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Development of the Fortress of Amon Sill 
. . 

The accompanying plan is shaded according to the period of construction. Note 
that the plan of EA. 7 onward is essentially the same as thaI of T.A. 1409. 
with the addition of only three lowers. • 

• • •  · .,' 
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The Fortress/Overhead View 
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du!inll. ei'a..0.f ruins (T.A, 1409 10 F.A. 7); 
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Prison Tower (Cellar) 
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Prison Tower (Celiar) 
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Prison Tower (Cellar) 
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Smith's Bastion (Cellar) 
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3.4 THE TOWER OF AMON SOL 
As noted, the Tower of Amon SOl is a huge keep incorporating 

fourteen floors and seven cellars, 70' in diameter and 280' tall, it 
dominates the surrounding fat bess. Attackers who successfully 
seize the outer walls still face a nearly impossible task if they hope 
to take the tower. 

Graceful yet formidable, the Tower of Amon SQI looms like a 
shadowy spectre through the morning mists that cloud 
Weathertop's windy summit. When viewed from afar on a hazy 
or rainy day, the smooth and subtly ornate grey-blue granite spire 
looks like an extension of the tree-eovered mount, Only the glint 
off its tall, coppery roof betrays its presence, Small wonder that 
Men who vied for Eriador prized Amon SOl as the heart of the 
Empty Land. 

THE OUTEll FUTURF.S 

25. Tower Bridge - A40'long, sloping, wooden bridgeconnects the 
TowerGate to the Fortress Yard (Inner Bailey), The 10' section ofthe span 
adjoining the tower is actually a drawbridge. Once across this gangway, 
you pass the three portculli and rwo gates that guard the hallway through 
the 20' thick wall. 

26. Tower Gate - This4' wide.8'tall opening sitsZS'above thebase 
of the tower and about 8' above the level of the fortress yard. 

27. Northern Sally Port - Thetowerhasrwo 2,5'wide.5,S'tallsaily 
ports, They are small apertures guarded by I' thick. steel-clad, two-section 
doors that open at the center, By turning a pair of winches, the defenders 
separate the two halves of the countersprung door. Moving along a track 
in the splayed wall, one section rises into t.heceiling of the opening. while 
the other disappears into the floor. The winches can be joined. syncron­
izing the movement of the door, or pennitted to spin freely. enabling the 
doors to close suddenly. A pair of steel portculli are set into the exitway 
5' and 10' inside the door. Since only one man can negotiate the passage 
at a time. the ports are easy to defend. When the tower garrison wants to 
use them as counterattack points or as emergency escape routes, they 
unfurl a wire or rope ladder and descend 10' to the inner moat 

28. Southern Sally Port - See #27 above, 

29. Seer's Stai r - Formostofthetower's history, only the King, the 
Crown Prince, the High Seer. and the Castle Warden knew of this route 
into the Tower. A secret. spiral stairway. it descends from the Hall of the 
Stone (#106) and winds inside the wall opposite the main chimney. The 
bottom of the stair opens onto a subterranean chamber (#29), Elendil's 
Dome. 

30. Elendil's Dome - Located at the base of the Seer's Stair, some 
140' heneath the surface ofWeathertop. this circular, domed charnber was 
carved by an ancient spring-fed whirlpool. A short. basalt stairway 
descends into a passage on its northern side (#30). Elendil's Cup, a 700' 
deep well. lies at the center of the cave. 

31. Escape Tunnel- This underground passage spirals downward 
in a counterclockwise direction through a water-cut tube. the channel that 
brought the water that cut Elendil's Dome. The tunnel then levels off and 
runs in a noRb-northwesterly direction for 4,900 yards. It exits at the 
Chalice Cave, a beautifully carved Adan delving (ca, SA 21) that 
contains the holy spring known as the Goblet Well. 

THE FIRST LEVEL 
32. Entry Chamber - Inset wall lamps keep the uncarpetedcharn­
ber well-lit. A guard is always posted here, A 7'x7' floor slab just inside 
the door covers a pit trap (#pt), It is medium (-0) to detect. Controlled by 
a lever located on the wall between the ramp and the stair. it will open when 
unlocked and a weight of 100 or more pounds is placed on it. The slab 
spins on a central axle, and it is a very hard (-20) maneuver to avoid being 
cast into the pit. Victims receive a +50 FalVCrush attack and are left 70' 
below in a drainage chamber (that catches cistern runover) where the 
water is 4' deep. 

33. Guard H811- A guard occupiesthe hall. which provides access 
to both sally ports (#s 33a and 33b), 

34. Waiting Hall - Guests await their host's call in this plush 
chamber. Running springwater is available here. 

- -- ---

The FortresslThe Tower 

35. Tower Stair - The spiral stone stair is constnlcted of basalt and 
cuts through the central support. 

36. Stone Ramp - The ramp descends to the FirSlCellar. where it 
opens onto the store lift 

37. Privy - Theshaftsarecopper lined;the seatsarepolished wood, 
Braziers warm the chamber at night. 

THH SECOND L [VEL 
38. Greeting Chamber - The Seer meets guests here. 

39. Guard Chamber - Quarters for the First Degir. 

40. Common Hall - Chamberserves asa minstrel and eating hall, 
as well as the lower assembly area. 

41. Tower Stalr - Opensomo theCommonHall, 

42. Privy - A1l#37. 

THK THIRD LEVEL 
43. Lower Armory - Spears line the walls. Twenty-one upright 
cedar cheSls hold bows and hand arms, Each is locked and hard (·10) to 
open. 

44. Guard Hall - A guard is always posted here, 

45. Guest Chambers - Accommodations forcommon g'uests. 

46. Tower Stair - A1l#35. 

47. Privy - As#37, 

The First Level 
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The Third Level 
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THE FOUItTH LEVEL 

48. Lower Kitchen - Ovenssel in the thick walls can comfortably 
handle meals for 280 men. 

49. Ale Hall- Areaserves a s a minstreland eating haU. Kegsline 
the wall behind the serving bar. 
50. Cook '5 Quarters - Cook and his wife reside here. 

51. Tower Stair - As#35. 

52. Privy - As#37. 

53. Pantry - This tiled chamber slays cool throughout the year. 
Foodstores are kept here. some in copper-lined, slone ice-chests. 

THE FJrfH LEVEL 
54. Upper Store, - A winch hung out ofthe window off the Guard 
Hall enables servants (0 bring in crates and barrels. 

55. Servant' Chambers - Quarte",for20servanlS. 

56. Guard Hall - A guard is always pos.ed here. 

57. Tower Stair - As#35. 

58. Privy - As#37. 

59. Cistern - A hand pump provides a means of fil ling the cistem. 
which provides running water for chambers below. It is filled by pumped 
springwater or filtered runoff from the rain and drains into the cistern 
below the Entry Hall. 

THE SIXTH LEVEL 
60. Middle Armory - Unstrung bowslinethe walls. Seven upright 
cedar chests hold hand arms. Each is locked and very hard (·20)'0 open. 

61. Guard Chambers - Quarte", for theSecond Degir. 

62. Common Room - Chamber serves as the eating and assembly 
arca for the Second Degir. 

63. Tower Stair - As#35. 

64. Privy - As#37. 

THE S EVEI'IITH LEVEL 
65. Common Library - The Common Library is open to the whole 
garrison and any guests. It contains no tomes on magic. but is endowed 
with works on science. language, history and philosophy (placed in 
corresponding sections). 

66. Captain's Chambers- Ooor is hard (-10)'0 uniock. Serves .. 
quaners for a Knight (later Tower Warden). 

67. Guest Quarters - Common guests reside here. 

68. Tower Stair - As#35. 

69. Privy - As#37. 

70. Guard Hall - A guard is always posted here. 

THE EIGHTH LEVEL 
71. Alchemical Hall - Ooorise.belllelyhard(-30)lOunlock. n .. 
chamber contains a fine library. One section. devoted to "Power," is set 
into the basalt central column and guarded by steel and gJass·faced doors. 
each sheer folly (-50) to unlock. These shelves contain one book covering 
each Essence-based spell list (two for each Alchemist Base list). Each 
book has a silver-inlaid lebethron cover and weighs 7 100. Written in 
Quenya, the pages contain symbols which, if read aloud. enable the reader 
to ca�t the spells (regardless of level). The rest of the library covers the 
long, curving, paneled wall, its secLions devoted to each of the elements: 
Air - Manwe's domain, Water - Ulmo's domain. Earth - Aule's 
domain, Light - V arda' s domain, and Fire - Of Arien and others 
(Mellc.or is unmentioned). Large work .ables fill the carpe.ed room, and 
reading benches sit in each comer. 

72. Alchemist', Chambers - Ooor isveryhard(-20).o uniock. The 
Tower Alchemist (nonnally a 14th level Mage/Alchemist). who is charge 
of the Fortress' smithy and annories, resides here. 

73. Sages' Hall - Serves asa meeting.greeting.andeatingarea for 
the Alchemist, the High Seer. and any visiting compatriots. 

74. Tower Stair - As#35. 

75. Privy - As#37. 

76. Guard Hall- A guard is always sta.ioned here. 
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TheFourth Level 
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The Eighth Level 
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The Ninth Level 
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THE N INfH LEVEL 
77. Philosophy Library - Door is hard (·10) to unlock. Library 
contains sections on Warcraft. Diplomacy, Culture, and Legends. 

78. Captain's Chambers - Door is hard (-IO) tounlock. Servesas 
quarters for a Knight and his spouse. 

79. Guest Quarters - lmponant guests reside here. 

80. Tower Slalr - As#35. 

81. Privy - As#37. 

82. Guard Hall - A guard is always on duty here. 

THE TENTH LE\'EL 
83. Science Library - Dooris hard(·IO)tounlock. Librarycontains 
sections on Olvar, Kelvar, Elemenls. and the Shape of the Things. 

84. Guard Chambers - Quarters fortheThird Degir. 

85. Guest Quarters - Very imponant guests reside here. 

86. Tower Slair- As#35. 

87. Privy - As#37. 

88. Guard Hall- A guard is always posirioned here . 

THE ELEVENTH LEVEL 
• 

89. Guard Hall - A sentry is always on watch here. Levers set in 
the wall at the four primary compass points enable him to ring the Seer's 
Bell (#111) and sound the warning of an attack. 

90. Upper Armory - Unstrung bows line the walls. Fourteen 
upright cedar cheslS hold hand arms. Each is very hard (.20) lo open. 

91. Warders' Quarters - Quarters for the elite Stone· warders. 

92. Tower Slalr - As#35. 

93. Privy - As #37. 

• THE TWELFTH LEVEL 
94. Upper Kitchens - Equipped with asmall icehouse. a well and 
pump, and numerous ovens,me Upper Kitchens are as fine as any outside 
Annuminas. 

95. High Hall - The High Hall serves astheHigh Seer' seating hall 
and entertainment area. Tapestries adorn the finely carved, marble-inlaid 
walls. The noor is covered with a mosaic map of the heavens (Menel), 

96. Tower Slair - As#35. 

97. Privy - As#37. 

THE THIRTEENTH LEVEL 
98. Wardens' Chambers - The Castle Warden resides here. His 
door is very hard (-20) to unlock. He keeps 201·300 gp in a small cheSi 
beneath his wardrobe. 

99. King's Chambers - The King resides here on an averageof3-
7 days a year. Only the Castle Warden and the High Seer have keys to the 
room. The steel door is extremely hard (-30) to unlock. lnside, the opuJent 
chamber is equipped with running water and all the accoutrements of a 
royal retreat A set of +25 half-plate annor is stored in a wardrode, which 
is locked and very hard (-20) lo open. A +30 broadsword and. +35 spear 
are kept in the adjoining closet. along with two +25 throw-and return 
daggers and a small chest containing fifty 50gp gems. The closet is 
extremely hard (-30) toopen and is protected by a spring-driven spike trap. 
Failure to unlock the door while fumbling with the mechanism sets off the 
trap. which is cornpri�ed of three sharpened sword-like bars set into the 
door's facing. The bars look like steel trim. but are actually hinged spikes. 
Victims standing at the door receive one 10 two +150 sword attacks. The 
trap is extremely hard (·30) to delect, and is controlled by turning lhe trap 
key counterclockwise. 

100. Tower Slair- As#35. 

101. Privy - As#37. 

102. Seer's Library - Door is extremely hard (-30) to unlock. The 
chamber contains shelves which contain one book on each Mentalism and 
Channeling-based spell list (two for each Seer and Astrologer Base list). 
Each book has a silver-inlaid gold cover and weighs 14 Ibs. Wrilten in 
Quenya. the pages contain symbols which. if verballyexpressed by reader. 
enable him to cast the spells (regardless of level). Other tomes in the 
library cover maps of the heavens. works on star-gazing, etc. 

• 

• 
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The Fourteenth Level 

107 
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THE FOURTEENTH LEVEL (ROOt') 
103. Seer's Chambers - The High Seer resides here. The door is 

.IOcked and very hard (·20) to open. Failure to unlock the door while 
fumbling with the mechanism sets off a trap in the adjoining ceiling area 
(on the landing of #104), The trap, which is hard (-10) to detect, is a 
sharpened steel pon.cullis set two feet away from the door. It has spiked 
tips and blades protruding from the grill that face the door. If it descends, 
it gives victims one to two +50 spear attacks plus one to five + 100 short 
sword auacks. The trap is extremely hard (-30) to avoid_ Only the lever 
located inside and to the left of the door into the chambers can raise or 
lower the portcullis, and only the lever and door's lock can set or unlease 
the trap. 
104_ Tower Siair - As#35. 

105, Privy - As #37. 
106, Hall urlhe Slone - Alsoknownas theChamberof thePalantfr, 
this room is devoted to the Master-stone of the North. The Seer's Stair 
(#29) connects the chamber with the secret tunnel beneath Weathertop 
(#31). 
107, Window Walk - A sentry is always on watch here. Levers set 
in the wall at the four primary compass points enable him taring the Seer's 
Bell (# III) and sound the warning of an attack. 

THITuRRETS 
lOS. West Turret - Watch positions are located in the lower two 
levels of the turret, while stairwells fill the turret's upper two levels. 
109. North Turret - Stairwells are located in the lower two levels of 
the turret. while watch positions fill the turret's upper two levels. 
110. East Turret - The Bell-master's lodgings are in the Jowertwo 
levels of the (Urret, while his control chamber is located above. Above 
thai. on the turrer's fourth and uppennost level. is a watch area. A ladder 
conrlCCIS the levels. From the latter room, he can control Ihe Seer's Bell 
using a series of bell·pulls. each of which is anached 10 a steel cable 
mechanism. 
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Ill. South Turret- Watch positions are located in the upper- and 
lowermost levels of the turret, while stairwells fill the turret' s two central 
levels. 

THE Bf.! J. AND BUCON 
112. Seer's Bell - The Seer'sBell isa huge, stationary, silver-inlaid 
steel dome. Located in a room below the beacon, it is covered by movable 
copper sheathing, whkh is pCi Iiteated by capped vents. The bell is covered 
in a frieze depicting the story ofNumenor. the Downfall. and the founding 
of Amor. Seven different clappers enable the Bell-masterto vary the tone 
of the device. One. the warning clapper, can be controlled by the levers 
on the Window Walk (#89), in the Castle Warden's chambelS (#98), and 
the Seer's Chambels (#103), as well as the Bell-master's pull. (!be Bell­
master's room is in the East Turret. #110.) 

1l3. Great Beacon - Seven lamps, arrayed in an arc depicting the 
seven stars of Arnor, comprise the beacon. Its glow can be seen as far as 
200 miles away. Set in a rotating steel and glass housing, the beacon is 
located beneath the upper part of the copper-coverroof. A winch controls 
the surrounding roof sections, which slide down and over the roof area 
below whenever the beacon is in use. The conb"ols are located along the 
Beacon-master's walk. which surrounds the lamp. 
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4.0 THE GAR RISON 
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Weathertop was always a royal property of the King of Amor. 
Naturally, the lords of Arthedain, Cardolan, and Rhudaur also 
envisioned it as a crown possession. Even in his heyday (T.A. 861· 
I I (0), however, the Lord ofRhudaur never supplied more than one 
seven·man unit for the defense of the citadel. Rhudauroften shared 
the fortress in name only. 

No force independent of the King(s) who held sway over the hill 
ever served as the garrison of the fortress, Therefore, the units 
assigned to Weathertop followed a relatively constant panern. 
Their numbers and organization rarely varied. 
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4.1 ARNOR'SGARRISON 
FromT.A. 49 until T.A. 861 the fortress was guarded by aninety­

man Naudeg (pI. "Naudig"), one of twenty-one such units in the 
Dagarim Aran (S. "Royal Anny"). The Naudeg was divided into 
nine ten-man Digfr (sing. "Degir"). An essentially independent 
force, it was a flexible combination of foot- and horse-soldiers, 
including three cavalry and six infantry Digfr. 

Each Degir consisted of a Royal Knight (S. "Aroquen") and ten 
line Warriors (S. "Ohtari"). An Elder Knight (S. "Aroquen laur") 
served as the commander of the entire Naudeg and the. First 
Captain of the fortress. Only the High Seer and the Castle Warden 
outranked him. The other Knights comprised the lesser Captains. 

The Warden of the Castle commanded the elite Degir known as 
the Stone-warders. They fonned the High Seer's guard, but no 
more three ever left the Tower at a give time. Few Amorian 
Warriors matched their experience, tenacity, or strength of arms. 

Four infantry Digfr, including the Stone-warders, resided in the 
Tower. Their Knights supervised three groups of three Warriors, 
each of which worked four hour shifts. Thus, a soldier was on 
station for four hours and then off for eight. This pallem kept the 
Men fresh. 

The first Tower Degir was responsible for guarding the lower 
three levels of the spire, so their sleeping quarters were located in 
the Guard Chamber on the Second Level (#39). One man from this 
unit was always on duty in the Entry Chamber (#32) and the lower 
Guard Halls (#s 33 and 44). A second Degir resided in the Guard 
Chamber on the Sixth Level (#6la) and its three-man shifts were 
deployed in the Guard Halls on theFifth, Sixth, and Seventh Levels 
(#s 56, 61 b, and 70). The third Tower Degir lived in the chambers 
on the Tenth Level (#84) and a guard from this unit was always 
stationed in the Guard Halls on Levels Eight. Nine, and Ten (#s 76, 
82, and 88). Stone-warders made their homes in the Guard 
Quarters of the Eleventh Level (#91). They patroled the turrets and 
upper levels, although their most important task was safeguarding 
the Palantfr. One of theirnumberwas always on the Window Walk 
(#89) of the Eleventh Level and another was always positioned 
inside the Hall of the Stone (# I 06). The third Stone-warder in any 
given sjlift was responsible for the Seer's Bell and the Great 
Beacon (#s I I I  and 112). 

The two cavalry Degir lodged in the Knights' Stables (#24). 
Each provided a three-man detachment for mounted patrols out­
side the fortress. Off-duty Warriors spent part of their time caring 
for their horses, of which their were sixty (two for each horseman), 
as well as the two steeds reserved for the High Seer, the Warden, 
and each of the two infantry Captains. 

Arnon Sal's outer defenses housed three infantry Digfr. One 
unit, commanded by the Knight who acted as Second Captain, 
stayed in the Prison Tower (#21). Another Degir, which was led 
by the Third Captain, resided in the East Watch (#19). Ohtar's 
Tower(#12) and the Prince's Tower (#15) accommodated the third 
Degir. 

Since they were part of the Royal Army, the garrison wore the 
King's Livery: black armor and a black surcoat. Amorian horse­
men wore half-plate armor, while the footsoldiers wore mail. 
Seven six-pointed, white stars and a white crown adorned the chest 
of their surcoat, their cloaks, and their black-faced shields. Two 
black pi urnes sprouted from the sides of their black steel helms, and 
their swords, spears, and bows were accented in white, silver, or 
black trim, depending on their Degir. 

4.2 ARTHEDAIN'SGARRISON 
As the most direct heirs to Arnor's traditions, the garrison 

maintained by Arthedain between T.A. 861 and T.A. 1409 re-
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sembled the original Amorian Naudeg. During brief periods of 
manial strife between Anhedain and its sister states (e.g., T.A. 
950-1029. 1100-1110, and 1349-50), Arthedain held complete 
control of the tower and assigned two Naudig to the fortress. 

The nine additional Dig!r that comprised the second Naudeg 
lived outside the Tower. Four units barracked in Arancil's Tower 
(#6), the Midge Watch (#4), Whistler's Bastion (#2), and Elendil's 
Watch (#9). The three cavalry Dig!r stayed in the crowded 
Knights' Stables (#24). Both of the other infantry units replaced 
the Digfr assigned to the Prison Tower (#21) and the East Watch 
(#19). men who were moved into lodgings in the cellars of the 
Tower. 

NOTE: The Royal Army livery of Arthedain resembled that 
of Arnor, except that there was 110 white crown in the King's 
symbol. By T A. 861, evelllhe horsemen and Knights wore 
mail instead of half-plate. 

4.3 CARDOLAN'SGARRISON 
In T.A. 861, King Thorondur of Cardolan assigned a Curim (S. 

"Company") of fifty elite Warriors to Amon Sal. Commanded by 
his younger son, Prince Thoronion, it was organized into seven 
units (S. "Rhfvyn") of seven soldiers. This contingent joined the 
loo-man Arthadan garrison, as well as the seven Knights sent by 
the King of Rhudaur. 

Four Cardolani Rhfvyn (sing. "Rhivun") stayed in the Tower 
and were stationed as in two pairs in the Guard Chambers on the 
Tenth Level (#84), forcing the third Arthadan Degir to quarter 
outside the spire, in Elendil's Watch (#9) The other three Rhfvyn 
occupied the outer defenses: Arancil's Tower (#6), the Midge 
Watch (#4), and WhisUer's Bastion (#2). 

Prince Thoronion received the newly-conceived title of Tower 
Warden. making him answerable only to theCasUe Warden. Later, 
the two Dunadan forces rotated these commands. Thus, a Cardol­
ani CasUe Warden was occasionally in direct command of the 
Arthadan Degir that acted as the Stone-warders, while at the same 
time a Knight from Anhedain oversaw the Curim from Cardolan. 

Cardolani infantry wore silver-colored chain shirts. Their deep 
purple shields and surcoats were trimmed in silver and emblazoned 
with the symbol of Cardolan: a hill surrounded by seven, six­
pointed stars arranged in circle. 

4.4 THE MEN FROM RHUDAUR 
The seven Knights that periodically represented Rhudaur be­

tween T.A. 861 and 1349 were the sons of prominent Dunadan 
Lords. Each hailed from a different part of the East Wood. Led by 
the Knight-son of the Prince of Rhudaur, who usually resided at 
Cameth Brin, they lived as a group in the Knights' Stables (#24). 

Their armor, clothing, and equipment varied, although all of the 
Knights carried a coppery-colored shield bearing the Rhudaur's 
emblem: a silver tree surrounded by seven, silver, six-pointed 
stars. 

4.5 THE OTHER OCCUPANTS 
A large number of dependents, servants, and craftsmen live on 

Amon SOl, although their numbers fluctuate throughout the mid­
Third Age. Nonnally. about seventy people call the fortress their 
home, but from T.A. 1349 through T.A. 1409 the civilian popula­
tion swelled to between one hundred and fony and two hundred 
and ten people. Numerous wooden outbuildings appeared in the 
fortress yard. Affixed to the inside of the inner curtain wall, they 
fonned a small town within the citadel. 
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5.0 ADVENTURES 
The Fortress of Amon sal invites adventure. Set on the wind­

swept mount that rises at the very end of the Weather Hills, the 
citadel'S dramatic location and strategic nature lend it an air of 
excitement and intrigue. At times, the site served as a revered 
center and symbol for a great kingdom, a critical prize on the 
frontier of an ever-changing civil war, a bulwark against the awful 
Witch-king, a ruin full of legends and magic, and a magnificent 
royal hold in the reunited and rejuvenated realm of Arnor. 

5.1 EARLY ADVENTURES 
From S.A. 3320 until T.A. 861, Weathertop rose from the center 

of the Kingdom of Arnor. Adventures during this era fall into two 
categories; those set prior to end of the Second Age, and those 
talc:ing place in the early Third Age. 

LATE SECONt> AGE ADVENTURES 
Late Second Age adventures revolve around the war with 

Sauron. The citadel (which was only the Tower until T.A. 3428) 
held tremendous import for the Dlinadan. 

- The Castle Warden is an agent of the Dark Lord. He has been 
spying on Palarcam, the High Seer, and he is plotting to murder 
the great lord. Orbragol, the Second Captain of the guard and an 
acquaintance of one of the PCs, suspects that something is 
amiss, but he is afraid to act in the face of his commander. 

- A group of Knights in league with Sauron hope to steal the 
Palantlr. The PCs, who are visiting the Tower, overhear their 
plan. 

EARLVTHIRD AGE ADVENTURES 
The early Third Age was a relatively peaceful period, for Sauron 

had yet to reappear in Endor. Arnor, although declining, was still 
unified and secure. (By this time the inner curtain wall has been 
added to the Tower.) 

- A Knight, Roclirion, has been killed. He was found in the privy 
(#97) by the Upper Kitchen, his hair specked with flour and an 
arrow in his chest. Two servants have been arrested, but two of 
the PCs are under suspicion, for the arrow came into the tower 
with the party. The murderer is actually another Knight, Forodil 
(room at #66), a man who is control of a group of renegade 
soldiers from the Tower that prey on travelers along the Great 
East Road. His cohort, the chief cook named L6thand (room at 
#23), smuggles the booty out of the Tower in flour sacks. 
(L6thand and Forodil killed Roclirion in the Cook's Tower 
[#23) after he discovered their plot.) 

- Four Warriors from the Stone-warders plan to steal the High 
Seer's treasure (in #1 03) and place the blame on thePCs, but one 
of the PCs spots a Warder placing incriminating evidence in the 

PCs' guest chambers (room at #79). 

5.2 ADVENTURESAMIDSTWAR 
The period from T.A. 861 until T.A. 1409 was a time of 

tremendous turmoil in the North. As Arthedain, Cardolan, and 
Rhudaur (and later the Witch-king) vied for control of Amon Sal, 
the fate of the Fortress was often in question. 
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- The Cardolani Warriors plan to seize the Fortress from the 
Men of Arthedain. Their leader, the Tower Warden narned 
Caraglin, has persuaded the High Seer that the change will be 
"in his best interests," and Caraglin has convinced the seven 
Knights from Rhudaur to begin the talc:eover by capturing the 
Castle Warden (Aradil). One of the Rhudauran Knights knows 
the PCs and has cautioned them to stay clear of the fighting. 

- The Fortress is besieged by the forces ofRhudaur andAngmar. 
The outer defenses have fallen, and only the Tower remains in 
friendly hands. Unfonunately, a box containing important 
papers remains tucked beneath a bed in the Prince's Tower 
(#15). The PCs are entrusted with a mission to recover the box. 
Using the Southern Sally Port (#28), they must cross the yard 
and somehow make their way to the bed and back. (Knights 
from Rhudaur guard the Prince's Tower.) 

5.3 JOURNEYSTO THE 
Adventures during the period from T.A. 1409 to F.A. 9 tran­

spire in an era when Weathertop was a lonely outpost on the edge 
of the wild. A ruin, the fortress site comprised no more than an 
inviting but modest grassy clearing atop an otherwise wooded and 
rugged height. Wild beasts and DOnadan Rangers served as the 
only guests, although the ruin's proximity to the Great East Road 
and exceptional heritage prompt an ocassional visitor to investi­
gate the area or make camp in the storied foundations. 

- Agrog, the Half-troll Warlord of Mount Gram, has assembled 
a group of Uruks. Their mission is to hunt down and slay or 
capture the Rangers of the North. The ten elite Orcs, led by 
Uftog, are camped on Weathertop. They plan to ambush a 
Dtinadan Ranger. As it happens, the PCs get there first. 

- It's T.A. 1640 and a band of Eriadorans displaced by the 
Plague has talc:en up residence amidst the ruins. Preying on the 
meager traffic along the nearby road, they recently murdered 
a group of Hobbits migrating westward into the Shire. The 
owners of the inn west of the Chetwood (near Bree) know of a 
reward for the capture or slaying of the brigands. 

- The PCs acquire a map detailing the Seer's Stair (note #29 and 
j-I). It indicates that there are tunnels beneath the ruins. 
Writing on the map speaks of a treasure left in the legendary 
Goblet Well during the retreatfiom the FOltress in T.A. 1 409. 
(See Section 3.2.) 

5.4 FOURTHAGE ADVENTURES 
After the reconstruction of the fortress in the early Fourth Age 

(F.A. 7-9), Amon sal once again became the home of Arnor's 
High Seer. 

- Arisiel, the young wife of En calion (the High Seer), is in love 
with Third Captain of the Fortress. The two lovers plan to 
murder Encalion in the Hall of the Stone (#106). 

- The PCs know that a Knight (but not who) in the FOIttess is 
actually a spy in the service of King ltana Ovon of Khand. 
Hoping to avenge the death of his sons at the hands of the 
Dtinedain in the War of the Ring, ltana has ordered his Knight 
(Baleam) to set fire to the Fortress. (Balcam hopes to use 
combustible flour in the kitchens and the mill as a way of 
setting off explosions.) 
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6 . 0  M A STE R G A R R I S O N  TA B LE 
The following abbreviat ions are used below: Lv I=Level; H j Is=Concussion Hits; AT=AnnorType; DB=Defensive Bonu s: S h=Shield; Gr=Greavts; 08=Qffensive Bonus; 
MovM=Movemenl and Maneuver Boous. 

AT - Two letter codes give the character/creature's MERP annor type: No=No Annor; SL=Sofl Leather; RL=Rigid Leather; Ch=Chain: PI=Plalc. The number is 
theequi valent R 0 I � ma sl e r annor I ype: 1 =N 0 Annor: 2=Robes; 3=Soft Hide (asskin): 4= Heavy Hide (as sk in); 5= Leather Jerkin; 6=Lealher J erk in and Greaves: 7 =Leather 
Coal: 8=Reinforced Leather Coal; 9=Leather Breastplate: HFLeather Breastplate and Greaves; 1 I=Half-hide Plate (as skin); 1 2=Full-hide Plate (as skin); 1 3=Chain 
Shirt; 14=Chain Chir1 and Greaves; 15=Chain Mail Suil; 16=Chain Hauberk; 17=Melal Breastpl;de: 1 8;Meatl Breastplate and Greaves: I9=HaJf-platc: 20=Fuil Plate. 

Weapons - Weapon abbreviulions follow the OBs: ba=baltJc axe: �bola.: bs=broadsword: c1=club; cp=composite bow; da�agger; fa=falchion; ha:o::hand axe; 
hb=halbard: hcb=heavy crossbow: ja-javehn: 1b=longbow: Ich=lighl crossbow; ma=mace: ml=rnounted lance; pa=pole ann; qs=qu anerslaff: ro=rock (Rock =F alVCrush 
BU3Ck); sb=shmt (or horse) bow; sc=scimitar; sl=sling; sp=spcar; ss=shortsword: th=two·handsword; tS=lhrowing slar: wh=whip; wh=warhammer, wm=warmatlock. 

DB, Sh. Gr - Defensive bonuses include stats and shield. Shield references include quality bonus (e.g .. "Y I{)" means "yes. a +10 shield."). "A" and " L" indicate 
ann and leg greaves respectively. Parenthetical references indicate some equivalent covering. 

Animal Attacks - Animal attacks are denoted by an DB followed by three letters. The first letler indicates the size of the attack: T Tiny; S=Small: M=Medium: 
L=Large; and H=Huge. The second and third lellcrsre(eTiothe allack: type: Ba=Bash; Bi=Bitc; CI=Claw; Cr=Crush: Gr=Grapple: Ho=Hom: Pi=Pincher/Beak: Ti=Tiny 
Teeth & Claws; TS=Trample/Slomp; SI=Stinger. 

Notes - Speli lisis are denoted by three numbers (e.g., 1M). The first number refers to lists known to 5th lvi, the second 10 lists known to 10th Ivl. and the third 
10 lists known to 20th Ivl. ParcntheticaJ notes indicate equivalent or approximate profession. 

Prim. Sec. Mov 

Name Race Lvi Hits AT DB Sh Gr OB OB M Notes 

ARNOR'S GARRISON (S.A. 3320 TO T.A. 861 )  
Wardens Dunadan 15 1 60  PI/19 50 Y I 5  (AIL) 155bs 150sp 1 0 Warriors. 1 /-1-. 

Captains Dunadan I I 135 PI/1 9  45 YIO (AIL) 140bs 1 35sp 10 Warriors. 
Horsemen Ounadan 6 105 ChlI5 40 Y5 (AIL) I IOmI 93sp 10 Warriors. 
Stone-warders Ounada" 7 100 Chl15 45 Y I O  (AIL) 1 1 5ss 1000p 10 Warriors. 

Foolsoldiers Dunadan 5 85 ChlI4 40 Y5 L 90ss 95cp 10 Warriors. 

ARTHEDAlN'S GARRISON (T.A. 861 ro T.A. 1 409) 
Wardens Diinadan 1 3  150 PI/19 45 Y I O  (AIL) I SObs 145sp 10 Warriors. 1 /-1-. 

Captains Dunadan 10 130 ChlI5 45 Y5 (AIL) 1 30bs 1 35sp 1 5  Warriors. 
Horsemen Ounada" 6 100 ChlI 4  40 Y5 L 105ml 88sp 10 Warriors. 
Slone-warders Dunadan 6 1 00  ChI I 5 45 Y IO (AIL) I lOss 93cp 10 Warriors. 
FoolSOldiers Dunadan 4 75 ChlI3 40 Y5 N 92ss 82cp 10 Warriors. 

CARDOLAN'S GARRISON (T.A. 861 ro T.A. 1409) 
Wardens Ounadan 1 4 155 PV I9 50 Y IO (AIL) 1 55bs 145sp 1 0 Warriors. 1 /-/1 .  

Captains Ounadan 1 0  130 ChlI5 45 Y5 (AIL) 130bs 135sp 1 5 Warriors. 

Warriors Ounadan 5 80 Chl13 40 Y5 N 100" 90cp 10 Warriors. 

RHUDAUR'S CONTINGENT (T.A. 861 ro T.A. 1 349) 
Knights Dunadan 10 135 Ch/ l 5  50 Y I O  (AIL) I 35bs 135sp 1 5  Waniors. 

ARNOR'S GARRISON (FOURTH AGE) 
Wardens Dunadan 1 2  140 PI/19 45 Y IO (AIL) 140bs 1 25sp 10 Warriors. 
Knights Dunadan 9 125 ChlI5 45 Y5 (AIL) 1 30bs 1 20sp 15 Warriors. 
Horsemen Ounadan 6 95 Ch/l4 35 Y L 105bs 93sp 10 Warriors. 
Stone-warders Ounadan 6 1 00  Ch/l4 45 Y5 L 105ss 88cp 10 Warriors. 
Foolsoldiers Dunadan 3 65 ChlI3 30 Y N 79sp 54cp 1 0 Warriors. 

HIGH SEER'S STAFF 
High Seers Dunadan 25 73 No{2 50 N N 70ss 25da 1 0  Bard/Seers. -15/ 1 7. 
Seers/Astrolgs. Ounadan 14 50 No{2 30 N N 55qs 1 5da 5 Bard/Seers. -nIa. 
AJchemisb Ounadan 1 0  40 No/ l 1 5  N N 35wh 20da 1 5  Mage/Alchs. -/1 71-. 
Apprentices Dunadan 4 22 No/l 1 5  N N 20da -25 1 5  Bard/Scers. -/6/-. 

CRAFTSMEN & SERVANTS 
Cooks Eriadoran 3 45 Noll 1 0 N N 60ha 35da 10 (Warriors). 
Smiths Eriadoran 4 50 SU6 1 5 N A 75wh 65sp 1 5 (Warriors). 
Anisans Eriadoran 3 40 SU5 1 5  N N 55wh 30da 1 5 (Warriors). 
Servants Eriadoran 2 20 No/! 5 N N 35sp IOda 5 (Warriors). 

VISITORS TO THE RUINS (T.A. 1409 ro F.A. 9) 
Rangers Dunadan 10 105 Ch/l4 60 Y I O  A 90bs 85cp 1 5 Rangers. -/3/1 .  

Bandits Eriadoran 3 55 RI..I9 40 Y N 65ha 60Ib 1 5  Scouts/Rogues. 
Angmar's Orcs Orch 2 45 SL/7 20 Y L 40sc 30sb 0 Warriors. 
Agrog's Orcs Orch 7 80 Ch/I3 35 Y5 (AIL) lOOfa 80cp 1 0  Scouts!Rogues. 2/-1-. 




