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"Orcs ahead," whispered Mirag. The Ranger drew back to her 

companions in the narrow subterranean passage. K6ma raised his 
hammer. "We must strike now, while they're nor prepared!" the 
Dwarven warrior urged. "Onree and Muldec are in chains. and they 

ore 10SI if the Orcs reach Goblin-town!" 
The mystical Halj-e/fTrevor nodded in reluctant agreement. "This 

is the last time we rescue these two. The Orcs cannot stand the heal 
and light from my trident, I will /Dose a bUndingflash be/ore you Q(
tack .

.. 

From behind came a high Hobbit voice: "/ saw the eyes again -
following, watching us!!" Tobo/d nervously slipped up next to 
Trevor, while K6ma laughed, "We do not expect a thief to fight." 

Trevor laid his hand on Tobold's shoulder, ''Already you have done 
enough to merit my trust. Mr. Goodburrow. Without your sharp 

sighl. we would never have found the Orcs'secret entrance. Stay and 
guard the rear, if you wish. " 

K6ma edged forward. lowering the visor of his ornate helm. 
Mirag. sword in hand, advanced. crouching under the low passage 
roo/ Behind came Trevor. head bent in concentration as he sum
moned his spell from the trident. 

Tobold stood in the darkness /or a moment. Then his heart grew 
chill, as two greenish lights seemed to approach him from the party's 

rear. "J'm no coward, .. Tobold muttered to himself. "But Orcs ahead 
and eyes behind!" His hand trembled for a momenl, as he hurried 
aJter his Jriends grasping the hilt oj his sheathed dagger. 

1.0 GUIDELINES 
, 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. Players help to create a new land and weave 
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-Io-run studies of very 
specific areas, and are inlended to be used with a minimum of addi
tional work. Each has.statistical information based on the Middle
earth RQle Playing (MERP) and Roiemaster (RM) fantasy systems. 
The modules are, however, adaptable for use with most major role 
playing games. Creative guidelines. not absolutes, are emphasized. 

Proressor 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 provide the reader the thrust of the creative 
legacy and the character of the given area. 

Remember that the ultimale 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 0/ the 
Rings

. 
although they have been developed so that no connict exists 

with any of the other sources. 

1.1 DEFINITIONS AND TERMS 

The following abbreviations and terms are used throughout the 
series. 

1 . 1 1  DE:nNITIONS 
A few crucial concepts are described below. The majority of uni

que terms and translations from The Hobbit and The Lord 0/ the 
Rings are found in the text proper. 
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Anamar: (5. "Iron Hom�"). Angmar is roundedaroundT.A. IJOObythe Witch.kin"the 
Lord orthe Nazgul. An �Yil realm, it lies nestkd in and along th� icy Oanksof tht: 
IlOrlh�rn Misty Mountains (5. "Uithorglir"), in th� hiah plat�au of nonheaslffn 
Eriador .lktwttn T.A. nOI and 1974, Angmar wan on A,th«ioin, Cordokm, and 
Rhudau" Ihe thrtt Dunedam successor states to old Arnor. 

Cnlht: A mounted officer ohhe town auard in Maethelbura. 

DUnedaln: (5. "Edain orthe Wesl;"sin&. Dwnadan.)These Hiah M�n are d�ndanlJof 
the Edain who settled th� "'est�rn island continent of Nume:nor around 5.A. 32. 
Th� Dunedain r�turned to explore, trade Wilh, cojoniu, and Iater conqu�r many 
areas along [h� western, southern, and eastern coasts of Endor during the Second 
A&�. Unfonunat�ly. thdrhubris and desire fnr powff led them to allempt an inva· 
sion of the Valar's Undying Lands (Valinor). As a result. Eru (the One) destroyed 
thdr hom� island in S.A. ])19. Those called the "Faithful" opposed the policies 
and jealous Elf·hatred that prompted this '·Downfall." Th� Faithful were saved 
when Numenor sank and sailed eBSt to northwestern Mjddle�arth. There they 
founded th� "Realms in Exil�." the kingdoms of Arnor and Gondor. 

Th�term Dunedain rdersto the Numenoreansand their dcscendants in Middle
earth,Youps which possess considuable physical and mental strenath,lonit\;ty, 
and a rich Elven-inOuenced culture. AdOnllic is tOOr native language. 

Eriador: (5. approx. -rhe Empty Landsj. Eriador is a aeoaraphic reaion which includes 
.. lithe territory nonh of the River lsen (5. "St, Angnn") and betwttn the Blue 
Mountains (S. "£r«i Luin") and the Misty Mountains. Eriador incorporatt'S the 
lands of Minhirillth, Errgion. CordO/lln, Rhudllu,. and Anhftfain and, by some, 
Dun/lind and En«ih�·oith. 

Free Peopk:s: The "good" raen of Middle�arth: Ely�, Dwarves, HobbitS, and Men 
(esp«ially the Dunedain); specifically those races which were in opposition to 
Sauron. 

F)Td: The Nenedain rqional militia. 

Gondor: (5. "Stone·land. j The areat DUnedain kinidom that lies west of Mordor and 
north of th� Bay of 8elfalas. II includes a number of regions: (clockwise from thC' 
IlOnh) Coleno,dhon (Rohan after T.A. 2.510); And,�n; Ithll�n; Lebtnnin; 

Bel/II/as; Lomedon; An/ofos; and Andrast. Osgifjoth on the Anduin serves as the 
Gondorian capital until T.A. 1640. when the throne is moved to Minas Ana, 

(Minas Tirith). 

High Pass: The pass through the Misty Mountains east of Rivendell. 

Hillmen: This race of short , dark, hardy folk who stUled Rhudaur in th� late First AiC' 
and early &rond Age. Distantly related to Dunlendings, they lived peaceably as 
hunters and gatherers until lhe cominl of the Dunedain and Dunlendinl tribesdur
ina the Second Ale. Hillmen arc of a stocky build, several inches shoner than the 
Nonhmen with much the same wei&ht. Their complexion is dusky. and both hair 
and C'yes are brown. Superb mountain�n, they trsy�rst ruUed hills with little 
more effort than others require in dear plains. 

A vocal, viaorous and contentious people, HiIIl'Mn are deeply suspicious and 
hostile to most outSiders. They are brave and skillful warriors, ifpoorty anned, but 
do not shrink from treachery and ambush. 80th OUnedain and Nonhmm � 
traditional foes, and El\'es are greatly feared and avoided. Hillmen speak a Dun

nish dialect, and some know broken West ron for dealina with S!ranlers. Intensely 
superstitious, HiIlm�n worship various yenadul petty deities with blood sacrifICes. 

Mlrk"ood:The Ireat streich of forest called by the Eh·C'$ Tllur�-Ndaftftos(S. "FortStoj 

Gf'filt Fro,"}. Like the "Old Forest" and the "'Fangorn", it is a remnant orlhe&reat 
forest which onc� covered most of northwestern Endor: 

Mi.sty Mountain.s: The great mountain chain or northwestern Middle- earlh, runninl 
o"�r 900 miks from thC' Northern waste to the Cap of Rohan. 

Nrnedllin: The Nonhm�n of the Anduin yales. 

Nur1hmen: Also called the Nonhrons. A groupina of tall, strona, fair, and hairy mannish 
folk. ThC'y arC' the "Middle-men", a ITOUPcuituraUy and physkallydoscr to Elves 
than those labc::led "common", but nonetheless distinct from th� "Hiih Men" or 
Edain. Branches of th� Nonhmen include: the Wood·men, the Plains-men or 
Gromul., the Lake.men, the Dale-�n, the£othraim, the £oth�, the Beornin&t, 
and th� Ncnedain. 

Nhovanion: (5. "Wilderland"j lit. "Wild Place"). Traditionally. this reaion includes aU 
th� land south of the Grey Mountains (5, "Er«i Mithrin ") and nonh of MonIor, 
betw�n the Misty Mountains and the Redwata. Thisarea includes Mirkwood and 
th� northern Anduin river valley. 

Rhudaur: (5. "East Forest"; Du. "Place of Roarin, Red-Ioldj. Easternmost of the three 
scc:tions of Arnor. Rhudaur is a rUlled, wooded land - hence its name. It is also a 
culturally diverse and politically yolatile territory with a rdativdy small Dunedain 
population. Hillmen (Hi. 'We Dnubho,,") and lata, miarstina Dunkndinas form 
Ihe majority or its populace. Rhudaur becomes an ind�pendent DunC'dain 
kinldom with the sunderina or Arnor in T.A. 861 and ralls under the sway or the 
Witch-kiniOr Anamar �twttn T.A. 1)01 and l)${). With the War ofT.A. 1409, it 
ceases to ex�t as an integrated state. 
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Trolls: Morgoth bred the first Trolls (S. Teres, sing. Torol)during the Great Darkn�of 

the Elder Da)'s in mocker), of Ems, aivinl his repulsive creations a substance of 

stone, ..... ith comparable strength, hardness and intellect. The oriainal Stone·trolls 

have over the ages di\'ersified into several other species, including Hill-, Cave-, and 

Snow-trolls. Stone-trolls are still the most numerous son. ransinl throughout the 

broken lands of Rhudaur. Hill-trolls 5talk the lower slopcsofthe Mist)' Mountains, 

while Snow-trolls lurk amidst the upper peaks and alaciers. Most hideous or all, the 

Cave· trolls haunt the caverns beneath the mountaim, never venturina ontO the 
surratt or the world. 

Trolls arc a colossal race, 9-11 fcct hiah, with thick bodies and limbs, and tough 

hides or overlapping scales. Most arc arccnish or gre)" but the rare Snow-trolls arc 

white. Troll blood is black and steaming. 

Immensely strona. their rerocity is terrirying. and in battle Trolls are ullerly 

fearless, anacking with crude batterina weapons or naked claws and fanp until vk· 

torious or slain. Like common arC'S, Trolls can $Ce at nilht as though it were 

brightest day, and possus limited vision even in absolute subterranean darkness, 

Cave·trolls being the most perceptive. Principal Trollish handicaps are direct 

sunlight. which transforms them back to lifeless stone, and phenomenal stupidity. 

Wllth.klng: The Witch·king or Angmar, also called the lord or Morlul. was the chier or 

the NazgOI: he was the Lord or thc Nil7.gill and possessed theareatest power or in· 

dependent action. 

1.12 ABBREVIATIONS 

Game S,·strms 

MER/� __ Middlr�rth Rolr "la)'I,,� RM ___ RokmllStrr 

ChaTaCll'r Slats 
As ____ Agility (RM and MERp) Me ___ Memory (HAl) 

Co ____ Constitution (HM and Pr ____ Presence (RM and MERI, 

MEHP) Qu ___ Quickness (RAr) 

Em ___ Empathy (HM) Re ____ Reasoning (HAl) 

Ig ____ Intelligence (MERI,) Sd ____ Self Discipline (RM) 

It (In) __ Intuition (RM and MERP) SI ____ Strength (RM and MER/') 

Gllmc T('fms 
AT ___ Armor T)'pe Lvi ___ Level (experientt or spell level) 

bp ____ brontt' pi�s) MA ___ Martial Arts 

cp ____ copper piece(s) Mod ___ Modifier or Modification 

Grit ___ Crilical strike mp ___ mithril piect(s) 

D ____ Die orDice NPG ___ NOII·player Character 

DB ___ Ddensive Bonus OB ___ Ofrensive Bonus 

FRP ___ Fantasy Role Playing PC ___ PlaycT Characler 

GM ___ Gamemaster pp ___ Power Points 

gp ____ gold piece(s) RorRad _ Radius 

ip ____ iron pia:e(s) RndorRd Round (IOsccond period) 

jp ____ jadt' picce(s) RR ___ Resistance Roll 

Stat ___ Statistic or Characteristic 

t p ____ tin piccc(s) 

Middl('�arth Term!! Kh ____ KhuzdullDwarvish) 

A ____ AdOnaic LotR ___ Thr Lord oJ rhr RI",s 

BS ____ Dlack Speech Or ____ Orkish 

Cir ___ Cirth or Certar Q ____ Quenya 

Du ___ Dunlt'nding R ____ Rohirric 

E ____ Edain Rh ____ Rhovanion 

EI ____ Eldarin S ____ Sindarin 

Es ____ Easterling S.A. ___ 5ccond Ale 

I.A. ___ Firsl Age Si ____ Si\van Elvish 

F.A. ___ Fourth Age T.A. ___ Third Age 

Hi ____ Hillman Tens ___ Tengwar 

H ____ Hobbilish (West ron variant) V ____ Variag 

Har ___ Haradrim W ____ West ron (Common Speech) 

Hob ___ Thr lIobbit Wo ___ WOSC' (Druedain) 

Kd ____ Kuduk (ancient Hobbitish) 

1 . 13 CONVERTING HITS AND BONUSES 

- When converting percentile values to a 1-20 system a simple rule 
is: for every +5 on a 0100 scale you get tI + 1 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 impor
tant 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. 

J 

1 . 14 CONVERTING STATISTICS FOR ANY MAJOR 
FRP SYSTEM 

If you play something other than MERPor Rolemasttrand you do 
n01 use a percentile system, use the following chart to convert 1 - 100 
numbers to figures suited t o  your game. 

1-100 Bonus on Bonuson 

Sial. 0100' 020 

102+ +J5 +7 
101 +JO +6 
100 +25 +5 

98-99 +20 +4 
95-97 + 1 5  +J 
90-94 +10 +2 
85-89 +5 + 1  
75-84 +5 + 1  
60-74 0 0 
40-59 0 0 
25-J9 0 0 
1 5-24 -5 -I 
10-14 -5 -I 
5-9 -10 -2 
J-4 - 1 5  -J 
2 -20 -4 

-25 -4 

1 .2 BASIC COLOR AREA MAP KEY 

( I )  I inch = 20 mile<i 
(2) Muuntains = � 
(J) Hills = � 

(4) Mixed forrSls = � 
(51 Pine furesls = ¢flip 
(6) Hedgew\\s. brush. and Ihkkels ." 
(7) Primar�' RiveTS = � 
(8) Secondar� Riv('rs = ..".---
(9) Sireams = ..,,--- __ 

(10) Intermittenl walen'uurses =..---'. 

( 1 1 )  Glaciers and il'eOUW"i = ::en 

J-18 
Sial. 

20+ 
1 9  
18  
1 7  
1 6  
1 5  
1 4  
13 
1 2  
10- 1 1  

9 
8 
7 
6 
5 
4 
4 

( 1 2) Mountain and snuw� reginns hmc no coloring. 
(13) Primar� mads = ___ 
(14) Sel'undar,· mads = .�---�-
( 1 5) Trails/track� = .. " .. ,. , 
(16) Bridges = ...... -.,. 
(17) .·nrds = ___ 
( 1 8) Cilios = � 
(19) Towns = .<;; 
(20) Manor houses, inns , small villages = '" 
(21) Ciludels aod huge ('astle complexes = It-.-. 
(22) Small caslles/holds/wwers/keeps elc. 
(23) Monasteries = rh 
(24) Observatories = It 
(25) Barrows. cairnfields. and burial n\'f� = b 
(26) Canrns and cave ('ntries = _ 
(27) BUill'S and plateau."i = 'Do 
(28) Lak.s = <3-
(29) Dunes = �.-� 
(30) t:xlremel� rough '('rrain = ' .. ::'.-;��.':".': 
(31)  1).,erl = 
(32) Steep ridgl' r�u .. ·('s and downs = ./ 
(33) Reefs = _ 
(J4) Ruins = .'. 
(35) S\\'umps and marshland, = � ....... :.... 
(36) Jungle = fI/1IfII 
(37) Ur, or periodic lakes = (& 

2-12 

Sial. 

17+ 
15-16 
13·14 
12  

1 1  
10 
9 
8 
7 
6 
5 
4 
J 

2 
2 
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2.0 INTRODUCTION 

When darkness descends upon the Anduin Vales, the Northmen of 
this land gather close in their (onghouses, barring the gates and piling 
the fires high. Mere superstitions do not intimidate these hardy folk, 
akin (0 the heroic Edain of the Elder Days, and even the howls of the 
Wargs heard ever closer to the isolated homesteads bring but few 
shudders. BUl lhe valley of the Greal River lies under the shadow of 
the towering Misty Mountains, which have long been the haunts of 
the Orcs. In the year 1640 of the Third Age, the Great Plague is 
scarcely four years past, and the Northmen have yet to recover from 
its grievous devastation. Emboldened by the weakness of their neigh· 
bors and the evil emanating from Angmar to the north. Orcs and 
their Warg allies dare to strike ever more frequently and deeper into 
the vales of the Anduin. 

Looking westward from the river plain. the snowcapped Misty 
Mountains stab defiantly toward the heavens. CUlling through the 
mountains' heart is the High Pass, connecting Rivendell and the 
lands of Eriador to the ancient Dwarf-road running east through the 
dreadful forest of Mirkwood. For three ages of the world, travellers 
and migrating peoples have followed this route but now the way is in
creasingly imperiled. Near the summit of the the pass the Orcs have 
delved one of their infamous subterranean strongholds, known to its 
apprehensive neighbors as Goblin-gate. Deep under the forbidding 
mountain crags the Orcs mine, forge and quarrel, while their lords 
plot the conquest of the surrounding lowlands. Within the Goblin
town a fearsome host of savage Orcish warriors is already mustered. 
Not far distant is the Witch-king's domain of Angmar and the Orcish 
capital of Mount Gundabad, rendering the strategic locale of 
Goblin-gate an incalculable threat to the Free Peoples. 

Fortunately, the Men of the Anduin Vales need not trust to their 
own arms alone to counter the goblin menace. High above the river 
valley and around the mountain peaks soar the Great Eagles, noblest 
avians of Middle-earth. Not far from the Orcs' eastern portal rises the 
solitary pinnacle of Eagles' Eyrie, throne of the majestic Lord of the 
Eagles. Lillie below escapes the Eagles' roving gaze, and when on oc
casion the Free Peoples have confronted impending ruin. the Eagles' 
intervention has offered unexpected salvation. 

Nor are the other inhabitants of the mountains uniformly wicked. 
In secluded glens and caves dwell the reclusive and solitary Stone
Giants, an ancient race of awesome size and appearance. Theydo not 
welcome prying explorers, but they are no friends of the Orcs. When 
thunderstorms rage over the mountains, the Giants may be seen at 
their most formidable. casting boulders about in play and bellowing 
their deafening challenges, enough to make the boldest travellers 
quaver in fear. 

In these troubled times, connkt has become all too familiar to the 
denizens of the mountains and vales. Adventurers are sure to find 
more than their fill of both danger and opportunity. Several powers 
contest for dominion in ever-shifting balance. Peace is a dim 
memory, and none can predict what the future holds in store. 

A BRIEF HISTORY OF THE REGION 
Long have the wild Misty Mountains and their neighboring vales 

preserved their independence and seclusion. Knowledge of the region 
has been collected from oral traditions and the accounts of infre
quent civilized travellers. Preoccupied with the struggle to survive, 
the inhabitants have not troubled to record their own deeds. This is 
regrettable, for many a talc might be told, as this region has figured 
prominently in the fate of Middle-earth. 

The Elder Days and Dark Years 
The Elves were first to behold the formidable barrier known as the 

Misty Mountains, during their legendary journey westward under 
the guidance of the Vala Orome. Later in the First Age, Men 
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migrated from the East into the areas surrounding the nonhern Misty 
Mountains. These tribes would become known as the Northmen. 

Early in the Second Age, following the destruction of Beleriand, 
the wreck of Morgo/h's shattered hosts fled eastward and many Orcs 
found refuge in the caves of the Misty Mountains. Their possession 
of the heights did not go unchallenged. Giants had been there since 
the Elder Days, and Dwarven mining colonies were slowly spreading 
northward from the immense citadel of Durin's Folk known as 
Khazad- dam (later to be called Moria). As if this were not enough, 
the Great Eagles also alighted upon the mountainsides. seeking new 
eyries to replace those lost with Beleriand's downfall. During the 
Dark Years that followed, the lands east of the mountains remained a 
backwater, chaotic and isolated. 

The Third Age 10 T.A. 1640: The Relur. of Ihe Shadow 

Following the overthrow of Sauron in the War of the Last 
Alliance, the power of darkness in Middle-earth was long crippled. 
With no dominant overlord surviving, the Orcish mountain tribes 
degenerated into futile internecine feuding. 

For the Northmen, however. the early Third Age proved a time 01 
unparalleled prosperity and expansion. Spreading southward along 
the river, the Men of the Anduin Vales mingled with the aboriginal 
Hobbit tribes now making their debut in history. Northmen 
language, names and customs were readily assimilated by the half
lings. Simultaneously, the Northmen were themselves influenced by 
the advanced civilization of the Dunedain through trade along the 
Anduin with the resplendent kindom of Gondor to the south. During 
lhe reign of King Hyarmendacil l, T.A. 1015·1149, lhe Men Oflh. 
Anduin Vales acknowledged the authority ofthe Dunadan monarch. 

Sauron came in secret to his stronghold of Dol Guldur around 
T.A. 1100, and turmoil soon returned to the lands about the Misty 
Mountains. At this time, most Hobbits ned west over the mountain 
passes. To the norlh the Witch-king founded his evil domain of 
Angmar about T.A. 1300, sprawling across both sides of the north
ern end of the mountains. Evidently the Witch-king's presence com
pelled a truce in the Orcs' interminable intep-lribal connicts. for at 
this time the Orcish population grew explosively. Orcs of the Moun
tains assailed isolated Dwarven outposts, as wars between the Dune
dain and Angmar engulfed Eriador. 

Angmar did not seek to conquer the Anduin Vales from its ter
ritories east of the mountains, for the bulk of its armies were needed 
in the west. Nevertheless. intermittent Orcish raiding from the moun
tain strongholds often afnicted the disunited inhabitants of the vales 
who could no longer rely upon the distant power of Gondor. Far 
worse, in T.A. 1635-36 the terrible Great Plagu� from the East swept 
through the region, claiming the lives of half its Northmen in
habitants. 

3.0 THE LAND 

Eternally cloud-wreathed, the colossal mass of the Misty Moun· 
tains divides this land from north to south, rearing above the nank
ing foothills and vales in commanding majesty. Known to the Elves 
as the Hithaeglir (S. "Line of Misty Peaks"), or Towers ofMist,thesc 
mountains are doubtless the highest in Middle-earth. Climaxing at 
their center with the triple peaks of Caradhras (5. "Redhornj, Cel
ebdil (S. "Silvertinej, and Fanuidhol (S. "Cloudyhead"). and at lheir 
northern and southern ends with Mount Gundabad and Methedras 
(5. "Last Peak") respectively. the 700-mile long chain attains an 
average elevation of 1()"12,OOO feel, as attested by the permanent 
snow caps on all the upper peaks. 

Though the Misty Mountains are relatively young, as demon: 
strated by their sharp peaks and extraordinary height, weathering 
and erosion have already left their scars. Immense water reserves are 
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trapped in the snowcaps and glaciers, and rapidly descending streams 
from these sources slash valleys at every lurn. Frost weathers and 
breaks the rock at higher altitudes, leaving slOpeSjuSL above the tree 
line covered with angular scree fragments. Such loose rock ac
cumulates on valley sides, poised for descent in thundering ava
lanches if disturbed. Erosion and melting snow topple boulders from 
crags and cliff faces with startling frequency. 

In this region, the mountains are some 50-60 miles wide, rising 
gradually from the foothills and moorland on the west, with their 
more precipitous face to the east. The northernmost reaches of the 
western foothills (the EUenmoors and Ettendales) are forbidding and 
inhospitable. The landscape is composed of grim stony heights and 
ridges, deep ravines and long valleys, and tumbled rock out
croppings. So rough and barren is the terrain that the mountains 
themselves are scarcely more difficult to cross. Along the eastern side 
of the Misty Mountains, in contrast, runs the broad valley plain of 
the Anduin (S. Long River) sloping gently downward to the east and 
south, easily traversed. To the Northmen this wide and winding river 
is known as the Langflood. 

3.1 THE CLIMATE 
Throughout this region, far from the moderating influence of the 

Great Sea, winters are cold and summers mild to warm, while both 
spring and autumn are sudden and fleeting. Climatic distonions arise 
from the mountain barrier, leading to marked variations between the 
western foothills of Rhudaur and the Anduin Vales, while the Misty 
Mountains have weather peculiar unto themselves. 

Two conflicting air masses do battle along the western borders of 
the Misty Mountains. Prevailing moist warm westerly winds from the 
Great Sea collide with chill northerlies descending from the vast Ice 
Bay of Forochel, causing alternating gentle drizzles and cold driving 
rains, or corresponding snowfalls when temperatures faU below 
freezing. As these warm westerlies ascend the mountain slopes, the 
air rapidly cools and condenses, inducing both precipitation and the 
perpetual mists and low clouds for which the mountains are named. 
Pressure between the rising warm air and the colder mountain at
mosphere, especially during the summer, explodes in formidable 
thunderstorms, a terrifying experience for unfamiliar travelers. 

Owing to the mountain barrier. the Anduin Vales are spared the 
high winds and the excessive humidity and precipitation of Rhudaur. 
Under the rain-shadow of the mountains the climate is necessarily 
drier, while temperature ranges between winter and summer are more 
marked. However, the Anduin Vales are far from arid. as needed 
moisture is carried into the area by cool winds crossing the low range 
of the Ered Mithrin to the north and the channeled warm westerlies 
passing through the gap at the Misty Mountains' southern end. 

Temperatures drop swiftly in the mountains, at a rate of 3.6 
degrees F for every 1000 feet of altitude, or even as quickly as 5.5 
degrees F when air is moving rapidly upslope. Indeed, the mountains 
are often cooler on the windward than lee sides at identical elevations 
because of wind effects. High mountain vales are typically colder 
than exposed slopes at the same altitudes, for in such vales chill air 
sinks and gathers. Because of the lower temperatures precipitation is 
commonly in the form of snow through the colder half of the year, 
even while rain is falling in the lowlands.'Crossing the Misty Moun
tains successfully demands constant attention to the climate, for a 
lack of care may be fatal. 

3.2 THE ROADS AND PASSES 
Insofar as travellers are concerned, doubtless the most important 

geographic feature of this region is the High Pass. Formally known as 
Cirith Forn en Andrath (S. "High-climbing Pass of the North"), and 
occasionally termed the Pass of Imladris as well, this cleft in the 
Misty Mountains offers a crucial access route between Eriador and 
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the Anduin Vales. It is one of the four generally known passes of the 
Misty Mountains, the others being the Gladden and Redhorn Passes 
to the south, and the Angmar Pass farther nonh. 

Less well recognized by strangers to the region is the curious nature 
of the High Pass, which in fact is a double corridor, comprised of 
paraliel lower southern and higher northern branches several miles 
apart. The lower and more accessible route snakes along a lengthy 
ravine at the source of the river Bruinen, attaining an elevation of 
some 3500 feet before sharply descending toward the Anduin along 
the course of a southeasterly-flowing stream. By contrast, the upper 
"mountain-path" follows a spectacular route ascending the slopes of 
adjoining narrow gorges with numerous twists and bends. It reaches 
its summit, which is over a mile high, then descends to emerge from 
the mountains at roughly the same point as its lower companion 
route. Both passes are vulnerable to minor avalanches and tumbling 
boulders, and from the months of Hithui to GWirith, late fall to early 
spring, are usually blocked by snow, though skilled mountaineers 
may find a way through. (The mountain path was chosen by Thorin 
and his companions on their quest with Gandalrs guidance; the 
wizard, of course, knew of the "different pass . . .  more easy to travel 
by," The Hobbit, p. 99, which was also notoriously goblin-infested.) 

In the foothills of Rhudaur, the stone-paved Great East Road built 
by the Dunedain of Arnor runs as far as the Ford of Bruinen (S. 
Athrad Bruinen); however, the way to the mountains thereafter is no 
more than a dirt track traversing the rugged Cold fells toward the 
High Pass. Many such tracks arc found locally. mostly leading 
nowhere or to bad ends, and a map or guide is indispensable. Condi
tions are better east of the mountains. Those exiting either branch of 
the High Pass will find it a simple matter to follow the streamcourse 
and adjoining track to the Anduin at the Athrad laur (S. Old Ford). 
Two days' journey north is the safer Ford of Carrock. 

3.3 THE FLORA 
Owing to the range of landforms and climate, an impressive array 

of plantlife flourishes in the environs of the Misty Mountains. Most 
beautiful, perhaps, are the Anduin Vales. The river plain, where 
cultivated, is overrun with lush high grasses, while the Anduin's 
banks and adjoining marshes are rife with wildflowers and tall reeds. 
Groves of broad leaf trees rise amid the fair meadows, elms and 
mighty oaks predominating. 

In Rhudaur's hills vegetation is interspersed with barren rock in a 
bleak tableau. Valleys and sheltered hillsides remain thickly forested 
with gloom-shrouded ancient pines, while the more exposed hills and 
moorland are carpeted in monotonous scraggly heather. Rare 
wildflowers offer touches of color, growing from treacherous bogs. 
Only around the major watercourses can refreshing patches of 
meadow and cultivation be discovered. 

Extensive coniferous forests climb the ridges and slopes along the 
base of the Misty Mountains, thriving in the cooler temperatures and 
thinner soil where broad leaf trees cannot. After a few thousand feet 
the tree line is passed, and only scrub bushes and grasses grow in the 
upper mountain vales. Soon even these give way to lichen, bare rock 
and finally snow. 

Some of the region's most singular vegetation is concealed in the 
extensive cavern systems under the mountains. Only fungi can sur
vive in the absence of light; here it assumes fantastic forms and fre
quently attains astounding size. Rumors relate that some caverns 
harbor forests of colossal mushrooms, odd phosphorescent nodules, 
and other growths that defy description. 

Both the sheltered river vales and harsh mountain climes permit 
differing medicinal herbs to prosper. These gifts of nature promise 
healing to the ill and injured in the hands of the skilled, and com
mand high prices in the markets of most towns. Supplies are limited, 
however, and will be depleted if overharvested. 
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3.4 THE FAUNA 
Wild animals abound in this largely unsenled country. Fish teem 

in the streams and rivers, while common herbivores such as rabbits, 
voles and hares dwell everywhere that vegetation may be found, 
sustaining the larger predators. Beavers construct their lodges and 
dams on secluded streams. Ducks, geese and swans are plentiful 
along the broad Anduin. and kingfishers perch near the river 
banks. Pheasants roam through the high grasses of the meadows, 
and quails through the forest underbrush. In the woodlands the 
nocturnal greal horned owls roost in hollowed trees. The smaller 
reptiles, turtles, lizards and snakes, aTC especially common around 
the marshlands. 

Four species of large hoofed mammals are particularly worthy of 
note. Herds of swift red deer, each led by a male, wander along the 
Anduin's grassy plain. Reindeer inhabit the highlands of Rhudaur, 
grazing on the heather. Bighorn sheep prefer the lower mountain 
slopes and vales. These sheep are distinguished by their thick curl
ing horns, employed in the mating season for bUlling contests be
tween males, sending loud cracks echoing through the valleys. 
Above the tree line dwells the mountain goal, a climber of extraor
dinary agility, spending a lifetime roaming along ledges and cliffs. 
Covered with thick white fur and armed with sharp horns, the goat 
presents a spectacular image perched on a mountainside, and is well 
equipped to survive both the climate and predators. Both the sheep 
and goats tend to travel in separate herds of males and females until 
the mating season in late fall to early winter. 

A distinct subterranean ecology has evolved in the caverns of the 
mountains. A few inhabitants, such as rodents, aTe transients from 
outside. Others, like the pale blind fish swimming in underground 
lakes, have adapted to permanent darkness. Colonies of bats roost 
amidst the stalactites of cave ceilings, navigating the twisting 
passages by ultrasonic echoes to emerge for nocturnal hunting. Most 
bats are small, only a few inches in wingspan, and are harmless insec
tivores. 

Other nameless slimy creatures, antedating even the Orcs, are "still 
there in odd corners, slinking and nosing about." (Hobbit, p.79.) 
Few know of these horrors firsthand, and less still of their true 
nature, whether reptile, degenerate mammal, or something other
worldly left from the formation of Middle-earth. Those who have en
countered such antediluvian troglodytes and survived keep silent 
about what they have learned. 

Some creatures of the area are worthy of more than a casual 
glance. 

Giant Vampire Bat 
The Misty Mountains are home to one unique and particularly 

noxious bat: the Giant Vampire Bat, a black monstrosity a foot or 
more in wingspan, which roosts amidst its lesser relations but hunts in 
swarms. Giant Vampire Bats have been known to accompany Ore 
hosts to war in ominous clouds, fastening indiscriminately upon the 
wounded and slain, who offer an easy source of fresh blood. 
Wargs 

Most savage of the region's predators, the Wargs (a Northman 
term for "woW' and "outlaw") area wolf breed of unusual size and in
telligence. Legends hold that they were created by Morgoth in the 
Elder Days for his wars in the North. TheYflow dwell primarily on the 
eastern side of the Misty Mountains. but often cross into Rhudaur 
when food is short in their accustomed hunting grounds. Male Wargs 
are some 8-9' long, including tail, while females are slightly smaller. 
All have long, soft, dense grey fur. A Warg's senses of smell, sight 
and hearing are acutej it enjoys considerable endurance and can run 
at up to 30 m.p.h. in high pursuit of prey. Wargs are fearless car
nivores, and while they usually eat creatures smaller than themselves, 
they are well able to bring down large game. 

Wargs hunt in small family groups of about half a dozen, led by a 
dominant male. Occasionally they combine into huge packs to attack 
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herds of larger prey, and in those packs the males establish a hier
archy of authority based upon strength and ferocity. Packs are ter
ritorial, covering a region as large as several hundred SQuare miles. 

Hunting techniques best reveal the Wargs' malicious cunning. 
Whenever possible Wargs prefer not to attack larger prey directly. 
Instead, they ambush victims or trap them in deep snow. During the 
hunt, Wargs coordinate their harrying assaults in a simple language 
of intermittent howls. 

However dangerous to others, Wargs are most protective of their 
own kin. They mate for life, and a Warg pup, which matures in two 
or three years, remains in its family group thereafter. Mating occurs 
in winter to early spring, and a typical litter, born about two months 
later in the spring, consists of 4-14 pups. The den where the mother 
gives birth and rears the litter can be a cave, rocky crevice or 
overhanging bank, often stolen from a prior inhabitant. All family 
members care solicitously for the mother and young, bringing food 
back to the den. 

Wargs often join with Orcs in raiding, finding this an easy way to 
get meat, and allow themselves to be ridden by smaller goblins. They 
are notoriously fickle, however, and will feast on fallen Ore allies as 
readily as on foes. Wargs, unlike lesser wolves have lost any fear of 
men. They are particularly effective against cavalry, charging among 
terrified horses and tearing at their flanks, and are deadly in pursuit 
of fleeing foes. 
Bears 

If Wargs are more fearsome joined in their packs, individually the 
great brown bears of the Misty Mountain are by far the more power
ful predators. Like their smaller black cousins, the great bears arc 
omnivorous, able to subsist either on plants, roots and berries, or on 
fish, burrowing rodents, and even large prey. Honey, of course, is the 
inevitable favorite, and a bear is sure 10 raid any tempting hive. 

The great bear is five-toed, with long nonretractile claws and thick 
shaggy fur. Though it usually travels on all fours in a deceptively slow 
and clumsy gait, it is able to rear up on its hind legs to an imposing ten 
foot height. When threatened, the bear stands erect, fighting with its 
teeth and front claws. Few can face an enraged great bear and live. 
for the beast weighs as much as three Quarters of a ton, can crush a 
man's ribs with a swipe of its paw, and can actually move as fast as a 
horse if pressed. 

'Bears are normally loners, wandering in search of food and claim
ing no particular territory. They are among the most ancient in
habitants of the region, having been here even before the coming of 
the Giants. Ordinarily shy and not hostile to men, the bear's per
sonality is unpredictably transformed during its mating season in 
early summer, giving new meaning to the word "irascible." 

During winter bears retire to their cave dens to sleep out the cold 
season, having stored vast reserves of fat during autumn. A female 
bear gives birth every other year during winter hibernation to a litter 
of 1-4 cubs, which actually weigh less than a pound when born. The 
cubs stay with their mother for some two and a half years thereafter, 
and all other creatures do well to keep clear of a mother bear with her 
cubs in tow. 

3.5 COMMERCE 
Trade is the lifeblood of the urban Northman settlements along 

the Anduin, built where routes of commerce intersect. Without a 
steady flow of travellers and merchants the towns cannot endure. 
Already, some have reverted to mere fishing villages or have been 
abandoned, due to the Plague and the dangers of travel through 
surrounding lands under evil domination. 

A trickle of Dwarves passing to and from Kazad-dum, and some 
eastern Northmen merchants, still journey along the Old Forest 
Road. the ancienl Men-i-Naugrim. In recent years Sauron's in: 
nuence in southern Mirkwood has rendered this route increasingly 
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hazardous, leading to the collapse of the once thriving Northman 
community by the Old Ford, which provided a vital link to the 
High Pass. Much trade has been diverted northward to lhe ill· 
marked but safer trail through the Wood·elf Kingdom of northern 
Mirkwood, which emerges from the forest ncar Maelhelburg. 

Once Dunadan merchant caravans from Arnor regularly crossed 
the Misty Mountains through the lower branch of the High Pass, 
suitable for horses and loaded wains. Unfortunately, the Orcs of 
Goblin·gate have effectively closed thaI route for the past three 
centuries to all but the largest and best-armed expeditions, or those 
bearing the safe-conduct of the Witch·king. The upper mountain 
path is still safe for ordinary wayfarers, but is less practical for 
trade, as it can only be negotiated by mules and ponies, or travellers 
afoot, because of its steep inclines. 

Only the broad Anduin remains a safe highway, flowing through 
the heart of the Northman lands down to the borders of Gondor at 
the Pillars of Argonalh, and from there to the crumbling but still 
populous metropolis of Osgiliath. Northman merchants ply the 
river in their cnearras, light c1inker·built craft of shallow draught, 
which can easily be portaged around the occasional rapids and 
falls. 

As the Northman economy is agricultural and pastoral, the prin
cipal exports are unfinished goods: wool, furs, foodstuffs, lumber, 
and amber. The Beornings sometimes trade their excellent honey, 
and also beeswax. Grain, meat, beer and mead from the Northman 
farms find a ready market nearby among the Dwarves of Moria. In 
return, the Northmen most desire to import metals, and well· 
wrought jewelry, arms and armor from Dwarves or the imperial ar
mories of Gondor, for Northman smithcraft is relatively primitive 
and the land is poor in metal ores, having only some bog iron. 

In the countryside money is rarely available, and barter is the 
preferred mode of commerce. In the towns, however, a parallel 
cash economy has emerged, and transactions can be either in cur
rency or in kind as suits buyer and seUer. Gondor's coinage pro
vides the standard of exchange, as the Northman lack a mint of 
their own or precious metals to coin. 

4.0 THE INHABITANTS 

The region around the northern Misty Mountains is sparsely 
populated, but still manages to support a variety of intelligent 
peoples. These inhabitants include several races of men (Nonhmen, 
Beornings, and Hillmen) as well as representatives of some of the 
most dangerous races in Middle-earth: Orcs, Trolls, and Stone 
Giants. 

4.1 THE ORCS 
The true origin of the accursed race of Orcs (S. Yrch, sing. Orch) is 

shrouded in mystery. During the Elder Days, the wise believe, 
Morgoth twisted and corrupted captive Elves in the infernal pits of 
Utumno, perhaps mingling them with other enslaved beings as well, 
to spawn these hideous creatures of Darkness in envy and mockery of 
the fair race of the Firstborn. Designed as expendable laborers and 
warriors, Orcs have always served evil masters readily, though deep 
in their dark. hearts they loathe both their creator and the powers that 
still dominate their miserable lives. 

Orcs have long dwelt in the grim heights of the Misty Mountains, 
and are divided into two distinct breeds and castes. Common Orcs, 
the original stock, are by far the more numerous sort. Among them, 
however, lives a small elite of greater Orcs, the formidable Uruk-hai, 
descendents of Orc soldiers dispatched by Sauron from Mordor at 
the end of the Second Age to command the defense of the passes. The 
Uruks are carefully bred, superior in intellect and most physical at
tributes to their common kin, and act as tribal leaders and 
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bodyguards. Both sorts of Orcs are colloquially termed ··goblins," or 
Uhobgoblins" for the Uruks alone. 

Few other peoples have amiable dealings with the Orcs. Trolls oc
casionally share a lair or cooperate in evil ventures. Orcs and Hillmen 
have served together in the hosts of the Witch-king, but neither really 
trusts the other. Northrnen, often victims of Orcish raiding, have 
scant affection for their mountain neighbors. Between Orcs and 
Elves a mutual hatred has endured since the First Age, and battle is 
certain to ensue whenever any of these two races meet. 

Appe.ran�: Orcs have sallow or dark skin, thick hairy hides, elawed hands, grOtesqlK 
broad nat fa�, yellow fanas. slanting eyes with smoulderinl red iri25 .nd unkempt 
black hair. Their build is squat, with short crooked leiS and long arms. Common Orcs are 
betwc:c:n J·S feet tall. Uruk·hai are some S·6 feet tall, nearly as large as Men, and have a 
sJiahtly more "human", though obviously still Ordsh. look. 

Abilities .nd W"kn�: All Orcs enjoy tremendous endurance. nceding to rest but 
once every three days if pressed. They aTe hilhly resistanl to extremes of heat and cold. 
Common Orcs have superior night vision. able to see as can other folk in daylight, and 
even in absolute darkness they can perceive a shan distance ahead. In full dayli&ht, 
however, they are �riously weakened and disoriented, and their sight is poor. The night 
vision of the Uruk·hai is inferior to that of common Orcs, and they generally use torches 
in darkness. but this handicap is more than oHset by the Uruks'ability to function untm· 
P,:3ired under the sun. Common Orcs' sense of smell is acute. 

ACliludH and UfHlyle: Bloodthirsty, treacherous and cruel, Orcs are of Ihe basest 
nature. Their chkf pleasures lie in conflict and the tonuring of captives. Rarely are they 
content save whenealinl or fighting. Orcs miSlrust oneanolher, often with good reason, 
and arc prone to fight amonast themselves ifno other enemies arc al hand. A siubborn 
rebellious slJeak and eJ(cessi\'e grttd render them most untrustwonhy servants or allies. 

Orcs dislike work. but are capable of great labors in masses under the focused will of a 
harsh overlord, and can tunnel and mine nearly as well as Dwa ..... es. They lack any ap
preciation of beauty, and thdr handiwork is plain. clumsy or ,,"assly ualy, but 
nonethelcss effective. Orcish smiths are exceptionally skilled in craft ina weapons, ..... ar 
engines and torture implements. Their healers achieve quick results, Ihough indifferent 
to pain or scarring. Vlility is always paramount. 
Socl.1 Structurt': Violence and fear cement Orosh society. When not under Ihe Dark 
Lord's direct control, Orcs coalesce in !Omall tribcs ruled b), strong leaders. Sialus within 
lribes is won by craftiness and brute force. 

.. ·.mily PaUems: Orcs breed rather than marry. thouah they reproduce in the norma] 
manner. Orcish females lh'e together in secluded areas of a lair, well guarded and accessi· 

ble only to the stronger males. so lana as they are ofa suitable age for matina. Outsiders 
are never permitted to sec female Orcs. These practices, though brutally unsentimental. 
ensure the strongest offspring. Young Orc Mimps" are raised jointly by the older females. 
knowing ani)' Iheir fathers. Orcs reproduce prolifically and a tribe losin, most ofilS war· 
rioTS can replenish its numbers in a few generations if the females are unharmed. 

SetUement and Housln,: Orcs dwell in underground lairs. typically ill-ventilated mazes 
of twisling passages and caverns, light less save in the inhabited areas. SeveraJ exits are 
always delved for surprise attacks and escapes. 

"�onom)': TheOrkish tribes su ..... ive by a combination of hunt ina, for.ging, and raidin, 
neiahboring peoples. I'eaceful trade is rare. Within a tribe male and female roles are 
sharply distinluished, males mining. forainl. gathering food and 10inl to war . ..  hile 
femaJes perform domestIC labors. Captive slaves carry out.. the most danaerous and 
unpleasant work. Any currency owned by Orcs is loot from raiding. 

LIIntcuatce: There is no single Orkish tongue, but a variety of mutually unintelligible 
regional dialectS,.JIlI harsh·sounding, unarammatical, and rife with obscenities. For 
inter·lribal communication Orcs use Wes:tron, the Common lon,ue. TheOra in this pan 
of the Misly Mountains have actually adopted Wes:lron in a debased Orkish form as their 
native tongue, intermingled with elementl or Sauron's Black Spe«h. 

4.2 THE NORTH MEN 
Since the migrations of the First Age the hardy race of Northmen 

has made its presence felt in the vales of the upper Anduin. Sharing 
a common origin with the Houses of the Edain and thus with the 
empire-building Numenoreans and Dunedain, these Men of the 
Anduin Vales (S. Nenedain, sing. Nenadan) have fended off the 
lures of organized society, remaining close to nature and cherishing 
their independence. Among the Dunedain the Northmen are rank
ed as "Middle Peoples," neither entirely barbarous nor fully civi
lized, and worthy of respect for their courage and prowess in arms. 

The Men of the Anduin Vales represent a culture diminished 
greatly by the end of the Third Age, yet still vibrant in T.A. 1640. 
They are most closely related to lhe Beornings and Woodmen, with 
more distant ties to the other two Northmen cultures: the Men of 
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Long Lake and Dale, and the semi-nomadic Northmen further 
southeast from which will arise the Rohirrim. Originally a small 
and isolated folk, lh� Nenedain population swelled during the mid
Second Age as kindred refugees from Eriador. who had already ex
perienced contact with the advanced Numenoreans. ned over the 
Misty Mountains to escape SauTon's ravaging armies. Over the 
following millenia the various Northmen groups of Rhovanion 
have dispersed over a wide area, but their common ethnic heritage 
is still clear. 

Largely unaltered for thousands of years. Nenedain society has 
undergone its most significant changes in the past several centuries. 
This has been caused by the rising influence and commercial power 
of Gondor to the south, which encouraged a fragile political unity 
in the Anduin Vales as well as raising material standards of living. 
Though the Northmen have not forsaken their traditions, and re
main mostly a scattered rural folk, along the: Anduin a few minor 
urban centers have arisen. The Great Plague, however, devastated 
the population and dealt a severe setback to growing regional pro
sperity, leaving several towns entirely deserted. 

Northmen are on good to tolerable terms with most of their 
neighbors. Best of all are relations with the Dunedain of Gondor, 
their mentors and trading partners, but as the South Kingdom's 
power has receded in the wake of civil strife and the Plague, North
men must once again fend for themselves. Elves, if considered odd 
and unpredictable, are nonetheless held in awe for their magic and 
woodland lore. The Northmen and Hillmen of Rhudaur hold a 
grudging repeet for one another; though occasionally in conflict, 
each sees in the other a worthy warrior. Only Orcs. the plunderers 
of herds and ravagers of h0'!lesteads, are truly hated. 

4.3 THE BEORNINGS 
An ancient and unique Northmen people, the Beaming clan (also 

known variously as Beijabar or Bejaegahar) resides in the Anduin 
Vales amidst the more numerous Nenedain, in a territory of in
determinate and shifting size centered around the Holy Carrock .  
Most live on the eastern bank o f  the Anduin, but a few settle a s  far 
west as the Misty Mountains and the High Pass. 

While the Beornings are closely akin to the Nenedain, sharing 
many physical and cultural similarities, several distinctive 
characteristics merit special mention. Of all Northmen, Beornings 
are the largest, as tall as Dunedain and even broader in build, and 
are doubtless the most hirsute. They can communicate to a 
remarkable degree with their domestic animals, who aid in farm 
labors of free will. Beornings eat no meat of any sort, but their 
culinary skills are magnificent; these folks are held to be the best 
bakers of Wilderland. and their honey-cakes are legendary. 

Customarily shy and solitary, Beornings are radically transformed 
among kin and trusted visitors, becoming passionate and jovial. In 
battle their berserk fury is irresistable. A rare few among the clan are 
Shape-changers, able to assume the form of great bears on occasion, 
a hereditary skill. The Beorning chieftain, or Wealdanbera (Rh. 
"Ruling bear'') is always a Shape-changer. and presides over the 
secretive Bear-cult (Rh. Beracynn). Members assemble on certain 
nights around sacred sites in bear-form, acting out legends and epics 
through complex dancing rituals. Even real bears are said to gather 
for these nocturnal festivities; intruders are nOt welcomed. to put the 
consequences mildly. 

4.4 THE GREAT EAG LES 
Middle-earth's most majestic hunters, the Great Eagles rule the 

skies above the Misty Mountains. Largest of all birds the Eagles 
believe themselves descended from divine spirits whom Manwe, 
Lord of the Valar, commanded to take avian form and observe the 
mortal world on his behalf. Manwe foretold that only the mountains 
would be tall enough to house the Eagles, and that from their lofty 
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eyries the Eagles would hear the voices of those who implored the 
Valar for aid. During the First Age, the Eagles dwelt in the 
Crissaegrim, the Encircling Mountains of Beleriand near Gondolin, 
often aiding the Elves in their struggle against Morgoth. At last the 
Eagles engaged Morgoth's host of winged fire-breathing dragons in 
the final battle when the Enemy was overthrown. With Beleriand 
destroyed in that catastrophic war, the Eagles sought new eyries high 
in the Misty Mountains, where they have remained ever since. 

Legend tells that the Great Eagles were once of colossal size; 
Thorondor. first King of the Eagles, reportedly had a wingspan of 
180 feet! Today's Great Eagles do not equal their fabled ancestors, 
but are nonetheless fearsome antagonists. A Great Eagle's very 
visage is awe-inspiring, its gOlden-brown plumage shining 
magnificently in the sunlight. When fully adult the Great Eagle is 
four times the size of its common brethren, having a wingspan of 
25-30 feet. Armed with a powerful hooked beak and four-toed 
knifeUke talon for grasping or tearing prey, the Eagle need fear no 
foe, save perhaps an ancient Dragon. Eagles are renowned for their 
stately, soaring Oight, their massive bulk gliding effortlessly on warm 
thermal columns of air rising from the earth. With eyes eight times as 
perceptive as a man's and excellent peripheral vision, an Eagle misses 
little on the ground below; it is said that the Lord of the Eagles can 
look at the sun unblinking, and see a rabbit moving a mile below in 
the moonlight. Eagles are among the swiftest of Oiers, and when an 
Eagle spots prey, it dives earthward at a speed of 200 m.p.h., giving 
its intended meal scant chance to escape. 

Being carnivores, Eagles require a huge supply of game, limiting 
their population to not more than a few score scattered throughout 
the mountains. Each Great Eagle exercises dominion over a realm of 
no less than 200 square miles. Within that territory, overlooked by its 
eyrie, the Eagle hunts a variety of prey. from rabbits and hares up to 
deer and sheep, which it can easily carry back to its eyrie in its talons. 

Great Eagles mate for life and use the same eyrie for generations. 
An Eagle's eyrie is a vast, bowl-shaped nest of sticks and limbs built 
upon a cliff ledge or rock pinnacle inaccessible save by Oight. The 
nest is of stupendous size, as much as forty feet in diameter and 
weighing several tons, as befits its inhabitant. Only once every decade 
or so does the female Eagle lay a single large brown mottled white 
egg, which hatches slightly over a month later. The eaglet is unable to 
fly for three months after birth, and does not acquire its full adult 
plumage until four to five years have passed. Both parents assume 
responsibility for the vulnerable eaglet's care. The rarity of of spring 
nicely offsets the eagle's exceptional longevity of severa) centuries, 
for the mountains could not sustain any great increase in their 
numbers. and the Eagles have no natural enemies apart from the 
winged Dragons of the Ered Mithrin. 

Few have mastered the art of befriending the Eagtes. These are not 
kindly creatures, seeming unsentimental and domineering to others. 
Free to fly where they wish, Eagles tend to be proud and aloof, ac
customed to the respect engendered by their size and power. None
theless, the Great Eagles are noble at heart and once an Eagle's 
gratitude is won, it is an ally for life, willing to bear the traveler long 
leagues on its back. Exceptionally intelligent and rational, the Eagles 
are even able to converse in the Common longue when they choose, 
presumably a gift from Manwe to aid His servants' mission in 
Middle-earth. Beware of antagonizing the Eagles, for they can be 
equally merciless foes, and never will they be persuaded or easily 
deceived into aiding an evil cause. 

4.5 THE STONE GIANTS 
Most peculiar of all the region's inhabitants, the Stone-Giants area 

race of immense antiquity and obscure origins. Known to Northmen 
as Stan-eotenas, Giants are thought by some to be distantly related to 
the forest Ents, in light of their similar size and mastery over stone. 
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Others among the wise suspect that giants are the original stock from 
which Morgoth bred the Stone-trolls, the link between Ents and their 
evil counterparts. Not even the (stari, however, are certain of the 
truth. Giants occupy no comfortable niche in any of Middle-earlh's 
complex schemes of kinship. Significantly, though, the Ents, Giants 
and Trolls dwelling in the area of the Misty Mountains seemingly take 
pains to avoid one another's lands. 

Giants dwell principally in the high vales of the Misty Mountains, 
�ecluded from civilization, and are so rarely encountered that folk 
from olher lands consider them mythical. Having occupied the moun
tains since the First Age, Giants are the indigenous inhabitants, and 
few would dare 10 contest their possession. Although weak in 
numbers - only a few dozen are scatlered throughout the mountains 
- each is a fearsome opponent. The Giants lack any real enemies or 
allies. and generally prefer to be left LO themselves, an attitude most 
other peoples are all too glad to oblige. 

Appnnnce: Stone-Giants arc enormous. towering between 10-15 fect in height. Thick 
limbs, areyish skin and a cragy countenance emphasiu a Giant's similarity to stone, 
from which they claim to have arisu. At a distance Giants may be mistaken for 
overarown Men, but upon closer observation their radically differenl nature is in
escapable. 

AbIllU,. and Weaknesses: Fantastically strona, Giants pos�ss an extraordinary. almost 
maakal skill in shaping and breaking of stone. Superior nisht vision is characteristic of 
the race. While Giants can endure the sun, their vision is poor in daylight, and thus they 
are primarily nocturnal. Giants are not $0 dull· ..... ined as Trolls. contrary to popular 
belief. but due to their size they tend to think and react slowly. 

Alllludtsand Ufnt)''': Gianls live for the moment, rarely exercising fornhouaht. They 
are not evil. but often callous and indifferent. Pensive contemplation is characteristic. 
but directed to no particular end. Giants enjoy riddles. which they can ponder for da15. 
Many Giants arc rather lazy, and think nothing of pilferina dinner from a terrified 
shepherd's Oock instead of hunting it in the wild. 

Stone throwina is both a popular Giant sport and a favorite mode of attack. When 
Gianu are making merry or quarrellina casting boulders about from mountains and 
splintering trees, an)'one in the way must surfer the consequences. Gianu love nothina 
more than II spectacular mountain thunder·batlk. which brinas them out in force, gur· 
f ..... ·in' and shoutinl until every rock echOtS. 

DItis: Hides and bearskins are customary allire. A Giant is rarely without his club, 
fashioned from a tree trunk . ..... hich serves both as ..... aJkina-stick and weapon. 

Social Structure: Giants are solitary or at most part ofa small family aroup. Certain in· 

scrutable unwritten customs. handed down from a&C5 past, lovern relations of Giants 
amonast themselves, In times of great danger Giants may assemble fora Giant-moot. but 
this is very. very rare. 

Family PallerDs: Giants rarely choose mates, but when they do the relationship is for life, 
!ntaning almost rorever. Children arc frcc. when &rown, to remain with parents or strike 
out on their own. 

Stttttmtnt .nd Housing: A colossal vaulted cavern ck>sed off by massive stone portals is 
tke Giant's typka! abode. 

Etonomy: Giants are entirely self-sufficient. havina but modest needs. and rarely tradina 
even .moniSt them�lves. Northmen legends relate that lona alO, Giants aided in 
buildina some of Gondor's areatest fortresses, being well rewarded thereafter, but this is 
dubK.U$. 

1..I"lI,ua.,: The ancient and primitive Giantish lanluqe is of their own devising. slow. 
8uttural and rumblina. and incomprehensible to any other folk. Fortunately, a number 
of Giants can manage a broken West ron as well. 

RdlJion: No form of worship is known to exist. Of aU the valar the Giants are perhaps 
the ck>se:st in sympathies to Aull the Smith. 

5.0 POLITICS AND POWER 
There are three primary power groups �hat may become involved 

in the adventures presented in this module: the Orcish Realms, the 
Northman town of Maethelburg, and the Great Eagles, 

5.1 THE ORCISH REALMS 
Orcish government is authoritarian and rigidly hierarchical, based 

on mutual domination and submission. Every Ore is both a master 
and a slave, abusing inferiors while cringing before his lords, Power 
is personal, dependent on raw force, and there is no law but the point 
of a sword. 
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Supreme over all is Sauron, both god and tyrant. Deep in the black 
pits of Dol Guldur the Dark Lord schemes and gathers strength, 
while his Shadow of fear envelops the North. He does not yet dare to 
reveal his identity and full might, but already has unleashed openly 
his most terrible minion, the Witch-king, From the accursed fortress
city of Corn Dum the Lord of the Nazgfil dominates the bleak land of 
Angmar. and even compels most of Rhudaur to pay homage. The 
\Vitch-king's threats, bribes and the subtle use of spells have con
strained the quarrelsome Orcs of the Mountains to acknowledge a 
single overlord, the A shdurbuk (BS "One All-Rulerj, who reigns 
from the Orcs' chief citadel of Mount Gundabad. Tribute flows 
north to Gundabad's coffers, and levies from all the mountain tribes 
march at the Ashdurbuk's summOns to the Witch-kins's wars against 
the Dunedain, Powerful though he is, however, the Ashdurbuk is but 
a pawn of the Witch-king, 

Many of the Orcs of the Mountains, thanks to their distance from 
the centers of evil power in the far North, are not yet under the Witch
king's or Ashdurbuk's direct command, but only tributary subjects. 
Traditional Uruk-hai oligarchies, no less brutal than the Witch-king 
but more self-seeking, maintain their own despotic petty realms, 

Among the most important of these autonomous tribes is the in
famous Uruk-Iarkhnorb, the Orcs of the High Pass, ensconced in 
their mountain refuge of Goblin-gate. The Tarkhnarb chieflan, for
mally titled the Durba-ha; (BS "People-rulerj and more commonly 
called the Great Goblin, regards himself as nearly the equal of the 
warlord of Gundabad, paying his annual tribute late and grudginly. 
While he entertains envoys from Carn Dum with due subservience, 
professing loyalty to the Witch-king, his true policies and plots serve 
his own ends more oflen than those of his masters. Relations between 
Goblin-gate and the northern capitals are frequently strained. 
strained. 

Leadership among the Tarkhnarb is supposedly hereditary, and is 
limited to the Uruks, but there is no concept of peaceful succession. 
A Great Goblin exercises his mating privileges so indiscriminately 
that there is no lack of potential heirs to the throne. Treachery and 
assassination among the oligarchy are commonplace, and no arc may 
seat himself upon the Great Goblin's carven stone dais without 
besting any challengers in a duel to the death. Once installed as lord, 
the Great Goblin is charged with safeguarding the tribal banner, a red 
cleft mountain peak on a black field, and the sacred scimitar Elf
hewer, said to have been forged in Mordor during the Second Age. 

Whomever of the Uruks prevail in the recurrent power struggles, 
the masses of common Orcs suffer the same dismal lot. An ordinary 
Ore is but a contemptible slave (BS snaga), condemned to work, fight 
and die at his lord's bidding, Nevertheless, the common Orcs are so 
cowed that rebellion is unthinkable. Instead: they exercise their 
frustrations upon the miserable tribal captives, the only creatures 
lower than th�. 

MILITARY ."ORCES 

War is the outward expression oflhe violent Orcish political order, 
and the entire society is perpetually organized for battle, Most of the 
Orcs of the Mountains expend their energies and lives in the periodic 
invasions of Arthedain ordered by the Witch-king, but enough war
riors are always held back to defend the lairs and breed new soldiers 
for the next conflict. 

The Tarkhnarb are unique, for they are charged with the vital duty 
of holding the strategic High Pass, and are rarely scnt far from 
Goblin-gate. Orcish strength fluctuates wildly, but never are there 
less than several hundred goblin warriors within striking distance of 
the High Pass, and often over a thousand threaten it. 

Oraaninticn: Every adult male Ore is a warrior. and the entire tribe can be mustered for 
battle on a few hours' notice. Common Orcs arc subdivided into units of irrelular size: 
10-15 strong known as /u,.,$, which live. work and fight toaether. The Uruk-hai sland 
apart in a single hMr* as the Great Goblin'S body,uard. always held in reserve unlil a 
decisive mormnt. 
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Equlpmtnt: Amonl the moumain Orcs the scimitar, (orB� afiron or evcn sl�1 (or the 

Uruks, is the universal "'·capon. Secondary arms for common Orcs are broad·head� 

heavy spears or pole arms and horn short bows. while Uruks also wield handaxcs and yew 

Ionlbow5 of Mannish d�i&n. Weapons are oneo poison-coalt<i. Most Orcs are .rmofu! 

in heavy chain mall and iron helms, or rigid leather al the least, and bear shields of hide or 

ironbound wood. 

Taclks: Orcs anack with fanatical ft'fociIY. while: Sttkinl lO oUlnank focs. Marak is 

highly variable, however, and Orcs are easily dismayui by unexpected counterattacks. 

Many Orcs ride WarjS into battle, forming a deadly cavalry vanluard. 

5.2 THE NORTH MEN 
Against the savage Orcish despotism of the mountains is pitted the 

disunited Northmen community of the Anduin Vales. Prizing their 
freedom aboye all else, the Northmen have always preferred a 
minimal government, and that of their own choosing. Law is still 
largely a matter of inherited customs, and authority exists only with 
popular consent. Growth of trade with Gondor in the towns along 
the Anduin has made it necessary for the Northmen to accept some 
political institutions, but power has been fragmented among several 
offices. Homegrown tyranny is thereby frustrated, but so is defense 
against the common foe. 

Only one governing body offers the Nenedain any real political 
unity. This is the ancient Ealdormol (Rh. "Elder-council"), com
prised of some 20-30 clan chiefs and town officials, functioning both 
as a legislal ure and high court. It convenes biannually, or more often 
when emergencies demand, to debate laws and render judgments. 
Presiding over its deliberations is the Kingsman (Gondor's am
bassador), in the role of Lawspeaker, seated on the ornate Oiefslol 

(Rh. "Gift-thronetl). By tradition the site of the Ealdormot has been 
the town of Maethelburg (Rh. "Meeting-stronghold',), the largest 
suryiving Northman settlement and the nearest thing to a capital. 

Within towns government is necessarily less sporadic. Established 
power in Maethelburg is divided between the Master (Rh. Maesta) 
and the Thegn. The latter holds his office by hereditary right, sup
posedly descended from a legendary family of chieftains in the Elder 
Days, and his duties are confined to military matters. By contrast, the 
Master is responsible for civil government, and controls trade and 
taxation, Yery lucralive privileges. He is elected for a seven-year term 
by all the adult males of the town, and wears a golden chain as the 
symbol or his orflce. 

Despite the lingering political ties to Gondor, the Northmen are 
now forced to practice a diplomatic neutrality. Angmar is too close 
for comfort, and though the Northmen have so far managed to hold 
Ihe local Orcs of Ihe High Pass at bay, they have few illusions about 
their ability to withstand the full power of the Witch-king should he 
be angered. To avoid open hostility, Angmar's Mannish servants are 
allowed to pass through the Anduin Vales unharmed, and even pur
chase supplies in the trading towns along the river. 

MILITARY FORCES 

Two distinct forces bear responsibility for local defense. The 
Burg ward, or Town Guard, is a small professional standing company 
quartered in Maethelburg, numbering only five dozen warriors 
under the Thegn's direct command. Taxes from town commerce pro
vide the gold for their salaries. In time of crisis, the Ealdomot has 
designated the Thegn as commander of the Fyrd. the regional militia 
of all able bodied males of military age, several hundred strong. The 
Fyrd may be summoned whenever needed, but the farmer-soldiers 
serve for no more than 40 days before they may return to their homes. 

<.h-t.nI7 .. tlon: The disciplined Bura ..... arders arc subdivided into thrtt troops of about 20 
men, each commanded by an experienced mounted orrar, the �n;ht. By contrast, the 

Fyrd is much more loosely oraanizcd, each band of men fiahlina under its own chief, 10 

whom pnsonal loyally is owed. To kave a field when one's Ealdor has fallen brinss 

last in, dislrace. 
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Equipment: By the standards of Gondor most Norlhman warriors arc iII-cquipped. 

Frydmen make do with kathc:r armor and helms, leaf· headed ,peat" baltJcax�, and 

wooden ,hklds. Only the 8urlwardcrs and chieftains can aHord broadswords, chain 

mail. and iron helms, which toaethercosl more than most familics'lotal weahh. Themost 

formidabk Nonhman weapon is Ihe yew lonlbow. which is made locally, and is 
devtitatina in skilled hands. 

Tactics: Norlhmcn fiahl primarily on rool. and few warhorscs arc available. Common 
tactical formattons arc the offensive ..... edge and Ihe defensive shkldwall, similar to those 

of the Dtincdain. Morak is typically hiah, and is slow to break. 

5.3 THE GREAT EAGLES 
Since the Elder Days the Great Eagles have regarded themselves as 

a single community, scattered but sharing a common purpose in the 
service of Manwe. While they nested in Beleriand they recognized a 
King, the colossal Thorondor, and the royal descendents of this first 
monarch have provided Lords to the Eagles ever after. 

The Lord of the Eagles is ordinarily the largest and most magnifi
cant of his kind, the eldest offspring of his predecessor. His ac
customed eyrie, the Great Shelf, lies upon a lonely pinnacle of rock 
extended from the eastern edge of the Misty Mountains near Goblin
gate. An impregnable citadel of the skies, it is called by the Elves 
Amon Thyryr (S. '·Eagles' Hill"). by 'he NOrlhmen Earnastede 

(Rh. "Place or 'he Eagles'1, and by other rolk simply Eagle's Eyrie. 
Fifteen Eagle-chieftains dwell nearby, serving as the Lord's 
bodyguard and standing army. Several of the Chieftains are relations 
or younger siblings of the royal House of Thorondor, while the the 
full number is rounded out by other mightly Eagles of notable size 
and prowess. This assemblage of Eagles is most unique, for all other 
Great Eagles are solitary or mated pairs. 

In times of utmost need, when the Free Peoples are confronted by 
irresistible hosts of evil, the Lord of the Eagles has power to summon 
the Thoronrim (5. "Eagle host"), or Earnhere in the Northman 
tongue. No sight better relieves despair than the coming of the Eagles 
on the wind, borne in splendid array in long lines through the skies. 
Rarely do the Eagles ever intervene with their gathered might, but 
when they forsake their lofty isolation the consequences are 
dramatic. 

Ordinarily Eagles are not on the best of terms with the Northmen, 
for their prodigious appetites lead them to occasionally raid North
men flocks and herds on their hunting forays. They readily admit 
their deeds, for so far as Eagles are concerned no creature can own 
another, and why does a sheep care who eats it in the end? Northmen, 
unimpressed by such logic, loose volleys of arrows from their power
ful longbows whenever Eagles swoop too near their livestock. and in 
consequence Eagles tend to avoid Mannish settlements. Never
theless, the Eagles bear no real enmity toward the Northmen, who 
seem otherwise to be decent folk, and they reserve their utmost 
hatred for the Orcs. Proud Eagles usually disdain to take notice of 
miserable goblins sneaking below, as Orcs are disgustingly inedible, 
but they delight in gathering for attacks on Orcish raiding parties, 
sending the terrified goblins shrieking back to their mountain holes. 
As the Orcs cannot scale the sheer peaks upon which the Eagles build 
their eyries. retaliation is impossible, and they must curse and bear it. 

Eagles best serve the Free Peoples as an unsurpassed source of in
telligence on the movements of foes, being able to spy with impunity 
from the air. During the late Third Age, the Eagles would regularly 
keep Gandalf and the Elves informed on Sauron's massing strength 
and 'he ridings or the NazgOI. 

OTE: Intervention by Ihe Eagles is on extremely potent 

device, potentially disruptive. and should be invoked spar

ingly, as even a single Eagle can lip the balance in a battle. 
Befriended Eagles besl serve as Iransporlation across im

passible terrain and as Q means of escape from otherwise cer

lain dealh. In any event, Eagles will never intervene unless 

the cause of good is clearly served. 
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6.0 PHYSICAL OVERVIEW 
6.1 WILDERNESS TRAVEL 

Whatever route adventurers choose to enter the region of the High 
Pass entails wilderness travel. Several options lie open, balancing 
considerations of speed, cost and safety. Once established in the 
area, adventurers will again have to traverse the wilderness in order to 
reach key sites. Furthermore, wilderness exploration will prove ex
citing in itself. especially for inexperienced groups not yet confident 
enough to face the major challenges. General maps with the principal 
roads and terrain features can be obtained before entering the region, 
but the details must be filled in by local sources of information or per
sonal excursions. 

The Northman town of Maethelburg presents the most convenient 
base from which to commence exploration. Passage up the Anduin 
from Gondor may be had on one of the Northmen trading ships, af
fording a relatively quick and trouble-free journey directly to Maeth
elburg, the most northerly port of call. Normally, passengers will be 
discharged there. However, if they are eager to reach the High Pass, 
they may chose (0 disembark earlier at the rOlling wharves by the 
ruined town at the Old Ford, abandoned since the Plague. As the 
river voyage is expensive, however (2-3gp if embarking at Osgiliath), 
adventurers may have to choose bet ween signing on as deck hands, or 
forsaking the water route for the more arduous land journey. 

Northman merchants ply the river in their cnearras, light clinker
built craft of shallow draught. which can easily be portaged around 
the occasional rapids and falls. A cnearr has a single detachable mast. 
square sail, four to eight pairs of oars. a length 01'20-40 feet and beam 
of8-12 feet. A full crew ranges from 10-20 men depending on the size 
of the vessel, but cnearras are often undermanned to economize. 
Passengers may be carried for a price. but in no great comfort; 
quarters are cramped as space is reserved for valuable cargo, and 
there is no cabin. Extra hands for the oars. though. are always wel
come. A voyage between Maethelburg and Osgiliath in Gondor takes 
two to three weeks downstream, and three to four upriver. 

Travel by land from Gondor is impractical; some would even say 
foolhardy. On the western bank the forest of Lorien, inhabited by 
mysterious Silvan Elves, runs straight down to the river. The open 
lands on the eastern bank seem deceptively easier to cross, but lie 
within striking distance of Dol Guldur. Many have disappeared, 
never to be seen again, and the Necromancer is justly suspected. 

Corning overland from the east, the only real road is the Men-i
Naugrim, which, thanks to Sauron's minions, becomes more 
dangerous with each passing year, rife with bandits, spiders and 
Orcs. The Elf-path in northern Mirkwood, a meretrack less desirable 
from the standpoint of speed, is at least patrolled intermittently by 
the Silvan Elves of Thranduil's kingdom, and so offers reasonable 
prospecls for gelling through to Maelhelburg alive. 

In the Anduin Vales east of the mountains, travel is comparatively 
easy, thanks to the open rolling terrain. Many Northmen and a few 
Beorning homesteads offer shelter and meals for the night at a 
reasonable price, and it is almost always possible to find one of these 
farms within a day's march. Hazardous encounters are rare during 
the day. Travellers are well advised to accept offered lodgings at 
night, though, for that is when Wargs are active and Orcs prowl. 

Rhudaur promises a much worse or more exciting journey, de
pending on one's perspective. Terrain is a mixture of rough or rough 
and forest, impassible to wagons and mOUJ:,lts apart from the, few iU
marked and confusing trails. Nocturnal raiding by Trolls and Orcs is 
commonplace. The native Hillmen may offer shelter and food to 
well-armed and wealthy groups, but are also likely to present sleeping 
guests with a spear in the gut or at least loot their belongings. If 
adventurers distrust the Hillmen, which is wise, they must seek out a 
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ruined Dunadan watchtower, forsaken Troll hole, or natural over
hang. Past Rivendell eastward is the Edge of the Wild, with not a 
single inn that side of the High Pass. 

Lying at the geographic hean of the region, the High Pass with its 
two branches is the crux of travel, a principal link between Eriador 
and Rhovanion. Despite its hazards, it still sees frequent use, for it is 
virtually impossible to cross the mountains anywhere else nearby, 
even afoot. 

Neither of the two branches of the High Pass is a real road, but 
merely a convenient, well-worn track through the mountains. The 
lower pass, often denoted the Pass of Imladris, permits horses and 
wagons if driven slowly, by far the easier of the two options. It has, 
however, become extremely dangerous, as two days or more are still 
needed to get through. and the main entrance of Goblin-gate adjoins 
it. During the day lhegoblins usually remain underground. but when 
the sun sets their war parties scour the pass, and woe to any benighted 
travellers nearby! Only in a very large caravan or in a carefully hidden 
encampment can capture be averted. 

Travel through the higher mountain-path is slower, treated as 
rough terrain, and only those afoot or aback trained ponies and 
mules can negotiate the route. Dangers, however. are less severe, 
confined to lone TroUs or Giants, or stray bands of foraging Orcs. 
Travellers can expect, unfonunately, to spend several days on the 
mountain-path. In both passes, the only shelter to be had is a disused 
cave or cranny, typically damp and uncomfortable. Few dare light a 
tire encamped in the mountains, as the light can be seen for miles by 
all predators. Large, dry caves are to be suspected; usually they are 
already inhabited or are snares built by Orcs. Mountain exploration, 
while thrilling. is not for the unguided novice. 

6.2 GOBlIN·GATE: PORTAL TO THE 
U N DERWORLD 

Beneath the snowcapped peaks of the Misty Mountains lies a vast 
and intricate subterranean world of caverns and passages. a place of 
stark grandeur and unimaginble horror. Welcome to Goblin-gate, 
mighty realm of the mountain Orcs! Between the lower branch of the 
High Pass and the towering Eagles' Eyrie run the corridors of Goblin
gate. a distance of as much as forty miles, embracing several distinct 
cave complexes all under the sway of the Great Goblin. At the very 
summit of the High Pass, joined to the east-west trail by an adjacent 
ravine. stands the Orcs' main portal, the infamous Wolf Gate, from 
which Orcish hosts recurrently issue to harry hapless travellers. Many 
thousands of Men, Dwarves and Elves, over the centuries, have been 
dragged underground and never seen again by friends and kin. 

Goblin-gate is based on a network of natu
'
ral caverns eroded by 

water seepage through soluble limestone, which are scattered 
throughout this part of the mountains. During the Second Age the 
Orcs first discovered the caverns and perverted them to their own 
foul uses, but the origins are still apparent. Galleries and chambers 
harbor cold streams and lakes; stone forests of stalactites, stalag
mites, pillars and crystals rivet the eye. As the caves are shaped 
around irregular fault patterns in the rock, some are split by chasms, 
and the several cave levels are connected by both sloping passages 
and vertical shafts. Where the highest caves are partly open to the 
chill mountain air, spectacular cascades and draperies of ice form. 
Deep below, the lowest caves connect to the subterranean fires of the 
inner earth. 

During their many centuries of occupation the Orcs, being master
ful and tireless miners, have delved numerous connecting passages 
between the caves, widened entrance shafts and expanded dwelling 
areas to suit their needs. Goblin-gate is in a state of constant evolu
tion, with new construction always ongoing somewhere. Orcish 
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architecture is characterized by low passageways, difficult for any 
creature taller than a Dwarf to negotiate (Uruk-hai run in a crouch). 
Corridors are tangled, repeatedly crisscrossing and intersecting in a 
bewildering maze, yet gradually winding from the entrances toward 
the heart oflhe lair, Goblin-town. Theconfusingdesign is deliberate. 
designed to delay invaders while the Orcs muster their strength. 
While Orcish stonework appears rough and crude, far below Dwarv
ish quality, it is, like all Orcish craft, solid. stable and practical. 

Goblin-town, center of the realm and personal fief of the Great 
Goblin, consists of three main parallel inhabited levels. Each extends 
over a sizable area of at least a Quarter mile. Levels are linked by both 
winding tunnels and gaping pits. Particularly noteworthy is the terri
fying Eye of Darkness, a seemingly boLtomless pit which is lit by a 
sullen red light from below and periodically issues rumbles from its 
depths. Here in Goblin-town are the Orc-Iord's throne, the bulk of 
the population, workshops, storerooms, treasuries and slave pits. 

From Goblin-town a principal corridor gradually ascends some 
ten miles southward toward the oldest and best known of the en
trances, the Wolf Gate. lying at the end of a narrow crevasse. Iron 
double gates are flanked on either side by the gigantic stone statue of 
a ravening wolf. and guarded with ceaseless vigilance. Passages delv
ed into the crevasse walls on either side of the gates permit Orcs to 
loose flanking fire through high arrow slits against any attackers, and 
drop boulders and boiling oil. A major portion of Goblin-gate's war
rior host is mustered behind the gates on a single level of caves, for 
here is the launching point for the largest raids and the greatest 
danger of attack. 

During the mid-Third Age the other significant entrance to 
Goblin- gate is the Back Door, the lower gate at the end of an astoun
ding thirty-mile long passage gradually descending northward from 
Goblin- town. The Back Door was envisioned partly as an escape 
route if needed, and also as an alternative point for launching raids 
into the Anduin Vales. Here a massive stone door pivots on an iron 
post, and a short flight of stone stairs descends into a ravine on the 
eastern side of the mountains, dropping steeply toward the forested 
lower slopes. At this time only a single cave level lies behind the Back 
Door, which, like the Wolf Gate, is always guarded and has never 
been blocked up. 

Below the inhabited levels of Goblin-town and the major connec
ting corridors are vast caverns where the Orcs harvest fungi, stable 
captive beasts, and catch fish in lakes and streams. Further down are 
the Orcs' sprawling mine shafts tunnelled into the heart of the moun
tains in search of iron ore. precious metals and gems. Yet deeper arc 
curious ancient sharts leading into the mysterious subworld, where 
even goblins rarely dare to venture. It is rumored that these tunnels 
connect throughout the mountains, and may even reach to the 
Underdeeps of Moria, where "the world is gnawed by nameless 
things." (LOIR, Fellowship, p. /34). 

Later Expansions 

About T.A. 2480 the Orcs. seeking new living space for a swelling 
population, expand their northward tunnel even deeper past the 
Back Door, adding branching passages on either side. After about a 
mile they are stopped by the discovery of a large lake-filled cavern 
and mine no further, leaving a halr-<ompleted new level. Unknown 
to the Orcs, the lake connects to the outer ,world by a narrow stream 
passage, through which Gollum had entered several years earlier. 

After the Dwarf-Goblin war of 2793-99, the surviving Orcs begin 
to delve a new passage rising some five miles to end in a secret door 
and a large cave adjoining the mountain-path, known as the Front 
Porch. Extensive lesser corridors and caves arc shaped behind. Until 
the Quest ofErebor, in 2941. the Front Porch remains secret, but well 
guarded and periodically checked by the Orcs. 

Goblin-taU! / Physical Ol'�"'ie"' 

6.3 MAETHELBURG: MARKET OF THE 
UPPER ANDUIN 

On the western bank of the Anduin, just above its confluence with 
a minor tributary known locally as the Foomjlood(S. Sirros, "Foam
stream"), stands in T.A. 1640 the Northman town of Maethelburg. 
The settlement is situated on a prominent lriangular bluff, two sides 
or which rise steeply from the converging waterways. while the land
ward end is a gentler slope sinking into the marsh which shields the 
hill to the north. Effectively. Maethelburg is an island town, pro
tected by river or marsh on all three sides. 

As long as the oral traditions of Northmen recall, some sort or 
market community has existed on this highly defensible site. As a 
trading center, the hill also became the prererred locale for informal 
inter-<Ian gatherings which developed into the Ealdormot, and gave 
rise to the town's name. Not until the early Third Age, however, did 
Maethelburg assume its present size and significance, thanks to the 
expansion of trade between the Northmen and Gondor. Because 
large vessels can voyage no further up the Anduin. and merchants 
prefer to ship weighty cargoes by river as rar as possible. Maethelburg 
by T.A. 1000 emerged as the largest and wealthiest port on the An
duin above the Pillars or Argonath. When the Northmen accepted 
the authority of the Kings of Gondor, the King's representative 
naturally wished to be at the center of influence, while the Thegns 
also viewed the hill as the best locale ror a fortress. Maethelburg at
tained its height about 1300, and though the succeeding centuries 
have witnessed a slight decline, by Northmen standards the town re
mains unsurpassed. The Plague claimed a third of the inhabitants, 
but these losses were mostly replaced by refugees from the aban
doned town at the Old Ford who fled here for greater security. 

Approaching up the Anduin, Maethelburg presents an imposing 
image. The town is built on three terraces encircling the bluff, 
culminating in the flat open plaza at the summit. Each terrace is 
warded by an earthen rampart topped by sharpened stakes and a wall 
of interlocking logs. Atop the inner rampart is a firing platform. A 
single wooden gale, lying below a watchtower, pierces each wall, 
Both riverfronts below the first terrace are lined with wharves, and a 
wooden causeway stretches across the marsh, terminating in a 
drawbridge before the first gate. 

Scores of wooden buildings line the narrow streets and alleys of 
Maethelburg. Characteristically, these structures have high gabled 
roofs of thatch, and a riot of ornamental woodwork. Most are 
residences of one to three stories. displaying masterful carpentry. 
Family businesses operate from the lower Ooors or the multi-story 
structures or front rooms. Very rew stone edifices are in evidence, as 
the NOrlhmen have no skill in masonry and 

'
must hire itinerant 

Dwarves to keep such buildings in repair. Most notable of the stone 
structures are '-the Thegn's Tower, looming impressively from the 
summit of the hill, and the palatial Kingsmanshouse. 

Maethelburg's main avenue, the wide Wyrmlost (Rh. "Serpent
path'1, snakes around each terrace from the lowest gate to the prin. 
cipal market square at the summit of the bluff, known as the 
Moethelslede (Rh. "Meeting-place"). While the Wyrmlasl is paved 
with hewn planks, most of the lesser streets remain rutted dirt. 

As a mercantile center, Maethelburg rarely endures a dull mo
ment. Lively. chaotic and confusing, it bustles with tradesmen, mer· 
chants, warriors, and travellers. At every hand folk are haggling, 
making deals and planning expeditions. Northmen rrom every cor
ner of Rhovanion roam the streets, accompanied by Dlinedain, 
Silvan Elves, Dwarves, Hobbits from the Gladden, and even some 
dubious Hillmen and Easterlings. 

Gates are open from dawn to dusk, and in daylight hours trading is 
always underway in the Maethelstede and the many shops. For the 
first three days of each month a regular market fair draws excep
tionally large crowds. At night the rocus of activity shifts to the 
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several inns and taverns, rowdy affairs where song is loud and drink 
flows freely. Brawls are frequent, as might be expected with the 
varied clientele. 

On all this commercial chaos the local authorities attempt to im· 
pose only a minimal order. Burgwarders march about town and 
guard the gates and Thegn's Tower, presenting a formidable sight in 
their full armor and arms. These warriors are considerably more than 
the typical town militia, as any opponents will quickly learn. They 
serve to protect the lives and businesses of the residents and collect 
the Master's taxes from arriving merchants, but then take their orders 
from the Theng. Tax evasion is a popular sport, and a good deal of 
smuggling is attempted by night. Maethelburg is the quintessential 
frontier town, where almost anything can happen and often does. 

Later Developments 

By the late Third Age Maethelburg is but a pale shadow of its 
former self. Trade with the waning kingdom of Gondor has seriously 
declined, and the town is little more than a glorified fishing village, 
whose few remaining inhabitants dimly recall their ancient wealth. 
Surviving stone edifices lie half·ruined and untenanted, and a collec
tion of rude huts, shops and sheds are clustered along the waterfront .  
No more than a warm bed and food is left t o  entice the rare traveller. 

7.0 ADVENTURE GUIDELINES 
This section provides some helpful Gamemaster notes which relate 

to running adventures in the northern Misty Mountains area, par
ticularly around Goblin·gate and the Eagle's Eyrie. The GM should 
read over these guidelines before studying and selecting one of the 
adventures in Sections 8.0 through 10.0. 

7.1 SELECTING AN ADVENTURE 
Sections 8.0-10.0 are devoted to specific adventure sites and 

organized according to locale. The principal floorplans and NPCs 
are described. as are a number sample plot lines. All are accompanied 
by a story and suggested adventure, although a GM might opt for a 
different course of action. In order to provide flexibility. a list of 
adventure alternatives is provided at the end of each section. A dif
ficulty factor has been assigned to each plot. 

Gauging An Adventure's Dangers 

The OM should take a look at the strength and experience of the 
PCs involved in the game and choose an adventure which provides a 
challenge, but is not too difficult. 

Starting Adventures 

Actually, Section 9.0 covers a safer, more settled area from which 
to start an adventure or campaign. In this area. PCs can buy and sell 
goods and solicit aid and information. The players might wish to 
begin their travels from the point described in Section 9.0. 

7.2 CHOOSING A TIME PERIOD 
Within a given section, the provided adventures are arranged in 

chronological order. They permit a readY-lo-use sampling of sites, 
cultures, plots, and characters. Alter them if you desire. Look at 
these adventures as stories which characterize the place and illustrate 
the region, no more. Always remember, there is no rule against 
changing the course of history. • 

Those GM's desiring a simple adventure may not be concerned 
with the particular period of the temporal setting. They can. 
however, enjoy more flexibility and add more of their own designs by 
choosing a time outside of the scope of those mentioned here. 

If you are running a campaign set during a specific era. any adven· 
tures around Goblin·gate will naturally take place at that time. This 
module is designed to accommodate this need and, though the in
dividuals and plots may change with time. the physical layouts evolve 
slowly. Simply note when a structure was built and occupied, making 
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appropriate modifications for the subsequent alteration or ruination 
of the place. Should you run a campaign set in a time preceding the 
erection of a given structure, account for any changes made to the 
natural lay of the site, and record any earlier structures set at that 
location. 

7.3 SUGGESTIONS ON RUNNING ADVENTURES 
Once you're acquainted with the general background material 

found in Sections 2.0 through 6.0, look over the statistical summaries 
outlined on the tables in Section 1 1 .0 Section I L l  (Master Beast 
Table) digests information on dangerous animals and Section 1 1 .2 
covers local military operations and capabilities. 

Then, gel to know the non player characters (NPC's). Read what 
Sections 8,0·10,0 and the Master NPC Table (Section 1 1 .3) have to 
say about the principal NPC's in an area, and try to think as that sort 
of person would. 

Look over the layouts of the complexes and note where traps, 
guard points, and weak points are located. Even if a room does not 
have an occupant indicated. consider the possibility that someone 
may be there when player characters break in. 

7.4 ENCOUNTERS 
The northern Misty Mountains region is rich in fauna and in· 

habitants, and intrigue awaits anyone wandering through the area 
for any significant period. 11 is hard to tell when or where the PCs 
might encounter locals, bandits. beasts, or even invaders. 

We suggest the GM determine the possibility of an encounter 
regularly. 

Specific Random Encounters 

Section 1 1 .4 contains a Master Encounter Table which outlines 
rendezvous specific to certain areas or sites in the Misty Mountains 
region. The Gamemaster can determine the PCs' location. find the 
appropriate column, and roll for possible encounters once during 
each period specified in that column. The period is either the time 
given on the chart or the time it takes for the PCs to cover the 
specified distance, whichever is shorter. 

If an encounter roll is less than or equal to the given % chance of 
encounter, a second roll is made to ascertain the nature of the rendez· 
vous. Once this is determined, refer to either the Master Beast Table 
(Section 1 1 . 1 ) or the Master Military Table (Section 1 1 .2), 

Other Random Encounters 

Unless otherwise specified (e.g. ,  you need or wish to use the Master 
Encounter Table). this procedure should be employed once every 4 
hours if the PCs are moving. and once every I� hours if the group is 
resting. If you use M£RP, use the encounter guidelines in Section 
5,24 (p, 50) and on Table ST·JO (p, 5 1 ) ,  Rol.master encounter rules 
are provided 'in Campaign Law in Section 3.34. 

7.5 USING TRAPS, WEAPONS, AND SPELLS 
The layout sections include frequent references to traps and locks. 

To speed play, the following cross-references are provided for OMs 
using MERP or Rolemaster: 

In order to compute the success or failure of attempts to disarm or 
unlock these mechanisms. simply have the acting PC roll, add his ap· 
propriate bonuses. and subtract the difficulty factor assigned to the 
lock or trap, Then refer to the MERP table MT·2, p, 79 (or RM: 
Character Law, Sec. 1 5.32). 

Results of Fall/Crush attacks and animal attacks can be determin· 
ed using MERPtables CST-2 and AT·5 or AT -6, all at p, 70 (or RM: 
Claw Law), 

Weapon attacks can be computed using MERP table CST·I ,  p,  72 
and AT-I through AT-4 at p, 7 1  (or RM: Arms Law), 

The nature of spells and spell attacks can be determined using 
MERP Sec, 7, I ,  p, 58·69 (or RM: Spell Law), 
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8.0 ADVENTURES IN 
GOBLlN·GATE 

Throughout the Third Age and into the Fourth Goblin-gate pro
mises unsurpassed opportunities for adventure. Continuously in
habited by the mountain Orcs, the sprawling subterranean fortress 
holds behind its guarded portals hosts of foes. hundreds of captives 
and a kins's ransom in loot, plundered from merchants and travellers 
in the High Pass. Whether driven by revenge, hopes of rescuing im
prisoned friends and kin, or simple greed, all player-characters will 
find common cause in braving the perils of the Orcish realm. 

No mere party of adventurers could hope to oust the Orcs from 
Goblin-gate, for the Orcs invariably hold an overwhelming advan
tage in numbers. The fierce goblin hordes, however, are dispersed 
widely in their vast domain, so that once a party is past the heavily 
defended gates, it is possible to slip undetected along the miles of con
nceting passages, only facing serious opposition at the core of these 
branching ways in Goblin-town. 

This section details three adventures set in Goblin-gate. Each visits 
the fortress at a different period of its development. The levels of 
Goblin-town. Ihe Wolf Gale and Back Door. completed by the mid
Third Age, are common to all three, while the two later adventures 
expand upon the original layout to include Gollum's Lair and the 
Front Porch. 

Goblin-gale's fortunes fluctuate wildly, following a cycle of 
defeats, furtive recovery and renewed violent outbursts. The first 
adventure takes place in T.A. 1640, two centuries after the Witch
king's last massive assault on the Dunedain of Arnor in 1409, which 
was repulsed after both sides had suffered enormous losses. Orcish 
strength is again on the rise, and while Goblin-gate is a tributary sub
ject of Angmar, its Quarrelsome lords hold the real power locally, 
and the Great Goblin strives to keep his throne amidst the competing 
factions. 

Many centuries later, the second adventure is set in GOblin-gate in 
T.A. 2940, after the terrible War of the Dwarves and Orcs, and just 
before the Quest of Erebor. Goblin-gate, as with all the Orcish moun
tain communities, suffered a hasty Dwarvish sack in the war, but the 
Orcs have nearly recovered from their ruinous losses, repaired their 
damaged lair, and are commencing raids anew. Gollum, unknown to 
the Orcs, haunts the cavern complex as a deadly invisible predator. 

Finally, the third adventure begins at the start of the Fourth Age, 
as the dispirited remnants of the once mighty Orcish hosts stand on 
the defensive after Sauron's destruction, and the grim Beornings and 
Woodmen prepare to take their revenge on their mountain foes. 

8.1 THE STRUGGLE FOR THE THRONE: T.A. 1 640  

Setting: Goblin-gate and the environs of the High Pass. 

Requirements: A party of daring and experienced adventurers, of 
moderate Ihrough high level (4Ih-IOIh). One or more ScoulS (RM 

Rogues or Thieves) are essential, and Dwarves will prove especially 
useful in exploring Goblin-gate. PC's of any alignment, Free 
Peoples, neutral or pro-Sauron, may undertake the mission, though 
their motives will necessarily conflict 19 some extent. 

Aids: Maps showing the route to the High Pass and the principal 
known entrance of Goblin-gate can be purchased in Maethelburg. 
No complete map of the interior of Goblin-gate exists, but escaped 
captives can supply some details for a price, at the GM's discretion. 

Goblin-galt A dventures / Struggle 

8 . 1 1  THE PLOT 

For the past century, the lordship of Goblin-gate has rested firmly 
in the claws of the dreadful Great Goblin, Urgubal. Recently, 
though, Urgubal has displayed signs of increasing irrationality, as 
well as neglect in paying tribute and executing orders from Carn 
DOm. Thus, the Witch-king has concluded that the Dark Lord's in
terests might be better served by a ruler more competent and subser
vient. Deposing Urgubal, however, is easier said than done. No Or
cish tribe is more obstinately independent than the Tarkhnarb, and 
the Witch-king, realizing Goblin-gate's vital strategic role, has no 
wish to see its power squandered in a futile and prolonged internal 
struggle. Rather, the Witch-king's envoys have quietly passed word, 
in the course of a routine embassage, that the master of Angmar 
would readily recognize any usurper who can prove himself by a sud
den and successful coup. 

Most intrigued by this surreptitious message is Balkhmog, Captain 
of the Wolf Gale. The ambitious officer is confident of the support 
of his own troops, a substamial host of common arc warriors and 
Wargs, but these are outnumbered by the Great Goblin's masses of 
reserves, and the elite Uruk-hai bodyguard. Nor can the Captain 
coum on the support of the other major lords of Goblin-gate. 
LUlog. Captain of the Back Door, is a loyal and unimaginative pawn 
of Urgubal; while Ihe clever Ya,hgar, Chief Priesl of Darkness. is so 
unscrupulous that even Balkhmog dares not include him in the pial. 
Having no beller alternative, Balkhmog has resolved to hire outside 
mercenaries for a scheme of assassination. 

Willing PC's will be recruited in Maethelburg by a travelling 
Hillman merchant who has dealt with the Orcs on occasion and 
knows Balkhmog. Each adventurer will be paid IOgp just for setting 
out and promised 500 gp more for surviving at the successful conclu
sion. The Hillman himself does not know the full details of the mis
sion, only that Goblin-gate is involved and that the Wolf Gate is a 
safe point of entry. Once the party is admitted through the Wolf Gate 
by Balkhmog's trusted minions. the Captain will reveal the goal of 
the enterprise: a surpise strike into the heart of Goblin-town to slay 
Urgubal and seize the scimitar Elfhewer, symbol of rulership. To 
claim their reward, the PC's must return to the Wolf Gate with both 
the weapon and proof of Urgubal's death, such as his head. 

Balkhmog expects to swiftly capture the throne, for Urgubal's 
followers will be thrown into confusion by their Lord's passing, and 
the powerful Captain expects to appear as a savior in the moment of 
chaos. Because neither he nor his troops will have been directly in
volved in the murder of the Great Goblin, Balkhmog will escape 
blame for {he act, and few if any will dare to ask troublesome ques· 
tions until too late. 

If the adventurers cannot get at Urgubal, the wisest course would 
be to grab any loot at hand and nee toward the Back Door, where the 
Orcs are likely to be unwary, as Luzog knows nothing of the plot. 
Any survivors of a defeated party foolish enough to return to the 
Wolf Gate will be slain by Balkhmog before Urgubal can capture and 
interrogate them. Yazhgar, if encountered, will feign friendship and 
sympathy with the plot, awaiting a suitable moment for betrayal. 
Even if the PC's succeed, their troubles are hardly over. Balkhmog 
will pay the agreed reward and send the party on its way, but his 
\Vargs will ambush the adventurers on the return journey in order to 
destroy all witnesses to the plot. A prearranged rendezvous with the 
Eagles at this point would prove invaluable. 

8.12 OPERATIONS OVERVIEW 

Goblin-gate's population in T.A. 1640 is nearly as large as the 
height attained many centuries later, just before the devastating war 
with the Dwarves. Some 2500 Orcs now dwell in the cavern complex, 
including 1200 adult males. 800 adult females. and 500 imps of both 
sexes combined. Only a small fraction, slightly over one-twentieth of 
the total, are elite Uruk-hai, while the rest are common Orcs. 
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The warrior aristocracy numbers 65 Uruks, at the head of which 
are the Durba-ha; (the Great Goblin) and his two generals, the Cap
tains of the Wolf Gate and Back Door. Just below these commanders 
are 12 officers (8th level Warriors) who act as sub-captains over the 
common Orc masses. Most of the Uruks, who have not displayed any 
singular aptitude for command, are assembled in the Great Goblin's 
bodyguard, 50 strong. These Orcs rate as 6th level Warriors. 

Ten other Uruk-hai perform specialized roles for the tribe. Of 
these the most significant is the Chief Priest of Darkness, who is aid
ed by !hree acolytes (5!h level AnimiSls, RM Evil Clerics). Six Uruk 
Healers (3rd level AnimiSls, RM Lay healers), are responsible for 
care of the wounded and maimed who can be restored to fighting 
condition. 

Almost all of the male lesser Orcs are warriors, some 980 in total, 
organized in lurgs of 10-15  Orcs each. 85 (4!h level) Warriors are !he 
lurg leaders, while the remaining fighters amount to 170 experienced 
(3rd level) soldiers, 425 (2nd level) full adullS, and 300 green ( l Si 
level) young adults. Every lurg includes in its strength a common Orc 
tracker, treated as a 2nd level Scout (Rm Thief). Common Orcs are 
evenly intermingled in the lurgs, allowing the less experienced war
riors to be properly trained by their betters in combat. 

An elile force of common Orc trackers (4th level Scouts, RM 

Rogues) numbering 60, serves under the Great Goblin's personal 
command as his spies and informers, and hunters of escaped slaves in 
the lair. These trackers arc in addition to the 85 assigned to the lurgs. 

As is customary in Orcish tribes, the Tarkhnarb have taken in 
various other evil creatures to serve their needs. Five Cave-trolls, 
abysmally Slupid yet eX!remely powerful beings ( 1 2th level 
Warriors), dwell in a secluded recess of Goblin-gate. They are well
fed and waiting to serve as heavy laborers or the Great Goblin's goon 
squad. They strike lerror into the hearts of the common Orcs. 60 
Wargs, nearly as clever and far tougher than most of their goblin 
masters, inhabil dens near the major gates, acting as mounts for 
rapid pursuits, ridden by lightly armed warriors. 250 slaves, mostly 
lst-3rd level Men and a few Dwarves, are imprisoned in the dark pits 
of Goblin-town, fated to labor under the lash until they perish for 
lack of sunlight and fresh air. They survive their horrible existence 
sustained only by the hope of escape or rescue, and will take any risk 
if a reasonable chance of flight from GOblin-gate presents itself. 

Military forces are distributed as follows: 

Coblin-Io�·n: Grnt Goblin. 6 officers. 50 bodYIUards. Chief Priest. 3 acolytes. 4 

healers. 60 elile trackers. 45 common trackers. 520 common fighters. S Cave-trolls. 
Wolf Gate: Captain. 4o(ficers. 1 healer. 2S common trackers. 28S common fighters, 3S 
Warp. 
Back Door: Captain. 2 offICers. 1 healer. 1 S common trackers, 175 common fighters, 25 

Warg!o 
8_13 PROMINENT INDIVIDUALS 

Urgubal. the Gre.t Goblin 

Succeeding young to the throne through a combination of cunning 
and savage ferocity, Urgubal won recognition from the Witch-king 
and the overlord of Gundabad with lavish bribes. Often challenged in 
earlier days, he overcame all rivals by personal combat to the death or 
nefarious treachery. Time has claimed its toll on the once terrifying 
warrior, and while a 6' height and protruding lower fangs give 
Urgubal a fearsome aspect still, the Orcish ruler is grossly swollen 
with fat and corruption. His court is 'the scene of decadent and 
revolting entertainments and tortures, rife with sycophants, in the 
midst of which Urgubal squats on his throne, a foul and bJoated 
toad. A network of informers infests every corner of the fortress, and 
the brutality of Urgubal's bodyguard and Cave-trolls stifles open dis
sent, enhancing the omnipresent climate of fear. Despite his 
disgusting and lethargic appearance, Urgubal has retained much of 
his fighting skill that won him power. Even now, when the Great 
Goblin is clad in his black chain mail and wielding the scimitar 
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Elfl1ewer, which never leaves his side, few Orcs indeed would dare to 
confront their abhorrent lord. 

Balkhmog, Captain of the Wolf Gate 
If any Orc can be thought worthy of respect, it is the redoubtable 

Balkhmog. Having won the honored command of the Wolf Gate 
through cleverness and bravery, Balkhmog secretly harbors higher 
ambitions. A son of Urgubal, he despises his repulsive father and 
aims to overthrow the Great Goblin, but for the moment he is com
pelled to feign subservience while he gathers his power. Thanks to his 
mastery of raiding and ambush, 8alhkmog has doubled the quantity 
of loot seized in the High Pass, part of which he diverts to finance his 
own schemes. Never does the Captain hesitate to fight at the head of 
his troops, and the Orcs under his command are fanatically loyal 
despite their commander's harsh discipline. 8aJkhmog stands 5')0" 
tall, with a massive, thick build of solid muscle, and characteristically 
wears a wolf-head helm. He is experienced at dealing with Men. A 
subtle antagonist, Balkhmog adheres to the letter of his word while 
twisting the spirit of bargains. 

LUIOg, Captain of the Back Door 

LUlog is a typical product of Urgubal's corrupt despotism. While 
considered a mighty warrior, the Captain is an uninspired leader, ow
ing his position to being a son of the Greal Goblin rather than to any 
talent. A half-brother to 8alkhmog, Luzog realizes that his survival 
depends on Urgubal remaining in power, and thus he is doggedly 
loyal to preserving the current regime. Luzog is 5'8" in height, and 
heavily scarred across the face, the work of a Great Eagle's talons. 
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Yazhgar. Chier Priest Or Darkness 

No Ore in Goblin-gate is more feared than Yazhgar, the wizened 
and one-eyed high priest, who preaches SauTon's creed of evil to the 
goblin masses and predicts the return of the Dark Lord's reign. The 
ancient Uruk selects victims, both disobedient Orcs and slaves, to be 
cast into the Eye of Darkness or sacrificed on the bloody ahaT of the 
Dark Lord. Utterly treacherous and without a trace of pity or 
scruples, Yazhgar delights in manipulating the political rivalries in 
Goblin-gate, both 10 enhance his own influence and from sheer 
malice. An unmistakable character, Yazhgar is 5' Lall, stooped, 
always swathed in voluminous red robes, and bears a snake-headed 
iron staff. 

8.14 LAYOUTS 
Goblin-gate's passages vary in size, from the 20' wide and IS' high 

main corridors to the narrower and more common 10' wide by 6' high 
secondary tunnels, which at many points drop to as low as 4', Most 
cave areas, unless otherwise noted. are 10-I S' high and of irregular 
size. Doors are infrequent, used only to block off imponanl areas, 
and unless otherwise specified are constructed of crude wooden 
planks, ironbound, 6-8' high, 4' wide, and 2" thick. Locks arc of 
medium difficult)'. Keys are held by whomever has charge of the 
area; the Great Goblin possesses a complete master set. 

Passages and caverns are unlit, except in areas currently in use, 
where light is provided by weak torches and firepils emitting acrid 
smoke. Heavy shadows prevail even in the illuminated caves. Goblin
gate maintains a constant cool temperature of about 50-55 F., save 
where chill winds blow in from outside, or subterranean fires ar� 
channeled for forging. Ventilation is generally poor, causing smoke 
and the stench of garbage and rot to remain in the stale, heavy air. 
Sanitation is sporadic at best. Slaves are dispatched intermittently to 
sweep out dwelling caves when the goblins can no longer find the 

CROSS·SEcrION OF GOBLlN·GAIT 
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floor. Uncovered coal-fueled firepits are employed for cooking and 
heat. 

Communications present formidable difficulties in a complex of 
such grand scale. For short distances in inhabited areas runners carry 
oral messages. When greater speed is required to traverse the miles of 
subterranean highways, the Orcs use trained giant vampire bats as 
messengers. A bat carries an encoded scroll tied to its talon. Upon 
delivery of its burden it is rewarded with a sip of fresh blood from 
slocks kepI on hand by officers. 

Traps 

Orcs are notoriously fascinated by mechanical devices, and have 
devised a variety of ingenious traps, liberally scattered throughout 
the complex. Mosl are designed to capture intruders for Slavery, in
flicting punitive pain in the process, rather than killing victims 
outright. The Orcs are trained to avoid trapped areas by recognition 
of subtle signs, such as unusual patterns carved in the rough stone. 
For those untutored in the secret Orcish symbols, traps in Goblin
gate are as a rule Extremely Hard to perceive, and one must be 
specifically looking for danger. 

The most common forms of Orcish traps are here detailed. More 
unusual traps are described where found in the fortress. 

A. Closing Pit: This is a shaft 20' deep, covered by a Slone 
slab appearing as the surrounding floor, 5-10' wide depen
ding on corridor size. The trap door operates on a 
counterweight mechanism. If 50 Ibs. or more is placed on the 
door, the slab drops open, the victim plummets downwards, 
suffering falling damage on the stone bottom. and the cover 
then promptly recloses. From below it cannot be opened. 

B. Murder PH: Like the standard closing pit but less com
mon, the bottom of the shaft is lined with sharpened iron 
spikes, inflicting 1- 4 "D" puncture criticals. As the spikes are 

Norlh SUUlh Cross-srclion of Goblin-gale showing primary passages and (xils. 
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ROUTE MAPS 
This section contains route maps of the Ice Caves, the three City 
Levels, the Fungi Caves, and the Mines. These show the main 
passages, primary rooms, and key locations. Frequently used stair
cases and traverse connecting routes'are also indicated. 

The route maps do not show the hundreds of smaller rooms, minor 
passages, and natural phenomena. To determine the location of 
these spots, one should rely on the Random Features Table 11.5. This 
table allows the Gamemaster to determine what features are in or on a 
particular passage or room, regardless of the region in Goblin-gate. 
The table can be used during an adventure. with the GM recording 
the resulting features and creating an ultra detailed map of the 
specific area. Alternatively, the GM may wish to document these fea
tures prior to the beginning of the game session. 

• 

THE ROUTE MAP KEY 
_ major slalr (up and down) 

sd "" iUir down 

su _ slalr up 

t - lraverse ptii8� <ilopn up Ind down) 

Id _ lra,·erse PlliHge (lIIopn do"'.) 

lu _ Irannit' pliI�lte (slopes up) - ::: PIl5SII� 

- - - - PllSSIaa added arler T.A. 1640 

. . . . .  - Passes oulsldt' mounlain 

The scale is in miles. 
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barbed, the victim is pinned to the floor, unless he lcars free, 
which is extremely painful. 

C. Shifting Walls: Pressure on a trigger stone in the floor of 
50 Ibs. or morc causes a pair of 2'thick stone slabs 30' apart to 
roll out from the passage walls, sealing in any within thalseg
menl of corridor. The reset mechanism is concealed outside 
the tTap area. Eventual suffocation is the only alternative to 
surrender. 

Wolf Gale (WG) 
I .  Main Gales. Double iron portals. each IS' high and 10' wide. ward the principal en

trance 10 GOblin-gate. 1' long iron spikes project from the outer side. As the massive 6" 

thick doors. mounted on hinges im�ded in the rock walls. are far too heavy for any in

dividual strength to move, a s)'stern of chains and winches inside permits the straining 

guards 10 open or close the gales. When shut a steel bar is slid across the doors 10 seal them 

against assault. 

The two colossal wolf Slatues nanking the gates outside are enchanted, and an im

planted \'ocal spell will cause them to emil a mournful howl if an), seek to pass by under 

magical concealment. 

An iron &rill lipped with spikes is suspended horizontally from Iheceilingjust inside the 

gates, and will tK dropped on any invaders, covering a 20'x20' area. Those below suffer 

loS "0" Puncture wound criticals and are pinned unlil lhe grill is lifted. 

2. FlankinK Galleries. Passageways are tunnelled into the cliff walls on either side of Ihe 

�ates from the guardroom. Stone stairs ascend to the galleries, pierced by numerous slits 

overlOOking the crevassc 20' below leading up 10 the gates. Arrows, boulders, boiling 011 

and other deterrents can be unleashed against assailants, making the approach a death 

Irap. 

3. Cale Guardroom. Two lurgs tOlalling 21·]0 common Ores an� always stationed here. 

alert for trouble. The large 2S' high eave just behind the gales is furnished _ith stone seats 
and a barrel of fiery goblin liquor, cheap Brade. SlOeh of missiles are on hand, and a vat 

of oil is kept bubbling over a fire. From the wall hangs an alarm gong, which _'ill summon 

all the Orcs in the Wolf Gate area to arms. 

4. Lura Ca\·es. (25) Standard barracks for the common Ores, each of the caves is in

habited by It lurg II·IS stron&, including; I leader, I tracker, 2 experienced warriors, 3-7 

full adulu, and]-4 young adults. 4..6 female Orcs dwell here as well, considered Ihe pro-
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perty of Ihe leader and old warrion, and used mainly for domestic tasks, cooking, scrub

bing pots and emptying latrine buckets. Straw pallets in the corners, a stone table and 

benches, and a crude firepit are the sok furnishings. Trash and bones liller the floor. 

There is a 504ichanee that the inhabitants will be present; if not, tht'y are on raiding, 

guard, patrol, and laboring duties. Orc warriors each have 1-$ bpand 6-IOcp, while the 

leadcr possesses 6-10 sp and 12·30 bp. 

5. Onleers' Ca"". (4) Private dens of the sub-captains, these are marked by locked doors 

with a bronze plate. An Uruk-hai officer is the only male inhabitant. but 1-3 fema1eOrcs 

/lie present as ..... ell to do their master's bidding. Furnishings are a Slone table and seats, a 

bed slab piled with furs, a liquor keg. and an ample firepil. The officer and his relinueare 

60"- lilcely to be here. Personal _ealth of an officer amounts 10 I I-IS gp and 21-25 sp. 

6. G1It� Captain's Can!. Opulently appointed by Orcish �andards the lair of the local 

commander is marked by a door with a Hard (- 10) lock and a silver plate. A wide stone 

tabk, carven seals, raised bed platform heaped with fine furs, goodstocksofliquor and a 

large firepit furnish the cave. Trophies of arms and armor taken in raids hang from the 

walls. At any time the Captain is SO'" likely 10 be here wilh a retinue of2-6 female Orcs. 

Wilhin plain sight is a large iron chest bolted 10 the floor and equipped with a Vf'ry 

liard (-10) lock. It contains 4OOsp, 1200 bp and 2OOO cp, pelty cash used to reward com

mon soldiers and distract the attention of thieves. Concealed in a wall closet behind a 

secret stone door, ExIf'f'fflf'ly Hard (-JO) to detect. is the Captain's true hoard, consislin, 

of ISOOgp and 2000 sp in twO locked chcslS. If searchers fail 10 detect and disarm the Ex· 

trefflf'ly Hard (-JO) trap before enterina thecloset, $Cveral sharpened st«1 rods imbedded 

in stalaetiles above will stab out. inflicting 1-5 "0" Puncture criticals on anyone within 

the 10' square before the doset. 

NOTE: The Cap/uin .... iII huvl! mOrelrNsureOn hand ifm:edrd 10 pay briiNsor 

rewurds. 

7, Uelll�r's Can. Occupied by the sole Uruk-hai healer assianed 10 Ihe area, the ca\'e is 

closed off by a door ..... ith a copper plate. Inside, an o\'erpowerwg stench from the com

pounding of Orcish medkines in a cauldron over a firepil pollutes the air. Furnishingsare 

a simple stone table and bed slab covered with furs. Metal bins and wooden barrels hold a 

variety ofhcrbs and funai of curative wor1h gathered by the Ores. The healer is SOf. likely 

to be present, and if so there is a 2S� chance of 1-5 common Orcs being here for treat

menl as ..... ell. Personal treasure of the healer is 1 1 -20 gp and 22-40 sp. Jars (1-100) of dark 

ointment, anOrcish salve. can also be found. An application cures 1-IO hitsimmediately. 

bUI st ings like fire and leaves permanent scars. Two or more uses on the same day will pro

duce reverse eff�ts. causing 1·10 hits. 
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8. WolfOen. A sunken chamber IO'below theleveloflheenlrance, the noor is reached by 

a sloping walkway surrounding the outer wall. Anywhere from 26·3S Wargs arc usually 

presclll. Not captives but mercenary allies. the Wargs consent to be stabled here as 

mounts often ridden by eommon Orc katlers in return for a steady diet of fresh meat, in

cluding an occasional live prisoner thrown in screaming from the entrance. The Wargs 

have the frleedom to roam the area and arc very eff«ti\'e in sniffing out hidden foes. 

9. Kitchen. Major repasts for the troops and their lcadersare prepared in this cavern by a 

rotating staff of 21-30 female Ore! drawn from the IUTg caves. Roastingspitsare mounted 

over IWO huge central firepits. "" hilc around the perimeter arc several lessa firepits with 

bubbling kenles, bread ovens, and stone worktables. Wall racks hold an assortment of 

odd utensils. Contents of most Ore dishes look unappeti1.inK at best (fungus stew?)-and 
are wisely left unexplored. 

10. Smokehoust. Carcasses of every variety hang from iron hooks embedded in the cave 

roof, and a slow wood fire is kepi burning constantly, filling the air with a perpetual haze. 

I I .  Storerooms. (6) The Orcish supply rooms and commis.saries have locked doors with 

iron plates. Inside arc chaotic hcaps of goods. including liquor barrels, dried ralions, 

piles of hides, furs and clothing, torches, coal, wood, spare missile weapons, and 

miscellanrous 1001 of no special value. Only officers and the Captain have keys. Common 

Orcs deposit their plunder here and buy supplies for their units. 

12. Cell�. Eight bare IO'x I 0' cells, iron barred with VE'ry Hqrd (-20) locks, areemploy�d 10 
hold new capth-es before transport to Goblin·town's slave pits. If captives arc pres�nt 

lSOf't), 6-15 common Orcs Illuard Ihe area. 

IJ. 8at Roost. In this stalactile·ridden cave, lightl.ess and Slinking of guano, roosl 13-40 

Giant Vampire Bats trained lo scrve as messengers. They will not harm Orcs, but will at· 

tack any other intruders. Bright lighl tends to agitale and oonfuSt' them. 

I ... Well. A slOne shaft descends lo(r to a subterranean stream. Above t� wdl ar� 

mounled a crude winch and bucket. The watcr is slightly biller but POI able. 

IS. Smith),. Not the giant forKe or armory, this is but a repair shop, whcre armorean be 

mended and weapons sharpened. A large anvil, bellows, lirepit and stone worktable arc 

the main furnishings. The Ordsh tools scattered about are of strange design, but quite ef· 

fident. 6-IS Ore warriors will be laboring here at any lime. 

16. l>escendini Passaie. Tcn miles long. this subterranean highway, a principaJcorridor, 

gradually runs with many twisls and bends to Goblin·town. 
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Back Door (BD) 

17. Gllte. The massh'e stone door slab, IS' high, 10' wide and 2'thick, is mounted on an 

iron pivot . At least tWO Slrong Orcs arc required to open or cloSt' it. From the inside, the 

gate can always be opened by the necessary pressure, but force applied from the outside is 

una\'ailing against the cleverly designed mechanism. Once closed, the gate looks much 

like Ihe surroundingslone, but it is not hard to discern its general location, for a flight of 

Slon� stairs leads up to it. The gate lies aboul 10' above ground Ie .... d. A chute 15' abovethe 

gale permits boulders to be rolled out onlo attackers. 

lB. Gale Guardroom. One lur& of 1 1- 1 5  Orcs is always stationed here, in the area JUSI 

behind the g3[e. Furnishings are stone scats, a liquor barrd, and stocks of missiles and 

boulders. The cave is 30' high, and a metal ladder permits ascent to the chule o .. er the 

gate. An alarm gong suspended from the wall will summon all the Orcs in the Back Door 

area to arms. 

19. Twisting Corridor. The passage leading inward from the guardroom, a mere secon

dary corridor for much of its lenglh, is characl�riled by corners, convoluted bends and 

sharp inclines. (Sec lIubblt p. 93-1}4). 

20. LUll Ca\cs. (IS) Sam� as WG (Wolf Gate) '4. 

21. Officers' Cal·H. (2) Same as WG IS. 
11. GIllie Cllpillin's un. Furnished much as WG 116. the d�n ofthe Captain of the Back 

Door differs principally in its treasure and traps. Its visible iron chest holds JOO sp, 800 bp 
and 1500 cpo The wall closet behind the secret stone door contains a hoard of 800ap and 

1000 sp. Unless the Vl'ry Hard (-20) trap is disarmed, a Slone slab drops from t.he criling, 

inflicting 1-3 "E" crush crilicals on anyone in the 10' area before the closet. 

23. Ilelller's Cal·c. Same as WG 117. 

2.4. wolr Dcn. Same al> WG '8, cxcepl that IS-2S Wargs wI! be found here at any time. 

1.5. Kltchcn. Same as we '9. 

16. Smokehouse. Same as WG 1110. 

21. Storerooms. (4) Same as WO 11 1 1 .  

28. Cells. (6) Same a s  WG 112. 

29. Bat Roost. Same as We IIIJ. 

Back DOOR 
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30. Wi'll. Same: as WG 11')4. 

:11. Smithy. Same as We 11'15. 

32. Asundina PassaiC:. Connecting 10 Ih�lwistinB corridor, BO'19. thislhiny mik lonl 

principal corridor slowly climbs toward Goblin-Iown. with several corners and bends. In 

T.A. 1640il aeano funhc:r northward. (Lalcr, the corridor continues its northward des· 
cenl lo Gellum's Lair. Coming from Gollum's Lair. the intersection ..... ith the Iwislinacor' 

ridor, '19, is the K\'enth on the south .side, rollowi� the sixth on the north.) 

Goblin-town Level One (GT I) 

Level One is the uppermost inhabited region of Goblin-town. 
Above it lies the Ice Caves near the mountain'S surface. 

n. South Pa�SIIle. Here is Ihe principal corridor leading to the wolf Gate (s« WG '16). 

34. North PasSilc. From Goblin-town this principal corridor Icadstoth� Back Door(Sce 
80 '32). 

35. Southwest Passagr. In T.A. 1640 this principal corridord�s not yet UiSL (For later 
adventures it leads upward to the Front Porch.) 

)6, 5ec'rrt PItS5IKt', Eksides the major exits, Goblin-town has its own escape route 

headinl eaSL It is only a narrow 5C(;ondary corridor, terminating in a stone door aflel 

ascending twO miles. From the inside the door can be quickly found and opened, an Easy 
(+ 10) aHempt , but from the outside it is Extremely Hard (-30) to dctect but still Easy 

(+ 10) 10 open. The door adjoins a narrow and poorly marked trail desccndinlthe moun
tainside. As;1 is unknown to outsiders, it is generally left unluarded. 

37. Ascendin, Passa,e. This principal corridor winds upward toward the inner Icc Cavcs, 

which may be explored usin& Ihe Random Features Table. 

38. l>e!I«nding PaNIC, Siopin&downward several hundred fCC1, this principal corridor 
leads into the Second Level of Goblin-town, conncecina to GT II '55. 

39. ConnKlln& Shaft. Here thr noor suddenly drops away al the upper end of a shart 
linkinl lheFirst and S«ond levels of Goblin-town, connK'lingloGT l1 '57. It is IS'wide, 

and a pulley mechanism hanlS from the roof above the shafl. A lengthy and strong rope 
wrapped around the pulley to create a double strand is used for raisinaand Iowerinasup-
plies betw�n the levels; it can also carry passengers. 

40. Eye of Darknm. Goblin-town's most spectacular natural feature, the Eye of 

Darkness, SO' wide, plunges from ils highest point on this level, through Ihe S«ond and 

Third Levels, to unknown depths. The capped remains ofa lavashaf!, it is far from ex
tinct, for a reddish glare can be: seen a! the unfathomed bottom,and the walls nicker with 

mysterious shadows of name. Ominous rumblinl sounds periodically issue from below, 
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causinl the Orcs to tremble in fear. On this and every level of Goblin-town, passages run 
up 10 the very brink of the Eye, and perilous Slone arches. IO'wide without any rail, span 

the gap to the opposite side where the corridor resumes. Should one slip while crossing. it 
is possibl� to calch hold oflhe bridge on any lower 1""'e1, a ShHr Folly (-jO) manuever. 

Failure means certain death at Ih� end of a lonl and terrible fall. 

41. Grnt H.U. An enOrmOUSC8\'ern, IOO'",ide and 3OO'Iong, theGreat Hall is the focus 

of activity on the First Level, bc:in,l the throne room of the Great Goblin. Wild feasts, 

musterinl of troops. inspection of new captlVCS and horrible tonures all oc:cur her� for 

the tyrant's entertainment. Colossal natural stone pillars uphold the roof 120' abo�'e, and 
are embellished with carven Sttncs of savage warfare, repres.entinl Orcish triumphs. 
Thrtt entrances lead into the Greal Hall. �.ch conn�tin& 10 the major corridors exitinl 
Goblin·town. A roaring fircpit is the cavern's ccmerpitce, whil� torches mounted in iron 

bradets along the walls further illuminate the area. 

At the far end of the hall. enveloped in shadows, lies a large nat stone dais upon which 
r�sts the Great Goblin's carvern basalt throne. The Great Goblin is 4Ofi> likely to be en· 
throned in th� Great Hall, surrounded by his bodyguard of 22-40 Uruk-hai .  When the 
Great Goblin is here, 20-30 other common Ore warriors are also present in the cavern, 

reporting news or a�itinl commands. Behind th� throne is a secret stone door , Exlrtme' 
Iy Hard (-30) 10 detCC1 , leading to a narrow escape: pas58,Ie. The Ihron� isalso safquarded 

by a defensive trap. activated by a lever on the left arm of the seat. Jets of fire6' high spun 

up from concealed tubing in the Ooor, creatin& a protCC1ive semicircle of name. Anydar

ing to rush Ihrough suffer an "EM heat critical. (Note that when Gandalf slays the Great 

Goblin in T.A. 2941, the Ore-lord had first rushed from his throne in rage to attack the 

chained Thorin Oakenshield.) 

41. lUrJ Cnes. (15) Same as WG "4. 
43. Orr�rs' C.�·es. (1) Same as WG MS. 
oU. Kltdlen. Same as WG /19. 
45. Smoke-houSt'_ Same as WG MIO. 

46. Storerooms. (4) Sam� as WG M i l .  
47. Smithy, Same as W G  115. 

48. "anner)'. Hides are cured and prepared in this cave, sc:t apart from any dwellin& area. 

Skins are hung from scraping beams, soflened with dunl, and soaked in vau of mild 

acids. Even the gob linsdisJike the stench. IOslaves work in the area, guarded by S goblins. 

49. Hnl"-u). Most desired of occupations in Goblin·town, the brewers are personally 
scl«ted by the Greal Goblin. The door ofthecBve, with B V,.ry Hard (-20) lock, is always 
shut. I nside are the fermeminl vats and tuns where the Orcs brew and store their fiery Ii· 



Goblin-gate Adventures / LQyolils 

I "  = 100' 

quors. Eve:n one: swig of the: cheap stuff is often enough to knock down the unwary. and 
the aftereff«t is a fierce:, invl,orating warmth. The better grade, bre ..... ed for the Great 
Goblin and his officers. is 50 strong it ..... iII Stun anyone: with aconstitution ofle"than 90. 

10-1.5 Orcs work here at any time. 

50. Wood Shop. Though the Orcs prefer stone work, wood is often uSoed for doors, bar
rels, bcnchcsand thc like. Stone worktablc:S, sa ..... s and OIhe:rloolsarescaUered about this 
cave, whe:re: rough lOIS are shaped inlo finished goods. 10 sl.,·c:s and .5 goblins guarding 
them will be found here. 

51. Mill. An underground slre:am surfaen in Ihisca\'e, which theOrcsha�echannelied to 
po ..... er a mechanical mill for grinding wild grains gathered by foraging panies. 10slavc:s 
are: kepI busy in the area 50ning and threshing grain and grinding il inlo mc:al, auarded by 
.5 goblins. 

52. 8uleh�ry. The Orcs enjoy Ihebusinc:ssofhacking upearcassesloo much 10 lea"e it to 
mere slaves. Prey gatherc:d by Oreish hunting parties is kept frozen here on ice mounds 
until ready for the choppin, block or the smokehouse. 6-1.5 bloody Orcs are employc:d in 
Ihis gruesome cave, wielding huge carVIn& knives. 

53. Clolh�orkJl. Bal� of wool shorn from mountain sheep clutter Ihe chamber, amidsl 
great looms and long worktables. Goblin fe:males, 21-30 of whom will be found here, 
labor a1 v.eaving a rough and scratchy fabric which lhey use for garments. 

54. Bal Roosi. Same as WG 113. 

Goblin-Iown Level Two (GT II) 

Level Two is the central inhabited level of Goblin-Town. 
55, Asnndinl P'55a&�. This principal corridor climbs 10 lcvel One, connecting 10 GT I 

138. 

56. r.Hst:udlna PL\. ... aa�. Following thiS sloping principal corridor leads to Level Three 
below, connecting 10 GT III Ins. 

57. lo�·�r Conn«tlna SharI. This isthe lo\\oercndoftheshaft from OT 1 1t39. A pulley is 
.bolted 10 Ihe- noor, and a slurdy rope IS wrapped around ii, leading up into darknc:ss. 

58. Upp�r Conneelln. Shari. Same as GT 1 1139, Ihis shaft links levels Two and three, 
connecting to GT III 1177. 

59. Ey� or Harkness. Same as GT I 114O, lhis is the lower continuation oflhe great shaft. 
The second bridge on this level is 100' below the first bridge on level Onc. 

60. Bod),&uard Cavc. Being of higher status than Ihe common Orcs, the Uruk-hai 
body,uards merit a more spacious and luxurious dwelling, with similar furnishings in
cluding straw pallets and slone tables, but also gaudy battle trophies and banners, 
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mountc:d skulls of fallen foes, and a ready supply of liquor kegs. Whenever the Great 
Goblin is present in hisadjoininaden, 2240Uruk-hai guards will be slationed in this bar
racks. gambling, feasting and dreammg ugly dreams. No remales dwell here, but the 
guards have: re:ady access to Ihe harems. Personal \\oealth of the ,uards is6- IOgpand 16-20 
sp. 

61. Royal Chamber. Lying JUSt behind the bodyguard barracks and acttSSible only 
through it, the Great Goblin's private suite is the epilome orOreish ostenlalion and bad 
laSle. A door with a gold platcand Vf'r), lIurd(-lOJlock safeluardSlhehold. Furnishinp 
cncompass a firepil. an obsidian table wilh similar sealS, a raisC'd stone bed slab heaped 
wilh rare furs and canopied in black and red hangings, kCJS of good loblin liquor and 
olhcr captured viands, bailie trophies, a dozen jewelled drinkinl goblets worth 100 gp 
each, and olher 1001 randomly strewn about. Ornamenlal leerina faces and slaverin, 
monster hcads adorn bc:dposts and table lep. 

The Great Goblin is SO%O likely to be: round here in hedonislic repose-, with 6-1.5 ex
otically dressed female Orcs at hand 10 aw:nd to his e�ery whilll. Behind a secret stone 
door. Exfremf'ly Hurd (-30) to detect and unlock, is a wall clOsel holding the Great 
Goblin's personal treasurc stash. 3000 gp, SOOO sp and 2000 ap in gems, in three locked 
iron chests. The Iraaprotccting the clOsel. also Extremel)' flard to find and disarm, is 
most ingenious, Razor-sharp melal blades imbedded in the ponal behind the door are ac
ti\'ated when Ihe door slides aside. and 1he first individual 10 slep into the closet will be 

sliced into unr«ol"izabJe saU5a,C as the blades shultle vertically alona narrow srooves. 
(4-8 "D"slash criticals) Anyone followin& throu,h ..... iJlonce: ... in triuerthetrap, until il 
is disarmc:d. 

62. Hnlt-r'sCal·e:. Much like WGI7.themaininlirrnaryofGoblin-town isequipped \\o;th 
�tone bed sIal» for the 4 Uruk-hal healers that dwell here. An even Jl'c-aler assortment of 
herbs and drugs can be found. O� healn is al""ays in resldrnce, and there IS an SO"" 
chance of cach oflhe othe:rs beinl present as \\odl. It is 2.5'9l1 likely that 1- 10 Orcs will be 
here s«kinl treatme:nt of wounds. 

63. Shamans' Ca\·�. Closed off by a door "'Ith a Vf'r), liard (-lO) lock, and embellishc:d 
\\olth a serpent emblem, this larle and bizarre: chamber is inhabltc:d by Ihe:Chief Priest and 
his 3 acolytcs. Blood-red religious \C$tments, ,ruesome masks (uglier el'en Ihan the 
Orcs), jagged rilual knivescan·tn with evil runts, bunches or poisonous planuand htrbs 
hanlins from Ihe ceilinl and severed heads all contribute 10 Ihe pervasi"e atmosphere of 
horror and disgust . More com'entional furnishings are: slone fur-coverc:d bed slabs. a 
long stonc table and scals, liquor ktgs, a fireplt and re.:c:ssc:d shdves. On the shdving is an 
txttnsive: coll«tion of tribal rccords carven onto stone tablets dating back to theSecond 
Age, a uniformly distasteful, bombastic and repetitious hiSlory. but among the r«ords 
can be found the: only complete map of Goblin-gate (usually artee hours of tedious 
search). 
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GObliN-toWN Level 3 

1" = 200' 

The shamans arc 80% likdy to be prc�nt. One of the shdvcs is in fact a KCTct door, 
Ver), Hard (-20) to dc:t«t and unlock, 10 a wall closet holding an iron chest. Within the 

chest lies I ZOO ap worth of lIerns and je ..... elry appropriated as tempk "donations", The 
chcst lock contains a poisoned needle nap, Extremely Hard (-30) [0 detect and disarm, 
..... hich injec1S giant spider killing venom. with a Icvt'1 10 attack. 

64. Truli llok. Unbrlievably foul. the lair orlhe 5 Cavf!-uoll goons of the Great Goblin 
pUIS even the �or.sl !oblin abode to shame. Fortunately, Ihe slench is kepi in by an iron 

door. Furnishings are piles of moldy straw, a huge slone labk and a fircpil. over which 

hangs a man-site Iron cauldron. Liquor kegs, empty and full. are slrewn about, int�r· 
mingJ«1 with bones and scraps ofrolting ncsh from pasl meals. The Orcs do not dare to 
enl�r, but simply leave the Trolls' dinner bound outside, knock and run. Hidd�n in a 
shallow pit under the Straw arc sacks of Troll plunder, amounting 10 500 gp, 1200 sp and 
600 gp in gems. Al least one Cave·troll is always here, and the olhersan: SO% likely to be 
pr�senl as ..... ell. 

65. turlC Cu.-s. (IS) Same as WG 14. 
66. Offlc('I'S' Cal·es. (1) Same as WG 115. 

61. K.itt·hrn. Same as WG "9. 

68. Smithy. Same as WG ' I S .  
69. Storerooms. (4) Same as W G  " 1 1 .  

70. Tntckers' Cue. Here dwells a unique aSse"mbly o f  Orcs, the elite foret o f  trackers 

under the personal command of the Gr�al Goblin, a combination of informers and 
thieves' guild. The door is iron, wllh a Very liard (·10) lock. A view of the interior makes 
plain th� privileged nalure of a loyal spy, for th� trackers Iwe far beller than th�ir com
mon Ore br�thren. Fine hquorsand thechoic�st meatsareal ..... ayson hand. Straw pallels. 
stone tables, a larg� blazing firepit, and mounted stolen Hophics complete the furnish

in�. Scattered about the la,r arc an impressiVe assortment of thieves' tools, soft padded 
boots, and dark hooded cloaks and masks. 13-40 eiitt Haeken arc al ..... ays pr�sent. Per· 
sonal treasure ,s 5·10 gp, 5·30 sp and 10·60 bp (each). 

71. Guest Chambt-rs. Reserved for infrequ�nt real gu�sls, as opposed to eapti\'es, th� 
suite is furnished III Mannish style, wilh a ..... ooden canopied bcd, oaken table and Chairs, 
and fireplace. Th� door has a lIord (-10) lock. There is a 20,. chance" of an ambassador 
from the Witch·king being resident (type of individual at GM's discretion). 

n. lI\lrems. (3) Each of the Orcish mass-breeding caverns holds aboul 102-120 of the 

youngest and most attractive (to Orcs, anyway) female goblins. mostly of the common 
sort .... ·ilh a rare few Uruk ty�s. Only th� Gr�at Goblin, his Uruk-hai commanders and 
guards and the dite trackers have regular access to the squalid pleasures of these" 
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bordellos . ..... ith other common Orcs admitted as a reward for success in raidina, having 
proved them.sel�es worthy to breed. Outsid� the door stand t .... 'o salivating Uruk·hai 
guards to �nforc� this callous policy. 

73. Imp Nurseries. (1) The� cacophonous establismenls house" 2SO Ore-imps each. a 

squalling, screaming. cursing and fighling mass. The murderous tykes take after Ihcir 

fath�rs, at an �arly age, and 20 female Orcs stalloned in each nursery ply whips vilorousJy 
to keep casualt,es low among their charges. 

74. Temple of Darkness. When Ihe moon is dark the Orcspth�r nishUy in thcir ghastly 
temple to chant praises of th� Dark Lord in Iheir hidrous croaking voices and offer 

human sacrifices 10 speed his return to po ..... er. The Jf�.at cav�m holds as man)' as mOres 
Jammed tog�ther befor� the high p)'ramidal altar. AtOp the bloodstained pile Orcish 
shamans slit the throats of conscious victims and cast th� r�mains into a blazing fire al the 
base, where a \'ast mound of charred skulls and bones has accumulated. At other times 
the ca\'e is vacan! . but seems haunted by the spirits of thOse" ..... ho hav� horribly perished. 

Goblin·town Level Three (GT III) 

Level Three is the lowest inhabited level before the Fungi Caves 
and the Mines. 
15. A!K'ending Pas!UIIKe. This principal corridor climbs to Level T .... 'o . conneclin' withGT 
II  '56. 

16, l>escrndina Pas.ujtt. ThiS principal corridor wtnds do ..... nward to the uninhabited 

lo ..... �rcaves where fungi is harvested and beasts stabled, and 10 the sli11 d�r min� shafts 
.... here Orcs cndles�ly quarry for iron and olh�r ores. TheR may be explored using lhe 
Random Features Table 1 1 .5. 

71, Lo"'n:r Connt'<'ting Sh.rt. Sam� as GT II 151, this shart conn«u 10 GT II .58. 

18. Chutr. A slippery tnchncd shaft leads directly to the Fungi Cavcs. It offers a quick. 
slide down (one way, unless a rope is Idt behind). 

19. E)rof Ihrkness. Same as G1' I ".so. Th� Orcscallth�trav�nin8brida�. ISO'below its 
companion on L�\'�I T\\oo, th� "Last Grab," for ob"ious reasons. 

80. Lura Ca�es. (IS) Same as wa 114. 
81. Offi«rs' Cal'es. (1) Same as WG 115. 

Xl. Kill'hen. Same as WG "9. 

X3. SlUrerooms. (4) Same as WG I I I . 

M. Slal't Pil!!. {51 Afler a grueling 12-hour ..... orkday exhausted slaves arc cast bac;;k into 
I heR lighllcss pils. Each holds some 25 slavcs. cro\lo'ded toaethcr on heaps of stra ..... , half 
I he workers of SO being absent at any giv�n tim�. The noor is 2O'below the Icvel ohhe iron 
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door, and slaves can on I), get out by climbins a ladder lowered from above by guards. The 

ladders are kept in nearby storerooms. The area of the slave piu is constantly guarded by 

a lurg of I I-IS Orcs. 

85. Great hrge. Nothing awes the Orcs in Goblin.gat� as much as this vast cavern, alive 

at e\'ery hour with noisy industry and engines, almost unbearably stifling and hot. A com

plex array of pipes, sluices and vats sprawls across the emire area, while blast furnaces 

dug in the stone walls and heated by subterranean fires smelt raw ore into mohen iron and 

slag. Showers of sparks Oy in Ihe air as the liquid metal cascades into channels cut in the 

sloping floor and pours into its cooling molds, Sleam sur8ing from theehill water cisterns. 

Lengthy Yoorktables echo to the pounding of tools, and hammers resound from anvils. 

shaping iron wire and bars into weapons and armor. 42-60 Orcs and 31-40 slaves are 

always laboring in the hell of the forge, the slaves performing the mOst menial and 

dangerous work under Orcish supervision. Only the skilled Orc armorers are allowed to 

handle finished weapons. 

86. Armol'}'. Ikhind an iron door with a Very Hard (-20) lock, regularly guarded by a lurg 

of 11·15 Orcs. is the immense weapon hoard of Goblin-gate. Ordinarily 100 leather 

breastplates. 80 sets of chain mail. ISO shields, 120 helms, 200 scimitars, 200 spears, 60 

axes, and 120 unstrung short bows arc S10red here, along with 5000 arrows and heaps of 

miscc:llancous military gear. 

87. Trcllsul"}·. Watchfully guarded by a lurg of 11·15 Orcs outside the 4" thick iron door, 

with a lock Sheer Folly (·50) to open. the Treasury cave holds the fabled wealth stolen by 

the Orcs during innumerable raids. The warding trap is devilish in its simp licity. So long 

as 200 Ibs. or more remains on the 10' SQuare outside the door, nothing occurs. Once that 

weight is removed (i.e., when the greedy thieves rush inside). a massive Slone slab 2'thick 

descrnds to seal the entrance passage. From within it cannot be raised, but from the out· 

side it can be resci by pressing a concealed ( Very Hard. -20) catchstone. If the Orcs ..... ish to 

lake prisoner those trapped inside, a gas can be introduced into the chamber by vents. 

This !!las reduces Ihe victims to spasms of uncontrollable laughter, and the thieves will still 

be giggling all the way to their cells. The trap is Absurd (-70) to detect in advance. 

The Treasury contains mounds of loose coins of small value, 30,000 cp and 10,000 bp, 

and ten locked iron t:hests, each with a poisoned needle trap Very Hard (.20) 10 detect and 

neutralize. injecting giant spider venom. Chests 1-4 each hold 5000 sp. Chests 5-6 hold 

4000gp each. Chest 7 contains 800 mp. Chest 8 holds 5000 gp in gems, and Chest 9 holds 

4000 gp in jewelry. Chest 10 keeps safe 6-10 magic items for which the Orcs have no im

mediate use. There are several + 5 or + to weapons of various sorts ill ..... hich the Orcs are 

unskilled, and three special Items of Note (sec Sccti�n 8.4 for possibilities). Scattered on 

the floor in heaps and mounds are ordinary weapons, armor and other objects of no 

special worth taken in raiding. a mess which will require several hours of fruitless ex

amination. 

88. TortUff Chamber. Even from behind the locked door the screams of captives 

undergoing interrogation can be heard. The hellish cave is equipped with the latest in tor· 

ture implements to satisfy even the most sadistic Orc. II-IS Orcs wll be here at any time as 

inquisitors or spectators, working over 1-10 prisoners. 

89. A�nl. An enormous cavern with a domed roof, the Arena is illuminated continually 

by growths of phosphorescent fungi overhead. Its six liers of slone benches arranged in a 

semicircle. branching out from the royal box of the Great Goblin, can accommodate up 

to .soo jetring and hooting Orcs. Opposite the ro)'al bolt arc the tunnels leading to the 

bca.�1 cages. and immediately below the lord's baleony arc pens for the Human, Dwarfor 

Hobbit combatants. A 20' drop separates tbe lowest spectator gallery from the arena 

floor; the galleries are reached by separate stairways. 

90� of the time the arena is fairly quiet, its pil being used by a lurgof 1 1·15 Orcs prac

ticing mock combats. There isa I04'. chance thatthe infamousGames ofGoblin·gateare 

underway, the galleries packed and Ihe Great Goblin presiding from his baleony sur

rounded by 31-40 bodyguards. Captives, unarmored and given but a single nonmagical 

weapon (of their choice), are pitted against each other or the worst monsters 

Goblin-gate's dungeons can offer. in a grim day·longseries of struggles. Thtsole surv!\'or 

al theday'send, whether beast or man, is actually given the freedom to lcaveGoblin-gate. 

For this reason, many prisoners of prowess have volunteered for the arena, despilt Ihe 

poor odds, in the desperate hope of liberty. 

90. Menagtrie. The cages at the lower end of the shaft leading into the Arena harbor 

crealures of every fantastic description. There are bears, boars, giant subttrranean 

lizards and serpents, berserk Trolls, mad wargs, giant spiders, and even a ..... ingless cold 

drake which has been hatched from anegghere(it has not yet been senl into tht arena, as 

the Orcs arc not sure if they can control it). Most ofthe crealures arc half-starved, gaunt 

and savage. 

91. Salkf Pils. These smooth-sided shafts, covered ..... ith hatches, art the Chief Priest's 

brteding ground for his pet serpents. The masses of snakes seelhe at the bol1om, eager for 

food. From the snakes Ihe Pritst tXlracts potent venom for his nefarious purposes. At 

least 100 vipers are present. 

91. Wells. (1) Same as WG 1114. 

93. Cells. (10) Same as WG 112. 

94. Garbage Pit. Under hinged double stone slabs. ina pit of unknown depth, festers and 

swells an amorphous monstrosity which legends claim comes frolII the Under-<ieeps. The 

creature seems able 10 devour any thing the Orcs throw to it. and aimlessly forms tentacles 

and organs whieh dissolve back into the revolting mass. Fort unately, it is vulnerable to 

fire, and the Orcs regularly burn it to keep its growth in check. 
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8.15 MOVEMENT AND ENCOUNTERS 

Movement within Goblin-gate is at normal rates. but when a party 
is trying to keep silent, traverse difficult areas, or engage in melee in 
confined passages, maneuver rolls may be required. 

Every ten minutes, within inhabited areas, or every hour when ex
ploring the long connecting passages or uninhabited regions, an en
counter should be rolled on the appropriate table. Once Orcs are 
aware Ihal invaders arc in a particular area, all troops in the vicinity 
will gather there as quickly as possible. 

Even if Goblin-gate is thoroughly explored. not all of its in
habitants may be discovered, owing to the random factor built into 
layouls and the encounter tables. Typically about 25070 of Goblin
gate's adult male Orcs are in no fixed location; some are patrolling the 
corridors, while others are laboring in the mines, or are absent from 
the lair foraging and raiding. Likewise, the locations of other 
subgroups in the population and prominent NPC's, while more 
specific, are not necessarily predetermined. Orcs and their allies not 
encountered are assumed to have been elsewhere or to have escaped 
in the confusion. It is also possible for certain individuals or creature 
Iypes to be encountered even when their numbers have been previ
ously depleted. In such cases, the later encounters are reduced in 
strength or ignored altogether, as required by the total population. 
The GM is obliged to keep a running total ofOrcish losses and com· 
pare it with the overall population as an adventure progresses. 

8.2 RESCUE FROM THE DEPTHS: T.A. 2940 

Setting: Goblin-gate and the Misty Mountains. 

Requirements: Bold adventurers of moderate level (4th-7th). Some 
lower level PC's may participate. Scouts and Dwarves will be par
ticularly useful. Good or neutral PC's are most likely to accept the 
mission. 

Aids: Beorning guides will direct adventurers to Goblin-gate and 
provide clues on locating a suitable entrance. 

8.21 THE PLOT 

During the years after the epic Battle of Azanulbizar in T.A. 
2799, when the Dwarves and Orcs of the Mountains butchered one 
another within sight of Moria, the Beornings of the Anduin Vales 
found it safe to settle west of the Anduin as far as the High Pass. 
Meanwhile, the Orcs of Goblin-gate who survived the battle slunk 
back to their lair, which had been hastily plundered by the Dwarves, 
and commenced the arduous labor of rebuilding their fortress and 
breeding a new host of warriors_ Fortunately for the Orcs. most of 
their females and treasures had escaped the catastrophe. Now, after 
nearly a century and a half, the Orcs have recovered their confidence 
and begun testing their strength against the dispersed Northmen 
dwellings nearby. Under the cunning leadership of the new Great 
Goblin, Ogrod. Goblin-gate has once again become a name 
whispered with dread. 

Increasing numbers of Beornings, Woodmen and stray travellers 
have fallen into the goblins' clutches and been led off to enslave
ment in the depths of Goblin-town. Among these captives is 
Freobeort, a young nephew of the renowned Beorn, much beloved 
by his uncle. Though Beorn is not yet the chieftain of his people, an 
honor he attains after Ihe Battle of Five Armies, already he is 
recognized as the clan's mightiest warrior in memory and com
mands great influence. Because Beam's great size prevents him 
from entering the constricted Ore-tunnels to attempt a rescue per
sonally, he and his kin have agreed to seek the aid of adventurers of 
proven ability. 

Willing PC's will meet with Beorn and his kin at the Carrock, 
and learn of their quest. Though the Beornings are not a folk 
wealthy in treasure, they can offer 1 00  gp raised from ford tolls and 
as many honey-cakes as one can carry to each surviving adventurer. 
(It is not wise to sneer at the cakes: they can be resold elsewhere for 
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19p each and keep for weeks, while Beorn's temper is legendary.) 
The reward will be paid upon returning with Freobeort to the Car· 
rock, along with a 10gp bonus for any other Beornings rescued. 

Adventurers will be guided to the secret door leading into Goblin· 
town, which Beorn has discovered on his nocturnal ramblings. Freo
beart is imprisoned in one 9f the slave pits, and will be most grateful 
for rescue, eager to fight his way out. If a weapon can be lent him, 
Freobeort will act as an ally for the remainder of the adventure. Other 
slaves. if given arms, may join the party as well. Note, however, that 
if the adventurers cause a great commotion, the Orcs are bright 
enough to realize what is happening and guard the secret entrance, 
forcing the party 10 attempt to escape through one of the major gates. 

8.22 OPERA nONS OVERVIEW 

Goblin-gate in T .A. 2940, though teeming with Orcs, is actually 
underpopulated compared with its prewar height, when nearly 3000 
Orcs crowded the complex. Now only 2200 remain, including 1075 
adult males, 725 adult females, and 400 imps. Top priority after the 
war went to restoration of the Uruk-hai Oligarchy, which is not quite 
as strong as before the war, but has recovered to its T .A. 1 640 level of 
75 males. The force of elite trackers is reduced to 50, and the 761urgs 
of common Orcs each include a leader and a tracker, along with a 
tolal of 1 52 experienced soldiers, 380 full adulLS, and 266 young 
aduhs. Levels are the same as in T.A. 1 640. As in earlier times, 5 
mercenary Cave-trolls and 60 Wargs have been gathered, playing 
their familiar roles as goblin allies. One achievement of the Dwarvish 
sack was to free the slaves, and so far the Orcs have only managed to 
capture 200 new prisoners, who are if anything treated worse than 
before. 

Military forces are distributed as follows: 

Goblin-town: Great Goblin. S offittrs. SO bod)'guards. Chief Priesl , 3 acolytes. 3 

hcakrs. SO dite trackers. 36 common trackers, 414 common fighters. !Ii Cave·lrolls, 

Wolf G.lc: Captain. 3 offittfS. 1 healer, 20 common trackers, 230 common fighll!'U. 30 
Wargs. 

HlKio: Door: captain, 2 offittrs. I healer. 12 common trackers, 138 common fiihters. 20 

Warg,s. 
"'ronl Porch: Captain. I offi«r. I healer. 8 common trackers, 92 common fighters. 10 

Warp. 

8.23 PROMINENT INDIVIDUALS 

Ogrod, the Great Goblin 

Soon after the end of the war with the Dwarves, Ogrod bested all 
challengers in a series of bloody duels for the throne and seized power 
in Goblin-gate. An enormous Uruk, standing 6' tall, whose bulbous 
head seems too large even for his massive body, the Orc-Iord presents 
a distinctively hideous appearance. His followers fawningly salute 
him as "truly tremendous one," for Ogrod is nearly twice as large as 
most of the common Orcs. Clever and cautious, Ogrod prefers to 
continue rebuilding and conserves his strength, while keeping well in
formed of matters beyond Goblin-gate. He ranks as the greatest 
vassal of Bolg, the overlord of Mount Gundabad, and has so far suc
cessfully discouraged Bolg's rash military schemes of conquest. 
Ogrod's greatest liability is an explosive temper; when confronted 
with Elves or anyone having anything to do with them, he goes into 
an insane fury. In battle Ogrod wieldsElfhewer, the tribal relic which 
has remained in Orcish hands through countless turmoils. 

.�reobeort 
Nephew of the famed Beorn, Freobeort is currently a captive in 

Goblin-town, having been ambushed by Orcs during a mountain ex
pedition from which only one companion escaped. Though barely in
to adulthood, Freobeort already shows great promise as a warrior, 
but has not yet manifested the hereditary shapechanging ability. 
Standing 6'2", with thick dark hair and beard, Freobeort looks 
remarkably like a smaller version of his fearsome uncle. A personable 
and engaging fellow, always ready with a humorous tale. Freobeort 
has easily won friends among his fellow captives. 

Gollum, Bearer of the One Ring 

At once abhorrent and pitiable, Gollum is perhaps the most tragic 
figure of the entire Third Age. In his tormented fate the accursed 
power of the One Ring is most clearly revealed. 

Long ago he was called Smeagol (a translation of the original 
West ron Trahald, meaning "burrowing, worming in") and dwelt on 
the banks of the Anduin near the Gladden Fields with his kin. a 
Hobbit-folk distantly related to the Stoors, most at home around 
waterways. Born of a large and wealthy clan ruled by a matriarchal 
grandmother, Smeagol was outstanding from the first among Hob
bits. Uniquciy curious and inquisitive, he was fascinated by roots and 
buried secrels. Quick, strong and clever, the young Hobbit, though 
something of a loner, was fated to go far in the world, but hardly in 
the way his relations hoped. 

One day. in T.A. 2463. Smeagol and a Hobbit friend, Deagol, em
barked on a fishing and exploring trip into the Gladden Fields. 
Deagol, after an inadvenant. dunk in the river, retrieved a beautiful 
golden ring from the Anduin'sdepths. No one but Smeagol was near
by. Inflamed by greed, Smeagol strangled his companion, hid the 
body and seized the "precious" as his own "birthday-present," 
thereby falling forever under the spell of the evil artifact. For this was 
indeed the One Ring, created by Sauron and lost by Isildur long cen
turies past, most formidable focus of power in all of Middle-earth. 

Smeagol escaped the worst of the Ring's curse, for he never learned 
to use its major powers of command. Quickly realizing the inherent 
invisibility the Ring conferred on a wearer, Smeagol turned his new 
possession to petty and malicious ends, for the Ring gave him power 
"according to his stature" (LOIR, Fellowship, p. 85). Becoming a pro
ficient spy and thief, Smeagol earned the hatred of his kinfolk. He 
began making gurgling, swallowing noises in his throat, conceivably 
a minor Ring-induced nervous disorder, and his relations derisively 
dubbed him "Gollum." At last, to restore peace, Gollum's grand
mother ordered him exiled and booted him from her hole. 

Wandering miserably up the Anduin, a stooped and lonely figure 
with eyes cast downward. Gollum learned to survive in the wild, cat
ching by hand and eating raw fish. He grew to hate the moon and still 
more the sun, which pained his eyes, which were becoming increas
ingly sensitive to light. Finally. Gollum journeyed by night into the 
Misty Mountains, following a stream into a deep lake cavern in T .A. 
2470. There he made his lair on a slimy island, with the Ring as his on
ly companion. 

Soon after Gollum's arrival, the Orcs of GOblin-gate delved their 
passage northward from the Back Door. halting where their road was 
blocked by the lake, and cutting off the original entrance. By now, 
however, Gollum had mastered the subterranean life. He caught 
blind fish in the lake. and strangled goblins from behind when any 
strayed alone into the vicinity of his lair, for he found their raw flesh 
tough but tasty, espcially the little imps. Sneaking about the passages 
of Goblin-gate. Gollum eventually memorized much of the complex, 
protected by the invisibility of the Ring. As the Ring prolonged life 
indefinitely, Gollum lived on for centuries in this wretched and 
scrounging existence. 

In T.A. 2940 Gollum is some five hundred years old, and is hardly 
recognizable as a Hobbit any longer. The combined proximity to the 
Ring's evil power and a degenerate subterranean lifestyle have 
wrought hideous changes. An emaciated, misshapen and slimy 
creature, Gollum has lost most of his thin, lank hair, and his few re
maining tceth are sharpened to jagged points. Still, he has never fad
ed into a wraith. thanks to the innate Hobbit toughness and infre
quent wearing of the artifact. 

Gollum's pale, lamplike eyes are his most singular characteristic. 
Illuminated from within by a greenish glow, they enable him to see 
clearly in the uller darkness of his subterranean lair, but react poorly 
even to artificial light and can barely withstand full daylight. Hearing 
and scent have been sharpened as well by furtive underground life, so 
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that Gollum is virtually immune to surprise. Extraordinarily tough 
and agile, Gollum's scrawny frame is deceptively strong, and his 
hands form a viselike, nearly unbreakable grip. Gollum wears only 
rags, and bears no weapon of any kind, but his phenomenal stalking 
talent enables him to throttle most foes from behind. An in
defatigable tracker, Gollum cannot be lost in any terrain, and no foe 
is mbre slippery or tenacious. 

Worse even than the physical transformation has been the Ring's 
effect on Gollums mind. Torn by hatred of the object that has ruined 
him and fierce desire for its power, Gollum has been split into two 
distinct personalities, which do battle for control of his vacillating 
will. For now, the malevolent side ("Stinker"), hissing and cursing, is 
predominant. Deep within, however. is a trace of the original 
Smeagol, whining but gentle and eager to please ("Slinker"), which 
can be drawn to the surface by stray memories of life before the Ring, 
especially in the presence of another Hobbit. Though full of resent
ments. suspicions, lies and self-pity, Gollum is not altogether beyond 
hope. Any who manage 10 befriend him, and can endure his 
loathsome ways, will find Gollum a most useful ally in exploring 
GOblin-gate. 

Level: 1 5  

Professions: Scout (RM: Thief) 

Race: Hobbit (Stoor) 

Hits: 130 

Melee Bonus: Primary- + 125 Medium Grapple (MGr) 
Secondary- + 85 Medium Bite (MBi). 

ArmorType: None/AT 1 (-60defensive bonus). Can wear armor but 
rarely does. Gollum has no missile attacks or spells. 

RMStats: ST:IOO, QU:IOI, EM:50, I N:60, PR:5,CO:IOI, AG: I02, 

SO:30, RE:90. ME:95 

MERP Stats: ST: IOO, AG: I02, CO:IOI, IG:95, I N :60. PR:5 

Items: The One Ring (see Section 8.4). 

NOTE: Fate has marked Gollum for a decisive role in the 

War o/the Ring. Hisdeath, or loss a/the Ring to anyone but 

Bilbo Baggins, would be most inappropriate. Bear in mind 
that Gollum will never con/ront multiple opponents at once. 

will seek to preserve himself at all costs, and is easily able with 
the Ring to avoid any serious danger. 

8.24 LAYOUTS 
All general information found in 8 . 1 4  can be used in T.A. 2940 as 

well, and the specific layouts for Goblin-town. the Wolf Gate and 
Back Door are largely unchanged. A Gamemaster may wish to 
reduce treasure amounts in hoards (but not personal carried wealth) 
by 20% to reflect the consequences of the Dwarvish sack, but this is 
optional. The following changes must be made, however. due to 
shiflS in population. 

Wolf Gate: 

4. Only 20 of the lurl caves are inhabited. 

S. Only 3 of the officers' caves are inhabited. 

S. 21·30 WarlS are found in the Wolf Den. 

Back Door: 

20. Only 12 of the lurg caves are inhabited. 

lAo 11·20 Warls are found in the Wolf Dcn. 

J2. The major passage descending from Goblin·town to the Rack Door now continues 

downward to Gollum's Lair, known to the Orcs as the Lake Cave. 

Goblin-town Level One: 

35. The passage ascending to the Front Porch is now open. 

41. Only 12 of the lurl caves are inhabited . 

Goblin·(own Level Two: 

62. Three Uruk-hai healers dwell in this area. 

65. Only 1 2  of the lurl caves are inhabited. 

10. 21·]0 elite trackers are found in this cave at any time. 

n. Each of the harems holds 9(). 1 1 0  female Or(;$. 

13. Each of the imp nurseries holds 200 Orc imps. 

Goblin-Iown Level Three: 

80. Only 12 of the lurg caves are inhabited. 

81. Only one of the officers' caves is inhabited. 

84. 20 slaves are found in each pit at any time, out of a workforce of 40. 
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Two new layouts, the Front Porch and Gollum's Lair, are now ad
ded. 

Front Porch (FP) 

95. Ouler CII,·e. Directly adjoining the upper mountain·route of the High Pass. this 

cavern has bttn designed by the Orcs as bait for wet and weary travellers. Immediately 

�hind a large rock jutting into the path is the low archingenuance, a tight squeeze, easily 

defended against outside attackers (which arc nOt the real problem). The cave is roomy 

but not intimidatingly hUle, with a dry noor, comfortable slttping nooks and an open 

area for pack animals. To the rear. Shnr Folly (·jO)to dd.ttt {even Gandalfmissed it�. is 

the "Black Crack," a stone door mounted on an iron pivot, 10' hilh, 6'wide and 2'lhick. A 
Slrong Orc can open the door in perfect silence. achievin&cornpiele surprise. The goblins 

check the cave nightly. 

96. Gale Guardroom. One lurg of 1 1 · l j  common Orcs is always on guard dUly here. The 

cave is furnished with stone seats, a liquor barrel, slocks of missiles, and an alarm gonl to 

alert Ihe area if trouble arises. 

91. LUfi CavH. (10) Same as WG 114. Only 8 of the caves are inhabited. 

98. Orricrrs' Cavt's. (2) Same as WG 115. Only one is inhabited. 

99. Gate Capillin's C.n�. Furnished just as we '6, the den of the Captain of the Fronl 

Porch differs principally in its treasure and traps. Its visible iron chest holds 2OO sp, 600 
bp and 1000 cpo The wall closd. behind the sccrd. stone door contains a hoard of SOO IP 
and SOOsp. Unless the Very Hurd (·}O) trap is disarmed, the 10' square area immediately 

before Ihe door sinks ]', and a steel blade scythes across the pit from its now exposed side, 

innicting an "E" slash critical on anyone in the way. 

100. Hutt'r's Can. Same as we '7. 

101. Wolf l)en. Same as WG '8, but only 6·10 WarlS will be present. 
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101. Ki1chen. Same as WG 19, bul only 1 1-20 female Orcs work here. 

t03. Smol.;ehouse. Same as We '10. 

104. Storerooms. (3) Same as we ' 1 1 .  

lOS. Cells. (4) Same as WG '12, but the guard, if any, is bUI 6- 1 0  Orcs. 

106. Bat Roost. Same as WG 113. 

107. Wldl. Same as WG '14. 

108. S",hby. Same as WG illS, bul only 6-IO Orcs are working here:. 

109. [)a.ccnding PMssage. This principal corridor runs downward 10 Goblin-town for five 

miles, connecting to GT I '35. Numerous branching passages make it confusing and dif· 

ficult 10 follow. 

Gollum', Lair, The Lake Ca.e (GL) 

110. Enlty Passllxe. Here is the lower end of the: mile-long shaft cxcaval� by the Orcs 

from the: Back Door, 1132. Upon rcaching the brink of the lake centuries ago, the Orcs 

simply SlOpped tunneling in that dir«tion. s«ing no way to a�1 around or br;d&� it. 

Alonl lh� lakt runs a narrow shor� �xl�ndin& from th� PassaiC moulh. 

III .  Undtrground Lllk�. &v�al hundred fttl across at ils narrowesl point, lhe lak� fills 

th� entire cavern area, fed by waler dripping through the stalactile-encrusted roof. 

OriginallY it was created by water �epagc, Ihc residue running off inlO the Siream by 

whichGollumentcred. As Ihestream isnow blocked, lheonly way oul iS lhrough the tun· 

nel lhe goblins made. Ikcau� the waler originates in Ihe mountain snows and is never ex

posed to any source of heal. it is icy cold, 100 chill i0 swim. Nor is il possible to wade OUI 

from the shore, as the lake bollom drops off swiftly toadepthof 10-lO'. Schoolsofblind 

fISh inhabil the lake, as well as other small subterranean creal ures. Orcs rarely come near 

the lake anymore, unless ordered by the Greal Goblin. who fancies the fish caught here. 

The Orcssuspccl lhat something hostile is now lurking in the cave. though no goblin has 

t'\'er seen Ihe monster. Many lone Orcs have disappeared mysteriously in the area. 

Ill. Islllnd. In the midst of the lake, about 100' from the shore, isa small, slime-covered 

rock island. Gollum dwells here, in a damp and miserable hole under a lilted stone slab. 

..,here he is 754ft likely to be found at anytime. Hecan seethe shore from his;sle with his 

po ..... erful infravision: the per�ptive may notice two minute points oflight out in the lake. 

In his hole Gollum slashesassoned bils of trash, either saved from his possessions of old 

or stolen from the Orcs 10 keep in praclice, none of which has any real va1ue. Under Ihe 

heaps of garbage the One Ring is hidden in a leather pouch ..... henever Gollum is al home, 

H he leaves on a hunting expedition, the Ring invariably accompanies him. On the shore 

orthe isJand, or near Ihe enlr)' passage when Gollum is away, is beached a tiny boal. bare· 

Iy large enough for one. Gollum has constructed this craft from siolen scraps or wood and 
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rope. He paddles about the lake in it fishing, his broad nal feel acting as oars, Should 

Gollum wish to approach the shore in his boat, he can do so in complde silentt. 

Gollum will hide from any large parties of explorers, bul may(60lJfe likely) follow them 

10 sleal anything interesting later while the adventurers are unwary. lone intruders are 

90 .. likely to be ambushed by surpri�, but there is only a 20"" chance Ihat Gollum will 
attack a Hobbil outri,ht. 

GOIIUM 

8.25 MOVEMENT AND ENCOUNTERS 

See Section 8 . 15  and use the Master Encounter Chart 1 1 .4. Note 
that GoHum's lair is treated as an uninhabited cave level for en
counter purposes. Encounters with Gollum there, unlike other areas 
of GOblin-gate, are nOl random. 

8.3 RAID ON GOBLIN·GATE: F.A. 1 
Selling: Goblin·gate and the Misty Mountains. 

Requirements: A determined and probably greedy party of low to 
moderate levels (2nd-7th). Scouts are essential; Dwarves and Nor
thme" will be most eager to participate. 

Aids: Beorning guides are available for the Misty Mountains. Maps 
pointing out known entrances to Goblin-gate, which include not 
only the Wolf Gate and Back Door but now also the Front Porch, 
may be had on request. General rumors circulate concerning the in
terior of Goblin-gate, especially since the Dwarves, Bilbo and Oan
dalf escaped from the Great Goblin's clutches during the Quesl of 
Erebor. 

8.31 THE PLOT 

Nearly a century ago, in T.A. 2941 ,  Gandalf slew the reigning 
Great Goblin. The furious Orcs were led to abandon their usual 
caution and march with Bolg's goblin horde to the Battle of Five 
Armies at Erebor, lulled by promises of easy 1001 from the slain 
Smaug's horde and dreams of revenge. Though the Orcs came 
within a hair of victory over the combined but outnumbered armies 
of the Dwarves, Wood-elves and Lake-men, their hopes were dash
ed by I he intervention of the Great Eagles and Beorn. Bolg fell and 
the Orcs broke, hotly pursued. Only one out of four goblin war
riors were left alive in GOblin-gate when the casualties were 
numbered from the slaughter. 

When the War of the Ring came, the Orcs had not yet fully 
recovered from Iheir earlier catastrophe, but heedlessly marched 
half·prepared into battle against the Beornings and Woodmen at 
Sauron's command. Soundly whipped, they fled back to the moun
tains upon the Dark Lord's fall. Now the Northmen, scenting a 
decisive triumph, are mustering for assault on Goblin-gate, where 
the Oreish remnants are led by a new and inexperienced Great 
Goblin, Volog. Against the Ore-lord is pitted the redoubtable and 
seasoned Grimbeorn the Old, son of Beam and commander of the 
Beorning·Woodmen alliance. 



Goblin-galt A dvenlures / Raid 

Grimbeorn knows that his army, however eager, has little ex
perience in subterranean warfare, and cannot launch a blind at
tack. He is most interested in acquiring reliable information about 
the strength of the Orcs, the layout of Goblin-gate, and the most 
vulnerable points for assault. For such intelligence he is willing to 
pay from 200-1000 gp to a party, depending on the quality of the 
reports, having raised a sizable war chest from ford tolls. Notices of 
the proposal are posted throughout the Anduin Vales. 

Adventurers intrigued by the prospect assemble at the Carrock, 
where Grimbeorn is encamped with his mustered host. There they 
learn the details of the mission. Experienced Beorning fighters may 
come along if requested to strengthen the group. Though the mis
sion is surreptitious in nature, and will be ruined by random hack 
and slash, some fighting is inevitable, and Grimbeorn insists on a 
few Orc heads as proof that the party has not made up false in
telligence but really went inside. Besides the reward for informa
tion, PC's are entitled to keep any loot they recover from Goblin
gale, and if they rescue any slaves may receive appropriate compen
sation from kin. 

8.32 OPERATIONS OVERVIEW 

By F.A. I Goblin-gate's population is but a pitiful remnant of its 
former might. Scarcely 1500 Orcs are left in the complex, including 
700 adult males, 500 females, and 300 imps. 

Even the Uruk-hai have suffered grievously, and the warrior 
aristocracy numbers but 40, including the Great Goblin, his three 
Captains, 6 officers and 30 guards. The Chief Priest, his 3 acolytes, 
and the 6 healers have escaped the disasters unharmed. as they were 
never near a battlefront. 

Among the Common Orcs the losses have been crippling. 50 lurg 
leaders and an equal number of trackers, 100 experienced warriors. 
250 adult warriors. and 175 young troops are the survivors of the 
proud, savage host of old. 25 elite trackers. 3 Cave-trolls and 40 
Wargs round out Goblin-gate's army. As the slaves have had 
nowhere to go, 200 are still imprisoned in Goblin-town, worked 
harder than ever, for the goblins are frustrated by their defeats and 
fear revolt from the idle. 

Military forces are distributed as follows: 

Goblln-to.'n: Great Goblin, 3 officers. 30 guards. Chief Priest, 3 acolytes. 3 heakrs, 25 

elite trackers. 24 common nackers. 276 common fighters, ] Cave·trolls. 

Wolf Gate: Captain. 2 officers, I healer, 12 common trackers, 138 common fighters. 20 

Wargs 

Back Door: Captain. ) officer. ) healer, 8 common trackers. 92 common fighters, 1 2  

Warp. 

.'ront Porch: Captain, I healer, 6 common nackers, 69 common fighters. 8 Wargs. 

8.33 PROMINENT INDIVIDUALS 

Volog, the Great Goblin 

The reigning Ore-lord has only held his throne for two years, hav
ing usurped power when his predecessor suffered an embarassing 
series of defeats. In some skirmishes, the demoralized Orcs actually 
threw away their weapons and ran. Volg has pledged to restore the 
power of Goblin-gate, but reality is at odds with his grandiose boasts. 
The Orcs know that their enemies are gathering in superior strength, 
and a climate of apathy and despair pervades Volog's realm. Still. 
Volog is resolved not to go down without a fight, and is a rough oppo
nent by any standard. 5'S" tall, squat and muscular, missing an ear 
from a glancing axe blow, he epitomizes the Orc fighter, and skill
fully wields the legendary Elfllewer. Volog will never surrender, nor 
will Orcs fighting in his presence dare to do so either. 

8.34 LAYOUTS 

Goblin-gate in F .A. 1 shares the same layout as in T .A. 2940, with 
the following modifications to account for population declines. 
Treasure hoards should be reduced by one third. Personal carried 
wealth remains the same. 

Wolf Cat.: 

4. Only 12 of the lur& caves are inhabita:1. 

S. Only 2 of the officers' caves are inhabited. 

8. 1 1 -20 Wargs are found in the Wolf Den. 

9. 11-15 femaJe Orcs work in the kitchen. 

12. No prisoners are in the cells, or guards present . 

15. Only 6-10 Orcs work in the smithy. 

Back Door: 

20. Only 8 of the lurg caves are inhabited. 

21. Only one of the officers' caves is inhabited. 

24. 8-12 Wargs are found in the Wolf Den. 

lS. Same as 19. 
23. Same as 1112. 

31. Same as 115. 

Goblin-town Level One: 
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41. When the Great Goblin is prescnt. only 16-20 bodyguards are at hand, along with 

1 1·15 other common Orc warriors. 

42. Only 8 of the lUll caves are inhabited. 

44. Same as 119. 
47. Same as "�L 
49. 6-10 Orcs work in the brewery. 

52. 6-10 Orcs work in the butchery. 

53. 1 )-20 goblin females labor in the c1othworks. 

Goblin-town Level Two: 

60. When the Great Goblin is in his den. 16-20 Uruk-hai bodyguards are stationed. here. 

M. 3 Ca\'e-trolls inhabit the Troll Hole. 

65. Only 8 of the lurs caves art' inhabited. 

66. Only one of the officers' caves is inhabited. 

67. Same as M9. 

68. Same as 115.  

70. 1 1 - [ 5  trackers are found in this cave. 

12. Each of the harems holds 52·70 female Orcs. 

73. Each of the nurseries holds ISO imps and 1 2  female Ore overseers. 

Goblin-town Level Three: 

so, Only 8 of the lurg caves are inhabited. 

81. Only one of the officers' caves is inhabited. 

82. Same as 119. 
85. 26-45 orcs and 2J-30 slaves labor in the forge. 

88. 6-10 Ora are interrogating ]_7 captives in the tonure chamber. 

93. Same as 1112. 

Front Porch: 

97. Only 6 of the lur8 caves are inhabited. 

98. The officers' caves are uninhabita:1. 

101. 4-8 Warp will be found in the Wolf Den. 

102. Same as 119. 
105. Same as 1112. 

1011. Only 4-8 Orcs will be working in the smithy. 

Gollum's Lair: 

Ill. Gollum Idt his island in T.A. 2944 to hunt for Bilbo Baggins. the "'lhier of his 

precious Ring. In T .A. 3019. in a moment of supreme drama, Gollum actually recovered 

the Ring from Bilbo's heir Frodo, only to fall inlo the volcanic cone ofOrodruin an ins

tant later, perishing with his "precious." 

8.35 MOVEMENT A N D  ENCOUNTERS 

Refer to Section 8 . 1 5  and use the Master Encounter Chart 1 1 .4. 
The Gamemaster should halve the frequency of encounters rolled, to 
account for the reduced population. 

8.4 ITEMS OF NOTE 
Following are some of the more interesting or unusual magic 

items found in Goblin-gale during various periods of its history. All 
have either a specific possessor which they will accompany, or a 
predetermined location. 



The One (or Ruling) Ring: Possessed by Gollum (T.A. 2463-2941 )  
Crafted b y  the Dark Lord Sauron i n  S.A. 1 600 in the forge o f  the 

Sammath Naur within the volcanic cone of Orodruin, the One Ring 
is greatest of all the twenty Rings of Power, doubtless the most po
tent artifact extant in Middle-earth. In form it appears as a 
beautiful, unadorned band of pure gold. never suffering any signs 
of wear. When heated in fire, a fine, minute inscription becomes 
visible running along both the interior and exterior of the band. 
Engraved in Tengwar characters, using the archaic Black Speech, 
the legend reads: 

"Ash nazg durbatuluk. ash nazg gimbatul. 
ash nazg thrakatuluk agh burzum-ishi krimpalUl." 
("One Ring to rule them all, One Ring to find them.: 
One Ring to bring them all and in the darkness bind them.") 

In creating the One Ring, Sauron transferred into the object a ma
jor portion of His own evil godlike essence, so that the Ring has ac
quired sentient will of its own. Sauron's own existence is inextricably 
linked to the Ring's survival. Parted from it He is still immensely 
powerful; rejoined, nothing in Middle-earth in the Third Age could 
hope to resist Him. If the Ring perishes, though, Sauron will forever 
be crippled and bodiless, an impotent wraith, Sauron does not 
believe that anyone would deliberately seek to destroy the Ring, but 
realizing that peril of inadvertent injury, he so safeguarded it that 
nothing can harm it in the least, save only the fire of Orad ruin 
wherein it was forged, 

As is often true of artifacts, the Ring confers numerous benefits 
upon its possessor, not all of which will be immediately apparent, but 
it also innicts a gradual and terrible curse. The Ring is most renowned 
for its major powers of command and control, the full limits ofwhich 
remain unexplored. Il is known that the Ring can dominate all the 
other Great Rings (except for the 3 Elven Rings), either enslaving 
their wearers or revealing and twisting all that is done with their 
powers. Evil creatures invariably display immense fear of the Ring, 
even without knowing what it is. However, these powers can only be 
invoked to full effect by an already strong will trained to exercise 
authority over others. 
exercise certain lesser powers when it is worn: 

1 )  Invisibility, which is not broken even in combat; and 

2) Sense enhancement. Hearing becomes extremely acute, and sight 
extends into the invisible realm (e.g., one can see the true forms of 
Nazgul), but vision of objects in the material world is blurred. 

Mere possession of the Ring, whether or not worn continually, en
sures immortality, slowing the aging process indefinitely. This 
power, however, is also linked to the curse, for depending on fre
quency of use and innate magical resistance, the possessor will even
tually fade into a wraith under the Dark Lord's control. Complete 
fading may be postponed for centuries. 

An utterly evil and treacherous device, the Ring has a mission: to 
return to the hand of its creator, from which it was cut by Isildur. 
Thus, it plays upon whatever weaknesses its possessor may have, en
couraging him to use its powers more frequently, so as to have more 
opportunities to wear down the possessor's will and ultimately cap
ture his mind, When major servants of Sauron such as the Nazgfil are 
at hand, the Ring will seek to persuade the keeper to wear it for "safe
ty," or even force itself to be worn outright, thereby revealing its 
presence. Such a possession attack is difficult to resist at best, and the 
Ring becomes even stronger the closer it comes to Sauron. (T.reat 
possession attacks as Essence spells of variable level, lOth- 50th 
depending on circumstances.) A Ringbearer invariably feels com
pelled to guard the artifact from supposedly envious eyes, and 
becomes intensely suspicious of others' motives where the Ring is 
concerned. Giving the Ring away is nearly impossible, and no 
Ringbearer could ever simply discard it. 
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Nonetheless, the Ring may "discard" itself, if dissatisfied with the 
potential of its bearer. As it can adjust its size to fit comfortably on 
any bearer's finger, it can also expand if desired and drop off, to 
await a more suitable finder. 

All told. the Ring is far from truly desirable, though its allure of 
unlimited power has corrupted many. The wise will shun it, for its 
power exacts a terrible and irreversible toll. 

MOST POTENT ITEMS 

E1fhewer (Possessed by The Great Goblin) 
Traditional weapon and symbol of authority for every arc-Lord 

of GOblin-gate, Elfbewer has remained in Orcish claws since its forg
ing in the late Second Age in Mordor, shortly before the War of the 
Last Alliance. A massive 4 Y2 ' long scimitar, with a mithril blade 
stained black and a ruby pommel carved in the form of a dragon's 
head, Elfbewer is an enchanted weapon, + 20 to hit. It tingles with a 
surge of power whenever one of the Eldar (an Elf) is within 1000'. and 
is "Of Slaying" Elves, delivering, in addition to any normal critical 
strike, a second critical at + 1 0  upon any Elves struck. The spell 
"Utterdark" (MERP: "Utterlight I", reversed) of the open Channel
ing lists is imbedded in Elfbewer and may be cast regardless of 
magical skill up to three times/day. Furthermore, the wielder con
tinually enjoys a Protection II spell (-20 elemental attack rolls, +20 
resistance roll vs. spells). The scimitar is evil and harbors a medium 
intelligence of its own. 

POTENT 

Viperstarr (Possessed by the Chief Priest of GOblin-gate) 
A 5' long iron staff, its head shaped in the fashion ofacoiled snake, 

this weapon is lhe symbol of office of the Orcish Chief Priest in 
Goblin-town. Forged long centuries past by a founder of the revived 
cult of Sauron, it passes to each new hierophant upon instatement. 
The Viperstaff functions as a x3 channeling power point multiplier, 
and may cast the spell Shadow (on the "Protections" list) twice/day at 
no expenditure of power points. When used as a weapon, it has a 
+ 1 5  enchanted bonus, and any critical hit forces the target to save 
against a 10th level poison attack or be paralyzed for 2-24 hours. 

Elencala (Q."Star-light", located in Treasury of Goblin-gate) 
As with all Elvish creations, the Elencala projects an entrancing 

beauty. A transparent crystalline globe 6" in diameter, it seemingly 
displays within it all the stars of the firmament, and can be rotated so 
as to depict the sky on that night from any angle, a useful device for 
Astrologers. Up to four times/day at will, a user of Channeling can 
direct it to produce a Sudden Light spell (on the "Sound/Light Ways" 
list), to which the holder is immune. Finally, the Elencala functions 
as a + 4 spell adder. Due to its Elvish origins, this object inflicts 1-10 
hits per round on any evil creature holding it. 

Khazadshathur (Kh. "Dwarf-head", located in Treasury of Goblin
gate) 

Molded in the appearance of a fiercely grimacing face, this 
Dwarven enchanted battle helm, high-crowned and visored, is so 
cunningly fashioned that only one of the race of the Khazad can com
fortably wear it. Its steel alloy construction negates all head criLS 80OJo 
of the time, and the wearer enjoys a continual Resist Elements spell 
(immune to natural heat and cold, + 20 RR vs. heat, cold attacks). 

MODEST 

Annayulma (Q. "Gift-cup", located in Treasury of Goblin-gaLe) 
A silver chalice encrusted with beryls. the Annayulma was crafted 

by the Elves of Rivendell. Any holder can will it to fill with fine Elven 
miruvor. a delightful and invigorating cordial, until he and each of 
his friends on hand (up to 27 different people) has drunk once; it can
not then be used until a day has passed. To those of evil disposition, 
the contents taste vile and induce vomiting. 
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9.0 MAETHELBURG 

Adventures may commence from the Northmen town of 
Maethelburg at any point in the Third or Fourth Ages, for a settle

ment is continuously on the same site. Unlike GOblin-gate however, 

Maethelburg undergoes radical transformations, due to its 

dependence on commerce. While the Maethelburg of T.A. 1 640 

thrives on a still flourishing system of trade routes, at the end of the 
Third Age these routes have all but vanished. First the Wainrider in

vasions of T.A. 1 8 5 1 - 1 944 destroyed the eastern Northmen culture, 

then Arthedain fell to the Witch-king in T.A 1974, and the Dwarves 

ned Moria to escape the Balrog's wrath in T.A. 1981. Only Gondor, 

ever diminishing in wealth and power, survives throughout the Age, 

and by the War of the Ring even the tenuous commercial links along 

the Anduin have almost been severed by the rise ofSauron's power on 

the eastern bank. Maethelburg in the late Third Age is little more 

than a regional fishing port. 

This section details both the glorious era of Maethelburg, not yet 

over in T.A. 1640, and the decayed, struggling town much later in the 

Third and early Fourth Ages. The physical environs will remain 

familiar, though the two towns built on the same hill bear scant 

resemblance. Visitors in T .A. 1640 wll discover a prosperous mercan

tile center striving to avoid entanglement in the conflicts of neighbor

ing major powers, and may become embroiled in complex local in

trigues. In T.A . 2940 or F.A. I ,  the political tapestry has faded with 

the town's wealth, and the conflicts have become much more im

mediate, threatening the community's very survival. 

9,1 THE SPIES OF THE WITCH·KING: T.A. 1 640  
Setting: Maethelburg and the Anduin Vales. 

Requirements: A party of low to moderate level adventurers 

(1 st-6th), adept at investigation and willing to stay their swords until 

needed. Northmen will be especially at home in the area. Evil types 

need not apply. 

Aids: Background information and local maps are easily obtained. 

9. 1 1  THE PLOT 

Of late the Kingsman Herion, Gondor's ambassador, has 

suspected that Angmar's agents are becoming increasingly active in 

Maethelburg. He prepared a coded report on the politics of the locale 

for the King, but his intended messenger was kidnapped before leav

ing town and the report disappeared. Herion has no idea who is 

responsible. nor does he dare to seek direct aid from the local of

ficials, the Thegn Osric and the Master Guntram Goldenhands, for 

he is unsure who can be trusted and realizes that any forewarning 
would simply cause the evidence to disappear. Preferring a more sub

tle approach, Herion intends to recruit the aid of newly arrived 

adventurers of good repute, with the help of his friend Chi/peric, the 
local healer, who can move about attracting less attention. 

Possible suspects are many, for all manner of scoundrels and 

smugglers pass through the town. Around the waterfront lounge 

groups of dubious rivermen, while two offbeat characters in town are 

noteworthy: the mysterious female Ranger Morwen, and the local 

travelling minstrel Wislan, both involved in unexplained comings 
and goings. Herion is willing to pay 500 gp for the safe return of his 

report and messenger, no questions asked. 

9.11 OPERATIONS OVERVIEW 

Macthelburg's resident population in T.A. 1640 is about a thou

sand Northmen. One or two hundred transients can be counted upon 

to be passing through as well, keeping the several inns in business. 

As the 63-man Burgward is the principal armed force in town, its 

activities are necessarily worthy of attention. The Burgwarders 

operate in 8-hour shifts, so that one troop of 20 and its cnihl are 

always on duty, guarding the gates and patrolling the streets. The re-
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maining 42 men, off-duty, are mostly found at their barracks in the 

Thegn's Tower in reserve status. If any threat to the town arises, the 

Burgward is promptly summoned to arms, and in true emergencies 

the town's Fyrd militia will gather shortly. Within a few days the 

much larger rural Fyrd and nearby Bearning allies can be summoned 

by the Thegn. 

Two lesser forces of note also operate in Maethelburg. The 

Kingsman's Guard, a body of 20 Dunedain men-at-arms dispatched 

from Gondor as an honorary escort, protects the Kingsman and his 

residence, where they are quartered. Six soldiers accompany the 

Kingsman when he has business about town. 

Of less repute is the local smuggling gang known as Orra's Men, 

which carries on its illicit dealings covertly around the waterfront. 

Typically this gang of rogues and thieves has a dozen or so members 

at any time. Some find their way to the gallows uphill, but there is 

rarely a shortage of fresh recruits. 

9. \3 PROM I ENT INDIVIDUALS 

Herion, the Kingsman 

Appointed to the post of Kingsman four years ago, after his 

predecessor died in the Plague, Herion is still seeking to master his 

distant and unfamiliar office. As a Dunadan of a minor noble house, 
and a younger son not slated to inherit the family title, Herion elected 

to enter the royal service, after completing an apprenticeship in the 

magical arts. Since then, he has become an accomplished diplomat. 

Appropriately, his robes are invariably black with silver trim, the col

ors of his monarch. 6' tall, with long silvery-grey hair, the Kingsman 

truly looks the part of a mage, and instantly slan'ds out in a crowd of 

Northmen. He is respected if not yet beloved by the folk of Maethel

burg, but his rumored experiments attract a good measure of local 

gossip, 

Osric, the Thegn 

Osric is the scion of an ancient Nenedain house of chieftains and 

warriors, and naturally succeeded his father to the honor of the 

Thegnship. All acknowledge him the most skilled of the lownsfolk in 

arms, and his personal courage is beyond dispute. However. his cau

tion as a commander draws criticism from more hotheaded folk who 

think he should strike back at the raiding Orcs more vigorously. Osric 

is famed for his unruly red hair and beard, chararacteristic of his line, 

and though of but average Northmen height, his heavy muscular 
frame makes his skill as a fighter and wrestler evident. 

Guntram Goldenhands, Master of Madhelburg 

Currently into his second term as Master of the town, Guntram has 

amply displayed his expertise at both business and town politics. In 

earlier years, before sen ling down to his current occupation, Gun

tram was a river captain of some repute, earning the name "Golden-
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hands" by amassing the largest fortune in town within a decade of 
trading. Four ships comprise his private fleet, outstanding by local 
standards, and Guntram resides in a stately mansion adjoining the 
Maethelstede. Now rather rotund and balding, Guntram has become 
the butt of local wags, who chuckle that a Greal Eagle will someday 
mistake him for a misplaced egg. A canny and avaricious sort, Gun
tram cares nothing for politics beyond the bounds of his lown, and is 
always lobking for profit in any affair. 

Chilperic, the Healer 

Venerable and white-haired, Chilperic has served faithfully as 
Maethelburg's physician, apothecary and herbalist for over fifty 
years. Much beloved by all the townsfolk, he is a familiar figure in the 
streets and market. A few unsentimental sorts whisper that Chilpcric 
is growing addled, and at times his behavior does seem a bit eccentric, 
bUI no maller. A frequent companion of Herion, Chilperic loves to 
hear news and tales from Gondor, where he sludied his art with 
maSlers in Minas Anor many years past. His patienl and open ear has 
made him the Kingsman's best source of reliable local information. 
The healer wears green or brown robes, and leans on a gnarled 
wooden staff. 

Morwen, a Travelling Ranger 

Ten years ago the beautiful Morwen appeared in Maethelburg, 
and since then Ihe lown has never been quite the same. A score of men 
have been captivated by her stunning figure, shining dark eyes, and 
clever wit, but Morwen has spurned them all, leaving a trail of ugly 
rumors generated by rejected suitors. She has no permanent abode, 
but lodges at one of the better inns, and is often absent from town for 
weeks at a time. No one knows anything certain of her origins, but it 
is belived that the Dunadan lady came over the mountains from 
Eriador seeking to distance herself from some family trouble. Some 
less charitable voices whisper that she has dealings with the Witch
king, and is a witch herself. Nothing could be less true, but Morwen 
does not trouble to dispel the rumors, which offer good cover. In 
fact, she is an agenl of the King of Arthedain, his best spy in the An
duin Vales, whose duty is to watch Angmar's eastern territories. She 
is obliged to keep her purposes concealed, even from the Kingsman, 
for stray truth could be fata1. Should anyone seem too interested in 
her activities, Morwen will swiftly learn of it and take appropriate 
measures. 

Wistan, Bard of Maelhelburg 

Born of Northmen and Hillmen parents, Wistan is heir to the 
diverse musical traditions of both cultures. and ranks as a highly ac
complished poet and balladeer. Slightly shorter than the average 
Northman, but with long brown hair and blue eyes, he blends 
superbly into the local atmosphere. Wistan's bawdy songs and wild 
tales keep the taverns roaring, and he treats it as a professional duty 
to make the acquaintance of any new arrivals in town, exchanging 
tales over frothing tankards of ale. Much in demand, the bard is in
vited to every gathering of consequence. Nor is Wistan's knowledge 
confined to popular melodies alone. He is learned in the great epics, 
which he will perform on demand. These are less requested, however, 
for Wist an's unconventional versions hint of deeper and darker mat
ters that leave listeners unaccountably disturbed. 

As well they might. Wistan is the Witch-king's chief agent in 
Maethelburg, seduced years ago by his fascjnation with the ancient 
lays and desire for the power oflhe beings about which he sung. Dark 
knowledge has enhanced his talents well beyond what the townsfolk 
suspect. Wistan will seek to induce drinking companions to reveal 
their business in Maethelburg, aU of which, if significant, finds its 
way into his coded reports to Angmar. Ruthless and cunning, Wistan 
will prove a formidable antagonist. 

Maefhe1burl / Overview 

9.14 LA \,OUTS 

Waterrroni 

The waterfront lies outside the Maelhelburg walls, on the two sides 
of the hill adjoining the Anduin and the Sirros. Pathways lead from 
the 20-odd wharves to the main landward gate. 
1. Mill. Powered by the rushing Sinos, the waterwh«1 of this large stone Structure: grinds 

grain for the local farmers. 

2. Wllrchou.'iH. (12). A nondescript jumble of sheds, one of these weatherworn 5tructurn 

is the hideoul of OHa's Men. A sccrn cdlar, Very Hard (.10) to discover, is used 10 stash 

the aana's illicit goods. worth some 800 IP and also contains the bound and PlIed royal 

messcnler. The individual who commissioned the kKtnappina was dislUiscd and cloak

ed; all thc Ihuas know is thaI he (or she?) paid .... ·ell and took a manuscript from the 

messcnler. OHaand 12 thug5 will either be in the warehouse or along the waterfront, on 

lookout. 

3. Boatwrilhts. (3) Skilled buildinl and repair work is offered. 

First Terrace 
The lowest terrace of Maethelburg is protected by a wall 8' high 

along the waterfront, rising to 12' on the landward side of the hill. 
4. Gllte. The sinale main portal to the town, facin, the drawbridle and causeway, is built 

of ironbound lOIS, and swiniS inward. a double door. II is barred at niabl. Above the pte 

rises a 20' high wooden watchtower, reached by a ladder. 6 Burgwardersare always on du

I)' here, 4 bY lhe gale and 2 in the tower. Travellers mUSI state their names and purposes, 
pa)' a 1 bp I"" and an)' tariffs due on trade goodl (10'" ofvaJue) upon entry. An ofrar 

collects procc:eds regularly. 

5, Inns. (3) Large rambling structures of2-3 stories, the t)'pical Maethelburl inns have a 

common room and kitchen on the ground noor, an ale cellar below, and the lUes! rooms 

and quarters of the innkccper's family on the upper noors. Usually kKigina is readily 

available, excq>t when a market fairor Ealdonnot is onloing. The innson the first terrace 

arc of the cheap sort (half price), caterinl lo farmers. sailors and anyoneelsc ..... ho can pay 

for the space. The), art: The Wharf Rat (a true dive), Harvest Moon (a farmer's favorite). 
and Blue Wolf (fiahlS common). 

6. Taverns. (2) These: offer good food and drink but no lodgjna. 

7. StllbtH. (I) Inn customers get first preference. 

S. Coopers/Wainwrights. (4) 

9, Cobblers. (J) 
10. Woodrao·en. (4) Stavn and cudgels can be fashioned to order. 

11. Tanners/Lcachcrworktn. (3) 

12. Pollers. (!) 
13. Weavers/Tailors. (5) 

14. SlIddkrs. (2) Harnns and riding leaf of good quality arc for sale. 

15. Residences. (IS) 

Second Terrace 

Maethelburg's middle terrace is protected by a wall 8' high along 
the waterfront and 10' high to the landward side. 
16. Gale. Facing the land ..... ard side of town, it cannot be rc:achcddirec1ly from the iowa 

main pte, bUI only by the windinl route around the hill. Its dc:sian is the same as 14. 
However, only 3 Burgwardcrs are on duty, 2 behind the pte and 1 in the tower, and 

passage is frcc and perfunctory. 

11. Inns. (3) Same as ,,�, except thai these establishments serve travellers of reasonable 

means, merchants and the like, and are beller maintained. They are: the Bear', Head 

(known for good drink), Golden Anvil (preferred by Dwarves), White Oak (best kept, 

favored b), Elvn). 

IS. Tavern . (1) Same as "6. 

19, Stabks, (1) Same as 17. 

20. Grocen/t"m;I. (4) 
11. Butchers. (1) 
n. Brt'.-crs. (J) Local aJe is justly renowned. No fret samples given. 

23. Bakers. tot) 
14. Theatre. (1) Performances by local talenl or travellinl troupes occur here, to the ap

plause or jeers of the uninhibited populace, who always brin, eus or overripe tomatoes 

10 the show. 

2.5. RClitdenccs. (30) 
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Third Terrace 
The wall around the third and highest terrace is IO' high toward the 

waterfrom and IS'  high to the landward side. 
26. Galt. fksianw as' 16. with 3 Burgwarden. There is no eharac 10 pass. but those with 

• bad rcputatton may � Karched. 

27. lnn5. (2)$amc as". bul lhesehigh.quality tstablishmenu,the Old Longshipand the 
Captain's Pride, ac£omodalc travdlcrs of the beUer sort who can pay the hi,her rales 
(doubk rates). Rooms afford a splendid view orlhe waterfront and the valley. Morwen 

resides at Ihe Old Lonphip (a Dunadan favorite) when in town, while Wistan's 

customary lodginl is al the Captain's Pridc(best place in lown). Morwcn isonly 30,., like
ly 10 be at her inn, whik Wistan is60'-' likely to be prcstnt. Concealed 'Aithin plain siahl in 

Wistan's luxuriou.sJy furnished room is the stolen manuscript. disguised as an ordinary 

tome of poetry, among OIhers of the same sort on a shelf. The trick is Extrtm�/y fiord 

(-30) to detect. Wistan is awaiting a chance to slip the book out of town unnoticed. 

28. Taverns. (2) Same as 116. 

29. Stabws. (I) Same as 17. 

.10. Smitbsf}-arrieq. el) Able to perform simple repairs and shoe horses. 

11. Wtaponsmlth. (1) Spears, dalliers. broads .... ·ords. handaxcs, and ballleaxes of or· 
dinary quality are for sale. 

12. "·ktchrr/Bo,,·yer. (I) Lonlbowsand arrows are offered for sale. Higher quality arms 
ean be made to order. up to + 10. 

33. Annorr:r. (1) Only ordinary kat her armor, various helms, and wooden shields are for 
sale. Metal armor can be imponed, but orders take twO months to arrive. 

34. Jnt'cler. (1) <kms ofup to 200 gp value will be purchased. Higher valued gems will be 

appraised, but the je .... ·eler cannot afford to buy them personally. 2 guards, equivalent to 

Burgwarders, are presenl. 1200 gp in gems and jewelry arc stored in a vault (Ext. Hard, 

-30, to open). 

35. Set:r-ASlrolotf:J. (I) Only simple prediclions are within this mountrbank's com

petence, but he will pretend to far greater knowledae. 

.16. ScriMlStlittuMr. (1) Books, maps, and rune paper are sold. 

17. Cbandlers. (2) Tallow, beeswax candles and oil are available. 

lIt Ibrbrn. (2) Can also perform minor surgery; buy and sell some herbs. 

39. RQidntCH. (20) 
Summit/Maethelstede 

No wall surrounds the high and sleep-sided summit of lhe burg. 
Most of the great structures are clustered around the plaza. 
40. Htaltr's House. A modest dwellinaof only 2 stories, but solidly built and well furnish

ed 'l\ithin. this is Chilperic's resid�nc:e. He is 70� likely to be present. and a se:rvant 

anounces visiton. The Healer's ooll«tion of herbs, elixirs and potioru in his cellar, 

though s«minaJy rustic: and confused at first silht, is impressive to any connoiucur of 
quality. Chilptric buys and sells herbs. The�lIar is hidden ( Very Hard, ·ZOto lexateand 
open). 

41. Gr.na"". (2) These: huge barns store the town's food reserves. 

42. Mone,·chanjters. (2) In these fortresslike stone houses the two rival bankers wilt 

chan,e coin from other lands to Gondorian equivalents at a 5 ... commission, deposit 
wealth for safekeepin, at no charae, and make loans for short terms if collateral is of
fered. Each establishment has 3-4 guards, equiyalent to Bur,warden. The vaults are 
Dwarven·built (ShHr Folly. -50, to open); each contains around lOX) IP in coin. 

43. Great Ilou!iC$. (I) Here reside the wealthiest merchan15 of Maethelbur, and their 

families. GunITam's house is the laraest and most ornate. The Master is SO" likely to be at 

home. 

44. SceaP5llci. (Sheep Hall) Bales of ..... 001 duller this wide hall, wh�re rural shepherds 

barpin with the town's staplers (cloth merchants) and an OCca5tonai wander!n, Elf. 

45. Cornsael. (Gr.!n Hall) In this spacious and high-roofed hall the loeal lra!n merchants 

gather to buy crops. Durin, market da)'5 the hall is e:sP«iaUy packed and raucous. 

46. fell5lld. Oilde Hall) Across from the plaza from (he Cornsael is the equally larse fur 
and hide exchanle, where many fortunes ha\'e been earned by local lraders. 

41. B_rgsad. (Town Hall) Grandest of the impressive wooden halls frontinl on the 

Mat1helstede, the Burasael is employed for public m"..dinp, �rnnonie:s, elect tons and 
the assemblies of the Ealdormot. At tke far end of the tape:stry-hur1£ hall is the antique 
lebethron wood GWjSlOl, the ornate throne donated by Kina Hyarmendacil l. 

48. Kingsmanshouse (Rh. C)·lIinlesmannhus). A magnificent and palatial residepce by 
local standards, the mansion of the Kinpman wu constructed of stone by expert 

Owarven masons, well paid from the royal trtasury .of Gondor. Its four sto,;es, with 
elegant mullioned windows. are topped by a hi8h slate roof, and a colossal chimney rues 
at either end of the manse. Inside, the first noor is Jiven oyer to a grand entry hall and 

feasting chamber . In the cellar are the kitchen, storerooms, and wine vauit. A secret yault 
contains 3000 liP in coins, gems and jewelry(Sh«r Folly, -5O, to locate and optn). Above, 

the second noor is the auard barracks. The third provides quarters for the Kinasman and 

his family, a library and magical labcratory. Servants' quarters and storage are on the 
fourth noor. The Kinasman is SO«' likely to be home. &-7 guards of the ZO-man .. rrison 
are always on duty. 
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49. Thean·sTo,,·er(Rh. Th�nC!iCelicn). The fortress of the Thegn is UQuare tower, 90' 
high. constructed ofroulh stone with walls 10'thick. Windows are narro'l\'slilSadmitting 

liltleli8ht. Not the most comfortable residence, the primary object waseaseofddense. A 

stairway climbs the wall to the only entrance, on the second noor, an ironbound oaken 
door, aJways luarded by 2 Bur8warders. The k>west around floor contains ttUS, a ..... ell 

and slorage. while noon 2. 3 and 4 are barracks for a troop of :ZO Bur,warders each. 
Floors 5 and 6 are the private chambers or the Thegn and his family. The The," is 60'911 
likely to be present. At all time:s 2 Burgwarders maintain a lookout from the nat bat· 

tlemcnted roof, where a catapult is mounted. 4000 ap in coin and Berns are sareguarded 
within the Thegn's Quarters on the 5th noor. in a secret noor pit, Very Hard (·10) to 

detect. Besides the guards on duty, 30-40 Uurawarders and 1-2 omc�n will be in the 
Towf:J at any time. 

9.2 BRIGANDS IN THE TOWER: T.A. 29401 FA 1 
Setting: Maethelburg and the Anduin Vales 

Requirements: A party of low to moderate level adventurers 
( 1st-6th), eager to become heroes and willing to risk lives to do it. 

Aids: General background information about Maethelburg and 
maps are widely available in the Anduin Vales. 

9.21 THE PLOT 
A few years ago, a small band of brigands led by one Swithwulf 

wandered into the Anduin Vales from the wilderness of the Ered 
Mithrin. Following the course of the river, robbing farmers on their 
way, the desperate gang at last came to the town of Maethelburg. 
Secretly crossing the Anduin by night, they surprised the local 
militia. disarmed the inhabitants. and look over the town as their 
base. Swilhwulf repaired lhe abandoned and partly ruined Thegn's 
Tower, making it his fortress, and commenced a reign of terror in the 
vicinity . 

Unable to overthrow their oppressors without arms, the folk of 
Maethelburg have sent messages by fishing vessel seeking outside aid, 
which have reached the ears of the adventurers. The Beoroings would 
like to assault the lown and dispose of the brigands. but Swithwulf 
has taken the prominent citizens hostage and lhreatens to kill them if 
anyone seeks to attack Maethelburg. The PC's, however, can acquire 
food and advice from the Beornings on lheir way. The object is to 
enter the town in some manner without being noticed, determine the 
brigands' strength, and find a way to pick them off without alerting 
Swithwulf until it is too late. The townsfolk will be extremely grate· 
ful, and reward the PC's with a fair share of the loot the brigands 
have stolen from them. 

9.22 OPERATIONS OVERVIEW 
Only 300 townsfolk are left in Maethelburg in the late Third to 

early Fourth Age. The town survives as a local grain market and 
fishing port, with sporadic river trade between the Anduin Vales and 
Gondor. If armed, the citizens could field a milit'a of about 60 men, 
2nd level warriors. At present, they have no army of any sort. 
Though the townsfolk can do little to help in any battle, lhey wil1 
gladly provide covert aid to adventurers opposing lhe brigands. 

The only armed force in Maethelburg is Swithwulrs gang of some 
30 brigands, poorly disciplined but tough and reasonably welJ armed. 
One third of the gang is always watching lhe main gate and water
front, while most of the remainder is raiding or holed up in the 
Tower. If an alarm is raised, the entire gang will rapidly muster. Their 
reactions will depend on the nature of the threat. If attackers are 
weak, the brigands will sally forth and try to overwhelm them by 
sheer numbers. If the adventurers are wreaking serious havoc, the 
brigands will try to retreat to the Tower and threaten to kill the 
hostages, or use them to bargain for safe passage. 

9.23 PROMINENT INDIVIDUALS 

Swithwulf 

Leader of lhe brigands due to his cunning and brute force, 
Swithwulf is an altogether unscrupulous sorl, as bad as any Ore. 
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Brave and daring so long as the odds are in his favor, he loses heart if 
hard pressed, but always has a trick up his sleeve, and will not hesitate 
to sacrifice innocents or his own men to save himself. A Northman 
with much Easterling blood, Swilhwulf has long blond braided hair 
and a swarthy complexion. He bears many visible scars. 

9.24 LAYOUTS 

Though the terraced hill of Maethelburg still exists in its previous 
physical form, it is only inhabited along the waterfront and first ter· 
race. The walls of the upper two terraces have mostly crumbled. and 
of the former great wooden halls only foundations survive in  
testimony to the more splendid town of  old. The stone structures at 
the summit, around the Maethelstede, yet stand, but are partly ruin· 
ed and mostly deserted. 

Walerrronl: A dozen dilapidated piers jut out from the shore. Two 
brigands stand watch over the waterfront, to prevent any escapes or 
unauthorized landings. 
Mill. Poorly nlaintained, this stone building with its waterwheel stillarindslocal farmers' 

grain for a sleep ftt. halflo the brigands. 

Bol.lwriaht. (I) 

Warthou5C's. (4) These are either empty and full of dust, auesting to the decline in trade, 
or ate used to store fish and stink appropriately. 

First Terrace 

Catt. A single ponal leads into the town proper, built of ironbound logs and swinging in· 

ward. Above the gate is a 2:0' high wooden watchtower reached by a ladder, S brigands are 

always stationed here, 2 in the tower and 3 behind the gates, able to quickly man the wall. 

Inns. (2) Once offering simple comforts and good cheer, the remaining travellcrs'Jodg

iogs now set very little business due to the presence of the brigands, and are badly in need 

of repair. Rooms are cheap, threadbare and tawdry. and the innkeepers apathetic. Stan

dards will soon be restored if the brigands are banished. 

nt'ems. (2) Various townsfolk and 14 of( duty brigands may be found here. The 

brigands rarely bother to pay their bills, 

StaMH. (I) Inn customers are preferred. 

Cooper/Wlllnwrichl. (I) 

Cobbler. (I) 

WoodCllf"en. (2) Staves and cudgels can be made here in secret. 

Ta .. ner/Leathef"'orktr. (I) 

Potten. (2) 

Wtllnnrfllilors. (2) 

Grocers/feed. (2) 

Butcher. (1) 

Bre,,'tr. (I) Good ale is still brewed. and the townsfolk drink heavily. 

Bakers. (2) 

Oandter. (I) 

Barber. (I) Also performs minor sur&ery and buys and sells some herbs. 

Smith/farrier. (I) Able to effect simple repairs and shoe horses. 

Residences. (30) 
Summit/Maelhelstede. 

Gnnary. (I) This tall barn Mores the town's food reserves, one-fifth of which are con· 

fiscated to feed the brigands. 

Ruins. (2) Broken chimneys and fragments ofwaJls are all that remain Oflhc slone struc

tures that housed the moneylenders of old. 

Klnpmanshouse Ruins. The former splendor of the mansion may even now be diSttrned 

in the surviving roo ness shell, for t he Owarvish stonework was built to lasl. The brigands 

think the ruins haunted. Rarely do they dare to search the structure. 

Thegn'. Towe:r. Now restored as the brigands' headquarters and barracks, the Tower 

shows sians of wear over the centuries, crudely patched by unskilled masons. The core 

structure. however, is substantially intact, and the brigands have constructed a new noor. 

On the lowcst level beneath the entrance, supplies for a prolonged seige are stored, and 

several hostages are imprisoned. 10 brigands are each quartered on levels 2, 3 and 4. one 

full aroup always being absent orr duty. Swithwulr has taken the most comfortable 

floors, !I and 6, for his own. 400 gP. 1200 sp and 3000 cp in loot is stored in Swithwulrs 

quarters on the 6th floor. in a large chest with a Vet)' Hard (·10) lock. 2 brigands guard the 

entrance to the Tower on the second level. an ironbound oaken door, and one brigand 

keeps a lookout on the rooftop. 1 1·20 others are present inside. 

10.0 OTHER ADVENTURE 
SETTINGS 
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The vicinity of the High Pass provides a multitude of varied adven· 
ture settings. In this section, two specific adventure sites are detailed 
in order to give the Gamemaster an idea of the myriad of possibilities 
that exist in a rich setting like the Misty Mountains. 

10.1 THE GIANTS' ISLE 
Strike northward from the upper branch of the High Pass near its 

summit, wandering into the trackless Misty Mountains, and you may 
soon encounter a mist-shrouded lake, from which juts a solitary jagg
ed peak. Or so it is told in old tales. Few now dare to seek out the 
mysterious isle, which would lie in the heart of the Stone·giants' 
country. Perhaps lost wealth lies there . . .  or, more likely, only death 
for the foolishly inquisitive. 

Selling: Giants' Isle and the Misty Mountains 

Requirements: A party of high level adventurers (6th· 10th) willing to 
stake their lives for the sake of glorious battle against monstrous foes 
and the slim hope of loot. 

Aids: Maps of the Misty Mountains and the High Pass. No guides 
will dare to accompany the adventurers into Ihe giants' realm. 

This adventure may be played in any time period. 

10.11 THE PLOT 

The player characters have come into possession of an ancient, 
weathered manuscript authored by one Nabin, a long-deceased 
Dwarven scholar and explorer of unimpeachable veracity, a member 
of Durin's Folk in Moria. His tale is most intriguing, and is set forth 
in the original: 

" . . . . . . . . .  Winter had scarce run its bitler course in the high 
mountains, when I, having barely escaped from the foul 
Orcs, came upon the strange isle. I know not even today 
where it Jieth/or cerlain, though I have ventured to guess its 
position from certain Clues. Ghostly it seemed, arising/rom 
the mists of its chill and deep mere. Lost in the mountains, I 
thought at first I beheld some world not of this Middle·earth. 
Whilst I stood with gaze transfIXed. distracted in contempla· 
lion, I was seizedjrom behind, and turned to face the grinn
ing countenance oj a horrible Giant. The Monster strode 
rapidly down 10 the lake shore, grasping me in its huge hand, 
and there boarded a Skiff, small to it maybe, but a ship 10 me. 
I was borne 10 the Isle, and there. ajter ascef)l of many hun
dreds oj steps, entered the Giant's cave. The Giant revealed 
to me a marvelous Treasure: Rubies. Diamonds. and other 
rare and wonderful Gems, which the Giani said heand his kin 
had unearthed. Not long was Ito enjoy this spectacle. jor the 
Giant proposed 10 slew me in his deep Cauldron. Desperate, 
I challenged him 10 a riddle·game for my life, and as I am 

writing th is, thou knowesl who won; my master·riddle shall 
stay a secret. The Giant set me down far/rom his Isle, and 
never had I lhe courage or joJJy 10 seek once again to find il . .. 

find it. " 
For those braver or more foolhardy than clever old Nabin, the goal 

is clear. Appended to the manuscript is a rough sketch map on which 
Nabin presents his informed guess as 10 the location of the Giants' 
Isle, and which is very nearly correct. On one point in the tale Nabin is 
distressingly obscure; the numbers of the Giant's kin. The treasure, 
though, was sufficiently wonderful to impress a Dwarf who had 
known the glories of Khazad·dum at its heyday. What more could 
one ask? 
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10.12 OPERATIONS OVERVIEW 

Giams' Isle is still inhabited in force by the monsters for which it is 
named. Altogether there are six of the great creatures: the old 
patriarch Gili"" who had captured Nabin, his giant-wife Obusa, and 
Gilim's four Sirong and ferocious but not overly clever sons. The 
giani-wife is always at home on the forsaken isle. while there is an 
800/'0 chance, rolled individually, for the presence of Gilim and each 
of his sons. 

An especially greedy and industrious clan, these Giants have 
amassed a stupendous gem-hoard by mining into the depths of the 
Mountains, especially beneath their own isle. Defense of the hoard 
against attacking thieves will be extremely resolute. If the giants spot 
adventurers crossing the lake, they will try to sink the boat with cast 
boulders, and are likely to succeed. Even if the PC's get ashore 
unharmed, the giants can make it difficult for them to attain entrance 
to the cave and the treasure. At least one giant is always on lookout 
from the cave, so that surprise is not easily achieved. 

10.13 LAYOUTS 

I. Mounillin La"e. ley cold and of unfathomed depths. the lake around the Giants' Isle 

I:annot be waded or swum, even by &ianlS. The lake acts as an ideal barrier to assault, for 

the distance between the shore and the isle is about half a mile, and the crossers have no 

cover al all. The Giants always leave one of their huge skiffs (unless they are all on the 

isle), constructed from tree trunks, on the outer shore of the lake as well as 011 the isle. A 

giant's skiff can hold up to 6 ordinary passengers, and is propelled by a long oar pole. 

1. Stllirs. From the steep foot of the island mountain, gargantuan SlOne steps wind up

ward along the face of the mountain, to a cave mouth SOO fcct up. Boulders may be 

tumbled down from the heights above against unwanled climbers. 

J. Giani Lair. An artificial cavern, the dwelling of the Giants has but one entrance, dosed 
by an enormous stone door which is kept scaled by a boulder rolled against il on Ihe in

side. Only anolher Giant, an elephant or powerful magic could hope to force entry. 

Unless the Giants are aware orthe approach of foes, however, the door stands open, and 

one Giant maintains a lookout across the lake from the tOp of Ihe stairs. 

Advtnturu / Eagle's E)'rie 

Within I he Giants' ca\'ern is a colossal vaull, 2000' long, 500' wide and 100' high. Every 

picc!! of stone furnishinas, of course, is twice human proportions. To the back is theob

j«t of the quest: an enormous treasure bin covered by a stone slab ..... eighing half a ton. 

The Gianls' forlune is suitably huge, worth 14,000 ap in uncut gems, and sc\'eral pack 

animals would be necessary to haul the lot away. 

4. Minn. Several aapingshafts, 20' wide, descend into the mountain from the r�rofthe 

cavern. should any wish 10 emulale Ihe gem-delvina Giants. 

10.2 EAGLE'S EYRIE , 
A solitary mountain jabbing sharply upward amidst the plain of 

the Anduin, extended from the Misty Mountains at the end of a 
lengthy ridge, Eagles' Eyrie isan unmistakable laQdmark. 7200' high, 
it overshadows anything else in the vicinity, though actually lower 
than the main mass of the mountains to the west. On every side the 
tower of natural stone drops off in irregular steplike shelves, afford
ing ideal nesting spots for the Lord of the Eagles and the 1 5  Chief
tains of his permanent court, whose eyries cluster about the royal 
Greal Shelf. Virtually unscaleabJe (a series of maneuvers ranging 
from Extremely Hard (-30) to Absurd (-70). the mountain is the im
pregnable fortress of the noble avians, who can simply pluck any 
foolish climber off the mountainside for a terrible drop, and cannol 
be matched by any other winged creature in aerial battle. 

In any event, the Eagles have no treasure to make an assault on 
their citadel worth the bother. save for some ornamental gold collars 
conferred by the Dwarves after the Battle of Five Armies. Eagles are 
simply not acquisitive creatures, and have no use for such things as 
gold and gems. Eagle's Eyrie, then, is not an adventure site in the 
usual sense. Nevertheless, it may play an integral role in any number 
of other adventures in the region. Player characters wishing to im
plore the aid of the Eagles wll find no better site than the foot of 
Eagles' Eyrie 10 deliver one's plea. Individuals are often transported 
here after harrowing escapes to rest before going on, or to confer 
with the Lord of the Eagles. 
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PRICES AND CURRENCY: T.A. 1640 

Gondor's currency is based upon a silver standard: silver coins 

weigh .2S oz. Other coin",. includes: tin (.S oz). copper (.S oz. 

bronze (.2S oz). and lold coins (.S oz). Th ••• chanae rate in this area 

is as follows: 

I IOld piece (ap) � 20 sp 

I silver piece (sp) - 10 bp 

I bronze piece (bp) - S cp 

I copper piece (cp) = 1 0  tp 

Food ud Lodatal: Good lodaina and alcoholic beYer ... s costs dou· 

ble standard price. all rations are half·priced, and all other food and 

lodlinl cost standard prices. 

Tra_rt: Small boats, wagons, mules, ponies, and horses available 

al siandard prices. Boat service for passengers = 2 sp/day; average 

speed 7 mph downstream, S mph upstream. 

1 1 .1 MASTER BEAST TABLE 

Type c., '/t::ncoun SIZe" S .... HI .. AT DB 

-
Bot 0 1-100 S VF/VF 0 Noll 60 
G. Vamptrc B.l1 , U·JO S VF/VF 2' Noll 40 
Brown Bc.r , '-2 l. MF/MF 170 SLIS 10 
Black Bear 0 ,-, 

� .!��. 
,,. Sl/4 JO 

Ca,vc Bear '2 1-' JOG LIS 40 
Great Bear 10 1-2 L FIF 200 SLIS 40 
Cham�r Bird 2 21·30 M FIF 2, Noll 30 
Wild Boar 3 I M F/MF lID No/4 30 
Cliff Buuard , 3·. M VF/F 80 Noll 40 
Crow I 1·10 S FIF • Noll '0 
0... 2 1·12 M vF/F 70 No/3 40 
Golden Eoa� 3 ,., M FIF 30 Noll JO 
Oreal Elk 0 , .. L FIF 2IJO SL/4 20 
Wild Goal 2 1- 12 M F/MF ,. No/" JO 
Hornets 0 2·200 T M/Vf I Noll JO 
M""", 4 ,·3 C SLIM 240 SL/4 " 
Vaull Shrike I ,., T VF/BF , Noll 60 
Ca\'e-Iroll '2 I L M/M m RL/II 2' 

Hill-Iroll 10 1·3 L SLIM '" RL/ I I  20 
Foresl-troll • 1-6 M M/MF 100 RL/ I I  '0 
Slone·troll 7 , -, L SLIM '20 RL/II " 
Youna·troll 0 , .. M M 80 RLlII '0 
Pil Viptt 2 '·2 S SLlBF 20 Noll 40 
War, • 1·10 M VF/VF ,,. NolO ,. 
Wolf 3 S-IS M FIF 1 10 Noll JO 

Undelld (a reprt'Knlativc sampling) 
Ghosl 7 I·' M FIF 100 Noll 30 

Ghoul 2 .n, M M/F 3' Noll " 
Skelcton , .n, M FIF 80 Noll 30 
Minor Wight 10 I C M/M 90 RVII 30 

JS 

A«essorles: Backpack, Pack frame, Bedroll, Caltrops, Flint lit Steel, 

Lantern, Rope, Scabbard, Tarp, Tent, Lockpick Set, Oil Flask, and 

Weapon Bell = I . S . standard cost. Other accessories COS! standard 

prices. 

Prvledi .. EqIli_1: Leather Armor = 2 .  standard price. Metal 

Armor :: 4 x standard price. All other prolective equipment cost 

standard prices. 

Weapons: Blade weapons = 2.S • standard price. Olher Weapons = 
I .S • standard price. 

NOTE: Standard prices can belound in Table ST -4 in MERI'. flus

in, RM. ,oods fW/uirin, complex manufacturing range/rom J .5x 10 
5x standard costs. 

(Primar:vl 
S«ondaryrrerliary) 
AU.ek Nut" 

2STi/-l- Will not attack unlni provoked, 
4OSBi/4OSCI 1·.5 hitslrnd aftcr a critical is ach�ed. 
70LGr/60LCI/2:OMBi May ChOOiC 10 charlc (lBa + (0). 
6OLGrnOLCl/JOMBi WiD not !lIlaCk unlns provoked, 
9,HBalSIOHCV8jHGr Use larK Creatu£c Critical5. 
SOLGrnOMCI/30MBi Semi-intclligent. Use "Large" creaturc crilicals. 
4OMPi/45MCl/ - Uses smcll and batlike sonar for sensing. 
4OLHo/30M Ba/20MTS Mean·tempered, Vicious if cornered. 
6OLCI/SOMPi Semi-intelligent; will attack wcak largets. 
JOSBi/2OSC1 
2OMHo/lOMTS Only maks havc horns, Will Ott if possibLe. 
"SMO/1SSPi Rardy attack larac creatures unku pro\ooked. 
6.5LHo/HLB.I Found in woods and hiahland rcpHU. 
4OMHo/4OMBa/IOMTS Only mala havc horns 10 usc. Mildly aur�\oC. 
OTS. Attack only when disturbed. 
5.5LBa/35L TS Found in thc woods, 
45Ti/-l- Aggressivc red bals; 4th h'l nervc poison. 
looHCI/85Weapon Usc Large Crealure critical tables. 
95LBa/85LCI Use Largc Crcaturc Critical lables. 
70LO/60LBi Found in the woods. 
SOlBa/6.5LCI Usc wac: Crcaturc Critical la�. 
4.5l0/1SMBi Of all types. 
4OSS1IPoison Poisonous; 2nd Iv1 muscLe poison. 
75LBi/60LCI Oper!lle in .,..::ks and will warn Ord. 
ML .. Will not allack ,roup' unleu provoked. 

Special/60M Ba/SOWc Usc Large Creal . Criticals. Drains 3 CON ptlrnd 
(OO'R). 

JOSlla/4OSCV20SBi Stupid. animated corpse: infects wounds. 
SOWe/60MBa/- Casts "Fcar" (IO'R). 
9OWc/SOLBa/- Use largc Creal . Criticals. Casts "Fear" (1!\'R). 

Paralysis and sleep, upon louch. 

CMta: The: "atlsates liven describe a typical crature oftbat type. Most of tbr codes are IC'lf-opianalory; Ld (kveI). 'If'Acou (number encountered), __ (Tiny. Small, 
Medium. UrIC. or Huac). Hits. and oa (dcfcnsi� bonus). 1be more I;Omplex S1aliSlics are described below. 
Speed: A crCillUrc's Speed is givcn in tcrmsof"Movcm�nl Speed I Allack Quickness"; C = Cr«ping, VS _ VttySlow, SL _ Slow, M .., Medium. MF "" Modcfllldy Fast. 
F _ Fasl, vF .., Very Fast. and BF "" Blindin&ly Fast. _ _ _ 
AT CA..- T)JIt): The IwO ktttt codc livcs lhe cralure's MERP armor type (No _ No Armor, SL .. Soft Leather, RL .. RiPd Leathft'. Ch .. Chain. PI - PIaIC); lhe 
number iJ; the cquivaknt ROLEMASTER armor Iype. 

AII.ek: Each at lack codc starts with the attackcr's Offcnsive Bonus. The fir�t leller indicates the size or Ihe altack; T .. Tiny, S _ Small. M .. Medium, L .. Largc, and 
H _ HUIe. Thc la51 111o'0 !cllen indicalc thc Iype of attack; Ti .. Tiny. Pi .. Pincher/lkak, Ba .. Bash, Bi .., Bile. a "" Claw, Cr • Crush, Gr .. Grapplc, Ho .. Horn, 
TS - Trample/Slomp, SI - Stingcr, and We .. Weapon. These codes differ sligh II)' from Ihe MERP codes and Ihc HOI.EMASTEH codes. 

(.......,./s.co.ar,lTtrIIar)): Each creatur� usually initiates rombel uuna il."Primary" altack. Depcndinl upon the situation or success ofthc Primary attack. it may Iatcr 
usc 115 '"Secondary. attack or -Tertiary· altaCk. 
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1 1 .2 MASTER MILITARY TABLE 

MI�1e1 

N.me/' ... " L_' Hil.s AT DB Sh C. Mette Sft"ondary Mov M Notes 

OH OB 

U .... _ _  f_ T.A. _ 

OIIic<nI'2 URlk.Qi • 1 10 01/14 .., Y5 AIL ,- 90Ib '0 + 5 Chain. Shields, aDd tdmiws. 
Some we whipl(..-p). 

O.....wlO liNk .. 6 'OIl CIoI" «I Y AIL - 751b 5 + ,  Sdmiws. Some .. haadua (ba). 
...-..m ..... Ora • 75 ChIll :Ij Y - - lOIb • Aha auT)' wIlipI (wp). Some ride Warp. 
Exp. W • .I11O L.-.Ora 3 60 ChIl l :Ij Y - .... - 0 Some .... .......... (h ). 
Adula .... .IW L.-. Ora 2 .., RlJ9 20 Y - ."" - 0 Many CUT)' spears (IP). 
Youna W • .IlOO L.-. Ora I )j RLI9 20 Y - 35sp 20ab ·5 Some hive sdmitus (tc). "SAqa- ora. 
Trac"� L.-. Ora 2 30 RlJ9 30 Y - - 35", 5 Scouu A -...- 1 Tbicva A _ A 

_ Oood _. 
Elite Trackcrs/60 l�rOrcs 4 4' RLI9 )' Y 6\", 5Ssb ,. AI above, plus skilltd in ambush and stalk ina. 
Priests/) Uruk.·hai , 40 RLI9 25 Y - 25m. 2lep 0 Animisu:/Evil aeries; PPIO, 6 Ii51$. 
HealerS/6 Uruk-hai ) 30 RL/9 25 Y - 25ma 25cp 0 Animists/lay Healers; PP6, 4 lists. 
Troll Guard/5 Cave-trolls 12 130 RLl I I  30 Y - '4Owh I IOLCI , Berserk in battle. never retreat. 
Wargs/60 Wolves , ' 30  SU4 30 N - SOLBi 60LCI 30 Very Fast, Fast if ridden. 
Females/varies Lnser Orcs 0 25 Noll " N - 20d ISda • Will fiSh! if cornered . 
Imps/varies Lesser Orcs 0 " Noll 25 N - 'Od 'Od. , Will fight ir comard. 

(AIwrrII/VOIft: L� Orcs' boItlllt'$ f'td1KWl by -60/,.11 doyI�'" MIl by -11 ilt ""VlCitll (N m.,bl lilht. TroIls .n I,.nt«/ IO $10M by dil'«f ",1f1;'11I. U,..,k·""; ,,1td 

W.,... � _1III//t'CtN by IIJ'". 

Uruk·la,..hnarb Milital')' "orrn:: T.A. 2940 

Captains/3 Uruk·hai 10 130 Ch/14 4, y, AIL ,- 'OOb ,. Warriors. + S chain and shield, + 10 scimitar. 
Chief Priestsl l Uruk·hai 8 " RU9 21) N - 6Sqs lOda , Animist/Evil Cleric; Rinl of Prottt1ion + I S  

(DB and RR's); Vipcrslaff; 48 PP ( 1 6  x 3 staf!), 9 lists. 

(Aflt!ral Nolt!: Rt!moiniflg/orcn u� id(,fllicall'fats/rom T.A. 1640. Numbtrsdlf/rr os/allows: O/flUrs - J I; GUQrds-50; UiJdcrs- 76; ExlWrwncn/ Worriors- 1$1; 
Adult Worriors-J8O; Young Worriors-166: TracJccrs- 76, £/ilr TracJctrs- jO; PrkslS- J; Ht!Qlrrs- 6; Troll Guord-5o' WO'l's-60. 

U,.k· .......... : F.A. I 

AN CkdsIt/rNfft,,� _nIICtlI ", *0 10 lit"" i,. T.A. 1610 tIItII T.A. 19«1. Nfllflwrs difjn a/oIloW1: C"pl.illS-J; Cltlq Pnttsl- I; O/f,,-ws-6; GUIII'ds-JO; 
LMthn-JD; � Watriott-1OO; Ad"I, W."..",.-2JD; rOIl", Wcrrrlor.J- I ?J; TTJlCk",-50; £IIIr T,,,d'n'S-25; Prinu-J; H�- 6  .. Troll Gwvd-J; 
W"I'fS-40. 

Nenedaln Mllil.r)· Fortes: T.A. 1640 
Cnihlll.sl3 Northmen 8 I I I  Ch/14 4' y, AIL IOSbs 90Ib '0 Mountrd warriors. + S chain and shield; 

+ S broadsword. 
Burlwarders/60 Northmen 4 " Ch/13 30 Y - 7Ob, lOIb , Professional warriors. 

Guard Gates, Thean's Tower. 
Fyrd Chidsl2 Norlhmen '0 '40 Ch/IS 40 YIO AIL l40sp SOlb , Oan chid. one leads uch Fyrd. 
Town Fyrdl200 Northmen 2 " SLIS " Y - lOsp 25lb , Regional militia. 

Can be summoned on ,hort notice. 
Runal Fyrdl100 Northmtn 2 " SLIS " Y - SSsp 40Ib 0 Regional militia. 

Can be summonrd in a couple of days. 
Warriors/IOO Ikomings 4 " RU9 21) N - SOb. 'Sib '0 Experienced Warriors. 
Men-at·arms/20 Dlinedain ) 7. Ch/14 " Y AIL 6Sbs 4Scp 0 The Kinpman's auard. 
Offa's Men/ J I -20 Northmen 2 )0 SLIS " Y - 4l" 4Sda '0 ScoutslThieves & Roaues. 

Smugglers. loaf around waterfront. 

....,. fetal .. ... A ..... V" T.A. lNIIF.A. I 

�30 Northmen ) 60 RLI9 :Ij Y - ..... . ,." 0 Swrilhwulr"s aana or budin • 
WorrionI25O 8eomlna • 75 RLI9 20 N - lObo 7511> '0 E.xpcrtcnccd Warrion. 
WarrionI!30 Wood .... 2 30 Noll 30 Y - 30ha «JIb ' , Standard .vailable Warriors. 

Milita,., Forc:n or 1M Grellt Ulks: All Periods 

Eagle Lord/I Great Eagle 40 )30 RUII SO N - ISOHCI I$OHPi 40 Lord of the Eagles. 
Chieftains/ I S Greal Eagle ). )OIl Rl/II 8' N - 120HCI 9SLPi 40 The lord's CourtlBodYluard. 
WlI.rriors/ l20 Great Ealle 2. 250 Rl/ I I  90 N - I IOHCI SOLPi '0 Scatterrd over the northern Misty Mountains 

and the west/central Grcy Mountains. 

CArwNI ,.,,: Critnll .,.., !..", GrNI __ tvr ,,.,t«/ ,,. .,..,. � crllnb;.for tlv &ak Lord ... �. crlticrllJ. TIw tonl .1td /tis dt-.!,,,;IIS 
r"It, hr 0I'JMiU'd If' C ..... ,., .... /� oj ,_ ""'" 11M.., 0/ , .. .... " ojla MOflIII /O kllOd oppoIWfIO 0/ lWdilllfl SIU (N '"  10 llw I'OfIM. TIwy 
/_'IOI' ,.".utI dlwltl .., ...... 1It1«Q. MIl wll/ 8I1«Ifpl 1O � IfOIIwllIJftI/on /TOm ptW:ipit:a 10/811 '0 IJtftr ..,Iu. 01' MmpIy lift ,''''' It •• ",to 1M "ir 
- - ,_. 

ow. (orr..he � Weepan abtrreviatioGs follow OBI: r.-ralcbioa. a- Ibon .word. bs - � sc:-ICimiw. Ih-IWD hand I'llfOld. m.I -maoe • 
.. -hand AR, wh - .. ......... bI-bInIe 11K, wm - .., _"oc:t. d-dub, qs- q.aana stan, da- cbaer. Ip- spear. ml- mounlcd Iaace. ja-jawdift, pa-pok 
". � -"" <P-�_,"'- _ " """_. "-""_. Icb-UP' "",, _. bd> - ""'l' '''''''''', bo - -' ,,,,- whJp. U -''''''''''' ''''. 
hb- Iaalblrd. IO- Rocl (larJe Crulb). A*III .... ....... .... .. abIImWed IIIiaI code f� The ..... .. a.rt. c: 7 en" untraiDed in a lypc or 
-.powy (e ... . Ora .......... ... ....., �) ..". . ...... , 01 ..25  .... aI1IICtiItc- Melee aDd IDiaiIr offenIM bonuJa lDc:Iadc tire boDUs ror lhe COIDNtaDl'S 

bell wapon 1ft lhat caleaorJ. 
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1 1 .3 MASTER NPC TABLE 

Name L.' Hill AT I). Sh G, Md .. Missile Mo" M Notes 
OB 2ndlilll')' 08 

GobU ...... : T.A. IWI 
Uraubal •• ISS Chll4 4' Y'O AIL . - 'JOsb 0 Uruk-hai Warrior/Fiahter. 1llc Creal Goblin. 

+ 10 Chain and Shield; + 10 short bow; £JfheM'u (sec 8.4). 

Balkhmog 1 3  '4' Ch/14 SO Y' AIL 135bs '''''b .0 Uruk-hai Warrior/nahter. Captain of Ihe Wolf Gale. 
+ 5 Chain and Shield: + to broadsword; + 5 short bow. 

lUI.OJ. '0 • 30 Ch/14 4' Y' AIL .- .oo.b , Uruk-hai Warrior/Fighter. Captain of the Back Door . 
+ 5  Chain and Shield; + 10 scimitar; + 5 shonbow. 

Vazhaar .0 ., RU9 30' N 7Sqa 60da " Uruk-hai Animist/Evil Cleric. Priest of Darknm. 
Ring of Protection + t5 (to DB and RR's); Vi/Hrsuif/ (S« Section 8.4); 60PP (20 xl slaff), I I  lists. 

Gobll ...... : T.A. 1940 

",rod " .60 Ch/t4 " Y.O AIL . - I3Slb .0 Uruk·hai Warrior/Fi&httt. The Grut Goblin . 
+ 10 chain and shield; + 5 shortbow; £1j1teMv (set Sei:tion 8.4). 

Freobeort • 1 10 RL/9 3S Y' '00h. 70lb '0 Reorning WarriorlFighter. Captive
. 

Beom's nephew. Slats 
assume a"ailability of arms/armor. 

Gollum " 130 No/I 60 N I2jMGr 8SMBi SO Hobbit ScoutIThid. Bearer of the One Rin •. Possesses The One 
Rinl (set Section 8.4) until T.A. 2941 .  

I-GobU.,p'.: t'.A. 1 

Voloa 1 3  '40 Cltll4 60 YIO AIL ""'" 13Ssb '0 Uruk·ltai Warrior/Fighter. The Great Goblin. 
+ 10 chain and shield; + S short bow; El/1tewu (sec Section 8.4). 

M ............. : T.A. I ... 
Herion .0 7S No/2 ". N 400, ISda .0 Dunadan Mage/Magician. The Kingsman. Staff, x.3 multiplier; 

Ring of Protection + I S  (DB and RR's); PP 60 (20 xl staff), 14 lists. 

<kri< .4 'SO Ch/14 " Y . O  AIL lSOsp'" 1351b .0 Norlhman Warrior/Fi&ht«. The Thegn. 
+ 10 cltain and shidd, + 5 longbow; Thelrupear, + IS, + 2S and ""Slaying" ¥s. Orcs and Trolls. 

Gunlram 8 ., RlI9 s0- y, ...... 8O.b " Northman Scout/Rouse. Mast« of Maethelburg . 
+ 10 broadsword; +5 armor and shield; Chain o/ the Mtutu. + 10 Protection (DB and RR's), +25 to Perception and Trading, golden. 

Chllpcric 12 " No/2 SO' N - 6Oq" 'Oop , Nonhman Animist/Lay Healer. Maelltclbur,'s physician. 
Starf x2 mUltiplier, + 10 10 DO; Robes, + 30 to OB; PP 72 (36 xl staff), IS lists. 

Mor"'cn 10 90 Chl l 3  4" Y' I lObs- 9O'b 10 Dunadan Ranger. Agent for the King of Arthedain. 
+ 5 chain and shield; + 10 broads ..... ord; + 5  longbow; Elven Cloak ( +  20 stalking/hiding maneu\·tts). pp 20 ( +  2 speUadder), 5 lists. 

Wlstan 9 60 No/I 40- Y.O """ 6Slb .0 Nonhman/Dunlendina Bard. Agent for the Witch· king. 
+ 10 broadsword; + 10 shield; lute, 113 batdic multiplier; 81 PP (27 x3 lute). 7 lisu. 

orr. , SO RLl9 4' Y' 7S .. 55wh " Northman ScoutrThid. SmugJ« leader. 
+ 5 sltonsword; + 5 shield. 

no A .... I. V .... : T.A. l94O I F.A. 1 
S,,'l1ltwuU 7 '0' Ch/14 40 Y' AIL I IOrns'" 85cp , Nonhman Warrior/Fiahler. Brigand leader. 

+ 10 morning star; + 5 armor and shield. 

Bwm 30 200 RL/tO 30 N AIL 20Gb. '8OIb " Beoming Warrior/Fi&ltler. Shapechanger. 

(lk:ar) 30 2l!O SlI8 80 N I80HRa 120LBi 30 Use "Large creatures" criticals when in bear-form. 
Beoming lord·warrior in T.A. 2940, later chieftain. 

Grimbcom 20 .. , RL/IO 30 N .6Oba • SOIb " Beoming Warriorlfighter. ShapechanB« . 

(Bear) 20 240 SL/8 60 N 140HRa IOOLDi 30 Usc "LarBe creaturcs" crilical.s when in bear-fonn. 
Beomin& warrior-chieftain during War of the Rin, and F.A.I 

.Jl." of G ......... 

GUlm 2S 400 RL/II 40 N I80HRa I I0Ro .0 Slone·&iant Warrior/Fighter. The old Patriareh. 

Obusa 1 8  3SO RL/II 30 N I60HRa lOORo 0 Stone·giant Warrior/Fighter. Gilim's giam.wife. 

Sty"yn •• 3.' RlItl 30 N I40HRa I I0Ro , Slone-giant Warrior/Fighter. Gilim's oldest son. 

K)",,.n " 32S RlIB 30 N ISOHRa 70Ro , Slooe·giant Warrior/Fight«. Gilim's 2nd son. 

ShaOn .2 288 RU t l  3S N I20HRa 9ORo • 0 Stone-Jiant Warrior/Fi.,t\ler. Gilim's 3rd son . 

Giidi '0 2S0 RL/ I I  40 N IOOHRa JOORo " Sione-aiant Warrior/Fiaht«. Gilim's younacst son. 

Gencral for Ibe Glllnls: Melcc attack is a club (use Huae Bash). Ro (rock) indicafes a IIIrown obj«1 aflock (any IO'le object will do): IlWIt os a  La'le Crush auock (LCr), 

"'''ff' is JOfT/or Gilim and loo'/or the rest. All 0/ the Giants can also Slomp opponents os II secondary af/ack. we Iheir standard 08 on a HUle Cnuh auack deli�rin, 

double damage. Treot 011 0/ the Giants as "Large" Cr«Jtuns for the purposes 0/ criticols. 

no Gm. EqIos 
G,,·.ihir 4' 3SO RlI l l  80 N - 180HCI 150HPi SO Lord of the Eagles (T.A. 2939-3019). Gwaihir helped save 

Thorin and Co. from Orcs and WarjS in T .A. 2941 (l1obb/I). Durina the War of the RinlS (LOTR), he freed Gandalf from lsengard, he rescued Oandalf from the 
peak of Zirak-zigil after his fight with the BairOl, and he rescued FrOOo and Sam from Ihe slopes of Orodmin . 

• - Armor or weapon IS rnqIcaI or speciaU,. rnIIdt. 
(;olin: The Slalistics ai¥en dncribc ac::b Nrc; a � dI:taiIed cIacriptioa of some of lhe IDCft important NPC"s QII be obIaiDIId from the .-in lal. Sene of the cadis 
., . ... r ............ : b. ( ..... } . ...... SO (Shicld}. ud _ M (Mo I &Del Maneuwr boDUI). The IDOR complex swiltia are dacribcd below. A J*CQ1hetic:aI 
reftrenCC' indicala that lhe Nrc poueua an eqU\raIIfIt device or .... 
AT(A� T"'): The lwo idlcrcodr sWa1he c:ratlft" MEIl'_I)'pC (No • No Armor. SL • Soft LeIIber, RL - 1UPI l...atba, Cb • a... PI . PIMc); 
the number D lhe equivUenI -..-, .. armor t)'pC. 

0. (DtfftIhe .... ): NCMe ddensivc boousa indudc IWI and Ibidd. SbicId rcfcrmca indudc qUllil)' boauI(e.l. -y, .. .... "YeS. a + '  shielllM. 
Gr (Gra\on): .. /It." and "t .. are uaed to indate arm and Iq; areaws respcctivtIy. 



1 1 .4 MASTER ENCOUNTER TABLE 

t:IItoII_aer 

Chance (lilt) 
[)i".ncc: (miles) 

�mc (hOUn) 

Inanimale Danaen * 
Cosing "it Trap 
Murder Pil Trap 
Shirtina Walls Trap 

General Trap 
Fallina Rocks 
Avalanche 

SI� 
Ca\e/Cavcrn 
Mint/Quarry 
Ruins 
Sftllrmmt/Camp 

Animals 

Bat (N) 
G. Vampire BOll (N) 
Brown Bear 
Black Bear 
Cave Bear 

.. C"real Be&r 
Chambtt Bird (N) 
Wild Boar 
Cliff Buuard 

Crow/Birds 
I),." 
Golden Eagle 
Greal Elk 
Goat/MIn. Sheep 
Hornets 
M...., 
Vault Shrike (N) 
Pit Viper 
W ... 
WoOl 
Other Animal f 

l�d (N) 
.... 
loca" 
Fornanm 
Briaand� 
Mnchanl� 

�raI Folk ' 

OrCl (N) 

Small Patrol (2-6) 
Normal Patrol (6-10) 
Warband (12·30) 
Femaks & Imps (1-10) 
Slaves &. Guards 

Elite Trackers 
Special t 
T_<N) 

Cave-Irolb 
Hill-Irolb 
Fomt-Irolk 
Stone·trolls 
Youn,-trolk _ 
Other Non-mannish He 
Stone Giants 
Elves 
Dwan·n 
01 her Beings t 

Western 
Foothills 

" .. 
, 
• 

---
01-02 

03 -
04-06 
07 ... 
09·10 
I J.1J 

1 4-16 
" 
18 

19-20 
2 1  
22 -
23 

24-2> 
26-30 
31-34 
35·}6 

37 

38-40 
41 
'2 -

43-44 

., ... 
'7'" 
49-62 

63 

... 7. 
n-n 
18-80 

" 
82 

83-86 
87 

88·89 ----
90 
9' 
92 
93 

.. � 
, 

97 
98 
99 
00 

":'stern Misty 
foothills Mounlains 

,00. " .. 
• 3 
4 • 

- -- -- -
01-03 0' 

04 02.{)6 - 07 

OS.{)6 08·1) 
07 ,. 

08-09 " 
10-13 16 

14-IS 17-19 
'6 20 

17·18 21 
19-20 22 

�- � 2' - -
23-24 25 
25-26 26-27 
27� 28-3"-
31-34 32 

3' 33·35 
36-37 36 
38-40 37-42 
41-43 43-44 
.... , -- -
46-47 ., ... 

.. '7""" 
... 5O 50-51 
51-63 52-6' 

64 66 

65·73 67·71 
14-16 72 
71-18 73 

79 74 
80 " 

81-85 16-82 
86 83·85 

87-88 86-87 - -- -- -- -
89 88-.9 
90 90 

91·92 -
93 9' 

� 92-94 

95-96 95·97 
97-98 98 

99 99 
00 00 

H1ah Pass 

Upper Lower 

lOo. 3'" 
2 • 
2 2 

- -- 0' - -
01-05 02.{)6 
06-11 07-10 
12·14 1 1·11 

15-20 13-IS 
21 ,. 

22 " 
23 18 

24·26 19-20 
27 21 
28 22 
2. 23 
30 24 
3' 2> - -
32 26 

3)-'w 27 
3'-38 28-3' 

39 -
40-43 32 

44 33 
45·50 34 

" 3' - -- -
52·53 36-37 
54-" 38·42 
,9-60 '3 
61 -64 ..... 

65 47 

66 .. 
67 49 
.. 50 
.. 5 1  
70 � 

11·79 53-10 
... 85 11·83 
86-.9 84·91 - -- -- -

90 92 

91-92 93 - .. - -
93 ., 

94-9' 96 

96-97 97 
98 98 
99 99 
00 00 

Tabla / Master Encounter Table 

front Porth 

Maelhel· Wolf Gale Goblin- , ... Funal 
bu .. Bad: [)oor town Cal'e5 e .... H MjnH 

7 .. .... - ,00. Uw, . .. 
.2 .2 .2 2 , 2 

! ---!.... , , • • • 

- 01-02 0' 0' 01 -02 0' - 03-04 02 02 03-04 02 - 0'.{)6 03 03 0'.{)6 03 
0' 07-09 04-0' 04-0, 07-09 04-08 - '0 - 06-11 1()'J3 09-23 - - - - - -

- - - - - -- - - - - -
02 I I  - 12 '''' 16 24-28 - - - - - -
03 12-14 06-07 1)·20 17-2) 29-32 - " 08 21-23 22-23 33-35 - - - - - -- - - - - -- - - - - -- - - - - -- '6 09 24-28 24 J6-38 - - - - - -- - - - - -

04-08� - -- - - - - -- - - - - -- - - - - -
09· 1 1 - - - - -

12 17 - - - -- - - - - -- 18-19 '0 29-34 25·26 39-42 
IJ  20 " 3' 27 43 - 21·28 12-16 J6-37 28-29 ...., - - - - - -

14-18 29 " 31-,)9 JO-J2 .. 
'9 30 '8 40-49 33-37 47-$4 

20-55 - - - - -
,..70 - - - - -
71-12 - - - - -
73·80 - - - - -
81·8� - - 50 38 " 

- 31-50 19-.)8 5 1 -75 39-55 ,..70 - 51·80 39-58 76-88 56·68 11-76 - 81·90 59-63 89·91 69-71 " - 9' 64-78 - 72·74 78 - 92 79·88 - 75·94 79-9) 
86 93·95 89-93 92-93 95·96 94-9' 
87 96 94-9. 94 97 96 

- 97 99 "-99 98-99 97-99 - 98 - - - -- - - - - -- 99 - - - -- - - -:........ - -
- - - - - -

88·92 - - - - -
9]·97 - - - - -
98-00 00 00 00 00 00 

Uw o" II. a.t alMl CocIes: This chari is desilned to aid a �er usina thismoduk durinl the post T.A. 16)7 period (aftcr the Great Pique). 11 �an be used todeler-
mine the kK-ation and occumntt of tnCOUnters whtch are not set in a rlRd plate by this PKbFor the Gamcmaslu. If an encounter is rolled that is inappropriate, JUSl reroll 
until an appropriate one ls obtained. Sec the Master NPC Chan, Muter Military Owt and The Master Beasa Chart for details OIl spearl(: encounters. 

The Gamenwcer ihoWd determine the ,roup's kJcI,tion and the appropriatccoiuma and then roD for a pouible encounter. The period of time cowrcd by an mcountu roll is 

either the n.e liven on the �han or the lime it talles the aroup 10 COYCr the �livcn on thc charl, whichever is shoner. I f an encounter roU is las than or equal 10 the 
c::IIuce ., tMouw liven on the chart, a second roU (1· 100) is m.de to determine the nature of the encounter. 

An encounter doo nOi ahuys require a f!&ht or similar activity; a aroup can ., .. oKi or plKate some oflhe above dan,ers .. ith proper action or ,GOd maneuver rolls. This 
chart on ly Jives the Gamcma.Uer a aukk for encounters .. ith unusual or potentially danacrous sites or creatures. 
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(N) - Thoccreatur�are enlircly or primarily noccurnal. l f primarily noc:1urnal (orcs. &ian1S. bats) thcy will appcaronly SO'" or tile tirne: durinl dayliahl hours, and llC'Ver if 
entirely nocturnal. Of course, if you are underlround, these restrictions do not apply . 

• - Specific trap types arc dcscri�d in Section 8.14. Some traps will not � functional due to not �inl aClivated or maintained. For each 20 )'cars(tound down) that ha\'e 

passc:d since the trap was last in use, there is a 1 ,. chance the trap will not take effect whenever it would normally be set  off (due to disuse and no maintenance). Forcxampk. if a 

trap had bc:enOut of use for 200 years there there would bea 10"' ehanee lhata trapwould not 10 orr. Thcrc isalwaysat lcast a 10"", chan<%that a trap will work despite it's age. 

Such a trap still has a chance of loing off every lime that someone hilS the Irigger mechanism (i.e., a trap might not go off when the first person hits the trigger, but it misht still 
10 off laler). The Gamemasler may also wanl to assign a chance that traps arc: nOI activated (i.e., not armed or primed to &0 off). We suggest a 10-20� ehance overall. 

1 - May �Alpine Marmots, Roc Oecr. lynll., Rabbtn, Iled Squirrcls. a.d&m.Stoau. Pine Marteru. Red Foxes, Dop, Wikkals,etc,ortheGM may rcroll or, tde&lly, deter· 
minc thctypcandnumber by rt'fcrri", to aaencni crature li$linl, 5UCh_ IiI£RPchart ST.2 (p. 88-89)or Amu l.ll..,a.w "'weharu 1 1  . .52and 1 1.62.. Whcnrdcrrinl tosuch 
aleneralliscin •• roU once to detnminc iflhe encounter is with an animal or. monst" (c .•.• 01..80 resuhs in ani.mals; 81-00 means monscm). Then roll apin and count down 
from the top of the chart to detcrmine the spcc:irtc type of Crt'ature. Notc that some types (c" " mollSlns from a non·Micknc�anh mythos) may be mappropriate, and another 

I-_ .... ,II!I can � made. 

1 - G�n�ral Folk could be almost anybody but probably not someon� v�ry famous or powerful. The)' might includ� trav�ling m�rchants. un�mployed soldiers, messengers, 
other adventur�rs, etc, See the Master NPC Chart for other possibilities. 

t - Special Ores could include Orc parties I�ad by Ihe Greal Goblin or any of the other NPC's listed in Section 8.13 or 8.23. 

t - Other lkinas Irc usuaJly alone, fre<:tuently po,,",crful and often, bUI not al .. ays. evil. Thcy miaht �wiz.ards, lords. monstm. C1C. ThtGM may reroll or. icteaUy.constTUCt 
an encounter \II"ith a unique &roup or individual, such as a r.,urc of note from the Mastn NPC Cllan�. ___ _ 

1 1 .5 RANDOM FEATURES TABLE 

Cit)' I ... "'ungi 
IAnl Cans Caves MinH 

Structure Passlllgc Passage Passage P ...... 

Nothinl 01 ·20 01·1.5 01·1.5 01·10 

Passaae bends lefl t 21·24 16-20 16-18 l I·n 
Pas.�age bends riaht t 25·28 21·25 19·21 14·16 
Passage slraighl�ns t 29-32 26-30 22-24 17·19 
Passage slopes down t 33·34 3 1 ·34 25·26 20-21 
Passage slopes up t ]5·36 35·36 27-28 22·25 
Passage levels off t 37-38 37·39 29-30 26-28 
Passage Narrows t 39 40 31·32 29 
Passaje Broadens t 40 ., 33·14 30 
Ikad·end t . , 42-45 35·]7 31·36 

InlerS«1ina Passaae 1 42·SI 46->9 38-47 " ... 
Exit to Mountain5ide 1 - 6().<;1 
Exit to Under-dttps ' 49 

liaht Shaft .52·56 62·71 48-49 
Spring PoollWell 57·61 72-74 5()." 5().SI 
Lava pool 62 " ,. 5 1 -54 

StaJn�ell § 63-67 7. S7·S8 " 
Rampwa)' t 68·72 n-81 .59-63 � 
Slide Chute 1 7)·74 ...,;, 
Sltdc Pole 1 " 66-67 

Stream/River t 7. 82 68·70 61-63 
Shafl/Pit t 77 83·84 71-74 "";7 
Minor Chasm t 78·82 8S-87 75·79 68-7] 
Crypt · 83·85 88-92 80 7. 
Forlina-hall • 81 75·76 
Dun,eon · 86·87 82 77 
Minor Armory · 88·90 78 
Guard Post · 91-95 83-85 79 
C .... �rn/GrOI lO • %-97 93·97 86-93 82 
Store·hall • 98 94·98 83·85 
Exca ... ation Chamber ·  86·87 
Quarry · 88-91 
Junction Chamber · .. 92·99 

Special .  99-00 98-00 99-00 00 

spec:me· 
FuturtS 

01·3.5 

36-" 

�I 
62·71 
72·73 

74-78 
79-8) 
84-8' 
86-87 

88·89 
90-93 
94·97 

91-00 

U.of 11th CIw1 .... eo..: Section 8.1 conlaans lhe route maps, showinl t hc princip&e 
passqc:s, rooms. and key locations. Frequently UKd stain:ucs and the UIIVcncc:onn«t· 
in, routes arc also indic:atcd, The route maps do nOC lihOVo' the smaUcr rooms, secondary 
pauaacs, and natural phmomcna. This table tan be UJCd 10 Iklermine the location of 

these HKMs. 
When in Goblin'&ate. a &roup is in oneof four areas: on aCity levc:.l, in the Icc Ca,'es. 

in the Fungi Caves. or in the Mines. In addition, the group is either in a "passage" or al a 
"spcc:irtc feature" (i.e., a room, a hall. a ea�·ern, etc.). These two pi«es of information 
determine whieh column of this table is used. 

The Gamemaster should regularly determine the appropriate column and roll for 

possible features" We suggest a distane� of 200' for each sc:t of rolls in th� Ic� Caves and 

the Fungi Caves and 500' in the other areas. Features should be jenerated until a 
"nothing" or a "direction change" (mark�d with a t) r�sult is obtained. If more than one 

f�ature is obtained, the Gamemaster should distribute their locations uver the length 
OO\'cred by the roll (200' or 500'). C�rtain features will require more than on� roU to 

gen�rate, as specified below. I f some results seem to be inappropriate, ignore them and 
r�roll. 
�: When traveli", alona a pauqc not spccirlCaUy dra.-n on the routc maps, lhe 

PA"'&C IS assumed to proarcg in the last dircctKJn livcn (i.c .• "ratahl. bcndina. slopina, 
Cle.) until a mult indic:alcs that thc direction chanaes " unbl I reaturt liycn on the route 

map': is rCllCbcd. 

Note: This chart aids a Gam�master in d�terminin, what structures and features arc in a 

particular passage. When using this procedure, a GamemasteT should record the random 

struClures which he generates for a section, so that heean r�use them if his characters visit 
sectionsaireadyexplored. Remember that Goblin·aate is so larae, it could never bccom· 
pletely mapped in a dozen modules; thus. this table is inlended as a simulation \II"hkh 
allows a Gam�mast�r to handk Goblin-pte in a FRP environment, 

SpcdaI - When this result is obtained the Gamcmaster can eithn make up and use an 

unusual feature or structure or use a feature not normally round in that area or hc can ii-
note the, I "  and reroll. 

• - These features require further rolls on the appropriate "SPECIFIC FEATURE"col· 
umn until a "nOlhing" result is obtained. 

I - l'ttese features (minor stairwells, ram� ... \'8yS. slide chutes, and s1ktc po'es) usually 

onlYloUp or dOwn 1 or2 bels (Ireat the IceCavcs asthe lGplncl, thcn the 3 City leYels. 
then the Funai Caves. and the Mincsu the bottom levcl), MakcI roll as follo-slodcter-
mine ho,,", far up ordo'4n they 10: 01 -4.5, up one: kYel; 46-90. do .. n one level; 91-96up one: 

kvel and down one kvcl; 97·91 up t .. o levels; 99-OO do .. n t .. o levels. lanore resultS that 

.. ouid resylt in ,OIPI briow the Mines or abo\lc the Jee Caves. 

1 - A second roll is required to d�termin� the direction that an "'intc:rscctin, passage" 
lead: 01-40. left; 41·80. right; 81·00, left and riaht. A roll is also required to determine the 
slope of each passqe: 01·90, le\'d; 91·95, slantina downward; 96-00. slant in, up\ll .... d . 
.. - Whcnevn a junction chamber is encounlered, make a roll as foUows to determine 
ho .. many pauaac$ join in the chamber: 01-3�, three; J6..8S, four; 86-�. IiY�; 96-00. six. 

t - Thcsc:are "direction change"rcsuits, which (along wilh the "nOthing" result) halt the 

reatur� gen�ration pr0ct55 for a gh'en section of passaae, If the passaae heinl tra\'c:rscd is 
on the route maps, ianore Ihese resulu and rerolL 

t - Make a roll to determme the prCKnct of briclan or aqueducts: 01· 20. none:; 21-SO, 
ropcAplank bridse; SI·80. fixed litonearch bridse; 81 ·90, fixed iron bridlC; 91·98.aque· 
duct; 99-00, wooden draw·bridac. The presence of othn features can be determined by 

makin, further roUs unlil a "nothinl"result is obtained: 01 �.5. ROthi",; 46-65, cliff stairs 
up: 66-85, cliff stairs down; 86-90, path to lefl; 91·95, path to riaht; 96-98, path both 
wlYs; 99, ramp down; 00, ramp up. If somcmults semt to be inappropriate, just i&nou 

them Ind reroll. 








