








br<ee 

ana Lbe 

bat<r<ow-oowns�rn 

CONTENTS 

1.0 GUIDELINES FOR USING MIDDLE-EARTH 

ROLE PLA YING MODULES 

1.1 DEfiNITIONS ANI) TERMS 

1.11 Abbreviations 

1.12 Definitions 

1.13 Converting Slatistil'S for Any Major FRP System 

1.14 Converting Hits and Bonuses 

1.2 BASIC COLOR AREA MAP KEY 

2.0 BREE AND THE BARROW-DOWNS: 

INTRODUCTION AND HISTORY 

2.1 "REE ANI) THE BARROW-DOWNS 

2.2 THE SETTLING ANIl REfOUNDING OF BREE-l.ANI) 

2.3 WARfARE. STRIFE ANI) PLAGUE 

2.4 BREE-LANIl IN T.A. 1700 

2.5 THf. NEIGHBORING TOWNS OF STAI)DLE. COMBE AND ARCHf.T 

2.51 S.addle 

2.52 Comb(' 

2.53 An.'hcl 

2.6 THE CHETWOOIl 

2.7 "REE'S AGRICULTURE 

2.8 THE ECONOMY OF "REE-LANIl 

3.0 POLITICS AND POWER IN BREE-l.AND 

3.1 THf. POLITICAL INSTITUTIONS OF BREt: 

3.11 Th(' Town Guard 

3.12 The Moo. 

3.13 The Office of Mayor 

3.14 The King's Rest Inn 

3.2 FAIRS AND FESTIYALS 

3.21 The Aurum" Fair 

3.22 Harvest Hom£' 

3.23 Midyrar. or Lithl'days 

3.24 Yule 

4.0 PROMINENT FAMILIES AND 

PERSONALITIES OF BREE-LAND 

4.1 THE HEATHERTOE CI.AN 

4.11 Mal Heathertoes 

4.12 Effie Heathertoes 

4.13 Erling Heathertocs 

4.14 J)aisy lieathertu(' hrnwood 

4.15 Rory Healhertoes 

4.16 Holly Hrathcrtocs 

4.17 The Heathertol' Farm 

4.2 OTHER TOWNFOLK OF NOTE 

4.21 Hobson Grl'enhand 

4.22 The Thistledews 

4.23 The Fernwoods 

4.24 The Sandheavl'r.� 

4.241 Rose Sand heaver 

4.242 Hal Sand heaver 

4.25 Coldomar Tunn('lIy 

4.26 The Broadleaf Clan 

4.261 Len Broadleaf 

4.262 Harry Broadlcaf 

4.263 Hal Broadleaf 

4.264 Maisy Broadteaf 

4.27 Mcneldir. Captain of Ih(' Guard 

4.3 NOTABLE INSTITUTIONS AND THEIR KEEPERS 

4.3 I The Bree S('hool 

4.32 Bill Rlishli�h'. The Miller 

4.33 Bernar Moss),. Blacksmith 

4.34 Duff)' Nobw()od. Carprnter 

4.35 Cobman Greenwood. Tanner 

4.36 The Innkt>epers. Ham and Cora Rushy 

4.4 fiGURES Of INTRIGUE 

4.41 The Bandits 

4.42 Transients 

5.0 THE BARROW-DOWNS AND 

THEIR HAUNTING 

5.1 THE NATURE OF THE BARROW-DOWNS 

5.2 THE STRUCTURE Of THE BARROWS 

5.3 THE WIGHTS 

5.31 Major Wights 

5.32 Lesser Wights 

5.33 Minor Wights 

6.0 BARROW LAYOUTS 

6.1 EDAIN BURIALS UPON THE TYRN GORTHAD 

6.11 The Mound of Princes 

6.12 The Companion Barrows 

6.13 Burial Customs of the Edain 

6.131 ThcTombofBregor.I.A. 110 
6.132 The Tomb of Baraglld 

6.133 The Tomb of Hama and Belgor 

6.134 The Tomb of Bern, Beorn, and Baran 

6.135 The Tomb of Baran 

6.2 THt: ROYAl. BURIALS Of ARNOR 

6.21 Yalandil. T.A. 249 (29) 

6.22 Eldacar. T.A. 339 (30) 

6.23 Aranlar. Son of Eldaear. T.A. 

6.24 Mirelar. T.A. 400 (32) 

6.25 Tareil. T.A. 515 (33) 

6.26 Tarandor. T.A. 602 (34) 

6.27 Valandur. LA. 652 (35) 

6.28 Elendur. T.A. 777 (36) 

6.29 Earendur. T.A. 861 (37) 

6.3 THE ARISTOCRATIC BARROWS 

435 (31) 

6.31 The Eldanar Barrow. T.A. 30710 T.A. 845 (38) 

6.32 Mendadl. T.A. 289 - T.A. 831 (39) 

6.33 The Narmenacir Barrow, T.A. 267 - T.A. 501 (40) 

6.4 THE ROYAL BURIALS OF CARDOLAN 

6.41 Eldacar. T.A. 936 (41) 

6.42 Turambar. T.A. 1001 (42) 

6.43 Ciryon. T.A. 1079 (43) 

6.44 Tarandil. T.A. 1153 (44) 

6.45 Calimendil. T.A. 1235 (45) 

6.46 Tareil. T.A. 1287 (46) 

6.47 TaraSlor. T.A. 1332 (47) 

6.48 Minalear. T.A. 1381 (48) 

6.49 Os'oher. T.A. 1409 (49) 

7.0 SOME SUGGESTED ADVENTURES 

7.1 AIlVENTURES IN SETTLED PARTS Of BREE-LANI) 

7.11 Trouble on the Homestead 

7.12 Bandits at the Autumn fair 

7.13 A Meeting on the Road 

7.14 The Prize- Ram 

7.2 AI)VENTURES ON THE BARROW-DOWNS 

7.21 A Recovery Expedition to the Barrow-Downs 

7.22 The Revenge of Fimran 

7.3 ADVENTURES IN THE WILDS 

7.31 The Warriors of Bar-en-Oindol 

7.32 Encounters with Wild Beasts 

8.U CHARTS AND TABLES 

9.0 SELECTED READING 

......... "" 

ISBN 0-915795-16-7 

Produced and distributed by IRON CROWN ENTERPRISES, Inc. P.O. BOX 1 605, Charlottesville, VA 22902. Stock #8010. 

Copyright© 1984 TOLKIEN ENTERPRISES, a division of ELAN MERCHANDISING, Inc., Berkeley, CA. Bree, The Hobbit, and The 

Lord oj the Rings and all characters and places therein, are trademark properties of TOLKIEN ENTERPRISES. 
I 



Shaleen pointed eastward toward the row of strange hills sur

mounted by mounds. Their grassy flanks looked like silver in the 

bright moonlight. She quietly rubbed her hand across the heel 

marks in the dry, spongy dirt and whispered: "The Shadow has car

ried Darien back to its tomb---we must move fast." Tash looked 

over to Nama. The mage grabbed his glowing staff and, rising, 

spoke with a determined bitterness in his voice: "No sprained ankle 

will keep me from rescuing my brother from the servants of the 

Dark Lord." 

1.0 G UIDELIN ES FOR USING 

MIDDLE·EARTH ROLE 

PLAYIN G  MODU LES 

Fantasy role playing is akin to a living novel where the players are 

the main characters. Everyone combines to write a story which is 

never short of adventure. They help create a new land and strange 

new tales. 

This series is designed as a tool for gamemasters who wish to run 

scenarios or campaigns set in J.R.R. Tolkien's Middle-earth. The 

adventure modules are complete and ready-to-run studies of very 

specific areas, and are intended to be used with a minimum of addi

tional work. Each has statistical information based on the Middle

earth Role Playing (MERP) and Rolemaster (RM) fantasy 

systems. The modules are, however, adaptable for use with most 

major role playing games. Creative guidelines, not absolutes, are 

emphasized. 

Professor Tolkien's Legacy 

Each module is based on extensive research and attempts to meet 

the high standards associated with the Tolkien legacy. Rational 

linguistic, cultural, and geological data are employed. Interpretive 

material has been included with great care, and fits into defined pat

terns and schemes. ICE does not intend it to be the sole or proper 

view; instead, we hope to give the reader the thrust of the creative 

processes and the character of the given area. 

Remember that the ultimate source of information are the works 

of Professor J.R.R. Tolkien. Posthumous publications edited by 

his son Christopher shed additional light on the world of Middle

earth. These modules are derived from The Hobbit and The Lord 

of the Rings, although they have been developed so that no conflict 

exists with any of the other sources. 

1.1 DEFIN ITIONS AN D TERMS 

The following abbreviations and terms are used throughout the 

series. 

1 . 1 1  ABBREVIATIONS 

Abbreviations are listed alphabetically within subcategories. 

Game Systems 

MERP _ _ _ _ _ _ _ _ _ _ _ Middle-earth Role Playing 

RM Rolemaster 

Character Stats 

Ag _ _ _ _ _ _ _ _ _ _ _ _ _ Agility (RM and MERP) 

Co _ _ _ _ _ _ _ _ _ _ _ _ _ Constitution (RM and MERP) 

Em _ _ _ _ _ _ _ _ _ _ _ _ _ Empathy (RM) 

Ig _ _ _ _ _ _ _ _ _ _ _ _ _ I n te llige nce (MERP) 

I t  ( I n )  _ _ _ _ _ _ _ _ _ _ _ _ Intuition (RM and MERP) 

Me _ _ _ _ _ _ _ _ _ _ _ _ _ Memory (RM) 

Pr _ _ _ _ _ _ _ _ _ _ _ _ _ Presen ce (RM and MERP ) 

Qu _ _ _ _ _ _ _ _ _ _ _ _ _ Quickness (RM) 

Re _ _ _ _ _ _ _ _ _ _ _ _ _ Reasoning (RM) 

SO _ _ _ _ _ _ _ _ _ _ _ _ _ Se l f  Discipline (RM) 

St _____________ Strength (RM and MERP) 
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Game Terms 

AT ____________ _ Armor Type 

bp _ _ _ _ _ _ _ _ _ _ _ _ _ bronze piece(s) 

cp _____________ copper piece(s) 

Crit ___________ _ 

o ____________ _ 

DB ____________ _ 

FRP 

G M  

gp - - - - - - - - - - - - -

Critical strike 

Die or Dice 

De fe n sive Bonus 

Fantasy Role Playing 

Game master 

gold piece(s) 

ip _ _ _ _ _ _ _ _ _ _ _ _ _ iron piece(s) 

jp _ _ _ _ _ _ _ _ _ _ _ _ _ j ade piece(s) 

Lvl ____________ _ 

MA 

Mod 

mp ____________ _ 

NPC ___________ _ 

OB ____________ _ 

PC ____________ _ 

PP - - - - - - - - - - - - -
R or Rad 

Rnd or Rd _________ _ 

RR ____________ _ 

Stat ___________ _ 

tp ____________ _ 

Middle-earth Terms 

A 

BS ____________ _ 

Cir ____________ _ 

Du ____________ _ 

E 

EI 

Es ____________ _ 

I . A .  ___________ _ 

F . A .  ___________ _ 

H ____________ _ 

Har ___________ _ 

/-lob ___________ _ 

Kd ____________ _ 

Kh ____________ _ 

LotR ___________ _ 

Or 

Level (experience or spe l l  leve l) 

Martial Arts  

Modifier or  Modification 

mithril piece(s) 

Non-p layer Character 

Offe nsive Bonus 

Player Character 

Power Points 

Radius 

Round (10 second period) 

Resistance Roll 

Statistic or Characteristic 

t in piece(s) 

AdOnaic 

Black Speech 

Cirth or Cerlar 

Dunlending 

Edain 

Eldarin 

Easterling 

First Age 

Fourt h  Age 

Hobbitish (West ron variant) 

Haradrim 

The /-Iobbit 

Kuduk (ancie n t  Hobbitish) 

Khuzdul (Dwarvish) 

The Lord of the Rings 

Or kish 

Q _____________ Quenya 

R 

Rh ____________ _ 

S _____________ _ 

S . A .  

Si ____________ _ 

T.A. ___________ _ 

Te ng ___________ _ 

V 

w 
Wo ____________ _ 

1 . 12 DEFINITIONS 

Rohirric 

Rhovanion 

Sindarin 

Second Age 

Silvan Elvish 

Third Age 

Tengwar 

Variag 

West ron (Common Speech) 

Wose ( Druedain) 

The majority of unique terms and translations from The Hobbit 

and The Lord of the Rings are not described below; instead, they 

are to found in the text proper. 

A rthedain: Last Kingdom of the Dunedain of the North.  As o f T . A .  1 700, it  is the only 

surviving unit  left of  the lost Kingdom of Arnor. 

Bree-Ianders: The men and Hobbits who occupy the region of Eriudor north of the 

Great East Road, south of the Nor t h  Downs, west of the M idgewater Marshes, 

and east ofa point lying between the Greenway and the Burandt/in. Near ly all the 

inhabitants l ive in or around Bree and the Chetwood. The men of Bree are a 

mixed lot,  with varying degrees of Dunlending and Northman blood. Some even 

have traces of Dunedain heritage . 

Dunedain: These high me n were those Edain ("fathers of men") who sell led on the 

island continent of  Numenor, far to the west of Middle-earth. The Dunedain 

conquered and/or colonized many areas along the we stern, southern ,  and 

eastern �oasts of  Endor during the Second Age , and were great lords among men .  

U n fortunately their great desire for power (at least among some) led 10 the 

destruction of their home island in  Ihe middle of  the Second Age . This 

"Downfall" occurred as a result of  Iheir invasion of the Undying Lands and 

challenge 10 Ihe Valar. Those called the "Faithful" opposed the policies and 

hatred of elves which led to the Downfall, and were saved when the isle san k .  

They later founded the k i ngdoms of Arnor and Gondor (in the North and Sou t h  

of northwestern Middle-ear t h ) .  M a n y  "u nfaithful" groups survived in the 

various colonies of  the Dunedain established in  happier limes (e .g.  the "Black 



Numenoreans" of Umbar). The term Dunedain refers to the Numenoreans and 

t heir descendants in Middle-ear t h ,  groups which possessed considerable physical 

and mental strengt h,  longevity, and a rich culture based in  great part on Elven 

ways. They are but one group of the Edain, a collective grouping of men with 

relatively advanced culture and traces of Elvish blood who had aided in  the wars 

against Morgoth in  the First Age. Trans: S .  "Edain of the West ." Sing. Dunadan. 

Eriador: All t he territory between the Blue Mountains (S. "Ered Luin') and the 

Misty Mountains (S. "Hilhaeglir') and nor t h  of the River Isen. 

First A�e ( I. A . ) :  The first recorded Age of Middle-earth. I t s  beginnings date back to a 

period relatively soon after the dawn of time as we know it  and its ending point 

was marked by the overt hrow of Morgoth (the "Black Enemy") ,  Sauron's 

overlord and mentor . The tales of the First Age are, for the most p ar t ,  fou nd in 

J . R . R .  Tolkien's Unfinished Tales and The Silmarillion. These works are not 

used or described within t his module, since we are focusing on the Third and 

Fourth Ages. ICE uses I . A .  to  denote the First Age and F . A .  to indicate Fourth 

Age dates. 

Hobbits: Smallest of  the speaking people, Hobbits average between 2 and 4 feet in 

height, and tend to be fat . Hobbits have large, hairy feet ,  are almost immune to 

the cold and usually go about barefoot . They are an inoffensive people, prefer

ring thc quiet of their own vi l lages. Lovers of good food and dri n k ,  they spend 

much of their t ime eat ing at inns and fr iend's houses. They are able to move very 

quietly and have a high level of  manual dexterity. Hobbits also are possessed of 

an amazing constitution, and can resist even the most powerful magical and 

physical damage for extended periods. There are three pri ncipal varieties, or 

tribes, of Hobbits: the Harfools, Sioors, and Fallohides. The tall, slim, fair 

Fallohides are the least numerous, most adventurous, and closest to Elves and 

men. The smaller, browner Harfoots are the most common and are closest to 

Dwarves; both races enjoy rugged highlands and hil ls .  The Stoors fall somewhere 

in between in  size and numbers. It is t h is tribe that returned to Wilderland during 

the 1 5th century T . A .  and settled by the Gladden Fields, on t he Anduin's west 

ban k .  

Norlhmen: Also called Northrons. A grouping o f  tal l ,  strong, fair, and hairy men. 

They are of the "Middle Men ," a group culturally and physically closer to Elves 

than those labeled "common ," but nonetheless distinct from the "High Men" or 

Edain (see Dlinedain). By T . A .  1 700 the Northmen of Eriadorhave all but disap

peared. Many of the Eriadoranssuch as the Bree-Iander s and lesser folk in  Arlhe

dain have Northman blood, however. The Wood- men, Plains-men, Horse 

Lords, and 8eijabar (8eornings) of Rhovanion are Northmen who, for the most 

part, migrated out of Eriador. 

Second Age (S.A.) : The second recorded Age of Middle-ear t h .  It began after t he fall of 

Morgoth, with the founding of the Grey Havens and L i ndon . The age ended in  

S . A .  344 1 ,  when Elendil and Gil-gilad overthrew Sauron, Is ildur took the One 

Ring, and the Dark Lord and NazgGI passed into the shadows. S . A .  is used 

denoting dates. 

Third Age (T.A .): The t h ir d  r ecorded Age of Middle-ear t h .  I t  began following the 

defeat of  Sauron as a result of  the Last Alliance of Men and Elves and ended i n  

T . A .  302 1 ,  when t h e  Keepers of  t h e  Ring p assed over the sea ( from t h e  Grey 

Havens). T . A .  is the abbreviat ion.  

1.13 CON VERTING STATISTICS FOR ANY M AJOR FRP 
SYSTEM 

All the statistics and numerical information used in this module 

are expressed on a closed or open-ended scale with a 1 -100 base. 

They are designed for use with percentile dice (0100). Use the chart 

below to derive appropriate bonuses or to convert the 1-100 

numbers to figures suitable for non-percentile systems. 

1-100 Bonuson Bonuson 3-18 2-12 
Stat. DIOO D20 Stat. Stat. 

102+ +35 +7 20+ 17+ 
101 +30 +6 19 15-16 
100 +25 +5 18 13-14 
98-99 +20 +4 17 12 
95-97 + 15 +3 16 
90-94 +10 +2 15 11 
85-89 +5 +1 14 10 
75-84 +5 +1 13 9 
60-74 0 0 12 8 
40-59 0 0 10-11 7 
25-39 0 0 9 6 
15-24 -5 -1 8 5 
10-14 -5 -1 7 4 

5-9 -10 -2 6 3 
3-4 -15 -3 5 
2 -20 -4 4 2 

-25 -4 4 2 
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1 . 1 4 CONVERTI NG H ITS A N D  BONUSES 

When converting percentile values to a 1-20 system a simple 

rule is: for every + S on a 0 1 00 scale you get a + I on a 020. 

The concussion hit numbers found in this module represent 

general pain and system shock. They cover bruises and small 

cuts rather than wounds. Critical strike damage is used to 

describe serious wounds and fatal blows. The hit figures 

shown here are less important than those used in game systems 

where death occurs as a result of exceeding one's available hits. 

Should you use a game system that employs no specific critical 

strike results, such as TSR Inc.'s Dungeons and Dragons®, 

simply double the number of hits your characters take or halve 

the hit values found in this module. 

1.2 BASIC CO LOR AREA MAP KEY 

BASIC COLOR AREA MAP KEY 

(I) I inch = 20 miles 

(2) 

(3) 

(4) 

(S) 

(6) 

(7) 

(8) 

(9) 

(10) 

( II) 

(12) 

(13) 

(14) 

( IS) 

Mountains = � 
Hills = � 
Mixed forests = � 
Pine forests = 4 
Hedgerows, brush , and thickets 

Primary Rivers = � 
Secondary Rivers = � 
Streams = � 
Intermittent watercourses = �  
Glaciers and ice flows = � 

. . . --

Mountain snowfields and snowy regions have no coloring. 

Primary roads = � 

Secondary roads = .------

Trails/tracks = ... . . .. .  . 
(16) Bridges = =y� 
(17) Fords = � 
(18) Cities = � 
(19) Towns = A 
(20) 

(2 1 )  

(22) 

(23) 

(24) 

(2S) 

(26) 

(27) 

(28) 

(29) 

(30) 

(31 ) 

(32) 

Manor houses = 1'\ 
Citadels and huge castle complexes = h-1-. 

Small castles/holds/towers/keeps etc. 

Monasteries = rfr.. 
Observatories = R 
Barrows, cairn fields, and burial caves 
Caverns and cave entries = .,.,.. 
Buttes and plateaus = 'lI;;>-
Lakes = {3. 
Dunes = r>-::s.:';> 

Extremely rough terrain 
Desert = 
Shoals = .': 

(33) Reefs = ____ 
(34) Ruins = .'. 
(3S) Swamps and marshlands = :$+ 
(36) Jungle = � 
(37) Dry or_periodic lakes = ., 
(38) Steep ridge faces and downs = �.:: 

Note that the symbols described above are applicable to all the view 

maps contained within this module, whether color or black and 

white. The scale of miles, however, may not be applicable. The top 

of a map is the northern edge, unless otherwise specified. 



2.0 BREE AN D THE BARROW 

DOWNS: INTRODUCTION 

AN D HISTORY 

Bree-land is a small, set t led area in cen t ral Eriador t hat lies j ust t o  
t he east of the  Tym Gorthad, t h e  ancient Barrow-downs.  The 
region has been almost cont i n uously inhabi ted since the First Age. 
In T . A .  1700 Bree is not much di fferent than i t  would be at t he t ime 
of t he War of the Ring some 1300 years later - a prosperous, q u iet  
but  sometimes t hreatened farming community  standing near the  
i ntersection of t he Great East  Road and t he Greenway, the  t wo 
major t horoughfares of the  Kingdom of Amor. 

Bree-land is qui te  small and cont ains  four vi l lages wit h in  i ts  
boundaries: Bree, on the western slope of Bree H i l l; Stadd/e, on the 
other s ide o f  the  hi l l ;  Combe, a few miles to t h e  east , and Archei, 
which lies a few mi les nort heast of Bree. The CheHvood, a good
sized but tame forest is  also considered part of Bree-land and lies 
j ust north of Archet . The whole region is a generally pleasant ,  
peace fu l ,  and law-abiding spot where Men and Hobbits  dwell to
gether in peace, facing danger but rarely - unless one vent u res to 
t he Barrow-downs in search of gold and j ewels and magic i tems, or 
is u n fort unate enough to run i n t o  the  bandits  t hat plague t he 
highways outside of Bree-land proper. 

But  t he people of Bree-land general ly  ignore the haunted and 
foreboding Barrow-downs to t he west . These grassy hi l ls  hold t he 
graves of t he Kings, Queens,  Princes and aristocrats of Arnor. I n  
the years after t he Plague t h e  mounds became haunted b y  evil 
spir i ts  from Angmar and Rhudaur called Wights. The downs are 
rich in treasure and advent ure, but i t  would be prudent for t he 
advent urous to seek t he council  of the wise before t rying t heir luck 
in the ancient and eerie t ombs.  

2.1 BREE AND THE BARROW· DOWNS 
The Tyrn Gorthad are among the oldest surviving mannish struc

t u res upon western Middle-eart h .  Early in  t he Fir·st Age, t h e  
ancestors of the Edain crossed t h e  M i s t y  Mountains a n d  set t led for 
a t ime in the region of Bree-land, t hen an invi t i ng and unpeoplcd 
region . The Edain est abl ished t hemselves on t he nort hern Barrow-
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downs, bui lding eart hen forts in defense against t heir enemies . The 
soil upon the downs was poor, but t he land surrounding Bree H i ll 
was rich and fert i le,  and t heir comm u n i t y  prospered. There t hese 
advent urous men buried t heir k i ngs and queens in entombed bar
rows, or mounds, at t he tops of h i l ls near t h e  ancient fort ; often 
t hey erected large rings of stone upon t he green hi l locks as funereal 
monuments .  

2.2 THE SETTLING AND REFOUNDING 
OF BREE·LAND 

This first ancient set t lement endured for some t wo hundred 
years, u n t i l  t he Edai n ,  driven perhaps by t hreat or some unk nown 
cal l ,  left t heir pri m i t ive homes and crossed t he Ered Luin (S. "Blue 
Mountains") to join the war against Morgoth , the fallen Vala. Only 
t he barrows and the forts remained as reminders of the presence of 
these first men . Soon other men came and set t led i n  t he region, 
many of t hem nearly oblivious to t he great war raging west of t he 
mountains .  

The war against Morgoth ended wit h terrible earthquakes, 
cataclysms and t urmoi l s .  Orcs and other foul creat ures let loose by 
Morgoth overwhelmed the mannish set t lers and dest royed many of 
their vil lages. Bree-land remained uninhabited for a t i me, as men 
resett led and regrouped , fou nding new k ingdoms and fighting new 
wars for many dark years. 

In t he sout hern eaves of the Misty Mountains,  t he wi ld and un
couth Dun lending tribes were divided, inspired by the mal ice of 
Sauron.  Some began farming, abandoning t heir old l i festyle as 
hun ter-gat herers. The Dark-lord st irred up t heir more warl ike k in
dred , and fi nal ly local farmers were forced to  flee west into Eriador. 
Their flight ended near t he Tyrn Gort had , where t hey set t led upon a 
large h i l l ,  cal l ing it Bree, t h e  word for h i l l  in t heir ancient Dunlend
ing t ongue. 

Their new home site proved fort ui tous.  When the NLlmenoreans 
began ret urning to the  shores of western Middle-eart h around S . A .  
600, t he men of Bree were among t he first t hey encountered . The 
haught y ,  elegant and well-schooled Numenoreans acted as helpers 
and teachers of the Bree fol k ,  transforming relatively primit ive fol k  
into peaceful and qui te  sophist icated farmers i n  a few generat ions.  

As t he in fluence of t he Numenoreans spread t hroughout the Se
cond Age, Bree-land became one of many set t lement s  in Eriador, 



all  coexist ing i n  relat ive peace under t he auspices of t h e  men of 
umenor. An era of peace lasted for more than one t housand 

years, u n t i l  Sauron once again declared h is power and made war 
upon t he Elves and Men of Middle-eart h. In S . A .  1700, Eriador was 
overrun by t he forces of Sauron ; Bree was razed after i t s  in
habitants fled west . Later a umenorean force repclled Sauron's 
min ions, and t he men of Bree ret urned . 

When Numenor fel l  and t he Fai t h ful came to Middle-eart h, t he 
Bree-Ianders welcomed t heir lordship and became pan of Arnor. 
Bree's location made it an i m port ant st opping place for merchant s 
and travel lers; Arnor's troops patrolled i ts  borders as wel l .  But  t hc 
t own remained small and rural in flavor, most ly because of i t s  
rather isolated location far from t h e  larger, central t owns of Arnor 
and Gondor. The k ings o f  Arnor once more began using t he 
Barrow-downs as a royal burial ground,  and t his development may 
have also kept set t lers away from Bree . 

When Arnor spl i t  i n t o  t h ree lesser realms in T . A .  861, Bree was 
considered t oo in igni ficant to be of note,  alt hough i t  stood on t he 
border of Cardolan and Art hedain and was astride t he main route 
in to  Rh udaur. The men of Cardolan fort ified t he Great East Road 
all along t he nort hern sect ion of t he Barrow-downs and bui l t  
several forts .  Direct ly t o  the east , Rh udaur (under t he control  of 
Angmar's Witch-king) bat t led over t h e  possession of Amon SGI. 
Bree managed to escapc centuries of pet t y  warfarc rclat ively 
unscat hed,  perhaps t hrough t he virt ue of s imply being too 
unstrategic to be fought over. 

The devast ation wreaked by t he forces of Angmar was anot her 
matter. The first assault  upon Arthedai n ,  of which Bree was a part , 
came in T . A .  1300, and a cent ury of constant warfare followed . 
The people of Bree soon learned to l ive wi th  t he constant t crror of 
ore raids, and many small bat t les dest royed t heir crops and laid 
waste to t heir homes. Refugees came from t he nort h and east , swel
l ing t he population of t he t o w n .  

Hobbits were among t hese refugees. Foot sore a n d  ragged, t hey 
came seek ing food and shelter .  Practical and independent , Hobbit s 
soon overcame any doubt s t hat t he Bree-Ianders may have had 
about t heir wort h .  The Halfl ings gladly accepted a friendly offcr of 
temporary shel t er in the homes of many man n ish fam il ies and im
mediately set about bui ld ing rough , makesh ift burrow-houscs or 
smia/s and lending a hand wherever i t  was necessary. Brcc-fo l k  
found t heir procl ivi ty t oward living i n  elaborate holes a bi t  o d d ,  b u t  
ot her t han t hat , the n e w  fol k  fit right i n .  People soon got used t o  
ben d i ng d o w n  w h e n  chat t i ng w i t h  t h eir n e w ,  furry-footed 
neighbors. 

2.3 WARFARE, STRI FE AND PLAG UE 

A century of warfare drew men and Hobbits close t oget her; after 
a whi le ,  neit her could get along without  t he ot her . For Hobbits  
suffered and fought along with t heir h uman counterpart s ,  and after 
t he first few decades of t heir residence, t hey seemed as much a part 
of Bree-Iand as t he Mannish set t lers. In 1409, Bree was razed to t he 
ground by t he armies of t he Witch-k i ng,  forces which were moving 
t o  attack t he warriors of Cardolan holding out on t he Barrow
downs. The people of Bree , Archet , Combe and Staddle were 
forced to flee before t he coming of t he armies and found temporary 
refuge in what is now t h e  Sh ire. Only a few foolhardy fol k  remained 
to defend t he vil lage. Gandalf t he Grey led t he main part of t he 
Bree-Ianders around t h e  Old Forest , which proved a su fficient 
barrier against t he armies of t he Witch-king.  A rapid assault  by t he 
Elves of t he Grey Havens drove t he W i t ch-king's armies from t he 
Barrow-downs, and t he vi l lagers j oyously ret urned to Bree . 

Graciously, t he King of Arthedain . ent men to aid in t he reb uild
ing of Bree-Iand .  The region's four vil lages were completcly rcbuil t  
with stones from t he rui ned forts upon t he Barrow-downs.  The 
town of Bree was refort i fied w i t h  a low wall and a hedge, making it 
hardly a fortress, but somet h i ng more t han just a st opover oflt he 
main roads. The ever-pract ical farmers took advalllage of t he 
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opport uni ty  to enlarge t heir farmhouses, and many younger sam 
establ ished farmsteads of t heir own on land t hat t he armies of 
Angmar had cleared . Farmers left t he safety provided by t he wal ls  
and moved out i nto t he cou ntryside, tak ing advantagc of t he new 
security offered by Art hedain's k i ng and army. 

Bree-Iand quickly recovered from t he invasion of 1409: very few 
people had lost t heir l ives ,  and wit h aid from t he k ing andt he Elves. 
Bree-Ianders s urvived t he ensuing w i nt er easi ly .  Soon t he war be
came a mat ter of i n freq uent sk irmishes, and t he t wo cent urie� t hat 
followed were relatively unevent fu l .  The most signi ficant occur
ence came in 1600-1, when many of t he Hobbi t s  in overcrowded 
Bree-Iand - Harfoots and Fallohides - migrated west ward and 
set t led i n  t he t hen vacant Sh ire (Kd. "St/::,a'), There t hcy formed an 
independent fief of t he King of Art hedain. one which was to 
weat her t he t urmoil of t he Third Age and remain ever-fai t h ful  to 
t heir bret hren in Bree . 

In T . A .  1636, t he Great Plague devastated Eriador. About one of 
every eight people in Blee fel l  vict im t o  t he di scase. far f"cwer t han 
t hose t h at died in t owns and cit ies to t he east or sou t h .  The d isa"er 
tight ened t he t ies between Bree and t he newlv-founded Sh ire. and 
t he two gro ups st ood by one anot her in need . Food, healing herbs. 
and healers of both races passed between t he set t lements. both at 
temp t i ng to ease t he dreadful aftermat h of t he Plague. 

2.4 BREE· LAND IN T.A. 1700 

Bree-Iand has recovered very wel l from t he Plague, part ially 
because it  l ies at t he conj unction of t he Greenway and t he Great 
East Road . Th� t own's location brought it t he commerce and 
immigran t s  t hat it needed to recuperate.  Al though somewhat 
d imin ished in size, t h e  area is almost as prosperous as in t he great 
days of Arnor a few cen t uries ago . 

Travellers, soldiers , merchants ,  Dwarves,  and caravans headed 
in every direct ion pass t hrough Bree. Vi l lagers regard t h ese 
st rangers w i t h  a friendly t olerance, ready to lend a helping hand or 
have a friendly chat in the i n n .  On the whole t he i n fl uencc of t he 



commerce upon the character of the  village is diffuse. Bree is 
prosperous, but retains its character as a

'
n agricul t u ral community 

more interested in daily affairs t han in the  events of the  wide worl d .  
Yet in i t s  o w n  way, Bree i s  a lively place a l l  year. Although i t  has 

grown colder of late, because of t h e  mal ignant infl uence and power 
of the Witch-king, heavy snows are rare, and the roads are well
travelled t h roughout the year . Dwarves freq uently pass t h rough 
Bree, journeying from Moria to their mines in the Ered Luin or 
t raveling with t rading expeditions t o  Art hedain's capit al at 
Fornosf. Certain Dwarves are act ually q uite familiar sights ,  since 
t hey regularly handle t rade between the Dwarves and the men of 
Bree. Merchants and traders who do busine s in Arthedain and 
Gondor are also frequent visitors. Peddlars are seen most rarely; 
many of the small villages t hat supplied t hem t heir business were 
wiped out in the  Plague. 

The men of Bree gather at the inn called the King's Rest t o  hear 
the news and t o  talk wit h the many strangers who t ravel the roads. 
Bree has an unusually large inn for a communit y its size, since the 
town i s  a convenient stopping point for t ravellers. I t  is, after al l ,  at  
the chief crossroads o f  Eriador. Traffic t h rough Bree has made its  
inhabitants less insular and more worldly than would ordinari ly be 
true o f  residents o f  a t ypical rural  set t lement . 

The peculiar lucation of Bree has accustomed its people to 
dealing with unusual situations and landing on their feet . It  seems 
to be an inborn knack of Bree-Ianders to survive and to t h rive. 
While many towns dissolved in the wars o f  the Second Age and the 
1 409 war against Angmar, Bree still remains peacefu l ,  quiet and 
rural.  Perhaps it is because o f  an u nconscious ability of the  Bree
landers to keep t h eir sett lement small and seemingly uninteresting 
t o  outsiders . Another reason may be the subtle protective influence 
of Gandalf the  Grey and the diffused but still potent hand of 
Arthedain . 

Bree-Iand is generally a q uiet place, excit ement being considered 
bad for the crops and the heal t h  of the inhabit ants .  People are 
gen eral ly  l aw -abiding and frie n d l y  - with a few n o t a b l e  
except ions. Bree-Iand h a s  an able guard a n d  need n o t  fear attack b y  
marauding bandits w h o  sometimes harass a n d  r o b  t ravellers along 
the main roads. The town itself occasionally witnesses visits from 
t h e  shady charact ers who prey on ignorant soldiers from 
Art hedain's nearby eastern frontier defense or the varied comple
ment of t ravellers, but t hese nefariou leeches are hardly t he rule or 
even a noticeable proble m .  Crime seems t o  favor the wilds. 

Bree is about the same size in T . A .  1700 as it was and will be. The 
four villages that the original set t lers established in the Second Age 
are still intact , rebuilt after the assault of Angmar, and the rare 
overcrowding that occurred in the  late 1 500's has been alleviated by 
the  founding of the  Shire and the sub equent Plague. Each village i s  
small a n d  consists primarily of farmhouses a n d  cot t ages with a few 
craft shops. 

Bree lies on the western slopes of Bree Hil l .  The hill shelters the  
t own , and windows of the  houses ordinarily face west and south t o  
catch the afternoon sunlight . There a r e  about o n e  hundred houses 
in the village, most of t hem built above the road and set into the side 
of the  hill .  Because of t h is location, most of the  gardens are on the  
southern and western sides, in t h e  front of the  houses. The central 
road cuts t h rough a small corner of the village, since it travels along 
the foot of the hil l .  The King's Rest Inn is the only building directly 
on the Great East Road ; all the other houses are set back from the 
noise and bustle of the  highway's t raffic. 

Most of the  houses of Bree are built of honey-colored stone quar
ried a few miles away or t aken from the remains o f  old forts t o  the  
south and west . These homes are solid and comfortable, like t heir 
inhabitants. Most of the  houses have at least t wo stories, since the  
rear o f  the first story and part of t he second are set into t he hil l .  The 
orientation of the houses keeps t hem fai rly warm and comfortable 
in the Winter, even if one uses only a fairly small amount of fire
wood.  Since the houses are set into the hil l ,  t hey make use of the  
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eart h 's insulatio n .  Thick, d ry t hatching brought from the nearby 
marshes keeps the homes warm in the winter and cool in the Sum
mer . Almost every house has a small barn attached t o  it , since most 
people tend animals, including hogs, chickens and a few catt le .  Al
t hough t his does lit t le for the odor o f  the home, i t  does help to keep 
the house warm . On the whole the  village is prosperous, its streets 
neat and orderly ,  and houses and yards are clean and well cared
for. 

Bree's streets are cobbled , and people take great care t hat sewage 
does not run freely. Sewage is commonly saved and used as fer
tilizer, since most vil lagers are farmers. Water is plentiful in the 
area; the  town has several wells  t hat are used and shared by t he com
munit y .  

Several families of Hobbits live on the  upper slopes of Bree- hil l ,  
b u t  t h e  majority reside i n  Staddle. Bree's Hobbits have dug their 
small cozy smials parallel to t he slope of the  hill so that their holes 
get the maximum amount o f  sunligh t .  Most smials consist o f  a 
series of adjoining rooms wit h wide windows to catch the light .  

. Many smials have several door built for the convenience o f  the  in
habitant s .  Quite o ften,  Hobbits tend pret ty,  sloping gardens in 
front o f  the smials and keep their catt le and other animals in mall  
shed s .  

T h e  m e n  a n d  Hobbits of Bree have close friendly relat ion hips, 
often working toget her on various farm tasks . Commonly t hey 
t rade off farm chores, men accomplishing a t ask bet ter suited to a 
manni h height for a Hobbit -farmer, and vice versa. The Halnings' 
adept fingers are in particular demand in close q uarters or where ex
t reme dexterity is desired . Some of the mannish families even have 
Hobbit-sized chairs in t heir parlors; their children enjoy having 
their own crafted furni ture .  

Only the  smaller farmers r e  i d e  i n  t h e  village proper, along with 
agricult ural workers, guardsmen, and various craftsmen . There are 
no real commercial stores or shops in  Bree, since everyone supplies 
his own needs or makes up the lack from the market held every two 
weeks. The village contains several craft smen, including a weaver, a 
carpenter, a blacksmit h ,  and a stone maso n .  A tanner and leather
worker has a roomy shop out ide the town's walls. 

Most farms are located outside the wall and hedge t hat protect 
Bree. The farmhouses connected to these farms range dramatically 
in ize from h uge t wo-story affairs t hat house the farmer, his fam
ily, his servants and his laborers to snug cott ages t hat hold a single 
small family. The farms of Bree-Iand are varied; some are only a 
few acres while ot hers encompass a hundred acres or more. 

Olb �ORt 



2.5 THE NEI G H BORING TOWNS OF STADDLE, 
COM BE AN D ARCH ET 

Archet , Combe and Staddle are also farming communit ies.  They 
are far smaller t han Bree and have no walls. These t h ree villages lie 
along small roads t hat crisscross Bree-land i n  haphazard fashion,  
having been bui l t  with no particular plan . Within  t heir confines lie 
t hickly clustered groups of houses. M ost are joined i n  extended 
units  around l i t t le courtyards, since t hey were often built by o ff
shoots of the same family.  Outlying farmhouses follow the same 
dense pattern . 

2.51  ST ADDLE 

Staddle is  on the  opposite s ide of Bree-hill and about  a mile from 
Bree. The town , which is quite  small and contains only t wenty 
houses, was founded almost ent irely for the  sake of convenience by 
t hose farmers whose land lay east o f  Bree H i l l ,  since i t  saved time 
not t o  go t ramping around the heights in order t o  tend the fields. 

Commerce between Bree and Staddle is steady,  since t he t wo t owns 
are so close and Staddle i s  completely lacking i n  merchants and 
craft smen . (The joke around Bree i s  t hat Staddle barely has a 
populat ion of i ts  own . )  Staddle also has no inn or tavern , so t he 
Men and Hobbits of the  village regularly go to the King's Rest i n  
Bree for a d r i n k  a n d  a fireside chat . I n  addi t ion,  t here are many 
family t ies between the t wo villages, especially among the Hobbits,  
and quite a bit o f  visit ing goes on between the Halflings and t heir 
mannish neighbors. 

2.52 COM BE 

Combe is  the most isolated of t he vil lages, lying some four miles 
east o f  Bree in a deep valley. The Road bypasses Combe, for the 
bui lders chose to avoid the rat her steep hi l ls in and out o f  t he valley. 
There i s  a small d i rt t rack, however, t hat goes t hrough Combe and 
unites it with the  wider world outside the  valley. 

As a result of i ts  locat ion , Combe must have and does have 
craftsmen of its own , i ncluding a blacksmit h ,  a cobbler, a tanner, a 
carpenter, a stone mason and a weaver. It also has a t i n y  i n n ,  the  
Blue Trout  for t ravellers too weary t o  make i t  t o  Bree. Alt hough 
smal l ,  the inn is  very clean and well kept . There are only seven 
sparsely furnished rooms, but travellers are permitted to sleep in the  
common hall .  The Blue Trout i s  a popular meet ing place for the 
men of Combe, and t he beer is  excellen t .  The people of Combe are 
generally prosperous and friendly,  and the town contains some fi fty 
houses plus a few scattered farmhouses. Remote farms lie to the  
east and south and are also considered part of Combe. Valley soil i s  
very fert i le ,  a n d  a small river, the Rushligh t ,  also meanders t h rough 
the town . 

2.53 ARCHET 

Archet is the  nort hernmost vil lage of Bree-land.  It lies on the  
edge of the  Chetwood, the  large forest north  and east o f  Bree. 
Archet has about t h irty-five stone houses and is located among 
gently roll i ng h i l ls cult ivated with crops. Here, houses are set 
somewhat further apart t han in the other vil lages, but i t  is really not 
much di fferent in appearance or real i ty  from Bree or Staddle. 
Archet is t h ree miles from Bree and about a mile from the Great 
East Road . Like t h e  rest of Bree-land,  t h i s  region is  very ferti le.  

2.6 THE CHETWOOD 

The Chet wood is considered part of Bree-land and is for t he most 
part quite  t ame. The largest wild animal roaming the wood is a deer,  
most of the  wolves i n  the  region having been kil led off cent uries 
ago. Pigs under the care o f  a swineherd range freely t h roughout t he 
forest without fear of predators. The men of Archet do ven t u re on 
occasional hunt ing t rips, and venison is a favorite d ish .  The well
watered Chetwood is  conducive t o  the growth of mushrooms and is  
the chief source of edible fungi for al l  o f  Bree-land. I n  t h e  summer 
months t he women of Archet bring h uge baskets of white  mush
rooms t o  market t o  t rade with t heir sout hern neighbors . 
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2.7 BREE'S AGRICU LTURE 
Tile soil of Bree-land is  deep and dark and very fert i le ,  and the 

land is  well-watered . The climate is  mi ld ,  and cent uries of cult iva
t ion have not diminished the bounteous harvests .  The men o f  Bree 
rotate their crops, leaving fields fallow every t h ree years. Many 
plant nit rogen-fix ing crops such as peas. Since Bree farmers are not 
constrained by area, cl imate or poor soi l  and since t here were never 
many of them, t h ey can afford to leave land uncult ivated when the 
need arises . Trees are also prudently replanted when chopped 
dow n .  

T h e  local farmers are sound agricult uralists a n d  grow a wide 
variet y of crops, including wheat , potatoes, rye, barley, hops, oats, 
flax, cabbages, t urnips, and parsnips. I n  addition most farmers' 
wives grow a variet y of vegetables in kitchen gardens, including 
peas, beans,  radishes, onions,  and other herbs. Most farmers 
cultivate a few fruit t rees, such as apples, pears, cherries, peaches, 
and plums.  Curra n t s ,  gooseberries and raspberries are also 
cultivated . Practically everyone i n  Bree-land keeps a few animals,  
often past uring them wi th  t heir neighbors' larger herds.  Thus,  there 
are generous supplies of pork, mutton,  and some beef, plus plenty 
of milk and butter for all. Bree-landers l ike t o  eat wel l .  

2.8 THE ECONOMY OF BREE·LAND 

Bree-landers also relish bartering, and t rading goods and services 
among t hemselves. H ard currency is rarely used , except of course in 
the  inn and with  outside t raders (alt hough even they barter 
whenever they can) .  Through a complicated arrangement with the 
blacksmith  and several farmers, Dwarves of the Blue M ountains 
are supplied smoked and salted pork, bacon,  butter and ot her 
necessi t ies i n  exchange for iron ore and other metals. This is  an 
altoget her sensible arrangement , since the Dwarves have no talent 
or inclination for farming. 

Most cash changes hands at the aut umn market when t raders 
come from as far nort h as Fornost , Arthedai n 's fort i fied capital .  
Fall is the busiest and most exci t i ng t ime of t h e  year. Bree-landers 
take advantage of the fair  to stock up on hard-to-get items such as 
needles, fine t h read ,  cert ain tools and many other l ittle it ems t hat 
make l ife on the farm more com fort able. 

Many families are almost ent irely sel f-su fficient; women do qui te  
a bi t  of weaving and spi nning for t heir own families whi le  men do 
carpent ry and some leat her  work. An in formal market is  held every 
two weeks in Bree, wh ich gives people the  opport unity to supple
ment household deficiencies. Craftsmen fi l l  in the gaps, doing 
special work t he farmer is unable to do,  or simply lend a hand dur
ing the  busy t ime of t h e  year. The miller is really the only indispens
able non-farmer, besides t h e  innkeeper of course. 



Local Prices 

As noted, barter is t he preferred method of exchange in Bree
land, particularly outside of Bree proper. The K ing's coin is  
honored, however, and serves as a good measure for usual  t rade. 
Bree-landers resort t o  balancing t radit ional prices and quality 
whenever they strike a deal . 

Good / Service Cosl Nole 

FOOD AND LODG ING 

Beer/ale I;4 cp Pi n t .  
Brandy I cp Half·pint.  
Cider Yacp Pinl . 
Mead 1/2 Cp P i n t .  
Wine Vlc p Pinl . 

Lighl meal IIl cp Cheese, soup, and bread. 
Normal meal Y, cP Meal soup or pie, bread, pOialo.  
Heavy meal I cp Steak and vegelables, bread, soup, paslry. 
Week's rations 4cp Normal spoilage. 18 Ibs. 
Trail ral ions 6cp I w k .  Preserved. 1 4 1bs. 
Grealbread 2gp I w k .  Preserved. 4 lbs.  
Waybread 1 0gp I mo. Preserved. 4 lbs.  

Poor lodging V2 CP Communal sleeping. 
Average lodging l cp Separale bedding. 
Good lodging 2cp Separale room . 
Siable If4 cp I ncludes food for beast. 

ACCESSO R I ES 

BoalS I sp 3 . 5  Ibs. 
Cloak 7cp 2 . 5  Ibs. 
COal 1 3cp 7 l bs. 
Padded U ndercoal 55cp 3 Ibs. 
Panl s 20cp 1 . 5 Ibs. 
Shin 25cp I lb .  
Surcoal 80cp 1 . 5 Ibs. 
Arrows (20) 50cp 3 . 5  Ibs. 
Backpack (20 Ib)  22cp 2.5 Ibs; I cu'.  
Bedroll (wool) 1 9cp 5.S Ibs; blanket.  
Call raps (5)  90cp 2 lbs. 
Cb bolls (20) 1 50cp 3 l bs. 
Fire-slaning bow . 5cp .5 Ibs; fire in  5 min . 
Fl inl  and sleel I I cp . 5  Ibs; fire in 3 m i n .  
Framepack ( 4 5  I b )  30cp 3 . 5 ;  2 cu' .  
Lanlcrn 1 4cp 1 . 5  Ibs; 50' d. l ighl 
Lock pick ki l  2sp . 5 Ib ; + 10 bonus.  
Oil nask 4cp .5 Ib; 6 h r  refill .5 l b .  
Pegs ( 1 0  wood) Y, cP 1 . 5 Ibs.  
PilOns ( 1 0  iron) 22cp 2 . 5 Ibs.  
Pole 4cp 7 lbs.  
Quiver 1 0ep . 5  Ib; holds 20 arrows. 
Rope 50cp 6 lbs; 50'; breaks 0 1 -2 roll ( u n mod . ) .  
Rope (superior) 1 50cp 3 Ibs; 50'; breaks 01 roll ( u n m od . ) .  
Sack ( 5 0  Ib)  7cp 2 . 5  Ibs; 3 cu' 
Scabbard 30cp I lb .  
Tarp 1 2cp 4 Ibs; 5'  x 8'; waler resislan t .  
Tenl 2sp 9 Ibs; IwO man.  
Torch Y4cp l ib;  20' d .  l igh l ;  6 hrs .  
Walerskin ( I  pI)  Y, cP . S  Ibs. 
Weapon bell 60ep .5 Ibs. 

TRAN SPORT 

Malure pony 2gp Moves 4-20 mph;  can carry 1 80 Ibs.  
Lighl horse 35sp Moves 5-30 mph;  can carry 200 Ibs.  
Medium horse 6gp Moves 5-25 mph; can carry 300 Ibs. 
Heavy horse 7gp Moves 5-20 mph; can carry 400 Ibs. 
Wagon 5gp 8'xS'; 2- 1 0  mph; can carry 1 500 Ibs. 

Ext'hange Rales: Art hedain's currency is prevalent , although coins minted in Gondar 
al Minas Tiritlt or Dol A ll7rofh are not uncommon . Those bearing the King's crest and 
I he Seven Slars of An hedain arc made 10 I he nonh i n  FornoSi and break down as 
follows: one gp = len sp; one sp = one h u ndred cp; one cp = IWO y, cp; one 'I, cp = 

two 1;'4 cpo 

Milhril  pieces, once equal 1 0  len gp, no longer circulale.  They mighl bring 50 gp in 
FornoSi . bUI are al l  bUI  useless in Bree. Afler a l l .  only Dwarves or  greal Elven smilhs 
can properly work I h e  S l u ff. 
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3.0 POLITICS AN D POWER 

IN BREE· LAN D 

Bree's polit ics are a curious combination of quaint customs, 
strong kinship bonds, and modified procedure based on the old 
codes of Arnor and Arthedai n .  Al though outsiders are many, t heir 
act ions are carefully watched , and the earthy, conservative Bree
ways in most every case prevai l .  

3.1 THE POLITICAL INSTITUTIONS OF BREE 

Polit ical inst i t u t ions in Bree are no less conservative t han the 
folkways that  spawned them. Customs from t h e  Dunlendings mix 
with Nort hman legacies and practices brought from Rhovanion by 
the H obbits .  I n formal i t y  i s  usually the  norm, but t h is does not 
mean t hat t here is any lack of seriousness - even among t he jovial 
Halfl ings. 

3 . 1 1  THE TOW N GU ARD 

The Bree Town Guard was founded in the t urmoil of t h e  late 
Second Age. The guard includes gatekeepers as well as regular 
guardsmen, t he lat t er trained in only a perfunctory way. There are 
only four gatekeepers, whose duty  i t  is t o  keep watch at the gates of 
Bree at night and to question latecomers as t o  t heir business.  
Guardsmen i ncarcerate drunks and very occasional wrongdoers i n  
the t in y  j a i l  i n  town . There are four branches of the guard , o n e  in 
each village. Guardsmen spend t heir t ime patrol l ing t h e  roads and 
borders of Bree-land or chasing band i t s .  

T h e  K i n g  of Arthedain h a s  recent ly ordered t h e  guard o f  Bree 
strengthened, and out side soldiers have swelled the  ranks t o  
seventy-five.  The guard wears t he silver a n d  black l ivery of the 
soldiers of Art hedain and i s  equipped with fine chainmai l ,  shields, 
longswords and longbows.  They look complet ely out of place i n  t h e  
sleepy vil lage a n d  make a splendid sigh t .  
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The size of the  Guard is unusual for such a small place, but Bree is  
a fairly s igni  ficant town and one o f  the few i nhabited areas remain
i ng firmly u nder the con trol o f  Arthedai n .  Its st rategic location 
along the East Road and beside t h e  borders of what was once Car
dolan and Rhudaur have given it  enhanced importance. It is also 
several days' journey south from the capita l ;  t h us, the force i n  Bree 
is  purposely large enough t o  deal with emergencies. The guard is 
commanded by Meneldir ,  an experienced soldier from Fornost . 

Most of t he soldiers of the guard come from the area of Fornost 
Erain and marched with the army against Angmar. There is  a small 
guardhouse in each vil lage where most sleep. While a few of t he 
guard are quartered with various famil ies. The relat ionship be
t ween the t wo groups is  good . A few locals with a yearning for 
adventure and excitement are also members of the  guard. Although 
t here hasn't been much excitemen t ,  service in the guard affords an 
u nparalleled opport u n i t y  to learn swordsmanship and archery 
from well-trained, competent soldiers. 

3 . 1 2  THE MOOT 

The Moot meets but once a year, on October thirt iet h ,  the last 
day of the Autumn Fair. All the men and H obbits  of the dist rict 
gather to discuss the affairs of Bree-land and to enact or change 
laws. Most Moots abound with  a good deal of gossip and drinking 
mixed with a moderate amount of business. Rigorous debates often 
t ake place, regardless of need or concern , simply because t he 
cit izenry enjoys a fine b i t  of verbal sparring.  F?rmer Heat hertoes, 
t he mayor, brings proposals before th is  i l lustrious rul ing body, and 
t hese matters are voted on with characteristic enthusiasm . Moots 
deal with such crucial affairs as the defenses of Bree, taxes, boun
daries, and certain minor affairs, and the mayor is  not reluctant to 
call  a Moot should t he need arise.  This is  i n  part d ue t o  custom ;  but 
as added rein forcemen t ,  an agent of the Northern Kingdom collects 
the royal taxes at every Moot , a port ion o f  which is  t u rned over to 
the mayor.  

3. 13 T H E  OFFICE OF T H E  MA YOR 

The mayorship is  an honorary posit ion .  The mayor cont rols t he 
treasury, money which primarily goes to seeing t hat the  roads of 
Bree-land are kept i n  order. Other t han that,  there really isn't m uch 
for the mayor to do besides open t h e  autumn fair and preside at the 
harvest and spring festivals. To be the  mayor of Bree-land is  a sign 
o f  the respect , esteem and affection o f  the men and Hobbits of 
Bree-land . The term of office is  t h ree years; mayors are elected at 
the Moot . Rory Heathertoes has been the mayor o f  Bree-land for 
the last ten years. He is fifty and took the posit ion when his fat her 
ret ired from t he post . 

3. 14 THE K I NG'S REST I N N  

The King's Rest I n n  i s  t h e  largest building i n  Bree vil lage. I t  
boasts t hree stories and sports two wings t hat slope back from the 
road . There are t wenty very comfortable rooms t o  accommodate 
men and two t o  accommodate visit ing H obbits .  The Inn is kept 
meticulously clean. The i nnkeeper employs several maids, t h ree 
cooks, and a number of grooms. 

The first floor of the  King's Rest holds the  common roo m .  It  is 
spacious and furnished with wooden benches and tables. A huge 
central fireplace keeps the common room cozy in t he Winter.  The 
kitchen, t wo parlors, two bedrooms for Hobbits,  and t h ree bed
rooms for men are also on the first floor. Both upper floors are 
devoted t o  guest rooms.  The servants sleep in the att ic.  

The i nnkeeper is  extremely particular as t o  t he quality of the  food 
and beer served in his house. Ten years ago the K ing of Art hedain 
slept i n  the inn and complimented the owner on his fine com
estibles. The i nnkeeper is now devoted t o  seeing t hat the inn main
t ains  the  high quality t hat brought h im royal praise. Good soups, 
roast meats ,  stews, cold meats, cheeses, breads, fresh eggs, butter,  
fine cakes, and roast birds are all prepared i n  the  i n n 's kitchen at the 
request of the  various guests.  The K ing's Rest is  considered one of 
the  best inns on the  Great East Road . 
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Quite nalUrally,  no one in Bree-land objects to an inn thai serves 
the finest ale available at reasonable prices. The rooms are 
reasonable, and the in nkeeper allows people to share t hem and split 
the fees. Bedrooms are simply furni hed wit h very com fort able 
feat herbeds. Very impecunious t ravellers are perm it ted to sleep on 
the benches of t he common room, so long as t hey behave t hem
selves and don't disturb the other guests. A special luxury of the inn 
is a small bat hhouse located in the yard. It  can be reserved wit h the  
i nnkeeper for a moderate fee. 

3.2 FAIRS AND FESTIVALS 

Part ying is  serious business in Bree-land, for t he Hobbit s  and 
Dunmen have celebration in t heir souls. Eating and merriment are 
revered and refined among these folk. There are a number of 
holidays and fairs which provide good excuses for exercising t he 
festive spir i t ,  and a few are of part icular note.  

3.21 THE AUTUMN FAIR 

The Autumn Fair is  an ann ual event t hat has been going on for 
cent uries. People east , south, and nort h of Bree come to t his  fair to 
do t heir t rading. The K i ng's Rest is filled to the  burst ing point , and 
many vil lagers open their homes to friends from outside Bree-lan d .  

Nat urally t he Hobbits from the Sh ire come to visit their relat ives 
and catch up on the latest gossip. Peddlars come from north and 
sout h to t ake advantage of the opport uni ty ,  and Dwarves journey 
from t he Blue Mountains.  The fair runs smoot hly,  and the guard 

,keeps order. A small court , including the mayor and one or two o f
ficals from other vil lages, handles disputes, and all decisions arc 
legally binding

'
. 

The fair brings people toget her from mi les around:  farmers, mer
chants, tanners, cobblers, weavers, bakers, brewers, coopers, 
carpenters, tai lors, black miths,  and a wide variet y of others. There 
are compet it ions for t he fat test and finest animals, an archery con
test , a wrest l ing match, bouts with quarter stave , and a bake-off. 
J ugglers and m usicians provide entert ainment , and t here is dancing 



every n igh t .  The fai r  ends at surset every day, and it is i l legal to sell 
goods after the fair has closed. The merriment t hough , cont i n ues 
long into the  night. 

After the Autumn Fair,  the  people o f  Bree sett le down for a long 
winter. The market held every fortn ight becomes smaller and 
smaller, until  by mutual consent i t  ceases altogether i n  early 
J an uary. I t  is resumed at t he end of March. Trading d uring these 
t h ree months is carried on ent i rely by private arrangement. 

3.22 HARVEST HOME 

Next t o  the feast of Yule,  Harvest Home is  the  most important 
fest ival i n  Bree-lan d .  The date varies , but it is  always i n  early Oc
tober. For the  last forty years it has been held on the large and pros
perous Heat hertoe farm. 

People come from all corners of Bree-land ,  bringing various 
, foods. Women begin preparation for t he H arvest Home long in ad

vance; each wife brings her special dish. The feast i s  a h uge affair 
and everyone is welcome, including friends and relatives outside the 
borders o f  Bree-land,  The t radition calls for everyone t o  cont ribute 
somet hing,  from a bowl of fru i t  o ffered by the  very poor to a sheep 
or an ox. 

The fest ivi t ies begin early in t h e  morning, since most people ar
rive the previous eveni ng and stay with relatives or friends. Games 
and contests take up most of the day and i nclude such compet i t ions 
as logspl i t t ing,  camping, and pie-eating. There are many cou rt ship 
games for the young people. Early in t he evening everyone s i ts  
down toget her and eats the  food t hat has been cooking i n  the tem
porary outdoor kitchen all day. After the dinner, t here i s  dancing to 
t h e  m usic of flutes, fiddle, and drums t i l l  t he early hours of the  
morning. 

The Harvest Home is the largest community fest ival in Bree. 
Alt hough t here are ot hers which i nvolve large groups of people, 
notably the L i t he Days, th is  is the only fest ival which calls  t oget her 
the entire population o f  Bree-land. 

3.23 M IDYEAR, OR L1THEDA YS 

This holiday falls i n  between J une (S. "N6rui'j and J uly (S. 

"Cervelh'j and is a t h ree-day period of special merrymaking.  Bon
fires, games, feasts ,  part ies, contests ,  and dancing are al l  part of the, 
fest iv i t ies. The fest ival originally came from the formal cou rt l y  
Numenorean M idyear fest ival a n d  was adopted b y  t h e  M e n  of Bree 
in t h e  Second Age. There is no one central site for t he fest ival,  but 
rat her numerous small fest ivals are scattered t h roughout Bree
land. The L i t hedays are considered part icularly fort unate for 
plight i ng a t roth ,  and many engagement celebrat ions occur at th is  
t i me of t h e  year. Every four years, there are four L i t h edays, which 
are marked by part icularly intense periods o f  feast ing. 

3.24 Y U L E  

The last and first days o f  t h e  year are called Yule days and are part 
of a six-day Yulet ide celebration. This is  primarily a family hol iday 
in Bree-land and is marked by a period of visit ing, merrymaking, 
and gift -givi ng. 
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4.0 PROMIN ENT FAMILIES 

AN D PERSONALITIES OF 

BREE· LAN D 

The area around Bree is blessed with a wide variet y of characters, 
many of whom are gathered into close-knit clans. 

4.1 THE HEATHERTOE C LAN 

No one knows where or when the family got i ts  name, but t hey 
say t here's always been a Heathertoe in Bree-land . The Heathertoe 
family was one of the original Dunlending sett lers o f  Bree, though 
they have long since forgotten the fact . There are n u merous 
Heathertoes t h roughout the region, all  of t hem flourishing. They 
are all related, but i t  takes a Hobbit to keep track of t he various 
aunts,  uncles, i n-laws, first , second and t hi rd cousins once or twice 
removed. Old Mat Heathertoes and his  son Rory own Heathertoe 
Farm , the largest farm i n  Bree-land, and are acknowledged t he 
family heads of the  clan . 

4. 1 1  MAT H EATHERTOES 

Mat is in his eight ies and sti l l  quite  fit and active. H i s  wrinkled 
face and si lver hair are decept ive;  Mat works with the vigor of a man 
many years younger. H e  and his wife were one of the survivors of 
the Plague sixty years ago. Mat has held t he office of mayor for 
forty-two years, and men st i l l  come to h im for advice and to settle 
disputes. He is  ast ute,  in tel l igent ,  tact fu l ,  good-natured , and a 
superb farmer. 

4. 1 2  EFFIE H EATH ERTOES 

E ffie i s  as old and wrinkled as her h usband Mat and st i l l  as l ively. 
The source of u niversal advice for local wome n ,  Effie is  cheerful 
and resourceful and manages to cope wi th  most problem s .  She is 
also a healer, and her garden contains an extensive collection of 
herbs, many of which she has convinced other women t o  grow i n  
t heir o w n  gardens. Effie learned her ski lls from Dunedain healers 
who were sent to Bree in t he aftermath of the Plague. She has a 
remarkable talent for applying the  proper medicines and cures and 
successful ly  n ursed several Bree-landers t h rough the Plague. Effie 
can st itch up most wounds, set broken l imbs,  and t reat s most 
common i l lnesses. Her services are free for any one who needs 
t hem. She is  also a midwife,  albeit ret ired. E ffie i s  very perceptive 
and is an excellent source of local gossip. 

4 . 1 3  ERLI NG H EATH ERTOES 

The oldest surviving son of M at and Effie, Erling should have 
been the heir to Heathertoe Farm. He grew up an oddit y ,  having 
golden hair and reaching t h e  unprecedented height of six feet , vir
t ually unheard o f  i n  Bree-lan d .  Fate having marked him for great 
t hi ngs, Erl ing renounced h i s  claim to the  farm in favor of Rory, and 
taking the  money his fat her had given h i m ,  went off t o  seek his for
tune in the  world. I n  his ten years away from Bree he made many 
strange acquaint ances and friendships, o f  whom he speaks but l i t t le 
and rarely. Erling is a friend of Gandalf, and h as been to Rivendel l ,  
Fornos t ,  Gondor a n d  t o  t h e  lands t o  the  south. 

Erling never talks about his adventures, and people love to 
speculate about the  source o f  h is  wealth.  The tales are gett ing wi lder 
as the years progress, some claiming t h at Erling spent his time away 
from home as a-successful pirate, while others say t hat he killed a 
dragon and stole i t s  wealt h .  When Erl ing ret u rned t wenty-two years 
ago, he bui l t  himself a large house on the outskirts of Bree and got 
married. Erl ing and his w i fe Hilda have t h ree teenage children,  a 
son and two daughters. They enjoy t ravelling and visit Fornost 
about once every t wo years. Erling is  a n i n t h  level fighter and is  very 
competent and friendly. H e  corresponds regularly with his friends 
in Fornost and Arthedain. 



Erling's riches are stored in the  cellar of h is  house. H aving done 
certain Dwarves a tremendous favor, he was given t hree magical 
chests t o  keep his gold pieces i n .  The chests contain about t wenty 
thousand gold pieces. They are enchanted so t hat t hey can only be 
moved or opened by Erl i ng or anyone Erling wishes t o  open them.  
Only Hilda,  Mat , Effie, Rory, and Daisy ( Erling and Rory's sister) 
have access to the chests should the need arise . 

4. 1 4  DAISY H EATHERTOE FERN WOOD 

Rory's twin sister, Daisy i s  a widow with five grown chi ldren . Her 
offspring h ave all married , and she keeps house for Rory, who is 
also a widower. Her h usband was quite well-to- do,  so she has 
plenty of available cash . 

Daisy Fernwood is also a healer and a midwife ,  t aught by her 
mother. She is well l iked t h rough the district and an att ractive 
widow for all of her fifty years. Her face and figure are still surpris
ingly you t h fu l ,  and her dark glossy hair is  unmarked by grey hai r .  
S h e  is  also an excellent cook a n d  a fine housekeeper, and t here are 
many men who would be delighted to make her a wife.  

4.15 RORY H EA THERTOES 

Rory is the mayor of Bree-Iand and has t he largest farm in the  
area. H e  is Erling's younger brother and Daisy's twin .  Rory is  
widowed and he has  only  one chi ld,  H olly.  Rory doesn't spend 
much t ime mayoring - one reason why he's so well-l iked - since 
he has more than enough t o  do minding his farm and seeing t hat 
everything runs smoothly .  The Heathertoe farm is very well man
aged, and Rory sees t o  i t  that only the best workers tend his crops 
and fields.  

Rory is  very intelligent and fairly well-lettered for a farmer; he 
enjoys a good book and a good t ale,  and he and Erling have a 
respectable l ibrary between t h e m .  He has set up a small school for 
the  children of Bree and the surrou nding farms .  Rory is an ast ute 
polit ician and a fair man ; he would never cheat anyone on a 
bargain .  He served in t he army in his youth and is a fift h level 
fighter.  He also has friends in Arthedain ,  with whom he sti l l  retains 
close t ies .  For all h is  experience and worldliness, Rory is a solid 
Bree-Iander and would never live anywhere else or be anyt hing 
other t han a farmer . Like his brot her, he is  a firm friend of Gandal f .  
Rory is a frequent vis i tor of the taver n ,  for he is avidly interested in 
news of the  outside worl d .  H e  is  o f  medium height , with dark hair 
and a fine tan .  

4. 16 HOLLY H EATH ERTOES 

Holly can be seen in the dist ance; her golden hair is like a beacon 
among the brown haired Bree-Ianders. A bit of Nort hman blood 
permeates t he Heathertoe line and Holly,  like Erling, app,ears t o  
have got ten more t han h e r  share. S h e  h a s  also i nherited the  fam ily 
intelligence and good nature. Daisy t aught her t o  read and write at  
an early age, and Holly is  even more of an avid reader t han her 
fat her.  She is  also a good cook and a fine housekeeper and leads a 
busy but not strenuous l i fe,  since there are plenty of servants to help 
with the house. Holly is well t ravelled, for she has accompanied her 
aunt and uncle on all of t heir journies to Fornost and to other por
t ions of t he kingdo m .  Her beauty has won her a following with lads 
everywhere; she is always pret t i ly dressed in fine l inen and occa
sionally wears silk on a festive occasio n .  Currently Holly is  being 
courted by Meneldir, t he capt ain o f  t he G uard . There is  a good deal 
o f  speculation as t o  when the couple wil l  finally announce t heir 
engagement. 

4. 17  H EATHERTOE FARM 

Eight hundred acres of beaut i ful  farmland, the  Heathertoe Farm 
lies about a mile southwest of Bree. A small army of workers tend 
the land.  Rory keeps sheep (off t he estate),  catt le,  pigs , chicken , 
geese, and d ucks; his fields grow wheat ,  rye, some hops and barley , 
potatoes, t urnips, parsnips, cabbages, peas, n ax and beans .  The or
chard has a variety of fruit t rees, and the farmhouse has an 
icehouse. Daisy and H olly brew fi ne beer, and the cellar is stocked 
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with the  finest wines. 

The main farmhouse is a very large stone building built  in a 
square with a cent ral courtyard . Each of the  two main stories has 
t h ree sides which contain t hree ten by ten rooms and t wo smaller 
compart ments .  The remaining sides contain a pair o f  small rooms 
and a thirty by ten hall ;  th is  is the kitchen/pantry on t he lower level .  
Ceil ings are no more t han seven feet high , and are generally se t  at a 
l i t t le over six feet. A storage loft st retches across t h e  upper portion 
and forms a spacious at t ic .  The Heathertoes currently share t he 
farmhouse w i t h  some of the  work ers and servants; t he remainder 
live in small cot t ages about t he farm.  The farmhouse is  comfortable 
and pret t y ,  and t he furni t ure is at t ractive and well made. It  is con
sidered quite  luxurious and grand by the people of Bree. Rebui l t  in 
1 4 1 0  after it was dest royed by t he marauding t roops o f  Angmar, the 
building is  i n  excellent repair and solidly const ructed . 

4.2 OTHER TOWNFOLK OF NOTE 

4.21  HOBSON GREE N H A N D  

Hobson Greenhand i s  t h e  Bree schoolmaster. A nat ive Bree
lander, his ambit ious parents  sent him nort h to Fornost to furt her 
his educat i o n ,  hoping t hat he would make somet hing o f  himsel f i n 
the Royal Court at Fornost . There, he held a minor post as a scholar 
u n t i l ,  upon t he deat h of his paren t s ,  he ret urned to Bree . H is 
learning i mpressesed Rory Heathertoes so much t hat the lat t er 
dec·ided to open a school . The school is the  grand farmer's pet 
project , and he pays the schoolmaster out  of his own pocket. 

Hobson is  a special favorite of the  women of Bree; t he maidens 
prize his good looks and manners, and t heir mothers value his good 
sense. Hobson shares his small comfortable cot t age with hi  
eight een year old s ister ,  Aster, who keeps house for him. Two 
servants, Gambly and Dora Colwh ich , look after  t he livest ock and 
care for t h e  small farm. Aster is q uiet and well mannered , her 
brot her's education and t raining having rubbed off upon her. She is 
a favori t e  of t he Heat hertoe family and Erling's oldest son is her 
beau.  

The schoolmaster's prize possession is h is  collect ion o f  books, 
especially his hist ory texts of Gondor, Arnor, and Numenor, and 
some texts on Elven lore. Erl ing Heathertoes is given t he task of 
purchasi ng addit ional books whenever he t ravels. Hobson i s  well 
paid by Rory for his inst ructional effor ts .  

4.22 THE TH ISTLEDEWS 

The T h i s t l edews are another  great farming fam i l y ;  t h e i r  
farmland is somewhat smaller t han t hat o f  the Heathertoes but 
nearly as impressive.  These two fam ilies are related t h rough 
marriages t oo complicated to expla i n .  Tolman Thist ledew is a bit 
more ret i ring t han Rory and is happy to let his  friend take t he 
limelight.  Along wi th  the Fernwoods, these t h ree famil ies pret t y  
much r u n  Bree. 

Tolman is a year or two older t han Rory and happily married . He 
has two younger brot hers, Will  and Bob, who both have substantial 
farms of t heir own . All t he Th ist ledew brothers have a large crew of 
children of varying ages. Th ree o f  Daisy Fernwood's chi ldren 
married into the Thist ledew fami ly .  

The Thist ledew brot hers are very much alike; each is a successful 
farmer , friendly, hospitable, and pruden t . Like most o f  t he men of 
Bree-Iand , they are short and broad-shouldered , wi th ruddy com
plexions. Bob is  a widower and is  courting Daisy. All t h ree 
Thist ledew brot hers have large, com fortable farmhouses, and com
bi ned holdings which speak o f  fair wealt h .  Accord ingly, t hey sit in 
the market court wit h Rory. I n fact when Rory and Mat are asked to 
j udge a dispute, t hey generally consult with t he t h ree Thist ledew 
brot hers before making a (Jecision . None of t he t h ree brot hers has 
ever left Bree-Iand.  

4.23 THE FERN WOODS 

Fernwood Farm is about t he size o f t h e This t ledew Farm . Halfast 
Fernwood , Daisy's oldest son , has run the  farm since the  deat h o f  



his father five years ago. Halfast is young, 28, but has experienced 
advisors to help h i m .  When her son married Nora Thist ledew t h ree 
years ago, Dai y t actful ly returned to Rory to make room for t he 
new bride. The young couple has one chi ld .  The farm has not suf
fered with the change of ownership, si nce Halfast had asked his  
father to teach h im the ropes and is  intelligent enough to ask for ad
vice if he needs i t .  

4.24 THE SAN OH EAVERS 

The Sandheavers are probably the most wealthy Hobbit family in  
the district ; t heir diverse ski l ls  combine t o  form a very profitable 
family enterprise. They share a large smial above t he town of Bree 
and are on good terms with most everyone in town . Each is tall  as 
Hobbits go, for t hey have a strong Fal lohide st rain . They are par
t icular friends of the Heathertoe family, alt hough like most of t h e  
Hobbits t hey don't m i x  t oo m u c h  w i t h  men or Dwarves. 

4.241 Rose Sandheaver 

Rose is  a Hobbit and t he widow of Gam which Sandheaver. She is 
the weaver for the men and Hobbits of Bree. Most famil ies do have 
a loom of their own but find i t  i mpossible to keep up with t he family 
demand for clot h .  The Sandheavers do not have such a problem 
because Rose i s  the finest weaver t hat Bree has seen in many a year. 
She keeps her workshop with the help o f  her t h ree daughters, and 
t hey often receive commissions from outside of Bree-Iand. Rose 
and her daughters Holly and Primrose weave wool and l inen into 
beaut i ful  soft c loth o f  lovely pat terns. A younger t h i rd daughter,  
Rose, sews for t hose people who want a more elegant touch on t heir 
garments.  

Rose t he elder is sevent y-six, middle-aged for a Hobbit , and had 
the workshop prior to and during her marriage. Her h usband was a 
prosperous farmer, and her eldest son Gam, now looks after the 
farm. Her weaving bri ngs i n  quite a bit of money, and her t h ree 
daughters have good sized dowries, not to mention wonderful 
trousseaus.  The large sunny workshop is a popular meeting place 
for young Hobbit women and men who hold spinning parties t here 
most evenings.  Her t h ree daughters are very pret t y  by Hobbit stan
dards, and she i s  sti l l  handsome. All four women are very much 
sought after by the bachelors of the dist rict . 

4.242 Hal Sand heaver 
Rose's brot her-in-law, Hal is t he smial builder for the Hobbits  of 

Bree-Iand and is often called to t he Shire.  Building a smial is skilled 
work, since Hobbits have a proclivit  y for dry abodes where the roof 
does not collapse. Large or small,  Hal can do the job,  charging ac
cording to his customer's abil i ty to pay. Hal's work t akes him 
t h roughout Bree-Iand, far from his  home i n  Staddle. In addition t o  
bui lding smials,  he designs a n d  refurbishes a l l  manner of cellars . 
His  reput ation is a good one, for t h us far his smials have stood the 
test of passing years. Most  o f  his t ime is  spent in repair and refur
bishing work. H is t ravels have given h im an official posit ion of 
mailman; Hal gladly obliges in carrying letters back and forth bet 
ween the Shirefolk and their relat ions in Bree. Tom Sand heaver, 
another smial bu ilder, is H al's cousin and lives in the Shire. He 
often assists his  cousin on difficult or lengt hy jobs.  

4.25 COLOOMAC TUNN ELLY 

The richest single H obbit  i n  Bree and probably one of the  most 
eccentric,  Coldomac's grandfather left Bree for unknown reasons 
and ret urned a wealt h y  man .  The Tunnellys have been living off 
t hat t reasure ever since. Coldomac, an only chi ld,  was sole heir to 
his grandfather's very large fort une.  Coldomac fancies t hat he takes 
after his grandfather and is  never seen without the shortsword t hat 
the old H obbit brought home from his  t ravels.  He stands almost 
four feet tall, but his fine figure is marred by the ubiquitous small 
H obbit potbelly. His hobbies are archery, i n  which he excells, and 
swordsmanship. To this end he practices daily with members o f  the 
town guard , much to Meneldir's amusement .  

Coldomac has a large l ibrary and access t o  the Heathertoe books. 
He is very well versed in history and Elven lore and speaks fluent 
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AdGnaic. Coldomac finds Bree boring and iongs for some excite
men t .  H e  is, however, quite intelligent ,  and would probably nevel 
ven t u re upon the Barrow-downs. 

Coldomac is a good friend of the  Dwarves who mine i n  the Blue 
Mou ntains and has visi ted the Dwarven city t here. He has a suit  of 
Dwarven chainmail and a Dwarven sword. This associat ion is  rare 
among the int rospect ive Hobbits and,  perhaps because of th is  
peculiar friendship, Coldomac is a bachelor known as the  town ec
cent ric .  In real i ty he is a s imple fourt h level fighter whose generosity 
has prevented him from t urning away anyone i n  need . His con
siderable wealth amounts to about five thousand gold pieces; t h e  
bulk of h is  holdings a r e  kept by t he Dwarves of t h e  Ered Luin .  Col
domac frequently visits the Shire and has explored t h e  Tower H i lls. 

4.26 THE BROAOLEAF CLAN 

The Broadleafs are considered a shift less , irresponsible lot , up to 
no good when t hey're up 1 0  anyt h i ng at a l l .  They are small and swar
thy men, with more t han a t race of East erling bloo d .  Their procl ivi
ty for raidi ng hen roost s ,  poaching and other small misdeeds are 
Meneldi r's chief worries. 

4.26\ Len Broadleaf 

Len is the patriarch of t he most notorious family in all of Bree
land . He and his wife have a dozen children of varying age . H is 
eight sons are always up to some mischief or other, and the 
daught ers are nOI much bel ter,  being il l  kept and il l  mannered . The 
only reason t hat t he family is tolerated i n  t he dist rict i s  t hat , Len ,  t o  
earn a l i l t  Ie money, w i l l  collect his  sons a n d  o ffer to do some very 
necessary but unpleasant task, such as cleaning out the farmhouse 
privy. There is very lit t le need for the many talents o f  Len's sons in 
Bree-Ian d ,  especially with Meneldir as the chief o f  the Guard . 

Len and his  sons are too cunning to be openly lawless, but t hey 
nevertheless do quite  a bit of damage. Meneldir suspect s t hat Len 
and his sons have connections with t he bandits t hat sometimes at
tack t ravellers along the road; and in fact , h i s  suspicions are quite 
just i fied . 



4.262 Harry Broadleaf 

The oldest of the family,  H arry found l i fe in Bree too Jull  and left 
to j oin the  outlaw band t hat roams the woods south of Bree . He sti l l  
returns home (under the  cover o f  darkness) t o  catch up on all t he 
news and gossip and to pick up "supplies" t hat Len and t h e  others 
have acquired for t h e  ban d .  H arry is completely mercenary and has 
grandiose dreams of wealt h  and power. 

4.263 Hal Broadleaf 

Along with his fat her, H al is  the chief spy for the bandits .  H al can 
be found in t he common room of t he King's Rest each even ing 
l istening t o  gossip and sizing up t ravellers as t o  t heir wealth and 
means. H e  drinks and talks very l i t t le,  preferring to keep a clear 
head . H al gives the impression of being extremely q uiet and soft
spoken and will be the first t o  give way in an argumen t .  H e  is 
t horough ly underhanded and cowardly. H al often meets wit h the  
bandits  after he leaves t h e  common room and te l ls  t hem of any in
teresting prospect s .  The residen t s  of Bree-Iand t h oroughly mist rust 
h i m .  

4.264 Maisy Broadleaf 

M aisy is  the family favorite and could be quite  att ractive if she 
washed and dressed properly. Harry int roduced her to t he leader of 
the outlaws, and the couple hit i t  off immediately . Since her lover is 
very jealous, M aisy takes great pains to conceal her charms from 
ot her men ; hence the apparen t squalor displayed in her dress .  Of 
course, when going to meet her beloved she is  always clean and pret
t i ly  d ressed. Maisy would prefer t he security of a respectable home 
and family,  but she can't resist the charms and cosseting of Cor
mak, who spoils her out rageously.  

M aisy is fairly honest , s ince she covets t h e  good opinion of peo
ple, and is often given odd j obs to do at t he various farms .  She will  
occasionally give Cormak a t  ip, but prefers not to get involved with 
his doings. She has caught the  eye o f  one of the guardsmen , who is 
rather taken with her. Whi le not encouraging the young man's ad
vances, she's also not giving him a cold shoulder. 

4.27 MENELDlR, CAPTAIN OF THE GUARD 

M eneldir i s  a man of Fornost , of Dunedain and lesser mannish 
parentage . He comes from a good family,  alt hough he is not a 
member of the nobil i ty.  Meneldir is a t h irteen t h  level fighter and 
has seen qui te  a bit of action against Angmar. 

His command in Bree i s  actually one of semi-retiremen t ,  since he 
has already put in twenty-five years of mil i tary service. H e  is on ly 
forty-five, which is  st i l l  young for a man of Dunedain blood. 
M eneldir loves farming and is  planning a permanent retirement in 
Bree. He is  courting H olly and can be found on t he Heathertoe 
farm most evenings, where he's welcomed as part of the family.  
M eneldir i s  universally liked and respected by h i s  men and the peo
ple of Bree-Ian d .  

Bree-Iand is comparat ively quiet , b u t  Meneldir has many d u t ies.  
Not on ly is he respon sible for pat rolling the  region , but he must also 
keep a constant wat ch for out laws and other unsavory t ypes. 
Travellers of all sorts pass t h rough Bree, some more honest t han 
others, and a few are inclined to cause t rouble out side t h e  town's 
borders. Meneldir regularly sends patrols out along both roads in 
the vicinity of Bree in an effort to discourage bandi ts .  

Meneldir has  in fact urged t ravellers from the East to ment ion 
Rhovanian as the land of opport un i t y  for eager yout hs, should t he 
topic of t heir t ravels arise in the inn's common room . Meneldir 
sincerely hopes t hat some of Len Broadleaf's sons will  find the talk 
irresistable. The Captain of t he Guard also hopes, along with t h e  re
mainder of Bree-Iand ,  t hat the  next generat ion of Broadleafs will  
be, if nothing else, less prol ifi c .  

4.3 NOTAB LE INSTITUTIONS 
AND THEIR KEEPERS 

Bree's residen t s  are a generally conservative and h umble lot . 
Despite their  location on a great t rade route, t hey have main t ained 
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t heir inst i t u t ions with  very l i t t le  outside i n fluence, and take pride in 
their q uality and modesty.  

4.3 1 THE BREE SCHOOL 

Years ago, Rory H eathertoes built a small solid house j ust out
side Bree as a school for the chi ldren . The building is  heated by two 
stoves and well supplied with tables and chairs.  The only obligation 
of the parent s  is  t o  help supply fuel for the school house and t o  see 
to it t hat t heir chi ldren are supplied with the  materials for learning 
to read and write. The school meets six days a week and h as about 
t h i rt y-five pupils ,  a charming mix of H obbit  and mannish kids. The 
children attend in the morning only,  leaving them free for after
noon chores an d games. They have very l i t t le homework, since 
t here are few books t o  be passed aroun d .  There are three d ifferent 
readers, books brought from Fornost t hat the  chi ldren use whi le in 
school . They are not permitted to take t h ese few and highly-valued 
texts home. Hobson also teaches simple arithmet ic ,  history, some 
geography, and lore. When the weather is fine, classes are held out  
of doors . Hobson , the  teacher, is  well liked by the  students  and is  
regarded with  friendly affection t h roughout the  town b u t  is  also 
considered j ust a bit on the odd side.  

The school is  a great source of pride for the  people of Bree. 
Derogatory commen t s  by strangers on the size o f  the town or i ts  
isolation are  faced with the  retort t h at "Bree-Iand h as a proper 
school, which is more t h an most can say . "  

4.32 BILL RUSHLIGHT, T H E  M ILLER 

There is  one watermill j ust north o f  Bree Hill ,  on the banks of the 
same small river that goes t h rough Combe. Everyone brings t heir 
flour t o  the  mill,  since t hey are forced t o  admit however grudgingly 
t hat the m iller does a fine job. The mill is  not part icularly large, but 
ample for the needs o f  Bree-Ian d .  Its h uge mill stones were cut by 
the finest craftsmen in Fornost . The grain is  ground by the cutt ing 
action of the mil lstones, and the mil ler carefully adj usts their speed 
to the density of the grain. 

For some reason , mil lers are rarely popular in the districts t hey 
serve. M an y  seem to feel t hat the miller is  t aking bread out of t heir 
mouths, since he takes payment in flour .  There is  also the  feeling 
around town t hat mil lers grow prosperous from other peoples' 
sweat and labor. 

Bree-Ianders really have n o  cause for complaint with their cur
rent miller . Bill  Rushlight is as honest and as cheerful as t hey come 
and would not t h ink of cheat ing a customer. I t 's j ust t hat farmers, 
being self-sufficien t ,  find i t  galling to have to go t o  another source 
to grind the  grain t hat t hey grow. 

Bill  Rushlight has as good a relationship as a mil ler can have wit h 
the  farmers of the  surrounding area. H e  is considered a fine, 
upstanding, well-to-do man . Hearts have softened towards h im 
since his recent marriage to M ay Woodstock, a pretty but im
pecunious orphan . Everyone in Bree pit ied her  misfort unes, and all 
were pleased and surprised when Bill, a confirmed bachelor, made 
her his w i fe .  To add t o  the excitemen t ,  Rushlight whisked his new 
bride off t o  Fornost for the honeymoon . Although considered 
slight l y  crazy, the gesture increased t h e  mil ler's popularity con
siderably, since t he Bree-Ianders, solid farmers t hat t hey are, love a 
romantic  story. Bil l  is of medium height and has a broad bui ld.  May 
i s  t wen ty years old and is  expecting the couple's first chi ld very soon . 

4.33 BERNAR MOSSY , BLACKSMITH 

There aren't many horses in Bree, but t here's st i l l  plenty of work 
for the  blacksmith to do. Bernar is a good blacksmith and makes ex
cellent farming tools and horseshoes. H i s  ski lls are l imited to t hese 
fields, however, aside from a l i t t le  bit of ornamental ironwork t hat 
he does as a hobby. He can make a respectable scythe, but Bernar is 
not a weaponsmith and has no interest in t hat craft . 

The blacksmith  is the  t allest man in Bree (except for M eneldir),  
standing about 6'2" in his stocking fee t .  Bernar is  also the  strongest 
man in the town . Not t hat it matters, since he never wrestles and has 



never been known to get violent i n  a q uarrel. Because of h is  size few 
bother h i m .  Bernar's smithy is located across from the i n n ,  and he 
has a snug house on the slopes of the  hill .  The shop is  large and well
equipped , since he does most o f t he metal working for the  area. Ber
nar's son and two apprent ices give h i m  a hand with  his work. 

4.34 DUFFY N OBWOOD, CARPENTER 

D uffy is  the  youngest craft sman i n  Bree. H e  is  actually a 
newcomer to Bree-Iand and is originally from a vi llage nort h of the  
area. D uffy was sent t o  be apprenticed t o  his uncle i n  Bree, since he 
seemed t o  h ave a t alent for woodworking.  His uncle Sam was a fair 
carpenter with  a passion for strong drink and recklessness. Two 
years ago he vent u red onto t h e  Barrow-downs one n ight and never 
retu rned. 

The disappearance left t wenty year old Duffy i n  charge o f  the 
shop. D uffy is  the  opposite of his uncle and is  extraordinarily shy 
and retir ing.  He is  a fairly good carpenter and is  not above learning 
an old t rick from a more experienced hand t han himself. D uffy's 
primary work lies in furniture and cabinet making,  as well as i n  
making boards for flooring; h e  does very l i t t l e  house construct ion 
since the  homes of Bree-Iand are made o f  stone. 

D uffy has two H obbit  appren tices t h at help h im in h is  work, and 
since he is  the  only carpenter in Bree h is  workshop and yard are 
fairly large. D uffy has imported fine carpentry tools for his work 
and the results have been so satisfactory t hat h is  trade has doubled . 
Duffy is particularly shy of women and has been known to duck 
about corners on the  approach of a particularly at tract ive girl .  

4.35 COBM A N  GREENWOOD, TAN N ER 

Another bachelor, Cob is i n  h is  early t h irties.  When t h e  tan yard 
came t o  h i m  seven years ago, h e  purchased some land outside the  
Bree walls and moved t h e  yard t h ere. People were very pleased, 
since t anning leather is a smelly affair. Like Duffy, Cob is  a decent 
but not extraordinary craft sman . He produces good leather for 
everyday use and meets the needs of the Bree-Ianders. H e  works 
primarily with  cow-hide, sheepskin,  goat skin ,  and occasionally 
deer ski n .  

Cob is  a careful worker, primarily because he is  not fond of h i s  
t rade, b u t  is  too proud t o  allow h imself t o  b e  accused of shoddy 
workmanship.  His primary desi

'
re lies t owards farming, and t o  th is  

end he keeps some catt le and sheep and is  saving money to buy some 
land . Cob is  court ing May Thist ledew , one of Will Thist ledew's 
daughters. 

4.36 HAM AND CORA RUSHY, THE I N NKEEPERS 

In Eriador the i nnkeeper is  usually an important local figure. It is  
at his  establishment that people gather t o  hear the  news and to talk 
to the  many st rangers who t ravel the  great roads. I t  requires an 
astute  i nnkeeper to tact fully manage the crowds that pass t h rough 
the i n n . The beer"and ales must be good,  the ponies m ust be stabled, 
and the food must be cooked to dozens o f  d ifferent t astes. The 
common room should be lively but not t oo rambunctious,  for after 
al l ,  The K i ng's Rest is  a respectable inn and not a taver n .  

T h e  current innkeepers, H am R u s h y  a n d  his  wife Cora, a r e  equal 
t o  the t ask. Cora confines herself primarily to the kitchen,  
scrupulously supervising the  preparat ion of a l l  foods served . 
Several t imes a week the couple hitches up their wagon to shop for 
produce at the  local farms.  In addition, t h e  maids are sent out daily 
for the  more perishable items on the inn's bill  o f  fare. The R ushys 
keep no livestock, since i t  would take up room in the stables and in
convenience the  guests, but t heir neighbors do.  The in nkeepers' 
purchases are the  steadiest source of cash for many of the  farmers 
about Bree H il l .  

Cora handles the  finances, seeing t o  i t  that  each t raveller pays his 
bil l  o f  fare. She is  caut ious about who she takes in;  i f  a t raveller 
looks very impecunious,  she will tact ful ly  suggest t hat he spend the 
n ight  i n  the  common room or not  unreasonably demand t hat he 
show some proof of h is  abil ity t o  pay . Dwarves, she claims,  are her 
most reliable customers. It is  considered quite acceptable for the  
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i nnkeeper t o  demand payment i n  advance; after al l ,  t hese are hard 
t imes for many. In t rut h ,  ten years ago, t hey could have done with a 
larger i n n . Now, due to reduced traffic along t he roads, the  size of 
the  i n n  is  j ust righ t .  

4.4 FIGU RES O F  I NTRIG U E  

Bree may b e  one o f  the  q uietest towns o n  Middle-earth ,  but all 
sorts o f  people, good and bad, pass t h rough the t ow n .  Some people 
are j ust ordinary travellers, o thers are merchants,  and some are 
t hieves. The less reputable travellers will wait t i l l  t h ey are outside of 
the  borders o f  Bree-Iand before making t rouble for t heir fellow 
t ravellers, perhaps arranging an ambush along the road . 

4.41  THE BANDITS 

A well-organized group of bandit s  patrols the Greenway and the 
Great East Road . They have spies in Bree-Iand and prefer wealt h y  
targets. Other marauders sometimes make t h e i r  w a y  i n t o  region 
and operate less efficient ly  but more violent ly ,  terrorizing t ravellers 
and stealing livestock. 

Cormac the N orthman 

Cormac the Northman is  the u ndisputed chief of the bandits. H e  
i s  dishonest without being either r u thless or cruel. Banditry is  h is  
profession ,  and Cormac h as t ransformed it  into a fine art . The 
North m an has  organized h i s  band o n  t h ree precepts:  m u rder, 
senseless violence, and rampant looting are bad for business. After 
al l ,  if one m urders the  wealthy merchant one has j ust robbed, it  
makes it impossible for the victim to travel t ha t  way again .  M u rder 
and violence also have the u n fortunate tendency to bring the wrath 
o f  Meneldir and o f  t h e  Army o f  Fornost down upon one's head. 
Besides, Cormac is  easygoing and prefers t o  avoid violence. 

Cormac is  6'4" and can be remarkably persuasive. He prefers t h e  
d irect approach and w i l l  greet t ravellers with  t h e  t imeworn phrase: 
"You r  money or your l i fe . "  This has never failed t o  bring results, 
since Cormac always has between 1 0-25 archers nearby as tools of 
persuasion.  Victims are stripped o f  most of t heir cash , but not  all ,  
and t h en permitted t o  go on t heir way u nmolested . Cormac fancies 
h i mself a gallant and does not permit his band to search ladies, 
t hough he wil l  take t heir jewel box. His bandits will never attack a 
well-armed party or a group of obviously poor t ravellers. 

Cormac has never killed a traveller i n  all o f  his banditry.  He deals 
r u t h lessly with other especially violent bandits who invade his ter
ritory. Cormac has no desire for the guard and the rangers o f  A r the
dain t o  begin combing the regio n ;  m u rders along the road would 
make this  i ntervent io n  very l ikely.  

Cormac meets with Hal Broadleaf several t imes a week and is  well 
i n formed on the goings-on in Bree. H e  occasionally visits the King's 
Rest disguised as a peddlar to keep an eye on t hings. Cormac slips 
in to  Bree t o  visit Maisie about t hree t imes a week. 

Eowic the Archer 

Eowic is  Cormac's second i n  command. H e  is  i ntel l igent and 
competent and leads any assaults t h at Cormac does not participate 
i n .  He too, prefers not t o  get violent and i s just  as persuasive as Cor
mac. Eowic h as an eye for d iscovering valuables and has won the 
archery contest at the  Bree fair for the  last t hree years. 

The Bandits' Organization 

There are forty bandits in al l . Generally t hey split in to  t wo 
groups, one group taking t h e  Greenway, the  other t h e  Great East 
Road. They are well i n formed as t o  the location o f  the patrols 
t hrough their spies, and have scouts o f  their  own patrolling the  
region . 

The bandits have t heir headquarters i n  an abandoned manor 
house ten miles sout hwest o f  Bree. It  has been rebuilt and refor
t i fied and lies amid dense, tangled forest . A few men keep watch 
during the day. Twelve women share the quarters with the bandi ts .  
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The traffic along the road is heavy enough that Cormac and his  
companions make a fairly good l iv ing.  They are flexible i n  t heir 
demands and will sometimes stop farmers and confiscate a portion 
of the edibles they are taking to market . Frequent small sorties into 
Bree supply the  bandi t s  with chickens, potatoes, flour etc . ,  and 
they will sometimes buy what t hey need from local villages. 

4.42 TRA NSIENTS 

This sect ion provides a list of travellers that adventurers might 
encounter in the  common room of the K ing's Rest or in the Bree 
regio n .  

Gandalf the Grey, Wizard 
Gandalf is  an i n frequent visitor in Bree-land ,  but he is well

known by sigh t .  Few realize the extent of his wizardry. Gandalf is 
i n terested in ridding the downs o f  wight s ,  and if he sees a suitable 
party he will arrange an expedition.  

Gandalf prefers t o  keep t o  h imself and disl ikes being badgered b y  
questions o r  asked for favors. A l though he might suggest an adven
t ure, he wi l l  play a very minimal role. 

Helvorn the Ranger 

Another i n frequent visitor, H elvorn spends most of his t ime 
patrolling sout h  of Bree-land discouraging bandits and other 
troublemakers. He is a n i n t h  level Ranger and very familiar with  the  
countryside around Bree-land. Helvorn is  q uiet and ret iring, 
though he will l isten atten t i vely to any gossip and news i n  the com
mon room . Helvorn is t h e  brother o f  the current lord o f  the Eldanar 
family and wishes t o  free the  fami l y  barrow from i t s  wigh t .  

Purdin the Merchant 

Purdin spends most of his time on t h e  road; he passes through 
Bree-land about once a mon t h .  He is  a wool-merchant and has 
many customers in Tharbad and northern Gondor. Purdin is  cheer-
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ful and easygoing, i n  spite of the fact t hat  Cormac has robbed him 
twice .  The merchant has four men at arms to escort h is  goods and is  
always looking for a bigger escort. Purdin is  well-liked and trusted, 
and a good friend of Meneldir. 

Rush the Peddlar 

One o f  t h e  few peddlars left, Rush is frequently seen in Bree
land. T here is l ittle going on in the  region t h at he doesn't know 
about ,  and h e  occasionally acts as a contact for Cormac. Rush 
rarely has enough money t o  pay for h is  food or lodging, but the i nn
keepers oblige h im and exchange bed and breakfast for an odd j ob 
or two. 

Braith the Tinker 

Brait h  is an ex-soldier o f  Angmar who drifted into Eriador after 
h is  years of service. He is  an Easterling and is considered right l y  a 
slimy wretch w i t h  no scruples. Not even Cormac wil l  associate with  
h i m .  Braith usually appears at  the A u t um n  Fair, since he is  a 
pickpocket of t h e  first calibre. H e  rarely comes to Bree at other 
t imes since he k nows Meneldir is  suspicious of h im.  

5.0 TH E BARROW- DOWNS 

AN D TH EIR HAU NTING 

Eastwards the Barro w-downs rose, ridge behind ridge 

into the morning, and vanished out of eyesight into a 

guess: . . .  Their way wound along the floor of the 

hollo w, and round the green feet of a steep hill into 

another deeper and broader valley, and then over the 

shoulder of further hills, and down their long limbs, 

up their smooth sides again, up on to new hill-tops and 

down into new valleys. There was no tree nor any visi

ble water: it was a country of grass and short springy 

turf . . . . . . . . . .  The Fellowship o/the Ring, 1, chap. 8. 

Southwest of Bree - j ust to the  west of t h e  Greenway and South 
Downs - lie the  beaut i fu l  yet ominous Barrow-downs. The 
Barrow-downs are an odd geographical beast : barren ,  grassy hil ls  
sandwiched between areas o f  rich fert i le land. This upl ift seems t o  
be geologically different from the N o r t h  Downs, near Fornost, 

which the  Dwarves once mined. There is no record of mines on the 
Barrow-downs, indicating t hat they are most l ikely chalk hi l ls .  

I ndeed, from a prac tical point o f  view t hey are good for l i t t le ex
cept grazing sheep and scaring the daylight s  out of people. These 
practical considerations probably i n fluenced the Edain when they 
elected to bui ld tombs on the downs; it makes l i t t le sense to waste 
fert ile soil on barrows. The visibi l i ty of the site may also have af
fected the  choice; t h e  mounds on top of the  downs look impressive, 
especially when crowned with  stones. 

The barrows of the First Age are all clustered towards the  nort h
eastern edge of the downs, close t o  the ancient town site.  Many of 
t hese have worn down t o  very low mou nds. Many of the  standing 
stones that decorated t he t op of t he mound have fallen or eroded ; 
giving the  ancient mounds a t umbled, worn-down appearance. The 
downs were used as a burial ground early i n  the  First Age, until the 
Edain departure for Beleriand. Three addit ional mounds were built 
at the  conclusion of the  First Age to hold the remains of t h ose Edain 
who fell i n  t he final bat t les against Morgo t h .  

T h e  existence o f  the Tyrn Gort had was recalled b y  the wise o f  
Numenor t hroughout t he Second Age, b u t  i n  the  lat ter days it was 
forgotten by all but t he Faith ful .  When the Third Age began,  the 
Ki ngs of Arnor decided to return to the ancient ways of t heir fore
fat hers and made t heir graves i n  simple barrows. They held the  an-



cient barrows in great reverence and made t heir barrows simple, i n  
conformity w i t h  t h e  o l d  tradit ion.  M a n y  of the great lords of Arnor 
followed the example of their kings and were also buried upon t he 
downs.  

5.1 THE NATURE OF THE BARROW·DOWNS 

The downs are arranged like an in terlocking series of concentric 
ridges which march steadi ly  southward from the dike and wall on 
Cardolan's northern boundary. Most are long escarpments which 
resemble sout hwestward-facing steps. Their more forgiving slopes 
face the M isty Mountains to the north and east . Short grass and 
heather coat t heir spongy flanks. As one t ravels east toward the 
Greenway the longer ridges give way to more circular, h igher hi l l  
and r idge comb i nations, and i t  was i n  this  area t hat most of t he 
tombs l ie .  

The burial downs are smaller remnants of earlier h i l ls which have 
heavily eroded over t heir long lives. Like mou n ds cast down upon 
the landscape, they are round hi l ls ,  each encircled by its own ridge 
ring. It i s  upon t he hi l ls  t h at the barrows were b u i l t .  A small circular 
depression surrounds the central hi l lock and serves as sort of a 
grassy dry moat . The ridges simply act to separate and protect 
t hem, j u st as a wall of earth guards its enclosed keep. Their inward 
facing slopes are steep, while t hose looking away from the central 
mounds are gent le .  Curving, shallow valleys l ie between each ridge 
r:ng, and make the downs seem like isolated l i t t le  forts .  

The greatest of the barrow sites are hi l ls  with  tops that  have been 
naturally or arti ficially flattened or have grassy depressions. In each 
case, t heir h i l l tops are surrounded by a green eart h r ing which 
encircles a central man-made burial mou n d .  

\ .. 

/ 

As noted, in T . A .  861  Arnor was split in to  th ree lesser ki ngdoms: 
Arthedai n ,  Cardola n ,  and Rhudaur. The lords of Cardolan viewed 
the downs as an are of st rategic importance and fort i fied the north
ern boundary with a dike, a hedge, and a wal l .  The locat ion was 
strategical ly  importan t ,  since t h e  Barrow-downs are only a few days 
j ourney from Weathertop and the great t ower of Amon SUI . They 
also built a small fort on the northern Barrow-downs to guard 
against border raids. Cardolan's princes contin ued all along to use 
t he Barrow-downs as a burial place. The devast at ing assault of 
Angmar brought an end to burials in this region , i n  part t h rough t he 
eliminat ion of Cardolan's royal house. In 1 409, the last prince of 
Cardolan was laid t o  rest on the downs, and t hey fell in to disuse. 
Later, the st ones of the ruined fort were used to rebui ld Bree . 

5.2 THE STRU CTURE OF THE BARROWS 

The graves upon t h e  Barrow-downs vary greatly in size and 
structure. The simplest are stone-lined pits covered with a mound 
of earth ;  t hese are naturally unhau nted on t h e  inside since t here is  
no ent rance or exi t .  The mounds are often const ructed of gravel or 
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rubble covered b y  a layer o f  earth .  These burial sites are First Age 
graves containing lesser members o f  the nobil i ty,  and are often 
clustered atop a ridge or on a smaller h i l l .  Some were actually 

interconnected. Frequently other,  later burials have been made at 
t hese sites simply by excavating a port ion o f  t he moun d ,  interring 
the body, and t hen refi l l ing the cavity.  The only t reasure t o  be 
found i n  t hese tombs is  generally to be obtained by digging up the 
mou n d ,  which would qui te  nat u rally be frowned upon by the local 
residents ,  not to mention the st i l l-powerful kings of Arthedain .  

Ot her t ombs are more complex. Some are accessible by a long 
stone-lined shaft .  These are buil t  out of large, upright ,  int erlocking 
rectangular stone blocks or post s  set in a circle and covered with 
long ceiling stones ( lintels).  The most elaborate vaults consist of 
sophisticated stone cai rn const ruction , with one or more chambers 
covered with an eart hen mound that is  t opped by a prot ruding 
tooth of jagged stone. These tombs were used by several genera
t ions;  the ent rances were carefully filled after the last body was in
terred . Walls were sometimes decorated with st range carvings in  
abstract shapes and designs.  M ost of t h e  Edain ki ngs and queens 
are b uried in th is  type of barrow, sharing the grave with t heir 
families and other kings. 

The Dunedain built  more sophisticated tombs than did their 
fore-fathers. Some of the tombs of the early kings of Arnor bear a 
closer resemblance to a complicated earth work rat her than a simple 
barrow, but the basic design i s  very similar. The resemblance that 
springs to mind is t hat of a smial,  for t h e  Dunedain barrows are i n 
deed houses o f  t h e  dead rather than simple graves. 

A certain amount of ancestor reverence seems to have been part 
of the Dunedain out look; t hey are often full of t reasure. This alone 
implies a certain awe and respect for the dead , since it  is  not par
ticularly practical to bury valuables with a dead person who has no 
use for i t .  This notion nat urally produced a rather cautious mental-



i t y  when b uilding tombs, since t h e  Dunedai n ,  being prudent , rea
lized t hat although they revered t h e  dead , their att i tude was not 
universal. 

As a result , ,all of their tombs are barred with  stout , heavy doors 
fixed with  special locks t o  prevent access by the u nwanted.  The in
t eriors are l ined with  rein forced s tone,  making i t  virtually impos
sible to enter the tomb by digging t hrough the moun d .  Some of t he 
keys to t h e  barrows are with  the  k ings of Art hedain ,  but  the  wight s  
seem t o  have t h e  power to open or close the doors a t  wi l l .  Most 
tombs contain p i tfalls t o  trap the intruder.  These t raps all contain 
mechanisms t o  shut t hem off when the proper folk use the passages. 

Traps, however, are among the least of an advent urer's worries 
upon the Tyrn Gorthad . 

The graves t hemselves cont ain not only gold,  but weapons that 
can wreak grievous harm upon t h e  servants of Sauron and t he 
Witch-king.  When t hese weapons are guarded by wights ,  and many 
are, i t  makes i t  d ifficult  for the Dunedain or anyone else t o  use t h e  
weapons against his  servants.  T h e  sit uat ion is  rather l i k e  a dragon 
guardi ng a dragonslaying sword . Any of the ancient weapons o f  
Numenor that l ie i n  t h e  barrow are useless u nless the  wights are first 
overcome, a di fficult but not wholly i m possible task . 

The main weapon of a barrow wight is fear . For an ordinary mor
tal, wight s  embody all  the dark fears and nightmares of childhood.  
Wights  are akin t o  lesser NazgGl - spir i ts  under the  sway of the  
forces o f  Darkness. They are  not precisely the spirits of the  k ings 
laid to rest i n  the  barrows - or so believe the  men of Arthedain,  
since they are convinced that t h ose souls  departed for the  Halls of 

Mandos long before the  tombs became haunted. They are made 
more dreadful because wights can move u nseen and unheard and 
come upon the u n wary at close quarters. 

5.3 T H E  WIG HTS 

In the year following the dreadful Plague o f  1 636-37, evil spir i ts  
from Angmar and Rhudaur entered t h e  Barrow-downs .  In th is  way 
the mighty Witch-king perverted and reinvigorated t h e  fallen 
princes of Cardolan, making evil ghosts of them,  and slaves of h is  
will . Their  power i s  l imited to the  downs and is  only  effect ive with in  
the  barrow or out of doors during the  night , but st i l l  t hey serve t heir 
horri fic purpose . After t wo shepherds disappeared upon the downs 
the  Bree-Ianders soon learned of the  danger; Gandalf cautioned 
people against  ven t uring onto t he downs after darkness had fal len . 

The Bree-landers prudently heeded t h e  warning,  and only t h ree 
reckless souls have been lost upon t h e  downs since t hat t i m e .  
Travellers are warned against them, a n d  children have heard 
enough t o  know better than t o  play on the mounds. Most children 
west of the hi l l  are not permitted to play u nsupervised , for fear that 
as part of some sil ly game they may ven t u re upon the Barrow
downs. The people of Bree-land do not live in perpetual fear of t h e  
wights ,  for by t h i s  t ime t hey have learned t h e  l imits  of the wights' 
power and take sensible precaut ions.  Being farmers very few of 
t hem really have any natural desire to play the  hero. 

At first glance the  presence o f  wights upon the downs seems 
almost meaningless . They hurt very few people, and even the terror 
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they inspire is  wearing off. B u t  t h e  wight s  dwell upon t h e  Tyrn Gor
t had for a purpose other t h an t hat of harassing an occasional 
traveller. The wights are symbols t h at point t o  the waning of the 
Dunedain of the  North since the  coming o f  Angmar; the men o f  
Art h edain now lack the  strength the  keep t h e i r  ancient graves free 
of u nclean spirits.  

Those who encounter the  wight s  must  resist versus the  terror.  If 
t hey fail  they are paralyzed with  fear and unable t o  move. Only 
great power, luck, sel f discipline,  or presence can salvage the u n for
t unate.  After all, flight is  often the best recourse, particularly since 
the touch of a wight is m uch l ike  that of a NazgGl:  cold , l ifeless, and 
ki l l ing.  It yields a deep sleep t hat can only be magically broken ; 
otherwise the  vict im wil l  never awaken . When stricken , t he u n for
t unate victi m  d reams of the final hours and the most terrible 
moments o f  the original i nhabitant of the tomb. Wights normally 
carry their victims into the  barrows and deck t h em with jewels, and 
t hen perform a ritual sacrifice. 

Wights appear as dar k ,  shadowy h uman forms with eyes akin to 
fai n t  l igh t s .  They i n h ab i t  t h e  same world as t h e  d readed 
Ringwraiths  and are d ifficult  t o  perceive as anything other than 
dark shapes . I f  seen with  the  power of the  One Ring or with  other 
special magics, wights seem t o  take the  tattered forms of great lords 
of men with cold cruel eyes. 

Wights are extremely difficult to maim and ki l l . They can be 
harmed wi th  non-magic or magic weapons,  but use the large 
creature critical strike t able. Magic weapons deliver double the h i t  
damage when employed against  t h e m .  Crit icals effect wights i n  a 
minimal way, since wights cannot bleed to death .  They m ust  be 
given over maxim u m  hi ts  or be i mpaled in t h e  heart to die.  They 
wield + 20 evil swords which contain the same sleep spell that the 
wights use as an inherent power. In order t o  completely destroy a 
Barrow-wigh t , t h e  spell laid upon the barrow must be broken and 
t he wight m ust  be d ispelled . I f  the spell upon the mound remains 
unbroken, the barrow will shortly be reoccupied by another wigh t .  

T o  break t h e  spell upon t h e  barrow, the  treasure must b e  left free 
for all finders, although the slayer is permitted to take a few items 
from the hoard. Treasures i n  t h e  haunted barrows are cursed and t o  
t a k e  t hem for onese l f i s  t o  i n v i t e  a terrible doom; the  taker w i l l  even
t ual ly be t ransformed into a minor Barrow-wight .  To take all o f  t h e  
t reasure for a purely good purpose would also break the spel l .  

N OTE: Part o f  the dispelling ritual o f  the wight 

demands that they be killed for the right reasons, i.e., 

because it is an evil creature and not because it has 

some treasure that the slayer desires. Such an action 

would lower the adventurers to the level of evil of the 

wight and make the monster impossible to dispell. To 

kill a wight and to recover an ancient sword desired by 

the Dunedain is acceptable; of course the slayer is 

himself entitled to a treasure or two. Under no cir

cumstances should they be greedy. A GM who sees the 

signs of greed in the player characters should act ac

cordingly. Besides, if one wished to be truly technical 

about the possession of the treasure, it legally belongs 

to the king of A rthedain, who is the heir of the kings of 

Arnor and a descendant of many of the men and 

women buried upon the Tyrn Gorthad. 

The K i ng of Arthedain has issued a decree forbidding people to 
vent u re upon the downs after d ar k ,  or t o  d isturb any o f  the  barrows 
upon the downs unless he commands otherwise. Gandalf the Grey 
could persuade t h e  k ing to give permission if the wizard t hought 
t hat a group was suitable for undertaking a quest upon the downs. 

Wights can only be dispelled by very powerful magic . Their 
presence is  due to the  charms of the Witch-king, and t heir own in
t ri nsic power often exceeds 20th level. Thus, adventurers attempt
ing to cleanse the  greater barrows will need the aid o f  strong spells 
or a spell user. Those such as Gandalf or Tom Bombad i l  might ven
t u re by accidently,  but the circumstances would be u nusual . These 



are remote figures of power who work subtly or within the confines 
of specific or random locales. Neither would come forth unless 
previous arrangements were made; and in the scheme of things, 
t hey only employ that power necessary to right the balance. I n  addi
tion, Bombadil is a fellow of the Old Forest and leaves only upon 
the bidding of those few he calls friend . As for the powerful Elves, 
t hey believe in letting humans handle their own problems and lend
ing a helping hand only i f  i t  is absolutely necessary. 

Non-player characters such as Gandal f and Glorfindel should act 
more in the manner of counselors, allowing the players to make 
their own mistakes and hopefully let t hem learn from the results.  
They will also obviously not send into one of the tombs people who 
have no chance against a Barrow-wight .  They, like other wise 
counsel, will emphasize one resort : should someone be trapped in a 
barrow, there are plenty of magical weapons lying about . 

I n  The Fellowship of the Ring Tom Bombadil sent the Hobbits 
onto the Barrow-downs during the daylight , for the wights have no 
power during the sun's hours.  Creatures of the Shadow-world are 
blinded by the sun; they lose form and retreat to the darkness. 
Wights are no exception . Of course, the term daylight means ex
actly t hat ; spells which simulate sunlight will not affect wights .  So 
there can be a safe time, albeit fleeting. When darkness falls it is best 
to stay on the Greenway or Great East Road, highways that skirt the 
edge of the downs .  Greed is riot a good reason to leave them .  The 

chances of meeting a wight upon the downs at night are 95 070 ,  since 
the foul creatures have an acute sense of hearing and can sense the 
warmth of l iving souls nearby. 

There are three ' varieties of wights upon the downs: greater 
wights, lesser wights, and minor wights.  The minor wights occupy 
the cairns of the First Age, guarding the few treasures wit h i n .  The 
hoards within these tombs are quite small ,  since t hey were placed 
there before the Edain had the opportunity to learn various skills 
from the Noldor of Beleriand.  These wights are t here to taunt the 
Dunedai n ,  not to guard a valuable treasure, since there is litt le 
magic in these mounds. 

5.31 MAJOR WIGHTS 

These inhabit the tombs of the Kings of Cardolan, of which there 
are few .  

Level/# Sz/Sd Hits AT D B  Melee OB Crit Table 

25-30/ 14 mlm 1 70-220 19 30 1 50-200 S. Large cr. 

Spells: Fear, 60 ft radius; Paralysis and Sleep, upon touch; Return
ing, unless dispelled, a major wight returns i n  t hirty-six rounds.  

Weapons: + 30 evil longsword (Is) with an embedded Paralysis and 
Sleep spell . In order for the weapon's spell to take effect the wight 
must give the victim a critical strike. 

5 .32 LESSER WIGHTS 

These haunt the tombs of the Princes of Arnor and Cardolan and 
the greater of the ancient Edai n .  

Level/# Sz/Sd Hits AT DB Melee O B  Crit Table 

1 5-20/50 mlm 1 00- 1 50 13 30 70- 1 20 Large cr. 

Spells: Fear, 30 ft radius; Paralysis and Sleep, upon touch. 

Weapons: + 20 evil longsword with an embedded Paralysis and 
Sleep spell .  

5.33 MINOR WIGHTS 

The minor wights guard the more modest barrows, many of 
which are clustered i n  groups along the down ridges or on smaller 
hillocks. They rarely venture outside. 

Level/# Sz/Sd Hits AT DB Melee OB Crit Table 

1 0- 1 51 1 00  mlm 70- 1 20 9 30 50- 1 00 Large cr. 

Spells: Fear, 1 5  ft radius; Paralysis, on touch . 

Weapons: + 1 5  evil longsword. 

Minor wights are obviously the dregs of undead society, for 
which Sauron has no other use but minor haunting. They are, 
however, excellent practice for the inexperienced adventurer. 
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6.0 BARROW LAYOUTS 

As noted above, there are literally h undreds of tomb sites on the 
Barrow-downs. Most  are simple mounds of rock and rubble 
covered with earth .  Others are elaborate grassy h illocks mounted 
on the higher hills and decorated with cairns or great spikes of 
stone.  Many of the greater barrows are surrounded by smaller 
tombs built for retainers and relatives. Their connecting t u n nels act 
as labyrinths ripe for adventurers. 

Edain Conservatism 

The Edain and Dunedain often reused names, especially in royal 
families. This is due to a great reverence of the past and, in par
ticular, their ancestors. They have at least t h is one th ing in common 
with the Dwarves, and this conservatism is carried into the architec
tural themes. Barrow construction shows a very slow evolution. 

Certain features can be found i n  nearly every major tomb and we 
ignore constant references to them . For instance, most passages 
have six to seven foot ceilings and the majority of chambers have 
twelve to sixteen foot vaulted roofs. Earlier barrows employ 
vaulting which is based on intertwined pointed arches rather than 
true curves or rounded arching. 

The Edain and their Dunedain descendants preferred stone trap 
mechanisms which block the i ntruders entry or exit .  Falling cei ling 
blocks and complex pit mechanisms are the norm i n  the  barrows. 
Practical economy led to a reliance on gravity and this concept, 
together with a bit of cleverness, led to the construction of devices 
which were set i n  motion by excessive weight .  A simple stick will not 
do to uncover these pitfalls. 

The Lure of Treasure 

The state of the barrows is not static; wights are perfectly capable 
of opening chests and playing with the baubles contained within . 
Often,  in fact, the  treasure wil l  probably have been removed from 
the chest and laid in piles upon the floor. They also have a 
preference for opening the doors of the barrows at nigh t ,  in the  
hope of enticing visitors. Normally, the  exterior locks need only  be 
picked during the daylight hours. 

The j ewelry items include a broad range of t h i ngs from 
necklaces, bracelets, rings, etc . ,  to belts, jewelled swords, helms 
and daggers. The superb workmanship of these items is un
mistakable to one of the Dunedain and will  undoubtedly evoke 
comment if the  market should suddenly become flooded with them. 

6.1 E DAI N BU RIALS UPON TH E TYR N  GORTHAD 

Fifteen lords and ladies of the Edain nobility l ie i n  cairns on the 
downs; i n  addition , twenty-three lesser burials also dating from the 
First Age are grouped here. There are also three special barrows 
built near the conclusion of the First Age which contain the remains 
of bold Edain warriors who fell in the final battle against Morgot h .  
Eight Kings o f  Arnor, six lords o f  Arthedai n ,  seven lords o f  Car
dolan and a n umber of other lesser lords and ladies have been laid to 
rest upon the stark downs. Many of the lesser tombs are clusters 
with narrow i nterconnecting passages, but the majority of barrows 
are in groups of modest, isolated tombs. 

The Edain tombs are marked by their relatively simplicity, for 
they were built in the Elder Days. 

6. 1 1  THE MOU N D  OF PRINCES 

This most magnificent and unusual barrow holds the remains of 
three Edain princes- who fell in the War of Wrath .  The burial vault 
was erected by the Noldor as a monument to their bravery. It was 
meant to stand as a reminder of the ties that bind the Edain to 
Middle-earth and to remind all of the terrible losses of that long and 
brutal First Age war. 

The Mound of Princes is the largest monument upon the Barrow
downs and is topped by a large ring of enormous standing stones. 
The interior of the tomb equals i n  elegance and riches the finest 



tombs of Numenor. The walls and floors of th is  tomb are covered 
with t h e  finest marble. 

Three major wights haunt this complex. 

A. Passage to the main tomb. This e n t  rance is barred by a magical door. Some keys 

are undoubtedly in the hands of Ihe Wise. bUI they are never circulate d .  The 

wights do nOI care, howeve r; I hose concerned wilh Ihe haunting know ope n i ng 

spel ls .  The 30' passage slopes down 10 Ihe main lomb. 

B. Central chamber. A magic crystal orb suspended from I he ceiling fills Ihe 

chamber wilh l ight .  The orb is made of the clearest lae n ,  glisle ns wilh pure lighl, 

and hangs suspended from a milhril chain. 

The walls of  Ihe chamber are covered wilh engraved, ornale inscriplions in  

Quenya, Sindarin and Adunaic. One set of e n gravings le l ls  of I he history of the 

House of Bear and ils grealest heroes.  Other walls describe Ihe deeds and lineage 

of the princes laid 10 rest wil h i n .  These inscriplions are magical; if the lext is too 

long 10  fit upon Ihe walls, Ihe engraving shifts 10  allow for the ent ire story. An or

dinary observer would have no idea of Ihis,  of  course. 

Prince s  have bee n laid 10 resl in three smaller chambers which adjoin Ihe main 

room. The chambers are decorated in  a similarly e laborale manner as Ihe res I of 

the lomb, and each is barred by a heavy door Ihal is magically locked. Glorfindel 

of Rivendell has the only key, and only she knows Ihe word thai i f  spoken ,  will 

open Ihe door. Eve n wighls have bee n unable to penet rale these inner chambers, 

for the spells  protecling I hem are too slrong. Each chamber is furnished wilh an 

enormous and bejewelled bed bUI olherwise bare of furnilure, bUI for some 

chests. 

C. The Tomb of Ostoher and Silwe . -Long ago, OSloher was slain ball ling a dragon; 

Silwe soon after died of grie f. The couple lies on an ornale , canopied bed :  

OSloher in  full bailie dress, Silwe i n  long silver robes decked with jewels .  Both 

bodies are per fecl ly  preserve d .  

lIems upon Ostoher: 

I .  + 30 galvorn chain mail: that wears as full plale (AT 20) wilh no movemenl e n -

2.  

3 .  

4.  

5.  

cumbrance . 

Malching be l t :  of galvorn and lae n ;  caSIS Ihe spe l l  of sudden light 3x per day. 

Magic hal :  acls as full helm; casls spel ls  of  Long Eye and Long Ear 3x per day. 

+ 20 mithril shie l d :  once a day bearer can use ils Defleclion spe l l ;  any missile fired 

upon Ihe casler subtracts 100.  
Elven cloak: w i t h  permanent spe l l  of Self-cloaking; + 75 to  hiding bonus and 

+ 20 10 Armor class. 

6. Boots of  Landing. 

7. Sulring: a + 30 longsword forged in  Gondolin; il delecl s Ihe prese n ce of orcs, 

trolls, wighls, wargs, dragons and ol her servant s of Sauron wilhin a radius of  one 

mile .  Sulring also slays I hese fe ll  crealures, and e nables Ihe beare r 10 roll on I he 

slaying t able when fighting large or superlarge creal ures, regardless of t he crilical 

i n flicted. The sword is intelligenl and has Ihe power of speec h .  

lIems upon Silwe: 

I .  Milhril headband: sel with a green emerald; Ihis headband will triple the power 

points of any good person who can Ihrow healing spel ls ,  regardless of profession; 

il also e nables the user to ulil ize an addilional 33 pp of firsl I h rough lenlh level 

healing spel ls  whelhe r or not Ihe wielder can cas I Ihe spe l l  i n t rinsically. 

2. 

3. 

4. 

5. 

6. 

7. 

Milhril and emerald ring: + 30 bonus t o  wearer's DB. Analyzes all herbs and 

poisons. 

Cloak pin: allows the weare r 10 speak Entish.  

Milhril  and emerald necklace : L i fe keeping upon Ihe wearer however long and 

often il  is required; i t  allows Ihe wielder 10  cast any Ihirtielh leve l healing spe ll (ex

ce pt Lifegiving) once a day. 

Milhril  be l t :  The buckle contains a compartment that preserves I h ree doses of an 

herb indefinilely. The bel t  can also Ihrow t he spe l l  resloral ion true I wice a day. 

Silver robes:  bestow AT 4 (sofl leal her -20) on the wearer.  

Mithril  cup:  set wilh emeralds; triples I he e ffeci of any herb; worth 25 mp. 

The wallsof thechamberare l ined with chests filled with 7000 gold pieces wor t h  of gold, 

silver and jewe lry. 
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Three chests are magically locked .  They are extremely hard (30) t o  pic k ,  but they are 

nOI trappe d .  These chests are small, e nchanled ,  and al l  bUI  impossible to move . 

lIems in Chest One: 

Magic books which belonged 10  Silwe are preserved in  Ihis chest .  

I .  The Book 0/ Elements: This book is bound i n  dark grey leather; ils cover is em

bossed in  gold lellers and reads, i n  Quenya, "Oflhe Eleme n t s . "  The e n t i re.lext is  

in  Quenya and can only be used by folk fluenl in  I hal language . The lext  conlains 

rune s o f t he first t o  thelhirtY-l hird level oflhe followingSpe l l  Lists: Fire Law, Ice 

Law, Earth Law, Lighl Law, Wind Law and Water Law. Each rune appears on 

ils own page along with an explanalion of the nalure and e ffecls of  the spel l .  Also 

included are explanations of how 10 learn and memorize Ihe spel ls .  A bundle of 

nOles in  Quenya and skelches of lhe runes are contained inside the front cove r ,  

wrille n by Silwe, apparent ly,  in  the course of h e r  sludies. 

2. Lealher book: wilh two u n k nown runes upon il; high Noldor would recognize 

Ihem as t he Valinorean symbols for ESle and Irma. This book appears 10 have 

bee n placed in Ihe lomb al a later date, perhaps for safe keeping by Ihe Faithful. 

Any Naldo will recognize the text as one wrillen in  Valinor in  Quenya. Vilya. 

Designed t o  leach spe lls 10 sludents ,  the runes cannOI be used or burned off, only 

maslered or ignored. The lext is extremely lengthy and contains detailed explana

t ions of  the nal u re of magic. Learning is hastened and any roll for a spell iisl ex

plained within receives a + 20. Those unacquainted wilh Quenya will be unable 

10  use i t  e ffecl ively, howeve r. II contains passages on Ihe following lisls 10 Iwen

I iel h leve l :  

General Channeling: Nature's Lore, Nature's Movement, Spell De/ense, 

Sur/ace Ways, Protections, Detection Mastery, Sound/Light Ways, 

Calm Spirits; Animist: Direct Channeling, Blood Ways, Bone/Muscle 

Ways, Organ Ways, Animal Mastery; Bard: Lore, Item Lore; General 

Essence: Spell Ways, Essence Percept ions. 

lIems in Chest Two: 

I .  Three magical + 20 bow strings: pe rfeclly preserve d .  

2 .  Three + 1 8  magic shortswords: delect orcs al 330 feel.  

3.  Elven spell-enchanted rope : 300' feel ; I h e  user c a n  cause I h e  rope 10 move in  any 

manner and to lie ilse l f in knols, but it cannot allack a living be ing. I f brought in

to conl acl with an evil be ing, Ihe rope will i n flici 1 -3 hits per round. 

4. Flint and linde r :  will  instantly slart a fire with any kind of wood prese n t ;  flame 

will  slart low and spread normally. 

Ilems in Chest Three: 

I .  + 20 magic bow: short bow that acls as a long bow, reloads once per round wilh 

no pe nalty. 

2. Fi ftee n + 20 magic arrows. 

3 .  Amulel of  the Eagle-tongue : invokes frie ndship wilh the greal birds and allows 

user to summon an eagle from up to Ihree miles away for a good purpose once per 

day. 

4. Elven cloak: + 30 10 hiding. 

5. Small round shiel d :  + 15 versus melee ; + 30 versus missile s .  

Imrahil was slain l o n g  ago b y  a balrog, a n d  h i s  body, clolhed in  elegant bailie dress, 

lies upon an ornale bed. 

Items upon Imrahil: 

I .  + 30 galvorn chain mai l :  wears as full plate (AT 20) wilh n o  movemenl subt rac-

2. 

3. 

4. 
5 .  

1 .  

2. 

3. 

4. 
5. 

6. 

t ion.  

+ 30 magic shield sublraCIS 30 from all heal crilicals. 

+ 25 magic helm wilh the spe ll  Long Eye upon i t .  

+ 25 milhril sword t h a i  delecls orcs a n d  olher e v i l  crealures. 

BOalS thai allow I he wearer 10 wind-run and wind-walk al will .  Three chests in 

Ihe chamber are filled wilh 7000 gold pieces worth of gold and jewelry.  

lIems in the Tomb of Baragor 

+ 30 galvom full chai n :  wears as AT 1 3 , prOlects as full plale (AT 20) wilh a DB 

of + 20. 

+ 30 magic galvorn helme t .  

+ 3 0  magic Shield of Lightness: we ighs b U I  a lb. 

+ 25 magic longsword: slays orcs and trolls.  

+ 25 magic mithril  spear:  rei urns one round after il is Ihrown. 

BOalS of  Moveme n t :  each power is usable once a day; allows one 10  leap horizon

lally 75 fee t  or vertically 15 feel ; allows one 10 land safely from falls of  up 10  50 

feel ;  allows walerwalking for I min/lvl of  weare r .  

The Elves who buill th is  tomb were dele rmined 10  proieci i l  from I h ieves, yel al the 

same t i me ,  Ihey realized thai the desce ndanls oflhe Edain mighl some day have need of 

the magic Ihal lay wil h i n .  II  is for Ihal reason Ihal Glorfindel has Ihe keys 10 Ihe lomb, 

so Ihal t he ilems might be retrieved and used for a legilimale cause . Gandalf and all of 

t he Wise are aware of I h is stale of  affairs and approve . 

Should someone e n te r  Ihe lomb wilhoul lhe keys, he wil l  find all items shrouded in an 

eerie mist . They radiale magic, bUI are protecled by a Word of Kee ping sel down long 

ago. Should t he y  be taken by one who does nOI ulle r t he Word, Ihe laker musl resisl lhe 

5th leve l curse or  fall in to a coma for 1 - 1 0  hours. (A roll for each ilem is in  orde r). Once 

laken from Ihe barrow proper the ilems lose 10 from any associaled bonuses, but no 

other pe nally is evide n t .  Those knowing Ihe Word, Ihe Wise, will be aware of any of 

t hese ilems within 30 miles of Iheir persons. 

The Mound of Prince s  conlains the richesl treasures upon all of  the Barrow-downs 

and magic Ihal Sauron is delermined 10 keep from the oUlstrelched hands oflhe Dune-



dain.  The Necromancer, taking no chances, has stationed three powerful servants 
within the tomb.  

Two n lh er  barrows l ie in the hi l ls  nanking the  Mound o f  Princes. They are  long and 
lo w,  wit hout ent rances, and contain the  bodies o f  t he soldiers who fel l  i n  t he final bat
tie. 

6. 1 2  THE COMPANION BARROWS 

As ment ioned earlier,  t hese barrows are quite simple in design 
and construct ion.  They lie clustered in the eastern section of the  
downs and number thirty in a l l .  Time h as worn down the mounds so 
t hat t hey are no longer more t han fifteen feet high . The contents of 
the mines are of l i t t le interest to adventurers; the skeletons wi th in  
have long si nce crumbled i n t o  dust . None of t h ese mounds has  ever 
been plundered , although t h e  stones sealing t heir ent rance col
lapsed long ago and exposed passages only partially blocked now. 

6. 1 3  BURIAL CUSTOMS OF THE EDA I N  

T h e  Edain w h o  l ived near t h e  Tyrn Gorthad were cult urally 
civil ized but  not technologically advanced . They did master a 
simple iron technology : hunt ing and farming, and shaping gold and 
enamel jewelry of complicated , int ricate designs. The Edain buried 
t heir royalty and nobil i ty in  t heir best robes with a few favored 
i tems: a favorite cup,  necklace, sword , etc.  Even members of t h e  
royal household were buried wit h l i t t l e  t reasure, for t h e  bulk  of 
t heir belongings was passed on t o  t h e  next generation . Anyone ex
ploring one of the First Age barrows in T . A .  1 700 will find only a 
few ,  scattered t reasures of gold and remnants of swords and other 
weapons, copper and bronze i tems - badly decayed - may also be 
discovered . There is  no magic in First Age tombs; t herefore, t h e  
wights who haunt them are i nsign i fucant i f  pesky .  
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Below is a l ist ing of all of the  First Age mounds and the n umber 
of bodies t hey contain . Also included is  a brief description of t he 
contents. Pi t  barrows, which are inaccessible and unhaunted, will  
be iden t i fied and described . See the  schematic for the locat ion of 
each of the  barrows. 

6 . 1 3 1  THE TOMB OF BREGOR, l . A .  1 10 

This t om b  contains the  remains of four ancient Edain k ings and 
their q ueens. (The Kings were Bregor, Bergun d ,  Hurn and Benor . )  
About one h u ndred pieces o f  gold remain i n  t h e  tomb along with  
silver jewelry and weapons. The tomb is  single-chambered , t h e  en
t rance partially blocked by fallen stones, and is  haunted by a minor 
wigh t .  

6. 132 THE TOMB OF BARAGUD 

This t h ree-chambered grave holds what's left of Baragud and his 
fami ly .  About 1 50 gp of t reasure remains within.  The walls of t h is 
tomb have been carved with strange haunting patterns, and t h e  en
t rance is completely blocked. The Tomb o f Baragud is  haunted by a 
m inor wigh t .  

6. 133 T H E  TOMB OF H A M A  A N D  BELGOR 

These two k ings lay with t heir families i n  a double-chambered 
tomb.  The first chamber is empty and serves as an anteroom ; the  
second holds t h e  remains.  About  300 gp worth  of jewelry and cups 
lay here . The passage is  cleared of large stones, which are strewn 
about the entrance. M nce the walls of t h i s  tomb bore pai n t i ngs. 
They have long since faded . 

The tomb is haunted by a lesser wight.  

6. 134 T H E  TOMB OF BER N ,  BEORN AND BARAN 

Three r ich k ings rest here.  400 gp o f  gold objects rest near t hem in 
th is  double-chambered t o m b .  The k i ngs lay in the rearmost 
chamber, with t heir t reasures. This t omb is also haunted by a m inor 
wigh t .  

6. 135 THE TOMB OF BARAN 

This simple unhaunted chamber holds only t wenty gold pieces of 
treasure . The ent rance is  blocked by stones. 

Tombs 6-28 are all  pi t  graves and unhaunted. 

-
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6.2 ROYAL BU RIALS O F  ARNOR 

T h e  Kingdom of Arnor was founded i n  S . A .  3 3 20, b u t  w as not an 
independent state u n t i l  T . A .  2. It was at t hat t ime t hat Isildur and 
his eldest t h ree sons perished . From t hat t ime on Gondor pursued 
her own course . 

6.21 VALANDlL, T.A.  249 (29) 

The fourth  son of Is i ldur,  Valandil was t h e  first King of Arnor t o  
b e  buried upon t h e  Barrow-downs. T h i s  barrow is large and 
i m posing, t hough not so magnificent as t hat of t he mound of 
princes . 

A .  

B .  

One major wight  haunts t h i s  tomb.  

Ent ran('r. T h e  barrow h a s  1 1 0  door . a n d  the entry is supported by hug.e heavy 

l imber.  

Hall .  TCIl  f"cel wie le .  and ( wenty  fecI long; t he !lonr and cei l ing arc l i ned w i l h  

sI1100 1 h  grey s lone.  

Pil lrap. Triggered by 50 Ins i n  weig.h ! .  A s('''en 1'001 sectioll o f t he corridor d rops 

nul  d u m pi ng peop le 30 fecI Oil 1 0  slce] spi kcs (crush + 30 a nd 1 - 1 0 + 30 mount ed 

iallL'cs ) .  The 1100r sl ides had: i n t o  place. covering t h e  u n fort unat es . 

D .  K e y  holt',  W i t h  t h e  proper key a h a l f  t u rn t o  [ h e  r i g h t  wi l l  disarm t h e  p i 1 ( ra p .  

E .  Cl'nlral rhamher. 30 fect i n  diameter.  Valancl i l  and h i s  queen Fhldudus arc la icl l o  

res! u pon a .� i l l lplc (ouch:  t he couple is  dressed in  royal robes. S ix  chests l i ne t he 

,,·a l l,  of t he chamber. Each L'llesl i\ locked w i t h  ." ingle  padl()ck � ;  mediu l l l  (-0) t o  

open.  

I lems upon Valandil: 

I .  N u menorean chainmail :  + 25 (AT 1 5 ) .  

2 .  Numenorean Longsword: + 2 0 ;  + 25 against orcs a n d  t rolls; detects evi l .  

3.  Nllmenorean dagger: + 1 5 .  

4 .  Elven Cloak o f  Lot h lor ien : + 5 0  for h id i ng .; + 1 0  for leaping, landing, and 

diving.  

1t('IllS lIl)on Finduilas: 

I .  .!ewelled comb: Kecp� h a i r  perfec t l y  i ll r lace; wort h 25 gpo  

2 .  \A/oven NI'lIlleliorean g o l d  bel l :  S e l  w i l h  gems w o r t h  50 g p :  add s  + 5 t o  t h e  

wearer\ presence. 

Eh'en cloak o f  warml h. "eep", I he wcarer sa fe and com j"ort ab lc i l l  \,·cat her up 1 0  

-.10 degrees f: + 2 5  !O R R \.",. cold a l l ac k � .  

Ilems in Chesl One: 

I .  Two + 1 5  short s\\-'ords: N tl lnenorean work mansh i p . 

2 .  M i t h ri l  chain ma i l :  AT 1 9  t-20). 

J .  
4 .  
5 .  

Ten + 1 5  arrows. 

+ 20 mi t h r i l h e l m :  50010 chance i l  negales result o f  hcad cr i t icals.  

Pouch:  keeps t h ree doses o f  any herb fresh, and conlains t h rec doses o f  A the/as. 

1It.'llls in (,h('si T \\ o :  

Th ree aITO\"", o r  Trol blaying.  

2. Harp:  pl'rfcc l l y  i n  t U llC ,  \\· i l l l  u n breakable <. ,Iring", (gu t )  and wort h 7 )  gp.  

l�enUlind('r o r  t ilt' rhl'slS l'ol l l a i n  a t o t a l  of 1 .000 gp ,,·ort h o f  bL'<.l ll l i fu l jcwclry and 

gem..,. wonder fu l l y  w orkcd.  

6.22 ELDACAR, T,A .339 (30) 

Eldacar shares t h e  tomb with h is queen Namarie, one of h i s  sons, 
and a daught er.  The tomb is  much l ike t hat of his fat her ,  but has 
t h ree chambers. 

A major wight hau n t s  t h is t o m b .  

1\ .  Enlrant·(' : Hea\·y woodell a n d  �tccl rl' i n forced door, lod.,cd. The lock i�  a 

mediulll I1l(UlCll\'('r roll  10 pid·, 

B .  Main passag('wa� : [ \\TI l IY  rcci long . 

C. SIt'el I'mt,·ullis. 

D. M{'rhanism for raising I ll(' l)orII'Llllis: Thc IllcL'hanj�1l1  J lll l .'>! be locked wil h I he 

proper key or t he port l' ul l i " \\'il l  rapid ly  (Ic�l'encl "i, rOllllc.b a flcr i t  Ita" beell 

rai�cd, t h ereby <.,ea l ing people wi l il i n  t h e  l'l'l1 t ral  chamber .  

F.  C(>Tllral l'harnhrr: I )' i n  diameter.  Eldacar and the Ll llce l l l ic 011 a l'lHlch i l l  t he 

l'l'Il ICr of t h e  chamher.  They arc covercd ,,· j t  11 jewc1...,. and a large dIe..,1 . ..,il .... al I he 

foot or t he bcd . Ilankcd by t \\"o "Illalkr chl'<"[ � .  

1It.' llls on EhhH:�Ir: 
I .  + 25 m ag iL' L'hain mai l  ( A T  1 5 ) .  

2 .  

. 1 .  
4.  

+ 25 m ag ic ... h i e l d .  

+ 20 m ag ic sw ord I h a l  dCl ect s orc� in  a olle m i le rad i ll� . 
Dragon � k i n  h e l m :  + 20 bmw, to wcarcr\ R R  \ cr-"u" all l1eat a t t aL''' � .  Sl lht ract � 

20 from heal nil ical rol l,.  

) . + I )  lllagiL' dagger. 

I .  M agic comb l il a l  keep h a i r  pl'rfe(( I�' i n  place. 

R ing o f  B l i ndi ng;  a rrcl'\.'" OIlC target w i t h i n  1 00': largct Ill llst rc"j\1 or bccomc 

blind for 1 · 1 00 I'd",: RR failurc by more than 1 00 rc-" u l t "  i n  permanelll hl ind ll c..,", : 

lhahle t wlL'e per day . 

2 1  

l1ems i n  Large Chesl: 

The keyhole of the chest is t rapped and very hard (-20) to detect . A needle t ipped with a 

fifth level dose of t h e  poison K l y l u n  wil l  be fired should someone allempt to pick th e  

loc k .  People who fai l  to resist fall i n  a coma for  t h ree days. Those who fail lheir RRs b y 

more than 1 00 are  in  a coma indefi n itely.  

I .  + 20 magic Nlllllenorean h U 1l 1  ing. k n i  fe. 

2. + 15 longsword , det ect s I ro l ls wit h in l h ree m i les . 

3 .  + 1 5  com pos i te bow . 

4. Three + 20 Nllmcnnrean long k n i vcs t h a I  can be lIsed as + 20 short swords and 

can he t h rown as + 20 daggcrs .  

l 1ems in I he Small Chesl on Righi: 

I .  Tray wi th  compart ments.  Contains a variety of  di fferent shades o f unguenls and 

makeup; (eyeshadow, blush etc).  The containers are magical; they can never be 

used up. Once applied, makeup used from t he container w i l l  last I day and can be 

ahered with a round o f  simple coneen t rat ion.  The makeup adds a + 25 bonus for 

2. 

3.  

any disguise. 

Small  round m i rror.  When he ld al a full arms lengt h . t h is mi rror acts j ust l ike a 

fu l l lcng t h mirror.  W hen 51 ruc k h ard aga i nst an object an encircling blade springs 

fort h from t he edge \\,Ihidl aclS  as a + 5 broadsword. The blade retracts im-

mcd iatc ly . 

Jewelled com b . Jt automatically rcmo\'es tang les and is worth 30 g r .  

4. 500 gold pieces of jewelry. 

l1ems in Chesl on Ihe Lerl : 

I .  750 gold pieces worth o f  beaut i ful jewelry. 

E. Side ehamber: Contains t he bod y o f  t he pri nce, and a single small  ches! . 

l1ems upon Ihe Prince: 

I .  + 1 5  magic chain mai l  (AT 1 5) .  

2 .  + 2 0  magi c  broadsword. 

3. + 15 magic short bow; has unbreakable bow str ing.  

4.  Eighteen + 15  magic arrows. 

5. + 20 magic shield. 

l1ems in l he Chesl: 

I .  200 go ld pieces of royal jewelry. 

2. + 10 magic chain mai l .  

F. Side chamber: Contains the  body o f  t h e  princess and two chests. 

Items upon Princess: 

I .  Cloak o f  Lothlorien with matching brooch. 

2.  

3. 
Ruby neck lace Anim ist spell  device, t riples power points .  

R i ng, the  spel l  of t ree door (Allow caster t o  enter one t ree and exit  from another 

1 00' per level away . ) .  

Items in t h e  Chest I :  

I .  

2 .  
W a n d  o f  herbl",e. 

Wand o f enhancemen t .  Doubles potency o f  any herb. 

J .  Tcxt i n  Qucnya con t a i n", I h e  complcte runes of A n i m ist and cleril'ai spel ls 1 0  
I wcnt y-SC\·cllt h Ic\·cl .  T h e  tex t  is  for s t  ucly on ly ; I he runes can n O i  b e  burned ofr. 

l1ems in Ihe Chesl 2: 

2 .  200 gold pieces wort h o f  jewelry. 

6.23 ARANTAR, Son of Eldacar, T.A.  435 (3 1 )  

A ranlar commanded a simple burial , and h i s  barrow i s  ent i rely in 
k eeping with his  commands. U n l i ke h i s  predecessors, Arantar is 
buried only w i t h  his  weapons and armor. 

One lesser wight haunts  t h is  tomb.  

A .  I'assagcway . 7' l o n g .  3 I/� ' w icie . a n d  7'  h i g h .  

B .  Square chamber. 1 0' oX 1 0' x 7' .  Contains t he body o f  Arantar.  

Items upon Aranlar: 

I .  
2. 

3.  

+ 20 mag ic broadsword . 

+ 20 ful l  sh ie ld .  

+ 20 ch a in mail  (AT 1 5 ) .  

6.24 MIRETAR, T . A .  400 (32) 

Queen Mirelarwas the wife of Arantar .  The elaborate funeral t h e  
k i n g  denied h imself he lavished on his  w i fe.  T h e  t o m b  is  ident ical t o  
t hat of Arantar, but beaut iful t apest ries cover the  wall . 

A .  
B .  
C .  

A lesser wight haunts t h is t o m b .  

He.\'� door. Wood a n d  stcei.  I t 's lock i s  ext remely hard (-30) t o  pic k .  

Entr�· ha l l . 7� l o n g ,  w i t h  a 7' cei l i ng . 

Hidden l'anel. Covers a kcy hole.  When t he proper kcy is i nscrted and t urned, all 

t raps i n  t he lomb arc d isarmed . A turn in  Ihe opposite direclion \vi l l  open t he p i t  

t rap t D ) .  Thc lock is  ext rcmely hard ( -30)  t o  d isarm without  the  key.  

D. Pi1 lrap. Activated by 50 Ibs of weig h ! .  There is  a twenty foot drop onto steel 

spikes poisoned w i t h  Yavin Curlh. The 7th dose will send victims who fail t o  

resist i ll i O  a coma I hal crascs t hc ir  memory (and experience) for t he past week. 

Thc roof of t he ri t  t rap closes swi ftly . t rapping people below t he noo ... 
F .  S(llOtH' l'ilal11hrr. 1 0' '< 1 0' '< 7' .  I I  c o n t a i n s  t h e  body o j '  qucen M iret ar . T h e  walls 

hold t h ree beau t i fu l t ape't rie, . Three smal l  chest s holcJ gems wor th 300 gpo  



Items upon Mirelar: 

I .  Ruby Pendant of Herblore: Usable 3x a day: wort h 50 gpo 
2 .  M i t h ri l  comb: Removes or inserts tangles and cur ls  w i t h  1 rnd of concen t rat ion 

and combing; wort h 70 gpo 
3.  Elven spindle: Spins fine t h read at 3x normal rate .  
4 .  Elven m i t hri l  bobbi n :  Thread wound on t h i s  bobbi n w i l l  n o t  tangle: wort h 20 gp. 

5 .  S h u t t le :  Elven const ruct ion;  3x  normal speed w h i l e  weaving; when used in  con
junct ion with items 3 and 4, the t hread and cloth produced are t hree t i mes as 
durable and as strong as t hey would normally be. Once a day they can produce a 
50' lengt h of t hread which is t wice as st rang as normal rope. The t h ree t apest ries 
adorning the walls were woven by M i retar,  and are s t i l l  in  perfect con d i t i o n .  One 
depicts the night  of  the faithful from Numenor, t he second the arrival o f  £Iendil 

upon Mi ddle-earth ,  and t he t hird a meeting between Elendil  and Cil-galad. 

6.25 TARCIL ,  T.A.  5 1 5  (33) 

Tarcil was a bit of an odd sort , determined to protect his barrow 
from grave robbers.  He t herefore commissioned some of the 
Dwarves from the North Downs t o  aid in t h e  construction o f  his 
tomb.  

Here t h e  haunt ing is  a lesser wight .  

A .  noorwa�· . Dwarven design: w i l l  open upon recit i n g a comptelc t ist  o r t h e  K i ngs of 
Nl·,menor. 

B. Serre I panel. Dwarven const ruct ion;  made 1 0  look just l ike  t he wa l l .  Opens on 
t he  command "open for Elendil 's represen t a t i v e . "  The panel masks t he hole for 
the key which disarms all of  the  t raps in  the t om b .  

C. A ntN·hamber. 1 0' x 1 0' x 7'. 
D. Pil trap: Triggered by 50 Ibs o f  weight , extremely hard (-30) t o  detect . There is  a 

t hi r t y  foot drop on to sharpened steel spikes.  The noor closes once again .  

E .  Chamber: 1 0' x 1 5 '  contains a body d ressed in  royal robes, but  t his i s  t h e  remains 
o f  the retainer Duramien. not the body of the King.  

I tems in  Cham her E: 

I .  + 1 0  chainmail .  
2 .  + 1 0  shield.  
3.  + 10 Longsword of  Wargslayi,w. 
A chest contains about 800 gpo wort h o f  jewelry. 

F .  Serret door. E x t remely hard (-30) t o  detec! . T h e  lock is ext remely hard (-30) t o  
pick . 

G .  Small chamber. 7' x 7' x 7 ' .  Niches in  t he wall contain t h e  bodies o f Tarcil and h is  
queen . Three large chests lake up mosl of t h e  room in  t h e  chamber. 

Items upon Tarcil: 

1 .  + 20 magic longsword: Delccts orc.". 
2. + 25 magic shield.  
3 .  + 20 magic chain mai l .  
4 .  Boots o f  agi l i t y :  + 1 0  on all maneuver rolls.  
5 .  + 20 magic dagger. 
Items upon the Queen: 

I .  F lute :  Made o f  a n  unusual wood. When played i t  allows t he user t o communicate 
with al l  birds.  

2 .  H o o d  o f  Rest i ng:  Every 1 0  m i n u t es i t  is worn equals  an hou r's sleep: il covers t he 
e n t i re head and wearer canl101 see t hrough i t .  

Items in  Chest I :  

I .  

2.  
3 .  

Two  se ts  of  + 15  !.jwin mai l .  
Three + 1 5  magic short swords. 
Six + l O non-magic daggers. 

The I wO remaining chests contain 3000 gp wort h or gems. jewelry and gol d .  

6.26 TARAN DOR, T.A.  602 (34) 

Tarandor did not follow his father's example; the tomb is  un
t rapped . Due to a decline in the st rength of the Dunedain ,  he d id ,  
however, st rengthen the outer  door. 

One lesser wight haunts t h is tomb.  

A .  n()orwa�· . Heavy wooden and steel const ruct ion;  1 ft t hi c k ;  i t  requires a t  least 
t h ree strong men t o  open i t .  The lock is  hard (-20) t o  pic k .  

B .  Passage. 5' wide. 1 0' feet long. a n d  7' h i g h .  
C. Sleel gate.  Equi pped w i t h  a lock which is  ext remely hard (-30) t o  open . I t  i s  on a 

great spring and. unles� stayed. i t  wi l l  always slam back i n t o  a dosed posit i o n .  
D. Cin'ular ('hamber. 1 5' i n  diameter.  The bodies o f Tarandur and his queen l ie 011 a 

cOllch . There are I hree medium sized chests beside t he biers which contain a total 
of 250 gp in gold and jewelry. 

Ilems upon Tarandor: 

I .  

2. 
3.  

+ 20 magic chain mai l .  
+ 2 0  magic longs word . 
+ 20 magic shield.  

4 .  C lo ak o f  Hues: wearer can glow any desired color  at w i l l .  
S .  Magic ring heals I � I 0 concussion h i t s  p e r  d a y .  

6.27 V ALAN DUR, T.A. 652 (35) 

Valandur was slain in an orcish raid .  His tomb is small , since his 
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deat h was unexpected. 
A lesser wight haunts this place. 

A. Uoor. Wood and rei n forced steel; t h e  lock is hard (-20) t o  pick.  
B .  Trapped cnrridor. 1 0' long, 3 '  wide, a n d  7' h i g h .  T h e  noor is extremely smoo t h ,  i s  

lower i n  t he center  t h an i t  i s  on t h e  sides, and slopes down toward t h e  in terior.  A 
single block of grani t e  - suspended in t he ceil ing above t he elllry is set t o  fall and 
seal the  tomb. The stone is shaped t o  fit t he corridor and rapidly slide down t h e  
noar surface. I t  wi l l  come t o  rest against t he e n t  r y  t o  t he circular chamber w i t  h i n  
3 seconds of  release. Those i n  i t s  w a y  w i l l  take a huge bash + 7S at t ac k .  T h e  block 
falls when 1 00 or more pounds is placed on the noor of  the circular burial  
chamber (C).-

C. Circular burial chamber. 1 0' in diameter. Valandur and his queen l ie  on a simple 
bier: t h ree chests stand close together. Ilush against t he walls o f  t he chamber. 

D. Hidden panel. Con tains  a lever t hat disarms the corridor ( B )  and pit  ( E)  t raps. 

E. Pil trap. Fi  fty Ibs o f weight t riggers t he t rap in  front of t he chests. There is  a t h i r t y  
foot drop on t o  sharpened steel spikes ( 1 -5 mounted lance + 50 allacks).  The 
noor slides back and seals into place when somet hing impacts upon t he spikes. 

Items upon Valandur: 

I .  + 20 magic chain mail (AT 1 5) .  
2. + 20 magic shield. 
3 .  
4.  
5 .  
6. 

+ 20 magic longsword: + 50 versus orcs. 
+ 15 short bow. 
Fifteen + 1 5  arrows. 
Three + 10 magic daggers. 

7. M i t h ri l  Arrow of Dragonslaying: wort h 10 gp. 

lIems in  Chest I :  

I .  Tex t :  Complete l ist  o f  Ranger spells, for learning only .  
2 .  Two + 15  short  swords. 
The remaining ehesls cont a in  a tOial of 1000 gold pieces i n  gems, jewelry, and gold 
coins. 

6.28 ELENDUR, T.A.  777 (36) 

Not ing t he decline o f  t he Dunedain,  Elendur prudently decided 
t o  secure his tomb against robbers. 

This barrow is  haunted by a lesser wight.  

A .  Entrance. Originally scaled w i t h  mortared stone; some upheaval destroyed t h e  
doorwa�· and t he passage is  now only partially blocked. 

B. Sqnare ,·hamber. 20' x 20' , 7'.  The chamber contains t he bodies o f  Elendur and 
his quee n .  The room is empty excepi for t he bier which stands in  t he center of t he 
chamber and t wo medium sized chest s .  

Items upon EI"ndur: 

I .  + 20 magic chain mail ( A  T I S ) .  
2 .  + 20 magic longsword: detects orcs w i t h i n  1 00'. 
3 .  + 20 shield.  
4 .  Boots  of  Traceless Passing. 
5 .  + 1 5  h u n t ing k n i fe :  i n  melee i t  acts as a  + 1 5  short sword: when t h rown i t  is as a  

+ 1 5  dagger. 

lIems in Chest I :  
I .  

2.  
3 .  

T w o  + 1 5  c h a i n  shirts ( A T  1 3 ).  
One + 15 magic longsword: detects orcs within 1 000'. 
Whist le :  works only at night : summons one owl who is  within half a m i le ;  allows 
user to comm u n icate with the owl .  

4 .  Three + 1 5  magic daggers. 
Chest 2 contnins 250 gp wort h of  jewelry and gold.  

6.29 EARENDUR, T.A 861 (37) 

Earendur was t h e  last King of Arnor. H is t hree-sons were too oc
cupied in q uarreling over the t hrone to give t heir father a magnifi
cent funeral. 

This tomb is haunted by a major wight .  

A .  J)oorway. Two heavy wooden and steel doors w i t h  a stout  lock which i s  very hard 
(-20) t o  pic k .  

B .  Cirn.lar ,·hamber. 1 2' in  diameter.  wi th  a 7'  cei l ing.  Cont a i ns t h e  body of Earell-
dur and hi�  q ueen . I n  add i t i o n .  t here is  one large chest . 

IIrl11s upon Earclldur:  

I . + 20 magic sword. 
2 .  + 1 5 shield.  
3.  + 20 chain mai l .  
T h e  ('hes1 contain." about eighl hundred gold pieces worl h of  jcv,'elry a n d  gellls. 

6.3 TH E ARISTOCRATIC BARROWS 

Only t h e  very great nobles o f  Arnor could afford barrows upon 
the downs. Even then , the barrows were multi-generational, since 
each i ndividual could not afford a separate barrow. This practice 
was common among their ancestors as well , although the Dunedain 
never favored the mass graves used b y  the ancient Edai n .  



Three families of Arnor are buried on the Barrow-downs: the 
houses of Eldanar, Mendacil, and Narmanacir. O f  the three, the 
Narmanicir family soon fell  into decline and died out as the 
Dunedain waned. 

These barrows are fairly rich in treasure since they contain the 
wealth of many generations. The long l ife spans of the Dunedain 
made it  possible for them to use the same barrow over many 
centuries. They were n o  longer used after Arnor became three 
realms since the remaining Mendacil and Narmanacir families both 
declared their loyalty to Arthedai n .  

6.31  THE ELDAN A R  BARROW, T.A.  307 - T . A .  845 (38) 

This barrow is an actual excavation into the hi l l .  The mound is 
purely decorative. Twenty-seven people are interred in the barrow, 
and each person or couple is buried in a chamber carved out of the 
rock and blocked by a wooden door. Most are laid in t iny rec
tangular rooms, but the more prominent members of the family are 
interred in larger circular chambers. Naturally, none of the burial 
accomodations are as rich as those of the royal family.  Here the 
haunting is a major wight .  

A .  Door. Wood and steel; medium di fficulty (-0) t o  pick t h e  loc k .  The key rests with 

the Eldanar family in  Fornos!. 

B. Corridor. 10' wide, 1 50' long, 10' ceiling. 

C. Chamber. 7' x 9' x 7'. Contains the remains of two bodies and t hree small chests. 

Items upon the Bodies: 

I .  + 1 5  longsword. 

2. + 15 chain mail (AT 1 5) .  

3 .  + 10 shield. 

4. About 25 gp of jewelry. 

The chests contain 75 gp worth of jewelry, and other precious objects. 

D.  Chamber. 7' x 9' x 7'. Contains a single body and a small chest . 

Items on the Body: 

I .  + 3 Bardic spell adder. 

2. Wand of Sleep V. 

The chest contains some texts in Quenya on magic and the uses of magical spells. 

E. Chamber. 7' x 9' x 7'. Contains two bodies and a small ches! . 

Items on the Bodies: 

I . + 10 broadsword. 

2. + 15 chain shirt and greaves (AT 14). 

3 .  + 10 shield. 

4. 33 gp worth of jewelry. 

Items in Ihe Chesl: 

I .  

2. 

F. 

Elven lute: I t  is perpetually i n  tune and in perfect condition. I f desired, it  will play 

a Bardic Sleep Song or Calm Song True, but this power can be employed but 

twice a day. 

A small jewelry box containing about 75 gp worth of jewelry. 

Niche. 7' x 9' contains IwO bodies and a small chest. 

Items on Ihe body: 

I .  + 10 chain mail (AT 1 5) 

2. + 10 longsword. 

3. 22 gp worth of jewelry. 

Items in Ihe Chest: 

I .  1 10 gp worth o f  jewelry. 

2. Books and sketches: a family history and Adilnaic grammar. 

G .  Chamber. A 7 '  b y  9 '  room holding IwO bodies. 

Items on Ihe bodies: 

I . + 10 longsword. 

2. + 10 chain shirt (AT 1 3 )  and greaves (added, AT 14) .  

3 .  + 3 Animist spell adder device. 

4. Wand of projected light. 

H .  Chamber. A 7 '  b y  9 '  room containing a single body and a small chest. 

Items in the Chest: 

I .  Gold and ivory toilel ilems, comb mirror, brush elc. Twice a day Iheycan be used 

to change one's enlire facial appearance (takes a minimum of 5 minules). 

Jewelry box wilh 200 gp worth of jewelry. 2. 

I .  Chamber. A 7 '  by 9' room which contains IwO bodies and IwO small chests. 

Items on Ihe bodies: 

I .  + 1 0  sword. 

2. + 10 target shield. 

3 .  + 10 quilted leather jerkin which has fell beast bone plates inlaid into pockets 

(A T 17): organic armor. 

4. 50 gp worth of jewelry. 
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Items in the Chests: 

I .  1 50 gp worth of assorted precious items, cups, jewelry elc. 

2. Books and drawings. 

J .  Chamber. A 7 '  b y  9 '  room containing IwO bodies and a small chest . 

Items on the bodies: 

I .  + 2 Animist (Healer) spell adder. 

2. 25 gp worth of jewelry. 

Items in Ihe Chesl: 

I .  Wand heals 1 - I O concussion hits: range 50'; operates instantly; works 3x per day. 

2. 75 gp worth of jewelry. 

K .  Chamber. A 7 '  b y  9 '  room containing two bodies and a small ches! . 

Items on Ihe bodies: 

I .  + 10 short sword. 

2. 30 gp worth of jewelry. 

3. + 3 Mage spell device. 

4. + 10 magic breastplate (AT 17) :  when in water, it enables an enclosed 250 Ib 

weight to float indefinitely. 

Items in Ihe Chest: 

I .  1 50 gp worth o f  jewelry and precious items. 

2. Books and papers: includes six sheets of rune paper. 

L .  Chamber. A 7' b y  9 '  room which contains a single body a n d  a small chest. 

Items in Ihe Chest: 

I .  
2. 

90 gp worth of jewelry. 

Books and manuscripts: includes a 30 page Book of Recording which translates 

spoken words (not spells) into written text , but will erase material as a page 

becomes too full. 

M. Circular chamber. This room, fourteen feet in diameter, contains two bodies and 

three chests. 

Items on the Bodies: 

I .  

2.  

3.  

4. 

5.  

6. 

7. 

+ 15 longsword. 

+ 10 longbow. 

+ 10 arrows. 

+ 10 dagger. 

Golden belt with three 3" x I "  x y, "  secret compartments which resist detection 

spells. 

150 gp worth of jewelry. 

+ 15 magic chain mail (AT 15) :  small melal and dragonskin disks are woven into 

the pattern; mail adds + 20 to RR versus heat altacks. 8 .  + 15 full shield. 

Items in the Chests: 

I .  Three small stones: I "  diameter; each stone, when att ached to some item - i . e . ,  a 

shield, etc. - reduces I he weigh I of thai item by 5 Ibs. 

2. Boots of Leaping: allow Ihe wearer 10  leap fiflY feet ;  I second preparation; 

usable 3x per day. 

3 .  300 gp worth of jewelry. 

N .  Circular chamber. Fifteen feel i n  diameter, i t  conlains two bodies and two chests. 

Items on the bodies: 

I .  + 1 5  breastplate (AT 1 7) .  

2 .  + 1 5  helmet . 

3 .  + 1 5  dagger. 

4. Sheath:  for longsword; keeps the weapon rust-free; adds + 5 to longswords 

pulled from it for 2 rds following unsheathing. 

5. U nbreakable bow string. 

6. + 10 composite bow. 

7. Diamond pin, unfastens on command. 

8. 100 gp worth of jewelry. 

9. Sheath of Swordkeeping: must be used with its companion sword; upon com

mand, sword will return to sheath if wit hin 100' feet ; once in sheat h ,  a command 

will send sword to hand of wearer; i f bladeis broken, the sheath will mend it  upon 

command in 2 rds. 

10. + 15 target shield. 

Items in Chest One: 

I .  + 1 5  rein forced leather coat (AT 8): encumbrance as AT 7.  

2. + 10 leather helmet. 

3 .  + 10 longsword. 

4 .  Rag: perpetually oiled. 

Items in Chesl Two: 

I .  250 gp worth o f  jewelry. 

2. Books and manuscripts. 

O .  Circular chamber. Fourteen feet in diameler, this room contains a single body 

and one chest . 

Items on the body: 

I .  + 1 5  chainmail. 

2. + 10 longsword: unbreakable when swung in combat. 

3 .  + 10 longbow. 

4. 

5.  

Five + 10 arrows. 

Quiver that makes arrows weightless to carry. 



6. 

7 .  

+ 1 5  long k n i fe: t h rows l i k e  a dagger, swings l i k e  a short sword. 

Completely waterproof full length cloa k .  

Items i n  the Chest: 

I .  Soft cloth I yard square: expands t o  a bedroll when shaken freely. 

2 .  Small leather pouch, keeps t inder  perfectly dry.  

3 .  1 50 feet of Elven rope: upon command, i t  coils to a 6 "  diameter, 3" deep pile that 

weighs only I l b .  

4.  Dagger o f  Returning: in  a rust-free sheath; has no range subtraction; can be 

t h rown up to 1 00' feet . 

P .  Circular chamber. Fourteen feet in  diameter, t h i s  room contains two bodies and 

t hree small chest s .  

Items on the bodies: 

I .  + 1 5  longsword. 

2. + 15 chain shirt (AT 1 3).  

3.  + 1 0  shield. 

4 .  + 1 0  helmet. 

5 .  + 1 5  dagger. 

6. 50 gp worth of jewelry. 

7 .  Boots of Balance: adds + 5 0  t o  balancing maneuvers. 

Items in Ihe Chests: 

I .  500 gp worth o f  jewelry and other precious things . 

2 .  Books and manuscripts. 

Q. Circular chamber. Fifteen feet in  diameter, this room contains a single body and 

two chests. 

Items on Ihe body: 

I .  + 2 M age (Astrologer) spell device. 

2 .  A small glass ball which sheds a very d i m  light : t h e  light will appear or g o  out 

upon command. 

Items in Chesl One: 

I .  Astrolabe. 

2.  Chart of the heavens above al l  o f  Middle-earth .  

3 .  Superb telescope with collapsible stand. 

4.  Primitive compass. 

5. 50 gp worth o f  jewelry. 

Items in Chesl Two: 

I .  1 25 g p  worth o f  jewelry. 

2 .  Books a n d  manuscripts: includes a lOme on ancient Eldarin. 

R .  Circular chamber. Fifteen feet in  diameter, t h i s  room holds t w o  bodies a n d  a 

single chest . 

Items on Ihe bodies: 

I .  + 1 5  longsword. 

2. + 1 5  composite bow. 

3. Ten + 5 arrows. 

4.  Elven cloak o f  LOlhl6rien. 

5 .  Scabbard of Quickness: allows user to unsheath his weapon a t  2 x  normal speed 

(e.g . ,  1 0 "70 instaed of 20% of a round's action). 

6. 75 gp worth of jewelry. 

7 .  + 1 5  chain shirt ( A T  1 3).  

8 .  + 1 5  t arget shield. 

Items in the Chests: 

I .  250 gp worth o f  jewelry. 

2 .  Books a n d  manuscripts. 

3 .  Ring o f  Cleaving: inset with 20 g p  sapphire; shines with dim light upon com

mand; takes any diameter up to 2" as desired; cuts anyt hing wit hin i ts  circle wit h 

hardness equal t o ,  or less than,  steel one second after being inserted over i t .  

6.32 MENDACIL ,  T.A.  289 - T.A. 83 1 (39) 

Since t h ey were richer t h an the Eldanar family,  the Mendacil 

family  buil t  a large and elaborate barrow, excavating into the  side 
of the h i l l ,  and upon it bui l t  a decorative mound . I nstead of many 
small chambers, t h is barrow contains several spacious rooms to 
hold the t hirty-nine people i n terred w i t hi n .  It is  shorter t h an the 
Eldanar barrow, but  i t s  layout is  more complex and less practical 
t han the other barrow . One major wight haunts the tomb.  

A .  Entrance. T h e  door o f  t h i s  barrow is made o f  wood reinforced w i t h  steel; t h e  

door is a medium (O) maneuver r o l l  to pic k .  T h e  k e y  rests w i t h  the Mendacil fa

mily in Fornost. 

B. Passageway. Eight feet wide and eighteen feet long, the passageway is lined in  

smooth grey slOne. The roof, l ike al l  those found i n  the passages here, is eight feet 

high. 

C. Sleel gale. The lock of this gate is a hard ( - I O) one 10  pick .  Failure will  result in  a 

four foot thick block of stone dropping from the ceiling and blocking the 

passage. Since it  falls quickly, those beneath it will l ikely be wounded or crushed. 

D. Gallery. Sixtccn feet wide and t hirty-six feet long. The gallery leads to five similar 

doors. 
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E .  Chamber. Ten feet b y  eighteen feet ,  w i t h  a sixteen foot vaulted ceiling. Four 

bodies rest in  niches along one wall, and beside them lie four small chests. The re

maining two walls each contain a door. 

Ilems upon the four bodies within: 

I .  Two suits o f  + 1 5  chain mail (AT 1 5) .  

2 .  Two + 15  longswords. 

3 .  Two + 1 0  shields. 

4. One sheath that keeps weapons rust-free. 

5 .  Four + 1 5  daggers. 

6. 1 25 gp worth o f  jewelry. 

Ilems in Chesls: 

I .  

2. 

1 70 gp worth o f  jewelry. 

Precious objects and toiletries worth 25 gpo 

F. Small chamber. Ten feet by eight feet . Contains two bodies in niches in the wall 

and three chests. 

Items upon the bodies: 

I .  + 20 breastplate. 

2 .  + 15  longsword. 

3 .  + 1 0  helm. 

4. Ring: allows the wearer to cast a Firestarting spell once a day; resulting fire gives 

off invisible smoke and, if desired, no light beyond a 1 0' radius. 

5 .  + 1 5  dagger. 

6. 1 00  gp worth o f  jewelry. 

7. + 15 full shield. 

Items in Chesl One: 

I .  + 1 5  full chain mail (AT I S ). 

2. + 1 0  magic broadsword. 

3. + 10 magic main gauche. 

The remaining chesls contain 400 gp worth o f  jewelry and gems. 

G .  Chamber. This ten foot by eight foot room contains two bodies and a single large 

chest. 

Items on the bodies: 

I .  

2 .  

3 .  

4 .  

5 .  

6. 

+ 15 mace. 

+ 10 chainmai!. 

Ten + 15 arrows. 

+ 15 long bow. 

Bow string: which will not break as a result of fumbles. 

+ 10 longsword. 

7. Scabbard: reduces the weight of its sheathed sword to nothing. 

8. + 3 Animist spell  adder. 

9. Wan d :  indicates the direction of the nearest path within half a mile. 

1 0. 1 50 gp worth of jewelry. 

Items in Ihe Chesl: 

I .  A Cloak o f  H ues: allows the wearer a + 5 0  hiding bonus. 

2. A + 10 shortsword. 

3. Ring: heals 1 - 1 0  hits  once per day. 

4 .  90 gp worth o f  jewelry. 

H .  Chamber. This chamber i s  ten feet b y  fourteen feet a n d  contains six bodies and 

four chests. 

Items upon the bodies: 

I .  Two + 1 5  longswords. 

2. Two + 20 longswords. 

3 .  + 1 5  quarterstaff. 

4. Two + 1 0  longbows. 

5 .  Twenty-five + 10  arrows. 

6. + 5 helmet . 

7 .  Two selS o f  + 1 0  chain mail ( A T  1 5) .  

8 .  1 50 g p  worth of jewelry. 

9. Bow of Opposit ion : has a small magic disk mirror set in  its handle. When desired, 

user can see behind him as if he were facing in an opposite direct ion. Bow fires its 

magic arrows forward if  mirror is nOI used or, when mirror employed, arrows 

which ult imately ny in an opposite direction. 

1 0 .  T e n  Arrows o f  Opposit ion:  normal. b u t  c a n  b e  used w i t h  bow above for desired 

effec t .  

Items in  Ihe  chesls: 

I .  300 gp wort h of jewelry. 

2. A few precious items of jewelry worth 1 25 gp. 

I. Chamber. Sixteen feet long and ten feet wide, this room contains six bodies set i n  

niches in  three walls a n d  t hree chests. 

Ilems upon Ihe bodie�: 

I .  Three + 1 5  longswords. 

2. Two + 1 5  shortswords. 

3 .  + 20 shield. 

4 .  

5 .  

6. 

7. 

8. 

Two + 1 0  shields. 

Three sets o f  + 1 5  chain mail (AT 1 5) .  

+ 1 0  breastplate. 

+ 15 falchion. 

Thirty-five + 10 arrows. 



9. A magic bow which will not break with less than 500 Ibs of stress. 

1 0. Two + 10 longbows. 

I I . + 2 Animist (Healer) spell adder. 

1 2. 1 50 gp worth of jewelry. 

Items in Chesl One: 

I .  

2 .  

3 .  

A pair o f  robes t h a t  allow wearer to b e  A T  I (-20). 

A small tent ( 1 0' x 1 0' x 5'), completely waterproof. 

1 50 gp worth o f  jewelry. 

Items in Chesl Two: 

I .  

2 .  

3 .  

4. 

5. 

A + 5 chainmail.  

One + 5 short bow. 

A + 5 magic shortsword for Orcslaying. 

A + 5  shield. 

1 50 gp worth o f  jewelry. 

Items in Chesl Three: 

I .  500 gp worth of jewelry. 

2. A palmful o f  precious gems. 

J .  Chamber. This ten b y  eighteen foot room contains one body upon a bier, a chest, 

and t hree doors. 

Items upon Ihe body: 

I .  A + 3 Magel Alchemist spell device. 

2. A pair of Boots of Traceless Passing. 

Items in Ihe Chesl: 

The chest itself is magic and has a volume o f 2' x 3 '  x 4'.  The chest weighs but S ibs, and 

items held within it weigh only a quarter of their normal burden . Up to two hundred 

pounds of items can be stored, yielding a load equivalent to 50 pounds. 

I .  Forging Tools: reduce forging time by half. 

2 .  An Alchemy Text : contains all of the Alchemy spells to twentieth level; they are 

in rune form and can each be used but once. 

3 .  

4 .  
5 .  

A pair o f  spectacles which allow a person to read a t  twice his or her normal speed . 

A Ring of Spell Storing: allows three first t h rough tenth level spells to be stored. 

A Potion of Flying - one dose only; allows 5 mph maximum speed for I minllvl 

of user. 

K. Chamber. This eight by ten foot chamber contains two bodies and a single chest. 

Items upon Ihe bodies: 

I .  + 1 0  sword. 

2. + 15 dagger. 

3. + 10 normal shield. 

4 .  + 1 0  chain mai l  (AT 1 5) .  

5 .  5 0  g p  worth o f  jewelry. 

Items in Ihe Chesl: 

I .  1 50 gp worth o f  jewelry. 

2 .  Various toiletries. 

L. Chamber. This is another eighl by ten foot room, and contains two bodies and a 

chest of black wood. The wood is aged spruce from Dir. It is exceedingly fire 

resistant ,  and keeps its contents in a magically preserved state akin to a Preserva

tion spell. 

Items upon Ihe bodies: 

I .  + 1 0  Woodslaying sword: normal wooden objects less than 6" thick must resist 

versus an attack equal to  wielder's level or be broken. 

2 .  + 1 0  target shield. 

3. + 1 0  dagger. 

4. 30 gp worth of jewelry. 

Items in Ihe chesl: 

I .  90 g p  worth o f  jewelry. 

2. Bones and rags: the bones are from a dragon and can be ground to produce 

medicines ( 1 0  doses which double one's hits and prevent bone, muscle Dr car

ti l age damage for 10 minutes); the rags are actually th ree Spell Storing cloths 

which each can hold t h ree spells, but only once. 

M .  Chamber. Yet another eight b y  ten foot chamber containing two bodies a n d  a 

small chest. 

Items upon Ihe bodies: 

I .  + 1 0  longsword. 

2. + 5 dagger. 

3. 45 gp worth of jewelry. 

4. + 1 0  chain shirt (AT 1 3 ) .  

Items in I h e  chesl: 

I .  75 gp worth o f  jewelry. 

2. Bones. 

3 .  Dried dog food: when given t o  a dog, t he beast will become giver's friend for 1 - 1 0  

days. 

N .  Chamber. This eight by ten foot room contains six bodies in  niches and four 

chest s .  

Items upon Ihe bodies: 

I .  Three + 10 longswords wit h three suits of chainmail.  
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2.  

3 .  

4 .  

5 .  

Three + 1 0  shields 

Two + 5 composite bows. 

Ten + 5 Arrows o f  Wargslaying. 

60 gp worth of jewelry. 

Ilems in Ihe chesls: 

I .  250 gp worth o f  jewelry and gems. 

2 .  Other precious items, including combs a n d  toothbrushes. 

O. Chamber. This 1 0' x 8' room contains six bodies in niches along the walls and 

Ihree chesls. 

Items upon Ihe bodies: 

I .  Two + 1 0  longswords. 

2. Two + 5 suils of  chainmail. 

3. + 10 shield. 

4 .  75 gp worth o f  jewelry. 

Items in Ihe chesls: 

I .  1 25 gp worth o f  jewelry. 

2. Ring of Ringholding: eighth level; allows user 2x power points if Mage; capable 

o f  instantly controlling any one ring wilhin 1 00' if target fails to resis t ;  can im

mobilize target or use its powers. 

6_33 THE N ARMENACIR BARROW, T.A.  267 - T.A.  501 (40) 

This is t h e  smallest of t h e  aristocratic barrows and was abandon
ed long before the fall of the Kingdom of Arnor. I t  con t ains the re
mains of only ten people, and unlike t h e  two previous barrows 
discussed, is an actual mound . 

One lesser wight haunts t his tomb. 

A .  Entrance. T h e  door is of wood a n d  steel. T h e  lock is a medium (0) maneuver roll 

to pic k ;  t he key is lost . 

B. Antechamber. A seven by seven foot stark and dark room, i ts  eight foot ceiling is 

the norm in this structure. 

C. Circular chamber. Fifteen feet in  diameter, three doors lead from the chamber. 

D. Square chamber. This ten by twelve foot room contains six bodies in  niches in  the 

wall and six small  chest s .  

Items upon Ihe bodies: 

I .  Three + 1 5  longswords. 

2. Two + 1 5  suits o f  chain mail (AT 1 5 ) .  

3 .  One + 1 0  breastplate. 

4 One + 1 0  composite bow. 

5 .  A + 2 Bard (or Lay Healer) spell adder. 

6. Two + 10 shields. 

7.  1 50 gp worth o f  jewelry. 

Items in Ihe chests. 

I .  300 gp worth o f  jewelry. 

2 .  Other items of l i tt le note. 

E.  Square chamber. This ten by twelve foot room contains four bodies in  niches in  

the walls and t h ree chests. 

Items upon the bodies: 

I .  Two + 5 longswords. 

2. 

3 .  

4 .  

Two + 5 sui ts  o f  chainmail.  

50 gp worth of jewelry. 

Two + 5 Shields of Swordtaking. Sword attacks against bearer which fail by 1 -30 

result in attacker's sword being "swallowed" by the shield (all but hi l t  of sword 

disappears, although an image of the lost blade appears on the shield surface). 

Magic swords resist using their wielder's Ivl versus shield bearer's Ivl.  

Items in Ihe Ihree chesls: 

I .  1 00 gp worth o f  jewelry. 

2. Shredded books and games. 

F. Square chamber. An empty, dark room twelve by twelve feet . 

6.4 THE ROYAL BURIALS O F  CAR DO LAN 

The men of Cardolan were too busy defending t heir borders 
t hroughout much of t h e  first half of the Third Age to lavish much 
energy on elaborate funerals. The barrows of the k i ngs of Cardolan 
are small and simple and contain far less treasure t han t hose of the  
kings of Arnor. The nobility of Cardolan was too poor t o  build bar
rows, so after the division of Arnor, t h e  Barrow-downs became a 
royal graveyard only. 

6.41 ELDACAR, T.A. 936 (41) 

One lesser wight haunt s  t his tomb. 

A. Enlrance. The door, wood and steel, requires a medium maneuver roll to  pick the 

loc k .  
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B. Circular chamber. This room contains t he body of Eldacar and his queen, and 

two chests. 

Items upon Eldacar: 

I .  A + 1 5  magic longsword t hat detects Orcs. 

2. One + 1 5  chain mail . 

3 .  A + 1 0  shield. 

4 .  One + 15  magic dagger. 

Items upon the Queen: 

I .  A silver comb that removes tangles magically. 

2. A robe, jewelry and a book of spells and chan t s .  

Items in Chest One: 

I . A + 1 0  magic longsword. 

2. A + 5 chainmail.  

3 .  One + 15  magic shortsword. 

Items in Chest Two: 

I .  
2. 

450 gp worth of jewelry. 

Used handkerchiefs. 

6.42 TURAMBAR, T.A. I001 (42) 

A lesser wight haunts t h is barrow. 

A .  Entrance. This door o f  wood and steel requi res a medium maneuver roll t o  pick 

the lock.  

B.  Square chamber. This ten by fifteen foot room contains the body of Turambar 

and a single chest . 

Items upon Turambar: 

I .  A + 1 5  magic longs word . 

2 .  One + 1 0  magic long k n i fe. 

3 .  

4. 

A + 15 chainmail. 

One + 10 shield. 

Items in the Chest: 

I .  
2.  

350 gp worth of jewelry. 

Shoes, stockings and a si l k  stocking. 

38. €LOanaR 

40. naRm€naCIR 
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6.43 CIRYON , T.A 1079 (43) 

One lesser wight haun t s  t h is tomb.  

A. Entrance. The wood-and-steel door of this barrow requires a medium maneuver 

roll to  pick the loc k .  

B.  Chamber. This  twelve by fifteen foot room contains the body of Ciryon and his  

queen, and two chests. 

Items upon Ciryon: 

I .  One + 1 0  magic longsword for Trollslaying. 

2. A + 15 breast plate. 

3 .  One + 1 5  shield. 

4 .  

5 .  

6. 

A + 1 0  mace. 

One non rusting scabbard. 

A + 5 helm. 

Items in the two chests: 

I .  350 gp worth o f  jewelry. 

2. Manuscripts of  lore and dried prune pits. 

6.44 TARANDIL, T.A.  1 153 (44) 

One lesser wight haunts t h i s  tomb.  

A .  Entrance. T h e  wood-and-steel door of t h i s  barrow requires a medium maneuver 

roll to  pick the loc k .  

B .  Circular chamber. Eighteen feet in diameter, t h i s  room contains the body of 

Tarandil and his queen and three chests. 

Items upon Tarandil: 

I .  
2.  

3 .  

4. 

5 .  

6 .  

One + 1 5  magic longsword that detects Orcs u p  t o  one mile away. 

A + 1 0  chainmail. 

One + 15 shield. 

A + 5 longbow. 

An Elven cloak of Lothlorien. 

One + 1 0  magic dagger. 

Items in Chest One: 

I .  Three + 1 0  magic shortswords. 

2. One + 10 chainmail. 

3 .  A +5 helm. 

4 .  One pair  of Boots of Leaping. 

Items in the ot her two chests: 

I .  
2.  

400 gp worth of jewelry. 

Clothing, books and chicken bones in the shape of Cardolan. 

6.45 CALIMENDIL, T.A.  1 235 (45) 

One lesser wight haunts t h is tomb . 

A. Entrance. This barrow has a door of wood and steel and requires a medium 

maneuver roll to  pick the loc k .  

B .  Circular chamber. Fifteen fect in diameter, t h i s  room contains t he body o f  

Calimendil a n d  h i s  queen and a large chest. 

Items upon Calimendil: 

I .  A + 1 5  magic longsword. 

2. One + 15 chainmail.  

3. A +  15 shield. 

4 .  One + 1 0  helm. 

Items in the Chest: 

I .  A + 1 0  chainmail. 

2 .  One + 15  longbow. 

3 .  Ten + 1 0  arrows. 

4. 

5 .  

One Arrow for dragonslaying. 

250 gp worth of gold and royal jewelry. 

6.46 TARCIL, T.A. 1287 (46) 

One lesser wight haunts t h is barrow . 

A. Entrance. The wood-and-steel door to t his tomb requires a medium maneuver 

roll to  pick the loc k .  

B .  Circular chamber. Fifteen feet in diameter, this room contains the body of Tarcil 

and his queen and two chests. 

Items upon Tarcil: 

I .  A + 1 5  magic longs word . 

2 .  One + 1 0  chainmail and shield. 

3. A + 15 magic long knife. 

4 .  One + 5 longbow. 

Items in Chest One: 

I .  Three + 1 5  magic daggers. 

2. Two + 10 longswords. 

3 .  1 00 g p  worth of jewelry. 

Items in the Other Chest: 

I .  450 gp wort h o f  jewelry. 

2. Books, drawings and faded magic papers. 



6.47 TARASTOR, T.A.  1 332 (47) 

One lesser wight haunts th is  tomb.  

A .  Entrance. T h e  wood-and-steel door to t h is tomb req uires a medium maneuver to 

pick t h e  l oc k .  

B .  Square chamber. Fifteen feet by fifteen feet, t h is room contains t h e  bodies of  

Tarastor and his queen and a single large chest. 

lIems upon Tarastor: 

I .  A + I S  magic longsword. 

2. One + 10 breastplate. 

3 .  A + 1 0  shield. 

lIems in the Chest: 

1 .  One + 20 magic shortsword. 

2. Three + 10 magic daggers. 

3 .  One + I S  magic long k n i fe. 

4. 300 gp worth o f  jewelry and other precious objects. 

6.48 M I NALCAR, T.A.  138 1 (48) 

M inalcar was buried during the turbulent days of the war against 
Angmar . H i s  barrow is  small and hast i ly  constructed and contains 
little treasure. 

One lesser wight haunts this tomb. 

A .  Doorway. The ent rance is partially blocked by large stones. 

B. Circular chamber. Ten feet i n  diameter, t h is room contains the body o f  Minai car 

and a small chest . 

.tems upon Minalcar: 

I .  A + 1 5  magic longsword for Orcslaying. 

2 .  One + I S  chainmail. 

3. A + 1 0  shield. 

4.  One + 1 0  longbow. 

5 .  A + I S  magic dagger. 

lIems in the Chest: 

I .  A + 1 0  magic mace. 

2. Two + 10 magic shortswords. 

3 .  1 5 0  g p  i n  gold and jewelry. 

6.49 OSTOHER, T.A.  1409 (49) 

Ostoher was the last prince of the Dunedain to be buried upon the 
Barrow-downs. H i s  barrow was built b y  the men o f  Arthedain and 
the Elves o f  Lindon . H i s  bartow may have been the one i n  which the 
four Hobbits were trapped . 

One lesser wight haunts this  tomb. 

A. Entrance. The door to t h is tomb is heavily reinforced with wood and steel and set 

in lo slone supports. 

B. Circular chamber. Fifteen feet in diameter, t h is room contains the bodies of 

Ostoher and his wife and t h ree chests. 

lIems upon Ostoher: 

I .  A + 1 5  magic longsword for Orcslaying. 

2. One + 10 chainmail.  

3 .  A + 1 0  shield. 

lIems i n  Chest One: 

I .  Three + I S  magic Numenorean long k nives. 

2. Three + 10 shortswords. 

3 .  5 00  g p  worth of jewelry and other precious items. 

7.0 SOM E  SUGG ESTED 

ADVENTU RES 

Some suggest ed plots  and st art i n g  points  for developing 
adventures are listed below. Nat ural ly,  the G M  should feel free t o  
construct his own .  These are simply sound examples o f  action i n  the 
area. 

7.1 ADVENTU RES IN SETTLED PARTS 
OF B REE· LAN D 

Bree is a relatively sedate area. Nonetheless , where there are 
people there is the potent ial for i n t rigue, albeit o ft en covert . 

7. 1 1  TROUBLE ON T H E  HOMESTEAD 

After a particularly stormy night , Rory and Mat Heathertoes 
discover that the barn door has been ripped open , and several cattle 
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are mISSing. Meneldir,  after examining the barn , discovers the 
cause: a troll  or a band o f  trolls have been i n  the barn . A Moot is 
called . 

Bree cannot stand the ravages of t rolls for long, for the guard is  
too small to search the area and protect the villages and farms at  
night.  At the Moot,  Rory and Meneldir cal l  for volunteers to hunt 
the trolls ,  offering what aid the village can .  

This i s  t h e  perfect adventure for t h e  player characters. The trolls 
have left a clear trail south into the wastes o f  Cardolan. Helvorn the 
R anger suggests stealth  and v o l u n t eers t o  accompany t h e  
adventurers. The trolls have holed up some fifteen mi les away i n  an 
earthen cave. During the day the cave is  blocked by a huge, 
immovable door . The players may be forced to wait unti l  nightfall 
for the trolls to open the door. 

The size, strength and number o f  the trolls can be tailored to the 
number and level of the players. 

Trolls: 

Name/Lvl Hits AT DB Sz/Sd Wpn Primary Second a,)' Tertiary 

Gwull i O  1 55 I I  20 lis 140cJ H Ba l 1 0  LCl I I O LCrSO 

Durrick/9 1 47 I I  25 lis 1 30ba H Ba l OO LCl l OO  LCr75 

Edgarth/S 1 45 I I  20 lis 1 30cl H Ba90 LCI95 LCr70 

Hake/S 1 39 I I  20 lis 1 25cl H BaS5 LCI90 LCr75 

Notes: When given critical damage, these trolls use the large critical strike table. I f ex

posed to daylight, they will return to the stone from which they came. 

Name Lvi Hits AT DB Shield Melee 08 Missile OB 

Meneldir 1 3  1 90 Ch/ 1 5  75 Y I 5  1 63bs 1481b 

Helvorn S 1 35 Ch/ 1 5  70 Y I O 107bs 1 0 l cp 

R. Heathertoes S2 R Li I O  50 Y I O 100bs 85cp 

Volunteer 2 1  SLl5 25 Y 33bs I Ssb 

Notes: Mat is too old to adventure. Rory would not normally accompany the party, 

although circumstances may dictate otherwise. 

See S.O or charts above for NPC stats, 5.3 for wight stats, and 7 . 1 2  for bandit stats. 

7. 1 2  BANDITS AT T H E  A UTUMN FAIR 

Rules for the Fair 

I .  - All keep the peace. 

2 - No manner of folk may make any congregates or affrays among themselves 

whereby the peace of t he Fair may be broken. 

3 - All unsealed wine. ale, beer, must be sold by measure, by the gallon, pottle, 

quart or pin t .  

4 - Baker'S bread must be suited to a man's body. 

5 - No manner of cook, pie maker, or huckster to sell or put for sale any manner o f  

victual b u t  t hat which is good or wholesome. 

6 - No manner of persons may buy or sell but wit h t rue weights and measures 

sealed accord ing to statute. 

7 - And any person whosoever finds t h emselves grieved, injured or wronged by 

any manner of persons in t his Fair, they are to come with complaint before the 

Steward of t he Fair  and no one else. 

S - Therefore now, at t h i s  Noon, begin in King's name and the Mayor and King 

send every man luck and t h is Fair good continuance. 

Any number of th ings may be happening at the Fair. Braith will  
be about picking pocket s .  Cormac and Eowic wil l  be i n  Bree with a 
few men to buy supplies; some players may recognize the notorious 
outlaws. Cormac may t ry to steal the tax money by drugging the 
guards. This will lead to a countrywide search for the bandits, with 
possible confrontations with small  groups of bandits or an assault 
on the manor house. 

Name Lvi Hits AT IlB Shield Melee OB M issile OB 

Bandits/# 

Cormac 7 1 22 Ch/ 1 4  65 Y I O  I I Sbs 1 1 3cp 

Eowic 6 9 1  N o l l  65 Y 5  102bs 1 261b 

Bandi t / 1 3  4 60 Ch/ l 3  45 Y 77bs 77lb 

Bandit/S 3 45 Ch/ l 3  40 Y 64bs 64lb 

Bandit / 1 2  - 30 RLl9 30 Y 46ss 46cp 

Townfolk/# 

Meneldir 1 3  1 90 Ch / 1 5  75 Y I 5  1 63bs 14SIb 

Gd. scout/S 6 50 Ch / 1 3  65 Y I O  S6bs 76cp 

Guardsman / 1 7  60 Ch / 1 4  60 Y I O  104bs 94cx 

Guardsman / l S  4 50 Ch / 1 4  60 Y I O  9 1 bs S l cp 

Guardsman/22 3 40 Ch/ l 3  50 Y I O  74bs 54cp 

Guardsman / l O  25 Ch / 1 3  50 Y I O  56bs 4 1 cp 

Typ. Townsman 1 6  Nol l 0 N 1 8ha Ssb 



Noles: Bree's Guard is well equipped. + 10 non-magic weapons and armor reneC! 

An hedain's skil l  in weapon-crafts. Bree-Iand is located near the war frontier and lies 

along Anhedain's strategic southeastern front ier. This accounts  for the relatively 

strong complement of guards. Since units patrol the whole region, only about half the 

force will be in  Bree town at a given time. Each scout is on duty for IwO six hour shifts  

each day and generally confine their  activity to  the wilds. Warriors are divided inlo 

three eight hour shift s and work in twelve units o f  f ive.  Seven guardsmen compose t he 

garrison command force. They include five 51h levels who serve as Brec's elite reserve. 

Meneldir uses them effectively. 

7 ,]3  A MEETIN G  ON THE ROAD 

The players, journeying towards Bree, come across a traveller 
who is unconscious and has been badly beaten . Stopping to render 
aid, t hey discover that the man is  a k insman of Helvorn the Ranger. 
Helvorn has been granted permission t o  enter the Eldanar barrow.  
The traveller was bringing word to Helvorn , along with a certain 
sword , when h e  was at t acked and robbed . 

Helvorn asks t he players for aid in recovering t he sword and 
entering the  barrow.  The sword i n flicts t ri ple damage on wights and 
makes the wielder immune to the fear spell of the wights. H elvorn 
can easily t rack t he six bandits,  but t hey are t oo n umerous for h im 
to handle alone. H e  offers the  players a generous share of t h e  
t reasures wi th in  t h e  barrow i n  exchange for t heir aid .  

See 9 . 0  o r  charts above for N P C  stat s ,  5 . 3  for wight stats,  and 
7 . 1 2  for bandit stat s .  

7. 14 THE PRIZE RAM 

Bandits have stolen Mat Heathertoes' prize ram . The farmer is  
offering 1 5  gold pieces for i ts  recovery. Track s  should be easy 
enough for a ranger to fol low. 

7.2 ADVENTU RES ON TH E BAR ROW· DOWNS 

An expedit ion t o  the  Barrow-downs should be carefully planned 
i n  advance, with the advent urers seeking counsel .  The wise can ad
vise t hem as t o  which barrow they should enter and of the powers of 
the wight . To boldly go fort h onto t he downs without council is  
fol ly,  for t hey m ight easily encounter a major wigh t .  Most  adven
t u res will occu r  d uring the day, unless the advent urers have some 
nefarious purpose and vent u re onto the Barrow-downs after dark , 
when the wights leave t heir barrows. 

The King of Arthedain has issued a decree forbidding people to 
vent u re upon the downs after dark or t o  disturb any of the barrows 
upon the downs u nless he commands otherwise. Gandalf the Grey 
could persuade t he King t o  give permission if the wizard t hought 
t hat a group was sui table for u ndert a k i ng a quest upon t he downs. 

Wights can only be dispelled by very powerful magi c .  Their 
presence is due t o  t he charms of the  Witch-king,  and t heir own in
t rinsic power often exceeds 20th level . Thus,  advent u rers attempt
i ng t o  cleanse the  greater barrows wil l  need t he aid o f  strong spells 
or a spell user. Those such as Gandalf or Tom Bombadil might ven
t ure b y  accidently,  but the circumst ances would be u nusual . These 
are remote figures of power who work subtly or within the confines 
of specific or random locales. Neit her would come fort h unless 
previous arrangements were made, and in the  scheme of t h i ngs, 
t hey only employ t hat power necessary t o  right the  balance . In addi
tion, Bombadil is  a fellow of the  Old Forest and leaves only upon 
the bidding of t hose few he calls frien d .  As for the powerful Elves, 
t hey believe i n  let t i n g  h umans handle t heir own problems and lend
ing a helping hand only i f  i t  is  absolutely necessary. 

Non-player characters such as Gandalf and Glorfindel should act 
more in the  manner of counselors, allowing t h e  players to make 
t heir own mistakes and hopeful ly lett ing t hem learn from the 
results .  They wi l l  also obviously not send into one of the tombs peo
ple who have no chance against a Barrow-wigh t .  They, l ike  ot her 
wise counsel, will emphasize one resort : should someone be t rapped 
in a barrow, t here are plenty of magical weapons lying abo u t .  

See 5 . 3  for the  stat istics pert aining t o  wight s .  
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7.21  A RECOVERY EX PEDITION TO 
THE BARROW-DOWNS 

Hiraew, a younger son of a Prince of Arthedain ,  stops by t he 
K ing's Rest in search of reliable help for an expedit ion into the  
Barrow-d o w n s .  H e  desi res adven t u rers who are  esse n t i al l y  
u n known i n  t h e  area because h e  is i n  a race t o  recover i tems crucial 
to his father's planned att ac k  on a hold i n  Rhudaur.  The evil 
Dunlending lord H iraew's father seek s  t o  kill has operatives i n  Bree
land and the young DLinedain mage hopes to complete h is quest 
w i thout delay. 

H i raew has chosen t o  enter one of t he barrows t hat held a King of 
Cardolan, but lacks warriors or aides. Unsupported , his 9th level 
magic ski l ls  are no match for a wight . 

Name I.vl Hits AT 1)8 Shield Melee 08 Missile 08 

Hiraew 9 6 1  Nol2 30 N 35ss 35hcb 

NOles: Hiraew i s a  Dllnedain mage who k nows t he following spell lists to  1 0th  level:  Fire 

Law, Ice Law, Earlh Law, Light Law, Wind Law, Water Law, L ofty Brid�e, L ivinf!. 

Change, Essence Perceptions, Spirit Mastery, Illusions (Illusion MasteIY), and Spell 

Ways (Rune Mastery and Dispellin[i Ways). Parenthetical references are /() lists ap

plicable only to Ru/emasler. Hiraew's invisible ring allows him to t u rn around in an in

stant without orientation penalty. and it acts as a x3 spell mult iplier. He also has a 

Cloak of Stonehiding which allows him a + 75 bonus when hiding against a stone sur

face. 

7.22 THE REVENGE OF FIMRAN 

Fimran is from a respected mannish family that l ives j ust west of 
the Greenway, about half way between Bree and Fornost . His  
brot her Vagibreg and sister Drualphien left home about  a month 
ago and headed south to Bree. Ostensibly,  t hey were head i ng for 
Tharbad, but t hey never made it. Drualphien returned home 
wounded two weeks after t heir departure and related a story of an 
ordeal among the Barrow-downs. While traveling sout h  from Bree 
one even i ng ,  she, Vagibreg, and a Hobbit named Kerry A shhall 

were waylaid by bandits  and chased into the  downs. There they 
were beset upon by a great wigh t ;  Kerry was k i l led and Vagibreg 
carried off. She escaped . 

Fimran has arrived in Bree and is staying with his cousin A mthol, 

a well-k nown ranger. Bot h are hoping to retrieve t he poor Vagibreg 
and avenge the wrongs done to t heir family.  They are q uietly offer
ing a bounty of 1 000 sp to anyone slaying a wigh t ,  and wil l  pay 
anyone accompanying t hem into the barrows I gp per day plus a 
share of any loot recovered . 

Name Lvi Hils  AT D8 Shield Melee 08 Missile 08 

Drualphien 2 24 Noll 55 Y I O  37bs 42cp 

Fimran 42 Ch/ l 3  40 Y I O  84ha 59sb 

Amthol 4 37 Nol l 60 Y I 5  58ma 681b 

Vagibreg 1 9  Noll  45 Y I O 27ha 22cp 

Notes: Drualphien is a Dunnish bard and knows I he Sound COII/roi spell list . She and 

Fimran bot h have magic Rings of Marking which are keyed to each Ot her: t hey make in

visible marks on t rees which t he wearer or  either ring can plainly see. Drualphicn's 

broadsword looks Ii ke a rieec of wood t he same size and can be lIsed as a walk ing  sl irk . 

II is a x2 spell multiplier. so she always has it ready. Amt hol is a Dunnish ranger who 

k nows the Path Masfefy spe i l l ist .  He has a circular amulet with seven silver stars set in 

hlack onyx which serves as a + 3 spell adder. Amt hol's bracelet glows within 50' o f  a 

wight . 

7.3 ADVENTU RES I N  TH E WILDS 

Bree-Iand is a relatively sedate agricultu ral region but - because 
of the war, the l ingering effects of the Plague, and the rough terrain 
i n  the nort heast - t here are areas where danger is  the norm . J ust 
south o f  Bree-Iand the wilds dominate. Alt hough daylight t ravel on 
the Greenway is  still relatively safe, any deviat ion or lack of 
readiness wil l  generally resul t  i n  t rouble.  This is particularly t rue 
around the rui-ns of Cardolan's old strongholds. 

7.31 THE WARRIORS OF BAR-EN-DiN DOL 

The Bar-en-DTndol (S. "Dwelling at the Silent-head") was once 
t he home of Esga/jea, cousin o f  Cardolan's King Tarcil (see 6 .46).  
During T . A .  1 27 1 - 1 302 this DLinedain lord held sway over the 
northwestern South Downs and erected a great tower a few miles 
southeast of Bree. In 1 409 t h e  hold was overrun by orcs from 



Angmar but ,  in t heir haste, m uch was left undiscovered. The tower 
was bui l t  of a peculiar stone and had wood struts hewn from the 
fire-resistan t  Naurorn wood . I t  survived the fire remarkably i ntact , 
and the burning of t h e  wooden roof fooled any pillagers who were 
concerned with  i t s  u l t i mate destruction . 

Since t h e  tower is set upon an outcropping of simi lar rock and 
blends in with  the surrounding barren terrain ,  i t  has remained erect . 
About ten years ago it was occupied by a Dunlending warrior from 
Rhudaur who uses it as a base and observat ion point . Together with 
his force of t welve underlings, Thivur Blaith has established quiet 
control of t h e  area immediately around t h e  hi l l  known as Silent
head and now relays i n formation back t o  Rhudaur. Their occa
sional sorties against travelers are att ributed to t hieves l ike Cormac. 

Blai t h  discovered a small fortune during his exploration of the  
tower's foundat ions.  While checking the  Well-hall ,  h e  came across 
a secret passage which laid beneath t he stair, behind a 6' x 3' 
memorial stone. The opening led to a 7' x 4' corridor which ran back 
t h rough t h e  foundation and into the  hil lside. A 7'  high , 1 2' square, 
rock-lined room was at the end of the corridor, but was blocked by 
a t wenty foot wide pit which blocked the passage. I n  t h e  room was 
placed t h ree stone containers, each cut from a s ingle block . They re
main t here today, and only Blaith and his young girlfriend Fwen 

know of the treasure's existence. The secret complex retains their 
coveted fort une and has an out let which runs u p  t hrough t h e  h i l l  
a n d  into a cave on t h e  east side. T h i s  escape route probably served 
the old masters during t h e  rough years of t h e  early fifteenth cen-
tury.  

Name/# Lvi Hits AT DB Shield Melee OB Missile OB 

Blaith 6 8 1  Ch/ 1 3  45 Y I O  98ha 88sb 

Fwen 3 47 Nol l 30 Y5 39ha 44sb 

Dun.  warriors/8 2 30 SLl5 25 Y 46ha 46sp 

Dun.  scouts I 4 2 28 Noll  30 Y 22ha 32sb 

Notes: Fwen has Boots o f  Silence which add + 50 to stalking maneuvers. Blait h carries 

an Axe of Stinging which delivers a Puncture critical in  addition to, and of the samc 

severity as, any other. The Puncture comes from a triad of small hollow spikes set in the 

blade, and t hey also deliver a dose of t he 3rd level poison Swulj. The effects of Swulf arc 

paralysis in 1 -4 limbs for 1 - 1 00 days. 
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BAR·EN·DtN DOL 
S i x  foot wide wooden bridge which spans a cleft in the rocky face. A series of switch

backs enable the traveler to wind u p  the hillside. As one ascends his left is always ex

posed to the grey-white cliffs which conceal the hold from all but the closest (If 

observers. 

I .  Gateway. The opening i s  8' x 6' and i s  barred by two iron portculli set ten feet 

apart . I ts  two-man watch is always on duty.  A rein forced iron and wood door 

guards the inner hold. Those negotiating the three gates still must go 1 2' up a 

gentle stair before reaching the Lower Hall .  Here at the base the walls are twenty 

feet t h ick . 

2 .  Lower Hall .  This  is a round hal l  with a cobbled noor. Thirty feet in diameter, it 

has a 1 2' ceiling and houses the stable, some bulk storage. and a cistern. Two 

stairways lead up opposite walls, while a single 6' x 3' door is set in  the south side. 

Stair A leads to barracks .  Stair B goes up t o  Great Hall. Door C opens onto the 

Craft -halls. 

3 .  Craft-halls. A smithy dominates t he narrow, curving complex. A cooper shop 0, 
leather shop E, and weaving shop F l ie along the corridor. Each area has a 7' ceil

ing. 

4. Great Hall. Eating, entertaining, and assembly area. Rude stone tapestries are 

h u ng about the walls. Behind the large hunt ing scene lies a secret passage (G) 

which leads to the Master Chambers. A round fireplace sits near the middle of the 

rear wall  of t he 1 2' high room. 

5. Kitchen. The fireplace backs against i ts  companion in  the Great Hall. A well hole 

allows one to draw water from the Well-hall below. 

6. Staff-halls. Quarters for t he k i tchen staff. Two o f  t he warriors prepare t he meals 

and live here. 

7. Stair. The crude stone spiral is only 3' wide and is very steep. I t  winds 

counterclockwise up to the Watch-hall. 

8. 

9. 

3 

Hallway. This 6' x 3' corridor connects barracks with Great Hall .  

Master Chambers. Blaith and Fwen reside here with their dog Lagailh. The poor 

old pup is blind and nearly immobile, but has keen senses of smell and hearing. It 

k nows foot falls and odors well, and will bark if  it senses st rangers. She lives in  her 

own litt le chamber (H) which opens on the hall and the bedroom. The Master 

Chambers are comprised of twO 1 2' diameter rooms, each well appointed and 

having an 8' ceiling. The door handle (I) has a gold ring around it and inside the 

knob. Those t urning the knob will not t urn the mechanism; instead, a circular 

blade will spring forth which is coated with a 4th level dose o f t he poison Dunach. 

Those who fail to resist will become instantly hysterical and, in  1 - 1 0  rounds, will  

begin choking and coughing. They will be immobilized for 1 - 1 0  days t hereafter. 

2 
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1 0 .  Barracks. Here are ten beds for the warriors a n d  scouts. 

I I .  Armory. Now vacant except for a store o f  twenty + 5 spears, a hundred arrows 

for short bows, four + 5 broadswords, a + 10 scimitar, two + 5 t arget shields, 

four normal shields, three suits of rigid leather armor (AT 1 0) ,  ten handaxes, a 

+ 5  lance, fourteen daggers, and a chain shirt (AT 1 3 ).  

12.  Store Rooms. Preserved food food adequate for twelve for ten days. 

1 3 .  Watch-hall. An uncovered twenty foot diameter round room that serves a s  the 

tower's roof. Here two men always keep vigil .  

14.  Lavatories. Simple refuse pits covered by wooden board seats. 

1 5 .  Prison. This 8 '  x 8 '  room has a 5 '  ceiling. Entry i s  achieved b y  way o f  a narrow 

wooden stair which is covered with an iron trap door. A single 6" slit provides all 

the ligh t .  It can accomodate up to ten prisoners who are set sideways along the 

walls. They are suspended by manacles set over t hei r t orso, around their legs, and 

around t heir neck. 

16. Well-hall. A 40' deep well dominates this 1 2 '  circular hal l .  The hole above it  

allows men in  the kitchen to lower buckets down through the twenty foot ceiling. 

Within the wall at J lies a secret door. One must detect (very hard -20) the aper

ture behind the 6' x 3 '  memorial stone. 

1 7. Pit trap. This twenty fOOl wide, t hirty foot deep chasm blocks the 7' x 4' corridor. 

6' x 2' stones on either side are set to  slant toward the pit whenever 100 + lbs are 

placed upon them . They are set on springs which cast off their burden and return 

to their normal place. Each is extremely hard (-30) to detect and of medium (-0) 

d i fficulty to disarm. 

1 8. Treasure Hall. Cut from rough stone, it is 7' x 1 2' and has a 7'ceiling. Two hollow

ed stone "crates" (K) are set into the noor and hold the treasure. 

The Treasure: 250 gp; 35 mp; 945 sp; twenty jewels worth a total o f  1 90 gp; 

t h ree 10 gp gems; two + 3 Mage spell adder quarterstaffs; a x3 Animist spell 

multiplying ring; Boots of Waterwalking; a Cape of Gliding which once a day 

enables user to glide from any height at a rate of 5'  per round at 5 mph, with no 

fear of landing poorly; and a suit o f  soft leather armor (AT 6) reinforced with 

Kraken beak which protects l ike plate (AT 1 8) .  

1 9 .  Escape Passage. T h i s  is a narrow cieft set behind a rotating stone panel in  t h e  

back o f  the Treasure Hall .  I t  is hard ( - 1 0) to  detect . T h e  2 m i l e  l o n g  corridor i s  

rough hewn and b u t  7' x 3 ' .  T h e  exit way is in  a small cave s e t  in  the gentler east 

face of the Silent-head. 

8.1 H EALI NG H ERBS 

NAME HOME FORM 

ALOE Sheltered gardens Succulent 

ARFANDAS Shady stream ban ks Dried stems 

ARKASU Rare import (east') Herb mix 

ARLAN Rich, shady soil Dried leaves 

ARLAN'S SLIPPER Mountain slopes Dried roots 

ARNUMINAS Warm shelters Dried leaves 

ARUNYA Warm hills Root ext ract 

ATHELAS Dunedain gardens Leaves 

ATTANAR Shady stream banks Moss 

BARANIE Shady spots Leaves 

CULAN Rare import Drug mix 

DARSURION Rocky slopes Leaves 

DELREAN Cool forests Tree bark 

ELBEN'S BASKET Sunny meadows Root ext ract 

ELENDIL'S SPEAR Tundra Ground root 

G I LDARION Rare import Herb mix 

HARLINDAR Rare import Herb mix 

KELVENTARI Temperate meadows Berries 

LATHA Cool lake shores Crushed stem 

MAIANA Druggist/herbalists Herb mix 

MARGATH Druggist/herbalists Herb mix 

M I RETAR'S CROWN Cool, high meadows Flower 

NELTHANDON Rolling hills Whole plant 

NUMENELOS The white tree Moss 

RUMARETH Rare import Herb mix 

SILRAEN Sunny soils Powder 

SINDOLUIN Fine, sunny soils Flower 

SURANIE Stream beds Dried berry 

TELDALION Deep forests Bark 

TULAXAR Rich, cool soils Leaves 

3 1  

7.32 ENCOU NTERS WITH WILD BEASTS 

Those dashi n g  about i n  t he wilds of Bree-Iand wil l  fin d  
dangerous fauna relatively rare. Nonetheless, there are hungry 
beasts, particularly wolves, which have preyed upon t he area for 
centuries. 

Around t he swampy lowlands w i t h i n  and j ust  beside t h e  
Midgewater Marshes on Bree-Iand's eastern border t here live two 
groups of flying insects which are especially dangerous. One, the 
Neekerbreeker, i s  a constant t hreat , but gives off a harsh cry which 
provides fair warning of t heir presence. They are most evident at 
dawn or dusk, but enjoy the dark and never shy away from a tasty 
daylight meal . Fortunately, a stout canvas tent  is  all  that i s  needed 
t o  dissuade t hem . Even when safe, however, adventurers rarely 
find comfort hearing t h e  unending "neek-bree k ,  neek-bree k . "  

T h e  larger, rarer Hummerhorn i s  a silent nocturnal hunter which 
surprises and i m mobilizes i ts  foes. With t heir sharp b i t i ng pinchers 
they will  reduce a man t o  bone within  hours. H ummerhorns are 
black and grow t o  lengths of 9 i nches, while the less savage Neeker
breeker is  bright red or orange and rarely exceeds 2 inches. 

8.0 CHARTS AN D TABLES 

PREPARE/APPLY EFFECf 

Juice salve Doubles rate of healing for minor burns and cuts. 
Heals 5 hits/dose that are result of burns. 

Poultice/cast Doubles rate of healing for fractures. 

Salve Doubles rate of healing for major wounds. Heals 
2- 1 2  hits. Antiseptic. Analgesic. 

Poultice Wild-heals 1 -6. Domestic-heals 4-9. 

Boil/inhale Decongestant.  

Poultice Doubles rate of recovery from sprains, pulled 
ligaments. 

Drink Sleep, unconsciousness. 

Boil/drink Cures black breath ,  variety of diseases. Triples 
healing rate for any wound. neutralizes most 
poisons. 

Poultice Reduces fever. 

Drink tea Reduces nausea. 

Drink tea Anti-spasmodic. reduces effect from certain 
poisons. 

Rub on wound Heals 1 -6 hits. 

Salve Insect repellant .  

Drink Heart stimulant .  Doubles speed for I rd. 

Boil/drink Slows poison. Purifies water. 

Salve Major organ repair. 

Dilute/drink Assures safe childbirth. Provides nutritional 
balance. 

Apply juice Major burn relief. 

Boil/drink Analgesic. 

Dilute/drink Decongestant.  

Salve Anaesthetic. 

Put on wound Stops bleeding. 

Eat any part Emetic. 

Put on wound Nerve regeneration and major organ repair. 

Drink Stops bleeding. Causes drowsiness. 

Dilute/drink Analgesic. Causes sleep. 

Drink extract Anti-coagulant. 

Inhale Akin to smelling salts. Stimulant. 

Poultice Reduces inflammation. Cures infections. 

Boil/drink Stops bleeding. 



8.2 N O N·PLAYER CHARACTER STAT SU M MAR I ES 

The following chart summarizes t h e  principal N PCs and warriors 
found i n  Bree. 

NAME 

Amlhol 

Blailh 

Brailh I he Tinker 

Harry Broadleaf 

Len Broadleaf 

Cormac 

Drualphien 

Eowic I he Archer 

Fimran 

Fwen 

E.  Healhenoes 

Err. Healhenoes 

M .  Healhenoes 

R. Healhenoes 

Helvorn 

Hiraew 

Meneldir 

C.  Tunnelly 

Vagibreg 

Balldil 

Bandil 

Bandil 

Dunnish Warriors 

Dunnish SCOUIS 

Guardsman 

Guardsman 

Guardsman 

Guardsman 

Guardsman 

Hobbil SeoUl 

LVL 

4 

6 

4 

7 

2 

6 

9 

9 

1 3  

2 

4 

2 

2 

2 

4 

5 

6 

2 

CODES A N D  COMMENTS 

HITS 

5 7  

8 1  

73 

32 

53  

1 28 

36 

91 

62 

42 

1 45 

28 

5 1  

82 

1 42 

6 1  

1 90 

7 1  

5 1  

40 

50 

60 

45 

38 

35 

45 

55 

65 

55 

46 

AT 

N o l l  

Ch/ 1 3  

R L/ I I  

SLl9 

SLl9 

Ch / 1 4al 

Nol l 

Noll  

Ch / 1 3  

Noll  

Ch / 1 4al 

Nol l 

Chi 1 5al 

R L / I OI 

Ch / 1 5al 

Nol2 

Chi 1 5al 

Ch/ l 3  

Noll  

RL/9 

Ch/ l 3  

Ch/ 1 3  

SL/5 

Nol l 

Ch / 1 3  

Ch / 1 3  

Ch / 1 4al 

Ch / 1 4al 

Ch / 1 3  

Nol l 

DB 

60 

45 

55 

30 

35 

65 

5 5  

65 

40 

30 

60 

1 0  

5 0  

5 0  

70 

30 

75 

70 

45 

30 

40 

45 

25 

30 

50 

50 

60 

60 

65 

50 

SH IELD 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

N 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

Y 

MELEE 
OB 

58ma 

98ha 

85bs 

46bs 

62bs 

I l 3bs 

37bs 

108bs 

84ha 

39ha 

1 23bs 

1 5da 

64bs 

1 00bs 

1 08bs 

35da 

1 58bs 

8955 

27ha 

4655 

64bs 

77bs 

46ha 

22ha 

56bs 

74bs 

86bs 

99bs 

86bs 

22ss 

a) Shields equal 10 20 or 25 of  DB. An * means armor is magical or specially made. 

MISSILE 
OB 

681b 

88sb 

80cp 

4 1 cp 

48cp 

108cp 

42cp 

1 281b 

59sb 

44sb 

1 1 8cp 

5cp 

5gep 

85cp 

96cp 

35hc 

1431b 

84sh 

32cp 

46cp 

64lh 

77lb 

36sp 

32sb 

4 l cp 

54cp 

76cp 

89cp 

76cp 

42sb 

GENERAL SUBTERFUGE 
SKI LLS SKILLS 

42 

3 1  

45 

1 2  

1 9  

37 

32 

46 

28 

1 7  

28 

1 3  

23 

25 

68 

25 

63 

43 

1 7  

22 

33 

39 

1 2  

1 7  

27 

38 

49 

55 

6 1  

2 2  

1 5  

20 

65 

1 0  

28 

20 

32 

30 

25 

10 

35 

10 

20 

20 

50 

25 

40 

40 

1 0  

1 0  

20 

25 

5 

19  

o 

1 0  

1 5  

42 

44 

CHA RACTER NOTES 

Dun nish ranger. 

Dunnish warrior. 

Mannish scoul. 

Mannish warrior. 

Mannish SCOUI. 

Non hman warrior. 

Dunnish bard. 

Mannish warrior. 

Dunnish warrior. 

Dunnish warrior. 

Mannish warrior. 

Mannish animisl . 

Mannish warrior. 

Mannish warrior. 

Dunedain ranger. 

Dunedain mage. 

Dunedain warrior. 

Hobbil warrior. 

Dunnish seoul. 

Mannish warrior. 

Mannish warrior. 

Mannish warrior. 

Dunnish warrior. 

Dunnish seou l .  

Mannish warrior. 

Mannish warrior. 

Mannish warrior. 

Mannish warrior. 

Mannish scoul. 

Hobbil scoul . 

b) NOIe defensive bonuses include SlalS.  and shield. Shield references include qualily bonus (e.g. "Y5" means "yes. a + 5 shield"). See seelion 1 . 3 for explanalion of Si al . adds. armor 

Iypes, spells, and 01 her bonuses. CombalanlS unl rained in  a Iype of weaponry (e .g. orcs unlrained in missile combal) su ffer a penally of -25 when allacking.  Melee and missile offen

sive bonuses include Ihe bonus for Ihe combalanl's besl weapon in  I hal calegory. 

c) Weapon abbrevial ions follow OBs: ss - shon sword. bs - broadsword, sc - scimilar, I h
'
- Iwo hand sword, m a - mace, ha- hand axe, wh - war hammer, ba - ballie axe, 

wm - war mallock, cl - club, q s - quaner Slaff, da - dagger, sp - spear, m l - mouilled lance, ja - javelin, pa - pole arm, 51 - sling, cp - composile bow, sb - shon or horse bow, 

I b - Iong bow, Icb - lighl cross bow, hcb - heavy crossbow, bo - bola, I S - I hrowing Slar. Animal allacks are abbrevialed using code from "beasl chan" (see CharI 8.3 below) 

d) U n less olherwise Slaled, ilems and weapons wilh a bonus (e.g, a + 10 broadsword) are superior bUI non-magic. 

e) The numbers and lellers afler I he Armor Type lisled del ermine Ihe characlers eX3CI
'
armor coverage. The number applies 10 Ihe peninenl ROLEMASTER armor class, while Ihe lel

lers delermine whelher Ihe cllaraCler is wearing arm greaves (a) or leg greaves (I) under Ihe Mf:RP syslem. 

8.3 WILD B EASTS 
Type 

Black Bear 

Hummerhorns 

Neekerbreekers 

Slone Troll 

Large Wolf 

Level 

4 

5 

2 

1 0  

# 

1 -5 

2-50 

1 0- 1 00 

1 - 5  

2-20 

Sz/Sd 

mlf 

mlvf 

slvf 

lis 

mlvf 

HilS 

90- 1 60 

25 

3 

1 75 

80- 1 1 0  

AT 

SL/8 

RL/ 1 7  

R Ll I 8  

R L/ I I  

No/3 

DB 

10 

1 5  

30 

20 

30 

Primary 

LGr60 + 

MBi40 

SPi l O  

H Ba l 20 

LBi60 

Secondary Olher 

LCl65 LBa60 

LCr l 20 W I 40 

Cril. 

Norm 

Norm 

Norm 

Norm 

CODES: Sz/Sd = Size and Speed respecl ively; 1 51 symbol: s - small,  m - medium, I - large, vl - very large, h - huge; 2nd symbol: s - slow, m - medium, f - fas l ,  vf - very fasl . 

Allack Modes and OBs = l Si leller: T - liny,  S - small, M - medium, L - large, H - huge; 2nd lellers: Ba - bash, Bi - bile, CI - claw, Cr - crush, G r - grapple, Pi - beak or 

pincher, TI - l iny leelh; H - horn or l us k ;  TS - l rample/Siomp: SI - slinger. Number equals offensive bonus using given allaek mode. Calegories reOeel probabilily beasl will 

use given mode; e.g.  "primary" mOSI probable, "OIher" leasl likely; "bolh" allacks are made only where a successful primary allack occurred i n  Ihe preceding round. 

Cril Table = Type of lable used when cril ieal Sl rike is 1 0  be resolved again" lhe creal ure. Normal lable is Ihal used for man-sized creal ures and beasls of  like vulnerabilily; large 

and super large crealure crilical lables relleel increased prolecl ion. 

'WighlS can only be damaged by enchanled or magic weapons; 1 00bs means + 1 00 OB wilh broadsword. 
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