 Dunlending Scout, Arcwman's wife, sez p. 17,

Creedfa [ A Mo 15 ™ L 55da 20 Dunlending Warrior. Nels' wife, soe p. 17

Codes & Comments: Lvl— Level, Hits— Hit total. DB — Drefensire Banus of NPC {includes shield, if any].

AT — Armot Type: Mo=Mo Amor; Ch=Chain; RL=Rigid Leather; SL=50ft Leather: PI=Plate.

Melee OB — PIEIH:H:.- OMfensive Bonus in Melee and wepons wsed, Wn:-;.'l_n:un Abbrevianons follow OB's: ba = l’Jilll'Ji-"ili‘.'l:'i ha = |.'-*I.TJ-3; by = hmald.-:.wunf:
cb = crosshaw; ol = cluby ep = composite bow; da = dagger; fl = fail; ba =
ml = mounted lance; ne = net; qs = guarterstafl; sh = shore how; sc =

wh = war hammer; wir = whip.

handaxe; hbs = halbard; ja = javelin: [b = lang bow; ma
scimitar: s = Hllng; sp = spear; 88 = short sword; €5 -

® mace;
ewo-handed sword:

Mussile OB — Offensive Banus when lrSI.I'Lg a miniasile weapon, See above for weapon abbreviations, Movd — Movement and Mansuver bonus,
B8 = Base Spell OB; DS = Directed Spells bons,




Cigia Bairg

5.0 THE NPCS

II]'!C J'I‘l::-HH"I'tWH iiT]d E .lnilll'.l!.l.-l.'”‘i ‘Ji'.i": |"I|.:| I'.I Ar ATe :'.Iﬁl‘i'lulllf'.[']
but untorgiving highlands, colored in an astounding array
I\Ji \.L'IU.I E'lLl.Lh J.l'll\J. 1Tk 1rk.'i.IJ. |.'|'| LW LI}'.I-.JH oW l.flr starr llkl."
grey clif Ts. Few folk roam these wilds. Only hunters,
outcasts, and isolared Hillmen make their homes in the
Fell-land.

Aside fromithe travellers and innkt'rprrh‘ arthe Last Inn,
three loners compose the primary non-player characters
li:\“’[ SN this advennare, Fach is related to 2 member of
the Low [Load Brigands and has a vesred interest in Talin's
treasure. Lhe first 1s Clgﬁ-a Bairg, whao 15 responsible for
"1|'|-)’T|I.115.||E .||'|L |-.:"|i1 ¥ i[‘t['l \l'fkillg il"':' ':'H.]ll." ar L';JW |._ "]U.‘
Mext comes her distant cousin Malm Bairg, a ~.<ti'g.1uu:~
herder who unwittingly holds a clue to the location of the
i.'";]i:l[ E"'l'.']{'l"l‘ﬂ' I |::lT'I\'-"' l_ "” E'l"' '|||'I.' l'Tl:""' 15 T.:Hl',l" l('ﬂ_"ch
Talin's great-gr .1|1r!m1:. Taim has discovered the treasure,
and he guards its whereabouts with a savage zeal.

GM Mote: .“.lr{‘r'H.h:!I'.I!j.lJ an advertiure JJ!{E}.‘I’ invalye
any member of NPCs, since the PCs bave a plethora of
rprios ama could encomnter L'JJ‘IFI.‘JIIJ_I].' ary dseessible
person in the vepion. Tn such a case, the GM shoseld
docternienst @l the folk who niight lave an fmpact on the
ECr and their ...:'wrjt.gﬁ' The stranger an NPT, or the
Hare |'rJrr|'?',: i iz that the PCs encoraler bim, the more
eritival it o5 that the GM skerch ont the NPCYs stats and
traits, This adventire {5 move Gemeted in OO, SO OWE
bave limited the NPCs the party can enconter to three
iriclivideals,

The rhree descriprions thar follow incorpe-
rate most of the elements 2 GM needs to outline
when conceiving an NPC. Each individual's
:Ip}ﬁrﬂl'.lnc‘r. ||.-1.'r.!. J‘!’llf-l:‘!i-'in':t}li, demeanar, gu.ﬂu.

and equipment are all listed,

5.1 CIGFA BAIRG

Cifga Barrg 15 an old { 3rd Ivl’y Dunmish Bard
who was crippled as a child by a fall she incurred
while running from a war-party from Angmar.
To this 4.{:1:}- she leans on her -_,;n:!l'[;:d [::I'l:ig!'{'.;
staff as if it were a lifeline. It ts, after all, a x3
pp :|J1|[ti}?l-|r|' which adds +5 ra all her .‘-i."‘h:i[
attacks/rolls.} Her stoop reinforces her short
(5'3"} protiie. Troubled, bitrer, and somewhat
mear, she has little love for others. Cifga shares

her disregard of ife with virtwally all of the
Bairg

The Bairg blood also colors her appearance.
Like the rest of her family, Cigfa has dark red
har, plercing preen eyes, and sinall ears, Her wide, wrinkled
face and pointed chin give her a wizened look. It is a

-.‘:15-.'.{:”1{‘-3!'1':'[@ countenance, Unflattern rgr attice I.'l}!'I'IF‘]t'I-t'!w
the image of a woman who long ago lest any concern for
outer beaury.

One thing does fascinate her, however, and that is the
Kine's Hom. She L E|E|'s1|lp 1 believes it 1o ke a Puwﬂ'l-u]
bardec artifact which well enable her to weave enchant-
ments with magic nores. Her hunger for it wall nor abare.
=0, f""Tl-'a secks 4 means, any means, to acquire the horn.

t. |E‘F’] 5 F‘I An |I'l"rL-:'|1rlf"1 dl'lF.ll['lﬁ:' i'l.'l Il.'r'(:ll "rl.:l':.'ll-lL lLi"\ll. -
ers inte braving the wilds of Rhbudaur and § journeying te
I.Jl:ll:'l:}‘:: i t"” i |='|L h(:lr.l:l,l-ll."'l'" ':: .11‘-{“{]‘!‘\. [, 'ﬁ]ﬁg‘hf L_I'l,'l‘..:‘- lT(TITI
her late uncle Manawidan's poem, she believes the party
can find Low Lake and claim Talin's treasure. The
treasure is her [ure, for all she wants is the precious white
Kine's Horn. To this end, Cigfa has rraveled ro the Lase
Inn in search of candidates for her F]"]’"




5.2 MALM BAIRG

Malm Bairg is Cigfa's remote cousin, A Dunnish
Laer, and their sons Cles and
Ondurs tend a flock of sheep in the ruins of an ancient
hilltort that overlooks the Teregenen (S. " Trollwarer™), a
:rnhmc:r} of the river Bruinen (5. Luu-;i-.:.':ter I that flaws
threugh the southern T m[]:.h.ma. Their otherwise placid
FOUTINE 15 pllﬂctl.mlu-_{ l‘.uf,r the nocturnal Pl:[n:{:‘l’ll‘l;{ﬂf‘ their

herder, he, his brother

neighbor's herds, raids which have resulted in more chan
one murder, Malm and his lot are 2 dangerous group, (In

reality, Malm and Laer are both 3ed ly) l)nnfmrhng
Warriors.)

Unlike Cigfa, Malm does not look like a Bairg. Short
a sprite-like hll- -spirit. His -:uJurfuL checked pants and
striped jerkins lend him a festive quality which
belies the furor that df'ix':'x 1.1|.u soul.

Malmisthed

E;‘Ll'i'a and is the heir to the oral icgcm‘h assaci-

rect descendant of Manawidan
ated with Manawidan's quest for Talin's rrea-
sire, | hese v igue stories have magnified the
herder's alre .n{x considerable ¢ greed, Bur Malm
has had no clue as to the whereabouts of Low
Lake, sohe has scoffed ar pursuing Manawidan's
dream—unti] now.

Recently Cles Bairg, Malm's son. returned
trom a leng trip te Bree. Cles roomed arthe Lase
Inn on his way home, where he met Cigfa and
learned of her proposals. The lad refused the
old woman's offer withow revealing their blaod-
ties and, a few nights later, he told his father
Malm of her plan to uncover a treasure in the
Coldfells. Malm realized that Cigfa had some-
how discovered Talin's hoard, so the herder
developed a plan ta follow her lead. The next
day Malm ser our for the inn. Onee there, he
began a watch over Cigfa, intending to shadaw
any party she might send out o retrieve the
treasure that had .’nng ago eluded his ancestor,

OM MNote: Thie, Madwe intends o bl the PCs om

their journey to find the Low Lake, hice there, the PO

ar¢ no longer necessary to Mabn's plot, and the berder

v"'lt'letﬂ'-‘rrlpr fo sheal the treasiere J's}-.m)- macans possila—
£ 'dehé fL'II'-r:"1 the PCi. But, like the PCs. Males is
stid e of rJ.lr presence of Tain Loech

.‘.I ,_lmm'l haired, and l"'IE'{‘l"i’ eved, he has the ginse of

MNormally, an NPC who tracks the PCs would have to
continually make rolls for macking maneuvers or, if in
1Vi"l.'l-.'l:: contace, ‘[.‘I.”{I‘jg manuevers, In t;l|_|{"| a Case; W]I,,_-j-
ever Malm came within eye- or carshot of the party, the
PCs would get a chance to discover him if they made a

successful perception roll. (See Section 5.4.2 of the MERP
ntl-.bva:*.-k for more on these maneuvers. .) For the purposes
of this introductory adventure, however, we suggest the
LT :-im[JJ} ler Malm suc :‘Hﬂlif} follow the party

MNever above slaying a rival, Malm carries the weapons
necessary to extract the booty from an unwitring foe, His
(15) magic shortsword has an inwsible blade which
gm s Malm an exera bonus { (20 OB or DB) during the
first round of any melee. A pmrc&f[i-.m Ihmnnf Leaping

enable him to trhlnl.hlfl. leap 25 feet in any direction up to
I

two tirnes a day.

Malm ﬂq‘n}'




Taint Loech

5.3 TAIM LOECH

Taim Loech stands in the w ay of the }1|1|1l. of both
Cigfa and Malm. The (4th v} Dunle ending Ranger is the
guardian of his great- gl.uv{i‘ulaﬂ s treasure amd now
[’{"'S‘Fdl"‘h I a "}rl'l'l” CAve rh at li:‘\".'l'l'.]'.?k“ 1|-||. “.’ 1 “i |!'||. l{][
Stair (the best entry to the Low Lake cavern ). Whale he
hopestoe 'I|"I"]"|'|,l.]|l”:|-"l|'|ﬂ'rl rhe rreasure to his home ar Pedal
Brin in eastern Rhodaur, Tamm now bides his trme.

Tam stands a full six feer in height and is strong of

build. His mgged feanares, light beard, and long, reddish-
brown hair are typical of a Dunmush nobleman, suggesting
that Taim and his ancestor Talin Loech sprang from roval
roots. The Ranger's practical clothes do litele justice ro his
otherwise imposing figure,

Taim s a cool, aloof loner who lost his wife and child-
Tren oo Slfkﬂ["i‘i a4 SCOTe :':I!- '!r'f":l'l,'.ﬂ. :15‘(3. H[.'l SOTROW I.h'- -:.{;."l_‘P-
seated and drives him to regard animals, rather than Men,
as his best friends. His companion 15 a frightening Wild
Boar cal lled M'III., a ]'H!:qn aciones beast who \}':-Cllt“ '['1I'|£“]‘."
worked copper s-:l.e'lrhrné an his lﬂng sharp tusks. They
mike fine partners: Taim the hunter, and Muc the g.ki.h
erer. Muc likes to root out tubers and stalk berry bushes
while Taim plays morose tunes on his wooden Hute.

E ;L:'|13'5. ﬁ1|1,|: is more than a mere naesical mscrument. Tt
houses strong magic {and serves as a +2 spell adder).
When pl.l}r'l::u:]. all folk within a 25" radius must resist its
power [ [ RR versus a 2nd vl Channeling spell} or they
will become confused and unable to act (for 1-10 rds).
The Ranger is well-protected against ambushes
when he is lost in music.

Besides his flute, Taim carries a pair of
daggers, a hand axe, and a (+20) yew longbow.
Each 15 2 well-crafted heirloom, borne down
[l‘lengJi many generations, In addition to his
spells, they provide the Ranger with a consider-
able arsenal with which ro defend his supposed
legacy.

GM MNote: Tadm and bir Boar Muee are the PCy’
obviares adversaries, while Mabne 15 @ less ?‘Er"l'h.f-clbljn'.'__.l-l;'l.".
Malwm will nio dosbi be pleased with the deib of Taim
and Mae, buat be I:'n'r.lr that ehe o will weaken the PCy’
party |'-|5mr.° t.['r_:.- jperish After all ft will rake Maln's

fask much easicr.

Muc the Boar has been added to illuscrate
two factors critical to most good adventures.
T!“-" Jr.|'-‘i1. 5 1.]1."” r '|||.'||.1|-|.|'-|.|'||i!'|."|l‘i CAn !11' 'i.-I :lntlf\'l'_
ous and exciting adversaries whose very pres-
ence makes a setting seern all the more real.
Afrer all, they serve as a link to our own world.
A simple encounter with a potentially trying
animal can be as much fun as a struggle against
some hideous creature. We have incleded Muc
so that the GM can employ such an encounter
without having 1o worry about the (mostly
random) rendezvous with animals which are
inherent in most scenarios.

The second factor is that a combination of an
NPC '-'l'iE]'l. an ﬁl'llmn] Enmp.‘mfnn Car i."'l'l."..‘ﬂ..'l'll. A
serious obstacle. Most animals rely on well-
developed senses (e.g., a Diag's or, in this case, a
Boar's sense of smell) which give them certain
advanrages. Muc, for instance, might smella PC
that neither he or Taim can see. [n twrn, Taim's
eyes and wit make up for many of Muc's
H}1I1HEL:‘|1“‘|1£5.




54 FUILCWIAN
GM Note: Unlike Malm and Taim, Fuilowdan mighe
el rsdr.r.l.fv atd the PCs. He ix ma fne'.lﬂ' -:n‘: ﬂﬂf.: 54:11??1'# and
"|1r4irpﬂ".r febea dangerons 41.111'#.-::1*} The PCs must treat bim
r.l':".:,ﬂlll_‘:.-l JI:-I:"T !?“I.rl.'l.{r'lﬂrr .'.': an fx]“'“Pl!l l:‘r i Hﬂd!{‘;’flh{ or
“newtral” character whose loyalties are wiclear or u.'.'pfm'rh'mll'k

Fuilcwian s a gri-;.xl}- MNorthman herder (and 4th vl
Scout’). Onee a loner who hunted and herded in the
southern Coldfells, he is now a somewhat prosperous
shepherd. He resides wirh his son [Arcwian), Freewian
{ Fulewnan’s brother ), Freewian's son, and three Dunmish
woiner: at B-l:n!xul:i. a :::1:111.-_".'.*E|'.1L |'i's~|!-_:-:|'-.'J ]uH 10 an Aban-
doned Dunlending hillfort {see Section 6.2).

Futlcwian grew up in the same hamlec in northern
Rhudaor as Cigfa Bairg and the two played together as
children. They were only u}mr.md when a party of
Angmarim (men from Angmar] attacked the settlement,
While Cigfa was injured and lost her parents in the fray,
Fuilewian escaped unscathed, for it [ater turned out that
J.rl.ll:]L 'r'l'i;l“rh |:‘i'|| ]It']' Hlul.l, 15 Wik |1'||.' trator I]'I.II 1'"-‘.'1 !'ii:r'l.".’L[ |!|.l.‘
hamlet's trust. Cigfa has never forgiven any of Fuilewian's
family tor Batis’ misdeeds. On the other hand, Fuilewian
and Frecwian hold C |g!'1 r1~~:p::un*;|l*]r far Batis’ recent
death. (Bacis was hung at Cameth Brin two months ago
after |."Il. g n}'u::rh ~d tor a local Dunadan H.'H'Iﬂt"l:'

Fullewian is a typical Enadoran Northman: mggrd.
physical, quiet, and proud. His pale blue eves, fair skin,

]:mg blend hair, and heal f1}! beard enhance the image of

a tough but noble frontiersman, Standing 6'6" and never
without his stour (+13) broadsword, he belies the image
of the timid shepherd. Of course, much of Fuilewian'’s
tamily herd has been acquired by raiding for, like Malm,
J.'.L'l.l:]L"r‘-'l.-l.]'l t‘| 3in nl'i'L'ﬂ'l'.l'lE'.lll.ﬁ]"H."d !I'llﬁT]L‘.:r.

Because of his years in the Coldfells, the MNarthman
herder knows much of the Fell-land. He has often camped
on the trail near Long Fell and, more than once, has heard
[]‘“’. ]‘Il:Ji:qufi'I..l! [ l'l:!."'5 l:'lf-li'lll' ](H.'lf!:'\- 4T Lri'l'r\-" L;!k';.'. Th("'ﬁl‘ wiere
solitary days, brightened by songs and tales spun by
passing camptire bards. One such story spoke of a lost
pool and, even now, Fuilewian recalls how he sat starring
at the moon, wondering if the loons had found the mere,
t[ Was i i]'l.'l L'Sll:“]'l h(" NEYEeT !_'.l“'l"i.'l_'l Fii. sSnce ]':Iﬂ': NCYer knf"ﬁ" I ='IIZ'
lc‘g-:nx'l of the Low Road Bandits or of Talin's Treasure.

This isthe greatest irony in the herder's story. Fuldlewian
even has a key to the vault that holds Talin's Treasure, a
key thar Cigfa remembers from their youth (see Section
6.2 at #5e). But as greedy as Fuilewian is, he remains

oblivious to the clues he ﬂr.:m_ holds,

GM Note: Shadd Fauilowien ever discover the connection
berween the treaswre and the lost lake, he will undoubredly ac o
recover the board. He will pather bis brother and bott sons and
sef owei, making the PC5” effort nearly insurmonntable, So, ihe
PO wreeast I'm';:f care o seek b ot witkoul rnmfznlg their cause
or rfrnarh'ng aboml ther a__[f:fm.‘rrn with Cigfa They meither
want to enrage Fuilowian nor create a news rival for the rreaseere,

6.0 THE SITES

Ite Loons of the Long Fell revolves around chree specific
Si.E'Lb. : ‘.l.“. LML .II'H':I /jx'l hi.rll]Tl 3 [ Ic:u‘ﬂ., ﬁlid |L|3 ‘l'lL
-.‘mr|=,.i1.x at Low Lake b} Lu-ny, Fell.

I.Jl’.""ii-gfl Mote: Since this i a self-contained adventure, there
15 i@ 6t "1|l|’-ilf .'-.I'.J"'IﬂE-P‘.'II:".I |1'1- sIIJ.SJJHHI'!L"?I LT.-E sifes in F"E'I"lr'-'f‘:."
are .er'm.:m'r siriee the PCS are perm ieited r.-'ml'rw{,. litdle
anunu iy, T mare normal seenario, the GM imay know the
PCs L-'l'rrl'n-r Fruat it am ity [ J_ﬂu it do e diet their romlr, ard
fbnrfnrz the adveniure sties .ill.:ln‘l:‘| the wily, This r.:lr.rn' the GM
e vr@".' HEL nl*’lu:'.f_].' 1?)[ Pﬂﬂu&. rvr;,t'].iil,l,rrg be Hrost P?’("{’HE-}{
aidverire sites with the most desail 'l'.'?,"'.-:'arnr, the GM can also
wse standardized a'rfrgu-;f.':r rerkain seles, of he can s |'rr|;rr1_'}' “roll
wwith Hf'.“_ﬂl".v."

THE ParTty's RouTs

This adventure takes place along a route which runs
cast and then northeast through central Rhudaur in
Eriador. ""“:m' the l{mﬂ e "R-"I’L]1 lu']twl.' ] It !.'-L'j_;in.'i at the Lasr
[on .lln:rn;hn Great Bast Road, just east of the Last Bridge
'I-"-"['I ich S[rins the river R’III’]H"I[FILI .f..-h S "Hoarwell™). From
[ | [= T{. rl"ll: !‘E L ';-.'HI:THU, 'l} MJETH |i.!'|]'b L3 Fl FLISE; [1 !'}' Ir1![L'1
east along the Great East Road. After leaving Malm's
r'll]mc' |11['P !T!'[. furns !Tf}m lT'lI." [‘I:I-.{[‘IW'IT “'“.'1 l.lk‘."l 1|'1|.' (!ILr
road northeast through the Trollshaws region, They will
take the right fork where the road splits torty miles to the
north, avoiding the huge citadel ar Terepost. faiil ra
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|_.l;mg Fell is Just north of the trail and lies one hundred
miles east of Teregost. It is ten days travel by feot from the
Last Inn. The cliff srself averlooks che UpPer PoLTion of
the river Bruinen; Low Lake rests beneath the ground
along irs southern edgc,

6.1 THE LAST INN

Rhudaur is a poor and dangereus land. Overrun by the
Witch-king of Angmar in 1409 of the Third Age, s
I‘Uggtd :Ir“.'l hmviiy—‘.‘l-‘:'u'.lc]t‘.r.‘l |"||-g]1I|'||-|L'IE WeTre Tl” |T|.'|T L'fl.""—
populated long ago. Now, it s a wild territory, Few
vestiges of the old Dunedain Kingdom remain, one of the
most natable being the Last Inn by the Last Bridge.

The Last Inn (s a relatively modest stone haven which
torms the easternmost way-station along the once-busy
Grear East Road. It is the refuge of mavelers, hunters,
herders, and adventurers living in, ot journeying through,
Hhudaur. Without any competition from tewns or vil-
lages, the inn serves as the focus for local commerce and
culture,

A two-story main building with an attached shop and
stables comprises the U-shaped inn complex. Irsurrounds
a grns:,}.- Eﬂu:rt:,.r.'lrd, when‘ 1iw. we”—.-\'r'l:hfm:! wu:” sits 10 a
piacin‘]. comfortable setbing. The main door faces away
from this verdant court and looks out on the Great East
Raoad,

Aside from the nut]:ruiIdl'ng. the first floor of the inn
contains accommedations for the innkeeper's family, as
well as a kiechen, a tavern, a private room, a public room,
and two curtained booths. Two large communal puest
halls and four well-heated private rooms compose the
upstairs, Thick carpets and rapestries, heavy wood beams,
and reddish stone lend the place a warm air,

A half-dozen ro a dozen patrons [odge ar the Last Inn
aC any given time. Some are traveling merchants or adven-
turers, while others are locals: hunters, rappers, herders,
and the like: All erjoy the Lnprying ]’I(Jh‘].‘lliffd'i['!.-’ af the
cheery, forthright Grumm famuily. Together with their
two sons [ Leddon and Puil) and three danghrers (Minna,

Banmie, and Gleeh}. Rubb Grumm and his wife Bura run
a comfortable and efficient escablishment.

GM Note: While the inn r:nn.lm:!:iy bas 2 varied and rasher
ramdomm collerrion gj".l'|:l|::|l£¢'1'sJ the anix i1 set for this seenario, The
crippled Bard Cifoe Bairg ocowpies one private room. Another
roarm is teken by a bunter called Matholwich, a fellow who can
belp the PC's with any directions or travelling tips they might
TEHITE, A’fmnrf}l of four rEstdes 10 o of the Emﬂrrﬁfrﬁlrgwﬂ
balle upstairs, Led by the eldest son Avald, & snerchant from ke
Andsein Vﬂﬂ[j, Iﬁglgrnmfév ﬁrrp to themselves, The a.u.ljy other
vititor i @ bevier ramed Grom, Gros s 2 private room and
spends bis everrings i the tavern keeping waich on Cifga. Malwn
Batrg pays bini for thic vipil, hoping to discover the old woman s
plans with regard to the treastere. (Malm awaitc word in bis camp

nearby.)

THe LavouT oF THE LasT Inn
I, Stables. The stable complex includes nine horse stalls,
a grain store, and a small smuthy,
2. Shops. Here the two Grumm sons handle mese of the
|-]|||.‘h illl"l.f‘ﬂ'ir "Pr";.]tk.. Tr]l‘." 5}1[}'.55- |-]'|.I'_']1_“.IL' il L‘.'l]'pr:rllt‘rJ!i :‘1'1”}‘. =
cobbler's bench, a milling wheel, a leatherworking table,
and tool stare,
3. General storage.
4. Kitchen. The large kitchen 1s swited to preparation of
meals for up to thirty people.
5, Tavern. This cozy nook is the haunt of locals looking
forabit of gossip and drink, Bestdes the inn's guests, there
are berween one and six local folk here every evening until
the eve-hour before midnight {1 1:00 p.m.).
6. Public Room. The main door opens into the Fnuh]lc
room, which is heated by a large stone hearth (that shares
the chimney with a counterpart in the kitchen). A bar
dominates one wall. Four small rables, two square and two
round, permit quiet dining, A larger table seats parties of
up to twelve.
7. Private Booths, Curtains shield these alcoves from the
public room,

NON-PLAYER CHARACTER SUMMARIES
This chart summatizes the INPCs at the Tast Tnn far this scenano, Note: See Table (ST-3] p. 252-254 m MERE for specific skill bonuses not praveded heee.
Melee Mussile Mow

Mame Lvl His AT DP Shield OR On M Motes
Rubly Grimm 3 ai I 0 [ Bkl 550h 10 Eriadoran Warmior. lankeeper of the Last Inn.
Barra Grurmm 6 Mo 5 I 450z 40sh [5  Eriadoran Aniosr, 10 PP, +2 adder, #1005, +25D8,

knows Anumise spell [sts & Sureface Wiegs, Rubb's wife,
Leddon Grumm 4 45 (e 10 ™ Ty l.":"l':"c""l" 4] Eriadioran Scout, Baalb's first son,
il Grumm [ Z5 [ 20 ! 3da Hsk: 25 Ervadoran Scout. Rubb's second son.
Minna Gaunsin 2 23 Me 0 N 25gs 2sh 15 EBriadoran Animist, 6 PPs, +T adder, knows Blood Ways,

Sirface Ways, Plant Mastery. +6B5. #2105, Rubb's Grar daughicer.
Bannie Grumen [ 24 Pedies [ [ 20 ks I3 Eriadoran Scout. Rubb's second J:::gl::l_ﬂ.
CGleefa Grumm I 22 Mo 15 ) 25da Hsh 20 Eradoran Seout. Bubb's third daughter.
Matholuich & 4 Ma 20 [y 43sp  Gdcp 23 Dwunlending Scout. A local buncer.
Arald ] a3 Ch I3 '] Slbs 33ep [0 Eviadoran Scout. A merchant from the Andum valley,

_Gl_mm 2 S0 Pl I3 B J3sp Skl 20 Eradoran Scout. A local herder.

Rl.'gl.l!ﬂ.l’s at the Inn {npnmul tor rhis 5:1::!:115&2: Turhn i.-".r-(‘lul:lr_]. Falen, Gu]dang. and (_Lrep‘p—-—rsg'c MERDP, pﬂ‘ﬂ-ll:lﬂ.
Codes & Comments: See p. 13




Secomd Floor
of the Last Inn

A Dovecors

e a1 §
! EEFP'&”—:‘_.’“‘E 1
1. _

4 e,

8. Downstairs Hallway. This passage connects the publie
room with the staiewell and an exit o the courtyard, The
private room and the innkeeper's quarters u]:n-:ﬁ anto the
hallway.

o, .qr:lirwru,

1. Upstairs H.'ll[wa:p. This hall opens ento four private
guest rooms, two larger common halls, and a balcony,
I'T. Common Halls, These two large, informal chambers
provide lodgings for the less discriminating patrons,

12, Private Guest Rooms. These four rooms accomodate
one to four guests. Two have hearths.

GM MNote: For miore o the Lass Jrnn, SEf .!I":r .E.:"w.'uh.qrg 1§14 t.Eﬂ'
MERF rieles book

6.2 FUILCWIAN'S HOUSE

GM Note: The PCs sy wish 1o trivel from the Last Tnn to
Lorig Fell by wary of the berder Fuilowian's bowse, Fuilvwian was
& childhood friend of Cigfa Barre and altbosph the Bard and the
herder stow hate ome anatber, Cigfir knows that Fuilowian thight
bnﬁj the PO, A fier all Fuslowsian onee lived in the southern
Cﬂfrﬁ'{frj in the area where the Low Road Baodies r.!.rlnpf-s.';flr*_,'
bived Fulowian also umwittingly possesses a key (see Hbe below)
to the wanls which holds Talin's Teeasures. (See Section 5.4 for
fite :11'3;'..1'1'.-1'irlg}I .f'-1'|r|r.r1l.u'.:rrl:;I
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Futlewian the Herder resides at Benhuis, a partially re-
stored stone hall set m the center of an abandoned Dhnrish
hillfort, Two concentric earthen walls surround the upper
portions of the rerraced hill, the only remnants of whar was
once a formidable fortress, The Elves called the site Caras na
Teregnen, the “[Hill) City by the Trollwater,” since it was
butlt Upon @ steep !1uig}11 beside one of the two ]JTEI._‘."-G[ Tivers
Born in the Trollshaws. Lying only 2 few miles south of the
Grear East Boad (and only four miles north of Malm Bairg's
fl‘}'-'l.'c‘r:I, ||'|{" [OWwT Qnce mrllln:l,rlu‘]n‘l WAy gl'l.".';li AVETNIES I_'l'l’I
trade. Today, Men shy away from the grass hull, for it is
considered a haunted place,

Fuilewian and his compatriots are happy to hide behind
the mystique that shrouds their home. Few dare to venture
close enough to bother them, and those that do are easily
fooled ar dispatched. Fuilewian's chief chore is k-.-ei-ing
his small herd c:[_.‘;hrl:'p and cattle from roaming out of the
enclave atop the hillfort. Smolke from the cooking fires 1s
mintmized E}-‘ using the proper mix of dry wood, and a
l:!-[l.lE‘ d}’f I5 aL']L'iE'L‘[ (] givn:- i a nrhrrwnr]d]}r tone,

GM MNote: Note the family's consern for vemaining bidden. 4
simple clue lthe smoke from a fire can betray one's presenze and
location. This applies to adventierees on wmove, and a party of
P showld take sare with EVery d'ddrlglrﬂmr .fan'_'y ranline, Since
this iz a H‘rM‘H:E .r.!::l\':rrfurf, the GM migj;'r not weed to be as
vigorors as wsual with respect to the PO’ oversights; howener, it
,F\,-,I:r“ to poinf ol the necessity of rematiing awere of the
TEDHTCHISIONS ::f EVERY 2ot Euen m:rru'@}r IHROCHOHS aciivi-
ties e dead to dangerous reswlis. So, if you can, get the PCs 1o
establish a well-conceived daily rowtine which they wse unless
otherwise modified
An average J:I}r at Benhiis involves 3 bt Ui'-]wn'h:ng and
thievery and ends with a simple feast. The seven resi-
dents—Fuilewian and his son Arcwian, Arowian's wife
Boeda, Futlewian's brother Frecwian, Frecwian's son Mels
and s wife Coedfa, and a servant gitl named Cimra—
share a relarively casy life. Fuilewian or Frecwian take
riirns lrnn.hng_ the sheep and [eading the h-:r:,-.-: o noctutnal
Titidﬁ, while the volanle Boeda oversees the three cows.
Coedfa manages the househald with the aid of young
Crmra
Every fourth week (except during winter) everyane but
Fuilewian drives the small herd dawnriver to 2 secluded glen
by the River Bruinen, the old family homesite. There, they
fish, picnic, and meet with other close famnily members.
Fuilewian vred of these affamrs Tnng ago, so he rernains at
Benhuis and guards the belongings of his brood.

GM Note: The periodic departure of mast of Fualowian's
group allows the PCs to jowrney to Benbuts and face only ane
NP, Uﬂirgg preper Hming, the PCs cam meet Pralowdan wiile
be is alome, This sbowld be no P”:'E’tﬁ“; sinee the shart Er' iy
adventure corresponds with the monthly gathering of Fuilowian s
kin, In awormal scena ri, bowever, the CDM wnibe s tte schedule
well abead of time, 5o that the PCs must investipate the routine
at Besthuis ('E:r fr.'f}l on .!'114"-‘:} it avider fo avoid rmuu:tam'rlg fost
ar all qf:b.e file’s sevem weridenis

Rutned Castle
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THi Lavour oF FulLcwian's House
I. Main trail. This ancient road connects the Bruinen
Walley to the sourh with the Grear East Road and,
u]t{m:ll‘r:[:;, the town of Camneth Brin. It was once a but‘.}'
trade route, but now it is a seldom-used trail,
2. Teregnen (Trollwater) Fard. The swiftly-moving
WAlers ﬂ{:th(-' strearn make crussinﬁ:-'. treacherous. Bven the
ford 1s dnngr.mus. A fall inthe rocky stream will result in
the victim taking 1- [0 hits plus a +25 {Large) attack on
the Grappling and Unbalancing Attack Table (AT-6). If
the PCs use the ford, itis 2 Hard maneuver on the Moving
Maneuver Table (MT-1), Should the PCs cross else-
where, they must make an Extremely Hard maneuver, The
tord itself is difficult to discern, so the PCs will need 1o
roll a Hard {-10) perception roll on the Static Maneuver
Table(MT-2)in order to spot the proper crossing point.
3. Fuilewian's Hill. This commanding herght is terraced
and occupred by the remains of a Dunnish hillfort. A dry
moat surrounds the bottom of the hill. Another moat
circles the hill about halfway up the side. A high earthen
wall lies in between the moats, At the top af the hill, above
the second moat, another earth-wall rises, It served as the
defenders’ finul defense. Both walls were once crowned
with wooden palisades.
4. Gate maze, The southward-facing gare is the only entry
to the hillfort, Here, the trail switches back and forth up
the hullside.
5. Summit common (Fuilewian's pasture). This oval
field covers the hill's summit and now serves as a pasture
for Fuilewian's sheep and cows. It once served as the
townsite for the hillfort’s Dunlending residents.
6. Benhuis (Fuoilewian's hmwe), Thisrude stone complex
once served as the fine !n;‘:r.lgfng tora Dunlending Chiefrain
aned his rerainers. Ir is nnl}r parl.'iaﬂ}' restored, but it
remains quite comfortable, A description of its chambers
tollows:
a, Main hall, This 20°x20" chamber is no [ngcr
reofed. It once served as an emt ry hall and greeting
area for the Chieftain, but it is now simply a
courtyard where the horses are stabled,
b, Great Hall. This 20'%40" chamber is the main
d ining :lnd entertair i'Ig Afed, T|'|r Wi |._‘[|:':|‘_| ]:u:a_]i:om £s
that once encircled the upper walls have rocred
away. Two great unlocked eak doors guard the
entry, A wu]f'_nshal‘.ued door knocker decorates each
side of each one, They serve as a means of control-
ling intruders. Unless either one is pulled, a pair of
stones covering the 6'x6" area in front of the door
fall away, revealing a 300 pit. The stones are hinged
on a counterweighted spring mechanism, so they
swing back up to their original position (and reset)
after depositing the victim(s) in the pit tap. Vie-
tims receive a +30 (Medium) Fall/ Crush arack
(see Table CST-2) In order ta spot the trap, the PC
must make a 3medium [+ roll on the Searic
Maneuver Table (MT-2). Disarming the trap is a
Hard (-10) maneuver.

GM Mote: PO st wse the door knocker o brave ithe tragp
before entering the Grear Flall, wnless Fuilrwian bimself opens
the door from weibtn, It order to negotiate the trap, the P st

_fl.".ﬂ spad the mechanfsm I @ .r"rrﬂ'pu':lu rolf or .1-)1 _'.'fuﬁrg i

off. Then, they must sither disarm or bridge the trap, asseming
J-ﬁf_}-' have J'J-ﬂﬂfu*rﬂl out that a Sc_'frpprff ane the door Ercker i |
do fine. Note thai the rrap anly poes off whent the door moves, o0
a viciem suciessfully opening the door fur enomgh before falline
will permit athers to pass wnscatbed (stce the trap resets and the
dvar doesn't need to be moved any .'rru-rr).

¢. Kitchen. A pair of crude cooking chimneys
domenate the [5'%15" room. The nock in che far
corner houses a deep well, which s protected by a
rusty wood and bronze door,

d. Privies. Two stone shafts still serve the residents.
. Fuilewian's room. Onee the Chieftain's Hall, this
[5'%135" chamber now houses Fuilewian Ben and his
collection of booty. Fuilewian has a chest filled with
coins (30 gold pieces and 1000 silver pieces) and
jewels (ten jewels worth abour 10 geld pieces
apiece . A pair of boxes le underneath his great oak
bed. One holds an enchanted black ion Ring {a +2
Channeling spell adder}, the other a +15 Long
Bow. A rusty kc}-' lies under the silk that caresses the
bow.

GM Note: Apparently smmportant, this key dis actually one
of the three keys capable of urdacking the daow to the vaselt that holds
Talin's Treasscre, (Sex #7 in Section 6.3.) The PCs .l.l'{g.ll_kf
remmenber thal, if an itam is velatively lipht, it might be worth
taking along. Anather key of this type s in the possession of Taim
Faech .fm' Sections 5.3 and 6, '-},:I'

. Frecwian's room. Frecwian lives inwhat was once
an armory. The 151 3" room has walls covered by
rich tapestries and is the most comfortable chamber
in the house, except for its lack of windows.
Frecwian's treasure s stored in a secrer 5'x5'x5'
nook behind the bed's headboard, It is Very Hard
(207 to perceive [use Table MT-2}, and 15 reached
by sliding the bed to the side. It contains a bag
containing 25 gold preces, a bundle ]mlding three
gems (each worth 20 gold pieces ), and a box which
holds a necklace worth 50 gold pleces,

g Arcwian's room. Arcwian and his wife Boeda
occupy this [5'x10" room, They never leave any
valuables here, since even Arcwian distrusts Frecwian
and Fuilewian.

h. Mels" room, The 15'%10" chamber is home o
MNels and his wife Coedfa, Their J'El.'e'n[J}-' deceased
dog Nydlanga slepr in the hollow in the outside
wall, guarding the secret 1‘.n[T}',a"II':‘£fﬂ'EI-€‘ route, The
hollow is Hasy [+20] to see from the inside, bur
Extremely Hard {-30] to spot from the outside {use
Perception rolls on Table MT-2).

i. Cimra's room. Here the servane girl normally lives
tn misery. It wis once a root cellar,




6.3 THE LOW LAKE
BY LONG FELL

Design Note: Low Lake s obviously the PC5" wltimate goal
Clorbined with Lowg Fell, the wnderground mere 5 a spectacular
spat Its Jrjir_m T r;..zMaf_lfeﬂmﬂs to creale a sewse f_:-f wander
and grandewr, emphasizing that effective fantasy creations are
ofien stmply modifications of natwre’s own gifts, This makes a
setting all the more “understandable,” enabling the players ro
relate to the place and therefore suspend their dishelief.

Lomc Frio

The key to finding Low Lake 15, of course, Long Fell,
asheer grey escarpiment which overlooksthe River Bruinen
about fo rty miles northeast of Bavendell. It 15 an in posing
height. What appears to ke a three hundred foot cliff,
|'H.1WI.":'-"I:rr EE ﬂmlﬂ’[}-’ EVCN [J.rgf_'f.. I—‘Jr LI'l.C' FE‘II rlS-VES E"r’f
hundred feet from s true base b}' Low Lake. The lower
two hundred foot section of the wall reaches into the
cavernthatliesalong its southwestern side and is obscurred
by the surrounding terrain (see the Long Pell cross-
section). Only a shrub-shrouded, six-foot wide opening
along the cliff's edge provides a link berween the upper
and lower portions of the Fell. This crevasse serves as the
principal entry into Low Lake Cavern. (For more on the
ways into the cavern, see Section 4.3.)
Loon-calls echoes through the crack each evening, betray-
ing the presence of still, freshwater below. These birds can
|JE I'lC' !.l.'d a1 |T!|.L:' ..'I.“-..'I.}"

A rrail runs along the base of the Long Fell and crosses
southward over the River Bruinen at a nearby ford. Just
before this trail cuts south and away from the flank of the
Fell, the Fell Stair appears, like a diagonal scar knifing
actoss the cliff face. Most wanderers see the staircase as
naothing more than a great crack in the grey granite and
give it little notice, Itis here, however, thatthose insearch
of the Low Lake should leave the road and head roward
the spot where the sturcase appears to meet the base of the
esCATpIment.

I. The Fell. The eliff i a five hundred foot high granite
tace rising from the shore of Low Lake and culminating
at the top of an outeropping called Fell's Brow.

2. The Fell Stair. Bepinning behind Fell's Brow, this twe
foot wide staircase curs di*lgam]lv across the cliff face,
Once it reaches the mouth of Low Lake Cavern, the
statrcase descends in a series of winding switchbacks, The
base of the stairs is on a rocky beach beside the under-
pround pool. Ivis a Haed (-107) maneuver to stay on the
stairs under good conditions. When it is stormy or too
dark, travel on the steps is Extrmnr[}r Hard {-30).

3. Cavern mouth, A six foot wide DpENing rns for about
three hundred feet, along the line where the Long Fell
would nurm:lii],r merge with the surrounding landscape.
The Fell, of course, descends another two hundred feet
below the cavern mouth.

The sound of

4 Taim Loech's cave. Taim Loech and his Wild Boar
Muc (see Section 5.3 live in this 16" deep, 8' wide, &' all
cave. This cave's opening is located just above ground
level bur it is concealed l'l}r a tree which grows out of the
sule of Long Fell, making it Hard (-10) to percerve.
Taim's cave overlooks the point where the Fell Srair
t'I!"'.‘il:f"]'l I:I:‘i in[‘(‘.n r.l.'l“.l' I.al{f" ':.".avi‘rl'l lhmug]'l Thl’.‘ CAYErn
mouth. Since the crevasse which serves as mouth to Low
Lake Cavern is only two feet wide where it passes Taim's
cave, Taim and Muc can cross the mouth with a short
jump { the fall, of course, is enly two hundred feet).

GM Mote: Tain or Muc are on watch 73% of the time on
roll of O1-73) Showld they be alerted to the PC5' presence they
it vttt mmrtépr:.f:- attacking when the PCs staet downn the Fell

.':u!a:r, f?hr: Seclian S,_:]_jnr mare or eHcownlers with fﬂn#._J

Low LAKE

Any descent into Low Lake Cavern is treacherous.
Steep and only averaging two feet in width, the Fell Stair
is a dangerous construct. It should never be taken lightly,
bt ir is the unI}-' wiay down, shorr of a J.rU]J- :‘||L‘J|1g a rape
or a dive through mid air.

The Low Lake is a clear, Lim-p I‘mn] simped like a seven-
pointed star, But for the island at its center and a pair of
r»:-.-:Fc]; shelves that serve as the lower landings of the
stairways that enter the chamber, the lake ocoupies the
whole of the cavern that bears its name. Hundreds of
graceful Loons tred the water and, at might, tumn the
chamber inta a choral hall.

Thl:' CA¥E I'I_[IE a bwo hul'l{i'l_—fl.i r['!"::ll hig}l I'.‘t'{]lllg :“‘d
measures about four hundred across at its widest point,
Fach du;‘pnsirs of colorful minerals and fnpperubmring
rock lend it an ar of enchantment.

1, The Low Lake. Varping between four feet and six
hundred feet deep, the Low Lake is an ancient pool. A
great spring and ranfall draned from the Long Pell
constantly replenish its reservoir. Its waters are cold and
full of minerals and, because of its movemenr, quite safe
to drink.
2. Dwarven trap, Constructed by the l‘crr]r-c[wurws long
ago, this trap guards the base of the Fell Stair. It is very
Hard (-207 to perceive and Hard (-10) ro disarm. (Con-
sult Table MT-2 in the MERP rules book.)
Tmp—Th:- mechanism uses a steel spring which
triggers a group of fourteen spikﬁ Anyone p]ﬁfing
more than 4{)‘ ks nfwrlbhl on any af the [ast zeven
steps of the Fell Stair will set of the trap. The step
will recede three inches and a stone wall panel will
slide downward, sending the spikes our of the wall.
Those victims caught on the stairs receive one o
three +70 Spear attacks.

The trap-spring resets after being mggrrccl, for
the act of setting off the trap opens a warer shoot.
When the water enters the shoot under pressure, it
turns a water-wheel which moves a series of cops
and restares the spring mechanism to a ready posi-

tion. {See Design Note on page 25.)
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Dresign Note: This trap &5 based on a practical, working
wiechaiism, By constructing and descriving the manner in which
i frap aferites, you proe the PCs ﬂ_‘,rrz.lll'rrg |:|Jr.rm|rrml arrurp-rm'iﬂlfr
thern wiih @ puzzle to solve (assuming they make the necessary
roll). For instance, irs this case the players can set wp a rope which
E[}'puﬁﬂ the last seven stairs, or I.Ety can fry tc'jam ihe leps ot
the wall panel Such a trial adds a lor of flaver to ihe game.
Remember that ibe complexcity of a trap showld reflect the skill of
ifs builders and the gravity of its mission. Traps that guard great
[reasmures dfrggmra[bj the Iwgﬂwﬂ. Albvo note that trips subich are
contimally ready need to be reset.

3. Submerged walkway, This 50" long, flactened stone
ridge serves as the accessway to the islet where stone vault
which halds the treasure lies. Since it lies a few inches
below the surface of the water, it is Hard {-10] to perceive
and requires a Medium maneuver to cross.
4. Islet. A 30'long, 20" wide, [0 tall stone vault occupies
much of the 40 diamerter isler. Aside from a cairn made
of giant turtle bones, it is the only structure on the islet.
5. Vault entry. The entry to the vault is barred by a steel
door, Two stairs descend to the door, an opening which
is only 5' high and 3' wide. The door is locked and Hard
(-10) to open. (Use Table MT-2 in the MERP rules
baok.) Of course a key obrained from either Fuilewian or
Taim Loech will unlock . One raises the door using a
handle set near the base. A lever connecred to the top of
the door, but hidden in the wall, connects the door to the
trap mechanism in the outer chamber, [See H6 below.)
This lever is impossible to remove without boring into the
wall. Beyond the door 1s a arcular stone stairway which
descends inta a 10'x 10 roam, the Ourer Chamber of the
i [1 f
G, Quiter Chamber, Rows of holes adorn the walls of this
[ 10 room. Aside from the stairwell entry, the only exit
is astee] doot setin the opposite wall. This door lifts open
and vaidﬂi access nto the Inner Chamber, .:"\ll.'lmug]‘l it
15 not initf:tﬂ}' locked, the door 1s trapped.
TTH.P = -!-I-H': TrﬂP 'iﬁ- M(‘:dl‘“m (+D} (8] F‘E"l'l:l."l_'\rlf', hl]t
Extremely Hard (-30) to disarm. (Again, use Table
MT-2 in the MERP rules book.] If the door is
opened more than 3' without the trap being dis-
armed, a series of levers set in the wall open a set of
doors which permit the waters of the Low Lake to
spill through the holes in the walls of the Ourer
Chamber. Water pressure forces the door to fall,
reshut, and lock; and 1t also closes and lodks the
door at the vaulr eriery. ﬂi"'.'-er #5.} Victims lr:1ppcd
in the room find that the chamber fills in only 12
rads {2 muinutes ). If they do not escape soon, they
dt-::l Wil. E.svr:al:n:: i ;lCCum[J]is!u:d EJ}-' uP{:ning ::El['u:r
door out of the chamber, both of which are locked
and Ve ry Hard I:-E'l]j to open from the inside
(Unlocking the door while swimiming is a maneuver
modified !:l}r 100 + character's swimming skill
bnnus.} As noted abowve, key obtained from either
Fuilewian or Taim Loech will open the entry door,

7. Inner Chamber, The lnner Chamberisa 10'x [0 room
with a 10" ceiling, Within it, strewn all over the floor, is
Talin's Treasure. It is the legacy of the Low Road
Brigands.

Talin's Treasure:

— 1000 silver pieces, in piles amidst the remains
af twa decayed chests;

— 50 gold pieces, scattered about;

— one pendant worth [0 gold pieces, ina bag of
]Jl.ii.'k 5]'1{ .'Ir_'lurl'll.‘e‘l 'ﬂ.rir]"l al .‘;l:‘lrt"n-'l'l{}l.r'”L‘L{ slar
sewr with sil'l.rm}r thread:

— ten gems, each worth 2 gold preces;

— six +5 broadswords;

— two + 10 shields:

— onemagic +5 dagger which returns to hand of
user one round after being thrown;

— one quarterstaff, a x3 PP spell mulriplier;

— 4 pair of Boots t)f[*:tﬁsl'ng {ﬁt any .sr'?x:l. which
leave no footprines:

— a suit of +10 plate armor;

— asuit of magic +10 chain mail which s +20
versus rmissile weapon antacks.

— a Helm of Night-sight (fits any size}, which
enables the wearer to see in moonlight (thar is,
outside and when the moon is up) as if it was
a cloudy day; and

— the Kine's Horn, a tnagic white ox-horn inlaid
with silver. It is a2 x4 PP (Essence) spell
multiplier which gives the wielder a +20
bonus when castr ng any Bard ﬁ[!l'” s, The horn
has two mouthpieces, each keyed to one of the
Horn's two powers. Unfortunately, the Horn
can be blown only 2 times per day. When
!."]C?wn on |['|I." l: F-L ﬁlldcj. a” .El'l :l]d.'i “"i L]'llrl. a ].L.H:I'1
radius add +235 to their OB and DB for the
next six rounds. When blown through the
r['g]':l rr:luul;l'tl.‘rli‘cf‘. the Horn makes no nioise,
but it will summon any one person within a
ter mile range whe the user knows to be
present {within the range).

8, The Low Road. This stairway leads up to a door and
a passageway exit, the northern terminus of the ancient
Low Road. The Low Road runs underground for m‘;u'l}r
one hundred miles but is now ecollapsed ar the southern
end. (At the GM's discretion, it may be blocked along the
way as well.] Those entering the passage are in fora rude
SUIprise,

9. Waterfall, Here, the Low Lake ernphies into an under-
ground stream. The stream meets the River Bruinen afrer
a southward journey of some two miles,




7.0 THE TASK

Lhe Loons of the Lonp Fell adventure revolves around one
quest: to discover the location of Low Lake and to recover
Talin's Treasure—in particular, the Kine's Horn. Itis nor
an easy task, but the PCs will find that few worthwhile

accomplishments come easily.

7.1 STARTING THE PLAYERS

This adventure begins with the PCs’ separate arrivals at
the Last Inn. There, they sertle in before encountering the
mistress of their venture, the Bard (.'igfn B;a:rg. (:igi-a will
meet with each PC ser-:iratﬂ:p in a private booth ndj'nining
the inn's Public Room [see Section 6.1 ar #7). After
speaking with them mdividually and insuring herself of
their relative loyalty to her cause, she will gather them
togeﬂ'icr !:'n,f the hearth in her ]JI‘!'I.-JtI.’ guest room u]JsLa:rs
She will then offer each 5 gf:-ld pieces to mlu&:f}e their
commitment and help equip them for their journey.

The PCs should get to know one another if they have
not already met by this time. Cigfa will see to it thar there
is some cohesion, Her plan calls for duping the party, but
she still desires competent and capable pawns. Any divi-
siveness will doom her stravegy.

THE First S1ER: The Trie 1o Benpurs

THE SEcomD STEP: THE Journey To Low Lake

From Benhuis, the PCs will head moward che Coldfells.
Cigfawill tell them all she can about the tale (see Sections
4.1 and 4.1} and give them a copy of the poem and
something resembling an aceurare map. But beyond thar,
the Bard will be t:-”ill [ F—.:—]P Itis up to 1!1:‘ Pt r]uu:{wrr
the e:pecl'l:r'c location of their destination and achieve thetr

goal.

ThE THirn STER THE RETURN

L'lgfn will note that the Low Road's southern end has
collapsed and that any return via the underground tunnel
will be precarious at best. This is an important warning,
for her word is true and, should the PCs ignore if, tf'lr:r'
mighr be trapped in the bowels of the ancient hall hewn
by the Petry-dwarves. She may care livtle for the PCs, but
she 15 very concetned abeut the fate of the Kine's Hormn,

7.2 AIDS

Aside from the poemm and l-:gcnds. f.'igl_aj.-, I‘DLI:E}I T
gional map serves as the pri mary aid. (See "Cigfa’s M:!]:!."j
It shows the route eastward to Fuillewian's residence at
Benhus, as well as the major erails mto the Trallshaws and
Coldfells to the north.

f.:l.gt-ﬂ Wl” l.-i!“ [-Ll‘:l' WATTI, EPiCﬂd wl:]l'."_. !lli'l'l"
tea, and cakes before outhining the plan over a
small feast, She suggests that they seek her
enemy Fuilewian at Benhus, acquiring the
herder's key in the process. {Cigfa also wants
some knu:rwledgr* about Fuilewian's home and
his raiding operation, but she will not tell the
PCs for fear that they might realize her great
concern about her foe.)

So first, the PCs will travel to Benhuts and see

the shepherd Fuilewian. Their mission will be o
learn as much as they can about the lay of the
land in the southern Coldfells, dcrnmg what
EI"I.t'}-' can about clues to the locarion of the Low
Road and Talin's hold at Low Lake. In addi-
TiDl‘J. ].‘-} ]Jt]],'ing or :-.!4.'.:1|ing 111-.' !-:L'} wilhnut
taising suspicions, the PCs will have a signifi-
cant start. But, thcy must accomplish this side
miussion without mentioning Cigfa or upsetring
Fuilewian.,

CIGFA’s MAP .
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Finlewian can inl'tlr more detailed information, IF
the PCskeep him friendly, he might even draw them a map
(see “Fuilcwian's map™), but the party berter have a good
reason for needing his heIP—ﬂ rationale thar does not
excite Fuilowian’s own greedy tendencies. For instance,
they might be loaking for alost friend, or they might clamm
that they plan to starr a mine,

Dl‘ltaimng Futlewian's kr"}f 15 even trickier. Theft is ane
possibility, but it must not be detecred, less it alarm the
dangerous herder and his kin. Aleernatively, the PCs can
purchase the key; however, agan the party must have a
story supporting its plan. Such an excuse might assert thar
they are locking for key meeting a certain description (e,
“a rusty key about six inches long which is engraved with
a Diwarven symbol”}, one which opens a keep door or a
mine entry. Showing care not to offer too much or too
little, the PCs then might volunteer a few silver picces for
knowledge of such an ttem, or a geld prece or two for
actual possession of the key.

Further aids are Few. Most are in the ].K:I.‘ihl.‘.‘ihil}ll of the
party's adversaries—Malm and Taim—neither of which
will offer aid under any circumstance, Acquisition of these
iterns, stch as Taim's [".I.'}-' and map, r.‘[i:].u:nf.{ on the PCs'
abiliey to vanquish their foes.

7.3 OBSTACLES

Tl]i" ﬂbst"l{]ﬁ'ﬁ L_ﬂrl*rﬂnrln "ll'll:' 1:'( Soare IIJULE'I |J'|.“ I:"r hnlel
means, overwhelming. Since the usually active ancd dan-
g{'] OIS ]3('..1.51.'} ['I'J R r'lL'l.l'.{.“.l'l 5 T“]”‘.}l‘lflwh -lTlll {.Uldfl.']lﬁ are
not involved, the primary problems revolve around the
terrain, the traps, and two NPCs,

The TERRAN

[{ hudm]r llﬁ ak Tl gl'i Eilnd, P.Iﬂ1fu].11‘]1.r :]'IL" area nl.}n’.]'l [}E-
the Great East Road. Cliffs and rocky hills cover the
landscape; forests and fens fill almost every hillside and
F'Iﬂ”ﬂw. F.Ul'.n ﬁl]TlETlII:' 1|._:|'|.|'I:'| 'PE'r'I.l'I..‘i CAn |.1r11';1'|.f4.'| El'l r]'“.!i Wl!d
locale.

For purposes of this adventure, it is suggested that
moving maneuver tolls only be made when the PCs
actively challenge a cliff or stream, such as in the case of
the Trollwater Ford near Fudewian's house or the Fell
Stair cur into the Long Fell. These rrials provide sufficient
excitement for l‘.ucgmnlnb PCs and |'r:1gi'it even best some-
One. "Ld.d.lt]ﬂn'lj IMAan«uvers !l'l.\'ﬂ.}l,\'ll'lg Wl !In ITE"‘;UggL"“. I.J
only when the PCs actively tackle a signiticant obstacle
-f:-.g.. they leave the trail in order co scale a spire of rock
Lecause it looks Ent‘riguing";

THE TraAPs

Traps may be the roughest foes the PCs face. The door
into the Grear Hall at Fuilewian's house (see Section 0.2
at H6b ) is the first of these deadly mechanisms, but it can
be avoided altogether by a party choosing to simply knock
on the door.

Thet raps at the Longl el (sr‘r Section 0.3 al #2\ and
in the vanlt on the Low Lake (see Section 6.3 at #6) are
less fargiving. Borh can be deadly. If perceived, however,
the First t‘:r:il:n- can be l]ﬂ'.‘l[l.ﬁﬁ{'.fl b} J.voiu{ing tl'u' Tuwer ﬁlcr.ls
of the Fell—a rr:]ativr]}f 5imp1e operation, The second
trap can be overcome with a good disarming roll ar, even
if it 1s set off, with one of the vauli ku_-}-_-a obtained from
Fuilewian or Taim.

The NPCs

PCs gmeraﬂ}r have [ess contrel over NPCs than they do
over the terrain or traps. Like the weather, NPCs are
capricious, Unlike the weather, which has been omitted as
a factor in this bLginmng scenario, the WPCs present real
problems for the party. Malm hopes ro shadow them ar
every turn and attack when they have penctrated the vault
and are at their weakest moment, Taim seeks to ambush
any intruders. Tamm's Boar Muc makes him even more
dangerous, particularly on the precarious steps of the Fell
Staar,

Thenthere is Puilewian (see Section 5.4, the one NPC
that the PCs can influence. He and his kin can qu[ck.!:r
defeat the party if aroused and readicd althmigh. lile any
MNPC, he can be overcome if alone and areacked by a
coordinated group. Fuilewian's F.I!Tu.‘ngﬂ'l 15 such that, even
if he 15 quickly slain, he might significantly weaken the
adventuring group. Every challenge undertaken stands a
chance of hurting the PCs,

7.4 REWARDS

Cigfaoffersthe PCs all of Talin's Treasure (see Section
6.3 at #7), save the Kine's Horn, This is a considerable
fortune for young adventurers, In addition, the Bard s
willing to offer 5 gold pieces apiece as an advance against
expenses. This is quite generous.

Orther treasure lies ar Benbnds (see Section 0.2 at #6e
and #6[}. By overcoming or robbing Fuillewian and his
brother Frecwian, the PCs can acquire even more booty,
Some PCs might even seek to doublecross Cigfa and keep
the Kine's Horn, risking retriburion ar some furure date.
The question of greed versus risk will dictate the success
ot failure of the group.




8.0 THE ENCOUNTERS

GM Note: Tn o !_}'I.'r'm!' SCEMETTO, the M flu_'_gj)r roll fo

cfﬂlf:rrru'rlr. r'ﬂ]’]r.ll{:i‘ll r.'ﬂ:l:.llrfr!ﬁ'fs‘l 11.'\.J.THI i |:II.!.|:T.|l £l ulrl fl;lr I'lr,'.tj

_,'.hll‘t.'fﬂfdr sefting or the MERP Encowrier Talile f‘ﬂz!.r!'r 5T

i I'JE'. I swcha sz, the PCs weonald makee oree voll ['l'h-' “avoidanee

ch'I'j' while GM rolls an "a:;tz'l.-r':_'y ypll ¥ H-} |!.'.‘IJ:‘II-I;?‘!r|‘1 ap?rc-lrm'ar.-‘

r.-u:.q'_;'ﬁ'm.' |'J’I-:{.'l.'|'HID#"F'|'F£ the -:Jﬂ};"rrrnr berween the twe reslts,

|'|il.'l" (lllull"i [ i{:"f:"f]‘ﬁf“l" ‘u\?l[!f'rlr:r'?' rll"i' ]h("i FRauTeT II'\“.‘J\'“ i

NP

Only three encounters affect the this adventure and all
invalve the PCs meeting one of the NPCs, The follo wing
notes show how the NPCs might react under certain

.‘SPE &1 ﬂ C Circuinsianoes.

8.1 ENCOUNTERS WITH
FUILCWIAN

As noted, Fuilewian the herder is a mercenary sott of

fellow, Opportumstic and skailled in the arts of thievery,
|'5|.'\I 1% 1wl '|L"'|:}1.'|:' ]T"l".'h("rl'l oT m'l.l::':{l."T. i| !‘.‘; |'l€'.‘i[ Lo e et |-J|'.-|"|
when he 15 alone.

Any encounter with the herder will seem awhkward,
Fuilewian always bears his deadly broadsword and will
k’f?F’ 1T l.{i'ﬂ.'r'l-'tl. i.‘l.'l"l*.{ fuild.:l.' l.illl.l] |'|I: L5 ST ru‘]'till'.’]l:‘. ."‘!l'.l(:lurl.{
anyone make an overt move which seems dangerous,

Fuilewian will make an example of the poor sot. Even if

no one makes such a move, however, he will remain
S-Uﬁ]JIL'IDLI.ﬁ- {:Ii'- "I'It':l'l' I'I':I{'I‘[.I'll'l."ﬁ_, RO Carc 15 ﬁll’gg{'ﬁﬁrﬂd.

If Fuilewian survives a fight wich the PCs or discovers
ﬁumc‘ihmb missing after they have left, he will seck to exacr
revenge. This will mean z.ilhmnu hus brother and sons for
a hunt or, should r]‘I-E‘}- be gone, leaving a note before

departing on crail.

3.2 ENCOUNTERS WITH MALM

Encounters with Malm will accur in two ways; the PCs
will eithet spo the Dunnish warrior as he st .1]1;;,,5 them, or
Malm will surprise them after they secure Talin’s Trea-
SUTE,

S]EGUJ.I.{ hfiii[jﬂ ].JL" d::h'{'(ﬂ"l."rl."l'.‘i, I'H'" WI” Wflgh 1['|l:' Sini.‘[—
tion, He might act nonchalant and attempt to "act” his
way out of the sitnation. For instance, Malm mighl claim
that recent [omings near his home led him to watch the
party as they travelled through the area, or he might
pretend to be a warder who secks poachers. Malm will
only flee if he is sure his ruse has failed, and he will not
}Tg]1l lu'l'l."ih' f['ﬂm{'r{"d

Inthe rare case where he must run, Malm might employ
his Boots of Leaping to ger a1 head srarr. He can jump
quickly and unpredirub]r foiling most pursuers. Unfor-
l“”-&r{"iv ]'ll:' T On !"r" LIS r]'!l‘- ]-'H'}Tﬁrf"'l TWice 3 1.'].:[1. . B '[[:I.L
wartior will be judicious about resorting to suc h a tactic.

Malm also likes to use surprise in a melee. While his
composite bow is safer, his invisible short sword often
enables him to strike Opponents before thr::,-' even know he
is atmed. Once he swings the blade, though, it becomes
visible, and Malm 1s careful ro make the initial blow count.
IfMﬂ []Tl Cant :'ﬂ:l.'l il FI.IJL' .Hl.l.g .'I[T!l'luﬁjl .F11:r11, i"ll.f,' ITiighl (:J_]O{'I'S{"
his bow, bur generally he prefers his sword.

8.3 ENCOUNTERS WITH TAIM

Taim has the luxury of largely conerolling his position.
Accompanied by his Boar Muc, he can kee pwatchover the
entry to Low Lake Cavern most of the time, His Ranger
skills make him a vigilant and formidable foe.

.I. dit1l IjkLE Lo k.l.ll."' ]:Illld“.n u]“.lj !115 F"I l.':r i."| Vi [I]'lt':l'u'lE'.l] =%
ideally somewhere on the Fell Stair. This gives him a set
target who cannot safely flee. The Ranger knows that
escape down the stairs is obstructed by the Dwarven
spike-trap, and thar f]!'ghl up the steps might be all bur
insane. Using Muc to hold the top of the Fell Star, he
employs his fine Long Bow to rain arrows on his unfor-
tunate adversaries.

Since Taim often J:'.-];:F.!. hus flute : [0% of the time, roll
91-100), methodical PCs might discover his presence.
This ts particularly true of a party that waits and observes
the Long Fell area before attempting o descend inro the
cavern. BL' Clm_J.'r'-'Limb l.alm. |]IL [J{._H f1Ave an enormmoLls
O Pu:lumi}r 48] .nul-.'[ ATY ulﬂmm.wma .111L{ l_‘t_'l‘_\bli_“l}l' I:-'LLa]
il]!'ll'!l |.'\:|'I.

If confronred, Taim will resort to using his hand axe,
retreating into his cave or rﬂkfng the Fell Stair up the ¢l it
Muc will cover his retreat and, should Taim be injured or
k'l‘“\':d. E]'H.' ‘Vﬁl'lll-JL{ HH:}:!T '!'-"I]] furn an :"l'ﬂ 11}':1.5-t1"‘r-15 I:'l']l:']]'l,}" wlt]}
0 I_TiLErr‘ning vl:‘n;__,l:an-:l:. Muc will gore anyone he per-
ceives to be a danger to the Ranger,

Remember that Taim nows all abour the Low Lake
Cavern and the vault, Utilizing his knowledge abour the
traps and safe routes, as well as his key, he can r'-k['l]ﬁl]]}'
outmaneuver all but the cleverest of PCs, thereby provid-
ing the party a considerable challenge.

Mur -
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RS-2 — DAMAGE RECORD SHEET

Combatant / Character
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Culture/ Face: 1 B | RECORD SHEET
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Special 10}_ _ [ 1] & ~
Mormal Race Total Current Level; - Shield (+25 DR 3
Seat (Abbr.) Value Bonus Bonus Bonus Experience Points: i Helmet [-5 Pereption) O
strength (5T) —_— —_ T ——— | Power Points: » ~ Arm Greaves |5 ORs) 0
Agility (AG) —_— _— — ~ Armor Worn: i Leg Greaves (-5 MM 2
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Rank Seat Profession  Item Special  Special Total
Skall 5% Manks 2% Ranks ~ Bonus Bonus Bonus Bonus Bonus E_c:nu.-i Bonus
Movement & Manewver Skall C.:tcgnr:r:
Mo Armaor N B M axermum Al AXXLE o + Wi
Soft Leather A0 ————MNumber Bl i AG ANKXX e - . kA
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Chann O0000 G0 —Ranks SN 5 IXXXT 45 MM
Plate SO0 000 —— . ST 3 EXXAE e Moy -Gl MM
Weapon Skill Skill Category:
[-H Edgaed Q0000 00000 00000 5T_ £ Of
[-H Concissnon QD0 000330 QOO0O0 a1 Ll F_ LBl
2-Handed QUOOO00000 0a00Q - st o e L
Thrown 00000 00000 Ooaooo AG = =" O
Mussile D0000 00000 OO000 AG y B OB
Pale-arms 8 o 1 7 . : i OB
Cieneral Skill {",alcgnrj-:
Climls OO000 00000 20030 e i i T T c =ef o [
Ride 00000 00000 00000 T J = Y o v
Swim Ooo00 00000 00000 AG - il ) % T MM
Track OO0 O d0d D000 s = 18 - |
Sublrrﬁrgr Skill l:'fan-gur}r
Ambush QU OO0000 0000 - MMz RXXMX KNAXX oF- i = SF
Stalke/ Hide QLD IIJ0d COOoa PR, E et {34 - o MMEM
Pick Lock Q0300 00000 Qa0 [ v = i e =M
[Dhsaom T ap LJ..IJ.IJ .J'Jjj:l [ [ | 11 > - ST Sh
Magical Skill Caregory:
Fead Rune [ o | 6 T 1G a - _ =M
Llsp Trem JIO000000 aooda 1T ) rj 58 s T |
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OTNER MIOOLE-€ARTN ROLE
PLAYING PRODUCTS

#2003  Middle-earth Campaign Guide™ /+ map $20.00

112 packed pages + a full 24" x 36" color map insert of Middle-earth
roriginally published as two separate tlitdes, Midale-earth Compaign &
Adventure Guideboak | Volumes [ & 1. The well-docomented reaches of
northwestern Endor, as well as the shadowy lands that comprise the resg of
the continent are incloded in the in-depth coverage of the entire history of
the West, Theme maps detailing topography, climatz, trade routes &
population centers will help any Middle-carth campaign. Also included are
a comprehensive glossary and an Elvish dictionary provides notes on
pronunciation and grammar.

#2004 MERP™ 2nd Ed. Combat Screen™ $8.00

This sturdy combat screen includes all the MERP tables needed for
battles, maneuvering, and action. The screen measures 34" x 11" and the two
177 % 11" reference sheets can be used as screen extenders.

#2008 MERP Poster Maps™ $15.00

This finely pockaged tubed set includes ICE's original 2'x3 poster map
of Middle-garth {also in the Middle-carth Campaign Guide) and 1CE's
227%34" Northwestern Middle-earth map Calsoin the Morthwestern Midele-
earth Gazetteer). These two acclaimed maps are heavier paper in poster
format with no grid everlay — NGO CREASES) — are sure to be a must for
any Middle-carth gamer or enthusiast.

#2005  Arnor™ — M-E Realm $35.00

This initial release in the new Realmas of Middie-earth series covers the
MNerth Kingdomi that was splitinto three independent, neighboring but lesser
states in the year 861 of the Third Age. Much of the material covering
Arthedain and Cardolan was previously available in Rargers of the North
amdd The Lost Realn of Cardolan. The information on Rhodaur, together
with more extensive lore concerning the inhabitants of sundered Amaor, has
never appeared in previous modules. Color maps of Arthedain, Cardolan,
Rhudaur, Tharbad, Armidminas, Fomost, etc,

#2006 Valar and Maiar™ — Peoples of M-E $15.00

Valar and Maiar is the first book in ICE's new " Peopler of Middle-
earth” series. This lavishly-illustraled character compendium documents
the Holy Ones: the exalted Valar (Manwé, Elbereth, Aulé, the Black Enemy
Morgoth, etc.] and the Valar's immortal servants, the Maiar (Gandalf,
Saruman, the Balrogs, Sauron, etc. ).

#2007 Minas Tirith™ — Citadels of Middle-earth
$25.00
The first in a series of Citadels, this new printing of Miney Tireeh™, will
feature a brand new, expanded and improved 2 ft. x 3 fr. color city map
insert! With a new lay-out with new interior arl, this product has all the
information you need Lo take your campaign to the famous Guarded City of
Minas Tirith, (Note: this replaces previous ST#R301),

#4000 Northwestern Middle-earth Gazetteer™ $20.00

This is the compamon reference book Lo the Nerthwestern Middle-carth
Map Sef™, This 160 page sourcebook provides critical facts for role playing
campaigns set in any site in northweslern Endor, Realm deseriptions, site
entries, and information on trade routes as well as data on topography and
climate detail the world presented visually in the map set. The gazetieer also
ingludes 3 22" 1 34" eolor map of northwestern Middle-earth,

These fine products are sold at better retail outlets worldwide. Avail-
able at better game stores—or contact ICE, Inc. PO, Box 1605
Charlottesville, WA 22002, USA. Prices are subject to alteration
without prior notice. VISA and MASTERCARD orders (and catalog
requests) call (BO0) 325-0479, Virgima residents, Canadians, and
overseas customers call (B0d) 295-3917. Please make phone orders
during business hours: 9am-3pm (Eastern Time), Monday-Fricay.
Call or write for a free catalog!

DISPLAY AND STAND-UP
CHARACTER GUIDELINES

PHE DISPLAYS

This product contains larger versions (called displays) of the layouts
for the sample game setring in Pare V1 of MERP (p. 98-1127, as well as
genenc countryside displays thae can be used for camping, encounters,
or bartles that rake place in the countryside. Also included are transpar-
ent plastic sheets with hexgrids (consistng of hexagons) printed on
them. These sheets can be placed over the displays to aid in resolving
maovement, The hexagons (hexes) can be used to paupe distances and to
resolve moverment.

Dhuring play, the Gamemaster should only reveal to the players the
parts of the displays which they have already discovered. To accomplish
this the (G may eicher cover the undiscovered pares with sheets of paper
or |'l|.' ma !r' [Wiis I]]l:' Lilﬁl?lil}"i [§1l5s} !1'!"]‘.'I.‘|'i“'l.1 ]‘.-IE'I._'I.‘F I:L'INLI';I”}" WPuIJ'Jt(‘. Toorms
or h.lll'ﬁ:; and bring the various ]':uiern:.-i into ]ﬂqy as II11?'}' are entered., -

THE STAND-UP CHARACTERS

The stand-up characters are printed in full color on heavy,
coared cardboard. When cut our, folded and placed inthe pl.ml:n:
stands, they provide individual figures for the characters. These
figures have their professions, hits, levels, armor, and some of the
more important bonuses printed on the back. This same informa-
tion may be placed on the six PC character figures—use a pen.::'l
so that you can change the values if the characters reach a new
experience level.

Wote: Smail el figwres called mimiatuees ave also ausileble o reprecent
ehararters and ereatseres. Miniareeres can be patnted and individualized o provide
avery wzeful mechamism for represeniing participants in a Fantasy Role Playing
svranmeni A_Ffilf; rarge qf?l-fl',dulg-.-:,;.l?ﬁ |mm,:tu1'.-.v_|l'r.;|m .‘I-'L!J:'rrf Mivtarseres
are availahle gt mant #obty .md'gm.r:gcre.r If ke Gﬂmrmmjfrardi?l:ﬂ_}'dﬂ wish
P mae Fricdaafres (ﬁmu }fﬂ!lﬂ!'l’._l‘f'l.'ll.rl.r.lu CTEeTes anid LI'nlruffm_f.' WS 1|‘I|I!."*|:'F'5ll
they can cut et the information on the back of the stand-wp characters and tape
ar puste if 1o the bottom of the misiagures. Cheher typres of miarkers such as chess

pieces can be swsed i a similor neanner.

EEY FOR THE STAND-UP CHARACTERS

Mame, Cubture /Race, Profession = As defined by MERP,

Lvl = Experence Level

Mowhd = Mavement and Maneaver bonus for Armor normally worn.

AT = Armor Type (i, the type of armor normally wornk
Mong; RL = Rigid Leather; 5L = Soft Leather; Chain; Plare;

H = Helmet; AG = Armm Greaves; LG = Leg Greaves,

[ Drefensive Borus [special bonus is one is normally used, g, shield
bonus, defensive spell Lonuses, et DB includes special bonus if one is
indicated in parentheses, 5h = Shield.

OB = Offersive Bonus {weapon used 8 weapon bonus)} Weapon category.
This OB ncludes WEFPON bBonus iF one 8 indicated i |'r.'|r|:'I1I]‘.||.'.~i|.‘.& The
weapen rategory abbrevintions are: E = [-H Bdged, C = 1-H Concussion,
= 2-Handed, Th = Thrown, W = Miszile; P = Polearms
The weapon abiwevanons are: ba = battle-axe; bo = bala; bs = broadsword;

:h = crosshow; ol = cluby; ep = compaosite bow; da = dagger; |T = flail;
= handaze; hb = halbard; ja = javeling Ib = iang bow; ma = mace;
ms = morning star; mi = mounted lance; ne = net; gs = quartesstafl;
ter = throwa rock [rsalve on MERP Table AT-4 with a Famble
]"Lan_tl;r of =2 crus!l. cTits, .l.ncl a H.zsr RJJ'lHL‘ af S[]},— sh = shert |.'1|:|l.u.
e = seirmitary sl = sling: sp = spear; 28 = short aword;
s = rwor-handed sword: wh = war hammer: wp = w|‘||'|.'r

PP Hower Points isp{'“ bonus e ) " indicates a +# sreﬂ adder:
"uf indicares 2 oF spell muloplier (already included m PFs goven).

BS = Base Spell OB.

DS = I_.}I.I_'\fl;h.".l." S}w“h i:lnnu-‘.

Mote: For approximate values for other skill bonuses, a Gamemaster can
refer to the Master Character Table ST-3 {MERP p. 252-234.




OVERVIEW OF THE CASTLE
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Lowrsr CHAMBERS — LEVEL ONE
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LoweErR CHAMBERS — LEVEL Two-A




LowER CHAMBERS — LEVEL Two-B
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Hiir TrorrL LAIR — OVERVIEW
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Middle-earth Role Playing Accessory Pack includes:
F THE LOONS OF THE LONG FELL, an enthr: l”lHL u.lvc.l'llun.‘ i
=~ the Trollshaws thar mroduces MERP™ novices o Tolkien
wotld and the wonders of fantasy role playing m Middle 0.1r[h.
- The scenario ncludes:
= b fully develaped characters ready to play and enjoy wich no
pl‘l:]::l rat il'l‘]'.l tali ]Til.\:‘]f.

- Extensive notes for the Gamemaster 1o help less expenenced
G’.["r'Ii ]fﬂl]’l t]"ll:' ‘1|.||_'h1_‘[|;"|,'1ﬁ 1'I‘|'- I.:T.'IfTil'l:'{ AN rurlnil'.lg dn .'IL‘lI’I‘I'Ir
ture,

- Maps & floorplans of the adventure sites geared sprcfcallv for
the GM, with information that shonld 1n|h1i|1, Lie cemeealied
from the players,

+ 60 STAND-UP FIGURES I.\L'l'l.!i"-il{i'l. rendered 10 full color. All the

people encountered m v Loons of the Long Ell are included, a5
well as the creanures and folk from the *.1rnp]1 adventuee i the
Middle-earth Bole f’!nt_}lmg rulesbook.

* [6 PAGES OF COLOR DISPLAYS bring adventure alove when
stand-up figures are placed on their surfaces, Youll see a SoW's
view of the terrain and thf‘ action, The disp]:a}'s fclude color
maps and floorplans of:

- The Last Inn, Fulewians Heuse, & The I.mlg Fell for the
adventure in this Accessory Pack.
< The Buined Castle & the -|11'.||| % Lair for the scenario in the
Middle-carth Role Playing rulesbook.
» DICE for use with MERP and The Logns of the Long Fell
{Some of this marerial was previously published in' the howed
fiest edition of Middle-carth Role Playing |
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RO CROWN ENTERPRISES holds the exclisive worldwide licedse Tor FANTASY ROLE PLAYING GAMES and ADULT BOARDY =
GAMES hased on TR Tolkien's THE LORD OF THE RINGS™ and THE HORBIT.®

Come to Middle-carth and experience thrilling
moments such as when the Ringwraiths tappro:tcheﬁ
Serider and the Hobbirs om We: tlhnmpf

“Ohwer the ltp of the dell, on the side away from the Lill, 'If:i?g'_'::{:
felt, rather than saw, a shadow rise, one shadow or more !ﬁaﬁ'g:':—
one. They strained their eyes, and the shadews seemed 10 grow
Soort there could be no dowubt: three ov four black fioures wm'
standimg ibere on the slope, locking dowin on them. .. Frodo =
thought that be heard a faini biss as of venomous breath and f:‘fr a -
thin piercing chill, Then the shapes slowly advanced”

—The }Hrows&ip Erﬂ.\? Rin _-.

And most other major

Fantasy Role Playing Games
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