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2.0 INTRODUCTION 
ICE chose a period from 1600 to 1100 T.A. for the approximate date of 
Middle-carth packages. This date was chosen with a variety of factors con
cerning the history of Western Middle-earth in mind. We feel that the era 
chosen creates many interesting possibilities for adventure while 
simultaneously recreating some of the glories of lhe Third Age at their 
height. In Gondor, travellers may see the fair city of Minas hhi! bcf orc it 
became Minas Morgul. and in the North adventurers may see the town of 

Tharbad or the beauty of Fornost, the King's Norbury. Dwarveu players 
may turn their I.'yes from the monuments of men and walk among rhe splen
dors of Khazad-dum before it fell into the shadow. 

The cra is not wholly alien to those familiar with Middle-earth at the time 
of the War of the Ring. The hobbits have lived in the Shire for a hundred 
years. and the barrow downs are haunted. An innkeeper named Bulterbur 
entertains his guests in the ancient town of Bree, like his'father before him. 
Isengard, however, is wi7..ardless, and no riders of the Mark dwell in the 
land of Rohan. 

The very cmptiness of Eriador recalls the land at the time of the War of 
the Ring; the plague ofT.A. 1636 left many towns standins empty. Eriador 
has become a no man's land to tempt the adventurous. The North lies under 
the evil shadow of Angmar. something that must always be reckoned wilh. 
AI the same time. they have the relative security of the Northern Kingdom 
of Arthedain to rctreat toand acause to strive for - if they so wish. This era 
presents a pleasant balance of the powers of good and evil, and adventure 
and safety. The players can fight evil powers, but they are nOI pressured to 
do so; the fall of the Northern Kingdom still lies far in the future. 

Another advantage of this period is that it allows players to advcnture 
upon the Middle-earth that they know and love without substantially alter
ing the history of the War of the Ring. It also gives the gamemaster the op· 
port unity of changing the history of the North Kingdom if he so desires; 
Arthedain may stand or fall depending upon the actions of the player 
characters. 
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2.1 BACKGROUND 
"II ;s ever so with the things thai men begin: there is a frost in Spring or a 
blight in Summer, and they fail of their promise" (LoIR /If, p. 182). 

Elcndil amJ his heirs arranged two kingdoms when they came 10 Middle
earth from Numenor; Gondar in the South, and ArnOT in the North. Both 
were fair and prosperous kingdoms at the beginning of the Third Age. At 
this time the history of the two kingdoms parted; the star of Gondor rose, 
bUI thai of Arnor fell into darkness. 

Two forces brought the destruction of the North Kingdom. The first was 
the waning of the Dunedain who dwelt in Arnor. The second, and far 
greater was the shadow that came from the land of Angmar. The men of Ar
nor withstood the evil power of the Witch King for six long centuries, a 
tribute to the strength and power of the DUlledain of the North. 

Arnor had suffered comparatively little in the war against Sauron at the 
l'ondusion of the Second Age, and the kingdom should have prospered. 
Although the nllmbers of the Dunedain had been reduccd, they were still 
great. The climate of Arnor was mild and thc land was fertile and free of 
enemies. For a few hundred years matters went well, but the air of 
Eriador seemed unwholesome for the descendants of Numenor. ArnOT feU 
into decline long before the land held any whisper of the shadow of 
Angmar. For reasons unknown the Dunedain abandoned their capital of 
Annuminas upon the shores of Lake Ncnnuial, and withdrew to the lesser 
fonress city of Fornost. 

The kingdom of Arnor was doomed to"3 frost in Spring, and a blight in 
Summer. "The heirs of the kingdom could no longer agree on the sueeesson 
to the throne of Arnor in the nilllh centuryoftheThird Age. In T.A. 861 the 
strength of the northern realm was divided into three kingdoms: Cardolan, 
Rhudaur. and Arthedain. The Quarreling continued; Rhudaur and Car
dolan contested the possession of the tower of Amon Sui and its Palantir. 
The watch on evil slept in the north; men turned inwards and concerned 
themselves with their own affairs. The rumours of evil multiplying in the 
mountains did not interest them: for Arthedain and Cardolan at least. the 
mountains were a long way ofr. None gave their attention to the unpromis· 
ing valley in a northern fork of the Misty Mountains. 

The Witch King arose in Angmar during the realm of Malvegil of Arthe
dain. some time between T .A. 1272-1349. Men betame aware of Ihe growing 
evil in the mountains, but Angmar was stin preparing its power. No assaults 
on the Dunedain came until Argelcb. the son of Malvegil. assumed the 
throne. 

The next sixty years were dark ones for the Dunedain of the North. The 
Ounedain of Rhudaur were driven out by evil hillmen in league with 
Angmar and Argeleb was slain in bailie. Together Arthedain and Cardolan 
held the Weather Hills against Angmar. In 1409 T.A. the Witch King of 
Angmar released his deadliest assault. Amon SuI was raised and burned 
and the Dunedain were forced to nee westward. Cardolan was laid to waste. 
Help came to the Dunedain from the Elves of the Grey Havens. Rivendell, 
and Lorien. The armies of Angmar were repelled from Fornos! and the 
Norh Downs, and forced to withdraw to Angmar. The shadow of the North 
was contained for a time. 

2.2 ANGMAR 
The land of Angmar is one of the grimmest places in all of Middle-earth. It 
is not black and twisted like Mordor. but heartbreakingly cold and barren. 
It lies in a northern fork in the Western Misty Mountains, and in the Eastern 
Misty Mountains. Little activity is centered upon the barren plain between 
the fork in the mountains; the border guard of men is set in the rolling hills 
upon the edge of the low plateau. These men watch the long border road 
lhat runs from Carn Dum to the southern tip of Allgmar. The orcs prefer 
the safety oflhe tunnels in the mountains. In the East the Witch King has no 
border guard; the mountains bar entry into Angmar from that direction, 
except to those who know the orcish tunnels. 
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i./>(; 1.00-1700 

Mlip lit - Third Age 1600-1700 

1 Arthedain, 2 AngOlar, 3 No Man's Land (Rhudaur), 4 Cardolan. 5 Gon

dar, 6 Harondor. 7 Umbar. Cardolan is no longer a viable kingdom. and 

Harondor is contestC'd by Gondor and the Corsairs of Umbar. 

3.0 ANGMAR: THE LAND 
AND CLIMATE 

3.1 THE LAND 
Angmar encompasses an area which stretches from the mountain citadel of 

Carn Dflm in the north and west, to the edge of the Gundalok shelf in the 

cast, and along the southern face of the Misty Mountains' great northern 

spur [0 [he south. Within this region is extremely rugged terrain. The Misty 

Mountains�grcal grey�brown peaks define the northern and southern walls 

and act to t"u t the huge western vale (Angmar Valley) off from the eastern 

plateau which gives birth to much of the Anduin headwaters. Broken hills 

arc strung across the gap which is the mouth of the Angmar Valley. 

The mountains of Angmar vary in height and composition. The tallest 

peak is Mount Gundahad (12,985), a great grey spire which formed the 

western pillar of the gap between the Misty Mountains and the nearby Grey 

Mountains. Carn Dum rises but 9,630 feet, but appears much higher 10 its 

relath'cJy isolaled position al the northernmost tipof the range. Most of the 

OIher mountains in Ihis region reach 8�1O.OOO feel in heigh!. 

While the majority of the upliFt is grey�brown in coloration, Carn DOm is 
rt:ddish in appearance. This is likely due 10 a protrusion of red igneous rock, 

such as andacite prophyry. Glacial shaping is most apparent in the northern 

reaches of the Misty Mountains, and accounts for the numerous sharply 

edged peaks; it also exposes igneous formations. 

The Angmar Valley rises as one travels eastward from ils mOUlh. 

Nonetheless, the elevation along the mountain face in the east is but ),000 

fee[, and [he peaks risc precipitollsly from the barren plain, This suddcn rise 

is found nowhere else on the western sidc of the range. Generally, rolling 

hills mark a much more gradual transition . On the eastern side of the Misty 

Mountains the change is much more spectacular. The upper Anduin valley 

is bordered by greal walls of stone which suddenly burst frolll the land. In 

Illany placcs the drop is as much as 8,000 feCi in fivc milcs. Only the Ciun� 

dalok shelf interrupts this marked uplift. The narrow plateau sits some 400 
feel above (he neighboring valley and acts as a giant 'step' toward morc 

ominous highlands. 

Tundra lies norlh of Ihe Misty Mounlains, and cool, grassy plains form 

the expanse 10 the weSI. Rugged, wooded hills and breaks extend southward 

from Ihe spur (Ellen moor. Cold fells, and the Trollshaws). 

3.2 THE WATER 
Angmar itself has no great waterways. Streams abound, as do ponds, but 

no rivers of note now through the main valley. The territories to the south 

and east claim most of the glacial runoff, and arc known as the source of a 
number of great rivers. 

Glaciers reside in mOst vales in the higher reaches of the Misty Moun� 

tains. Their runoff conlributes 10 the region's reputation as a watershed. 

Numerous alpine lakes and streams are found throughout the range. Note 

that most of the water follows the courses cut by ancient glacial activity. 
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3.3 THE CLIMATE 
The following is a summary of the regional weather trends in the Angmar 

area. Since Ihe Duncdain of Arthcdain UIi1i7-C Sindarin labels for their 

months. and theirs is the dominam calendar, we have chosen the Grey-el\'cn 

names as the standard. 
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4.0 THE FLORA AND 
FAUNA OF ANGMAR 
The nora of Angmar ranges from lhe lichens and grasses of the tundra, to 

Ihe scrub pine of the taiga 10 the great lall forests of pine that cover the 

slopes of ils sOUlhcrn mountains. Planrs vary with Ihe terrain; the plateau is 

barren and rocky. and mainly covered with forests of scrub pine. These give 

way to marc substantial forest towards the southern borders. The bordcr 

hills of the south are also covered with patches of dark forests, sources of 

dread to the villages of A1lgmar. Further 10 the north the trccs covering thc 

hills become smaller and patchier; the vicinity of Cam Dum is almost en

tirely tundra. 

Wolves arc the most feared animals of Angmar. Some have been tamed 

and serve the Witch King, but others eal whatever they desire. They range 
all over Angmar from the tundra to the great forests. The wolves feast on a 

variet y of ani mals. In the forest, they prey on the la rge deer that roam there. 

They leave the bears in peace, howcver. Further north, the wolves are 

forced to go aher smaller game, such as rabbits and Olher ground rodents. 

and unprotected or weak reindeer. 

The high mountain crags are the only place that do nOI harbor wolves. 

Mountain goals, large and small rule these nooks. These animals also pro

vide an occasional tasty meal for a dragon or giant. 

4.1 A TROLL HOLE 
Trolls havc lately made their appearance in the no man's land. They are a 

threat to travellers, and occasion:.llly raid outlying villages for livestock, or 

sOlllctimt:s attack a patrol of the men of Angmar . As a result of this, there 

have been very few night patrols recently. 

A troll hole can be found in any desolate hilly region where the monsters 

can have access to a cave, and a fairly good supply of food. The holc is an 

unpleasant place with little to rccommend il. I t  is generally in a cave in the 

side of a hill or mountain covcred by a thick, heavy iron hound door. Others 

may be an abandoned, stone building in a descrted town, or any place that 

provides shelter from the sun. The interior is filled with an indescribably 

unpleasant smell. There are ticks, neas and lice - regardless of the season. 

The place is 100 inhospitable for rats. Often there are moldy piles uf hed

ding and shelvcs on the walls or in alcoves. Thesc shelves fall into two 

categories, the favorite bcing thc cooking shelf. It usually contains a three· 

dwarf. two-man, several hobbit capacity iron cauldron, (for boiling). 

There might also be two long spits (for roasting), and several long sharp 

carving knives (for mincing). In addition, there will probably be some strips 

of broad, coarse cloth which is less frcqucntly used (for jelly). There is no 

indoor heart h, so trollsdo their barbecuing outdoors, Trolls keep a limited, 

but unusual larder. One possible foodstuff isjelly(not from fruit) in crude 

jars. Bacon. beef and mutton may be found in the hole. together with less 

agreeable cuts of meal. Trolls do not eal vegetables, as they find them in

digestible. They do, however, enjoy beer and wine, and can become 

foolishly sentimental when drunk. 

The shelves containing treasures are more interesting. Some strange 

things can bc found in trolls' holes - items so strange that it defies logic 

how they came [0 be there. Trolls are almost immortal (unless they are kill

ed). so their hoards arc large and anciell[. containing golden treasure from 
kingdoms long forgotten. It is not unusual to find currency that datcs from 

the founding of Arnor or Gondor. There will also be a selection of gems and 

jewelry of good quality, and some silver. Occasionally a sword such as 

Sting, Glamdring or Orcrist may be uncovered (Hob . •  Chap. 3). Itcms of 

similar caliber might also bc found in the hoard, 

Some possible magic items: 
A magic comb that removes tangles; 

+ 10 SWOrd (or better); 

Magic armor; 

A ring thai allows the wearer to speak with animals; 

A pendant of herblore or plantlore; 

BOOls of pathlore; 

A cloak of resistance 10 cold or of hiding; 

Boots of landing; 

• 

Expensive, high quality jewelry that unfastens only upon comm and. 
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Trolls arc highly unpleasant beasts. Fortunately they (I) turn 10 slone in 

the sunlight and (2) are vcry stupid and therefore easily confused. They afC 
also incredibly greedy and hungry and rarely adverSe to a good meal. 

Trolls weTe bred in mockery of ems, and have some of the attributes of 

the tfee shepherds. This is reflected in their size; they arc eight to twelve retl 

high. Their hides are exceedingly lough (AT 11 in Arms Law). In addition. 

they Arc usually large and slrong. 

Hits 175. Lcvel 15, AT II (-25). Allack Modes� (a) Bush + 190 (Huge), then 
Bite + 80 (Large), or(b) Glaw + 150 (l-Iuge), then Bite + 80 (Large). Fights 

with either hand. Use Ia.rge creature critical strike table. 

Tr-essurc: 300-500 gold pieces, 500-1000 silver pieces. Assorted swords, 

armor, cloaks, jewelry (300 gp. worth). and some magic items (at the 

Gamemaster's d iscretion). 

Trolls Ihat congregate in groups will be weaker than a single trol1, 

although they share the ancient troll's armor type, weapon table, strength 

a n d  qu i c k n e ss. 

Suggested adds and hit points for lesser trolls: 

Add 150-180; Hits 130-160; Slats see above; Lv I 12-14; Use large crealUre 

critical hit table. 

4.2 GIANTS 

Giants are even less pleas.'lnt than trolls, and scarcer. They almost ne\·er 

venturc into civilized territory. The giants of northwestern Middle-earth 

live in the southern mountains of Angmar, making life difficult for all can· 
cerned. They also live in the northern Misty Mountains below Angmar. 

Their presence keeps the area free of bOlh Dunedain and orcs, as well asa 
number of other creatures. 

Unlike troJl�, giants have lillIe treasure. Since they can be seen, heard, 

and smelled from far away, their prospective victims are always givcn am· 

pIe warning. Ulanls rarely surprise anyone. They are painfully shortsighted 

and weakwillcd, and it is remarkably easy to hide from a giant. Due to the 

circumstances. they are not fussy eaters, and cheerfully devour anything 

that looks like it could possibly be edible. There are perhaps five or six 
giants living west of the Misty Mountains scattered over a large area. The)' 

are, if it is possible, even stupider than trolls. 
The average (Hanl : 

Hits 350. Level 20. AT 12 (-30). Attack Modes: (a) Bash + 150 to 175 

(Huge) , then Crush + 100 (Huge), or (b) Large Club + I SO at x4concussion 

hit damage. Use large creature critical strike table. 

Treasure: 50·100 gp, usually no magic items. 

These statistics can be varied with the giant . 

4.3 DRAGONS 
4.31 ZARAK UUM (Scorba) 
The mountains of northern Angmar contain the ancient dwarven CilY of 
Zarak DOm (see Illap #3 at I ). The mines thcre are rich in precious ores 

and the dwarves prospered. The complex was ncver largc as dwarven cities 
go. for it was too close to Khazad Dam to assumc the limclight. I nstead. it 

was one of the many dwarven outposts such as those in the Blue Mountains 

from which the dwan'cs of Moria received precious metals and various 

forms of support. 

For men. the existence of Zarak Dum is but a rumour. since the city was 

abandoncd in the century before the coming of the Witch K ing. The 

dwarves of Zarak Dflm were victims of a devastating plague, and very few 
survived to repon the disaster to thcir king. The tumultuous events of the 

north in the following centuries prevented thc reoccupation of the city. Yet 

many dwarves still find the tho ught of the uncollected treasure lying ill 

Zarak Dum irritating, and if it were not for the Witch King the city would 

surely be resurrected. Unknown to the dwarves. Zarak Dum has become 

the new home or Scorba the Worm. 

Scorba is a great, red-golden drake who grew bored of living in thc Grey 

Mountains. His new eommodius residence. complete with treasure. suits 

him perfectly. Like most dragons, Scorba is of sedentary habits; he spends 

most of his time sleeping upon a large pile of treasure in the great hall of the 

city. For the foolhardy, here are Scorba's statistics and personality: 



Hits 600. Level 60. AT 20 (-60). Attack mode: Bile + 160 (Huge). Claw 
+ 160 (Huge). Bash + 120 (Huge). 
Breath weapon: level 36 flameboll, three rounds in duration: Ihe dragon 
must rest three rounds between breaths - Add +66. The weapon is a cone 
300' long and 66' wide at its widest point. He can move his head while flam
ing and fan a 60 degree arc. 
Movement rate: Ver), fast to blindingly fast (Land 20 mph. Air 50 mph). 
Length 100'. Wingspan 100'. 

Scorba uses the super large critical hit table. 
Note that the dragon is difficult if not impossible (0 kill. 

Scorba is intelligent. greedy. devious and selfish. He works for nobod)' 
bur hi mself, and wi 11 know instant I)' if his hall or treasure have been disturb
ed. He will bide his time if he reels thar he is at a disadvantageand wait for a 
change in circumstances. His sense of smell, sight. (ouch and hcaring are 
superb. If the dragon discovers anything missing from his hoard, he will lay 
waste to the surrounding countryside in an effort to catch the thief. Scorba 
is Quite up to the usual dragonish tricks and cannot be trusted. He enjo)'s a 
good meal and feasts 011 reckless orcs and men evcry few years. The Witch 
King tolerates his presence, since Scorba makes an excellent border guard 
- and a considerable foe. 

Dragon Treasure 
Scorba sleeps Oil an almost inconceivable amoum of weahh. " ... on all 

sides of him, stretching awa)' across unseen floors, lay countless piles of 
precious things, gold wrought and unwrought, gems andjewcls, and silver
red stained in the ruddy light " (Hob .• Chap. 12 ). It would be impossible to 
describe the contents of the hoard, but a Gamemaster might recall that even 
one fourteenlh sharc ofSmaug's trea.�ure "was wcalth beyond that of many 
mortal kings" (Hob . •  Chap. 12). 

All of the weapons and armor in Ihe hoard arc of Dwarvish make and + 5 
by vinure of their superior construction. Therc arc 10·12 sets of + 10 or 
+ 15 weapons and armor. There arc also several items of mithril, lIseful or 
purely decorative. ranging from + 20 chain shirts and weapons to beautiful 
jewelry. The Gamcmaster should roll for the sizc of the armor; since this is 
dwarvcn treasure, most of the armor is probabl)' dwarf-sized. The hoard 

might also contain a number of rare and wonderful, but not puwerful. 
magil: items. 

Swords that detect orcs, magic evil etc.: 
Magic harps that always remain in tunc; 
Dwarvcn forging tools: 
Magic + 5. + 10, + 15 weapons and armor; 
Dwarven miner's lamps, set with stones thai glow magically; 
Jewelr)' that enhances the wearer's presence 50-10IY,. 

Somehow the word of a dragon's death alwa)'s manages to get out. The 
local ion of Zarak Dam would make it impossible to can treasure through 
the mountains without the forces of (he Witch King taking notice. II would 
also take several mont hs to transport the treasure, ar:ot her I hing that might 

attract attention. If the Witch King heard a rumor of Scorba's death he 
would immediately send a large force to investigate. 

The dwarves too would be delightcd with Scorba's death and would de· 
mand a large share ofthc treasure from the slayer. This is not unreasonable. 
considering that the treasure is Ihe fruit of their labor. Dwarves will be 
reasonable if the slayer is reasonable. What is morc. they can be a great help 

in transporting the tre.lsure, since the Misty Mountains are riddled with 
dwarven tunnels. They are, howcver. easily insultc."{(, and one should be 
cautiQus in dealing with them. 

4.32 COR LAGON THE RED 

Corlagon i� a lesser drake who resides in the mountains of southern 
Angmar (see map #3 at 2). He is not as powcrful a.� Storba. although he 
also shares the power of speech. He is not a true cold drake, but is winged 
and capable of night. Corlagon rarely ventures into Angmar, but prefers to 
hunt goalS high in the mountains near his lair. 

Corlagon is far less fearsome than Scorba; he is but half the size of that 
great drake, being only 50'long. He isalso unable 10 breathe fire. His home 
is a large cave in a mountain pass, and he too is a convenient border guard. 

Hits 300. Level 30. AT 12 (-SO). 

Allack: Bite + 100 (Huge). Claw + 100 (Huge). Bash + 75 (Huge). 
Movement rate of very fast to blindingly fa. .. , (Land 25 mph. Air60mph). 

Length 50'. Wingspan 55'. 
Corlagon uses the super large creature critical hit table. 
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Trfilsure: 
500-1000 in gold gems, jewelry and precious items. 
An assortment of + 5 weapons (or perhaps better) 
Acglin, a sword of Gondolin. the lost mate ofOrcrisl and Glamdring. + 30 

Sword. Aeglin burns with a blue light in the presence of evil and contains a 
spirit dedicated 10 the destruction of evil. It is a sword of lightning. and 
delivers an electrical strike (crit) with each normal critical. Aeglin is hidden 
in a small crack in the darkest corner of I,he cavern. It is sheathed and was 
left there long ago by someone who had nothing to do with the dragon. 

4.4 BEARS 
The brown bear is the wolrs fiercest compelitor, at least ill the forest ... of 

Angmar and Rh udaur. The�c creatures var)' in siz.e (froIll4-800 pounds), 
and are rarely dangerous to humans. Although Ihe bears are carnivorous. 
they also eat fruits, nuts, and of course honey. Their main siaple is fish. 
Bmwn bears are less active during the winter. and spend most or t heir time 
sleeping. 

Hits 145. LevelS. AT 8 (-10). 

Attack Modes: (a) Bash + 60  (Large), or (b) Grapple +70 (Large), Ihen 
Claw + 60 (Large), then Bite + 20 (Medium). 

5.0 THE PEOPLE AND 
CULTURES OF ANGMAR 
Several mannish groups follow the banner ofthc Witch King. There are the 
men of Rhudaur and Rhun. and the Estaravc people. Northrons from the 
vales of the Anduin. Although the people as a whole are not entirely 

wicked. the leadership that governs Ihem is evil. These groups supply most 
of the soldiers for Angmar. Some members of these racial groups have even 
chosen to make their permanent home in Angmar. 

The mannish inhabitants of Angmar come from a variet), of sources, and 
fall into two groups: freemen and slav Thc freemen are often retired 
soldiers who have t:hosen to settle in the region. Many of the poorer peoplc 
from Rhudaur and RhOn, and members of the Estarave people, especiall)' 
young men, join the armies of Angmar seeking wealth and opportunit)'. 
Retired soldiers who settle in Angmar are well rewarded. 

The philosoph)' of Angmar is completely compatible with the cultures of 
these peoples. Although the societies differ in many ways, they share many 
features that harmonjze with the Witch King's goals. All threc cuhures ar 
eXlremely warlike, and place high prestige on the rank of warrio . 
Simultaneously, the social structure of each is very rigid. The upper class 
consists of lhe warriors. who fight out of pleasure. and declare: war as it 

pleases them. The low�r classes are peasants and slaves who till the land and
go to war when they are ordered to. War is an accepted part of life; it is eon
sidered pan of the natural course of events. 

FOr:8 RhQnnish peasant, the armies of Angmar represent social mobilit� 
By joining up and fighting well, they rise nOI only to the coveted rank of 

warrior, but to a level of relative affluence. Angmar reinforces this b), of
fering the ex-soldier a place where his status will be held in honor. 1 rthe pea
sant ret urned to his old home, he might still be scorned and forced back into 
a lesser role. 

These immigrants have settled in fortified villages along the borders 0 
Angnf8.r.The three cultures have fused and changed to become a unique 
society. Many of the men living in the village have been unable to shed their 
peasant upbringing. They have obtained the status of warrior, but cannot 
quite relinquish Ihe old status of farmer or cobbler. When they are not 
engaged in military pursuits, the men slip back into their old occupations. 

The climate of the area makes this practicable. The land is barren and Ihe 
wcather harsh. While they have some slaves to till the land, these could nol 
support an idle aristocracy of warriors. Nor could the resources of Angmar 
support settlers who could nOI make a living. The inhabitants of the villages 

must work to suppOrt themselves in this region. 
Each village is responsible for making dail), patrols of the surrounding 

ar$. The men are also sometimes called upon to escort supply trains to the 
next village . In times of war they provide additional soldiers and a partial 

defense along certain parts of the borders. These circumstances make Ihe 

peasanl warrior far morc welcome as a permanent settler than an 
aristocratic fighter (the laller are encouraged to remain in the army). The 
former, however, has the experience and personality thaI makes the villages 
a perfect home. 
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The peasant has the desirable military experience and a greater ability to 
follow orders. Seven Rhilnnish aristocrats sent on patrol stand a good 
chance of killing each other when the first dispute arises. The peasant, while 
perhaps not as good a warrior as his aristocratic counterpart. can also make 
a living out of the harsh environment. 

5.1 OUTLOOK 

The harsh climate of Angmar does not encourage a friendly. generous 
temperament. The growing season is shari, and the winters long. The 
villagers are isolated from one another during the long winters. Most ncver 
go farther Than nearby villages even in Lhe summer months. This cir· 
cumscribed lifestyle makes the villagers insular and suspicious of strangers. 
The war againsl lhc Dunedain has reinforced this altitude. 

Angmar has become a home to these people, and for reasons unknown to 
them the Dunedain and elves seem determined to destroy it. Anything that 
is sLrange or comes from Ihe outside of Angmar represents the unknown 
and could therefore be a threat to their security. Although they originally 
came from diverse cultures, village life heu; narrowed their outlook. 

As one may have gathered from the description above, many of the in
habitants of Angmar are not necessarily evil. Many who do evil things are 
not consciously wick� like their superiors, but ignorant, prejudic� and 
thoughtless. Their cruehy to the Ounedain arises out or rear and ignuranc 
Others are evil, having developed a taste for slaughter and mayhem while in 
(he army. Yel the same men who are cruel soldiers are often kind to their 
own families. The propaganda of Angmar is efficient, and many of its in
habitants believe the Dunedain to be brutal warrior .. 

5.2 VILLAGE LIFE 
Life in these villages is nol unlike that in other rural setllements. Most oflhe 
men have seltled down and married women brought from their homeland. 
Angmar supplies any goods that they need and are unable to provide. or 
food if thai is in short supply. The village<; arc fairly self-supporting. If a 
man does not farm. he makes shoes, or more rarely. keeps an <inn', or is 
perhaps a blacksmith. There is a rotating council that guverns the affairs of 
each vilJage and assigns patrol and other military responsibilities. Each 
village is responsible [0 one of lhe three main border castles. The popula
lion of these towns remains fairly stable. The birth Tatc is fairly low, and all 
young men arc drafted into the army. The number of new senters about 
equals those who die of disease or old age, and the binhs just about replace 
the men killed in the wars. 

Each family Jives in its own house. Elder children either male or female, 
inherit the house of their parents and younger sons or new settlers build on 

their own. In addition, each family has at least a sman pial of land, and (he 
farmers of course have more. Most families keep a pig, and perhaps a cow 
or a goal. While (he women keep house, men go about [heir daily work. 
Some of the richer families have a few slaves to help thcm with their work; 
their treatment varies dramatically. 

Growing food is the most important occupation of the villagers They 
grow enough 10 feed themselves, and to trade with, but not enough t feed 
the armies of Angmar. The farmers concentrate on eultivalioil rather than 
animal husbandry. It would be impossible to grow sufficient hay to feed 
large herds of animals through the long winters. 

The fields arc small and separated by stone walls that shelter the crops 
from the strong winds. The farmers plant a variety of crops: rye, barley, 
oats, p.."tatoes, cabbage, turnips. and beets. These roods arc supplemented 
by peas and beans from the kitchen garden, and occa .. ional eggs. Meat is 
rarely eaten; one pig lasts a family a year. A sman farmer cherishes his har· 
dy apple treL'S, since the crop is a valuable addition to their diet. 

At night the men. and sometimes the women, go to the tavern to drink 
and relax. The beer and Jjquor are brought from Rhudaur and business is 

brisk. There arc also a few local liquors, but these are uncommon. 
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5.3 ECONOMY 
The economy of these towns is a eombinalion of cash and barter. The 
people use little cash among each other; they prefer to trade for what they 
need. In truth, there is little to spend one's money on. The supply traim 
from the South bring goods for the army. and no luxuries. Some farmers 
make some extra cash by selling their fresh food to the quartermasters at th� 

border cast les or to t he local innk eepers. If villagc..-s nc..-cd supplies that must 
be imported, it is arranged by Ihe village council. Each family lists the sup.
plies that they need and contribute the appropriate amount of payment. 
The headman of the village then makes the arrangements with the quarter· 
master of t he nearest border caslle. I f he has a long journey, he of len travels 

with one of the supply trains. 

5.4 GOVERNMENT 
Each village is a fief of one of the three border castles. These colleclthe 
yearly taxes, the draftees, and see that the vi lIages are fulfi lIing their respon· 
sibility. In rare cases, the ashl1klur or general of the castle resolves disputes. 
The headman of each village is chosen by an election of the village men, and 
then presented for approvaJ to the lord of the castle. The castle is also 
responsible for arranging Lhc delivery of supplies to the villages, most of 
which are bartered or paid for. Fresh food is the premium trade item. 

Since the population of the villages is fairly small, the governing body 
consists of all able·bodied men. The headman is the authority in all 
disputes, but men may appeal to the general or ashti.ktur of their border cas· 
tIe Lo have him removed if they feel he is abusing his authority. 

5.5 MILITARY SERVICE 
All able bodied men of Angmar are drafted into the army at the age of 
seventeen. The term of service is eight years, The population of the area is 
too low, however, '-or these soldiers to form a substantial part of the army. 
and the bulk of the soldiers still come from Rhudaur and Rhun. 

5.6 CURRENCIES OF ANGMAR 
Angmar does not issue a formal currency. The armies use the currencies or 
their allies and their enemi . A standard of equivalency governs the cur· 
rencies so people ideally know how much each coin from the diffcrcnt coun· 
tries arc worth. The money is used primarily to pay the soldiers and to pur· 
chase supplies abroad. 

5.7 LANGUAGE OF ANGMAR 
The people of Angmar speak a peculiar dialect. The language is a mixi ureof 
Adunaic, West ron, and the hillman longue of Rhudaur. There are many 
Rhfinnish, and Estarave words mixed in, as well as some elements or black 
speech. 

5.8 TRIBUTARY PEOPLE OF ANGMAR 
Shn'es: 

The slaves of the Witch King come from many different pia s. Some 
have been taken on raids into Arthedain. or into southern Eriador. Othcrs 
have been taken in Ihe wars of the Witch King's allies east of the mountains. 
The men of RhOn frequently make war upon their eastern neighbors, and 
therefore have a steady illnux of slaves. The Witch King demands a yearly 
tribute of slaves from the people of Rhudaur and Rhuft, as well as the 
Estarave. Since all of these races practice slavery, this burden is not par· 
ticularly onerous. Sometimes Dunedain prisoners will be sent to the East as 
slaves, for it is too risky to kt.-cp them too close to their homeland. 

The slaves are miserable. unhappy, and suspicious. Many are so 
downtrodden that they would not know what 10 do with their freedom if 
they suddenly obtained it. Some would welcome the Dunedain as 
liberators, but others would see them only as a new set of masters. Some of 
the slaves in the villages of Angmar are valued, and well Lreatcd. Most are so 
afraid of the Witch King that they would not dare to resist him. 

Nomads: 

These people arc not the inhabitan ts of Angmar, but wanderers who live in 
the northern waste (sec map #3 al 3 ) . he nomads follow the migrations 
of the reindeer. They have no love of the Witch King and are only slightly 
under his sway. The soldi�rs of Angmar occasionally raid their encamp.
ments, and the Witch King takes a yearly tribute of reindeer from them. 

The nomads are very cautious about openly resisting the Witch King's 

power. While openly submissive, many of these groups arc known as 
valuable allies to the rangers of Arthedain. Some of the nomads secrctly 
supP.Jy the Duncdain with food and other necessities. 



6.0 POLITICS & POWER 

6.1 THE DUNEDAIN IN T.A. 1 700 
Arthedain is the only surviving kingdom of the three realms of Ar..nor (see 

map N2). lis rulers claim lordship over all of Arnor. since no heirs of lsildur 

remain in Cardolan and Rhudaur, This is a claim in name only: the borders 

of Arthedain Ilavecontracled sharply since the plague ofT .A. 16 36. and Ihe 

ki ngdom does not have Lile resources to protect a larger territory. 
The lord of Arthedain is c<'liled Arvegil. and he assumed the throne upon 

the death of Argeleb II in I he plague, Despite the lessening of t he sl renglh of 
Ihe Dunedain. the king still maintains a strong guard upon his diminished 
borders. His vigi lance has borne fruit; lifc within the borders of Arthedain 

is relatively pleasant and secure and men have begun to forget the awful 
devastation of the plague. 

The kingdom has changed greatly since the plague. There wall a spon
taneous shift in the distribution of population when men recovered from 
the disease. Some towns were abandoned. and others gained the survivors 
from several townli. Most men chose to abandon Lhedesolate outlying areas 

and withdraw to the center of the kingdom. Even close to Fornosl men do 
not feel entirely safe: most of Ihe lawns arc surrounded by newly con
structed walls. The power of the Witch Ki ng is not forgollen. 

6.2 ANGMAR IN T.A. 1 700 
6.21 TECHNIQUES, GOALS '" STRATEGIESOFTHE WITCH KING 

The Wilch King of Angmar is one of the most powerful beings in all of 

western Middle-canh. In rhe end, however, he remains only <I. tool of 
Sauron and a slave of the One Ring. The Witch King is the chief of the 
Nazgul, the dreaded ringwraiths. He is the instrument thaI Sauroll has 
chosen to destroy the Dunedain of Ihe North. All of his actions arc a rellce
lion of the will of his great master. 

There is no haste in  the Witch King's campaign; when his first onslaught 
failed to overwhelm the Dunedain he retreated fa Angmar to wail. Being 

immortal. he lacks the time pressure that drive.� olher conqueror � The 
strength of Arlhedain is Slil! too great ror him to conquer. but their might 

wanes as the years pass. The Chief of the Nazgul has ordered his men to 
harry the Dunedain wherever they can, bUI to conserve their own strength . 

In time he hopes that these raids and the shadow of Angmar will humiliate, 
demoralize. and reduce the numbers of the Dunedain who live in Arlhe
dain. His strategy is succeeding: e"'ery year more men depan for the peace 
of Gondor. 

He waiLS together with his allies, for the final assault upon Arthedai . 
His allies are many; evil hiUmen from Rhudaur, men from the south. ami 

still others from the cast. 

6.22 TlIt: WITCII KI NG 

The Witch King is the absolute rulcr of Angmar, and Sauron'li most power
ful servant. Unlike the other eight Nazgfil. the Witch King is capable ofi 

dependent thought; he is total ly subject to Sauron, but within this domina
tion he can (;onst ruct plans, military strategy, elc., to further his master's 
goals. The chief of the Nine is undead; he exists in the world of wraiths and 

shadows. His physical manifestation can at best be temporarily dispelled, 

but his destruction lies in the distant future. In addition, the Nazglll can 
only exist as long as the One Ring exists. 

The Witch King of Angmar is a powerful sorcerer, but he rarely casts a 
spell. He is a sixt ieth level speJl user (see section on his abilities). Yet the 

ringwraith must mask his power since its source is Sauronie; if  he were to 

utilize his magic to its fullest capacity he would reveal the exist ence of his 
master. 

The chief of the NazgOl has no need of additional spells to daunt the 

hearts of mell. His innate power and presence arc so great that all men must 

resist his presence or go into shock, nee in  panic. This ability \'aries sharply 

with range, and he can, if hc chooses, cloak his power. When used to its 
fullest, his power has a radius of three miles, Those within two to three 
miles of the NazgOI will become uneasy or afraid. and the very fainthearted 
may run . Belween one and two miles away the reactions are more severe, 
provoking various responses, primarily the desire to hide in the nearest 
available hole. His effect is extraordinarily powerful under a mile. Those 
within a t�ousand fcet will be overcome by terror and dread and generally 
nee. Any1 1 e closer than three hundred feet will generally be frozen with 
panic unless he overcomes his fear through his strength of will. A high 
presence of mind will aid in overcoming the terror that paralyzes both man 
and animal. In addition to the grcat fear that the lord of the Nine radiates, 
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those within three hundred fect may succumb to the black breath. The reci
pient falls into black dreams and dies in a mailer of hours or days depending 

on his race. Noldor who have lived in  Valinor arc immune to these effects. 
The Witch King of Angmar cannot be harmed by most normal and 

m�gical weapons. Any sueh weapons that come in contact with his <onesh" 

will automatically shatter. There are exceptions to this casc: Eowyn was 

fated to kill the NazgOl; the weapon she wielded was unimportant (LOIR, 

I l l). Magic weapons may do some damage. but will shatter unless they are 
quite extraordinary. Both of the magical knives that the hobbits wielded 
upon the Witch King dissipated although one did do Quite a bit of damage. 



The above powers aTC the result of the ring that the NazgOl once wore upon 

his hand. The ring also has a variety of other abilities; it consumes the flesh 

of the wearer and transforms him into an undead under the domination of 

Sauron. In addition, it adds thirt), Ic ... ·els to Ihe Chief of Nazgul's resistance 

roll versus any kind of spell; this is a reflection of the Sauronic power that 
forged the ring. 

THE ABILITIES AND STATS Of THE WITCH KING 
ST 101; Qu 101 ; Em - ;  In tol ; Pr 120/90-; Con 101 ; SD 100140; Me 101 ; 
Re 101 .  
·Thc I slash renecls the dual nature or  the Ringwraith. The first number is 

his sial under Ihe domination of Sauron. the second is his innate statistic. 

SPELL ABILITIES 
The Witch King has all of the SPELL LA Wbase sorcerer lists 10 the fiflicth 

level and beyond. 

AC 20(-120). 360 Hits. + 180 melee add. 

Weapons: 
+ 30% Flaming long sword. For every regular critical lhat the sword docs. 

it will do an addilional heat erilical hit. In addition, the sword was forged by 

Sauron, and shatters weapons that fail to resist versus a 60th level spell of 

destruction; 
+ 30°/. Mace of slaying men and elves. Resist versus a 60Ih le ... el "slow 

death" spell. This mace was also forged by Sauron and has the same effect 

as the long sword upon weapons. 

6.23 TROOPS AND MILITARY IN.·ORMATION (S •• Sec. 8.7) 
The armies of Angmar contain men, orcs. and other less agreeable 
creatures. The Witch King has 25,000 men at his disposal and 50,000 orcs. 
His men come from lands in the sourh and east of the Misty Mountains. 

There are men from Rhudaur, and RhOn. There is a smaller contingent of 
men from the Estarave, Northrons who come from the vales oflhe Anduin. 

These people are all warlike, and the soldiers. e$pctially lhe aristocrats, are 

kept under strict military discipline. His human army is scattered across 

Eriador and Angmar, guarding his borders and outposts. His orcs do not 

stray far from the mountain tunnelS"; they watch Carn DOm or Moun 

Gundabad. The less fortunate orcs arc lISed to watch (he bortlers of 

Angmar by night. 

6.231 Military Outline A char' in the center of this booklet gives the basic 

abilities of the personalities described below. 

The Witch King is the ultimate commander of his armies, but because of 
the terror he inspires. he finds it conveniem to work through mortal men. 
His second in command is Dancu, a black Numenorean. Five other lesser 

generals each command SOOO men. 

Chain of Command and RllIlks In Angm:lr 
Mornartur (General) - 5000 men (Mornar); 

Ash5klUr - 1000 men (Ashak); 

GrishflkWT (Captain) - 100 men (Grishak). 

I n  addition to the ranks listed above, there are a number of petty officers 
appointed al the discretion of Ihe various ashaktur and captains. 

Basic Information 
The 25,000 men of Angmar consist of the following: 
5,000 cavalry; 

15,000 foot soldiers; 
5.000 heavy foot soldiers. 

Comparatively little of the army is first le .... eI; most men rapidly acquire 

sufficient experience to reach second level. The average foot soldier is bet

ween second and third level, or even higher. Members of the caval , who 

are generally of aristocrat ic birt h, are all fourth level or above, due to thei 

wider range of experiences. 

Most officers are somewhat higher level than the units they command t o  

inspire respect among the ranks. Men who reach some of the higher levels. 

Le. fourth, do not necessarily become officers. These experienced fighters 

are often formed inlo crack unils for raids and sorties. 

The army is carefully organized to reduce quarreling among the soldiers. 

Most units contain men from the same ethnic groups, especially among the 
lower le .... el soldiers. Many of Ihe special or crack units. however, cOnlain 
soldiers from all three racial groups. 
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Commands 

A caplain commands approximately 50-100 men depending upon the cir

cumstances and the location of the unit. In Carn DOm and other large for
tresses in Angmar and Rhudaur, the command structure is very rigid; it is 

far more ncxible along Ihe frontiers. A caplain is generally appoimed by a 

ashaktur or morc rarely by a general. Captains arc responsible for the 

behavior of their men, and ashaktur deal ruthlessly with commanders who 

cannot conlrol lheir subordinates. 

Captains vary greatly in ability, and may rang� betwecn Ihird and sixth 

levels. They are experienced righters who know something of warfare and 

have generally learned some elementary tactics. For a profile of the levels 

and abililies of some typical captains of Angmar, r�fcr to chart 8.61. 
The ashl'iktur of t he army are chosen by t he generals. Most of thes� men 

arc over tenth I�vel and are fine warriors. Th�y have access to the 

storerooms of Carn Dum, and carry vcry good weapons. armor, and 

shields ( +  5 - + 10 nonmagic equipment). 

6.232 The Generals 

Lord Dancu (Ivl 30) 
Dancu is the chief of the generals. The thirtieth level black Numenorean 

is evil and ambitious. He is making plans to become the king of Umbar with 
the aid of the Witch King, a goal the chief of the NaT.gul hopes to fulfill. 

Dancu is an excellent cOlllmander and has a wide variely of respon· 

sibilities. He cOlll mands the hoerk (an elite fighting unit), and all of the 
other special units of Angmar. Next to the Wilch King, he is the ultimate 

authority on matters of the dcfcnseof Angmar and Carn Dum. In addition, 

he aids the Chief of the Nazgul in making plans and in matters of military 

reconnaissance. 

Magic items: 
+ 15 Long Sword - Detects Dunedain and elves 300'. The blade is coated 

permanently with the poison Asku (Iv[ 15), deadly to dves; 

Boots of Balance t hat add 25 to all of his maneu .... ers; 
Cloak of Shadows that makes the general almost in .... isible in the darkness or 
in the shadows; 

Dancu also has access to any other + to non magical equipment alld armor 
of his choice. 

General Ulrae (lvl 27) 
Ulrae is a chieftain from the land of RhCin. He is a tall, fierce, and cruel 

warrior. As a member of a cult that worships Sauron. Ulrac dr.:spises any 

emolion that might be considered good, kind or merciful. He is 6'6", dark 

skinned, and ugly. 

Ulrac is the commander of the border defenses of Angmar. His base is 

Morkai castle, one of the border fOTlresses. Any disturbances, prisoners or 

problems concerning the border are reported directly to him. Ulrac has 

1 500 cavalry under his command. 

General Dlirkarian uf Rhudallr (lvl 25) 
Durkarian is descended from one of the evil families that conquered 

Rhudaur. He loathes the Dunedain and the Elves and will kill them 

wherever he can. Durkarian is fairly young, but very competent. His looks 
belie his evil nature; he is slim, golden haired. and blue-eyed. 

Durkarian guards the northern border of Rhudaur. He has a thousand 

ca .... alry at his disposal for various tasks, especially raids into enemy 

territory. 
General Durkarian possesses a rare and wonderful magic ilem that has 

been in his family for many years. It came from a dragon's hoard long ago. 

The item is a belt made from a fine stecl mesh set with seven plates of polish. 

ed stones of great hardness. The clasp of Ihe belt is a large polished and 

can'ed diamond. which is engraved with runes in Khllzdul. The inscription 
reads: 

The 8t'1t of Durin Ihe Deathless 

Seven other runes on the belt each connole the strength of Slone. This is 
an item from the ancient legends of the dwarves. It is said to have been worn 
by Durin, and forged either by him or Allie. The belt is usable only by 

dwarves of the royal family, but is so well known thai any dwarf will 

recognize il instantly. The item has the following powers: 



The strength and presence of the dwarven wearer immediately become 102; 
The wcarer receives the strenglh of stone seven limes per day. 

The duration of each lime is forty-nine ten second rounds. This enables him 
to multiply the concussion hits against cnemies of thc dwarvcs by seven; 
The belt confers a mere 100 strength upon humans. 

Durkarian is aware of the Dwarvish origins of the belt. but he is very 

satisifed with the power it gives and assumes that he is using the item to its 

capacity. 

The general carries two other additional magic items: + 10 war mattock; 
and + 1 5  full plate (for ceremonies) or breast plate. 

General Dura� (lvl 21) 
Durax is a descendant of the black Numenoreans. Like Durkarian, he 

guards the Borders of Rhudaur. Durax is responsible for prOl.ecting supply 
trains from Rhudaur to Angmar, and for organizing raids into southern 
Eriador. Item: + IS  Broadsword. 

General Cykur (lvl 24) 
Cykur is a black Numenorean from Umbar. He is an old friend and com

panion of Dancu, and a staunch supporter of the general's calise. In their 
youth they were ship captains and pirates serving Umbar together . 

Cykur is in charge of coordinating the frontier defenses of Angmar in the 

large no man's land between Angmar and Arthedain. He organizes raids. 

questions prisoners, receives reconnaissance reports and regularly tours t he 
outposts. Cykur is usually stationed in Carn Dum with the remainder of his 

men who are not assigned to the frontier. He has IOOcavalry under his COIll
mand. 

Gencnl Khursh (lvI 20) 
Khursh is thc strangest of the generals; he is a black skinned Variag from 

the distant land of Khand. This general is also a member ofa Sauronic Cult 
dedicated to the service of the Dark Lord. 

Khursh is stationed in Carn Dam . He is in charge of organizing the 
defenses of thai huge fortress, when he is not overruled by Dancu. The re
mainder of the cavalry is under his command. Item: an ancient + 1011/0 evil 
broadsword, sacred to the Sall ronic cull. Imbedded with a permanent 
poison of tenth level; the victim must save versus instantaneous death. 
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In addition to their personal items, the generals have access to the best 

equipment that the armies of Angmar possess. They will usuaUy be carrying 

a wide variety of healing herbs and/or poisons. Like Dancu, they are free to 
use + 10 equipment, weapons, and armor of their choice. Each general has 

a personal bodyguard of ten 10 fifteen men, who have access to the same 

equipment as the generals. 

6.233 The Hoerk A hoerk is an elite unit of fighting men. Irs function 
varies: it may act as a ruler's bodyguard, or form the core of a crack regi
ment in an army. It may even be a mercenary unit that hires itself out to the 
highest bidder. The members of the Witch King's hoerk were all hand pick

ed by Dancu. There are 60 men over tenth level and 6 black trolls. Should 
the Witch King ever take the 11cld of battle, this unit would acl as his 
bodyguard. At this time they are currently stationed in Cam Dum. If the 
fortress is atlacked, the hocrk W011ld act as t he final defense of the keep that 

protects the mountain's interior. In times of relative peace, the warriors 
spend their days sharpening their combat skills and other abilities. The 
hoerk has access to the same fine cquipmenl lhat the generals do, and to the 
items in the special storerooms of Carn DOm (see description ofCarn DOm, 

Section 7. 1). 

Harband (lvl 20), secnnd In command or the hoerk 
Harband is a man of Rhuduar. He is an excellent tactician, and a cool. 

level-headed commander. Harband rarely loses his self control in the heat 
of battle. Quick thinking and objective, he will sacrifice men if necessary. 

The Black Trolls 

The best warriors of the hocrk are six olag-hai, or black trolls. These 
creatures were bred in the pits of Cam Dum . with The aid of Sauron's 
power. They are immune to the effects of sunlight as a result of the power
ful spells that went into their making. TheSe trolls are smarter, larger, and 
fiercer than their compatriots. Fortunatcly, there are only fifty olag-hai in 
all of Angmar. They arc over 12 feet hlgh, and due to thcir unusual sizcand 
strength prefer to wield a two handed weapon in each hand. See section 
8.73 for their stats . 
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6.234 Special Units 

Tht' Crossbowmen - This unit of 550 men is permanently attached to the 
fortress of Carn Dum. These men are used 1 0  man the crossbow slits in the 
walls of the caslle with either light or heavy crossbows. The men of this unit 
range between second an'd fiflh levels. with an add of + 50 to + 80. 

Trackers (ev i l rangers) - This is a 2 00man elite unit. containing men who are 
eighth Icvel and above. 

These men arc skilled at a variety of tasks. They rarely work together as a 
large unit, bu t are sem oul upon individual lasks or in small groups as need
ed. The rangers are traincd to handle wolves and work closcly with Ihese 
animals. Each ranger has a wolf that is considered his. Togelher. the�' have 
a 980/0 chancc of finding recent tracks. Note that Ihere are other trackers in 
the Witch King's army, this is simply the hand picked elite. All of t he 
rangers can throw a "hues"speIL Thcy haye the identical special equipment 
available to Ihem as the hoerk. 
Sarkan. commander or the truckers (Ivl 15) 

A man from Rhun, Sarkan has adapted to his new homeland. He is com

pletely evil and devol cd to the service of the Witch King. 

Harllulnar. second In command or the trackers (1,,1 15) 
Harlluinar is as efficient a second in command as any commander could 

wish for. He is fanatically dedicaled to the eradication of Ihe Ounedain of 

Arnor. Because of their dedication, there is no rivalry belwcen the two com
manders. 

Additional members of the unit 
Carmil, 1'11 8 - A new recruit to the unit who was promoted on the basis of 

his past performance. Cannil is grim, extraordinarily intelligent and self 
disciplined. He is a man from Rhudaur who is interested in aequiringa for· 
tunc and returning to his anccstral lands a wealthy man. Hc already has a 
small rOrlune put aside. Carmil is not truly evil, but misguided by his haIred 
of the Dunedajn. 

Farrenar , 1'11 12-This man is the "assassin" of the unit. lie is a specialist in 
infiltration and poisons. He favors a garrote. 

6.235 Weapons of .he Armies of Angmar The armies of Angmar are nol 

confined to a single hand held weapon or a single how weapoll. As a renec
tion of the diverse origins of some oflhe soldiers, Ihe mcn with previous ex
perience of len use the weapon of Iheir homeland. Preferences among the 
fool soldiers range from broadsword and long sword 10 weapons such as a 
warhammer or mace. Slings, whips, boomerangs and bola!:; are impractical 

in military engagemelllS, as arc two handed swords. Arms that have more 
than a normal chance ofinjuring a fellow soldier in baltle are strictly vetoed 
by commanding officers. Soml'lime$ a warrior will bring a weapon from 
home, bUI mOsl may choose from the following onc-handed weapons: 
mace, war hammer, longsword, broadsword. shortsword or scimirar. The 
choice of missile weapons is Iimiled to a composile bow Or a longbo ... · 

crossbows are reserved for special units. All soldiers of Angmar musl train 
in the usc of a shield. a one handed weapon, and a bow weapon. All fOOl 
soldiers are isslled normal shielCls as part of their equipment. but if they 
have brought or can find better, they are encouraged to usc them. Every 

shield is emblazoned with the insignia of Angmar: a red fortress on a blaeR 
bac1c;gro"Und. Soldiers can train in any weapon they find on a battlefield, 
and use it in combat upon the approval of their commandingashaktur. Thc 
guidelines above apply to the foot soldiers of Angmar. The guidelines vary 
for the special units, the high ranking officers and the cavalry. 

Members of the special lInits, and high ranking officers may use any 
weapon of their choice, providcd il is praclically available. The cavalry, 
which contains many members of the nobility and very experienced war

riors has a broader range of weapons at its disposal. These fighters can all 
use a mounted lance from horseback, and at least one one-handed weapon 
at full efficiency from horseback. They are all trained in horsebow (a short
bow) and a variety of 01 her weapons that they can use on foot or mounled. 

These men can generally choose Ihese extra weapons, and are not limited to 
the selection available to the foot soldiers. They also carry the shield ofthcir 
choice. 

The armor of the soldiers varies dramatically. An ordinary foot soldier 
normally wears a leather coat. His captain and ash§klur may be wearing 
eilhcr chainmail or perhaps a breast plate, depending on their preference. 

Members of the eayalry prefer chain mail or full plate, depending upon 

what they brought from their homeland. 
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6.136 Food of the Armies of Angmar Food for Ihe troops is one of the 
greatest problems facing the Witch King. The low plateau is too barren and 
cold to permit extensive farming. The rations of the army are primarily 
dded foods thaI come from Rhudaur and the ""East. There are smoked 
meats, dried beans, dried fruits, dried peas. and corn from t he East. Wheat , 

barley, rye and oats are brought from Rhudaur along with additional 
smoked mcat. This dull fare makes good food one of the most effectivt 

bribes that one can offer a soldier of Angmar. 

7.0 PLACES OF NOTE 
A 

7.1 eARN DUM 

Long before the Witch King came to Angmar, the dwarves had many 
nourishing mines in the region. The halls were secure and prosperous, and 
the dwarves at first remained untroubled by the evil things that began to 
multiply. It was not long, however, before Durin's Folk fell the first 

ass811\tS of Angmar. The dwaryes fled south, seeking the safety of their 
mines in t he Weather Hills. I t  was they who gave the fortress of the Witch 
King its name: Carn Dum they called it, or red stronghold (sec- map N3 al 

4 ). 
The name is a rarity among the place names of weslern Middle-earth. It is 

apparenl ly a combination of dwarvish and Elvish words. 'Carn'is red in the 
Iongut' of Ihe Noldor, and DGm' is hall or fortress in the language of the 
dwarves. The dwarvcn refugees brought the word to men of a grear 

stronghold of dull rcd stone in the North. Soon all of Eriador knew the hor
ror that came from this northern fortress. 

When the Witch King first came to the North and when Cam Dum was 
first built is uncertain; the records of Angmar and Sauron are unavailable 
for scrutiny. The Wise place the date at 1300 T.A. In the years that fol
lowed, ores and men built one of Ihe greatest fortresses of Mjddle-earth. 

Cam DOm is IWO strongh6lds; one that sits upon the base and shoulders 
of a huge mountain, and another that is delved into the mounlain. The 

outer stronghold is carefully and cunningly constructed. Architects have 
used the mountain to the advanlage of the defender, and several walls stand 
in the path of an attacking army. 

The outermOSI wall comes down from the shoulders of the mountain to 
some distance from its base. The wall is  low, being only The 
wall is  twe!ye feet Ht ick, are 

placed at intervals of thirty enable 
the I 

gale. 
The bailey within contains barracks, officers quarters, storerooms, 

stables, kitchens, and any other military buildings that might be associated 
with an army. It is more li1c;e a city than a fortress. The greater part of the 

human army stationed in Cam Dum is quartered in this section . The 
soldiers are housed in simple , two-story wooden barracks with flU: len to 
eae building. 

The second wall rests on the,shoulder of the mountain. II is only slightly 
higher than the previous wall. bUl lhe mountainouslerrain greatly inoreases 
the actual elevation of this barrier. The thickness and interior oflhis wall is 
identical to the previous one. The gate to Ihe second bailey is approached by 
a fortified defile cui into the side of the mountain. 

The second bailey is an area that has been cut into the side of the moun· 
tain. This is also the administrative center of the exterior of t he fort ress, and 
the buildings are fewer and larger. Generals and their bodyguards are 

housed here in comfortable and roomy quarters. The rangers and 

crossbowmen also have their barracks in this bailey. In addition, here are 
some large warehouses containing high quality weapons, food and 
supplies. 

Another wall guards the base of the.cliff at the end of Ihe second bailey. 
.. , .. 

This wall is shorlerjn lenglhJ but otherwise identical to the olhers. Its pur
pose is twofold: ( I )  to keep attackers from scaling the mountain face, and 

( 2 )  to defend the I u nncl l hat leads to I he top of t he eli ff. This passage can be 

sealed with pOrlculli if  the need arises. 



The tunnel is also the approach to the final wall and donjon. The wall of 
the innermost bailey is seventy-five feet hiWrui LWcnty foot thick. Jt is also 
piere with passages and crossbow slilS (where feasible) al lwenty-five fcct 
intervals. The bailey is small and contains the quarters of the hoerk and 
their master Daneu. These buildings are easily accessable and luxurious. 
The hocrk eats, sleeps and trains in this bailey. The don·on, on contrast, 
stands in a cleft in the mountain, behind a chasm that is · ust over ten feet . -

wide. Two fortified t�wers protect the cleft. The entrance to the donjon is 
oJ! the second story, making access dif ICUIt for an al1acker. I I  is through 
this donjon that men enter the mountain fortress of the Witch King of 
AngmaL 

7.11 THE EXTICRIOR Dt;FENSE 0" CARN DUM 
A guard is mounted upon the walls of Carn Dum. T.!).Cec men §laud upoo. 
each tower of the outer wall, and..srQUQ five men atrol the entire length 

• 

of the wall. E;scJuding the men on the towers, bet ween 50 and 70 mer;t are 
QalrQ1jng thc outcr wall at any one time. '0 -rn t2 p,Q,1YJ""A c 

There are three men OD each tower of the second and third �alls, a.n� 
and en patrol them respectively. The guard on th� innermost wall of 
the stronghold is thes(rictest. Four men watch fr;pm each tower. and twcnty 
patrol the wall. In addition, three members orthe hoerk are stationed upon 
the ramparts at all times. A guard of twelve men is mounted at each gate of 

are also regular patrols on the eXlerior and inlerior of Carn DOm. 
Men walch the country by day, orcs by night.' 

01lY: 
5 patrols out at any one time: 

accompanied by 23 large dogs or wolves which sniff the area 
most 
Night: 
5 to 8 patrols; 
15 t,o 30 orcs accompanied by three wolves; 

'The length patrol is 3.5 hours, the guard on the wall is changed every 
four ho s.  -

In addition t.o the patrols of thc surrounding countryside, Dancu has 
ordcred patrols inside the first and secOl� baileys at night. These patrols arc 
all human. Within the first bailcy.1h�ir con�osition is identical to the ex
terior dNl!.ght patrol. The second bailey, however. has onl two pa�ls . 

• 
7.111 Troop Deployment The soldiers of Carn DOm are deployed in 
various towers in small numbcrs.,These can be moved to crossbow slits or 
the top of the walls on short notice. Those off duty, or nm stationed on the 
walls, spend their time in a manner suitable 10 soldiers. The special unit of 
crossbowmen is deployed along the second, third, and fourth walls. They 
remain in towers until required. 

7.112 The Administrallon of the Exterior of ellrn Dum The Witch King 
has little to do with the daily arfairs of his fortress; he has grealerconcerns. • 
Oancu is also other ..... ise occupied. He is in charge of the d{!fense o f  the for-
tress, but does not meddle in minor matters. Any prisoners. of course, are 
of direct concern to him and the Witch King; but these twO lords are rarely 
seen on the exterior of the mount.ain. 

Although the generals have the ultimate authority over the men they 
command, the ashaktur and their staffs handle most of the routine ad· 
ministration. An ashaktur will dccide. for example, which units will be sent 
out upon patrol - if his general has ordered him to organize �atrols. Each 
captain makes a daily report to his ash3ktur, and the latter meet daily with 
their generals. Regular meetings ensurc communic<ltion between ash�ktur 
and an efficient administration of the fortress. 

Life in Carn DGm is carefully regulated; commanders have an excelleD! 
overview of the situation in the forlress. Soldiers spend their days in l 
carefully allotted periods. All incoming and outgoing movements and sup· 
plies arc carefully regulated; as little is left to chance as possible. 

7.12 THE INTERIOR OF CARN DUM 
The interior of the Witch King's fortress can be divided into an upper and 
lower section. The lower halls arc the rellile.m;:U )f lbe.or.kish a[jl1¥...Ihis is a 
warren f tunncl�..J!al!s, guard rooms, messes and storerooms. The -
nOleworthy feature of the lower section is a single tunnel leading to an 
eastern exit from the mountain. 
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The orcs are overseen b�aodcrs, and spend their lime in various 
disagreeable pursuits. They sleep in large halls dignified with the name of 
barracks, and eat in communal dining halls. When not out raiding or 
patrolling, they enjoy making weapons, fighting, digging new tunnels. and 
torture. The orcs are territorial and suspicious, and have stationed guards; 

. and al intervals in the corridors. 
of the mountain is the CCOler of Ca.rn Dum. liS first 

simple, and oriented ent irely towards t he defense of I he up· 
consists of a 10.ng hall that can be barred with thrcc steel port-

A ao;sage is around the hall enabling defenders 10 lIre 
through crossbow end of Ihe 
liallway leading 10 a set of st3irsl'llat go up and down. 

The next level up thesleep!n and living quarters ofthc 
best craftsmen The rooms aresimplc, bUI eac wor 'er has his 
own. There is a Ii).rge dining hall and limited bathing facilities on this level. 

The stairs to the next levcl (Level 3) lead 10 a vital area of the mountain 
fortress. The Iwjority of the army's supplies are slored here. Food, 
weapons. armor. leal her, cloth, steel, and hundreds of other things arc con
tained in the numerous storerooms. These arc adjacent to the workshops 
where the finer craftsmen work. All non-magical, high qualilycraft activity 
lakes place here; workers produce Ihe t.'quiplllenl for the elite units of 
Angmar. Consequently, Ihis level is well sealed and guarded to prevt!nt 
I?!lIy pilfering; Ihe workmen are searched twice daily. 

This level is also the administrative center for supply distribution and " 
whatever minor problems mighl occur. Dozens of clerks note what goes in 
and out of storerooms. Others supervise the craftsmen and food distribu
tion and many other small details. 

The access to the next level (L�vel 4) is by heavy iron doors and 
steel porteulli. Only members of the hocrk, generals, and certain olher 
select'cili7.ens of Angmar arc permined to ascend the Iwisting stairs. The 
evil magic of Carn Dum and Angmar is centered upon this level. I t  is here 
where the Witch King's small force of spell users lives and works. There arc 
twenty"sJ:a::en such conjurers of varying levels: 
fi Astrologers; 
3 Alchcmists; 
3 Magcs; 
6 Clcrics; 
3 Sorcerers; 
6 Lay healers; (See Sec. 8.7 for specific data.) 

The activitics of these people are confined to this level. There is a HI c 
ibrar , magical rorges. brcedin8.l!!ls. and whatever else they might require. 

Each sPell user has a luxurious suite at his disposal. Every suite contains a 
bedroom. sitting room and a bath. Thereare servants aplenty to care for the 
spell users. 

The enchanters are free to use most or the treasuries upon this level. Any 
gold, jewels, or gems they requirccan be found here. Ora on hoards pale in 
comparison to the s�lendor of the Witch King's wealth. Therc arc ancient 
coins and jewels from umenor, aswell as recent currencies from Gondar, 
Arthedain. and wonders. weapons. armors, shields, and Olher delights. 

Tht: spell users live under the shadow of Ihe Witch King, who resides in 
the level above He lives hercas much as a NazgOI can reside in any 

-"ne place. The will usually be in the throne room or council 
chamber. His throne is a powerful focus, and enablcs him to comnnmicate 
with Sauron. 

This is also the level where t he Witch King k ecps his important capt ives in 
a sm II dismal..e.rison. There are two othcr important features on this level: 
(I) a tunnc1 Ihat leads to an eastern exit from the mountain, and (2) a set of 
stairs leading to the top of the mountain. 
Odenses of Ihe Upper Inlerior Seclion 
There are between 4- guards on duty at the entrance and elSit of each ofthc 

1. first I hree levels,.. The su I level also has a li.beral sprinklin of duro 
If i�g the day. Both entrances to this level will be barred at night and six • 

'" magicians' level is more beavily guarded: f?ur tenth level guards 
sl and at each ent rance. In addit ion, I here are at least 15 eighth to tenth le\'el 
guards on dUly there; I r black trolls are among these. 

Six fifteent h  I vel $uards rmeet the tairs that lead 10 the lop-utthe 
mountain. Sevcn black trolls can be found as guards on the Witch King's 
level. If ther� is a council in session, each genera Will have three to seven 
mem of his Q£rsonal bod�..8u�d present. The Witch Kin of Angmar" 
can d_elect the presence of strangers on Ihis level within a radius of seventy
five fec\. 
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STOREROOMS ON THE WORKSHOP LEVEL 
These storerooms contain high quality raw materials for the craftsmen to 

work with. Excellent steel, iron. copper, bronze, and lin,  arc present in 

large quantities. The finest leather, cloth, and tools arc also present in 

abundance. These materials become weapons and equipment for the elite 

of Ihe army. Special storerooms contain the results of thl: craflsmens' 

labor. 
Siorer-ooms 1.10. Genual equipment: 
Storeroom I :  

Fine. very strong, rope 

Pitons, hammers, pulleys, crampons. and other small equipmcnl of the 

highest quality. 
Storeroom 2. Cavalry equipmclH: 

Bridles. saddles, bits, barding, halters, saddlebags CIC. 
Storerooms 3 and 4, Leather Armor and ICalher aCOUlrements: 

+ 10 Lcalher Armor of any type. About 50-100 suits. 

Leather gloves, belts, tunics, wrist guards etc. 

Storerooms 5, 6, and 7, Clothing and Miscellaneous: 

Storerooms 9 and 10: 
Parts of larger siege weapons that can be quickly assembled. 

Siege weapon ammunition 
Ballistae 
Storerooms 1 1-24. Weapons and Armor: 

These rooms are filled with + 10 weapons and metal armor of any type. 

Rooms twenty-three and twenty-four are devoted to the wcapons and 

equipment of the generals and the hoerk. All of the weapons and armor in 

the rooms are made to fit members of the hacrk or a specific general. 

THE TREASURIES OF ANGMAR 

Most of these are filled to overfiowing with gold. gems, jewelry and 

silver. Three are particularly noteworthy however. 

Room 3, Magical raw materials: 
-

rune paper 

mithril 

Enchanted metal, wood. and c10lh 

Room � Magical Equipment: 

Amulets containing the following spells three times per day: 

Text Analysis 

Detect Essence 

Golden headbands set with black gl.!ltls that allow the user to store three 

spells of any level daily. 

Several wands of Sleep V ,  Charm Kind, Sound/Light Mirage, projected 

Light. Shock Bolt, Healing 1 - 10, Guess, Dreams and Starpaths. 

3 rods: 

Wall of Fire 

Phantasm 

SlUn Cloud 

I Staff of Lightning Bolts 

Forging tools Ihat reduce forging time by 1007, 
Fine. high quality rope in 100' lengths imbedded with Ihe spell enchanted 

rope three times per day. The user can cause the rope to move up to its 

length in any direction and tie itself in knots. (It cannot attack or tic lip a liv· 

ing being). 

A ring of invisibility 

First through seventh level runes containing spells from the lists of  the 

various spell users. 

The amount of equipment in this room is variable; the spell·users, the 

generals. the hoerk. or the rangers. may be using any of it at any time. If  

there is warningof an allack, anything thaI can be used in  the derenseofthe 

fortress will be removed from storage and turned upon the attackers. 

Storeroom 2.. Special treasures: 
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Certain guidelines should be applied to the treasury. 

Any weapons, armor. and shields found in the trea.o;ury will be either +5, 

+ 10. + 1 5 ,  or more rarely + 20, either magic or nOIHllagic. On a roll of 
95--00 the item is + 10  mithril. Anything over 00 is + 20 mithril. A roll over 
200 denotes an extraordinary arl i fact has been discovered. There are a fe'tlt 
of these in the hoard. They are as follows: 

The 1)('11 of Queen Berulhial: An item from NumcnoT. A belt of  mithril, 

(ithildim), rubies, emeralds, and diamonds. This belt is very magical, and 
very anciem. Its origins are unknown. It has the following powers. 

It allows the bearer to see in the night as if it were rull day. 

It makes the bearer unseen, but nOt invisible in the darkness. 

It allows the wearer to speak the language of cats. 

In addition, the wearer can form an empathic connection with nine cats of 
his choice, and they can communicate over long distances. 

Usable only by the pure of heart. 

The axc or Durin: + 35 dwarven axe, throw and return. Detects balrog5, 
dragons, orcs, Sauron, uJ1(.lead, and Morgol h at 7 miles. Cont rols t he ston� 

of any dwarvcn citadel, mine or city. Usable only by dwarves of the royal 

family. Indecipherable to the evil powers of Angmar. 

This axe was forged in thceldar days afterthecoming or Morgoth and the 

discovery of dragons. It is one of Durin's seven weapons and almost sacred 

to the dwarves. II is said to have been made by Durin himself or be a gift 

from Aule. It is worthless to a non-dwarf. having the appearance of an or· 
dinar)" rather uninspired iron axe. It is shielded against magic detection 

spells. and will appear as ordinary to all except dwarven eyes. 

SiI.Maf1,til: + 30 spear with an ebony shaft and mithril point. forged by 

Celibrimor. Spear of Slaying servants of Sauron. +45 against NazgOt. 

Usable only by elves. 

Ar-sil: Ancient sword from either the eldar days or from Numenor. +30 
Sword - burns cold - delivers a cold critical if the bearer gets a normal 

critical i.e . •  if  it gets a normal B, then it does a cold B critical. Detects orcs, 

goblins. and all creatures of Sauron and Morgoth. Burns with blue light. 

Also on this level arc the Quarters or t he spell users which are spacious and 

luxuriolls. Each suite contains a bath, silting room and dining room. There 

is a kitchen on Ihis level stocked with the finest dainties and manned by the 

best cooks. The serVants are quartered with the craftsmen on the lower 

levels. 



NOTES ON LAYOUTS IN ANGMAR: KEY TO USE 

I) Traps (P, SP, S, C, C2) 

m W' 
• v • 

a) Pit Traps. like most devices created by the Wild, King's engineers. 
are standardized. They are uniformly 24 feet deep and filled wilh 3 
fecI of waler. The walls have protruding stone "nobs" which act to 
impacl upon falling victims (50lfo chance of immediate un· 
consciousness). Regardless of the nobs, the victim will Lake )0·20 
hilS in the fall. plus any appropriate critical damage (e.g. from 
medium fall +24 results). Should the victim be knocked out there 
• 

• 

15 a 900lt chance he/she will drown in 4-10 minutes. Set off by 50 
pounds direct pressure. Can be locked. 

b) SpikN pit traps have no water in them, bUI have sted or iron 
spikes of 2-4 fect in length a1 the bottom. The pit is 24 feet deep 
and has sides edged with 9 inch blade·like metal pieces. Since the 
metal is rUSIY, there IS a chance of infection should a wound result 
(roll 'IS. Can). The side blades cut as swords (0·9 aHaeks. + 75); 
treat the bottom spikes as mounted lance attacks ( +  75), wilh 1·10 
attacks. Also add the result of the 24 foot fall. Set off by 7S 
pounds direct pressure. Can be locked. 

c) Ceiling traps drop 6000 pounds of stone on a 1 0  foot by 10 foot 
area, yielding a crush attack (50Ofo huge, 25Ofo large, 10% mooiul1l, 
10% small, S'7o 1·10 hits); the aHack add is + 75. Ceiling traps are 
set off by ( I )  manual operation of a wall le ... er by a guard or other 
cruel foc, or (2) by one pulling on the nearby gilded torch holders 
or stalUettes. Type #2 ceiling .traps also drop stones on impact 
points down the hall and around the corner, frustrating age.old ex· 
ploratory precautions (they are denoted as C2 with impact points 
as 12). 

d) Flam(' traps can also be manually set off by pulling master levers. 
A key i!l f1t'I.:t:ssary to use the levt:rs, but the guard captains eadl 
have one. The names are also released when a victim probes tJle 
flame holes and touches the "stay" (chance of avoiding stay: 20%, 
or hard ·SO if  prober aware of device), a metal mesh. The result of 
a flame allack is 1 · 1 0  flame bolt ( +  50) jets. Pits oflCn on eit her 
si<.le of the 1 0  foot by 10 foot fire area (see standard 10 fOOl by 10 
foot pit traps). 

2 1  

e) Spike traps operate the same as name traps, but use overlapping 
spikes which spring OUi from the wall. Result is 1-10 mounted 
lance-like impaling attacks ( +  75). These spikes arc coated with 
jegga. a pasty black poison made from bat venom. Since it is 
rather stale, the victim must roll versus a 10lh level poison result; 
should he/she resist. no damage; failure means 1·100 hits, plus a 
chance of inrection. 

2) Guard rooms (G) 
The guard rooms have 3 guards on stalion. Carn Dum's guards are 
orcs; other sites use men from Rhudaur (Dunlendings who enjoy 
rough living). Main guard rooms (denoted "MO") have 3 guard cap
tains. Straw beds and stone "chests" (fixed to the floor) arc present in 
all such rooms, as arc refuse pits which double as latrines. Water is 
brought in using wood buckets. 

3) Doors, gates, porh.'ulli 
Prelly standard. These can be locked by one of a series of "wing· 
shaped" iron keys. The use of an improper key will be troublesome, 
for the key will be stuck in the lock. Doors marked "E" have copper 
"lightning L�onnections," and the copper rods in the keys will deliver a 
+ SO lightning bolt attack to any user of the wrong key. Since these are 
enchanted traps. they arc Quite rare. 

Doors open by sliding into Ihe wall, unless otherwise specified. 
Portculli slide up; should they fall on an unlucky soul. use the 
mounted lance + 50 results. 

4) 8asic mH'hanisms 

Mosl of these can be locked or unlocked with the wing-shaped 
keys. All the traps have key holes known to the guard captains, but 
not to the guards, and the captains each retain a key suitable for the 
nearest trap and/or door. The key hole for name traps is located in a 
crack in the wall across the passage from the wall lever. Ceiling traps 
have key holes in the tloor besidc the lever mechanism. Pit traps, 
spiked pit traps, and spike traps all have lock mechanisms located in 
the base of nearby lever mechanisms. All the levers appear as, and in· 
deed act as, torch·holdcrs. The sole noticeable distinguishing fcature 
is the "polishe<.l" surface on the arm of these devices, indicaling lht: 
kind of constant use not evident with thc olher torches. 
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7.2 THE BORDER REGION 
7.21 THE RORDt:R CASTLES OF ANGMAR 

The long borders of Angmar make it impossible to control all of the border 
villages efficiently from Carn DOm. Three large border castles are the cen
tral authority for their surrounding territories. The fortresses arc called 
Angsul, Morkai and Shcdun. These bastions provide additional men in case 
of attack, supply the \'illages with food and other necessities. and 
discourage rebellion. Any extraordinary occurances on Ihe borders are 
reported 10 the authorities in the caslle. Angsul (see map #3 al 5 )  and 
Shedun (sec map #3 al 6 )  are commanded by an ashiU:rur. and Morkai 
(sec map In al 7 )  is commanded by General Ulrac. 

The fortresses effectively contral lhe entire western border Qf Angmar.. 
Shedun lies .H the southernmost tip of the kingdom. and Angsut tics in the 
north. white Morkai tics almost at the halfway point of the border road. 

7.22 CASTLE MORKA1 
:kai (see Map 113 at 7 ) is the large�l and mmH important of the 

border foIlS. I t  stands almost dir.eetly upon Ihe road, on a high rockt.hill. 
The dark walls and towers of the castle are visible for Ulany miles. Morkai is 
the seat of general Ulrac's power. UJrac coordinates the border defenses of 
Angmar from Ihis point. The traffic on the road is very heavy here; wagon 
trains of supplies rumble by. soldiers and messengers can be seen entering 
or leaving the fortress day and night. 

Morkai was c1ea.rly constructed with uolimit.cd rCSQmccs of gold. skill, 
and labor. It is a mass of lhick ugly walls and towers. The castle is mul
liangular, with strong lOwers set at regular intervals. There are two sets of 
walls, forming an inner and an outer bailey, The walls and towers are 

-
pierced with longbow slils. The outer bailey has ample room for Ihe bar· 
racks. workshops. stables, and storerooms it contains. Over eight hundred 
men are garrisoned in the castle, and there is room for many more. There is 
even a small reservoir in thc outer bailey. The inner bailey contains a large 
barracks, and a comfortable, roomy keep. 

At thc moment. the castle garrison is on a peacetime fOOling. The 
enemies of Angmar are 100 far away to approach withollt warning. and -

reinforcements arc dose at hand. The ej.ght hundred men are capable of 
dealing with any emergency that mighl occur in the interim. In wartime, the 
garrison will swell to over two thousand. 

Garrison (See Sec. 8. 7) 
ISO Wolfriders 
200 Cavalry; 
450 Footsoldiers; 
Captain of the Wolfridcrs; 
2 Cavalry captains; 
4 Captains of foot soldiers. 

Ashaktur; 
12  Bodyguard. 

General Ulrac; 
SO Servants; 
ISO Wolves; 
220 Horses. 

The fOOLsoldiers have a variety of responsibilities, from guarding the 
walls to patrol duties and to escorting supply trains. The wolfriders have a 
nightly patrol duty, and are often sent with the cavalry on raids into the 
enemy's territory. Off dut y soldiers are sometimes given leave to visit K usk H 

or other nearby sellicments. 

Composition of the Garrison 
62 third level wolfriders; 
3 1  fourth level wolfridcrs; 
IS  fifth level wolfriders; 
12  sixth level wOlfriders; 
12  seventh level wolfriders. 

Ormat - 71h Ivl captain of 150 foot soldiers. 
Purth - 61h Ivl captain of 100 foot soldiers. 
Jeshan - 5th Ivl captain of 105 fOOl soldiers. 

Akth - 5th Ivl commander of 100 fOOl soldiers. 
Fornagath ( 1 1 t h 1'0'1) - Commander of bodyguard. 
Members of 1 he bod)'guard escort general Ul rae 31 ali i imcs. They generally 
carry + 10 nonmagic weapons a.!).d armor. 

Tht Wolves 
The wolves of these riders are wargs, a peculiar variety of undead. Their 
hide is tough. being AT 4. The wargs are intelligent, and can communicate 
with their riders in thc wargish tongue. They rarely miss thc seem of an 

26 

enemy. and are incredibly fast and deadly. Their bite, though dangerous, 
carries no Iyncamhropic disease. The bodies of these wolves disappear 
when Ihcy arc killed. When mounted, the wolves will try to ride down an o� 
ponelll. Their riders arc armed wilh spears. 

NOT .. : : O"ly Q specific I'ariel}, of wargs is undead. Most animals 

labeled "war!:!)·" arf! simply hllge wolves (See /..olR I). 
Wargs' (Wolves) Statistics 
Hils 100-150. Level 7-10. AT 4(·30). 
Attack Modes: (a) Bite + 55 1 0 70. 
or (b) Grapple + 40 10 50, I hen 
Claw + 60 to 75. 
Size: 160·200 Ibs. 
Movemcnt rate: vcry fast 

Patrols 
The castle sends out regular patrols: fordetails, s� Carn Dum. Section 7.1. 

14 eight level wolfriders; 
4 ninth level wolfridcrs; 
8 1  fourth level cavalry; 
52 fifth level cavalry; 
4 1  sixth level cavalry; 
26 sevemh level cavalry; 
1 1 2 first level footsoldiers; 
200 second level foot soldiers: 
70 third level footsoldiers; 
42 fourth level foot soldiers; 
10  fifth level footsoldiers; 
1 0  sixth level footsoldiers; 
6 seventh level foot soldiers; 
3 eleventh level bodyguards; 
5 tenth level bodyguards; 
4 ninth ievel bodyguards. 

Personalities or the Castle 

• 

Juka'h - the ashaktur (tenth level). Jukath is an aide de campe to the 
general. He handles the day to day affairs of the castle and sees that things 
run smoothly. 
Ukandar - cavalry captain (eighth level). Ukandar is the senior cavalry cap· 
lain. He is a member of the nobility of Rhudaur. Ukandar is an excellent 
commander, and prefers to lead his men personally into battle. 
Durae - second cavalry commander (sc\'enth level). Durac is anxious to 

undermine his senior captain. He is ruthless, underhanded, and cnle! . 
Huskash - commander of the wolfriders (ninth level). Huskash is very evil, 
but extremely competent. Like the rest of his troops, he can communicate 
with his wolf. 
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Caslle Morkai: Lllyout 
Constructed upon a granite bluff. Morkai is indeed an imposing citadel. 

The walls and lowers are constructed of locally quarried granite. cul and SCI 
with consummate skill. such that Ihe scams are nearly invisible. Mortar was 
not used; instead the blocks are bound together with iron reinforcing bars 
inside the rock. A tiered structure, it will be noted that the ground behind 
each wall is higher than that in front of it. This is due 10 the fact that earth is 
bermed up behind the outersection of the wall for greater strength and sup· 
pori. making battering rams useless, as they are b�aling upon solid stone 
backed by IOns of earth. All towers in the lower wall have six foot thick 
walls. with firing slits. These towers are connected by a narrow passage in 
the upper rear of the walls. as well as, in the case of the tower:s which rise 
above the walls, through a door in the tower accessing iOlO the lOPS of the 

walls. 
The inner bailey of the citadel is more sophisticated in design, ineor· 

poraling taller towers. and higher waUs of more complex design. All of 
these towers contain at least two stories, with stairs allowing access to the 
roof. The connecting walls are thTl"e feel thick. with a passage running 
within the wall itself, and heavy wooden doors at each tower to seal off ac
cess from tower 10 corridor. Thcse halls have arrow slits for firing upon at
tackers. The grealer pan of the garrison is housed in these towers. 

I. [)r ... hridtf. The- lIlain cnuIOCt' 10 Morkai caslle, this dra .... bridge is l'Untrol!cd ... ia a 
oounterballnCC' in the �mlll aatehou)C. 

1:. t:"t/'1ln� •. aa" .lIg the enlry Into I he outer baitey h an iron !')Or1C'ulli�. opc'rllltd by oontrol� 
in Ihe small square 10"'er (l). Ten fnol funker in is anOlher idemical portcullis. Thus 
\'15ilotl Clln be trllpped bet .... een Ihe POllcull!, and fired upon ... ia tll4: firill,il 5lilJ in tne wa.lh 
of Ihe ten fool lonl entry hlill. There an: :lUO holes in Ihe ceilins orlhis area. Ind POi! of 

•• 

s. 

,. 

boitin, oil �an be poured do .. 'n from above. 
Gil,. The only (OOllllllollly known) way inlo the inner bailey. thiJ gale h:os a port�ulli� • 
operable from .. ilhin the- room jUM above. The 8ale It'ad� 10 a p85S3ge, and up a ramp of 
smoolh ,rlllile mlO the center of Ihe inner baile� (�). 
Ibmp t�II, NOle the low wall around Ihe ramp. 10 pru"ide shieldinll for bowmt"n 10 tire 
upon ad"ancin, allaekerf. Barrcl� of oil Ire �epl nearhy 10 pour dO"'n the ramp, 10 fffeo;. 
th'ely Impede auackers from easily runnill& up il. 
Htwr .. ,ir. Kept filltd .. ilh fresh "Iller. ;1 could )upply .he rUU llrri}on for ��eral weeks 
wl\lloul replenishina. 

"I. !'ohln larrl�on. 

S. CurnhallTa",orr "uurl)ud. Thj� arta scr�e!i Ihe dual purpose of a combal pracli� )'ard 

•• 
10. 

for Ihe (larrison. and u a lakeoff and lamlinll area: nOI only for the oourrCt$ .... hn ride rell 
treaturH, bUI fOI thc Wheh KinS. should he decide 10 'bit on hi� h'deous Oying !leas! . 
Slabln. Ilou5inl llo," fdl crealU!es. 10 be ridden by the Wileh Kinl'� couriers . 
Pusl .... n lilt. A I.n)'. well protected door. wirll I Sitts) wind;ns path do .. n froll1 lhe 
hilltop. 

II. Innft Krep. The nr()�t IIthil)' rorlifit'd area In Ihe rntirr caslle. this wuuld be the laM slam.! 
for Ih" garrison. There IS a $t'("ret door from Ihe bollom lc\.·t.J oflhi� building. leadinll l O  II 
"'indlll, pauale wh.ch 5urra('C� in a ra"lne half II mile (rom Ille c>lstle. 

GRE .... T IIAI.I. 
12. Illnlnl bll. A hUllr 'OUI\I, wilh dual �talr5 al the f3r end. abo"e a dias. ThL� is Ihe main 

fca�1 hall. as well a� Gruerlll Ulrac's audoc:nl"C chamber. 
U. ,..U.l' .. · .)·s. 
14. GIIC':'lmom. 

15. Uk.nd.r·� qUlrtrnr. 
16. !lune's qu.rler�. 
1"1. Iluskuh'� qUlrl .. nr. 
13. Mf'I'tinlt roum. Slots on one wall arc fiUtd .. i,h charlS and rnap� or !he IIrea. 
19. t:lnK'$ .. lficcllih •• ..,. !trehly f urnishe<l. 
20. Ulf1l.(·� qUlrtu'$. 

Level til""" 

o o 

o 

Level two 

13 13 

Level OnE 
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7.23 A f'ORTltU:1) VILLAGE 
Kuska tsec map #3 al 8 ) is a village three miles away from castle Morkai. 

Its 389 iuhabit8nts live in a cluster of slone houses. The entire lown L� pro
tected by an irregular slone wall aboul lwenlY feci high. Thesettlement lies 

<rnlya quarter mile away from the Angmar road, amI a narrow track con

neel!. the IwO. Kuska is a Iypical village; its inhabitants arc primarily 
Dunlendings from Rhudaur, and some men from RhUn. One or twO 
E!otarlave families complete the racial mixture. 

There are ninct)'-onc families living in Kuska. Most of these make their 

living by farming. bUl lherc arc a variclY of olher professions prcselH; the 

town has a tavern, a blacksmit h. a cobbler, a caq)(.'ntcr, and a wcaver. 

There is a regular village guard of full time soldiers. residents who prefer 

military ral h(.'r than domest ic dlll ies. and I here are ni nety-cigh t able bodied 

men in the village; the remainder of the population consists of womcn, 

children, and old peorle. 

Kuska is an important settlement. It is the central village of the locali ty 

and closest ICl castle Morkai. The fortifications of the town protect olle of 

the approaches to castle Morkai. When the roads are passa ble and the 

weaTher permits. there is a monthly market in Kuska. There is a fnir every 

autumn, and men come from the surrounding villages to buy and sell 

livestock and other commodities. The center oflhe village contains an open 

area where the markets and fairs arc held. 

Some of the more imponant establishments are adjacent to the market 
place. The inn. the bJacksmit h's. t h e  carpenter, and t he cobbler arc located 

here. In addition the vil lage council house and jail also line the market 

square. The large market well serves the houses who do not have their own 

water sources. 

The architecture of the village lypil1es the cold climate. The hOllses arc 
two stories high. The first stOry is a barn and stable, the second the living 
quarters. The main room of the house is the kitchen. The large stove takes 
up almost a quarler ofthc space in this room. The kitchen walls arc covered 
with thick heavy rugs and lined with benches which arc the family's beds. 
Some of the more luxurious houses contain one or two addilional small 
rooms. These may provide extra sleeping space or act as a Sunday parior. 

depending on the sil.e of the house. These rooms can also be equipped with 
stoves. 

Each house has its own enclosure. This space usually includes a well, one 
or two oUlbuildjngs such asa workshop or . uorge. or perhaps an additional 

b�n, epending on the profession of the owner. The enc losures vary in 
size; those o f the farmers are large, while Ihose of the cobbler and 
blacksmith are small. A small part of the courtyard is protected by a fence 
and reserved for a kitchen garden.  

The fields and pastures of the farmers arc located outside of the wall. 

Most of the cultivated lands lie between the village and the road. or on the 

other side of the road. The heavy traffic along (he road reduces with the ap

pearance of wolves. A" Ihe farmers of Kuska agree that they would rather 

walk an extra mile along the road than have their fields in the unprotected 

hills. Sixty-seven families in the village till the land. Like most of t he 
farmers of Angmar. those of Kuska emphasize cultivation rather than 

animal husbandry. They plant rye, barley, turnips, cabbage, and potatoes. 

The farmers of Kuska keep only a little morc livestock than the rest of the 

village. Their wi ves keep hens and make a lillie extra by bartering the eggs. 
Purancir is the sole shepherd of t he village; he lives outside of Kuska. His  

small noek provides wool for the villagers. In exchange. he is given food 

and anything else he needs. 

INSTITUTIONS AND ESTA HLISHMENTS OF KUSKA 

Tht' Council Hall 
This is a medium size stone building. It is filled with benches and l ittle 

else. The hall is heated by two large fireplaces at each end. The council hall 
has many funct ions ; the v illage men hold their meetings here and settle any 

other military, civil, and criminal problems Ihat arise. Any important an

nouncements arc made in the hall. and the taxes are collected there every 

autumn. 
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The Kuska Council 
Every man is a member of the village council. This organization is the 

government of the town. The council  has a headman who is elected every six 

years. Haren, the current leader has been in office two years. The headman 

and the council arc responsible for carrying out any orders that come from 

castle Markai,  organizing regular palrols, giving aid to the soldiers of 

Angmar, and paying taxes. Other than that, the village is left to govern 

itself. Those dissatisifed with a council decision, however, have the right to 

appeal to General Ulrac at castle Morkai. This is very infrequent however, 

since the general hates being bothered by petty affairs. 

The Blacksmith 
Haren is also the vil lage blacksmith and armorer. He was originally from, 

Rhudaur. and chose to settle in Angmar after leaving the army. Haren was a 

soldier for ten years, reached sixth level and learned his blacksmi th and ar

mory skills while in the army. He is an excellent smith and a decent armorer 

who can repair weapons and armor, and forge a passable sword. 

Haren is popular and well-Ii k(:d. He is thirty-eight years old, and is  quite 
young for the office. especially since he is in his seeond term. (Most adults 
live till about the age of sixty.) Haren is diplomatic and tactful and often 

manages to settle d ispu tes before they come to the council. 
The smith is the most prosperous man in the Village. The forge is large, 

and well equipped. Haren does the work for one or two of the nearby 

villages and has two assistants to help him. His home is the largest in Kuska, 

containing two rooms in addition to the kitchen and morc than the usual 

amo unt of livestock. Haren is married to the prettiest woman in the village
(22) and has a one year old .�on. 

�.- -_ .. -



The Inn 

Dumfa is the owner of the Grey Moon Inn. The inn is superb by Angmar 
standards, but hopelessly primitive by any other. The large, warm stables 
are the most comfortable part of itstaCiliTIe5. 'In addition to the stables 
there is a arge common room heated by a huge fireplace and a kitchen, The 
upper story of the inn contains one single room, and a large dormitory with 
a number of (?allets. which can hold up 10 Ihiny in a.Qress. 

The Grey Moon is well stocked with ale and wine becauseofits im09r1anl 
location. aflOul soldier from Castle Morkai often come to the inn to 
relax. The food, however, is poor, eonsisling primarily of porridge. - -

Dumfa and his wifc.Jboth Dunlendings), are i!l their fotti$s, Though 
businesslike, the couple is not unpleasanl. They Jive in a house adjaceru LO 
the inn. All their lime is devoted to running the inn, which has become a 
family business. Their two sons and their wives assist them. One or two of 
[he younger village lads work as stable hands at lhe Grey Moon or do any 
odd jobs I hat Clre required. 

The Carpentt'fs 
Hujai, and his son Cut han arc the village carpenters. Hujai is an old 
Estarave who settled in Angmar. He and his wife arc well into Iheir sixties; 
in his youth he was a powerful warrior. Cut han is a third level fighter, is .. 2"-5_ and has just completed his term of service in the army. 801h of his elder 
brothers were killed fighting for Angmar. Hujai is waiting for his son to 
find a wife, so hc can rei ire and spend his days before a warm firC!. 

The Weaver 
Kuska has IwO weavers - Ihe �eventy year old Kerian, and her young assist
ani Nenua. Nell1l3 is an orphan of an Estaravc family who was given to 
Kerian for training. Most of the weaving work is done by Nenua who will 
inheril Kcrian's profitable position as weaver. Nenua is quiet and in· 
telligent; she is being courted by Cut han and Puitar. 

The Cobbler 

Pultar is the village cobbler and tanner. He is a newcomer to the town and 
originally hails from RhOn. Pullar has only been in Kuska for a year, but his 
business is already successful. He is a very skillful worker and docs most of 
the leather work in the village, The leal her he produces is of good quality, 
and he and his assistant sometimes fill orders from Caslle Morkai. 

Pullar is a third level fighter. He is most equitable and kind, for a soldier 
of Angmar, and is looking for a wife, 

The Farmers 
F'urish and his four sons arc the most prosperous farmers in the village. 
They farm between 700 and 800 acres of land, and employ men from other 
families as farm hands. Furish wields great influence with the other farmers 
and with his laborers. Not only is he a good farmer, but {he old man is still a 
doughty fifth level warrior. He is generous to his dependents and his 
workers arc very contented with their positions. Furish is a close friend of 
Haren. Four of his sons have completed their military service. and the fivc 
farms arc run as one in many respects. 

Furish is fifty·eight ycars old. He has a huge family; all of his children 
have survived. Furish has two more sons in the army and three daughters, 
one of whom is Haren's wife. 

Furish's SOilS in order of the eldest first: 
Tremac 33. fourth level fighter, married. 2 children: 
Furish 30, third level fighter, married. 2 children; 
Varen 29, fourth level fighter, married, one child; 
Surnir 26, second level fighter, married, one child: 
Hulth 2 1 .  single. in the army, levcl unknown; 
Kurian 18, single, in the armY, level unknown. 

Furish and his family keep more livestock than is usual; they have a small 
herd of twelve cows, and a small herd of twenty pigs. The animals arc 
pastured together, but stabled with the different families. 

31 

The Guard 
There is an official village guard of twelve men who are paid out of the 
taxes. Their duties vary; they oversee thejail, go on daily patrols, and settle 
the occasional brawls in the Grey Moon, or guard the tax money. The 
members of the guard are all retired soldiers who find the work of civilian 
life unpalatable. They range from second level to sixth level. Nudan, a sixth 
level warrior from Rhudaur. is the captain of the guard. 
Nudan - sixth level captain of the guard: 

Nudan is a peHy dictator. He loves having people under his authority 
whom he can order about. Nudan is something of a troublemaker. and re
Quires all of Haren's tact to handle. His combat ability is respected, but he is 
not well liked, since all the men of Kuska havc to endure him when they are 
oul on patrol. Nudan would be welcome in the company of most evil men. 
Foskat - fifth level sergeant of the guard: 

Foskat is also a native from Rhudaur. He is hanging on to his ac
cumulated pay, debating whether to rem�in in Angmar, or return to his 
homeland, or to find a new home altogether. In the interim, he is lodging 
with one of the farmers. 
Composition of the guard: 
I sixth level; 
I fifth level; 
J fourth levels; 
5 third levels; 
2 second levels. 
The guard house and jail: 

The jail has but one cell. ils remaining room is the guardhouse where the 
men on dUlY eat or rest. There is a guard in the building around the clock. 

Pureneir: 
Pureneir is the village shepherd and has a flock of abeut fifty sheep that 

graze near the Angmar Road. He lives in a tiny cottage adjacent to the barn 
that shelters his sheep. Since he is a loner, he prefers to live apart. The wool 
from his animals becomes cloth for the entire village, The villagers supply 
his needs in return. Pureneir has a large, well-trained dog that helps him 
watch his flock and keeps the wolves at bay. He is a third level fighter. and 
because of his profession, he is exempt from patrol duties. 

Palmls 
The village is responsible for patrolling the Angmar Road and its environs. 
This is just a precaution: there is little trouble along the road. Every able
bodied man takes part in patrol duty about oncc a week. Kuska sends out 
three daily patrols of six mell each, The levels of the men vary between 
second and sixt h level. 

Deh:n� of the Village (also set Sec. 8.7) 
Kuska is surrounded by a stone wall betwcen twenty and twenty· five fcct 
high. The town is unusually well fortified because of its important location. 
The wall is topped by a parapet and walk-way that protects the defenders. 
This is reached by ladders and a single set of stairs. Small wooden platforms 
widen the wall at set intervals. 

There are ninely-eight men wilh military experience in Kuska, They 
would form the core of the town defense should the village be attacked. All 
of these men aTe skilled in bow weapons, and at leas! onc other hand held 
melee weapon (sce weapons of the armies of Angmar). This number can be 
bolstered by additional soldiers from Castle Morkai if  there is a warning of 
an attack. The women would also play a part in the defense of Kuska. by 
throwing boiling oil or quicklime off of the walls onto the attackers. The 
\'illagers are a tough, experienced people, and resistence 10 attackers would 
be fierce. 
levels of the Men of Kuska: 
45 second le\'e]s; 
28 third levels; 
14 fourth levels; 
7 fifth levels; 
3 sixth levels. 
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7.3 THE NO MAN'S LAND 
When Elendilfoundcd the realm of ArnOT it encompassed a good part of 
northern Western Middle-earth . Men lived in towns as far w(."St as the shire 
and as far north as the northern shore of Lake Nennuial. With the assaults 

of Angmar and the plague of 1 630, the population of ArnOT declined 
dramatically. Cardalan was ravaged and deserted, and Rhudaur became 
Lhe home of evil men. The borders of the remaining kingdom. Artht.-dain, 
grew smaller. Towns in the outlying areas were abandoned as men 
withdrew 10 the center of Ihe realm. Although Arthcdain claims the lord· 
ship of all Arnor, it does not have the strength to back its claim. The aClual 

borders of Arthedai n  arc far smaller than they were a hundred years ago. 
The once fertile and wcll·settled regions of Nonhern Arnor have become 

a desolale no man's land. Arthedain has too few men to maintain i l .  and the 

Witch King lacks thc strcngth 10 conquer it.  It is in this region Ihat Ihe 
player characters will find interesting and unique opportunities for 
adventure. 

The land is desolate, but not empty. There are ruined towns and towers 

UpOIl the horizon. and fields that grow wilder as the years pass. Most people 

only venture into this region out of necessity, not choice. Wolves run ram

pant, and bands of orcs can be found wandering in the night. Evil men from 

Rhudaur who have become brigands have made their home in lhis region.  
According to the repons of rangers returning to Fornost, trolls have also 

settled in  the area, Some reported that they have discovered tracks in the far 
North that could belong to giants. Another ranger returnt.-d pale and 
shaken, and described a dragon that he had seen nying in the distance. This 
section includes some unusual encounters thaI might occur in this area of 
the world, notably trolls, dragons, and giants. These creatures (even the 
trolls) are rare, since they need large territory to subsist and cannot coexist 
i n  close Quarters. 

Angmar has also contributed to the new inhabitants. The forces of the 

Witch King have built or repaired a series of watch towers and outposts in 
this no man's land. The outposts have several purposes: they guard against 

infiltration and act as a base for raids and sorties into Arthcdain. In addi· 

lion, the towers there prevent settlers from returning to the region. A 

traveller should not be surprised to discover well· maintained roads and 

well·repaired towers in ccrtain areas of northern Eriador. He is also advised 

not to use these roads Or approach lhe towers. 

The outposts have two origins: (I) they are either of ancient Numenorcan 
construction, or (2) built by the minions of Angmar. Looking at these out
posts, the originality of Angmar's architects leave lillie to be applauded. 
Most are similar in construction and share a variety of common ft'atures . 

Whenever possible, the outposts are built upon high ground or an ar· 
tiridal hill that commands a view of the surrounding countryside. The land 
around the fortress is kept free of brush, trees, and any thing else that might 
offer shelter to an attacker. The fortress consists of a thickly walled bailey 

that is roughly circular or multiangular. This is surrounded by a moat. or a 
ditch, and sometimes an earthen wall that is easily domjnated by the inner 

walls. The donjon or keep within the walls may beeither square or circular, 

with an entrance upon the second story. The position of the keep varies; it 
may be freestanding or part of the surrounding wall. It is nm a residential 

Quarter, but a place for the defenders to make a last stand. The keep would 

make an uncomfortable home. since it is damp, cold and unheated. In· 
stead, the garrison lives in outbuildings within the bailey. These small for
t resses sometimes contain two wells, one in the bailey. and another in the 

keep. The castles. and especially the donjons, are all well provisioncd with 

food and water. 

Each of the fortresses is equipped with a signal beacon that can com

municate with the other outposts. The men of Carn DOm have developed a 

simple code that enables them to convey messages from onc point to 

another. 

SignalS: 

Single flare (jet of fire), burning either brieny or steadily - the outposl 
under attack, send aid. 
T ..... o Quick flares - general alarm, signifying invasion. 
One short, one long flare - a small group has been discovered and haselud
ed pursuit, institute a general search of the area by all outposts. 
One long, one short narc - Patrol aHacked; institute general search of area 
by outposts. 
Three quick flares - prisoners captured; report message to the commanrl. 

ing outpost . 
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7.31 CARGASH KEEP 
This outpost (see map #3 al 9 )  in the no man's land is held by the men of 

Rhudaur and a few Easlerlings for the Witch King of Angmar. A garrison 

of thirty-seven men: 
10 horses; 
4 cooks: 
7 menials; 
I skilled jack of ail lrades - blacksmit hi ng, armor repair, elc. 
Soldiers : 
I I  first levels; 
13  second levels; 
8 third levels; 
2 fourth le1.'cls; 

2 fifth levels; 
I sixth levels. 

Heludar, commander of the Garrison (sixth level) 

Hcludar is an extraordinarily gifted man. He rose through the ranks of 

the army in less than a year to become the commander of the outpost. 

Heludar should be run carefully. since hc is exceptionally intelligem and 

competent. Although he is a noble from RhOn, Heludar can speak 
Adunaic, Westron (common) and Dun lending. The commander carries a 

+ 5 war hammer, a comp bow, and a varicty of herbs. 

Keemac. second in command (fifth level) 
Unlike his commander. Keemae does not have a military background. 

He is  a n  escaped serf from the East seeking to make a fortune with which to 
settle down and marry. Keemac is careful and prudent, and setsa high value 

on his own skin. He is nucm i n  Westron and Dunlending. Keemac uses a 

longbow and a + 5 nonmagic mace. 

Haree. patrol leader (fifth le\'el) 

Harec is fairly competen t, but he is a frustrated woodsman who fancies 

himself a ranger. He enjoys patrol duty and is very familiar with the sur

rounding terrain. Harec has a + 20 bonus looking for tracks. He is also an 

excellent rider, and would be sent out for help if Ihe occasion arose. He is 
Ouem in Westron. Dunlending,  and Easterling. Harec uses a +5 
broadsword and a composite bow. 

hlryen, parrol leader (fourth level) 
Although he is cautious and quiet ,  Falrycn is overbearing and un

popular. His patrols are efficient; he prefers to choose men who can move 

quietly in the forest . 

Geer. patrol leader (fourth level) 

Brave and hOl·headed. Gt.'Cr violently hales the Dunedain. He loves to 
fight and may not be a patrol leader for long. Geer's temper has gotten him 
into trouble and Heludar is considering relieving him from duty. 

Patrols 
There are between three and four patrols during Ihe daylight hours. Each 

patrol has between five and ten men. depending on the patrol leader. 

Patrols of seven or morc men. however, are used only ..... hen a disturbance 

has been noted. 

It' there are indications of something suspicious. or a message arrives 

from a lower, patrols of lip to 18 men may be sent out as searchers or to lay 

an ambush. If they act as searchers, the forces will be split up in groups of 

twos and threes. 

Sample Patrols: 

Early morning patrol 3-5 hours 
Haree in command . 7 men: 
2 first level fighters; 
3 second level fighters; 
1 third level fighter. 

Daylight patrol 4-6 hours (Special) 
A patrol following tracks or responding to a message from another towcr. 

Flaryen in command. ten men: 
4 first level fighters; 
3 second level fighters; 

2 Ihird level fighters . 

Early evening patrol 2-3 hours 

Geer in  command, five meu : 
4 first level fighters: 

I third level fighter. 
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A guard of five to ten men is mounted on the castle walls at all times. 
Patrol and guard duty is rotated among the garrison. Hcludar and Keemac, 
however, do not go QUt on patrol. Life in Cargash Keep is much like life in 
any other military outpost. The trolls and wolves are just as deadly LO them 
as they would be to any group of travellers. The precarious life in no man's 
land results in a rclath'ely large garrison of soldiers in the outposts. 

Men value the security or their small fortresses. and they arc kept in good 
repair. For their own security the commanders of the outposts keep in close 
communication with one another. 
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7.32 ELUANAR CASTU; 
Eldanar Castle (see map #3 al 10 ) is one of the most ancient NumenoTean 
castles in western Middle-earth. Eldanar was onc of the Faithful who came 
with Elcndil out of the disaster of Numcnor. The castle stands upon lands 
and estates that were granted by Elcndil. The original lord of the castle fell 
in Mardor during the Last Alliance between elves and men, but the Eldanar 
family has held the (:asl!e almost continuously; it fell into the hands of the 
enemy only ten years ago. 

Elenuil, the rightful lord of the caslle, managed [0 nee through a secret 
tunnel with a handful of thedefenders when theenemy stormed the castle a 
decade ago. He and his family arc currently residing in Fornost; the occupa
tion of the castle is a source of shame for the entire family. 

Eldanar Castle has maintained its beauty despite its changing fortunes. 
The fortress is -surrounded by a wide, deep moat. The walls of the castle 
form six intersecting curves of smoothly dressed pale golden stone. Delicate 
towers hely the strength of its construction. Portions of the exterior, 
however, have a rough appearance; the original gale was destroyed when 
the castle fell .  The stone masons of Angmar proved less skillful than those 
of Numenor, and Ihe new gate, although ingeniously constructed. is not as 
strong as the old one. At its widest point the castle measures three hundred 
fcct across. The walls of the castle arc pierced by crossbow slits every fifteen 
to twenty·five feel. 

The castle is divided into an inner and outer bailey. The outer contains 
barracks, stables, workshops and accomodations for grooms, workers and 
craftsmen. The inner bailey contains the donjon. which is also the 'l0ble's 
residence. 

Thedonjon ofEldanar Castle is a vivid contrast to the damp, uncomfort· 
able donjons of the outposts. The structure is built of the same pale golden 
stone of the walls. It is large and square. The entrance to the keep is through 
a solid stone fore building with stairs that lead to a second story entrance. 
The donjon is comfortable and secure. 

There are no windows on the lirst story of the keep; it, and windows of 
the second SlOry are narrow and the glass is protected by steel shutters. On 
thc third, fourth. and lifth storics thc windows arc wide and tht donjon is 

light and comfortable. These can also be protected by steel shutters. Fine, 
high quality glass covers all of the windows. 

The walls of the keep are seven fcet thick and contain niches for crossbow 
men. These are also covered with steel shutters when not in use. The rooms 
arc large, and I he furniture that was not dest royed in the siege is exquisitely 
tasteful. An old overgrown garden and small orchard adjoins the 
stronghold. 

The old secret tunnel linking the master's quarters and the countryside is 
one feature of Eldanar castle thai has remained undiscovered. Its existence 
is unsuspected, since the conquerors found what they thought was the 
corpse of the lord of the casTle. The tunnel would be almost impossible to 
discov�r in a search, for it is or dwarven construction and remains hidde1 
until the proper word (Tintallo) and kcy are used. The underground 
passage travels some three milcs rrom the castle. 

Eldanar castle is the scat of the rrOlltier defenses. NOOlher castle in the no 
man's land matches its strength and beauty. Standing high upon a hill, it 
commands a ten mile view. 

As a result of its new role, Ihe castle accomodates an unusually large gar· 
rison - 225 men. 

Composition of Ihe Garrisun : (see Sec. 8.7) 
20 first level fighters; 
38 second level light,ers; 
18  third level fighters; 
10 fourth level fighters; 
6 firth level fighters; 
5 sixth level fighters; 
3 seventh level lighters. 

The members of the cavalry are all rourth level and above, and consist , 
17 fourth levels; 
15 fi rt h levels; 
10 sixth levels: 
8 seventh levels. 
These men are lrained in mounted lance, horse bow. short bow. ar 
sword. 
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Populalion of Eidanlllr Caslle 

75 cavalry mcn; 

50 crossbowmcn; 

1 00  fool soldiers; 

IS  kitchen staff; 

30 laborers and servanls; 

10 camp followers: 

7 craftsmen - armorer, blacksmith. etc. 

I fourth level lay healer; 
1 2  pigs (variable) 
3 cows; 

30 chickens. 

Chain or Cummand In (he Castle 

Arkish, lord of the castle (twelflh level) 

General Cykur chose Arkish for [his position. Although he is only 28, 
Arkish already holds the rank of ash;iktur. As a commander of the frontier 

defense, he has 100 men in his charge. Arkish is responsible for organizing a 

unified defense of the area in case of attack. He also organizes raids. 50r4 

lics, ambushes and search and destroy missions. Arkish rarely leads lhese 

personally. but prefers La send his second in command into I he field. In ad

dition 10 these duties, the commander also sends regular reports 10 his 
superiors in Carn Dam. 

Arkish is a fully trained rider and uses a mounled lance in battle_ On 

horseback he will be AT 20. He possesses + 5  armor, and a + 5  shield. 

Arkish also wields a composite bow and a + S bastard sword. 

E.loslan. mistress of Arkish (founh level magician) 

Elosian is the daughter of a nobleman of Rhudaur and a sympathizer of 

the Dunedain. She is slender. and has long golden curls and blue eyes. 

Unknown 10 the rest of the castle she is a fourth level magician. Elosian 

holds Arkish in Ihe palm of her hand (Arkish would deny Ihis vehemently), 

bUI rarely meddles in politics. She is very popular in  the castle, being soft

spoken, feminine, and apparently helpless. Elosian is always beautifully 

dressed and wears five hundred gold pieces worth of jewelry. gifts from 

Arkish. The jewelry is her hoard, one wilh which to start a new life. She will 

leave Ihe castle when the first safe opponunity presents itself. 

Rhukar, knight, second i n  command (ninth level) 

Rhukar personifies the concept of the evil warrior. White he is a superb 

fighter, he lacks Arkish's balanced oudook on life and would make a poor 

day to day commander. although he is an excellent baltleficld leader. His 

personality is such that he would never be chosen as a replacement for 

Arkish. Rhukar will never lose the OPPorlunilY for a fight. His blade is 

always poisoned. Weapons: Long Sword + S, Mounted Lance, Comp 

Bow, Mace. 

Kelal. mistress of Rhukar, Ihe rival of Elosian (fourth level) 

Kc:lai is a seductive redhead and a true courtesan. She would dearly love 
to supplant Elosian, but her chances are slim, sinee Arkish detests 

redheads. Kelai lacks her rivals grace and bearing as well as Ihat ecrtain 

polish. She would leave Rhukar instantly if a higher paying position 

presented itselr. Kelai is the madam of the other camp followers of the 

castle and collects a share of their earnings. She is very skillful with a dag

ger. 

Ornll. fourth level lay healer 
Ornil is Arkish's personal slave. He has no love for his master. and will 

also leave the caslle if the oppcrlunity arises. He is, however, a thorough 

and conscientious healer. Ornil raises a variety of herbs in the castle garden 

(see list later in this section). 

The other camp followers arc ordinary lower class women. Somc arc 

Quile attractive, but they lack the presence and verve of Elosian and Kdai. 

All are present voluntarily, and will eventually return to their home in 
Rhuclaur far richer than when Lhey departed. These women can throw no 

spells, but mOSt have some skill wilh a dagger. 

Halla - maid to Elosian; 
Orlteh - maid to Kelai; 

Andarra; 

Caith; 

Sclvien; 

Kara; 

Alurin; 

Belvie. 
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Patrol Leaders 

Herion, seventh level ranger 
Herion is a good ranger, but tends to be somewhat reckless. He wil 

challenge any group that does not look tOO powerful. 

Carfe. sixth level ranger 

Cautious to the extreme, Carfe will not challenge a group, but track then 

and send for reinforcements. 

Dumra. seventh level fighter 

This wild barbarian from the east is as evil a man as one is likely to mee 

among the soldiery or Angmar. Dumra is a great admirer of Rhukar. He is; 

good warrior. and very loyal to the Witch King's cause. 

Surk, sixth level ranger 
Surk is ostensibly a ranger from the East. His real name is Arleg, and hei: 

a spy working in thc scrvice of the King of Anhedain. 

Onlsh, sixlh level fighter 

Orash was recently promoted to the position of palrol leader. He is gOO( 

at his job, and sneak)' and devious. Orash will relain anything heean safcl� 

hide from his superiors: he carrics an interesting collecTion of herbs. 

Furn. sixth level fighter 

Furn is Ihe bcst patrol leader in the castle. H e  is competent and am 

bitious, and is marked for advancement. Furn is a possible replacement fOl 

Rhukar in case of death or injury. 

Life In Ihe Castle 
There is a guard on the castle walls at all times. Two men arc stationed or 

cach lower and three men are stationed on cach wall. The guard is changee 

every fOllr hours. Thecastle patrols last three to four hours and contain be· 
t ..... een five and ten men. Duties are assigned at Ihe beginning of each week 

and posted at t he entrance of the barracks. 
The soldiers who are out on patrol spend their time improving theil 

righting skills. Most soldiers. however, do go out on patrol al Jeasl once a 
weck. Other than that, thcy have no arduous kilchen or menial duties siner 
the castle is well provided with servants. 

Because he has more men at his disposal. Arkish sends oUl larger search 

parties i f  somelhing suspicious is spotted by a patrol. These range from 10 
to 30 men. Dept:nding on what the patrol has uncovered, the searchers may 

separate inlO smaller groups. I f an ambush can be arranged, Arkish aims 

for three 10 one odds. All travellers arc to be invited to the castle for 

questioning. 

Unless a group is very convincing. they are not released . Their presence in 

the dungeon will be reported to Carn DOm. The fate of the prisoners may 

vary; they may be sellt to Carn Dum for questioning, lhey may be left to rot 

in the dungeon. or sent to the East or 10 Rhudaur as slaves. 

Arkish is also responsible for organizing raids and sorties into Ihe 

enemy's lerrilOry. In this matter he follows the lead of Cykur, who is 

ultimately responsible for any sortie or raiding party. Aside from waylay

ing Iravellcrs (which is the responsibility of the outpoSI commanders), the 

forces of Angmar harrass both military and civilian targets. Their intent is 
to dehloralize rather than overthrow the Dunedain. 

A favorite ploy of Arkish and Rhukar is 10 attack the border patrols of 

Arlhcdain. Rhukar especially enjoys this. At other times the strength of 

several outposts are combined in an attack on a small border fort of the 

Dunedain. The forces of Angmar will also occasionally attempt to slip past 

the border guard and harry villages within the kingdom. Although these 

hamlets are well defended, lhe attacks can be ruinous 10 the crops. In addi

tion, wolves and orcs somelimes will come plundering across the borders, 

further demoralizing the citizenry of Arthedain. 
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LAYOUT IlESCIUI'TION Of ELDANAR CASTLE 

The Eldanar palace sfands in the center or a walled courtyard, in which 

there are also several smaller buildings and features: 
L SlIblf , 
2. l)p,h1t H .. u�. 
J. t;.rd�n. (No .. 1."" '1:.(1"".,). 
4. O,clt.,d. 

5. MaliloOlI,u,n. 

II. (�'Ir. Pa'II.tty desuo)'cu ,,·h.m the (';iI5Ile w�� laltn len )'UTS aio. It WII� It'buih by Iht 
roTt"""1 '0'" n(l\': and .. hil( II i, both $trong and .... ttl-made. 11 don 11m l'ornpa.e ill d�i&1l 
or wphi�tI.;ahon 10 Ih(' origin .. 1 JlOIlC complt�. The Ollln-lait (salvl,td from lI\e ntlginal) 
1� a !I«I panc! ... hlch �hdn '(Theall), 011 a Irack 10 close Il\e rifle-en fOOl sqLl;lI(' opening. 
Trn f«r wilhin 1� 8 POllculh�. Dlso droppcod alon8 II Irad. HOlh 01 th('� are com rolled "In 
�'Ounl(rballlnt't', In till' nanking lower" JU�l within Ihe !>(trleuills I� a st"1 uf woud doun, 
bound ""1111 slrar� of iron. Tt1e� can be: <;«urc:d by laille Illllbcrs lani UHun Ihcm in iron 

.:la,pi. 

1. Towrr. I'our Jlorics high, each lower i� 60 recl lall. and hou�ed tire lIalliSOIi uf lh� ca�lle, 

The)' IClye �iLhcl thb purpo'c. or 115 'Iorage now. The COllncctinll .... aJl� �re furty feCI high 

and Mre lU,'("t�sibk from the Ihird SlOT)" of Ihe adjacenl lo ..... e-r. 
I. Armur)/Kllch,n/M� .• � Ihll. Now abandoned. u Ihe garrison cau in the main k�ep. 
9. Wdl. 

THE KEt;P Of ElDANAR 
The keep is built of the same pale gold marble as the outer walls. artfully 

carved and skillfully set. The windows are finely constructed sashes. their 
panes of smooth. unmarred glass. This central building is equipped with in· 
door plumbing, fireplaces in most rooms, and many other conveniences. 

I. Galt.oust. A )(par.te buildlllg containing a �Iail. it pro�ides accc:lS 10 the �ond'l>Ioty 

entrance 10 'he \"�p. rhe Intlal door onto th� k«p ,s a large oounlCTbalanced Mc.:1 affair 

like the main outer ,Ite". It i� controlled by a IC""oCT jusl imide". and can be locked in Ihe 
loweled (ciosc-d I po511lon. The loofs lTe or slate shintdcs. Althoul!h lIIall)" I)f th� rkh 

'apestrie) and depru furrll�hin.' ha,·t been remoHd. much rcmain� here: 'eltig('� o( 'he 
majrlil)' the plitt oocr embla�'ed, uow bdnll �111 ..... ly defiled b)" tht filul lcrvalils IIr the 

Wild, Killg. 

L"""I I 
2 .  Sl�ir .. �). "hi� huge. dabmate marble §piral �tair pTilvidC:§ acc�� It! :lll ievel� I)rthc �ecp. 

1. Stur"It'" Dr)" IIIX)(h lind (1X1d iHe �ll1rcd in thc\.C lar!!(' rooms. 

1.l'v('1 2: Windo"-s 011 this level lilC nurru .... �nd ha\'(' �tecl �hUller$. 
4. (;""111 111111. 
S. Publk rourns. 
I.""tl l: Windo ..... � on Ihi, and le�·eh above are larger and fin('lv mud�. 

6. l>ininlt Ihll. With :lll�iliilry room�. 

1. Siltinll: ud O .... lnll: room�. 

I..cHI "' 

8. GIl.� IOIl;tn. Currtntl)" I h(' qu�rtcrs or the officers ur the lIarril-On. 

9. tot""tln" rtwm. 
L.vtl S 
10. •. Imll)' Suitt:!!. Abo prh'ale 'minI!- r()()m�. eft. Mo'll or I hl:'le roomi ha,·(' bc'en un pl"cd or 

rUr""UTe. v.hkh .... 1' moved dO"'nstilir� inlO Ihe olher rooms. Th(' �t h:o\'e b«n ci()�d 

orr. fllr 11"': .u sue�1 room\ fOT YISil;ns orr.cer�. The 10 ... ·CT room� on Ihl.' lC\e] ha"e M;m� 
"'h,ch lcad up into smaller room� abo�e. wilh dormer "-indow\. 

-.J 
_'0 , � 

I 

Level �Ive 

Level UlRe€ 

.... .1. _  

Lev€! �OUR 

Level two 

Lev€! One 
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8.0 GAMEMASTER AIDS 
This section deals with helping the GM inlegrate the material provided in 

the module by summarizing key factors and showing what data should be 

given to the player characters. I n addition. some helpf ul lips for construct
ing entirely new layouts and advenlures are included. 

8.1 MAP GUIDELINES 

Each of the nine key maps in Ihi� module will help the GM gel a clearer pic

ture of Angmar and the surrounding region. Map NI  deals with the prin

cipal temporal setting of Ihe module - T .A. 1700. GMs wishing to  run cam

paigns in T.". 1 or F.A. I should look to maps #8 and #9, respectively, for 

the political divisions of those periods. Map #4 focuses on the natural 

features, primary trade routes, and traditional fortification and sCHlement 

sites; it is appropriate for campaigns set at any time, although some ar

tificial constructs may need modification (e.g. the road may be but a trail, 

or the castle may be a ruin). 

Map 117 shows only those features an uninformed traveler might have. 

The forests, lesser waterways, settlements, caves, castles, etc. found all the 

GM's map (#4) arc not set down on this, the "player characters'" map. Some 

features are given in a rather detailed form. but these are landforms and 

waterways whieh are of relatively common knowledge. A good map ob

tained from a local source would scarcely omit the major rivers or the Misty 

Mountains. The individual mountains will provide navor; but, without the 
caves, streams and glaciers, the picture of the highlHnds is still very murky. 

We suggest thaI advellturers who secure a standard map oflhcarea. yet lack 

specified knowledge, be given map 117. Those with a good deal of know

ledge might be permitted to view all or part or map 114. 

8.2 DESIGNING A SMALL OUTPOST 
Cargash Keep is a fairly representative outpost. Architecturally, these slltaLi 

castles are very similar; they usually contain between thiny 10 fifty men 

housed in buildings in the bailey. There will also be between seven and 

twelve servants attached 10 Ihe fOri who are strklly noncombaTants. The 

outposts are well provisioned with food and water and capable of with· 

standing a modest siege of six to eight weeks. They can also aeeomodate 

more men at any time. 

These slllall garrisons arc manncd by Dunlendings, men from Rhudaur, 

and some Easterlings and Southrons. Most of these are not particularly 

evil, but misguided and dominaled by the Witch King. They sec the Dune

dain and elves (who everyone knows roast babies) as a threat to their 

survi\'al. 

Composition of the Troops: 

65-75% will be first and second level with a preponderance of second levcls; 

150'/0 of the remainder of the garrison will be third level; 

The remainder or the Garrison will be fourth level or above; 

The commander will be fifth level or higher. 

All outposts send out regular patrols that look for tracks and search for 
signs of interlopers. I f  they find signs ofa large party they will relllrn to the 

castle for aid and reinforcement. Depending upon the situation, they might 

arrange an ambush or send out additional searchers. I f a group remains un

captured, the outposts will raise a general alarm. 

Meeting a patrol docs not necessarily mean disaster for players. Any per

son or group encountering a patrol will be questioned and asked 10 return to 
the outpost. I f  the explanation is  plausible, i.e. one that coincides with the 
purposes and goals of Angmar. the party may be sent on its way. A weak ex

planation will gain accomodations in the dungeon. Rcfusal to accompany a 

patrol will lead to bailie. or at vcry least art ambush in the ncar future. I f  a 

patrol does nOI return, the outpost will raise [he alarm. 

Three largcr castles are interspersed among the smaller oulpostS. The 

large castles in the no man's land coordinate the defenses of the disputed 
area. The)' guard key positions and provide additional men. The two Ihou
sand to three thousand men stationed in the no man's land arc cOnlrolled 
from the three fortresses. 

- -- -
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8.3 RAIDS AND SORTIES 

These var}' in strength and size. depending on the target chosen. 

Border patrol ambush- A border patrol from Arthcdain ranges from fifteen 

to Iwellly men, so the alt3cking force will range from thirty to fifty men, 

These arc not suicide teams; they will atlempt to ret real if the tide of ball Ie 

turns against them. 

Ore atlacks- These are rare occurcnces, and m'Jch fiercer than thcattacks of 

men. Large groups of orcs will try to cross the border, but since orcs are 

noisy. they don't often succeed. They will attack and kill whatever they can. 

50-150 orcs, first through seventh levd. unmounted; 
or 40 to  100 orcs mounted on wolves, third to ninth level. 

Auack nn a border fort- 100-300 men, cavalry and foot soldiers. 

Sorties into Arthedain- These are rare, and the men may be mounted or un

moumed. Between 75-200 men will participate in such an attack, depending 

on the target chosen. 

8.4 SUPPLIES FOR OUTPOSTS AND CASTLES 
The Witch King's army has three sources of supplies: the fields of 

Rhudaur, RhOn, and the Estarave lands. The major sources of supply are 

Rhudaur and the Estar8vc, RhOn supplies only moderate amounts of rice. 

Supply trains from Rhlin arc brought through the Angmar pass in the 
autumn, while those from Rhudaur and the values of  the Anduin move 

through the spring, summer and autumn. In addition to the food described 

earlier, these trains carry whatever else the army might need and cannot 

produce; dOlh, lealher, metals etc. 

The supply trains coming from Rhudaur and the Estarave are small and 

frequent. They are well-guarded, 1 0  discourage attacks of elves and the 

Dunedain. A train usually consists of between six and sixteen wagons and 

between 10 to fifty guards. The size and frequency of the trains increases 

dramatically in the autumn in  an altemp t to lay in sufficient supplies for 

Carn Dum in the winter. 

The trains travel various routes, among them lhe ancient Dunedain 

roads. The trains from Rhudaur travel north through the Angle. the Cold

rells and the Ettinmoors. remaining as close to Ihe mountains as possible. 

Those from the ESlaravc come through one or the mountain passes of 

southern Rhudaur, and then follow the same routc as t!'le other trains. The 

Dunedain and elves harry these trains as often as they can. 

When the supplies reach Carn Dam they are either stored or transported 

to various outposts and castles. The supplies for an outpost in the no man's 

land arc sent to one of the major bases in  the area. From there they are to be 
transported to the- appropriate outpost. The supply trains in the no man's 

land are heavily guarded. The wagons are smaller and sturdier and move in 
groups of 5-15,  accompanied by a guard of 2S to fifty men. Those that arc 
sent to the small outposts will consist of a train of 1-5 wagons accopanied by 
1 0  to 15 men. Valuables, such as liquor and tax money will be transported 

by a larger guard. 

8.5 DESIGNING A CASTLE 

It would be impossible to include a plan of every castle and fortification of 

the Angmar region in this package. This gap leaves the gamemastcr with the 

task of laying them out when the need arises. This section is intended to 

make t his job somewhat easier by including some general information con
cerning castle design and construction. 

The castles of the area range from the most simple to the elaborate 

- Carga.�h keep being the crudcst and most basic design, and Eldanar and 

Morkai castle being more sophist icated and complex. The first step that the 

GM should take is to establish the purpose of the castle he is designing. Is it 

a simple watch tower or fortific..-d residence; a major seat of power or design

ed to defend a particular area? I f so he/she should establish thercsourees of 

the group building a castle; the Witch King has no lack of labor and money, 

but a player character or humble knight has only limited resources. 

One can then gent!ralize or determine speci fies, and if so desired. I he skill 

of the laborers and designer. Although they may have similar financial 

standing, the castle of a Dunedain Knight will be far beuer than thai of a 

wild Dunlending noble. 80th Angmar and Artht-dain have skilled ar

chitects and stonemasons at their disposal. the latter being superior in 

quality. When all these factors are considered, the GM will have a fairly 

good idea of t he size and quality of his castle. 



A castle is a fortress. and can be constructed out of a variety of materials. 

Stone is the most durable so we lend 10 think of castles as StOIlt:'. 

Maidenhead Castle, as an example. however. is  the remainder of an ancient 

earthwork fort. Thecastlesofwestcrn Middle-earlh have advanced 10 stone 

construction, and only very primitive caslles will be constructtxl of less 

durable materials. The traditional castle consistli essentially of a strong 

building or tower. called a keep- frequently. but not always. surrounded by 

a wall or set of walls. 

Sincc the purpose of castles is defensive. whenever possible they are built 

to lake advantage of the terrain - on a rocky hill perhaps. or a cleft in a eliff. 

an artifical mount, or the middle of a lake. To deter attacks. access to a 

castle is generally made as difficult as possible. Whenever feasible. the area 

around a castle is kept free of brush and trees, prcventing people from ap

proaching the c<ast le unobserved. 

Manpower is precious, aml t'astles are also designed to be defensible by 

small garrisons; the usual garrison at Carnarvon castle in Wales was less 

then 200 men (A Hisrory of Fortification). The crusaders' Castle of Krak 

des Chevalier in Syria. in conI raSI, contained a garrison of 2,000 men at the 

height of its power, but it was almost completely surrounded by hostile ter

ritory, and needed a large garrison (Great A rchirectllre of the World). 

This essence permits tremendous variations. Larger castles often have 

more than one set of walls, and usually the walls were slrengthened by 

towers at different intervals. Crossbow and longbow slits appear in the 

walls, which are sometimes hollow 10 allow defenders to move within the 

walls. Castles also have strong focal points. usually the keep and/or gate. 

Gates are protected by moats, and barred by porteulli and draw bridges . 

They are roofed. and generally contain maehicolations, which are holes in a 

noor that allow defenders to dump boiling oil upon their aU3ckcrs. Some 

gates let people into a smal l  chamber instead of directly into the bailey. 

While people are pouring boiling oil on attackers, others 'Can fire through 

crossbow slits at the unfortunate aggressors. In a sophisticated gate. the 

machicolations project slightly over the WIthdrawn bridge; this enables 

people to extinguish fires sel to the draw bridge or pelt the attackers before 

they penetrate the gate. 

The castle walls enclose the living space of the bailey and the keep. 

Stables, mews, sen/ants' quarters, and storerooms are all in lhe bailey. 

Some of these buildings are of stone, others of wood - depending upon the 

resources of the owners. II  is in the bailey where peasants and their animals 

takeshelter when their hom� arc attacked. Sometimes the keep stands in it� 

own small bailey, as an added measure of security; the arrangements vary. 

The lord of the castle and his family make thcir home in Ihc donjon. 
Originally Ihis was a place for Ihe defenders to make their last sland; it laler 
developed into Jiving space. 

Men often make access 10 the donjon as difficult as possible for an at

tacker. The entrance is almost never located upon I he first story. but ral her 

Ihe second or third; the entrance to Dover keep, for example. is upon the 

second story and through a forebuilding (Grear Architeclllre oftl/(· World). 

While defenders might nOI be able to do much to attackers olltside of the 

keep. they can do much once men force their way in. Entrance halls have 

small pils or OIhcr clevcr traps; the stairs give sword room to a defender's 

right, but none to the attacker. Some kceps arc equipped with secret doors 

or tunnels that enable the defenders to escape. Others even contain wells, 

and all contain large Storcrooms and latrines. 

The shape and style of keeps vary tremendollsly. Square towers gave way 

to round Or were strengthened considerably. Some keeps were incorporated 

into the curtain walls; others stood independently of the wall. strong for

tresses by themselves. The firsl level of most. however was devoted to slor

age; the living quarters were in thesecurity of the upper levels. DOlh Morkai 

and Eldanar Caslles give some example of Ihe differing types of keeps. 
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8.6 HERBLORE OF THE DUNEDAIN 
The Numenoreans were some of the finest healers and physicians in all of 

Ihe world. Their mariners brought healing plants from many lands. Ihe 

Tc1eri brought marvelous herbs from Valinor. These were carefully sludied 

and cultivated. The men of Numenor did not have to look far to find the 

cure for many injuries and illnesses - only to their gardens. When Elendil 

filled his ships with the treasures of Numenor, he did not neglee( these 

marvelous healing plants. 

The gardens of Art hedain cannot equal those ofNumenor, but the Dune

dain of the North are very skilled with plants and herbs. Mosl everyone has 

some knowledge of the healing plants thai arc used for the smal l  scrapes and 

mishaps that occur daily. Arthedain healers. clerics and animists often 

combine herbs inlo wonderfuUy healing salves, ungents, lotions or other 

combinations. The-list below does not include all of Ihe healing herbs and 

drugs of the area, but it is a useful sell-etion. Specific cures for diseases and 

poisons are left off of the Jist since it would be impossible to detail all that 

exist. The Dunedain can deal efficiently with mOst cases of disease and 

poison, including the plague. The plague of 1630 was so devastating in that 

there were simply too many cases to treat effectively and no way of stopping 

the spread oflhe disease. I t  also seems to have been enchanted in origin and 

Iherefore abnormally resistant to cure. 

Drugs and herbs are available in a variety of forms (see chart). The 

gamemaster should note the form lhat the herbs and drugs that the player 

characlers use take. Carrying batches of dried leaves and rools in a 

backpack is a diffieuh enterprise. since they tend to crumble. Doses. also 

take up room, and herbs that have been preserved arc only 50070 as effective 

as fresh varieties. In addilion. avid do-il·yoursclfers. even derics, healers 

and animists will find that the proper preparation of herbs OIher than those 

fresh, is not only time-consuming, but requires the proper facilities. The 

chart accompanying the herb and drug descriptions will give an idea as to 

the price, availability and ease of preparation of the herbs and drugs. There 

are good herbalists and healers in Anhedain who will help the players i n  

choosing herbs by showing them what is available and how a given herb 

works. Players visiting a healer, cleric, animist or herbalist should be shown 

these descriptions and the chart. The gamemaster is. of course, free to add 

any herbs or drugs to the list, he/she feels appropriate. 

Herbs and Drugs 
Aloe- This green spike)' plant does not grow wild in Angmar or in Anhe

dain. It is caref uHy cultivated by the Dunedain healers. A pplieat ion: juice 

of broken or crushed leaves. Use: Heals 1 -4  hits, and 2x healing on minor 

cuts and burns, mild anaesthetic. 20070 as effective on major injuries. Fresh. 

or in salve. Salve difficult to prepare. 
Arfanda.'i- A common wild and garden nower with pale ycllow blos. .. oms. 

Its stems are set in a poullice or cast with Olher plants such ascomfrey in the 

case of a fracture. Arfandas encourages the proper healing of a bone. Used 

fresh, since it is commonly available, its juice cannot be preserved. 

Arkasu- This drug is a favorile of travellers. It is a preparation of three or 

fourdiffcrcnt hcrbs, and is a salve. It is not only antiseptic, but heals 2-12 

hi ts. and heals large open wounds at 1 . 5x speed. It is also a surface 

anaesthetic. 

Arlan- A small, commonly cultivalcd plant. with blue nowcrs. Its leaves arc 

applied in a poultice for bruise and concussion relief. Wild cure 1-6 hits, 

domcstic 4-9 hits. 

A.-Jian's Slipper- A white wildflower that grows in woodlands. The roots 

are boiled and the vapor is inhaled as a decongestant. 

Armanumas- Tall. with long leaves, a common garden plant, but somewhat 

rarer in the wild. Leaves are crushed or applied in a poultice: it can also be 

dried or made into a salve that is 25010 effect ive. It is good for bruises, 

sprains. and pulled tendons and ligaments. 2x normal healing. The herb 

reduces swelling. 

Arunya- A fiery red nower, cultivated for beauty. used by healers. A juice 

from the roots, when drunk, causes deep sleep or unconsciousness. The 

juice is used in surgery and administered by the drop. It is difficult to extract 

and obtain. it cannot be homemade since il is an arduous. tricky process. 
A thelas- This plant grows only where the Dunt'Clain live. I I is I reasured , and 

commonly cultivated. Its leavt"S are crushed and placed in boi ling wat cr, I he 

wound is balhed and the vapor inhaled. Athelas eases pain, and also eases 

mental suffering. It cures many diseases, neutralizes millor poisons, cures 

the black breath. slows major poisons. and triples the healing rate on any 

wound. 

, 



Altanar- A moss that grows on the banks of streams. It is applied in a 

poultice to reduce fever. 

Ilarllnir- This is a tiny, wild ground plant that is very common . A tea of its 

leaves reduces nausea and vomiting. 
Culan- this drug comes in a powder form, or in pre-measured form mixed 

with water. It is a foul tasting brew that is a very effective antispasmodic. 

Dan;:urion- A common wild and garden bush. The silver green leaves arc 

rubbed in the skin for concussion relief of 1-6 hits. 

Delrian- The leaves of Ihis Iree are rubbed on the skin in the summer to 
make an insect repcllant. They can be made into lotion. The bark makes a 
pleasant tasting drink . 

Elhin's Rasket- This is a common nower with a pink. basket shaped 

blossom. An extract from the roots yield a heart st imulant. The substance is 

difficult to extract. 

ElendU'sSpear-A very rare, lall, red spikey nower. The rOOl can be ground , 

or boiled in small picccs. the resulting liquid will slow poison when it is 

drunk. 

GUdarlan- This drug is applied on a wound and repairs damaged organs, 

arteries and veins. 

Harllndar- Drug (liquid) mixed with water, when drunk halts mjscarriages. 

Kelnntari- This is a rare plant with silver-whi te flowers. Thejuice from the 

berry heals third degree burns, no matter how severe. Eliminates scar 

tissue. 

Latha- This powder is mixed with water and taken as a mild analgesic. It is 

good for headaches, loothac.:hes, and colds. 

Maiana- This drug is drunk as a decongest ant . 

Margath- Salve is an anaesthetic (surface), 

Mire.ar's Crown- Rare, snow-white flowers Ihal bloom only in the spring. 

The blossoms are laid across an open wound 10 STOp bleeding. 

N ... Uhandun- Any part of this plant, whether eaten or boiled (and then con

sumed) is a powerful emetic. 
Numenelos- Moss thai grows on the base of I he while treeof Fornost . It has 

the power of nerve regen�ration and repair. 
Ruman!th- This drug acts as a coagulant and stops bleeding. 

Silraen- This drug (liquid) is a powerful analgesic; its side effect is 

drowsiness. 

Sindnluin- A small blue flower; through a complicated process the healers 
manufacture an ami-coagulant from this plant. 
Suranie- These are the equivalent of smellina sailS, and relieve fainting. 

Teldalion- A poultice of the bark of lhls uncommon tree reduces 
innammation.  
Tulaxar- A hcalers herb fo und in their gardcns. It is a slypic, which stops 

bleeding by contracting th" blood vessels. 

Witch Hazel An exlraCI from this plant yields an astringent lotion. 

Healing Herbs 

NAME HOME .'ORM PREPARE/APPLY t;n'EGI' 

ALOE Sheltcml garderu; Su(;tuJenl Juice salvc Doubles rale of healing for minor bums and CUIS. 
Heals 5 hits/dose that are result of burns. 

ARFANDAS Shady stream banks Dried SI('rT1S Puull.X:t:/l.'aSt Doubles rate of healing for fractures. 

ARKASU Rart import (east) I-Icrb mbc Sal" Doubles rate of healing for majm wounds. Heals 
2·12 hits. Antiseptic. Analgesic. 

ARLAN Rich, shady soil Dried \cavcs Poultice Wild·heals 1-6. Domest ic-heals 4-9. 

ARLAN'S SLIPPER Mountain slopes Dried root� Boil/inhale [)c.congestant. 

ARNUMINAS Warm shelters Dried leaves Poultice Doubles rate of rcoovny from :Ol'rruns. pulled 
ligaments. 

ARUNYA Warm hills Root extraCl Drink SIc:ql. unconsciousness. 

ATHELAS Duncdain gardens Le<:wcs Boil/drink Cures black breath, ,'ariely of diseases. Triples 
hc-d1ing rute for <lny wound. neutralizes most 
poisons. 

AITANAR Shady stream banks MOM POUllill: RC'ductS fever. 

IlARANIE Shady spots L",,,,, Drink tea Reduces nausea. 

CULAN Rare import Drug mix Drink lea Ami·�pa..�modic. rrouces effecl from certain 
poisons. 

DARSURION Rocky slopes I .e.wcs Rub on wound Heals 1-6 hits. 

DELREAN Cool forests Tree bark Sal" Insect rcpeU1u\t. 

ELBEN'S BASKET Sunny meadows Root extract Drink H(.".I11 stimulant. Doubles speed for I rd. 

ELENDIL'S SPEAR Tundra Ground rool Boil/drink Slows pooon. Purili� WOller. 

G ILDARION Rart' import Herb mi.'! Salve �1Q,jor org.- m repair. 

HARLINDAR Rare impon Herb mix Dilutcidrink Assort'S safc chikJbirt h. Provides nut ritional 
balanCt' . 

KELVENTARI Temperate n'le.ldows Berries Apply juice MQ,jor bum Tt'lil'f. 

LATHA Coot lake shores Crushed stcm Boil/drink Analgesic. 

MAIANA DOlggisl/herbalists Herb mix Dilute/drink Decongestant. 

MARGATH DmggiSl/herbaliSlS Herb mix Sal" Anm�:sthelic. 
MIRETAR'S CROWN Cool. high meadows Flower PUI on wound Stops b\ccding_ 

NELTHANDON Rolling hills Whole plant Eat any pan Emetic. 

NUMENELOS The white trtt Moss Put un wound Nl'rw n..-g L .. 1CfatlOn and major organ repair. 

RUMARETH Rare import Herb mi;� Drink Stop. bk.'\.-ding. Causes drow�incs.s. 

SILRAEN Sunn�' soils Powder Dilutc/drink Analgesic. Causes \Iecp. 

SINDOLU I N Finc. sunny soits Flower Drink cxtraci Anti-(oaslltant. 

SURAN IE Stream beds Dried berry tnhale Akin 10 smelling "'"l lts. 51 ill1u13l11. 

TELDALION Deep forests Bark Poultice RlXlllces innammmioll. Cures infcclions. 

TULAXAR Rich. cool soils Le�l\'es Boil/drink SIUIb bleeding. 
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Character Class I Lvi 
M.ok 

Bo'" 

rlchler 

ThIel 

WarrtorMonl,; 

lIyhrld 
Spell.U.ers 

Sorcerol 
My:nk 
A.lroloaer 

hreSpell.UMn 
of ESIence 

Ma.k:f.n 
In.slonllt 
Aklte.hl 

Pure Spell. UseD 
ofChannell.n1t 

Puc SpeU·Uie" 
aIMenlan. .. 

I 
3 
5 
7 

10 

I� 
1 
3 
5 
7 

10 

I� 
I 
3 
5 
7 

10 

I� 
1 
3 
5 
7 

10 

I� 
I 
3 
5 
7 

1 
3 
5 
7 

10 

I� 
I 
3 
5 

I I� 
I iii 

I 
3 
5 
7 

I :� 120 
I 
3 
5 
7 

10 

I� 
1 
3 
5 
7 

10 

I� 
1 
3 
5 

MentaU.1 7 
LayHeakr 10 

__ 5«_' ___ .E. 

ARMOR 

" 

� 
j 

NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
RL 
RL 
RL 
Rl 
Rl 
Rl 
Rl 
NONE 
NONE 
RL 
Rl 
CH 
CH 
CH 
ANY 
ANY 
ANY 
ANY 
ANY 
ANY 
ANY 

RL 
RL 
eH 
eH 
ANY 
ANY 
ANY 

eH 
ANY 
ANY 
ANY 
ANY 
ANY 
ANY 

NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
RL 
Rl 
Rl 
Rl 
Rl 
Rl 
NONE 
NONE 
eH 
eH 
CH 
eH 
CH 

··c :!l 
� � 
1 5  N 
25 N 
:JJ N 
010 N 
55 N 
60 N 
60 N 

25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 

'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 

:JJ Y 
30 Y 
:JJ Y 
:JJ Y 
30 Y 
30 y 
30 y 
15 N 
15 N 
15 N 
15 N 
15 N 
15 N 
15 N 

25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 

'20 N 
35 N 
5() N 
60 N 
70 N 
75 N 
80 N 

5' N 
5' N 
5' N 
5' N 
5' N 
5' N 
5' N 

0' N 
0' N 
0' N 
0' N 
0' N 
0' N 
0' N 

20' Y 
20· Y 
20· Y 
20' Y 
'20' Y 
20' Y 
20' Y 

20' Y 
'20' Y 
20' Y 
20' Y 
20' Y 
'20' Y 
2O' Y 

8,71 NPC GENERATION TABLE 
COMBAT STATISTICS ______ � __ 

O.D, MARTIAL 

ARTS 

., 

, 

§ 
'" 

.� :!: 
o 

5 10 I ONE 20 
10 20 1 ONE 40 
15 25 I ONE 55 
20 30 2 ONE 60 
25 40 2 ONE 70 
:JJ 5() 3 ONE 70 
35 50 4 ONE 70 

20 10 
35 20 
5() 30 
60 45 
70 5() 
75 55 
80 60 

20 5 
:JJ 15 
45 25 
5() 010 
55 45 
60 5() 
70 5() 

35 35 
60 60 
110 110 
95 95 

115 115 
140 140 
160 160 

25 20 
45 010 
60 5() 
75 60 
90 70 

110 80 
130 90 

:JJ 30 
55 55 
75 75 
90 90  

1 10 110 
130 1.30 
ISO 150 

1 STK 5 
I STK 5 
I STK 10 
I STK 10 
I STK 1 5 
1 STK 15 
1 STK 20 

I STK 5 
1 STK. 10  
I STK 15 
1 STK 20 
1 STK 25 
I STK :JJ 
I STK 35 

I STK 20 
I STX JO 
I STK 40 
1 STK 50 
I STK 60 
I STK 70 
I STK 80 

I STK S 
I STX 10 
1 STK I S  
I STK 20 
I STK 25 
1 STK JO 
1 STK 35 

I STX 10 
I STK 20 
1 STK JO 
I STK 40 
I STK 50 
I STK 60 
I STK 70 

1 5  20 I 
20 35 

ANY 25 
ANY 45 
ANY 55 
ANY 75 
ANY 85 
ANY 95 
ANY 105 

25 5() 
30 60 
010 110 I � 
50 100 I "  
55 1 10 I . 
5 -25 

10 -25 
15 ·25 
20 ·25 
JO -25 
40 ·25 
5() -25 

5 ·25 
10 -25 
15 ·25 
20 -25 
:JJ -25 
010 -25 
5() -25 

15 -25 
25 -25 
30 5 
010 10 
5() 15 
55 20 
60 25 

15 
25 -25 
JO ·25 
010 -25 
50 ·25 
55 -25 
60 -25 

I STK 
I STK 
I STK 
I STK 
I STK 
I STK 
1 STK 

It 
5 
5 
5 
5 
5 
5 

I 
I 
I 
I 
I 
I 
I 

STK ·25 
STK -25 
STK 5 
STK 5 
STK 5 
STK 5 
STK 5 

1 STK -25 
I STK 5 
I STK 5 
1 STK 5 
I STK 5 
t STK 5 
I STK 5 

I STK 5 
1 STK 10 
I STK 15 
I STK 20 
I STK ,X) 
I STK 40 
I STK 5() 

o 1 5  -25 
I 25 ·25 
I 35 -25 
2 45 -25 
3 5() -25 
4 55 ·25 
5 60 -25 

I 20 -25 
2 35 -25 
3 45 ·25 
4 65 -25 
6 90 -25 
6 100 ·25 
6 110 -25 

o 15 -25 
o 30 -25 
I 35 -25 
I 45 ·25 
2 5() -25 
2 55 -25 
3 60 -25 

I 25 -25 
3 45 -25 
4 65 -25 
6 95 ·25 
7 115 -25 

I I  155 ·25 
14 MAX -25 

4 15 -25 
8 25 -25 

12 35 ·25 
16 45 -25 
22 60 ·25 
J2 85 -25 
42 105 ·25 

3 20 -25 
6 35 -25 
9 50 -25 

12  65 ·25 
17 90 -15 
24 125 ·25 
32 15() -25 

I 20 ·25 
3 35 -25 
4 50 -25 
6 65 -25 
7 90 -25 

I t  125 -25 
14 150 -25 

ot 10 -1St 
o 15 -15 
o 20 -15 
o 25 10 
o 35 20 
o 45 35 
o 5() 5() 

ot lOt -1St 
o 15 10 
o 20 20 
o 25 010 
o 35 55 
o 45 65 
o 50 75 

Of 1St -25 
o 25 -25 
o 35 -25 
o 45 -25 
o 60 -25 
o 90 -25 
o 100 -25 

o 10 ·25 
o 20 -25 
o 25 ·15 
o 35 10 
o 010 20 
o 50 35 
o 55 5() 

. -

o 
10 5 
15 10 
20 20 
25 30 
J5 010 
45 5() 
5() 5() 
10 5 
15 10 
20 20 
25 30 
35 010 
45 5() 
5() 5() 

10 5 
1 5  10 
20 20 
25 :JJ 
35 010 
45 50 
5() 5() 

10 10 
1 5  20 
20 30 
25 010 
35 5() 
45 60 
55 70 

20 10 
35 20 
5() 30 
60 010 
70 5() 
80 60 
90 70 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 
10 10 
15 20 
20 :JJ 
25 010 
35 5() 
45 60 
55 70 

·25 5 
5 10 
5 15 
5 20 

10 :JJ 
1 5  010 
20 010 

-25 5 
5 10 
5 15 
5 20 

10 :JJ 
15 010 
20 5() 

st St 
10 10 
15 15 
20 20 
30 :JJ 
010 010 
5() 010 

5t 5t 
10 10 
15 IS 
20 20 
30 30 
40 010 
5() 010 

� 
u 
0: 
� 

! .fa 
E � � � '3 o '" 

5 10  
5 '20 

10 :JJ 
10 010 
15 5() 
20 5() 
20 5() 

5 15 
5 30 

10 45 
10 5() 
15 55 
20 60 
20 65 

5 10 
5 '20 

10 :JJ 
10 010 
15 5() 
20 5() 
20 5() 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 

20 20 
010 010 
5() 5() 
60 60 
70 70 
80 80 
85 85 

10 15 
20 30 
30 45 
010 55 
5() 65 
60 75 
70 80 

10 10 
1 5  20 
20 30 
25 010 
35 5() 
45 60 
55 70 

·25 5t 
-25 5 
.2,5 10 

5 10 
5 15 
5 15 
5 20 

-25t 5t 
-25 5 
·25 10 

5 10 
5 15 
5 15 
5 20 

·25 5t 
·25 10 
·25 15 

5 20 
5 :JJ 
5 010 
5 010 

-25 5t 
·25 10 
-25 15 

5 20 
5 :JJ 
5 010 
5 010 

5 
10 
15 
20 
30 
010 
010 

5 
10 
15 
20 
:JJ 
010 
010 

5 
10 
15 
20 
:JJ 
010 
010 

10 
20 
30 
010 
5() 
60 
70 

20 
010 
5() 
60 
70 
80 
85 

15 
30 
45 
55 
65 
75 
80 

10 
20 
30 
010 
5() 
60 
70 

5 
10 
15 
20 
35 
45 
5() 

5 
10 
15 
20 
25 
35 
45 

5 
10 
15 
20 
25 
35 
45 

5t 
10 
15 
20 
25 
35 
45 

MlSC, 

-
� 
.!! 
o 

-

2 20 2 
2 30 2 
3 010 2 
3 5() 2 
3 55 3 
4 65 3 
4 70 3 

o - 2 
I 10  2 
1 20 2 
1 :JJ 3 
1 010 3 
2 010 3 
2 010 4 

o - 5 
I 10 6 
1 '20 7 
1 :JJ 8 
1 010 9 
2 010 10 
2 .., I I  

3 10 
3 10 
3 :JJ 
3 010 
3 5() 
4 5() 
4 " 

2 10 
2 20 
2 :JJ 
3 010 
3 5() 
4 5() 
4 " 

2 10 
2 20 
3 :JJ 
3 010 
3 5() 
4 5() 
4 " 

5 20 
5 35 
5 5() 
5 60 
5 70 
5 80 
5 90 

o -
o -
o -
o -
o -
o -
o -

o -
o -
o -
o -
o -
o -
o -

o -
o -
o -
o -
o -
o -
o -
o -
I 10 
I 15 
1 20 
1 25 
2 :JJ 
2 35 

2 
2 
2 
3 
3 
3 
4 

2 
2 
2 
3 
3 
3 
• 
2 
2 
2 
3 
3 
3 
4 

2 
2 
2 
3 
3 
3 
4 

3t 
4 
5 
6 
7 
8 

10 

Jt 
4 
5 
6 
7 
8 

10 

2 
3 
3 
4 
4 
5 
5 

2t 
3 
3 
4 
4 
5 
5 

5 -25 
10 -25 
15 -25 
20 -25 
25 -25 
30 -25 
30 -25 

5 10 
10  15 
10 20 
15 25 
20 30 
25 35 
:JJ 010 

15 -25 
20 ,25 
25 ·25 
.1) -25 
J5 -25 
010 -25 
5() -25 

-25 ·25 
5 -25 
5 -25 
5 -25 
5 -25 
5 -25 

10 ·25 

.5 -25 
10 -25 
15 ·25 
20 -25 
30 -25 
010 -25 
50 ·25 

5 ·25 
5 -25 

10 -25 
10 ·25 
15 -25 
25 -25 
30 -25 1 -2; -25 

-25 
5 -25 
5 -25 
5 -25 
5 -25 

10 ·25 

15t lot 
:JJ 20 
45 35 
5() 45 
60 " 
70 65 
75 70 
25 -25 
40 -25 
" 5 
65 5 
75 5 
85 10 
90 10 

15 25 
25 010 
010 55 
45 65 
55 75 
65 85 
70 95 

15 -15 
30 -25 
45 -25 
5() -25 
60 -25 
70 -25 
75 ·25 

o 
o 
o 
o 
o 
1 
1 

o 
o 
o 
o 
o 
1 
I 

o 
o 
o 
o 
o 
1 
1 

o 
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o 
o 
o 
o 
o 

o 
o 
o 
o 
1 
I 
2 

o 
o 
1 
I 
2 
2 
3 

o 
o 
o 
o 
1 
1 
2 

1 
1 
2 
I 
2 
2 
2 
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o 
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o 
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o 
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9 
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8 

12 

3 
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3 
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7 

10 
14 
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8.72 MASTER NPC TABLE 
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Ionls 
WITCH KINO 60 360 20 12il N 1 8()  - 100 101 100 100 101 101 101 12il 101 - - - - Sorcerer. All b� sorcerer IislS to 60th 

level. Spells rdalc 10 d�truction of 
gases, wlids and liquids, the f1�h. 
minds, and Ihe souL 

DANCU )0 188 ANY 60 YIO 175 '" 90 7. 100 .5 99 100 100 .5 90 9) - - - None 
ULRAC 27 172 I. 50 YIO 172 172 88 90 99 76 94 95 97 88 76 II - - - None 
DURKARIAN 25 18() ANY 50 YIO 170 170 91 97 100 .2 94 90 99 91 83 42 - - - None 
DURAX 21 178 ANY SO YIO 170' 170 97 98 90 94 99 95 92 90 84 

� 
- - - None 

CYKUR 24 171 ANY SO YIO 17. 174 .2 97 98 .5 90 95 87 90 86 89 - - - NOlle 
KHURSH 20 165 ANY SO YIO "5 ISS 94 90 99 92 96 90 .5 87 86 96 - - - None 
HARBAND 20 174 ANY SO YIO 160 160 9) .7 96 87 97 98 ., 80 85 90 - - - None 

Rllngus 
SARKAR " " RL II Yl 90 85 91 9) 97 77 8. 99 9' " 95 90 - 2 5 Ranger. All ranger base lists to 20th 

level (can use I Sill level and below). 
Specializes in tracking, outdoor 
concealment. movement, weather 
resistance, and spiritual discipline. 

HARLUINAR " 90 RL II Y5 95 95 89 92 98 79 77 9' 92 87 90 " - 5 - Ranger. All ranger base lists to 10th 
lc\'d. Specializes as Sarkar. 

CARMIL 8 .2 RL )0 Y 70 70 79 90 99 76 78 98 91 69 9) 86 - 3 - Ranger. Specializes in concealment. 
tracking, and outdoor detection. 

FARRENAR 6 70 RL J5 Y 60 4l 76 91 96 72 74 97 90 47 94 88 - 2 - Ranger. Specializes in tracking and 

1 - concealmcnl. 

kuska 
HARREN 6 " 13 35 Y 87 87 - - - - - - - - - - - - - None 
DUMFA 2 )0 RL 30 Y 4l 40 - � - -

-, - - - - - - - - None 
CUTHAN ) 42 Rl )0 Y 6S 60 - - - - - - - - - - - - - None 
PULTAR 3 4l Rl 30 Y 60 60 - - - - --:: - - - - - - - - NOne 
NUElAN 6 68 14 J5 Y 95 90 NOlle - - - - - - - - - - - - -

FOSKAT 5 65 14 )0 Y 80 80 - - - - - - - - - - - - - None' 
FURISH(O) 4 60 RL 30 Y 15 70 - - - - - - - - - - - - - None 
TREMAC 4 6) RL 30 Y 15 7-' - - - - - - - - - - - - - None 
FURISH(y) 3 58 RL )0 Y 6S 6A - - - - -

, 
- - - - - - - - None 

VAREN 4 61 R L  )0 Y 15 15 N one - - - - - - - - - - - - -
SURNIR 2 42 RL )0 Y 40 40 - - - - : - - - - - - - - None 
PURENEIR ) 48 RL )0 Y 60 60 1 "'- - - - - - - - - - - - None 

morkai 
JUKATH 10 12il ANY 45 Y 125 1 1 5  - - - - - - - - - - - - - None 
UKANDAR 8 10) 17 II Y 100 105 - - - - - - - - - - - - - None 
DURAC 7 92 17 II Y 95 95 - - - - - - - - - - - - - None 
HUSK ASH • I I) RL 40 Y 1 1 0  1 1 5  - - - - - - - - - - - - - None 
JESHAN 5 60 RL 30 Y 80 " - - - - - - - - - - - - - None 
ORMAT 7 99 17 )0 Y 100 95 - - - - - - - - - - - - - None 
PURTH 6 87 RL II Y 90 90 - - - - - - - - - - - - - None 
AKTH 5 72 RL )0 Y 15 " - - - - - - - - - - - - - None 
FORNAGATH 12 III ANY 40 Y 125 130 - - - - - - - - - - - - - None 

Cllrauh 
HELUDAR 6 78 1 7 II Y 90 " - - - - - - - - - - - - - None 
KEEMAC 5 64 10  )0 Y 80 80 - - - - - - - - - - - - - None 
HAREC 5 69 9 )0 Y 85 80 - - - - - - - - - - - - - None 
FAl,RYEN 4 57 9 )0 Y 15 75 - - - - - - - - - - - - - None 
GEER 4 S5 9 30 Y 80 80 - - - - - I, - - - - - - - - None 

• I 
"Idanar 

1 ARK ISH 9 I I I  1 7  J5 Y 1 10 105 - - - - - - - - - - - - - None 

1 ELOSIAN 4 20 I 20 N 20 " 7. '" 97 9) " " 98 100 92 99 6 MagiCian. Specializes in invisible ways. - -

locks. magic shiC'lds. spirit control and 
charms. and movement. 

RHUKAR 9 109 17 II Y 105 105 - - - - - - - - - - - - - None 
ORNIL • 28 I 10 N - - 61 76 94 ,. 90 4' 96 98 89 87 5 - - Lay Healer. S�ializes in mastery o\'er 

muscles, bone, nerves and organs, and 
concussion hits. I HERION 7 60 9 )0 Y 60 40 " 79 .) " 84 92 92 65 99 " 3 Ranger. Specializes in tracking, I - -

concealment. detection. 
CARFE 6 48 9 20 Y 50 40 80 89 8J 77 78 90 74 36 91 89 2 - - Ranger. Spccializes in 1racking. 

conce3lmen1. 
SURK 6 4l 9 2l Y 4l 30 85 " " 80 8 1  91 7J 45 92 90 2 - - R3ngcr. As Carfe. 
DUMRA 7 91 il  20 Y 95 .5 - - - - - - - - - - - - - None 
ORASH 6 8J 9 )0 Y 80 85 - - - - - - - - - - - - - None 
FURN 6 9' 14 II Y 90 90 - - - - - - - - - - - - - None 
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earn dum Z X '" '" :< :< '" V :< '" '" - Ul '" '" '" '" 
astrolo��rs 
" I 38 I 10 N - - 82 34 .3 91 93 47 73 .. 98 80 3 6 - Spec:iaJizes in light manipulation, 

deta:tions, cloaking. ddving, sounds, 
herb and plan! lore. All base astrologcr 
lists to 10th level. 

9 2 30 I 10 N - - - - - - - - - - - - 4 6 - As above, but with fewer lists. 
8 3 " I 10 N - - - - - - - - - - - - 3 6 - As above, but with fewer lisls. 
• 4 23 I " N - - - - - - - - - - - - I 6 - All a!llroloaer base liSlS plus light spells. 
5 6 20 I 10 N - - - - - - - - - - - - - 6 - All a.�lrologcr base lisls: starlights: 

slarsensc; far voice; hOi)' vision; way or 
the �'oicc; lime's bridge. 

4 5 " I 10  N - - - - - - - - - - - - - 5 - Five astrologer bast: lists · deaJinS ¥o'ith 
light, detection. communication, visions. 
and lime views. 

Clam dum mllgc:. 
14 I 45 I - N 1 0  - 6. 58 90 9 1  88 " 56 19 80 100 - 1 3  5 All evil magician ba.� Ust�: darkness, 

physkal erosion. dark COnltfCts. nt.,uer 
disruption, dark summons. Also: nrC'. 
light, ddvillJ. runes, det«tion. spirit 
masttr)', and ph)-� C'nhan«menl 
spells. 

9 2 38 I IS N 5 - - - - - - - - - - - - " - As above, but fewer spcll�. 
7 � 30 I 1 0 N - - - - - - - - - - - - - 8 - As above. but with few('1' l>pclls, 
nun dum IIkhl!misls 
1 2  I 42 I 10 N - - 72 60 81 8. 88 ., 90 47 92 99 - 12 2 All alchemy base lists 10 10th. Sptciillizcs 

in movement, del�ions, dc[ving, 

10 2 37 I 5 N - - - - -

organic skills, and physical enhancement. 
- - - - - - - - 1 2  - As above, except fewer lisls, 

6 3 20 I 10 N - - - - - - - - - - - - - 7 - As above, except fewer lists, 
t.'iI,n dum nil derics 
9 I 40 I I S  N IS  - 7 1  69 76 8. 85 73 95 7. 99 68 - 1 2  - AU evil clnlc ba5C lisls: disease. dark 

lore:, dark channels, cu�'S. necromancy. 
S�8lizes in commumd ways, symbols, 
channeling power, location speIL�, lore 
and summons. 

8 2 36 I 10 N 10 - - - - - - - - - - - - " - As above, except fewer spells. 
7 7 3 1  I 10 N 10 - - - - - - - - - - - - 8 - As above. CJl�pt fmcr �pcns. 
5 10 " I 10 N 5 - - - - - - - - - - - - 6 - AJI e\;1 cleric base liSts plus summons 

spells, 

Cllm dum sor('('rers 
10 I 4 1  I 10 N - - 66 7 1  85 8. 79 39 91 53 97 9R - 1 2  - All sorcerer base lists: destruction of 

soul. gas, solid. fluid, mind, and nesh. 
Speciali7C'S in lore symbols. communal 
ways, detcclion, caLming, and plant and 
animal lore/maslery . 

R 2 30 I 1 0 N - - - - - - - - - - - - - 9 - As above, except fewer spells. 
• 3 21 I 1 0  N - - - - - - - - - - - - - 5 - All sorcerer base lists. 

elirn dum hfaten 
" • 43 I 20 N - - n 93 77 88 86 7. 98 76 .. 69 - 5 I All base �alcr lises: ways of trandcnina 

and absorbing others' damage. ways of 
the bone, muscle. organs, blood, and 
surface, 

10 " 37 I 20 N - - - - - - - - - - - - - 6 - As abovC', C'xcept fC'W('r spells. 

cllrn dum lal' healers 
I. I .2 I 20 N 20 - 69 57 75 89 88 66 96 100 64 7 1  - • • All base la)' heakr lists: mastery over 

muscle, concussion. bonc. blood, 
prosthetics, nerves and organs. 

" 2 48 I 20 N 15 - - - - - - - - - - - - 4 • As above. excepl fewer spells. 
12 3 40 I 20 N 10 - - - - - - - - - - - - • 2 As abo ... e. excepl fC'wer spells. 

tlPical horrk 50IdiN'!I 
1 1 .18(15) 60 ISS 1 9  30 Y 160 140 66 80 91 56 64 96 86 72 69 70 - - - None 

the black Irolls (,.Iag.hlli) 
15·20(18) 50 170 12 60 N I7S ISO 60 100 96 39 40 100 98 99 45 25 - - - NonC' 

stone 

{'arn dum crossbowmeo 
2-S{3} 550 55 1 3  I S  N 50 70 72 66 98 " . ,  92 95 7 1  77 68 - - - None 

lrackf'rs ('''il llIn�t'") 
4-15(7) 200 .5 9 20 N 65 45 73 83 95 73 72 96 98 46 90 75 - 3 - Speciali;r.c in path mastCT)'. moving W8)'S, 

and nalUre's way (outdoor survival). 
basiC' IIuldiltl"!J (men) 
1-7(2) 10K 40 1 3  20 Y 50 50 57 70 81 46 54 90 66 57 59 60 - - - None 

baste ('8".lry (mc'n) 
4-7(5) 3. 65 1 5  30 Y 95 75 63 66 85 56 63 9 1  95 ,. 61 .2 - - - No"" 

basil' Of'(' fil!:hler 
1-7(2) 3!'iK 45 1 7  20 Y 40 30 21 63 66 32 20 90 67 29 50 28 - - - Nonf' 

NOTE: Thc numbent under "I('"eo'" indlCII.te.� ranjite or lt�'els: the pafrnlhctical numbt=r 
Is th(' melln. :.lind 1111 des('ripth'e dlllll 1'1'11111$ 10 NPC's or thal lt\"d. 
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8.8 SIEGE EQUIPMENT 

The armies of the Witch King maintain large supplies of weaponry . Among 
their stock arc a variety of heavy siege machines: mobile towers, ballistas, 
cnagers, rams, etc. These arc kepI al the three border caslles in disas
sembled form. When a major campaign begins, they arc wheeled to the 
large( sites in great wagons; once there. they arc assembled and brough t to 

bear. Any smaller equipment is usually constructed ncar Ihe focus of the 
siege. The following is a brief summary of a few typical designs. 

8.81 The J'ield Onager: "Armored Fist of 1he Witch King" 

a) Timbers measure I span by 2 spans. A span is an orc engineering 
measuremenl which is the distance across an orc's hand (from the 

thumb to the small finger's lip when extended). This unit hovers around 
9 inches. A 2 span measure is based on the length of [he orcish forearm 

and fist (about 18 inches). the distance out from the elbow. This is a 
handy unit, for the arc worker need only use his arm to determine 

specifications , Unfortunately. it also nccessitates having the same orc 

engineer available throughout a given projcct, 

b) The frame is a light field frame which can be disassembled easily, This 
design can be employed as the base structure for a number of different 
siege machines, 

c) Two or three axles may be utilized. 

d) Splil limbers are nailed to lhe foreframe 10 protect the crew. They arc 
soaked in oils for waterproofing. Iroll nails arc used. 

c) Purpose: for tossing rocks and iron balls for wall demolition. 

f) Original "fist ," according to legend, was formed by pouring molten 
lead inlo a rat her large, discarded'gauntlet. Naturally. it was assumed 
that it could only hllve been used by the Witch King. Through the cen
turies this symbolic addition became a martial [radition, generating no 
mean amount of terror. The actual nature and source 01" the gauntlet, 
however, remain shrouded in legend. 

8.82 Light Atlack Tower (2 slories) 

a) This tower was designed for lise against low outer walls. particularly 

those of the Dunlendings and the more modest Dunedain border forts. 

b) Timbers measure I span by 2 spans and the standard. ponable frame is 
used - the same one found on (he field onager, with modifications. 

c) Wooden planks only cover the front most vulnerable to missile fire. 
Remember that wood is a preciouscommodilY in some barren northern 
lands. 

d) Purpose: for scaling low walls by laying plank "bridges" on the top 
beam and upper wall surfaces. Siege ladders can also be allached to the 
frame. making them difficult 10 repel. Acts as a firing platform for 
archers or a light ballista, 

44 

I 
I 

8.83 War Ram 

a) This machine was the largest in the arsenal of Angmar. It was built on a 

frame using normal I span by 2 span timbers and could accoillodate a 
fully bouscd crew of ten. Two or three axles could be u.�cd. 

b) The ram itself is suspended from the roof housing and operates like a 
pcndulum. The long ropes allow a greater swing arc. but thc dcsign is 
still inferior 10 the "tracked" Dunedain rams: the laller use rollers which 
allow for constant momentum and grealer penetration . The ordsh "sw
ing" rams have a limited stroke wilh decreasing momentum at the point 

of impact. 

c) Purpose for penetrating wooden walls or gates of any type. 

• 
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8.9 SUGGESTIONS FOR ADVENTURES 

J) earn DOm is both afortress and military-oriented city. In T.A. J 700 (he 
area contained a huge Sauronicfield army and served os the "home" of 

the Witch Xing; anyone entering the area would have /0 be extremely 
careful, There/ore, ;( is suggesled thOI adventures infO Carn Dum (circa 
17(0) be oj two types: (0) cauNous (own �';silS; ond (b) sorties itt/o the 
surrounding countryside - !:avern trips, exploring the ruins. etc. 

Carn DOm did nol exisl as a seltlemenl in T.A . J. Al lheend of/he Third 
Age. however. the area was still occupied. The city oj T,A. 3019 and 
F.A. I was o ruin whose residents were no/ mell, bill troJ/s and a/her /oul 

beasts. Orcs lived in the old cavern complexes buill inlO the mOllnta;ll. 

Th is period is the ideal setting for Carn Dam ad..,enlures. The physical 
layouts are relatively inracl and rhe occupants are nu lunger so 
numerous and powerfUl as to preclude free-wheelillg malleu vering. 

Note: Adventures sct in T .A. 3019 take place al the time of the War of the 

Ring. The Duncdain of the North have essentially disintegrated as a 

political force, and the forces of "Angmar" consist of groupings of 

orcs. Angmar itself is no longer a unique kingdom; rather it is :1 dark 

land inhabited by scattered remnants of the elder armies. The physi

cal character resembles Angmar ofT.A. 1700, but the political unily 

is a factor of the past. By the early Fourth Age this region was sub

dued somewhat by the renewed forces of the Dunedain, and the old 

forlresses were either occupied by the men of King Elcssar or laid 

abandoned. The vacalll holds were often quickly inhabited by foul 

beasts, wandering orc groups which escaped slaughter. or bold and 
desperate mannish warlords (e.g. Dunlendings). 

Typical Suggesled Ruil/: 

.� 
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2) Scorbll's Lair at brak DOm ;s best suitedfor adventures ill T.A. 1700. 
Earlier or lafer campaigns would find Ihe complex inhabited by 

dWarves; as such. (he place wOllld best serve as a bose for wilderness 
sorties. 

3) The lairs o/Corlagon and (he (rolls will providesuitoblese(fingsforany 
Third Age campoign. Remember, ho .... ever. thai bOlh lrollsond dragons 

gel stronger. wiser. and generally more dangerous wilh age. Whalever 
quickness they mighl lose is more than offsel by experience. 

4) Morkai Ca.o;Ue is quile a slronghold in T.A. 1 7()(). As such, it would be 
nearly impregnable to fronlal assaull. Nonetheless, it is not impossible 
10 enter. particularly for sly, small groups capable of climbing walls 
under coyer of darkness or Quietly flying. Due to the sheer size of rhe 
garrison, however, great core would be required. 

Morkai castle did not exist in T .• 1.  I. It is possible, however, Ihauhesile 

ar rhOf time was occf�pied by on earlier mannish outpoSf, possibly Dune
dain. In T.A. 3019 and F.A .  I Markai laid in ruins. Ad..,enlures af Ihis 

lime would be interesting, since the physicol structures might be oc

cupied by new residents (e.g. DUlllending .... arlords or beasts). 

5) Cargash k«:p and Eldanar Castle are bot" located;n (he no man:r land. 
Th is ferritory wa,\, lx:c:upied by the Dunedain in both T.A, I and F.A. I, 
and the two fortified sites would be inhabited by Ihe warriors o/the King 
of Arnor and Gondor. Advenluresduring Ihese limes musl begearedac

cordingly, alld mighl pro\,ledullf()r groups Ihat .... ere notfundamentally 
evil in nalure. 

T.A. I 700adventuresffX'using on Ihe Iwo sites are befler suited/or non· 
evi/ parJies. Cargash could be overwhelmed by u strong and/or reo 
sourceful party, and is typical of many frontier fOrls. Eldanar is quite u 

hit stronger, alld should be entered carefully; yel iI remaills a fine place 

to "explore"· raids and t"eft.� are appropriate. 

Typical Suggested Cave Lair: 



9.0 ANGMAR AT OTHER 
TIMES 

9.1 ANGMAR AT THE BEGINNING OF THE THIRD 

AGE (see map # 8) 

The region of Angmar and its surrounding territory is of little to interest an 

adventurer at the beginning of the Third Age. None of the major fortresses 

of the Witch King arc in existence yet. and the mountains afC quite free of 

orcs. The few inhabitants of the region include some hardy villagers who 
have setlled on the borders and Ihc dwarves of Zarak Dum. 

The desolate no man's land of the 1 700's is paTl of a fertile, well settled 

region of ArnOT. Eldanar Castle stands in the midst of well tilled fields and 

prosperous farms and villages. Travel is as safe and interest ing as a stroll 
through Ihe Shire. Trolls, giants, and dragons, being restricted to the 

remote highlands. exist only in childrens' lales. 

. �  
• 

Map ,tI - Third Age 1 

9.2 ANGMAR EARLY IN THE FOURTH AGE (see map 
# 9) 
King Elessar is looking for brave, adventurous souls to explore the ruins of 

Angmar and eliminate any orcs that remain in the area. These orcs are a 

danger to prospective settlers of northern ArnoT. Morkai, Shedull, and 

Angsul are in ruins, and no men live in the region. The exterior of Cam 

DOm has faUen into ruins, but ils woneJs arc in good repair and inhabited 
by orcs. Scorba has vanished, and the halls of Zarak Oum have also become 
the home of orcs. Corlagon the Red. however, remains unchallenged and 
unbested, and largcr and stronger. 

Men are slowly returning to thc no man's land along the borders of 
Angmar. Eldanar Castle is the center of the new settlements. The castle is 

well garrisoned with rangers and foot soldiers who protect the settlers. 

Many of the old walled towns ncar Eldanar are being slowly rebuilt. The 

region is still dangerous; the settlers have had trouble with marauding 

trolls. and have seen the tracks of giants. Strange men from the South, 

followers of Sauron and Saruman. have turned to banditry in the absence 
of leadership. 

The King is eager to encourage settlers in the area, and those who help 

clear the area of vermin will be well rewarded with land as well as silver. 
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Third Age 3019 (Al lh� lime of the War oflhe Ring). Showing the 
area where the Shadow had complete dom inance. 
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