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1.0 NOTES ON TH E 

FEATURES AND USE OF T H E  

M I DDLE EARTH SERIES 

COMMENTARY 
This series is intended as a tool for gamemasters who wish to have a strong 

working foundation for fantasy role playing campaigns based in J. R.R. 

Tolkien's Middle-earth. The modules detail specific regions of the conti
nent of Ender, and attempt to give the reader a view of the physical, in

tellectual, and spiritual structures of the given area; politics, culture, 

geography, climate, and magic are all included. Since these territories can

not be fully described in any modest tome, emphasis is given to the domi

nant and/or primary features. Where it is possible, "typical" layouts are 

provided, giving the reader an approximate idea of what would be found in 

a given place or a similar sening. All of the data provided is aimed at giving 

a picture of part of Middle-earth, and the gamemaster is encouraged to use 
these resources to build upon; certain vague areas and details that could not 

reasonably be included in the modules can be defined by using the founda

tion provided in conjunction with one's creativity. The invaluable source 

material found in Tolkien's works and the continental map of Endor are 

ideal aids, and act to stimulate this process. 

Each module covers certain citadels and settlements with great care 10 
detail. Nonetheless, these works are nOt intended as "ready-to-run" cam

paigns. The gamemaster is given the basic information necessary to unders

tand and visualize a part of Middle-earth. This data, combined with ex
amples and whatever source material the gamemaster wishes to employ, 

will enable he/she to add whatever color and detail is deemed necessary to a 

given campaign. Any fantasy role playing rules system may be used, and 

any form of campaign can occur, so long as the gamemaster and players are 

satisfied that it fits their requirements. ICE provides a descriptive view of 

the continent, with a general overview and certain key structures and con

cepts; beyond the given foundation, it is up 10 the individual user to sel up 

the campaign. Creative guidelines, not absolutes. are emphasized. 

The series also provides interesting source material for those desiring to 

understand the nature of a particular region of Middle-earth. Each module 

is based on extensive research and attempts to meet the high standards 
associated with the Tolkien legacy. Where the material is interpretive 

and/or speculative great care has been taken to insure that the conclusions 
fit into the patterns and schemes that have been defined, In these areas, the 

modules aim at providing the reader with the flavor of the region, no more, 

Stimulation of the creative processes is the goal, and ICE does not intend 

such material to be the sole or "proper" interpretation. In addition, always 

remember that Tolkien's works are the uhimate sources, What is provided 
in this st:ries, however, is a consistent view of all of the continent. We hope 

that this will help the reader to delve deeply into the wondrous world that is 

Middle-earth. 
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1 .1 DEFINITIONS AND TERMS 

The folluwing sub�ections provide handy referen�e and informational data. For a more in depth 

analysis of certain terms. consult the various sour�es [see �elected readinJoi �ction I>f mndu!c), 

1 . 1 1  A88REVIA nONS 

A, ___________ _ 

Ag. ___________ _ 

AT. ________ ___ _ 

bp. ___ ___ _____ _ 

8,S, ___________ _ 
Ch. ___________ _ 
Cir. ___________ _ 
Co. ___________ _ 
cp. ___________ _ 
CRIT, __________ _ 
Du. ___________ _ 

E. _________ _ 
E1. ___________ _ 
Em. ___________ _ 

EP, _______ ____ _ 
I,A. ___________ _ 
F.A. _ ___ ____ ___ _ 

GM. ___________ _ 

8p· ___________ _ 
H. ___________ _ 
Har. _ __________ _ 
Hob. __________ _ 

[n. ___________ _ 
(nt, ___________ _ 

ip. ___________ _ 

Kd. ___________ _ 
Kh. ___________ _ 

LorR. __________ _ 

Adunai<: 
agility' 

armor IYpe 
bron7C I'iecc[�) 
Blad Speech 
charisma' 

Cirth 
constitution' 
copper piecrlsl 
critical �Irik(' 
Dunlending tonguc� 

Edain 
Eldarin 
empathy' 

exhauslion point(s) 
Firsl Age 
Fourth Age 

gamemasteT 

gold piece 
Hobbilish (WeSlron variant) 
Haradrim 

The Hobbit 

intuition' 
irHelligencc' 
iron piecrls) 
Kuduk (Ancien! MHnbbitish"') 
Khuldul (Dwarvish) 
Lord ofrhl' Rings (I_ Book I, elc.) 

Me.____________ memory' 
ME, ____________ Middle·earth 
mp. ____________ mithrilpiece{s) 
MP. ____________ mU\'ementpoint(s) 

Or.____________ Orkishdialects 

Pr.____________ presence' 

Q.____________ Quenya 

Qu. ___________ _ 

R. ___________ _ 
Re. ____________ _ 
Rh. _______ ____ _ 

RR. ___________ _ 

S. ___________ _ 
S.A. ___________ _ 

50, ___________ _ 
sp. ___________ _ 

5.T. ___________ _ 
51. ___________ _ 
T.A, __________ _ 

Teng. __________ _ 
Ip. ___________ _ 
V. ___________ _ 

W. ___________ _ 

Wis. ___________ _ 
v.'Q. ___________ _ 

• referenCe!; tQ stalS 

1.12 DEFINITIONS. 

quickn('ss' 

Rohirrk 
reasoning' 
RhovaniunlOngues 

resistance rQII 

Stndarin 
St<:ond Age 
s elf discipline· 
silver pieerls) 
Silvan tongues 
strength' 
Third Age 
Tengwar 
tin piecc(s) 
Variag 

WeslTon (CommQn) 

wisdum· 
WQse tOruedainJ 

The majurity uf unique terms and translations from Till' Hobbit and The Lord oftflr Ringllrc 1101 
described below; rather they arc to be fQund elsewhere in Ih e  leXI, in the foCCliQns tuneCfRing ptaces, 
inhabitants, et�. 

ArmQr T)'pc (AT): Armor is the basic proteelive capability a�signed to the material coyeringtht 
body. ArmQr type refers 10 the specific kind Qf covering found on a given character/creature 

(c.!. AT 15 refers to "full chain,� chain mail CQvering most of the body in the form ofuhirt 
and legginp . or any equivalent). Amlor type is synQmymous with MarmOr class. M 

Chllnntling: Channeling represents the power from thQse Qn high (e,g, the Valar) as channeled 
thrQugh their follQwers, other 5pell users, or Ihe source being. It is the power of the ditl ies u 
manifested in Ihe M('v('ryday" world. ProfessiQns using channelin!: cl('ric, h('alcr, animist, 
ranger, astrologer and sorc('rcr. 

ChIlTIiCleT: Sec �player character. M 
Comblll Roll: A roll repr�nting a combat swing or missile allack. 

Cuncusslon lilts: Accumulated damage 10 the body, pos�ibly leading to shocllltd 
uneQnsciousness, 
NOTf.: Tht term Mhfts" ",iff s(lmetimr.r bt ustd instcod o/-mncunifm hits,· 

Critkal Strikt (CRIT): An especially effeetivc swing. mi»ile alllck, Qr spcll which pene1raust!x 
target' s basic defenses and Te5utU in some special ur additiunal damage, something mORtMI 

the typical concussion hit effect. 
Criticats aTe graded (rom "A" (mild('st) through "E� (M'\·('r('st). 

Ot-r"nsln Bonus (11K): The IQ[al subtraetiQn from Ihecombal roll due tQthedefender'! advlJ1LIA 

including bonuses for defender dexterity, shield, superiority Qf armor, position, and mqk 
items. 

Donjon: Also called "keep." The main defensive focus of a furtren ur castle, il is the mual placul' 
"last retreat" and often the home uf the resident lurd ur master. 



tJlr,; Though ba�lcall} SlIllllal 10 111('lIal mtn in mO�1 "a)�, EhC'� ha'e ,c,eral llllpollalll. If ,ubi k. 
dlfferenn·�. ,\\ 3 rae .... Ih ... ) ar;: laller Ihan mlKl human'. although 'lender: the mak h"lghl 
�'C'la!m! bel"l'Cn6 feel and 6'10". 'e'! "el!hrn! bur I �O·ZOO pounds. re'rt�:ll\cI) The ",'1I1en 
<If Ihe '·ho:'\ lange from S'(\"IO 6'2", and an,' al�(Hhrn. Ehen mC'n ha-c 110 fat.:lal hair, and a_ a 
rule. Ihe) ha, C' ko;� boll) hall Ilian lIumans. Appaleml)' hlJ;!hl) rC"I'lam 10 l',ueme'l,f uawral 
hUI und .:old, Ihel! dUlhmS I, muall) ror d ...... outlon. c:lmounagc. 01. ],)<'Ihal)_, U1odc�I}. 
(icn"'I�II)'. Eh eo; ar ... fallel 111 aplX'aran""'th;m their mOflal hml hcr�. ha' U1J:( finel feature, and 
unm:lllcd .\�In. The,r -en't' al,' "'I,,'m ... l) �1·CU. e'pl·,·mlly IhelT hearin@, :lIld 'ighl: Ihey ale . 
able to '� on a dear, 'Iar·or·moonlll l1I);hl. a'o If full da) lillhl. Their' ",on I' �orre'pond,ngl) 
rl"lrl.;t!.'d "itll Ie" hgllt. dU"n to but a fe" f,'t'l III ",hat a man "Iluld (all "plI.-l1 blad". 
Prrlla('l' m�1 lmponamh ' I·he, do nOl al!e or I!ro" old: and thell bodleo; are Immune 10 all 
b3,IC"al and .inl mfC'\·uon<,. 1'lIu,. Ihe) arc '1Ilualh ,mmonal. (c,n'plll1g 'Iolelll dcalh). 
fhr' hcal quidl\. and <h,)" 1'" "ar� lahllou�h Illc) do nOI l<:J!encratc IImb'l. 

"IloUI th" lindl;:d, of Ih"I'I'e,; Ihere arc Ihc Ihree d,'",olI\ of the Fldar; and Ih(." Sihau 
l'I\c,' 

Th,' 'Tail FIH·'''. highc�1 lind mOlt lordl). ml@ral"d,oon aflcllhe \"Omm� ofth(." \'alat 10 
\ allnt» (The Und}lnJ? laud') and d"dl lher� .t,ll. fh,') hal e half of lI-oldcn blonde. IIlul' elC�. 
and fair \�In; and Ihc} rmJC'�1 a' I"bl� aura allllllll1le', The' ar�. a< a tule. mU�lralh lal�nted, 
and "l'al @almenl� or" hllC, "I'er and gold 

lhl' HIl'h Fl\c" or Noldor. arc m,"e ,turd, of build he' \1111 mOIl' ,Iendrr tllan h'Jman�), 
and dal�<."I: the,r .:umpl\.'\,()n' nIt a, If lanncd. and ,hc,r hall" blacl or darl llm" n, "" h Ie" 
(,,'epllon, I heil C}'" ,'an he ,II illl} ,'oluur, Ilhholl!h hI"" II 01 halel prcdommal"" 

(hew cl,,·, alc Ih,' hulld"n llI1d ,'mft<mcn of the � rndr,·d�. lI1u,t ��!lled In flne m,·tal" OI�: 
lOe:II>on,. �llllour and beaulll III )c"dr}, Thtll J,'"d,'raf, I' 31,(1 un'urpa'�,'CI. The 111�h Ell c' 
arc Ihc mO'1 tilC'l) 10 11\ .. 111 ,II,c,. building gr3(cful. marllll'·"alled lo"n, fOI (Iu.-m'l'l,,,,. 
fhe} ,He al<.() Ihl' m(1\1 ,'IIIIOU' · 1'O,,,,,,,'tl,, IIh a d""rc 10 learn all about IlIl'lI ,urrouncting' al 
an) CU\I. "hKh hal mllle thalll"l�ccau,ed member. (lfth"lr racc 10 fall from Ihe rralh "fligll!. 

'imd�1 . Ihe thlld and lea't lIulik ,'1 thc 1:ld:'I, Ihc Srnd:lrIn (or "Gre) ") Eh e' bel1an Ihc lllcal 
nll�rall"l1 "lill th,'lf h,elhlclI, but. afrel �omlllS h1 Bdcfland dId 11<11 1'0 o"'r tht 'ca IntO 
Vall110l ;lI1d h'ed In D,,, 'alii under "11I� Thll1gnl. ,\1 th,' cnd (lf ilic F"" Age. rnan) ofth .. Sill' 
d�r ,a, led "1."1. or \I .. dkd 'II I mdnll or I 01''''11, undn Ihc rulrorNllldol leade". 

Th\' SlI1dar �Icall) """mbk !h� Sihan 1:). .. , I'h�'I,alb. ahhouJ?M !he� u:nd III be mOt<· 
,nu"'ular, and pall' blue "1 ,reI "'C" domll1aled. Th", al�o pleiN dothll1� of an appar('m 
neulral glC) colou. "h,,'h ha, amalln, ,,·anll'utlllI!1I1j1. fX1"l'n. 

Thc <;Ihan, or "WOoIXI""he,.w arc mOIC numerou� and "rU'IK"' lhan thtrr brc!hlrn. Thc� 
lend rollo.' rudd) of ... nll1('1k,,,m. ,,"h \.:Ind) lIa., and IIlu,,'OI1/r,-':l1 qe'. , .... (If a� lall a, I he OIlier 
PIIIU('I'. rh\') aIC'(11i qUlle hsht "I b,"ld. :.nd 'CT) ad"pt It I 1I10'rn� "Ienll). C' \I,., ... ·lall� 111 (h • .
Inre,l. n,e) an' al'll l1Iu�,,'al" la!enh.-d. ahhoullh nUl 11' mud. '0 a' Ihe hili I·h .. ',. 

I hell p.cfeln:d d"IMe' arc u,ualh fl1re't �rl'Cn.I!H·) ..... 1 b",,,n. and arc IIUH:h more fU!l�. 
lIonalll1 de,,¥n tllan rhe dr:lllo.'U roo.." and lUl1I"'� lIl l h .. ' 1 all Eh tl; the} ale k,� .... aburale I han 
111'''1' "I'ln h' IIlgli rhe' 

11.\" do not nC'Cd ,Icc('l. In"le:.d. Ilin Il ... ·el\e IC,I Ihrough m .. dnal'On l1l,oh1l1� memOI"',. 
pa,t C' enl, tllc} Ic,'all .. nil rcm.trlabk, 1\ ,dne". 1\ormall) Ih,,) go 11110 th" Irancc·lIlc 'laiC 
fOf arrpro,,,na,d} I" 0 hour. c;l,h da). all houl!lI Ihe' ... an hmel10n for man) dap" Ilh lillie or 
III' rehel. \\ hlk m lhclr mcdll:!t"., \I;IIC. I:h�, ar .. e'trelnd) uII fi.:ulltn a,,"ll�en: I he) ri,c 31 a 
('11'1111 ('I,e"llu,l) dL'\·l<kd. 

t:\wnre: The C'Ssentt is tllal which i$common lo ali lhings. livingand dcad. organk and inorgani..- It 
reprC'S('ntsa fortt and order " hkll defines, or helps define. Iht way� of Iht "orld. and acuas a 
source for somt forms of spell po"tr • for example. magi..-. Proftssions uSing tSsente: magi· 
cian, illusionist. akhennst, monk, sor�rtr. and mystic. 

• ·itlil "ICe (l.A.): The first recorded "ge of Middlt·tanh. Its besinuillg� date back to a period 
rtlalively soon aft�l the da"<n of 11m;: as wc know il and its cnding poilU was markcd by Ihe 
ovenhrow of MorgOlh 11 he "Hlack Enemy"). Sauron's overlord and mtnlor. The tales of lhe 
FirSI AgC' are. for Iht mOSI pan. found in J.R.R. Tolkien's UII/inishffl TQles and Tht 
SIIIIIQrilliQn. ThtSC' "orks are nOI used or described within this modult. sinte " care rocusing 
on Ihc Third and Foullh Age$. ICE UstS I.A. to dcnOlC' lhe Firsl,\gt and F.A. 10 indicatt 
Fourtll Agt dales. 

.·ourlh "l!tf (F.A.): The fonrtll r��orded ag� of Middl�·earth. Ihe "Age of Men."1 1  began "'itll Ille 
passing of Ille Three Ring� o,'er the sea. During the FOlirth Age most of the elves departcd 
Middle·earlll ror lilt Und)'ing Lands; othtr non.mannish races �uch as dwarH's and 1I0bbits 
be,an to seek solilude, for thtir ways Wtrt no longer underslood by Iht o'trlords ortlle conli. 
ntnt · mtn. 

t'ttmble: An especially intffecthe s,,-ingor mishandlinaofthe weapon "'hich may put thcaltac�trin 
a disad"antagtQu� position 3nd/or damage him. 

GllmrmaSltr (GM): Also known as OM or dungeonmaSler, tile referee, judge, ele. The ul!im:tle 
aurllority in a ghcn falllasy role playing game. This pC'rson is rcsponsible for giving life 10 the 
gamt by monitoring "'orld e,·tnIS alld prc;, iding the nectssar)' imaglll!tti,e aids. HC'/sh� IIlltr· 
prtts rules. cOlllrols creatures and non·pla)'tr characters, and mainlains play. 

God: Not lhe gamtmaSler, but Eru · the crealor of tile "orld. including Middlt .... arth. 

HaMldrlm: Lh. MSoulhmtn" in Sindarin. This is a eoJlecth'e grouping of men "ho made tlleir homts 
in Iht grl'al arid and semi·arid ell'p.anstS of Harad. Residclllsof nonh"cslern Endor mighl also 
call a man from furthcr 50urh by the Slime label. but thosc hailing from lands beyond the 
Moulllains of lilt Soulh ie.g. Ihe folk of tht 1'o'iumakan) made a nalltlal dislinction. The latter 
group ... alled tilt slender. dalk, generally rugged peoples residing 10 lheir north MNherlachem." 
host of tht fitt plains. This lerm was a pervtrsion of Ihl' el'isll Narladrim. For purposes of 
a\'Oiding confusion. Iht term "Haradrim" is used hC're to describe the peorrltS residingsoulh of 
Ille Harnen alld north of the Mountains oflhe South; Soutllrons. Harad"ailh (also a northern 
ttrm for their hOmeland). Narladrim, and Nllerlachem art synonymous terms. Re cenl stllltH 
crossing Mounla;ul of tht Soulh into Ihe Mumakan art SliI! called Haradrim, lIo"Cl·C'T. Tht 
races livin, further south arc leferred to by mOrt spC'cific labeh. Remember Ihat Ihc<t 
"Haradrim" are aClually compri'iCd of various sub·groups. of len cul!urally or racially 
uilleialed. Most Har3drim, howe'· ... r. are nomadieor semi·nomad1..-. ride well. are liglilly arm· 
ed, and use principles of mounted warfare. They ale alsoaderrr 31 1radeand herding, and act as 
middlt·mtn and eal3'  an conduiu for the brisk trade between Umbar aud PeJargir in tile Nonll 
and rtgions likt U!lIakan. Dushera. and Mumakan in Iht '�ry Far Soulh. Numcnorean col· 
onil;1tion (t.g. Umb3r and Ciryalandor) alon8 th� edges of Iheir terril0ry hascrtaled some fu. 
sion or cul!ure and varyin, amounts of intelbreeding. Thus, some Haradrim. particularly in 
tile 1I0nhern ar�as of Iheir t"rritolies where GOlldor has held politkal .\way, seem much more 
akin 10 their part·Dunedain neighbors. 
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IlilS ICuneusslon lIils): The amoul1l of damagt an indh idual,'an �ustain before hc ll)se� comciou'· 
ness duc 10 shod and pain. Dealh fc�uhing fr0111 ma�s;,e �)'5tem ,hod occur� if tile ac· 
cumulated d3mage points rrach Ih� total of hlb + �'onstitution, 

InW.lh·t: Tilt sum of all faclon affecring the �pcnl of a s" ing. 
Mant'u'fr: An action perform!.'d b}' a characler Ihal rl'quire� unu)\lal concenlration undcr prl'SSure. 

or ri�� (i.c .. climbing a rope, balancing on a l!.'dg .. •. leap,ng a chasm). Tht a"lon mnst b e o f a  
physiclilly active nalure. 1101 ·'�Ialic." 

i't1anru'-fr ]0(011: A rull repltsenting an altemrrltd malleU\'er_ 

Marthll ",ts: Forms of altae� and wlf·defense" hleh 11I"ol,c �po."l'ialil!.'d memal alld phy<ical traill' 
ina:.nd coordination. Muell of unarmed combat Mild combal usinj! "'tapon �:lta falls into Ihl< 
category. 

Mel«: lIand·IO·lland combal (I.C. combal nOI usmll proj��lilc\, �pelts, or mi��i1r "capons). 

M .. nlulism: That rcalm/source of I>o"'cr "hidl is Conlll"l'ICd "'ilh Ihc internal rratlern, of I he �p ... n 
lI'itr. It is tile malli])ulalion of onc'� o"<n c\�ence 10 prodll�r spells. ProfeuiOIlS u�mg m,'ntl\l· 
i�m: mentalist. sc.:r.lay heal"r. bard. m)'slic, and a<lrologer. 

Mlddlt-coarlh; Endore; Endor: thc Middle Land: Iht MlddleConrintm. Ont eontinental land ma�s 
found in Ihe "orld. It "a5 nOI itself Ih .. entirct) oflhe ,,·orld. although lilt attion and e'ent< 
foutld in The lIobbu and The Lordo/rht Hrngsis fO(:used on tllt1'htrd Agc or Mlddle·eaflh 
3nd tile 'ery beginning oflhe Founh Agc of M,ddlc·earth. 

Mllr]ollllh: The rencgade Vain i�ee Valar belo,,) "ho \'O'eled lordship O'CI thc ,,"orld, and I>Os�ibly 
all e�iSlence. tllorgOiIi Ilil. "Hloc� EnemyHS.) "'a� the embodiment and foeu, of d�r�ne�s· el il 
,ncarnale' and establishcd 10Idshi�0'er nOllhern Mlddk·eaTlh during Ihe First "gt. From lIis 
hold at Thangorodrim in Ihe Iron tllountains (Ered Engrinl he begail io dominate the" hole of 
tilt "'Onlinenr: onl) Ihc el,ts of I3eltriand, tile Edam. cerlain d"a""h group', elc. oppo)('d 
him. MorgOlh Cltated man)' foul races of beings by penertmg the h'l1Il1 (fol he could nOI 
l"reale lift ilselr): orcs in mockery of (']'cs. trolls IS dark counterpi..Tl� fot cnl •. ctc. No po"er 
:aside from Eru Mim'itlf, or Ihc other Valar. eould "ilh�land the mighl of Illis demigod; he 
could altcr mountain raogc<. ea_,t names M'ros� hundreds of mi1<-•. and �l'IHJ legion. of "ar· 
lion· including dr3gon� and balrogs· on campaign. of conque�t. Hio; lerror "a. unparallckd. 
Non�theless. MorgOlh's Slrcnglh waned "ilh each creal ion. Uh Iron Cro"n "as lIis glealest 
priu, for it emblaced thc lighl of the sun and Ihe moon in tilt form of th" Ihrte Grtat Jcwtls 
ilhe Silmarilli) and conr:aintd mll ... h of the Hlac� J:nemy's o"n po"er. Morgolh "'as finally 
o'enhro" n by tht host of Ihe Valar in a catad�n"c bal1le which .an� ntucll of nonh"c<tern 
Middl;:·earth and alttred Ihe world_ Sauron, one of the Enemy's lieulenallls, sUl\i .. ed (II .. 
!t[lOCal)'pst. 

Mumllkan: A region of the "el), Far SouIIi of Endor (soulh of Ihe grt:'1 1'oloulliaills of the Sourll) 
named for its gleaccM Ihillg rcsou,(c. th� iI.'lumal. (plural; Muma�il), Ihe giant elcpllant. "Tile 
MumakanM actually �ncompasstS a large arta of' ar)'lI1g terrain II1hablt!.'d by 'Inous groups 
of Weommon men. H Thtir lOO5t cultural lin!." occaslon31 unifications under "arlords, and 
lheir use oflht Mumakil for purpostS of labor and "af bind thcm and allo" for tilt use o f a  
gtneral namt for thcir homc. Note Ihal the Mumalll are mO�1 pre'alelll i n  the dense ..... ell· 
"lIlered fortsts of Ihe easlcrn I>lumakan (ca�( of the edge of lhe color nrea mllp). There. thcir 
helbivorous diet is be,t ��f\<ed. and cheir m)'sti�al brcedin,; site� arc "eIl8uarded. 

Non·pla)ff ctl�r1Ictff (NPC): ,\ bema or creature IUlcra(ting in a falllasy rok playing game con· 
Irolled ("run") b), lht gamemastl'r. player. 01 31101hcr. not as a character S) lion) mous .. iell a 
pla)·tr, but as an tl1ll1) ,,110 lias no idcnlll} "ith a lIuman participant. Sinc� Iht NPC is nOI 
idcmified "'ilh an)·ont. 11< dealh or departule " 111 n01 result in IInyont lea' Ing Ihe llllmtor ha,
in& to gentrlllC a ne" charaner . 

Off�nsIH' Honus 1011); The IOtal addilion 10 the eOmbal roll due 10 lhe allackn's ad'antage� -
including the anada's ph�skal pro",e'5. SUlX'rrority of "capon, <".\pl'nise. mllgic ilems. etc. 

Orcs: Originally bred by Morgotll in Ihe Firs! "ge, Ihese crealUre� quid I) becamc se,,·:.nts of 
Darkntss: it  is Ii!.tl)· Ihal tlley "erc not I1Il1erelitly c'il. bUI "flC culturally and mtlllall) 
predisposW toward Ihe �foul hfe.H legend ha� II thai thtir anceslOr� "ere EIIC'I "ho "erc 

Orcs are of t .. o tyrres: Ihe les�tr or common orc� "hich a'erase about four 10 fi'e feet 111 
height lind Spoil grottsque. fanged facts; and Ihc greatcr or,'S or Urul·hai. "ho rcach hl'ighh 
of �bt fccl and ha"e 1I10le "human" ff'3turc�. All Ire hea') of build and InlH'long, Ihin aIm, 
and Ihick hides. 

llltd as laborC'rs and "arrion. orl;3i re�JX"'.·1 lillie but brUle force. and art mO'1 potcIII "hen 
serving under a Mfocu<ed "III." Thc) al� "ithout e.\l't'plion cannib:aliSlic, bloodlhi"t) and 
ClUr!, and eale 11lI1c for SOCial OIganilalion. Generall), smalltr tnballclanal un,ts arc tile 
norm. based on a Sllong leader: l'ach l,'mplo)s its o"n dialect. MO�I art qellar smllhs. Tllelt 
ability to "ork wllh mct31 is ilardI) paralleled. "tiliough thc appearance Oflhe!r Items b often 
poor. Ille perfOlmallee h e.�ceHent. Tilt)' rartl) malc Items unas�oc,ar!.'d "llh fighling. 
howc\'cr. 

Le<ser OIl'S ar� boln,H'e, nght, and dir in darkncss: tlley abllor Ilghl and arc bhnded b) the 
unshleld ... d sun. Grealer ores lire most cardnll)' brtd and can ope, ale 111 daylight. Their 
abilit,tS 10 spca�. organite, reason. and figllt arc h,gller Ihan the,r br"thrcn. Samc claim Ihe 
Uruk·hal arc productS of Sauron's Whilt Hand. lind "ere firSt �pa"ncd from orc) and men. It 
appears, ho"e'er, lhal tht)' firSI arose 111 MordO!, and that their lineage has nothing lodo "ith 
lilt Secondborn. While the I�sser orcs fa'or eurH'tl <'cimilars and wlded a.'O:(";. Ihe Uruk5 be:ar 
straigllt �"ords and a "idcr �aricl)' of superior arm�. 

OrifnlYliun ]o(ull: A roll fcpleStllling a combat3111'S delll'cc of control folio" ing unu'iUal :.�tion or 
5urprbe. 

Parr!: The uSC' of some or 311 of a combalanl's OrrtnSI\ � bonus to illcreale his defen<ivc points. 

PIII)tr charactfr (PC); "chara ... ter or being controlled II) and Idtnt,fied " Ilh ont of the pla)'er�. In 
Ihe garnt conte�r, Iht pla)'er character (PC) fS th� plo)'er and ,icc 'erSil. 

Purlcullis; Plural · "porttulli,"" gralmg at lhl' gale" ayofll ca\lle. fortre'�. �IC. Ihal can be leI do" n 
10 bal entr}". 

Pn ... ·u PolnlS: The number u.sed to silo" ho" l11u(h �pell casting PO"ct a spC'1I u<tr has aca:ss 10;11 a 
given pC'riod (usually one day 01 till' period bet""en t"O stretches of fully It\trul sleep or 
mcditallon). PO"Ct pomts are expended "hen iii spdl isca�t. Thf) are c\hausled (until the nt�1 
penod begms) "hen Ihe !'JOInts e�pended las a result of Iht spells ta�1 dunng Ihe penod) 
reachC'S thc numbel «iU" alenl to Ihe user'< 101al po"er pomts. Po"er po,nl� ar;: S)'nonymous 
with "spC'1l point�." 

I'rufessiun: Also called "characler \'lass." A prol'es.ioll h ll�·tuall) a grou])ing ofindi> idnais " ho had 
II common SC:l of inlcre�ts 111 I heir early/formalil c )ears. E�arnple: Magicians ha' e a prufh' 
<ion ba'iCd on thtlr �mpha�ls on the study of spells, parl1cularl)'during thell childhood and for· 
mati"e rears. 



Kf�j�rYnn' Koll IKK): A dr.:c roll "hkh delcr!llrnc� "h{,l lI<>f or nO! a ,'haf:Krerh'r<>aluIC or objeci 

,ucc"Slr'c!) le.i'h being aff<>cI�d b) :L \pcll, T h<> f<>,ull of L"hucC<'��ful rolh "ill be ba>ed lin 

rile spell\ cffe.:I: ,u.:,'e" ful roll, llLa) mean ITll' �pi'll ha) no ,'ff'"(.'1 or redu.:ed dfe':Ii\CJlr,�, 

Rcsi>tane ... fOil I_ ') JIlin) mill" "nh Ms.a\ Ing lllro,, " or ",a' ing roTL" 

Kull: Normall) a por('crultt mll gl'rn& ,andOm lesult, from 01 1000 ( 100). 

'OTt:: In C't'rtui" rirrUm!fUnrf" , Ihi3 ",II'''''JI bf' ullj/IJud thmuJh thf' 1lJf' ,,/un flllf'n-f'ml"d 

S)"'f'm. ),i"'di,,X rf'llllfl llhy.'f' 100 ur ,"luI<' 01. 
UlCt. IW1.l.I'(' (;( .• " tSnOMI: 

1110 Roll a 20-"d('d dl ... lI) I!<>neral(' a numbc:r bi:-I" ..... n 1 and 10 1''0'' II I<>ad a. 10) 

UIOO Roll 2 l"cnl)" lded dlct 'Imultanrou,I). Ih('y �hlluld bi:-of,hfl,'u'nl COIOTI "llilone 

d(,I(" mll1ln& Ih(' IO'� ,hIll, Ihe olhtr Iht I's. Smc(' "00" II read a� 100, r..,�uh, Ihu, gcn

{'raled ar,' fronl OI-tOO 
"rn:: MII,I '011> uf DIOO in Ihe RoJrmasl{'r SYSIcm arc -op • .'u-ended," If a roll i, 

opl'n-"ud,'d: 

A roll of 0' er 95 (all, ror a \.l"I."ond roll of 0 100 10 Ix: made and added 10 I hr fir'l 10 

deh,:rrn,ne Ihe 100ai die lolL If OH'r 95 is rolled on Iht \.l"I."ond roll a< "ell, 

Ihe firll 1"0 rClull1 arc added III )el a Ihird roll IIf 100, Thoorel,eall) Ih', pro

,'C�' could go on foreler. 

f' rllil of under 06 require< Ihal a <econd roll be- made and <ub' TaCled from Ih.., fir<l 

jlr�ely yieldln!! :1 neg�l,"e result).  If Ihi< '�ond die toll ,s o'er 'IS il ,� �ub, 

I racled from Ihe fir�l and � I hird d,,' roll i� made and Mlblra .. 'led ffvIU thh 101:.1 

jli�ely ric!ding a rl'�ujl ofk" Ih;1I1 - 1(0). rh,� pr'II.'l·�� (ould al�1I 1hOOreliea\. 

I) go on forl'H'I , 

Molh Ihal arc nut op..·u·endcd '1}C.:,ficall)' illdude: 

SI;'lgellaalion 1U1I� 

Sial pulenriai llenl'r3tiun roll� 

SIal Ilam loll, 

Spl'llgaln rul1� 

Saurun: The I)all l ord. Ihr Shado". Iht I ord of the Ringl;. A 'Ie�scr Vala' "ho �ef\,-d Morl!Olh III 

Iht !,irst Allt, $aulOn surll\ed and "('nt '-Oulh from Ihe ddtr Tand� of dllrlnC'S�. I)urlllg lhe 

xeond Age he,-onllnced Iht Noldor of l:r('J!.Ion lo ncale rrngs for Ihe I'rc:c I'C'OplC'S: lalel, In 

,C'("rel. he forg(,d rhe One R,ng. rh,� rmg embodied much of h,� po .... er and " a) callable of 

unrllnl! and eOlHrollrng lhe olh.'r Krnglof l'o"er -Ihe rhrcr Rinl\soflheeh�, Ihe Se' en oflhe 

d"ancn lords, and Ihe NIIlI' R,ng� of mlln�lnd. 110lh Ihed"a�t"> lind el\� re<i�led hi\ IUP: 

Ihe former look offlhl." 1 rrllg\ . .... hrlc Ihl' laller race el1lru<lteI Ihtir� ro rhrte- uflhr \\ l<;t. \Ien, 

ho .... �'el, "tiC nOI '0 qULcl lO rl'aillt Ih(' danger, and Ihe Nine rin&-\ remarned In Ih(' hand� of 

nine r>roud lords .... ho <;oughl p()"er and found und)'inl!: dar�ne<s, I he�' becamt Ihe I'-algOl, 

Sauron n'moHd hirn).Clr III lhe forlfl��< land of Mllrdor III Ihl' Se.:llnd Age and Ihere bUIlt 

Batad·dur. Mount l)\IOm (OrOOrll,n) "a< alrtad) u�ed as hi� �rsonal forge, and "uhln Ihl' 

ne .... reahn he began 10 casl a ne ..... Shado" upon Ihl'col1!,nent. Sauron "a� o\<'rrhro" II I" ice in 

Ihe Second ,\g,', fint by thc NUlIlenoreans und"f Ar·l'har:lJ,on, and Taler b) Ihl.' La�l Allianl.'(: 

of ,\kll and �hc�, �a�h lim", IIO"e'cr, he lei urnI'd 10 JXl"er. Hi� "body," ho"c'<'r, ,,:1\ 
de�lIo)'ed il1 the 1)0" Mall of NUlllcnor j from " hich he e,o;,;:apcd). and he "a� ne'er again able 

10 a)sunH: fair form. The lidlc'� eyc (normally red upon black) was his �)'rnbol. H<>" a� re\pon· 

�ible for ertUlin", I"U �Llpcrlllr \ llrlalll� of creatures spa" ned b)' Mor8\11h - j I I  thc Urrl�·ha" 

01 great oro. and (2)lhl' Olol!·hui, or black trolls, BOlh were forrnidublr fighllllg forcc�, 

Se<:und A!l.t (S.A,): rhe ��olld ,<,corded Alle of Middk-<>urlh. It began ancr Ihc fall of ,\Iolgolh, 

"lrh Ihe foundlll& of Ihe Gr ... y lIalen' lind Lindon. The IIgl' ended III S.A. J 44 1 .  "hell Elcudil 

and Gil·g,htd 0' �rthle" Sliumn. I"Tdut lool I h .... One Ring, and Ihe J)ar� Lord and Nal.l1,lil 

pa�snl llllO Ihc �hadll"'. S.i\. i� u,ed denollng dall'�. 

Skill: An a)pc':l of a (hara"er "hKh enable\ hun/h<>r 10 perform an aelion mor\' effl'l.-lI\cl), Thr 

lern! i, u,teI herr It) refer 10 ab,ll1te) "h'eh arc IJ<lrll\:ularJ) applkablt 10 fRP ,'ampa'gn� and 

ad,enrurrng. 

SIal (Charael('ri,tid: Out' of Ihe ph)\lcal and menial al1ribult'S" hich ate considered mOSI Impel. 

lam 10 an ad'enrur"'r m a FRP game, SlalS dlclale hoy. "ell a (hara!;!el delclop). mo'cs, 

fighl�. la�es damage, ab\Orb)mformal,onCle. They 3re used 1II,"QmpUle oonu),Cl and �ublrac

lions 10 d,e roll�. 

Third AI/,f (T.A.): rhe rh,rd "'Corded Age of Mlddle· ... arrh. II began folio" illl!: Ihe defeu, of SaUl on 

as a result oflhe La�1 Allian!;t of �kn and Ell I"> and cnded III T ,A. J021 , .... htn Ihe "t'Cpl'r_ o f  

Ihe Ring r>a5s�-d o l  .... r Ihe �ea (Irom Ihl' Gre) Ba'en�). T.A, i <  Ihe abbre' lal,on. 

\'alar: R ... r,·r) 1\1 primary Valar .. fiflc:cn (lIldudlllg Morgmh), and larer fllurleen 'cnalll, of �fU, 
LC�SCt "god�." dcml-IOO�, elllllle< ,'ol1l')lil1g of purl' 'piril bill IIflen ID�,ng ph»)kal )llape, 

Many of Ihe I'ffipll."l/belllg' III M,ddle·earth "vr\hip Ihem \IT h(lld them )acr�-d. Guardian, of 

Ihe world. il i< Ihcy "ho Will Ihe Wi/_ald, (I'lari) 10 ,\l,ddle-<>arlh. 

Tht' Whl: Nonh"c'ilem Middk-..,arth, )pt<.:ifically Iht arl'u .... ,Ihin "hich the ..-'enIS dCloCribed in 

TIre 1I0llbll Hnd ('I", ( urdu/lht Hifl/<l� wok pla�e. 1.000;,;:1y, Ihe arel. fr011l Umbat nunh"ard 

and ..... tSI IIf Ihe eallern �lrore� of tlie Sl'a of Rhnn. 

1 .2 MIDDLE·EARTH CAMPAIGNS: 

CREATIVE FOUN DATIONS 

Since each module in Ihis 'ieries strives for flexibility. Ihe GiVI is givcn set
tings which allo\\ for a varicty of campaigns. Naturally. no one game. game 
system, or G1\-rs approach is exactly alike. Some ponions of lhis module 
will be beller suiTed \0 ccrlain campaigns, while others may nOI come into 
play umil the advcn( lIrer� have considerably progressed in skill. I t  is. 
Therefore. important thai the GM focus upon the seCTions of the module 
which arc geared to his/her campaign. 

The maps. cuh ural nOles. sections and general descripti\'e texl relale to 
the area as a whole. and havc bearing on the political and economic Slruc
tures - regardless of Ihe time L'hosen for the game. These aids arc intended 
for usc wilh any t.:ampaign; they provide Ihe "common denominators" of 
Ihe region, and act as the ultimate creative founda(ions, A GM who wi�hes 
to create all or most of his layouts and advetHures from scratch will still find 
these sections eXI remely useful . Regardless of the details and day-to-day ac
tivities associated with Ihe area, Ihese fundamental factors have a bearing. 
After all, land forms and cultural norms change relalively slowly. 
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The individual layouts and descriptions of personalities are provided 1 0  

ghe t h e  G M  a n  idea o f  t h e  power strUL'ture at a specific point in Middle
eanh's hislory, interaclion based on t hese sections will depend on one's 
campaign. Dominaru polilical figures and their holds will provide adven
T urers wilh cenain dcal h in many cases. Only the very aCL'omplished and/or 
slrong group of player characters will be gcared for such an experience. 
Most advenluring parties should besl be run in the context of lesser power; 
Iherefore. more modest personalities ' and layouts have been provided 
- enabling the GM to gel a crealive slar! should he/she wish to employ 
already-del ailed �lrUClures, Of coursc. all of The layouts and figures found 
in this module L'an be considered as Oa\orful examples associated \\ ith. or 
common to. the area. As noted above. these modules describe whoie 
regions. and we encourage I he GM (0 create his own delailed version of the 
given section of Endor. 

1 .3 ADAPTING THIS MODULE TO YOUR FANTASY 

ROLE PLAYING CAMPAIGN 

COMMENTARY 
This module is designed for use with most major fantasy role playing 
systems. Since Ihe various FRP rules have their own particular approaches 
TO combat. spells, and character generation and development. cenain com

mon descriptive lerms have been selected for The individual outlines of 
places, people, creatures. and things. Unfortunatcly. staTistical data such 
as bonuses and character " stats" d iffer widely between �ystems: afler all. 
they arc keyed to specific game mechanics. ICE has chosen to usc percentile 
( D l OO) Terms as a base. since conversion to D20. D18,  and D I O  can be 
achieved \\ ilh relative case (note Sec. 1 .321 below for a handy conversion 
chari). Player character and NPC characlerislics/stats are also detailed in 
one particular manner; again, simplicity and consistency have been em

phasized. and conversion to your game system should be relatively painless, 
This section deals with (1)  lips for using this module with respect to start

ing a campaign and (2) guidelines for filling the given data into terms ap
propriate for the game SYSTem you are lIsing. Krep ill mind that fantasy role 
playing is by nature a creative experience. and the individual GM or player 
should feel free to incorporate his/her own ideas il1lo their game. 

1 .3 1  APPROACI-I .'OR INTEGI{ATH�C TI-II S MOUULE INTO 
YOUR CAMPAIGN 

The Court of Ardor is a unique part of this series, Its emphasis is largely on 
<l political rather (han geographic and CUll ural setting. There is a "quest� 
outlined which may provide the basis of a strong campaign. Nonetheless. 
Ihe area itself has been del ailed and rcmains the central focus. The land, 
people'" and relatively "permanenl" architecture generally outlast political 
plots < nd conspiracy, even those involving lhe immortal First-born. and Ihe 
reade should pay particular attention 10 Section 8. where suggestions for 
alter' ative campaign approaches are round. I n  addition. Section 9 gi\'es Ihe 
reader a view of the region during various periods. before and after the (em· 
ponll setling found in most of the lext. The following steps may be helpful 
when beginning to employ the region here described, 

The following Sleps may be helpful when beginning to employ the region 
here described: 

(I) Read (he ellfire module (0 get o f/ovorflll ideo of rhe region; 

(2) Reread rhe seclions devofed /0 no(esfor Ihe gamemasler, and cOfll'erf
ing sraliSlics for your game syslem: 

(3) Choose Ihe lime sellingfor your call/paigl/, Shollld yOIl choose 10 run a 

game ol lhe beginning or emf of Ihe Third Age. or early ill ihe FOllnh 

Age, pay porliclllar allelllioll to the seelioll del'or('d ro Ihis region "01 

orller limes . .. III fO(,I, Ihis seclioll will gil'e fhe GM an idea of Ihe COII
sidemliOIlS im'oh'ed willi selling a call1poigll 01 any date otller 111011 /ho/ 
cllosen here. fCE chose the mid Third Ageos o  portiCIIlar(r excilillgera. 

bUi ),011 may enjoy allOt her rillle el'el/ more; 

(4) Assemble any SOllrce marerials (llole suggested reading) .1'011 filld 
I/ecessary; 

(5) Research fhe period )-'011 ha\'(' chosen and compose allY olltlilles you 

need ill addiliofl to rhe maleria/ provided here: 

(6) Con veri Ihe NPC, Irap, weapoll, spell. and ilem stmisrics f() (erlllS 

sllirable to your game. Nole cJwllges in Ihe syslem .1'011 are using II'hich 

mus' be made in order /0 keep your campaign in lille with the flo II' 0/ 
life in Middle Earth: 

(7) Creole a IOral seuil/g. /lsillg lots of maps (0 defllil pOl/l'rnsand proddea 

crealil'e framework. III fhis way yOIl lI'i/I /ulI'e (J rich flfld {'oflsis/elll 

world. and rhe fOlllld(lfioll dara Il'iII gil'e .1'011 rhe flexibility 10 derail rall

dom areas and ('vellts. 



1.32 GUJI)ELlNES mR USING YOUR .'RP RULES SYSTEM WITH 
THIS MODULE: CONVERSION NOTES 

When using thiS module with your FRP campaign. be careful to note all the 
non-player character statistics before beginning play. Should any ad
justments need 10 be made. you may wish to consider the following 
guidelines. The lnalcriai provided is in terms of percentages and is intended 
to give the reader a relatively clear picture of the strengths and weaknesses 
of the individuals and creatures discussed. Most FRP systems will relate 10 
the data. and conversion should be simple; remember. however, that there 
3rc dozens of role playing fules and the change-over from the statistics 
given here may be troublesome; you may wish to design your own NPCs 
using this module as no morc than a framework.  

Note: As a general rille, all bonuses include advantages or 
disadvantages which normally operate in aClivities involving 
the given character. Offensive bonuses inclilde stats, en
IWllced primary weapons, constalltly or near-consranlly 
operaling spells, skill levels or expertise, etc. Similarly. 
defensive bonuses incorporale Ihe effecls of shields, slalS. 
special ilems, skill, normally acti\·ated spells, etc. Spells 0/ 
limited duration or access, secondary weapons, 011(1 other 

iaclors involved in a given sifllation may act 10 modify these 
bonllses. The character's description will act to give the 
reader a breakdown of the specific components making up 
the bonuses. BOl/uses preceding weapons or shields are 
modifications to lhe inherent strengthso/the given item (e.g. 
a + 10 Shield wOlild subtracI 30/rom an opponenl's aflack, 
for the shield wOlild normally add + 20 10 Ihe holder's DB, 
and the bonus adds another + 10). 

1.321 Converting/Determining Stats. Ten stats are used to describe eacn 
character detailed in the module. Should you use a character development 
syStem with different characteristics and lor an alternative number ofstals, 
simply follow these steps: 

I) Assign the appropriate stat from your FRP system to the value given 
beside the analogous characteristic lisled in the module. If your rules use 
fewer stats, you may wish to average the values for those combinations 
of factors which contribute to a characteristic found in your system (e.g. 
dexterity = an average of quickness + agility). Should your guidelines 
utilize more stats to describe part of a character, yOll may wish to use the 
value provided for more than one "corresponding" characteristic (e.g. 
you might use the value assigned to constitution for both endurance and 
durability). The following is a chart listing some examples of equivalent 
stat terms: 

STRENGTH: power, might, force, stamina, endurance, condilioning, 
physique, etc. Notc thai the vast majority of systems in
clude strength as an attribute. 

AGI L1TY: dexterity, deftness, manual skill, adroitness, maneuverability, 
stealth, dodging abili/y, litheness, etc. 

QUICKNESS: dexterity, speed, reaction ability, readiness, etc. 

CONSTITUTION: healtll, stamina, endurance, physical resislance, 
physique, damage resistance, etc. 

SELF DISCIPLINE: will, alignment, faith, menial strength or power, 
concell/ratioll, self control, determinatioll, zeal, etc. 

EMPATHY: emotional capacity, judgemell/, alignmenl, wisdom, mana, 
magical prowess, bardic voice, eiC. 

REASONING: intelligence, learning ability, stlldy ability, analysis rating, 
menial quickness. logic, deductive capacity, wit, judge
melli, I.Q., etc. 

MEMORY: intelligence, wisdom, information capacity, menial capacilY, 
recall, retention, recognition, elc. 

INTUITION: wisdom, luck, lalent, reactive ability (mental), guessing 
ability, psychic ability, insight. clairvoyance, inspirOlion, 
perception, pre-sentiment, etc. 

PRESENCE: appearance. level-headedness, pal/ic resistance, morale, 
psychic ability, self control, vanity, perceived power, men
Ial discipline, bardic voice, charismll, etc. 

2) Convert the statistical value of the assigned characteristics to numbers 
appropriate for your game. I f your FRP system uses pcrcelllage values. 
no change should be necessary. If not. use thc conversion table below. 5 

TABLE L321 STAT BONUSES AND CONVERSION 

Unusual Personal characteristics such as a high Agility or Strength 
seriously affect the capabilities of a character. The following table gives a 
series of "stat .

.. 
ranges on the 1 - 100 scale and the bonus (or penalty) accruing 

to actions heavily influenced by that statistic. 
Columns are provided for 3-18 and 2-12 statistics for comparison andlor 

conversion if other portions of the game system mandate use of nOIl-
percentile "slals." 

1-100 Bonuson Bonuson 3,18 2,12 

Stal. 1)1110· 020 Sial. Slat. 

102+ + 35 + 7  20+ 1 7 +  

101 + 30 + 6  1 9  15,16 

100 + 25 + 5  18 13,14 

98,99 + 20 + 4  17 12 
95,97 + 15 + 3  16 

9Q,94 + 10 + 2  15 I I  
85,89 + 5  + 1  14 10 

7H4 + 5  + 1 1 3  9 

6Q,74 0 0 12 8 

40,59 0 0 10,11 7 

25-39 0 0 9 6 

15,24 - 5  - I 8 5 

10,14 - 5  - I  7 4 
5,9 - 10 - 2  6 3 

H - 15 - 3  5 

2 -20 - 4  4 2 

- 25 - 4  4 2 

• This bonus will vary with race if appropriate. 

1.322 Converting/Determining Combat Abilily With Arms. All combat 
values are based on Arms La�/aw Law. The following guidelines will also 
aid conversion. 

I) Strength alld quickness bonuses have been determined according (0 

Table J .321 above. NOle the stats you are using and compute these 
bonuses using the rules under your syslem; 

2) Combat adds based Oil level included /Jere are: + 3/level/or fighters a"d 
rogues, + 2/level/or tl1ieves and warrior monks, alld + Illellel/or bards, 
monks alld rangers. Simply rake the level 0/ tlte NPC. 1I00e h is charact.r 
c/ass(orequivalent ul/der yOllr system), and compute any of/ensive bonus 
(dlle to level) appropriate/or your game. Note Ihat the bonuses other than 
those mentioned IInder armor type are "offellsive" adds. 

3) I/your system is based Oil Skill Levels (or other skill increments), lise the 
offensive bonus as given. You may have to convert the add to a non-per
centile )'alue. A Itematively, you may wish to IIote Section J .325 below. 

4) Armor Types gi'l-'efl are based on the/ollowing breakdown: 
Armor type 

I 

2 
3 
4 
5 
6 
7 
8 
9 

10 
" 
12 
13 
14 
15 
16 
1 7  
18 
19 
20 

Covering Description 
Ski" (or light/normal clothing) 
Robes 
Lighl Hide (as part 0/ body, not armor) 
Heavy Hide (as part 0/ body, 1I0t armor) 
Leather Jerkin (pliable leather) 
Leather Coat 
Rein/orced Leather Coat 
Rein/orced Full-Length Leather Coat 
Leather Breastplate 
Lemher Breastplate and Greaves 
Half-Hide Plate (as part of body, nOt armor) 
Full-Hide PIOle (as part 0/ body, not armor) 
Chain Shirt 
Chain Shirt lind Greaves 
Full Cha;" 
Chai" Hauberk 
Metal Breastplale 
Mew/ Breas/plate lind Greaves 
Hal/Plale 
FilII Plate 

Simply look lit the armor descriplioll alld substitute Ihe appropriate ar-
1II0r Iypelclass from your FRP system; 



5) Defensive bonuses are based on the NPC's quickness bonus us compllled 

on Table 1,321 above, Where the defensive bonus is in parentheses. the 

\Jalue also includes the added capabifity of a shield (an extra 20 for non

magic normal shields. pfus any valuefor magical enhancement), In such a 

case, simply note that there is or is not a shield, and iJthere is, whtit type, 

relate to a particular background or pattern. Convening the NPC spell lists 

10 individual spell counterpans will be more difficult. but can be achieved 

with relative ease using the following guidelines: 

J) Look at the NPC'!J spell lists and note the various namesfor the group· 

ings. Each name will indicate what type of spell specializotion the NPC 
has followed (e.g, the "Fire Law" list indicates a preference for fire

oriented spells); 

1.323 Converling/Determining Spells and Spell LislS. Spell References 

provided here are in the form of "lists," groupings of related spells drawn 

from Spell Low, FRP systems using rules which provide for the learning 

and development of spells through "colleges" or along specialized lines 

employ concepts similar to those used in this module, Many systems, 

however, dictate that player characters or NPCs undertake to learn but one 

spell at a time, often with no requirement that its subject matter/effect 

2) Note the NPC's level and determine the nllmber of spells or spell group

ings he/she would have under your game system. Also consider the level 

of power of accessible spells the NPC would have (e,g, a .5th level magi

cian under your rules might have a maximum of 8 spells - two 3rd level 

spells. three 2nd level spells, and three 1st level spells). 

3) Select spellsfrom your system appropriate for a spell user of the NPC's 

level and profession, keeping in mind that the preferences indicated in 
the module should be followed where possible, 

SPELL LISTS USED IN THE COURT OF ARDOR 

ESSENCE 

GENERAL 

Spell Wall: RR �nhanct:m�ne 

EsK'ncc P�rct:ptions: list�n; walch 

Run� Mastery 

Ess�nc� Hand: tcld:inC'Sis 

Unbarinll Ways: magic lod.; undoor 

Physical Enhancement:  balanc�; resiseance 

LuStr Illusions 

Detecting Ways 

Elemental Shields: lillht/heat/cold proeection 

Delving Ways: tut/elemental analysis 

Invisible Ways 

Living Chanll�: shrink: �nlarg�: change 

Spirit Mastery: charm: sleep: words of CQmmand 

Spell R�ins: storing; bendinl: delayinl 

Lofey Dridll�: leaping: I�aving; long Door: teleport 

Spell Enhancement: range: duraeion 
Dispelling Ways 

Shield Mastery: sliield: bladelurn; deneci 

Rapid Ways: run; IilL'ite; s�d 

Gaee Mastery: animal and demon summoninll 

MAGICIAN BASE 

Fire La .... 

Icc Law 

Earlli Law 

Lilhe Law 

Wind Law 

Waeer Law 

ILLUSIONIST BASE 

Illusion Maseery 

Mind SenSt Molding 

Guises 

Sound Molding 

Lighe Moldin, 

Fccl·Ta.st-Sm�1I 

ALCHEMIST BASE 

Enclianeing Ways: bonuses 10 weapons and armor 

Encnce Embeddinll: spells in items 

Menl./Chall. Embedding: SlIme for other realms 

Organic Skills 

Liquid/Gas Skills 

Inor,anic Skills 

MONK BASE 

Monk's Bridge: nip; wall and ceilin, runninll 

Evasions: swinll: dodle; haste 

Sody Reins: Ur�ngtli; unpain; concenlraeion 

Monk's Sense: vision; d�ecrtion 

Body Renc ... ·al: minor repairs 

EVIL MAGICIAN 

Pliysical Ero�ion: pains 

Maller Disruption: earth to duse; sliauer 

Dark Coneacts: wilh demons 

Dark Summons: dcmons 

Darkness: dark of all kinds 

SORCERER BASE 

Soul Des1rUC1ion: possession: absolueion 

Mind Deslruc1ion: Jolu; pain; Mind Break 

Flesli Desuuction: limbs; organs: body 

Soul lXslruction: 

Gas Destruction 

MENTALISM 

GENERAL 

Delvin,: detect; past vision 

Cloakinl: blur; invisibility; displacemene 

Damage Resistance: vs. lieal; cold; SC!.Irl: hits 

Aneicipaeions: ineuitions; dr�3ms 

Auack Avoidance: sliield; deflections: bladcturn 

Brilliance: liglit: aura; sliockbolt: sunfir�s 

Stlf Healing: (minor repairs) 

Detections 

Illusions (minor) 

Spell ResiSlance: enhanced RRs 

Sense' Mastery: .... aler/fog/dark vision; men!. eye and ea 

Gas Manipulaeion: fogs ... lo cloudmastery 

Sliiflin,: balanct:; changing: form maSter 

Liquid Manipulation: boil .... aeer. .. eo calm !K'as 

SpccU: run: spccU: liasee 

Mind Maseery: presence; mental ddenses 

Solid Manipulaeion: warm Stone ... tO transmutaeion 

Telekinesis 

Mind's Door: leaving: lon, door: mind's door 

Movcmem: I�aping; ny: passing 

l\'lENTALIST BASE 

Presence: mind store; mind e�pinl: findinll 

Mind Merge: mind scan; probes: tliouglit stealinll 

Mind Control: Question; hold: coma; mind master 

Sense Control: numbing: n�r\'e SlUn; controls 

, ... ·Iind A!lack: joles; pain: mindshouts 

Mind Speech: to groups and far away 

SEER BASE 

Past Visions 

Mind Visions: queseions; trulli; scans 

True Perception 

Future Visions 

Sense Throullh Oth�rs 

True Siglit: llirougli ... ood/ston�/distance 

LA Y HEALER BASE 

Muscle Mastery 

Concussion MaSlery 

Bone Mastery 

Blood Maslery 

Prostlietin 

Nerve and Organ Mastery 

BARD BASE 

Lo« 
Com rollin, Songs 

Sound Control 

Sound Projection 

Ilem Lore 

EVIL MENTALIST BASE 

Mind Erosion: destroy stats 

Mind Sub"ersion: psychoses 

Mind �atli: forget; 105t e�perience 

Mind DiK'asc: mental disorders: phobias 

Mind Domination: possession; subjugation 

MYSTIC BASE 

Conlt'sin, Ways 

Hidinl 

Myseical Cliangc 

Liquid Alecration 

Solid Aleeration 

Gas Alteration 
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CHANNELING 

GENERAL 

Spell Ddense': R R enliancement 

BarriC'r Law: air/ .... ater/ .. ood/slOnc "'alls 

Detection Mastery 

Lofty i\lo�emenu: limb/slolle .. alking; mergmg 

Weatlier Ways: prediction: "'cather control 

$oulld's Way: silence: quiet; �und",all 

Liglit's Way: light; aura; �hock/liglitning bolts 

Purifications: diK'ase and poi�on C'ures 

Concussion's Way: liit point IiNling 

Nature's Law: herb lore; animal mastery 

Blood La .... 

Bone Law 

Organ Law 

Muscle La .. 

Nene Law 

Localing Ways: findinl: directions 

Calm Spiries 

Creations: food/water creaeiou: plant gro .... th 

Symbolic Ways: imbeddinll 01 symbols 

Lore: liglil/dalk/cur;e/poiron lore 

CLERIC BASE 

Channels: ra ... · po .. er; absolulion 

Summons: of animals and demons 

Communal Ways: dreams: intuitions; commumn, 

Lif� Maseery: lifdeepinl; lifelhlllil (raiK' dead) 

Proeeclions: RR; AT and elememal protections 

Repulsions: of undead: cliannels; curses 

HEALER !lASE jmOM powcrful liealing lim) 

Surface Wa�5: concussion licaling 

Bone Ways 

!I.\uSl.:lc Ways 

Organ Ways 

Blood Ways 

Transferring Ways: wound� from targe! to healer' 

who can only heal wounds Irom his 0'" n body 

ANIMI�'T BASE 

Nature's Mo,elllcm: limb/stone/air "'alking 

Plane Maseery 

Animal MaSlery 

Herb Maseery 

Nature's Lore 

Nature's Protection: facades; organic denections 

RANGER BASE 

Patli Mastery 

Moving Ways 

Nature's Guises 

Inner Walls: lieac/eold prolcrtions; RR mod. 

Naturc's Way: weaehcr prediceion: locations 

EVIL CLERIC BASE 

Disease 

Dark Channels: evil falal channelin,s 

Dark Lore 

Curses 
Necromancy 

ASTROLOGER BASE 

Time's Bridge: 5«ing inlO the past/fulure 

Way of tlie Voice: mind speech: conlTolling OIherJ 

Holy Vision: dreams; communing 
Far Voice: mcneal �pel.'Cli far away 

Starlillits: lilht; aura; 51arfires 

Starscnsc: presence: findinll 



1.324 A Note on Levels. When using certain "level-systems," a GM may 
fmd that the levels provided make characters too powerful for his world 
system. If this is the case, muhiple the levels given by .75 or .6 depending 
upon your situation. This would reduce a 20th level character to a 15th level 
or 12th level character respectively. Remember [0 reduce appropriate 
bonuses accordingly. 

1.32S General Skill Bonuses. General skill bonuses can be obtained by tak
ing the level of the character and calculating the appropriate bonus under 
the system being used. An NPC's add, as noted above. will be based on a 
compilation of Ie vet, his weapon and/or other items, the relevant Slats, and 
skill levels. The normal bonus derived from skill development has been 
computed as follows: (a) where the skill level is zero the bonus is - 25, a 
reflection of basic unfamiliarity; (b) a bonus of + 5 isawardedfor skill level 
one (a + 30jump),' (c) for each skill level between one and ten an additional 

+ 5 bonus is applied (e.g. skill level seven yields + 35); (d) for skill levels 
eleven through twenty the additional bonus is + 2 (e.g. skill level nineteell 
yields + 68); (3) for skill levels twenty-one through thirty all additional 
bonus of + I per level is awarded (e.g. skill level twenty-eight yields + 78); 
and (f) a bonus of + \IS is given for each skill level above thirtieth level. 

1.326 Locks and Traps 
The locks and traps found in this module are described in terms of difficulty 
to unlock or disarm. Subtractions are from the rolls representing a person's 
attempt to find or overcome these devices. The difficulty factor may repre
sent a specific column on an action/maneuver chart (e.g. Rofemaster or an 
additional subtraction or modification to the attempt roll. In any case, the 
terms are descriptive and will help the GM determine whether the trap is of 
above average difficulty. and how much. The descriptive term is a relative 
constanl based on the following order of modification: Routine ( +  30), 
Easy ( + 20), Ugh. ( +  10), Med;um (0), Hard (- 10), Very Hard (- 20), E,· 

tremely Hard ( - 30), Sheer Folly ( - 50), Absurd ( - 70). Poor lighting, 
one's physical condition, nearby activity, etc. may affect the lock/trap 
modification number, but not the difficulty category. Thus, a trap might 
read "very hard ( - 50)," indicating it is normally a .. -20" construct, but 
other factors (e.g. dark) make it harder to disarm. These additional pro
blems are easier to overcome than the intrinsic complexity of the 
mechanism; this explains why it differs from a well-lit pit which reads 
"sheer folly ( - 50)" to disarm. The " - 50" associated with the "very hard" 
trap can. with thought. easily be reduced 10 " - 20," but no more advantage 
is normally attainable, short of disassembling the mechanism. We suggest 
that a modified (0100) roll exceeding 1 00  results in success; skills, stats, etc. 
should be applied versus the difficulty subtraction and the roll to yield a 
result. 

Example: Wonir the thief encounters a supposed trap in the 
passage wall. The GM lells him that tire mechanism appears 

10 be "hard" to disarm, and that the darkness in the passage 

will make il even more difficult; the module states "hard 

(- 40)." As staled above, the normal modification for a 

"hard" category mechanism is - 10. so the GM knows thor 
theaddilional - 30 is due tofactors other Ihan the trap itself. 
Often the descriptive passage will show what the other pro

blems are (e.g. fighting), but in any case the GM will be able 

10 nOle some external faclOr(.<;) and will allow the acting 

character to reduce the diffiCUlty modification to the usual 
addition/subtraction by acting correctly to overcome the 
outside obstacle. In this case, a iii torch will eliminate the 
-30 modifier for lighting, reducing the trap to a - 10, the 

normfora "hard" trap. Should the Irap read "extremely hard 

(-30), " the GM would note that the -30 is Ihe inlrinsic 

modifier for a trap of that category. and that lighling etc. 

play no pari in thefigure; the Irap would have 10 be disarmed 
accordingly. The terms lIsed here, in order of difficulty: 

Routine. Easy, Light, Medium, Nard. Very Hard. Extreme

ly Hard, Sheer Folly. and Absurd. 
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1.4 SPECIAL NOTES CONCERNING MAPS AND 

INTERPRETATION 

A variety of maps and layouts have been provided in ordcr 10 give the GM a 
creative framework within which to work. Remember that the accuracy of a 
graphic representation will depend somewhat on the scale uscd: the smaller 
the area covered, the closer the area is to ils real-life size. the more accurate 
the illustration. If the scale is I inch = 20 miles (as it is on the color area 
map) the accuracy factor is greater than a map with a scale of say I inch = 

200 miles. The following nOles are helpful for approaching the maps and 
graphic layouts found in this module. 

1.41 CONCERNING AREAS COVERED IN THIS MODULE 
VERSUS THE COLOR AREA MAP 

The color area map shows an area approximately 340 x 440 miles. The 
territory shown is detailed in the text to varying degrees. and some locales or 
regions may receive relatively lillie attention. The authors have sought to 
focus on important and/or sweeping constructs. and the GM is asked to fill 
in "grey" areas which would be impraclical to deal with in Ihe limited space 
provided here. In addition. other modules which cover adjaceOl territory 
and overlap somewhat may discuss these areas, particularly where the sub
ject mailer best relates to material largely centered elsewhere (e.g. a small 
tribe or clan territory may fall on this map, but the heart of the culture 
might be located some miles off the edge of the border shown here). In the 
case of the Court of Ardor. Mumakani proper is a good example. The 
center of that region actually lies to the east of the area on the map, and the 
selling for the peoples of this realm will be the subject of a future work. 
They are only briefly discussed here. 

1.42 KEY FOR OVERHEAD LAYOUTS (E.G. FLOORPLANS) 
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1 .43 8ASIC COLOR AREA MAP KEY 

(I)  The scale is I inch = 20 miles; 

(2) Mountains are represented by the symbol � and denote 
relatively extreme grades which rise at least 2,000 feel above the sur
rounding "nat" land surface; 

(3) Hills are denoted by the symbol ..-;-:-,.. and represent relatively 
steep grades which rise at least 200 feet above the surrounding land 
surface. Usually the surr�ce area immediately adjoining these rises is 
rugged; 

(4) Mixed forests are shown using the symbol � and are com· 
prised of a variable grouping of deciduous and coniferous trees and 
associated plant species; 

(5) "Pine forests" are represented by the symbol . . ..... and are 
almost exclusively coniferous in nature; 

(6) Hedgerows, brush, and thickets are illustrated with the symbol 

� 
(7) Primary rivers are represented by the symbol � and are 

navigable; 

(8) Secondary rivers are represented by the symbol � and are 
non-navigable by vessels with a draft of more than two feet; 

(9) Streams are reprcsented by the symbol .------ , and are com
pletely non-navigable; 

( 1 0) Intermillent watercourses are shown using thc symbol ,-... -..... ......... 

and are dependent on rainfall etc.; 

( I I )  Glaciers and icenows are represented by the symbol � 
(12) Mountain snowfields and snowy regions have no coloring, but may be 

noticeable by virtue of the contrast with surrounding color; 

( 1 3) Primary roads are denoted by the symbol � 
(14) Secondar)' ruads are denoted by the symbol 

( 15 )  Traik/tracks are shown by the symbol .. ...... 
( 1 6) 8ridges are represented by the symbol 7"� 

( 17)  Fords are shown using the symbol 

( 1 8) Cities are represented by the symbol � 
size is dependent upon the width of the symbol. 

and their relative 
The red coloring 

signifies a non-military sellicment site with civilian characlcr; 

(19) Tuwns are represented by the red symbol 

(20) Manor houses or "Great Houses" are shown using the red symbol 

& 

(21 )  Citadels and huge castle complexes are represented by the yellowish 
symbol � 

(22) Small castles/holds/towers/keeps etc. are denoted by the yellowish 
symbol 6 . Military sites are all given a yellowish color; 

(23) Monasteries are rcpresclHcd by the symbol ;.,. 

(24) Downs, cairnficlds, and burial caves arc shown using the symbol 

'" 

(25) Caverns and cave entries arc represented by the symbol ...-..... 

(26) Bulles and plateaus are denoted using the symbol � 

(27) Lakes are represented by the symbol 

(28) Dunes arc shown using the symbol " ';':.::.� :s:�. 

as are large ponds; 
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(29) Extremely rough terrain may be represented by a light shade of brown 
or grey coloring and encompasses pebbly or rocky surface, breaks, 
small ridges and hills, etc.; 

(30) Desert is represented by the symbol 

( 3 1 )  Shoals arc shown using the symbol 

(32) Reefs are represented by the symbol 

(33) Ruins are denoted by the symbol 
. . .  

•••• !." 

(34) Swamps arc shown using the symbol +t�if" . All marshlandsof 
significant size fall into this category; . . ' . ' 

(35) Jungle appears as � and is so labeled. It differs in colora-
tion from other mixed forests, being shown in a brighter green. 

Note that the symbols described above are applicable {Q all the view maps 
contained within this module, whether color or black and white. The scale 
of miles, however, may not be applicable. The lOp of a map is the northern 
edge, unless otherwise specified. 

1.44 GAMEMASTER'S REFERENCE MAP 
The color area map is a relatively detailcd work and is  intended for use by 

the GM and those characters who have virtually complete knowledge of the 
region. The major sites and settlements are accurate for nearly all of the 
Third Age, although they will vary in character with the now in time. By 
T .A. 302 1 ,  for instance, most of the finer cities have become mere shadows 
of their ancestors; wood or very crude stone construction supplants refined 
S;tonework as cultural strength wanes. Some places will be in ruin (see 9.0 
for more details). 

The black and white GM's reference map following shows still more 
detail. Political boundaries, population distribution, and some animal 
placements are given. Note that the political boundaries for the area as of 
T .A. 3000-3021 are not given; after all, Sauron's Shadow had covered all of 
expanded Tanturak and Mumakan, as well as all of the "wilds" and much of 
the "civilized" kingdoms. 

We suggest the GM allow access to the map on page 10, but only to theex
tent thaI the PCs have actual or inferred knowledge. ICE permits copying 
of portions of this map for non-commercial purposes. The GM should 
cover or obscure labels which would be unknown to the recipient Pc. 

GAMEMASTER'S REFERENCE MAP KEY 

1- Ty-Ar-Rana 

2- Gaven 

3 - Mene1carca 

4- Ardinaak 

5 - Naurlindol 

6- Taurang 

7 - MirisgfOlh 

8- Tirgorolh 

9- Angkirya 

10- Aura.�-Dur 

1 1 - l!hilkir 

12- Kirnak 

1 3 - Laurre's Manor 

14- Dirsillinor (off map isles) 

]5- Tharin 

Peoples - Kirani 

Animal groups - Great Cats 

Borders in Mid-Third Age 

MGmakan --__ ... -

Hathor .......... . 
. 

Taaliraan " .... ... 11' 

TantGrak . ..... . - • .  -
., 

DGshera . -_.-- . 
" 

Koronande .--..... ....... 

Tuktan . - . - . _ . - .  
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2.0 I NTRODUCTION 

Within this book i s  held the tale o f  the history o f  the land known as the 
Mumakan and an organization of Evil known as the Court of Ardor. Also 
lold is the story of the preparations of the Court for a cataclysm which, if it 
were to occur, would have dire repercussions not only for the lands of the 
Mumakan, but all of Middle-earth. 

Long ago in the dim past of Endor Elvcn lords came to this southerly 
area, 10 a land swathed in warm mists and overgrown with wild yel 
beautiful trees and vines, and inhabited by all manner of creatures. It was 

lvastly different from the foresls and plains 10 the North, yet the Elves loved 
it and named it Ardor (5: 'Exalted Land'). Many centuries passed, and the 
Immortal Children of Eru lived in peace, until the Shadow fell upon the 
land and many of the strong were seduced by the clever words ofservanls of 
Ihe Black Enemy: MorgOlh. Power and wisdom were promised, if they 
would but perform this one task. Naive were these Elves in the Elder days, 
and they made oaths lightly, little knowing how heavily Ihis would weigh 
upon them in the millenia to come. Eagerly they took council and formed a 
Court of sorts; a heirarchy of lords and ladies to effect this mission for their 
maSler. And a Darkness of spirit fell upon Ihe land: a harbinger of the true 
dark which was 10 follow should their scheme come to fruition. 

Ages passed, and men, the younger Children, came and settled in Ardor, 
giving it a name in their own tongues - MOmakan, after the huge beasts 
which roam the region. But Ardor still it was to the Court, and Ardor it 
would be again, when the eternal night fell upon all of Middle-earth. 

2.1 ARDOR H ISTORY AND PURPOSE 

The Court was formed in the waning years of thc First Great Age of Arda, 
when Morgoth, the Black Enemy, still ruled much of the world, possessing 
the Silmarils in his Iron Crown. As is well known, after the death of the 
Two Trees of Valin or (which had lighted the world), the Valar created the 
Tiloon and the sun, which were much brighter than the dim luminescence 
which had fillered to Middle-earth from Valinor and the Trees, and it 
blinded and drove into hiding nearly all of Morgoth's servants. Only in the 
night and the relative dimness of the moon could they roam abroad and 
cause terror, and evcn then they cursed the silvery lunar light, preferring 
overcast skies. 

Morgoth thought long upon this, and decided that the sun and moon 
must too be destroyed so that his dominion would be assured. Sauron being 
his chief general, he could not be spared for even this mOst imponant of 
tasks. Instead, the Black Enemy called upon Ardana the Astrologer. A 

oldo of power, she was among the mightiest of the Eldar whom MorgOlh 
corrupted to his cause, and, perhaps, one oflhe most tragic. She was once a 
follower of Elbereth, a lover of the stars. She knew much of the ways of the 
Heavens - so she was charged with the fall of the Lights. 

The Astrologer travellcd Middle-earth, seeking a method by which she 
could bring down the sun and moon, gathering followers in her wake. 

Let it be said here that, for the most parr, Elves cannot be corrupted to 
'evil' as such. They can be seduced by clever words, and convinced of things 
which are not so. In this way, Ardana, a powerful Lady of the Eldar, ap
pearing in shimmering rainmcnt, convinced many of the Elves that her plan 
was what was best for them: that the glaring lights in the sky were 'evil'con
trivances, designed to block out the light ofElbereth's stars, cherished by all 
Elves. Ardana herself was lured into this belief, for indeed the sun, and 
even the moon to some extent, blotted out the stars which were so important 
to the ways of Astrology. Fanatical in her belief she became, and her fer
vent self-assurance was contagious: thus were many of the strong of the 
Eldar turned. However, there were a few even among those of the Elves 
whose hearts were black and whose nature was genuinely evil. Karol 
Dekdarion (Cambragol), and the woman Featur were two of the greater 
Eldar who werc truly cruel. They tortured for pleasure, and killed on a 
whim. The others for the most part, killed when neccessary although 
without mercy, for their cause. They would not be turned and, as is true 
especially of Ihe Noldor, their ways were clever to achieve their ends. 

Thus it was,after many years, (which are but neeting moments to the 
Elves), and after many spirits of power had joined the order which was 10 
become Ardor, Ardana came to the clusler of islands ill a bay far to the 
south and east ofThangorodrim. Here she encountered a mind equal to her 
own. He was Morthaur ("Black Prison"), a Noldo of great might, both in 
mind and body, bUI his soul was dark. Their purposes were parallel, and so 
an alliance was formed. With the skills Morthaur had learned, the way to 
bring down the Lights was decided: for on Ihal dark day when Ungoliant 
and Morgoth destroyed the Two Trees, and Ungoliant had consumed all of 
the gems of Feanor she later belched forth many - but they were changed. 
Instead of the radiant crystals of light they had been, they were dark, in facl 
they consumed light; they were of unlighl. I I  

The eighth largest o f  these (each about the size of a clenched fist) 
Morgoth gave for this cause, and Morthaur conceived a plan: a design 
which would focus the light-consuming powers of the eight gems in one 
great bursl 10 drain both sun and moon of lighl. But the sacrifice of one of 
the "blood" of Ihe Valar would be necessary to trigger the gems. Ardana 
would bear a daughter "fathered" by the Lord Morgoth. 

Much time passed, though the servants of darkness were not idle. The 
Court of Ardor coalesced, ruled by the Ardor Council: eight lords of the 
eight citadels constructed under thcir supervision, clustered about the bay 
which embraces Shaan-Ta-RhOn, The Citadel of Ardor. In addition to the 
Eight. there sat ValmorgU1: the warden of the Citadel, Mourfuin the Lord 
Demon, Morthaur, and Ardana. Thus was formed the Council of Twelve 
of Ardor. And Ardana conceived and bore not one child but twins, a boy 
and a girl. And stranger yet, at the birthing the boy showed no sign of life. 
The Lay Healer Yavekamba took him away to Featur her master, and no 
one of the Court but she and (the male) Featur knew that the boy was indeed 
alive, and the hope against Darkness. The daughter remained healthy and 
was raised as a priestess of the Black Arts. Her impending fate was not 
revealed to her. 

And, at the time of the birth, in far Thangorodrim Monhrog, Morgoth's 
seer, heard these words in a dream: 

"Night and Day, girl and boy, 
Two children and a shadowed fate. 
She shall die, short life to enjoy 
He will his mother slay, 'ere too late. 
'fore night falls again . . .  " 

Unable to decipher the poem, Morthrog chose not 10 bother his master 
with meaningless verse. The male Featur, too. heard the words,spoken in a 
clear voice in his dream, out of the West. 
Note: This, 0/ course, means that the mole child 0/ Ard0110 must kill his 

mother and stop fhe ritual/rom taking place. He does possess 

some unique advantages ho wever; he will be immune to her spells, 

and, ifpure o/hearl, will know her mind while he holds her in sighf, 

and will sense her {oeofion in any case, while she will remain ig

norant 0/ him until fhe instant 0/ her death. (Unless. 0/ course, h is 

identity is discovered, and someone tells her.) So ha\-'e the Valor 

granted a chance /or lite forces 0/ good (0 prevail. 

2.2 TIMELINE 

FIRST AGE 
The events which occur before the Years of the Sun were spread across a 
vast span of time and were not recorded formally. There was a early period 
even pre-dating the Years of the Trees about which virtually nothing is 
known for certain. All events before the Years of the Sun are listed in rough 
chronlogical order. 

- Creation of the World by Eru and The Valar 
Years of the Two Trees 

Laurelin and Telperion, the Two Trees, are made and give 
light to the Undying Lands. 
(much later) Elves awaken in Middle-earth. 
War between Morgoth and the Valar: the Black Enemy is 
imprisoned. 
Dwarves meet" Elves; many Elves journey to Valinor, other 
stop along the way and settle. 
Morgolh is released. He begins to seduce the Noldor in Valinor 
10 evil. 
Death of the Two Trees and theft of the Silmarils by Morgoth 
and Ungoliant. 
Repemance and pardon of (the male) Featur of Angkirya. 

Years of the Sun 

50 

60 

1 00  

1 50 
150400 
c. 300 

Rising of the Moon, and soon after, the Sun. The servants of 
Morgoth, used 10 darkness, are dismayed and confused. Men, 
the mortals. awaken in Middle-earth. 
Formation of the Guild of Elements by five Elven Lords in the 
south: Chrys Menelrana, Carnil Ravire, Talan, Ralian. and 
Elerior. 
Morgoth charges Ardana with the destruction of the Sun and 
Moon. 
Femur meets the Three of Ty-Ar-Rana. The Tyar religion 
spreads among the men of the South. 
Ardana mects Morthaur; they forge an alliance. 
Construction of the Citadel of Ardor and the eight holds. 
Formation of Ihe Luingon alliance: the Guild of Elements, the 
Three of Ty·Ar-Rana, and the Starseer Conclave. 



c. 500 
507 

570 

575 

Founding of the Darin Tesarath by Featur. 
Birth of the twins Morelen and Moran (who is 'dead') to Ar
dana, "Fathered" by Morgoth. Moran is secreliy placed in a 
magical sleep at Ty-Ar-Rana by (the male) FealUr. 
Betrayal of the Court by the male Featur: the Ritual of the Fall 
of the Lights is aborted by the temporary disappearance of the 
sacrifice, Morelen, at the crucial time. Also, the Luingon 
Alliance attacks the Citadel: three of the eight gems of Unlight 
also required for the Ritual, are stolen. "Death" of Lyaan and 
Lysa of the Three and Four of the inner Five of the Guild. 
War of Wrath: final overthrow of Morgoth. Ruin of Ang
band, fall of Beleriand, and changing of much of Middle
earth. The Guild of Elements Dissolves. The Court of Ardor is 
disorganized: their artifacts, linked to MorgOlh, are useless, 
including Ardana's cards. She and Morthaur flee into the East . 
Lyrin of the Three wanders in shadow. The Holds of Ardor are 
abandoned. End of the First Age. 

SECOND AGE 
32 Founding of Numenor. 
c. 1 00  Founding o f  Koronande as a united realm; and Hathor soon 

afterwards. 
c. 300 Last of the founders of the Guild of Elements, Chrys 

Menelrana, constructs outposts to watch the holds of Ardor 
now abandoned, to assure that the Court does not arise again. 
Order of the Watcher established. 

c. 500 

755 
c. 1 ()()()  

1 300 

1350 
1 600 

1693 
1697 
1700 
1800 

c. 2000 

2700 
3000 

3262 
3348 

3319 
3320 

3430 
3441 

Sauron begins to stir again. Chrys depans to the Undying 
Lands. 
Laurre vanishes, trapped in sleep at Ty-Ar-Rana. 
Sauron moves into Mardor and makes it 'his own. The 
vigilance of The Watchers fails. Ardana and Morthaur return 
to the Citadel, and lay plans to recover the three gems uf 
Unlight and complete the charge, seizing Middle-earth for 
themselves. 
Founding of Tantilrak. Ardor begins to coalesce again with 
the return of the Lords, and thus potential for swift domina
tion of a confused people when Darkness falls again. Ardana 
forges the cards anew. All of the places of the Watchers are 
long abandoned, but so cunningly are they made that they re-
main undetected by the Cour!. 
The Ardan Council meets again. 
Sauron completes the One Ring in Orodruin. The Three are 
hidden. 
War of the Elves and Sauron begins. 
Eregion laid waste. Death of Celebrimbor. Moria is shu!. 
Sauron defeated and driven back by forces from Numenor. 
The male Featur, in Ty-Ar-Rana to check on Moran, discovers 
Laurre and releases him. They make an alliance. 
The shadow falls over Numenor. Arrival of "The Magician"tc 
Tantllrak who swiftly gains favor with the Governor. Peace, 
for the most part, reigns in the MGmakan, except that the 
MOmakani themselves begin to grow restless; and tales that 
their god Amaav, who had been absent for many years, has 
returned and will give them purpose again. Within a few 
generations of the arrival of "The Magician", relations bet
ween TantGrak and Koronande become strained. 
The NazgUJ, or Ringwraiths, first appear. 
TantGrak declares independence from Numenor, and severes 
all relations with Taaliraan, and reduces association with 
Koronande. 
Sauron taken prisoner by Ar-Pharaz6n. 
Ardor Destroys the Isle of Dirsulinor (remains become Ar
dinaak). Its Elven inhabitants flee either to the Undying 
Lands, or to neighboring Taaliraan, as the ecology of their 
homeland disintegrates. 
Downfall of the corrupt Numenor by the hand of Eru. 
Sauron returns to Mordor. He perceives the power of the 
Court and bends his will upon them. Drained from their last 
great feat of destruction, they are forced to accede to his 
dominance. 
Last Alliance of Men and Elves is formed against Sauron. 
Sauron overthrown by Elendil and Oil-Galad, who perish. 
Isildur takes the One Ring. End of the Second Age. 

1 2  

THIRD AGE 
1 100 One of the three gems of Unlight taken by the Luingon 

Alliance is recovered by Ardor from its place of hiding. 
1 1 20 Eldarion of the Guild of Elements is caught in Naurlindol by 

Rilia. He is slain, and the Staff lost. 
1264 The Nazgfil reappear. Sauron enters Dol Guldur and sends one 

of his Ringwraiths to the Citadel of Ardor, suggesting a new 
alliance. The Council, knowing Sauron to be crippled without 
his Ring, yet still fearing somewhat his awesome powers, stalls 
him. 

1365 Tantfirak, now completely under the influence of the immor
tal "Magician", declares war on Koronande. 

1372 After a series of inconclusive bal1les, Koronande and 

1408 

c . 1650 

1680 
1703 

1703· 

1705 

Tantfirak reach a tentative peace, intermittently broken by 
border squabbles. 
Cambragol, Valkrist and Persuvious seize the second lost gem 
of Unlight. Only one remains hidden, at the castle of Kirnak. 
Repeated minor battles begin to break out between the 
previously peaceful peoples of Mfimakan, Tuktan, and 
Dfishera. The population of MGmakan has increased marked
ly in the last few centuries, and the peoples of Tuktan and 
Hathor fear that war is impending, that Amaav's 'purpose' is 
to take control of all the Mfimakan. Also, Orcs and Wargs, 
usually a very rare sight, are seen with increasing frequency in 
the hills at night, and begin raiding outlying Dfishera villages. 
The Guild decides to awaken Moran. 
(February 8) The King of Hathor is assassinated (by the Winds 
of Taurang) 
(June) The Company converges on the Blue Falcon Inn in 
Korlan. Klaen charges them with their task, and starts them on 
their quest. 
(August 8) Eclipse over the Citadel of Ardor: Time of the 
Ritual. 

·The Present. 

3.0 FLO RA A N D  FAU NA 
The Mumakan area i s  one which holds a great variety o f  environments 
within a relatively small area: treeless plains, sandy coasts, humid jungles, 
hilly vales, and cool forests similar to those found much farther north. As 
can be imagined, to describe all of these ecosystems in detail could consume 
entire volumes. With this in mind, following is a brief discussion of each of 
the various environments and the typical flora and fauna that can be found 
there. 

3.1 COASTS 

The shores of the land are for the most part sandy beach, except for the 
southern coast of the MGmakan peninsula itself, which is rather rocky, and 
rises to sheer cliffs of up to 300' in certain areas. This region is honey
combed with cliffside caves and grottoes, remnants of ancient volcanic 
flows. Wild grassy areas prevail as one moves inland, but 011 occasion the 
rampant foliage ofthejungle runs fairly close to the beach edge. More often 
however, there are merely scattered palms, pines, and other hardy scrublike 
types of vegetation. Sharks and other large predatory fish are extremely 
rare in the bay and coastal areas, although they may beencountered beyond 
the ten-mile point. Fish on the other hand, are plentiful and harvested by 
Hathor and Koronande. Oysters and clams are cultivated in the shallows, 
including (by Hathor) the rare Vessino Clam, whose meat is the source of a 
healing balm (see healing chart, sec. 8.5). Unique to the Mfimakan is the 
Eris Squid, a small animal (growing to perhaps l '  in length) whose inky 
defensive excretion is reputed to have magical camouflaging properties. 

3.2 RAINFOREST 

Covering more land in the MGmakan than anything else are the vast, dim 
rainforests. Lining most of the shore areas, and extending far inland, they 
dominate the land and people. The Jungle itself harbors a variety of animal 
(and, of course, plant) life, and so deserves the greatest attention. There are 
actually four distinct "layers" of vegetation within the rainforest: the herbs 
and ferns, which exist most heavily at the fringes, are the bottom. Above 
them also most prevalent at the edges of the jungle, are young trees not fully 
grown. Forming the jungle "canopy" are the vasl majority of large trees 
100-150 feet in height, with no branches until they reach a crown, and 
spread to meet their neighbors, forming an almost complete roof over the 
jungle floor, and (hus inhibiting the growth of sunlight-dependent vegeta
tion below. Above all rise the great "Lurakil", the lord trees of the rain-



forest, growing (0 200 feet, and occasionaly even higher. The crowns of 
these trees spread above the unbroken roof of the forest canopy. It is in the 
Luraks that the Elves and Kirani choose to build their elaborate arboreal 
homes. Within this framework are a myriad of floral types: strangler vines 
which grow tendrils to the ground, then establish their own root systems, 
gradually wrap around the host tree and strangle it. Other climbing vines do 
nOt harm their support, but merely use it to get closer to the precious 
sunlight. Thickets of mangrove trees and bamboo thrive al the forest edge, 
especially along rivers. It is important to keep in mind thai. once one has 
fought his way through the dense underbrush at the edge of the rainforest 
there are few obstacles to the traveller: young trees and other undergrowth 
cannot survive in the dim light. and dead material is swiftly decomposed by 
the many fungI and lichens which grow on the forest floor. The deep jungle 
is a misty cathedral pillared with slender, buttressed trunks of great trees, 
their high branches interlacing into a translucent, shimmering vaulted ceil· 
ing. Within this awe inspiring setting exist an infinite variety of animal and 
insect types, some harmless, others not so. Among the most prevalent and 
obvious of the the rainforest inhabitants are the brightly plumaged birds 
who make their homes in the trees. They are usually quiet during the day, 
but break out in a cacaphony of cries at sunset. Snakes are common, mostly 
constrictors, growing to twenty-five feet in length, and lying in wait i n  
shallow water or i n  tree branches until an unsuspecting victim draws too 
near, at which time they are able to strike and envelope with amazing speed 
for their bulk. Small mammals are abundant, including squirrel-like 
creatures with flaps of skin between their limbs which allow them to glide 
from tree to tree. Leopards and ocelots, kings of the jungle predators, are 
about but rarely in the human-inhabited areas. Many amphibious animals 
exist, especially frogs - and of note, the tree frog of Umak, whose skin ex
udes a potent contact poison. Leeches are everywhere, and will attach 
themselves to the unprotected feet and lower legs of an unsuspecting 
traveller. 

3.3 PLAINS 

The plains of the Mumakan are barren by comparison to the jungles, but 
still harbor several plant and animal types. Most prominent of these are the 
Mumakil themselves: giant elephants, either wild in herds or domesticated 
by the Haradrim and used as beasts of burden for their nomadic tribes, lhe 
Mumakil are fearsome beasts, and nearly unstoppable when frightened or 
angered, Thus do they make excellent war machines, almost impossible to 
kill unless struck in the eye, They also serve as mobile platforms for 
parapets, battlements, and acts as formidable living battering rams. These 
beasts live near the forest edge and spend a good deal of time by ponds and 
streams. bathing themselves. Also on the plains graze gazelles and wild 
horses, staples of the Mumakani diet as well as food for the leopards, lions 
and cheetahs who, incidentally, occasionally make a Haradrim part of their 
dining fare, although these predators are relatively scarce and never attack 
large groups of men. Plantlife is for the most part limited to endless grassy 
plains, broken by an occasional cluster of stunted trees or undergrowth. 
There are scattered wild grains, nuts and edible plants, which the Haradrim 
harvest as they travel across the lands. 

3.4 HILLS 

The hilly regions have more than the plains in the way of plant and animal 
life, partly because of the slightly cooler air and more evident water supply. 
This is true even in the low hills running as spines down the peninsulas in the 
Mumakanj but the much cooler areas (where it is known to even snow on 
occasion) are limited to higher vales and the more nonht!'rly districts where 
deciduous trees begin to grow in numbers. Wild animal life here is limited to 
small rodents and an occasional deer or small bear. the latter two also 
usually only in the more northern areas. Plant life is more healthy and abun
dant, including smailer versions of many of the jungle trees, as well as most 
of the medicinal herbs native to the area. Short grasses dominate un
cultivated lands here, and in Hathor the domesticated sheep make full use 
of il as food. Fields of corn and colton are common in thc south, while 
wheat seems only to grow well in DGshera and the higher elevations. The 
horse is the usual beast oi burden and method of transportation, ranging 
rrom scruffy ponies in the North to huge war horses on the plains (when 
Mumakil aren't used), to the graceful mounts used by the Hathorians and 
Elves. 

3.5 SWAMP 

The swamp of Geshaan is similar to the rainforest, but out of COntrol. 
The ground is uncertain, and often submerged under scummy water up 10 
two or three feet . There are more bre�ks in the 'canopy' because of the 
unstable Ooor, and so more fallcn trees. Huge vines and overgrown under· 
brush make passage almost impossible at times. In additon to this there are 
snakes, alligators, huge poisonous lizards, and large insects, many carrying 
diseases. 
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4.0 CLI MATE OF TH E M U MAKAN 
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KEY TO WEATHER CHART: 
(percentages indicate amount of time in a giv�n month for a given condi· 
lion's presence) 

PERFECT 
PARTLY CLOUDY 
CLOUDY 
OVERCAST 

LIGHT RAIN 
RAIN 
DOWNPOURS 
RAI N/SNOW 

CALM 
BREEZY 
WINDY 
HIGH WINDS 

201)/0 Clouds ( 10% Rain) 
301170 Cloudy 
600]0 Cloudy 
800]" Cloudy (often very heavy c!oudcover) 

20% Raining 
50070 Raining 
80'lo Raining (often heavy downpours) 

30°/(1 Preclp. (201l,o r�LLn: 100'/0 �Ilo\\ ) 
0·5 mph winds predominate. 
5·20 mph winds 
10-40 mph winds 
20·60 + mph winds 

The chart above reflects general wcather pallerns in the Mumakan. 

It should be noted that these are not rigid figures. and there is always the 
chance that an extreme storm system or clearing front will create exceptions 
to these guidelines. 

Note that precipitation comes in sudden, heavy rains which last for less 
than an hour. but arc very frequent. Cloudcover in the jungle is hazy at 
best, darkly overcast at worst. The skies really only clear over the coast and 
plains. 



Humidity is very high all year in the rainforest; but does drop in (he 
cooler months in other areas. 

Thecalendar used above is a thirteen month lundar calendar of the Eldar. 
used in Taaliraan and Koronande. The Mumakani and Haradrim use a 
system similar in structure, but the months, of course, have different 
names. Each month has twenty-eight days (four weeks of seven days each) 
corresponding to the phases of the moon. The first of each month is a new 
moon. There is one day. after the 28th of Ringare and before the first of 
Valime, which is New Year's. and corrects the calendar. Every four years 
there are two such days. 

5.0 THE I N HABITANTS: 

WAYS OF LIFE 

Within the lands of The MGmakan region are many racial and cultural 
groups, which vary greatly in appearance, customs and attitudes. In addi
tion (Q a scattering of Silvan and Sindarin Elves, and the NGmenorean col
onists, there are the Haradrim of MGmakan, the Kirani (an offshoot of the 
Haradwaith), the stocky dale men of the northern hills. and the Hathorian 
people. 

5.1 ELVES 

The Elven population in the Mumakan is almost entirely Silvan in de
seem (the most "rustic" of the immortals) except in Taaliraan and, to a 
lesser extent, Koronande. The Noldor are extremely rare except in Korlan 
and the Taaliraan capitol of Til vir in. Anywhereelse their appearance is mel 
with stares of awe (in Koronande). loathing (in Tanturak), and distaste (in 
MOmakan). Most races find the Noldor rather stuffy and condescending. 

The Sindar are more prevalent, being common in Taaliraan. and com
posing at least twenty-five percent of the Elven Koronande population -
although there has been some interbreeding, and the Silvan/Sindarin line 
has blurred. 

Elves of the MGmakan wear less clothing than their more northerly 
coumerparts, preferring simple belted tunics in white, grey, green 01 

brown. Jewelry is usually minimal, but invariably high-quality and 
delicate. The Noldor wear more in the way of jewelry, and prefer white 
garments with metallic silver or gold trim. As with the other races of the 
MGmakan (with the exception of an occasional well-shielded Noldorin 
Taaliraan aristocrat) the Elves of the area wear year-round tans, yet only 
these immortals maintain wrinkle-free skin with the passage of the years, 
due to the regenerative nature of their bodies. Even the Hathorians. despite 
their balms, begin to show signs of aging around the age of 1 10. 

5.2 KIRANI 

I t  is believed that the Kirani are related to the Haradrim, although 
beyond the common very dark skin color and black. wiry hair. the similar
ity ends. Where the Haradrim are slOcky and muscular. the Kirani are !all, 
slender and graceful of movement . Where the people of Harad arc bar
baric, the Kirani are culturally sophisticated, and relatively advanced 
socially. Koronande. one of the very few republics in all of Middle-earth, is 
run almost solely by Kirani. I ndeed, with regard to body build. strength and 
dexterity, the Kirani arc more comparable to the Elven races, with whom 
they share a mutual respect and admiration. Indeed. there have been mar
riages between the two races. although those are very rare. as are all unions 
between !he Elves and monal men. 

There is an apparently significant range of sociological development 
among the Kirani. even within this limited area: from the almost tribal ar
rangement of the reed hut-dwelling people of Tuktan to the complex 
government of Koronande. where the inhabitants embrace imported foods 
and imricate social subtleties and live in multi-story Stone houses in cities 
with sewage systems. The fact is. ho\\e\er, that beneath these social levels 

most Kirani share the same basic religious and cultural beliefs . Although 
there arc many cult branches the Kirani wors�ip Eru. "The One" as their 
god. The)' have complex rites of marriage after a young man and woman 
have chosen each other; and the ceremonics of passage through, as the 
Kirani percieve them. the fOllT stages of life: birth; man/womanhood (at 
around 15); citizenhood (taking social resposibilit)·. around 30); and 
death(chosen by the Kirani. as with the noble NGmenoreans of Old). Death 
was not to be a long. withering process, rather. when someone realized that 
his or her mind or body was beginning to fail. arollnd age 150-200 for 
Kirani. he or she \\ould call for the ceremony of death and at the conclusion 
of the solemn hours-long ritual. the per!ton would have willed himself to 
death. 
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The Kirani are basically vegetarians, cultivating the many varieties of 
fruit bearing vines and trees which flourish in the area. They do occasion
ally dine on fowl: the larger avian inhabitants of the jungle are broiled and 
considered a delicacy. 

I n  the way of clothing, the Kirani prefer flowing, diaphanous garments, 
dyed in a variety of pastel colors and draped loosely about the body. These 
they wear when they can get away with it, but of course such are not suitable 
for everyday work, for which they don shari kilts in thecaseofthe men, and 
the women tend 10 wear a short, belted dress. Both sexes wear jewelry, 
although they prefer items of leather worn about the head and wrists, with 
bright bird feathers dangling. rather than the gold and gem-beset decora
tion that most other races prefer. 

PHYSICAL CHARACTERISTICS 
Men Women 
Height: 6'-7'2" 5'4"-6'4" 
We;ght: 1 50·220 1 10·140 Ib,. 

The Kirani are without exception very slender of build, although they do 
maintain their bodies in peak physical condition through rigorous exercise. 
and therefore usually have a well-developed musculature; and their 
strength is not to be underestimated. Their hair is invariably black, and 
ranges from very curly to kinky and wiry in texture. Eye color is usually 
brown, but there are occasional exceptions of every type. In tone the Kirani 
skin ranges from medium brown to nearly black. Kirani males tend to be 
clean shaven, indeed many, like the Elves, are naturally beardless. All tend 
to wear their hair relatively short. 

5.3 HATHORIANS 

If  any group of men in the MGmakan area looks more out of place than 
the Numenoreans, it is  surely the people of Hathor. Blond and blue eyed, 
their appearance harkens back to the cooler climes of Rohan or perhaps the 
Kykurian Kyn far to the North. Knowledge of the place of origin of the 
Hathorians is lost, however, even they do not remember. It is known that 
Hathorians migrated here before even the beginnings of Koronande, while 
Tuktan was a collection of barbaric tribes. 

Despite the fact that they are not indigenous. they love their land, 
especially the southern and coastal areas. Halhorians are easy·going of 
temperment, but often wild and adventurous, as is typical of shorl-lived 
mortals. Indeed their society more than any other in the area is built around 
recreation, including attendance at and participation in athletic games of 
all kinds. singly or in teams, in land or in the water, by men or women (but 
mostly men). Although these sports are always played without intention of 
injury, the very nature of most of them make it almost inevitable that some
one will get hurt every time. Fortunately. however, Hathorians have an ap
titude for the healing arts, and there are usually several Healers of respect
able level at any given event, so even a severely injured player is soon back in 
the game. 

The games, although just one facet of Hathorian society, are an excellent 
example of their rather hedonistic attitude toward life: above any other 
reason. doing things because they might be 'fun'. Of course, the Hathorian 
view of'fun' seems to have little similarity to thai of most other cultures. As 
a nOle, Hathor accounts for the largest percentage of Taaliraan wine and 
spirit exports, and Taaliraan beverages are repuledly the best in all of the 
lands south of Gondor and East of NGmenor. The Hathorians also use a 
large percentage of their grain imports for the making of beer; and Gort is 
used freely, although the government frowns on it .  

Hathorians are among the most vain of peoples, working ever hard at 
making the most of their appearance, which now nearly rivals that of the 
Elven-kind. although perhaps in a more 'rough' way. No other culture has 
so many oils and balms to make their skin look 'natural', Of course, it must 
be acknowledged that because of their naturally fair skin, the Hathorians 
require some defense against the intense sun of the tropics until they 
develop a protective tan; and even then, their skin would dry and wrinkle 
without treatment. However, they also spend an inordinate amount of time 
washing their hair. and CUlling il in precise. layered lengths so that it falls 
evenly in sculpted perfection. Men usually wear their hair partway over 
their ears, and to the nape ofthe neck in back. Women allow theirs to grow 
longer. sweeping back from the face \0 fall about their shoulders. 

The Hathorians also delight in simple jewelry, usually gold, in the form 
of necklaces and wrist and ankle chains, and earrings (for both sexes, 
although men lend to wear but one earring, bracelet and ankle chain, while 
women prefer multiples). Both sexes have an aversion to finger rings, main
taining Ihat they interfere with various activities. The men clothe 
themselves in loose pants or shorts of COllon, or silk for more formal occa
sions, dyed bright colors; and occasionally wear a vest or loose shirt of sim
ple design, this is usually more elaborately dyed, in several colors or in a 
print. The women wear either shorts and a laced top, or for less rigorous ac
tivities. short draped toga-like garments of finely woven diaphanous cloth, 
all sensuous in design. 



In contrast, the Hathorians are at times deeply religious: witness the 

power of their healers. One can only assume the diety(ies) whom they wor

ship is/arc either very unrestrictive or very, very forgiving. 

Men 

PHYSICAL CHAR ACTERISTICS Height: 5'8"·6'6" 

Weight: 1 50-220 

Women 
5'2"-5'10" 

1 10·140Ibs. 

The men are well muscled, and heavier of build than the Kirani, yet still 

slender compared to the hill-men of DUshera. The women, predictably, are 

more voluplUous than those of the more slender races, but an overweight 

Hathorian is virtually unheard of. 

Their hair is various shades of blond, their eyes are blue or grey, with a 

rare occurence of green or hazel. The skin they are born with is naturally 

fair, but universally tanned to various shades of brown, though it never ap

proaches the naturally dark tones of the Kirani and Haradrim. Hathorian 

males are clean-shaven without exception, having developed a creme which 

completely removes the beard for several days (the creme brings a high price 

in other countries, but ils export is limited). Like the Elves and Kirani, the 

Hathorians have little body hair. The average lifespan of a Hathorian (bar

ring accidents, which are common) is 1 50 years. 

Contrary to popular belief, the Hathorians do engage in manual labor, 

and in facl farm their storm-swept land (seasonal hurricanes on the 

southern coast are quite common) with a sort of gleeful masochism, 

delighting in the 'challenge'. They grow cotton, and many are sheep and 

goat herders. The fine wool and cotton cloths woven and dyed by the 

Hathorians are fine and highly prized throughout the MGmakan area, as 

are the tender oysters cultivated and harvested year-round by this hardy 

race. 

5.4 HILL·MEN OF DUSHERA 
Short and stocky, the hill-men of the DGshera-Geshaan area resemble 

more the Dwarves than any mannish race nearby. Once a tall and proud 

people in their youth, they earned the ire of the Court of Ardor, and so the 

brunt of the power of the Ardan Council fell upon them. The devastation 

wrought upon Geshaan was even greater than the Court could summon 

alone, though the final calastrophe could not have come at a more conven

ient time (except of COUTse for the fact that the Court as well suffered a 
severe setback with the downfall of their master, MorgOlh hImself). In

deed, near the end of the First Age, when most mortal men were disorgan

ized, those of Gesilaan, under the tutelage of the Three of Ty-Ar-Rana, 

were arising into a culture of power and sophistication. This potential 

threat to their dominance the Court could not permit, and so they bent all of 

their powers (especially formidable while they still could tap the resources 

of the Black Enemy) upon the men of DOshera and Geshaan. Even before 

the cataclysm which turned Geshaan into an uninhabitable mire, and 

altered the ecology of Dushera, the effects of the Ardan manipulations 

could be seen despite the best efforts of the Three to combat them. The 

government became increasingly corrupt, their worship of Eru became 

tainted with fear of punishment for any transgression; interaction with 

other races became strained, especially the immortal Elves - who they 

learned to envy. By the end the people even feared the Three as they had 

never before, and were suspicious of their motives. Then came the changing 

of Middle-earth with the fall of Beleriand and Thangorodrim: the "punish

ment" they had all feared. The temples of Tyar were closed, and the people 

were without organised leadership. Since then it has been a sad tale of 

steady decline for this race, even genetically suffering as their nutrition and 

breeding habits changed, a limited diet and severe inbreeding due to lack of 

travel and trade. Only recently have they corne to trust the Elves at all, with 

the passage of so many years. The Kirani too they will interae! with, though 

warily, for they fear (with good reason) the warlike MGmakani, and have 

trouble differentiating between the races. The hill-men are still very 

superstitious, having altered (in their minds) the personalities of many of 

the Valar into vengeful, ritual-demanding minor gods, who must constant

ly be appeased. 

In the way of clothing the hill-men wear (relatively) poorly made items of 

wool, with some hide overgarments. They are swarthy of complexion, the 

men frequently wearing beards, and their hair is usually dark brown, their 

eyes brown or grey. 

Men Women 

PHYSICAL CHARACTERISTICS Height: 4'8"·5'6" 4'4"·5'0" 

Weight: 100-180 lbs. 80- 1 20 Ibs. 

5.5 DWARVES 
Although relatively rare in the MGmakan, Dwarves are not unheard-of 

and there ar!! a few settlements in the hills west of Geshaan. Some also live 

in the cities of Korlan and Tanit h, mostly working as smiths. 
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6.0 POLITICS AN D PEOPLE 

6.1 COUNTRIES 
Following is a brief overview of the major political regions in the 

MGmakan area, and their individual histories and structures. 

6. 11  T ANTURAK 
A NGmenotean colony founded in c. S.A. 1300, TantGrak was the most 

southerly of the NGmenorean settlements on the Middle-earth continent 

proper, and was relatively cut off from the more northerly realms, with the 

exception of some trading contacts. From the beginning, the people of 
TantGrak chose to be a separate entity from the other, more loosely gov

erned areas of the MGmakan. Dominating the northeast corner of the 

Usakan bay. Tanturak is flanked by rolling hills on both sides and moun

tains to the north, providing natural defensive barriers. The western por

tion of the country, the least heavily settled, is covered by a mixed 

deciduous/coniferous forest, extending virtually unbroken for miles. The 

southeast section, receiving more warm, humid air from the bay winds, is 

blanketed by a lush rainforest which dominates the entire Koros peninsula. 

Of all the peoples of the MGmakan area, the TantGraki chose the most am

bitious (and insensitive) method of dealing with the jungle: they burned and 

cleared large areas within the rainforest and along the coaSI, and there 

established their selliemellls. 

Why the TantGraki elected to place themselves in the more warm, humid 

section of the MOmakan when their homeland of NGmenor was a much 

cooler climate is unclear, until one is enlightened to the tales of the 'Uvag

Aak' ("drinkers of blood"), strange, apclike creatures which inhabit the nor

thern section of the Usakal forest. At first. the TamGraki were undaunted 

by the warnings of the few Kirani who lived in thai area at the time, who 

spoke of the terrifying shadowy monsters who would come out of the forest 

at night and silently kidnap men, women and children alike from their beds; 

and the next day their bodies, then bloodless husks, would be found just 

outside of the village. Soon the Tanturaki were convinced, for there was no 

stopping the Uvag-Aak, and the few times that they managed to kill oneof 

the monsters brought a terrible retribution the following night. It was 

discovered, however, (the hard way) that the Uvag-Aak would not disturb 

anyone who stayed outside of the northern half of the forest, so the 

NGmenorean colonists moved south. 

The capitol city of TantGrak is SarGI, which lies on the southern side of 

the Uvar river. Based here is the formidable navy of Tanturak, for these 

people took with them many of the skills of their NGmenorean ancestors. 

Of the government of the realm, there is a story of an interesting, if perhaps 

predictable transformation. At the first there was, as is true of most of the 

colonies, a royal governor, who at least in theory answered to the King in 

Numenor. This system worked quite well for some seven hundred years, the 

governorship turning over eleven times until, in c. S.A. 3000, the "Magi

cian" arrived in TantGrak. The date is uncertain for he came with little fan· 

fare and rose quietly, albeit swiftly, through the ranks of the governor's ad

visors. This particular governor, a cousin of the king, was particularly 

susceptible to the silky corrupting words of the the Magician, as his lust for 

power and glory was great. Soon the Magician was his chief advisor, and in 

S.A. 2040, the governor declared himself King of TantGrak, taking the 

name Tar-Kinjaarn, and severed all political ties with NGmenor. This move 

was greeted with great enthusiasm by the populace, as the taxes imposed by 

the mother country had inflated greatly over the last few decades. 

Since thaI time it has been a steady decline into corruption for the govern

ment, and a subtle, yet definite shift in attitude by the TantOraki towards 

the native Elven and Kirani populations. from disdain to outward hatred 

and jealousy, for the lifespans of the TantOraki population began to lessen, 

even as did those of the people of NGmenor. This racial hatred resulted in 

the declaration of war, without provocation, by the king of TantOrak 

against the Koronande Republic. The outcome was inconclusive, but only 

served to intensiry the loathing by the Men of the West, and cause new ap· 

prehension among the Elves and Kirani about the safety of their position. 

6.12 DUSHERA 
A sparsely settled land, once also including the area known as Geshaan, 

DGshera is for the most part inhabited by a mix of ruddy-complected mor

tals living about the perimeter of the Pel DGshera (the lake in the northern 

part of the land) and along the base of the low mountains nanking the area, 

in small independant hill towns. Thus it is not a realm as such, although al 

one time the towns were united under a Lord at Gaven in Geshaan (that city 

now lost to the swamps). The peoples of the towns till the land about their 

homes. raising only enough corn and wheat \0 subsist on. with a fewexcep

tions, as the Elves and Hathorians to the sOlLth will pay a high price in fine 

tools and weapons for wheat. which docs not grow well in their climes. 



There IS, therefore, a river trade, although the majority of the traders 

themselves are Elven or Kirani. 

6.13 Gt:SHAAN 

Once the center of a wealthy kingdom, Geshaan suffered by far the worst 

of the lands of the MOmakan when the earth shook with the fall of 
Releriand and the drowning of Angband. The level of the land sank and 

water collected there, but nOt into a lake, as it might. Instead, a swamp 

formed: an unclean place of rotting trees and creatures of darkness. The 
Koros river and the areas Just flanking it are suitable for travellers, for it 

is a swift current and permits no collection of foul refuse; but farther in. 

where the land is uneven and pools and mires collect. all manner of things 

grow. Within lies the city of Gaven and somewhere, the temple complex of 

Ty-Ar-Rana. 

6.14 TUKTAN 

Encompassing aU of the oval shaped rainforest area to the east of 

Geshaan, Tuktan is an interconnected web of Kirani villages, loosely knit 

and united by a very informal central government consisting of a council of 

seventeen 'Jilhani' (viltage leaders). The Jilhan council meets semi

annually, or if a threat to the realm as a whole warrants it. Otherwise each 

Jilhan rules his town as he sees fit, and all engage in a lively trade amongst 

themselves and with adjacent Koronande. II is in the Tuktan forest alone 

that the Jeedic Teak trees nourish. and their wood is prized. Not surpris

ingly, Tuktan wood craftsmen are very skilled and their furniture and bows 

are highly sought after. Tuktan composite bows can bring a price many 

times the average, and are said to be superior to any other, save the most 

powerful magical bows. 

Of late Tuktan has had increasing problems with the Mumakan people 

who, beginning to envy the fine homes and land of the Tuktani, are ever 

more antagonistic, raiding on the bordering villages with increasing 

frequency. 

6.15 MOMAKAN 
A vast, mixed plain/forest area, inhabited by semi-nomadic tribes 

resembling more the Haradrim of the north than their neighboring Kirani. 

The people are simple to the point of barbarism, and especially recently, 

supply their needs by raids on adjacent Tuktan, Koronande and Hathor. 

There is no central government; indeed the only social framework is the 

tribe, an extremely large extended family structure, ruled by the oldest liv

ing male. All tribes meet annualy at the religious center of the land - Amaru, 

a holy place where the tribes interact, trade, and marriages are arranged. 

Above all, they pray to their god Amaav, who it is said speaks to them of 

their purpose and future. The MOmakani, it should be noted here, make ex

tensive use of a huge animal both as beast of burden and as a fierce war 
machine: the MOmak, also called the great elephant. 

6.16 HATHOR 
A united kingdom, traditionally ruled by a strong monarch out of the 

capitol city of Tanith, Hathor is somewhat of an enigma for a realm on a 

peninsula. As is obvious to anyone studied in the ways of races, the 

Hathorians are not native to their land. Blond and blue eyed, with naturally 

fair skin (though tanned by the sun) they apparently migrated to their pre

sent land long ago, although certainly not by sea. As a race, they fear the 

open sea like no other - even more so than the Dwarves . Short trips about 

the Koros Bay, or even along the southern coast bother them not at all, bU! 

just the mention of a long sea voyage will drain the color from the face of 

even the bravest Hathorian warrior. This of course is a source of endless 

amusemenl for their Elven neighbors, as the Hathorians are not afraid of 

much else; in fact they are considered reckless by other standards. 

The king maintains an army of respectable size to guard the borders fac

ing potential enemies. The Hathorians traditionally do not wear armor, but 

carry light, very effective shields, and are excellenl with the composite bow 

and broadsword. 

6.17 TAALIRAAN 
A realm of Silvan, Sildarin and Noldor Elves, Taaliraan is the only truly 

Elven land in the area since the total destruction of Dirsulinor. In fact, 

many refugees from that land now live in Taaliraan, the rest abandoning 

Middle-earth entirely for the Undying Lands in the West. Ruled as it has 

been since its founding in the First Age by the Lord Eldanar, a Noldorin 
Prince in Exile, Taaliraan is a self-contained coumry, remaining aloof from 

local politics. It is here that the majority of the users of essence can be 

found, no doubt one of the major reasons that Taaliraan has not been 

threatened by TantGrak, or any other realm for that mailer. 

6.18 KORONANDE: 
More than any other realm in the MOmakan area save TantOrak, 

Koronande is a united country. Also worthy of mention is the fact that the 

government of Koronande is a republic, extremely rare in Middle-earth. 
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The majority of the elected officials in this mixed Kirani/Elven coumry are 

Kirani, not that the Elven population is subjugated in any way; rather, even 

the Elves elect Kirani represenlatives, knowing that they themselves lack 

the initiative to panicipate actively in what they consider a 'complex' 

government. On the other hand, many 01 the Koronande legislators and 

governors have Elven advisors. who often survive several turnovers of of· 

fice, bcmg excellent noncommittal sources of information and wisdom. 

As may be expected, the Elves inhabit the more rural, foresled areas of 

Koronande, constructing beaut iful and elaborate homes in the branches of 

the huge trees, which often grow to heights exceeding 200" hc great cst ex

ample of which is Tauronde, the city which preSIdes over the district of the 

same name, north and west of Korlan. It is almost entirely Elven in popula

tion, and its governor and senate reprcsentatives are Elves (it has been 

speculated that there is Noldorin blood in some of the Elves of Tauronde, 

for, of all Ihe immortals only the Noldor showed great drive and 

perseverence). Tauronde the city is in fact a cluster of the Luraks, lord trees 

of the jungle. into the branches of which have been built elaborate homes 

and shops, inns and halls, all well over one hundred feet above the jungle 

noor. 

The capitol of Koronande is Korian, on the mouth of the Koros river. 
The realm is divided inln six districts. each having its own main town and 

governor. The ,Senate consists of twelve members, twO from each of the 

districts, who meet monthly for three days to decide matters of concern to 

the realm as a whole. The Republic has a strong navy, the only one in the 

region which can contest that of TantOrak· no doubt part of the reason 

that country attacked them, and the reason that attack failed. They are the 

traders of the MOmakan and, not surprisingly, Korlan is the main trading 

city, and a center of commerce. The Elves of Taaliraan have a more ex

tended trading network, but their volume i s a  fraction ofthe Koronandan's. 

6.19 ARDlNAAK 

Not really a true realm of the MOmakan, Ardinaak is nonetheless worthy 

of mention. Originally part of TantOrak, and indeed an imponam naval 

base during the realm's youth, Ardinaak was struck by a sudden and 

mysterious plaguc in S.A. 1 888 Within days everyone was dead. Histories 

tell that the witnesses who ned the island after the first signs of the plague 

had seen a brilliant nash of light come from the rocky isle in the center of the 

bay (which had never been landed on before because of its sheer sides and 

the treacherous rocks all about il) one night. Those who were unfortunate 

enough to be looking in that general direction were blinded permanently. 

Then, within hours people began to grow ill, and theirskin became monied. 

Even those that had escaped the isle immediately after the nash soon died 

on the mainland, although they did not transmit the disease to others. No 
one has returned to Ardinaak since. according to records. It was speculated 

that what struck the isle was not a disease, but an immensely powerful curse 

of some SOrt. At any rate, the land is associated with death, and its name is 

nOI spoken. 

6.2 THE COURT OF ARDOR 
6.21 THE LORDS 

6.211 Capsule Profiles 

Morthaur: RUlhless and selfish, Morlhaur will stoop to anything to achieve his ends. l·le is also I 
CQ .... ard. and will not imperil himself ifil can beavoided. He stands6'4'lall and is muscularofbulkl. 

His hair is coal black. kepi in a bowl CIII. and his skin is dark as if dCl"ply tanned (he is not asdatk as 

the Kirsni. however). Hiseycsare an almosl melallic .�ilver .In the wayofclothing. he prdeTSeithtra 

coverall wilh many pockel$. or full lenglh voluminous robe$. bOlh absolule black trimmed wilh 

silver. and otherwise adorned only wilh Ihe OCtagonal insignia of Ardor. 

Ardll11ll: Fair of skin, Ardana nas waisl lengln black hair. wnn one white streak. She is just under 

six ftel lall and slender, though sensuou� orfigurc. Her cyesare black; one canllot tell herpupils from 

her irises. She usually wears a robe of midnight blue. sewn with �ilvef threads which calch any light 

and glitter like a field or stars. Shc is ruthless. but with a fanaticism for her cause. and she will do 
anYlhing 10 achieve her purpost: the fall of tht sun and moon. To gain il she will �aerifice anythinl, 

even her own child. 

Vllmorttlil: �The Magician" by litle. Valmorg!)1 is the m()!;t cruel llnd impatient orlhe Lordsorl� 

Coun, save perhaps Cambragol. He is prone to violent filS of lemper in which he slays outrightlny 

numberofservanu Of guards who mighl be nearby and could be blamed rorthecauseofhis rage. He 

is the Warden orlhe Citadel of Ardor. and rules it with an iron (or. should ..... esay laen?) fis\. Heil 

unlike Morthaur in Ihat he docs not shirk from stepping inlo the fray if lII:ccs.sary. Of course. he is 
complelely confident in hb own prowess as a sorcerer and warrior. He loalhes Monhaur, and makts 

no sccrel of it. In his posilion as ad�isor 10 Ihe Emperor ofTanlurak. he appears as an 'ageln;s' man 

with sil�er·while hair and gold e),ts. abouI 6'6"lali. His Irue form is thai ofa muscular. tallned Noldo 

with golden hair and grey eyes. 6'S" in height. As Ihe advisor. he weaf$ unadorned while. When 1M 

Warden. he wears eilher a full ltngth robe or Ihigh length tabard. both black and quaT1cred on Ihe 

fronl, with Ihe rour Court emblems (helm. sword, orb, slaCO embroidered in gold and silver: liso 

black panls and high black leather boots. In addition he bears Ihe masleroctagon device.largetlh.n 

Ihe olhers. on a wide heavy chain draped over his shoulders: the symbol of his office. Valmoralll lO$l 

his arm in �ingle combal wilh Ihe Elvtn Lord Chrys Menclrana durinl! Ihe allaek by the LuinJon 

alliance on the Citadel, and has vowed revenge against Chr)'li' famil),. Now he wcars a red latfl .r· 
tificial arm, which has many powers. 



__ •• : Ihe lord Demon IS rcilli"ely simple of mind, and his fun,lion in Ihe Coun is basically 

lun�nforc�r". He ii also master (by nature) of all demons, and often summons them IOdo his bid

III", \tourfum is capable of assuming human form al will. a smaller version of himselL a bald and 

1!aflllcssman "'llh r('(l skm. Due 10 Ihe level of his personal power. he will olK'y noone c�cepl Ar-

1Ian •• Valmorgul 01 FCalur. In his n3.lural form, /\Iourfuin stlnds 1 6  feet tall. Basically a humnnoid 

of the Shado ... • ... orld, he ",·ields a ... eapon in each hand: a lwo-hatldcd Sl'ord and a mullilhonged 

• IIlfI 

LIoft' .. r: The High Prlesl. Gonhaur is masteroflhe Coun of Hi.'Ims. Ihe highesi level lord 10 rule 

III indi,idual hou�. Gorthnur is consef\·ative. ho ... ·ever. and has for Ihe most pari accepled his role 

."uhm lMCoun, Yel he does. for his own amusemenl. assume Ihe form of the god of Ihe Haradrim 

of\tum.kan: Amaru. and so cotltrols Ihat people completely. He rarel)' usn his per!iOnal powers. 

"rrpi ln CK'I:aslonal dlspla)'s to "reassure" his priests and subj�ts of his "godhood". Usually he re

IIIImiin hiS citadel al Aurall-Dur. brooding upon his many respotlsibili,ies, "ilhin lhe dim cnvern 

Morlm. 

C"klJ:oI(K.rul l)fl;dlrion): Cambragol. the �Monk". has made killing a fine an. and cenainly 

dnrIa)l no h�ltation '0 Show off his skill, Hc cnjoys combat. and often antagoniles a potelUial foe 

to &tI lnlO a filht. Capabk of �vere cruelty, Cambragol torlures for his own entertainment, and 

enl'It! In a numwr orolher pef\·ersions. In addit ion. he is quill.' I'ain. although perhaps nOI without 

IU'iliflCllIon: he is �ttikingl)' hand!iOme, even for a prin�e of the Hou� of Fillrod. Standing 6'6" tall. 

.Ith,oklen-blond hair (uniquelo his hOllse among the Noldor) and eyes of tobah blue. his presence 

i$ unkll\i and hi� charm and powers ofimimidation are immen�. Cambragol's ph)'sical strength is 

COIllldC1"ahle, far above the norm for one ofthe Elven tace: his mus.:ular build is the result of rigorous 

mr�iSt. Of Itis origins, Cambrallol was onl.' of the many who, ha�ing Idt Ihe Undying Lands to 

fr«ller the Silmuils front Morgolh, ""as in the end entrapped by him and bcocame one of the Black 

EIICf1'ly's taclicians and captains. He "as gi"en the honor ofa command in Ihis spc"Cial project and in 

the md. IUf\iled hiS eli! master. 

Tlumn Ind Khelekar: The master of Taurang and the mentali�t Khdekar (MThe Stholar") are 

dtscrlbcd tOlether, for indC'Cd Ihe)' are rarel)' separate. Taurelall, a Sindarin Elf of lordly nature. 

".ndI6·�� tall. and possesses brol'n. neck.length hair and gr�n ey�. He i� quiet and !iOft·spoken, 

.Ith . ... arm, linttre smile, concealing his truc nature. for Taurelu was from the IK'ginning a spy, 

• or�inl dir�tly for Morgolh. and reponing 10 him or Sauron the aClivities oftheCourt. and his per

sonal luspicions of potential trouble: so lillie did MorgOlh truSI his minions. Although Ihe Dark 

M�tCl'1 no more. Taurela� still reports -10 Sauron of Mordor, for the ne ... Dark lord is interested 

Iniktd In the doinlS of the Court. Taurela:ol "cars a forest gr�n wnic and tights. ",jth the tooled 

IUlhCl full length \Iole and tiding boolS of the Suit of Helms. 

"tlthr: 6·S". with siker hair and pale grey eyes. and �Iender e,en for an Elf, is striking in ap

p(1J.nce. He is the Recorder of Ardor and Ihe Council's living �ompuler. Ahhoulh proper Iy of the 

Htlml. and so supposcdly tied to the realm of Channeling. Khelehr is a Seer. possnsing po ... ers of 

the Menillist rnlm. Ue is condescending and sarcastic of manner. and has few friends (lK'sides 

rIUlcla\) Clen for a Lord of Ardor, The Scholar ... ears black. featureless "oluminous rolK's. hooded 

and fashioned afler tho� of the Darin Tesaralh. the Sisterhood of Mentalists. no doubl in mod:er)' 

of thal lll5litution founded and controlled by Ftatur. 

CllIlrl"�; A muscular Noldo ",ilh dark fla�hinS e)'n and shorl black hair Camring, true 10 his 

name. l�cool 8nd impassi\'e. His permanenl residencc is ... ·ilh Gonha"r in AUra.l-Dilr:.but he isoften 

001, t(nding to lhe "'ounds ofCourl lllemlK'rs or servants, acting in his function as Beakr of Ardor. 

He lOt'S about his profession in silence, obe)'ina without question. He wears a sca gr�n '" rap lunie 

and loose pants, aner the manner of the warrior-monks, but those skills arc nOi his. Clmring is one 

of Ardana's personal comerts to the causc of Ardor. although he wonders at the death and deslruc

lion caused bylheCourt, himselfloalhing murdcr for any renson. nut Ardano'scharisma binds him. 

and one Ihing more: he has fallen hopelessly in 10"e with Morelen. Ardana'S daughter. Morelen . 

• hile kind 10 Camring, is unaware of his nue f�lings, as he is of her dark fate. 

\'aJ�rist: The most ph)'sically imposing of the Lords of Ardor. Valkrist stands 6'lOM tall. and 

· ... ri'hs 240 pounds, inheriting the muscular physique of his falh .... r. a lord of men. He has block curly 

half. and hisSindarin mother's blue eyes, fair skin. and aqualine fealures. Slow to anger. but dcadly 

.1Im pro\'oked, Valhist is a killing machine second to none. being the onl)' member of the Court to 

dtf(1.t C.mbragol in single combat. I t  is b)' \'irtue of his physical prowess as ... ·ell as hi� calm de· 

II1tInor Ihat he was named the "Lord of Arms". and hcad of the Suit of Swords. He ... ·ears Shimmer· 

ing milhril chain armor. eo\'ned (bul not concealed) by a diaphanous gossamer SUf�oal possessing 

m;!JIicll dcfensil'e properties. He commands Tirgoroth with cool efficien�y. and never allows his 

rou�l to be affected by the emotional outburs15 of other Lords. 

Sillmok: Operaling from TirgorOlh. Sfllherok delil'ers the formal messages of Ardor from one 

lord to another. IS well as conveying communications of Ihe Council to other persons or organi�a· 

lionS. He is IighthearLed of demeanor, refusing to bn:ome embroiled in any squabble within the 

Coun. ",hich could bn:ome dangerous 10 onc in his position. Instead. he is diplomatic and neulral. 

carning e1eryone's disgust bllt no one's ire. He, like Valkrist his master, wears mithril under a 

UIlIsparent robe:. all o,er tllnic and breeches of while Irimmed in silver and �k)' blue. He ride� the 

s .. ifle�t "indstced of lhe Court: SOlroch. a white slallion. Standing 6'4" lall, whit typically slender 

Ehen build. he i! of Sindarin dcscenl. with light brown hair and haul eyes. 

Pmu.lous: Cambra,ol'ss-crond in command at MirisSroth isalso Ihecaptain of the large garrison 

tht(e. He, of all the Suit of Swords rarely "ears his formal sk)' blue sil\'cr and ""hite altire. findins a 

plain uniform of black and grey more suitable to his profession aI a Rogue since he is often I.·alll'{l 

upon to engage in acts of espionale. A Noldor Elf. he has a fair complc�ion and dark eyes and hair. 

In demeanor. he is bored and impassi\e except "hen in"oh'ed in a mission, or discussing n particu· 

lally dC\'ious lock or ttap de,·ice. 

Ardh.l: With his @1iHeringblue eyes andsllave demeanor. Ardu'·al has ""on many a debal�' in his 

rime. Slender. 6'S" in heighl with curl)' brown hair, and checks nu�hed red as ifhe has jusl stcp\lcd in 

rrom the cold. Ardilval. IU is the "'ay of the Noldor. is hand!iOme. Bllt he goes a srep further: his 

rm is Ilnparalleled. E'ery word and mO"ement is calculated to sedute or disarm: !iO it ... ·as he Ihal 

,"'onO\t( the memlK'rs of the Stars�r Conclave with ea�. AlthOugh his wardrolK' is uten_�i\e to suit 

is many m(xxh and needs, he lends 10 favor II short. loose togll·like garment in dark blue, trimmed 

It I! sil"er and adorned only wilh the orb insignia of his suit. 

RIIi.: Not cruel. but perhaps ruthless in her thirst for kno" ledge and po"-er. Rilia is a .. iclim of the 

born tendency of the Noldor to seck OUI the ans ... ers to SC\.'fetS, and del"e into lhings arcane. 

'ith tawny amher eyes and Ions dark red hair. Rilia is a lK'auty ofrareappcarance. for red hair i� �ir

aally unknown among the Noldor. and uncommon for anyone of Eldarin blood. She stands 6' in 

heilhl. Ind carries herself with nowing grace, maintaining an altitude of aloofness from her fello"" 

Coon members. (There is an intense. if unspoktn. rhalry bet ... cen Rilia and the femalc F�alur.) The 

lalt In Ihe Book of Andraax referring 10 Rilia having Eldarion e�ecllted and �durnped, decapitaled. 

on . pentagram pial form" is perhaps o'edy dramalic, and mtdays Ihe blamc. Mourfuin killed 

Eldarion on his own initiative, after Eldarion antagonized Ihe Demon. perhaps IOcscape further IOr

Ie in the only ... ay left to him: through death. Rilia ""ean full length thiffon-like robes. conSlstmg 

)fl.)·ers of red. oranae and ye1]ow. trimmed in black with �verciy poinled hem� ,i"ing Ihe lmpres
. 
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Llnsl'll: With her shock of long . ... avy solden-blonde hair. violet blue eyes. and sun·browned skin. 

Linsill is a differenl kind of beauty than the darkly m)·sterious Ardana and Rilia. and e"en the 

pouting. pelulant (femalej Ralur. With a \'oice like sih'er she enthralls her audien� with hardly an 

effort. and it is difficult ro rcml.'mbCf that her benutiful rongs arc equally capable of killing. for she is 

a Dard of considerabk e�pcrtise. and �The Harper�. Her lesidence is Naurlindol. bllt she spc.'nds 

much of her time tra"elling about the countr)'side, learning of the actions ar the enemies of Ardor . 

She has met Klaen. and nearly $ucc�ded with her considerable charms to seduce him into telling of 

his true nature and 1:011111'ttion5. nUl he grew suspicious and in the end divulged nOlhing. No .... be· 

t,,·l'tl1 llielll th('re is a mutual ... ariness and rcspect. I.·oupled with a reslrained natural attraction. She 

know\ thai he is more powerful thun he $Cem!. but has no proof. Linsiil wears a shorter 'ersion orthe 

suit's name-robes tritnmed in gold, and red tighlS, ",·hen nOt in a less namboyant disguise. 

\'alj,tlln: Rilia's assiSlanl a, NaurJindol, Vaillin is an accomplished Thier by profession. She is a 

Silvan Elf, and hcr petit .... size \5'2" lall) works in her favor. for she is usually o"eflooked when she ro 

desires. She has short bro ... n hair and bro ... ·n eyes. and ;sal1ractive if n01 agsr�shcly beautiful. Quiet 

and businnslike. she and Persu,·;ous of len cooperate onjoint ,·entures. Valglin wears the full-length 

flame robes of her suil only at formal occasions. preferring a plain bla,k co"erall dcrorated only ... ilh 

the staff badge of the �Ilit, and II wide belt "hieh holds many �mnll and useful devices. 

lAsh-V: Physically imposing. bUI in fact relati�ely mild of tempcrment. Lcsh-Y (pronountcd 

"lc.-sh·eye�) obeys ", ithout queslion Rilia's commands. happy to remain at Ilhilkir forlinl Ilem� of 

JlO""er and fine ,,·orkmanship. Hc appears as a "ery muscular man SC\'en feet tall with shiny (as if 

oiled) red skin. He is bald. and in fact complelely lacks body hair, and has o\'erlarge highly poinled 

ears. Lesh-Y's hands arc 'cry large lO'ith lough. cla"llke fingernails, He generally wears only a shorl 

red kilt and a .... idc lool lK'h. As part of his demonic naillre. he is naturally immune to all forms of heat 

and name. 

nlltur: Without doubt the most fascinating mystery (and "ell kept S<"Crel) "ithin the Courl is the 

idcntily(ies) of the Noldor t .... in$ Fealur. The Iruth: Ihey are l .... ins: one mole. the OIher female. 

Ho ... ·e\'er, lheir facial features arew similar that lhey can easil), pass for one anOther even ",ithout lhe 

use of illusion. "hile garbed in their fa"orite all ire: the shapeless flo"inl robe!; of the Darin 

Tesaralh. They ... ere seduted by Morgoth in their youth long ago. and such ""as their po ... ·er Ihal the), 

.... ere made his pages al Ihe COllrt of Anllband. for the Blad Enemy found their �imilaril)' amu�inl . 

BUI "hh Ihe death of the T",'o Trees (tlte male) Fealllr saw I.'vil for whal it "'ns and repented his 

misdeed<, offering his life to the Valar. And he died, his bod) passiug into Ihe Undying Lands 10 

stand "ithin the Mahana,ar: the Ring of Doom. There the Lords and Ladles of 'he Valar found 

mercy. S<"f'ing thai he "as truly repentant. and sramed him all the power� thDt had been his and Ihen 

some. !'reed. he was charg .... d b)' the Valar to return 10 Middle-earth to combat Ihe minion� of 

Morllolh. espel"ially Ilw Court and hi� own sister. This "'ould IK' his penan�c. Tht "ay of the siblings 

IS Ihis: each kno ... s the other's mind, and so is a"are of the olher's thoughls and actions in all thl11g�. 

!iO that they may carry OUI thcireharade. BUI (the male) Ftawr can no" clolld his thoul!ht� from his 

sister. "hilc erealing surface thoullhu to prnent her from becoming suspicious. Everyone in lhe 

Court be:lievcs that only Ihe Female F�alllr still li,·es. and thOI .she ",·ill occasionaly don ma�culine 

form as an amu�men1. And of courSt, she docs not e,'en kno .... of (the male\) manipulation of the 

Cards or his con"crsion, belie' ing that he merely escaped eaptufe by the Noldor. In appearance, the) 

are6'2M tall. "ith gold-blonde hair parted in Ihe middle and s ... ept back from the face. "om at neck 

length. Their skm is tanned. and lhelr e)'es of solden amber. 

l'a"fklmba: Quict of tcmpcrmem and cooly effident at her job 3S La)' HealCI. Va\'a.3mba is the 

surgeon of the Court. She is aloof from all of Ihe politics of Ardor. 3nd remallts at Angkirya unlns 

�nlled ronh. Hcr ultimate 10)'all)' is 10 (the male) Fcalur. and she "ould di$OlK'y e"�n the orders of 

Ardana if he countermanded Ihem. Onl)' she of :til the Coun i, a ... ·are of his eOIl"ersion and mi"ion 

from the Valar. or Noldor blood. �he stands 6'1" tall. "'ilh black hair S" .... pl 10 onc side. and dllrke�1 

brown e)·es. She ... ears �imple, pale blue robe:s, as b typical of her profc!oSiOI1. 

6.212 The Lords of Ardor: Powers 
Belo'" arc listed the Lords and Ladies of the Court of ,\rdor,and their \arious po"'er�. A fe" 

assllmptions whhin the charts: 

- All defensiH bonllws include any defensivc ,pell� the lord might Ita' e ca�t preparatory tocombat. 

as .... �II as shield bonuse�. 

_ Shield bonuscs for magical <hields are in addllion to an a\�umed + for Ihe �hldd ilsdf. 

-Also. St'eral of the Court member!. po�scssspel1 lists to a higher IC't'1 than a normal spell u'iCr of 

their profession �ould. II i< onl)' through their ori�nal as!t()dalion� "nh the Blad Enem' Ihm!iClf 

Ihal they gained Ihis abilit)" and only al grcal cO�L 

HIE LORDS OF DARKNESS: 

Ardana (The Lady) 

PROFESSION: 

LEVEL: 

Astrologer 

'" 
PERSONAL ST A TS 

H ITS: 

/>IELEE BONUS: 

MISSILE DON US: 

100 

+ 120 

+ 60  

ST: 

QU: 

EM: 

ARMOR TYPE: IH 15) Jor. chance total miss IN: 

SPELL BONUS: 

RACE: 

+ 20: Shockboh -+ 95: Starhand + 75 
Noldor 

PR: 

POWER POINTS: ( 1 6(b6) _ 960 

SPELL LISTS (and lc"c1 kno" n' 

All Base Astrologer \to 30thl 

Dark Channels (to 30th) 

Clerical: 

Wealher wa)'s \to lOth) 

Barrier Law (10 10th) 

MAGIC ITEMS 

Mentari�t: 

Solid Manipulalion Ito 30th) 

Cloo�il1g Ito 30th) 

Liquid Mampulation \to 20th) 

Ga� Manipulalion (10 20th) 

" CO: 

'" AG: 

" SO: 

100 RE: 

101 ME: 

" 
100 

99 
" 
97 

·Stepler of Ardor: t JO; 3' long "uh ebon), handle and mithril head; �Unholy" ... eapon: strikes 

as a mace: casts "Darkness" �OO· radius at "ill; t 20 to Shoc�bolt�; h hits. 

-Circlet : m;thril; ool11lnuous "Mirronnind": ,6 A\!Tologer PI' enhanctr: prot�t� head a, 8 hl·lm. 

·Ma_�'er Ardan Deck: �an �ut ill lor Ihlell 1111 011 all (llhl.'l inh:ra�lIon' ("�(etlt Ihe male I'calur', 

ilhd! Uif:/. 

·Surcoa,: black IJossamcr �""n "ith diamonds In a slarfidd: ·60 10 DB. 

·Cloak: black: in'i�ibilit)· at ""iII: pinned " ilh Ardor Cloa�pin. 



-Ring: mithril with black diamond; of Dark Channels, allows use of lisl 10 30th lC'vel.{lier 
fa\'orite sp(lIs arc Dark Blindinll and Absolulion Pure), 

PEItSQNAL API'EAItANCE 

EYES: Black SKIN: Pale 
HAIR: I:llack/very long DEMEANOIt: Solemn, impc'rious 

BUILD: Slender DRESS: IIolidnighl blue/as above 
HEIGlH: Y I l "  TRUE A TIITt.;DE: FanaTical 

Morthaur 

PROFESSION: Ma¥ician PERSONAL STATS 
LEVEL: "" 

lilTS: 120 

MELEE BONUS: + 1"" 

MISSILE BONUS: +10 

ARMOR TYPE: 2(-95) 
SPELL BONUS: '+ 20: Icebol! + 70: Lighlning Bol! + 70 

RACE; Noldor 
POWER POINTS: ( 1 20x5) _ 600 

SI'ELL LISTS laud kId �no"'IH 

All Base Magician 10 301h 

Virtually all OIher F�S<'nce lill', 

M,\GIC ITEMS 

·SJ)«ial Octagon brooch . ... ·ilh pO\.('r� al lhe louch of Ihe lael1 inlays: 
1 . In.bibilt) 10 I', up 10 hllnd. 
2, Long Door 300', I ,Ida)'. 
3. Hasle V. 1,/day, 
4, Dencl:lion� I l l ,  - 100 from 3 mi�,ile aHac��, 1,/day. 
5. Bladelurnin¥, one "'eapon - loo/round, 1,/day. 
6. Spc'1I Ran,in, ... ZOO'. I ,Ida). 
7, E.�nce Shlcld, h/da). 
8. 'I dcporl 10 Cnadel of Ardor, a� needed, 

-!kit: of blad m�al. mD�c� an) dOlllln¥ mIlliCan)' dcfens;'c (-60 DB) 
-D.:d of Ardan Card�: Ire \('�. 6,23. 

ST, 94 CO: 
QU: 1 00  AG: 
EM: 100 SO: 
IN: " RE: 
PR: 99 ME: 

·Broads ... urd: + 25: of lael1: fin'l kebol1 h/da): delilers cold critical on critkal imp.:lci . 
·LolIgbo ... : + 30: nonfurnblin�. 
.R;'I!!: gold ... ith large diamond: ,S esscnce po"er poinl�: continu;11 "Coldarmor". 

MISC. EQUIPMENT 

20 fine arrows wilh milhril tip� 
50 milhril pieces 
Gold collar 

PERSONAL APPEARANCE 

EYES: 
HAIR: 

HEALING HERBS 

10 Mirenna 
J Harfy 
I Oiolo�se 

SKIN: 
DEMEANOR: 

Darkly lannC'd 
Rude. sullcn 

9l 
99 
,. 

101 
99 

BUILD: 
HEIGHT: 

SIII'er 
Coal black 
AH'11,e 
6'4" 

DRESS: 
TRUE ATIITUDE: 

81ack lunk or robes, sllI'cr lrim 
Co"ard, cruel 

ValmorgUi (Tht' Magician) 
PROFESSION: 

LEVEL: 
HITS: 

SorcerCI 
J6 
120 

ST: 

OU :  
MELEE BONUS: 

MISSILE BONUS: 
... 18O(K)'nac)l + 160 fisl" macc 

·21 
EM: 
IN: 

ARMOR TYPE: 
SPEI I. 1l0NUS: 

RACE: 
I'OWER I'DINTS: 

11- 120) 
t 30: Fireboh +- 100 
Noldor 
(108_,6) _ 648 

SPEI I USTSland Incl kllo"n) 

All Hase Sorcerer 110 30th) 
Elil lla�e Es��ncc: 

Manel DI!iluptioll (10 251h) 
E\il Clerical: 

Pit: 

Es�n�e: 
Lofl� Bridge (to 20th) 
Spirit Ma�ler� (10 20th) 
Unbarring Ways (10 201h) 

Channeling: 

,. 
101 

100 
100 
100 

Dark Channe!\ Uo 301h) Barrier La'" (10 20thl 
Lofly Mmements (to 201h) 

MAGIC ITI:�IS 
·MaSler Octagon Pendant: laen mla)'� ea�t lhc fotlo .. mg spells al a touch: 

a. Hasle VIII t.,/day. 
b. Oenrelions III  I \/da). 
c. Uladeturnlnll lll l\/da). 
d. lteahng 10-100 h/d3). 
e, Pra)'er V 1�/day t + 25 10 01) and RR, la�b 10 rnds,) 
f. Inl j\ibllily al "ill. 10 I \/rnd. 
i, Siun Itelier III.  35 nccded, automatic. 
h, Telt:port to Call1fing (a� needed. aUlomalic). 
i. (celller Jc ... el) Opc'ns an) doO! in lhe Citadel of Ardor. 

-Ring: fold .... ith ruby, ,6 Sorcerer PP enhancer. 

CO: " 
AG: 99 
SD: 8l 
RE: " 
ME: 88 

·1 aen ArlllH:ial Arlll: fWIIl JII'i IIclu", the elbo ... . !)f rcd lacn, l-Ialld and 31111 arc full> fUIICII()l1al: 

n1:l�"1 hil1l ll1ll1llllle 11' fire: �a'I' I ild'nil 300' 1111 !ll/'>\ ada): and allo" , u" ' l)r I'p, to mulliJ)ly 
d:nnaJlc: tl;lIll'" un �uml1lalld: ,I rih" :I' a ma,e, dealin!!! a heal nill,'a! ,orre�ponding 10 an)' 
rq1UI:If: arm ,, ' Inllall� mdc,trllcl lhk and ,·an act a' a ,hlcld 10 parry melec :lIlac�'. 

-Robe\: black, nonen,·umbering. 
-Belt: bIDC� dragon\�U1. -40 to DB. 18 

-Long K�nac: Black Eog, +30 (eQuiv, +43 rapier): inhibits Es!OCnec 5pc'1I5 1101 evil in ori�in: 

E$sencc spells cast by none�il beings aimed al Val. musl make a RR \'5. 20tb lel"el Of "Fail". 
-Ardan Deck: R'(' sec. 6,23. 

HEALING HERBS 

15 Mirenna 
4 Telpc'rion 
2 Carneyar 
I Laurelin 

PERSONAL APPEARANCE 

EYES: Gre)'-blue 

HAIR: Golden blond/la)'aC'd 

8UILD: Mu�ular 
HEIGHT: 6'g� 

Mourfuin (The Lord Demon) 

PROFESSION: 
LEVEL: 

HITS: 

(Fighlcr)O 
1.'i0) 

300 

SKIN: 
DEMEANOR: 

DRESS: 
TRUE ATIITUDE: 

MELEE BONUS: + 300(�word)1 + 2S()(whip) 

MISSILE BONUS: 
ARMOR TYPE: 12(-60)·· 

SPELL BONUS: 
RACE: Greal Demon 

POWER POINTS: 

TannC'd 
Confident, impatienl 
Black robes or lunic 
Cruel 

PERSONAL STATS 
ST: 102 CO: 100 

QU: 96 AG: " 
EM: 60 SD: 80 
IN: " RE: 61\ 
I'R: 100 ME: 80 

"NOTE: Mourfuin, like Lesb-Y, is a Demon beyond lhe Pak, and so dOC'S nOI adhere 10 normal 
buman-Iypc' reslriclions and abllulC'$. HIS SlalS arc appro,,,nalions. I-Ie isablelOsummonatid 
control demons as on Ihe MOark Summons" E�iI Essen� lisl lO SOth k\'el, "'itb none ortlle 
ris�,. Hc is also able 10 use Ibe "Fire Law" list to 20tb ICI·d. 80lh are intrinsic and require 110 
po ... er points for him 10 uSC'. Hc alsoean 'immolalc' (burst inlO name) al "ill, causingall t� 
wllhin S r� of bim 10 suffer an MA � heal crilical el cry round (includinll lhO!;f: In melC'C,,"h 
bim). 

Usc Large Mon�ler critical hil Table 

MAGIC ITEMS 

-Sword: + 25 2-handed milhril: names on command, delil'erinl a heat critical samc as regular 
erilical deti\'ered 1M. u�es il I-handed). 

-Wbip: multilhonged: + 20: deli\er� sJa,h niticals. and if a nilical is gh·en. roll un "enLanglf" 
table. Also gil'C!S heal crilleal elcry round enLan¥lcd, 

PERSONAL APPEARANCE 

EYES: Black SKIN: Red (like oily leal her) 
HAIK: None DEI\IEANOR: Emolionles�. <inslc·minded 

BUILD: Very muscular DRESS: Black robe/none 
HEIGHT: 6'to 16" 



THHORIlS 01- FIRE: OF STAVES: 

.. (The Sorceress) 
PROFESSION: 

l.EVEl: 

Sorctres� 

JJ 
PERSONAL ST A TS 

IHTS: 

tlElFE YONUS: 

MISSILE BONUS: 
ARMOR TYPE: 

1 1 0  

+ 100 

+", 

1,-1 10) 

Wfll80NUS: 

RACE: 

f-20: fireball .. 125: lightning bolt 

Noldol 

ST: 68 
QU: 100 

EM: 99 
IN: 99 
I'R: 9J 

I'O� Ell: POINTS: (66�S) _ JJO 

SI'Ell l.ISTS (and le\'el �no" l1) 

Alt &� Son-trer (10 301h) 

Ib.� Magician �Fire La" � (10 301h) 

Channtlin,: 

Wtalhcr Wa}'s (to 20th) 

Barrier Law (10 IOrIl) 

MAGIC ITEMS 

EsS/:nct: 

In\";sibk Ways (10 10th) 

Lofly IIridge' (to 2Orh) 

Rapid Ways (10 100h) 

SlIkld MasTery (10 201M 
Unbarring Wa�'s (10 100h) 

Spirit fI.!aslery (10 201h) 

co: 87 

AG: 100 
SD: 85 

RE: 98 
ME: 95 

-Staff: Iley wood: + 30 10 all fire �pt'li a!lacks: "S Sorcertr PI' muhipliN; Absorb� all (Ilemies' 

E�5CnCt spells wilen htld fonll an.mt ( ... ill naml' on command: also rtllderilll holder im-

mune 10 firt and heal): al1o ... s frC'<: use of E$sence MFire La ... - lisl: btcOnlt"S a broads .... ord al 

will: .. 25: dear laen blade ... ·hkh can name, delil'erina a htal crilical in addilion 10 any OIhn 

gh·en. 

·Robes: flame colored: nonencumbering: of defense (-80 10 DB) 

·K)·'Hl'-: + 2S: red laen: throwing ... eapon . 

. "rdan Card Dtck : SC"e 5C"C. 6.23. 

MISC. EQUIPMENT 

JOOtIp in arms 
Plalinum n«klpce, sel ... ·i\h rubies 

Mllhril earrings, sel ... ilh rubies 

HEALING HERBS 

10 Mirenna 

I Tdperion 

2 Alduvar 

PERSONAL APPEARANCE 

EYES: 

HAIR: 

BUILD: 

HEIGHT: 

Valglin 

PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

Tawny amber 

Dark red, 10 shoulders 

Slender 

'" 

Thief 

2J 

100 

+ ISO 

+ 1 ) 0  
1(-100) 

Silvan Elf 

2J 

SPELL LISTS (and ICI'el kno .... n) 

Essrnce Lim: 

Unbarrin, Ways Ito Slh) 

Physkal Enhancemem (5th) 

MAGIC ITEMS 

SKIN: 

DEMEANOR: 

DRESS: 

Fair 

Aloof. haughty, Tlllhll'SS 

Flame robes .... ith black trim 

PERSONAL STATS 

ST: 89 
QU: 100 

EM: 81  

IN: 96 
I'll.: 79 

co: 93 
AG: ]01 

SD: 94 
RE: 99 
ME: 95 

-Belt: black leather .... ith several hooks and pcx;kets; provides an enhanced "Blur- on lIlenlal com

mand adding -25 10 AT; allow$ her to cast "Shado .... " 1 �/day, causing hl'r 1o be almOSI inl isble 

in dark areas. 

·lockpick Kil: (in belt) includes mall), delicate items "";Ih hooks . ... ires. eIC.: +10 10 piding 

most locks. 

·Sp«Iades: (in belt) gold fram�; opaque looking lensn; "'earer gains the ability to s(.'t' Ihrough up 

to 2' of ... ood or stone. I' of metal. Great for examining lock and IraI' mc:.:hanisms. Can onl� 

Ix' .... orn for a few minutes nl time (about S) .... ilhout causing severe. incapadtaling headaches. 
At lenst t ... ·o hours rest required oct .... een ... ·earings. About + SO to mOSI applicable lock/lrap 
operations. 

-Cloak: black. hooded: adds +-2' 10 hiding: easts im'isibiHt), on "'carer up to h/da),. 

·80015 of climbing: add +)010 climbing maneul· ... rs. 

-long K)'nac: + 25: red larn,{cquh . .. 40 rapierl: flames on command. delhering a heal crilical 

the same as each regular critical gl�'en. 

·Kynacs (4): + 10 (I'()uiv. w 10 rapier): black alloy: for Ihro .... ing; in shoulder scabbards. 

·Hudband: blnck leal her .... ith single largc clear gem: caSIS "Projecled Lighl" up 10 JxJday 

tgreat for .... orking in "cry dar� area.�). 

·Shkld: black alloy; + 20 to defense, 

·Ardln Card Dtck: !i«'SC'C. 6.23. 

MISC. EQUIPMENT 

2 Collapsible grappling hooks 

lO' of wire 

100' of �'ery strong. light rope 

Various lools 

Keys to Naurlindol 

HEALING HERBS 

10 MiTenna 

I Laurelin 

I Telpcrion 

3 Harfy 

2 Na1.a 

19 

POISONS 

(all in special one·dose packels. ready 10 appl), to kynacs) 

] UI-Acaana 

3 Acuna 

6 Klytun 

4 Jegga 

lO KI), 

PERTINENT ABILITIES: 

ADRENAL MANEUVERS: 

CLIMB: 

STALK/HIDE: 

LOCKS: 

TRAPS: 

+ 130 

+ 130 

+ 170 

+ 1"" 

PERCEPTION: +- 90 

AMBUSH: 

SPEED: 

LEAPING: 

LANDING: 

BALANCE: 

+ /-45 

. "  
+ ",  
+10 

+ "  

PERSONAL APPEARANCE 

EYES: SKIN: 

HAIR: 

Brown 

Brown 

Petite 

n" 

DEMEANOR: 

BUILD: 

HEIGHT: 

Lesh·Y 
PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

Alchemi�l· 

lO(SO) 
,,, 
+ 2S0 M.S./2OO Hands_ hammers 

+ 180 
I I{-SO)·· 

Demon 

(]OOx4) _ 400 

··Use Large Monster Critical Hil Table. 

SPELL LISTS (and level known) 

All Base Alchemical (to SOth) 

DRESS: 

Fair 

Cool, businesslike 

Black cOI'erali 

ST: 102 

QU: 99 
EM: 90 

IN: 80 
I'll.: 90 

CO: 100 

AG 100 

SO: SO 
RE: 90 
ME: 90 

·NOTE: Lesh-y, being a Demon Ikyond the Pale. is not a truc-Alchemist " H.,. has nl'ailnble to him 

all AI�'hcmical lislS from the realm of Esse nee 10 'Oth Ie'·et. bUI no other�. He also has fighting 

abilities surpassing mOSI humans, and is immune 10 heal and flame. If fighting .... ith his bare 

fists, Ihey strike as hammers. Also, his stats arc merely appro�imations of human slau. and 

should be interpreted loosel)" 

MAGIC ITEMS 

·Morning Slar: +30; blad iron; delivers an electricit), crilkal in addilion to and Ihe �ame as any 

regular critical. Lesh-Y uses il one·handed. 

-Hammer: + 20; mithril; Ihro ... · and return 1'0' .... ithout dislance penalty. 

-Belt: black dragonskin with man)' hooh and pockels; it carries a numocr of magical forging tool� 

... ilh "ariou! po ... ·ers (hammer, gloles,tongs. etc.) 

MISe. EQUIPMENT 

Se"eral mithril and laen keys. 

PERSONAL APPEARANCE 

EYES: Golden 

HAIR: None 

BUILD: 

H E IG l IT: 

Ver)' muscular 

7'2" 

UnsOi (The Harper) 

PROFESSION: 

LEVEL: 

HITS: 

r.1EI.EE AONUS: 

1I1ISSILE HONUS: 

AI{i\'10R TYPE: 

Bard 

27 
100 

+ 1 1 0  

+ 120 

1\-80) 

SKIN: 

DEMEANOR: 

DRESS: 

SPELL BONUS: 

RACE: 

+- 20: Shockboh + 80: Firebult +- 80 

Sindarin 

POWER POINTS: {SI,4] _ 324 

SPELL LlSTS (and !cl'el kno ... n) 

All Bard Base Lists \10 2S1h) 
Other Menlali�l: 

Brilliance (IO 10th) 
Cloaking (10 10th) 

Allack AI'oidance (to 10th) 

Dehing(IO ]Oth) 

Illusions (to 10th) 

MAGIC ITEMS 

Red (like leather) 

Mild (unless prol'oked) 

I.eopardskin kill. toolbelt 

PERSONAl STATS 

ST: 86 

QU: 100 

FM: 78 
IN: 93 

1'1{: 10] 

CO: 98 
AG: 99 
51): 90 
I{E: 82 

ME: 98 

·Lap Harp: dark .... ood: milhril fillings: x4 PI' enhancer; allo ... \ lI,e of "Sla)'ing Song" I 'Ida)': per

manently in tunc: 0plion or sikril ... pell casting. 

-Long Kynac: + 25 (equi�. + 40 rapi .. r): red laen: flame\ on ,'omrnllnd, al� Illing a heal nilkal 

same u an)' regular critical gilen: fire\ a -Fireboll": 3\ hll�: 3\ pel da). 



-Cloak: Eivell ilrey; + .10 to hidilll, 

-Boots: allow silelll walkioa; -+ 30 m climbillg, 
-Lock pick: + 10 to most locks, 

-Longbow: + 30. 

-Earrings: gold with a ruby in tach, olle of""hich is an earplug whkh Ullderstands and translates any 

languaSe, (E�lremely inLelligent). 

-Ardao Card IXck 

-RinS: sold with rub)', provides immunity 10 all heal and flame. 

MISC. EQUIPIo-H!NT 

Some Sold j�'elr)' 

HEALING HERBS 

Ke�'s 10 Naurliodol \'ault 

120 gp in gold and Sems 

PERTINENT ABILITIES: 

CLIMB: 

\0 Mirenna 

I Nan 

2 Harfy 

STALKIHIDE: 

+ 100 

+ 100 

+50 

+ 30 

LOCKS: 

PERCEPTION: 

ADRENAL MANEUVERS: 

PERSONAL APPEARANCE 

EYES: mueh'iolct 

HAIR: Blondc 

AMRUSH: + /-8 

SPEED: 

LANDING: 

BALANCE: 

+50 

+ SO 

+ SO 

SKIN: 

DEMEANOR: 

Tanned 

Outgoing; (seductive) 

RUlLO: Voluptuous DRESS: Varies depcodin, 011 situalion 

HEIGHT: ... TRUE AlTITUDE: 

THE LORDS OF WATER; OF HELMS: 

Gorlhaur (The High Pries!) 

PROFESSION: Clerk 

Usuall)' cool and impassivc 

LEVEL: H P E R S O N A L  STATS 

HITS: L2� ST, 98 CO: " 
MELEE BONUS: + 130 QU: 100 AG: 100 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

1�(-IOO/12� with "Alkan 

+ 20: Shockbol1 +9�; Lighlllillg Call + 7 �  

Noldor 

(IOh6) _ 630 

EM: 

IN: 

PR: 

SPELL LISTS (aod le\d known) 

Clerical Ila.st' Lisls: Olher Channeling Lisls: 

89 SO: 

101 RE: 

100 ME: 

Sum mOilS (10 301h) 

Communal Wa}'� (10 )OIh) 

Lire Mastery 110 301h) 

PrOlrclions tlO 2OIh) 

Weal her Wa)'s (to 30th) MSlormcall" 

LighL's Wa)' (to )Olh) "Lightning Call� 

Barrier Law (10 20th) 

E"il Base Channeling I i�ts: 

Dark Channels (to 301h)· 

Dark Lore (10 10lh) 

Curses 110 301h) 

Lofly MO"emtnts (10 201h) 

LocaLing Ways (to 20th) 

• As �Blad, Channcl� III" front thiS lI\t Go •. ca�ts the MWralh ofGonhaurM (a 'linger of death'); 90' 

rallge, ·3010 I IClnn'� R 11., all "'alcr 1\ m�tallll) e"aporatoo from targ�'� body . lea' ing a )prinklinlof 

po""der and a plume of <team, He IIIuall)' cmplo)'s thiS on uncoopcrllLhe lIarlldrim of fIIliima�all, 

"'hile he I� actlllJ a� AmarI!, 

i--IAGIC ITEMS 

·Rod of Umaran : ]' lOll!!. rod of ebony "nh sold lill ings and head: slri�o as a mace + 30, "of 

Sla�ntg" Hood prk\II (larget mUI! make 11 N R n, 201h It'Icl or dicCI'cr) lirne crilical impad is 

dehn'red). ,\1'0 delivcf' an da:tricilY nincal �arne �< re�ular nitkal in lllelee, altd funcLions 

a' an "Ut\hol�'" "capon, Io-luhiplie� ran!!!' of Weather Way< ,(X'IIS x 10. and "Lightning Call" 

\tri�e, ar;,' �5 dama!!c, 
-Armor: blue l�'athN: l'fOL�":',' a, AT 1 �(·20): encumber� a� AT 6 

-Shidd: blu,' Laclt '" nh lwld fIIn: helm emblem etched on face: "l'igh tk's :  ... 2S 10 ddcn.e: alw acts 

Oil a (oruinu()uI "Spell Shield 'rruc" ( " 3010 G'<. RR: ·30 to alla.:h',\ Elemental SIX'II Altad

all rronlal onl) I 

-Collar: gold, Ca\l� "Rell,lrnlllgR and "RereturninS" h/da) each on ""earer. 
-Ardan Card D«� 

-RlIIg: gold "'ith !kIphlrre: �6 F"II Clencal PI' enhanccr: "" II sla� all) 1I0n-e,-il being ",ho puIs it on, 
alld fail\ a RR ,<, a 201h lelel channeling, 

Io-IISC. EQUIPfIIlFNT 

Key\ to Aurax·I>Or 

20 mithTiI pIece. 

PERSO'IMI ,\I'I'Fl\k,\Nl l· 

EYES: 

I-lAI R: 

B U I L D :  

l I E I G I- I T :  

S K I N :  

nH,lI'ANOR: 

DkFSS: 

HEALING HERBS 

12 Mirenna 

I Carneyar 

1 Anserke 

Grl't"lI·bluc 

Dark bro"n/bo"j �'ut 

!\ledium 
6'/1" 
Tanned 

Cold, dispa"iollalc, cruel 

IIluc fOb..-� 

89 

82 

" 

20 

Camring 

PROFESSION: 

LEVEL: 

Healer 

J4 PERSONAL STATS 

HITS: 160 ST: 9l CO: 101 
MELEE BONUS: 

MISSILE BONUS: 

+ 14O(parry ooly)· 
(-2S) 

ARMOR TYPE: 

SPELL BONUS: 

1(-8�/32� bladelurnl2H parry)' 

+20 

RACE: Noldor 
POWER POINTS: ( I Oh5) _ 510 

SPELL LISTS (and len!1 kno"'n) 

All Ba� Healer (10 30th) 
Channeling: 

Concussion's Ways (to 20th) 

Calm Spirils (10 201h) 

Nn"e La",' (10 251h) 

Musek Law (to 25th) 

MAGIC ITEtl-IS 

Orlan Law (LO 25th) 

Bone Law (10 25th) 

Blood La",' (10 2�th) 

Purilicalion (to 10th) 

QU: 99 AG: 98 

EM: 99 SO: " 
IN: 101 RE: 67 
PR: 97 ME: 98 

,Sword of Dcfen.st': gold alloy with largc >'cllow topaz ill POI1Hllc1: ctlhances wielder's dcfensi\'e add 

by + 30 and ""ill dancc al full parry to defcnd hint if he should be knocked I,Inconcious (or 
dead), 

-Hcadband or Defense: gold wilh yellow saphirres acts as a helm allows underwater breathing. 
-Shield: yellow laen wilh gold rim: helm s�'mbol etched in laen: opt ion of "8Iadeturn" or MDcnec· 

tionsH once per round (subtracts 100 rrom olle melee or missile allad: rcspn:ti\'ely); of + 20 
Quality; acts as a MSpcll Shield" subtraCling 20 from frontal directed spdl allacks, or mor� if 

used to 'parry' '" jth spell bonus. 

·Pendant of Lirana: large 2" diameter nat topaz in sold sening with gold chain; allows canins of 
"UfekecpingM thus pro-enling larsct from dealh (if casl within, 12 rounds of killing bio'to): 
target's soul is held within Ihe pendant until lhe body is ready to rrcei\'e it again; body isabo 

preserved until repaired, Only one soul may be so held al a time. and Cam. must touch himto 

enact lhe transfer, Pendant also allow5 Cam. to chanllel any cJcrical healina spell nO! in.-OO-· 

ing an 'operalion' up to 100' away, (CannOt channel Sase Healer spells). 

-Ring: ),ellow saphirre in gold; lI5 Healer 1'1' mulliplier; allo""5 Cam. to admilliSICf an)' herb"ilboal 

Ihe usual preparation (no need 10 boil, brew, etc,): also is the locat ion device used bYIMOlIIIr 

Court members wilh magic items thaI teleport them 10 Cam, in an emergency. 

·Cloak: fuJI length; hooded. brown; of iovisibitity (at will up 10 III per rOUlld): allo""5 JOO'-Lort, 
Door" 3x/day, 

-Sandals: gold: of waler running, at will, 

MISe. EQUIPMENT 

20 liP 
Keys 10 Aurax-Diir 

PERSONAL APPEARANCE 

EYES: lirown 

HAIR: Dark Brown 
BUILD: Muscular 

HEIGHT: 6'.H 

HEALING HERBS 

4() Mirenlla 

• Carneyar 

2 Arduvar 

8 Anserke 

2 Laurelin 

SKIN: 

DEMEANOR: 

DRESS: 

TRUE AlTITUDE: 

Darkly tallned 

Cool, impaSSl-'e 

White wrap tunic and,

Sensitive, empathic 

• NOTE: Camring ""ill nOI auack an oppenem: indCC'd, e,en in combat he ,,-ill nO{ strikebad.rIIooI

ing in$lead 10 parT)' until somronedse deals ""ilh his for - unless lie can subdue him, orltrl 

sameho"" enraged (a rare c"eml, 

Taurdax 

PROFESSION: Animisl 

LEVEL: 1 I  PERSONAL STATS 

HITS: 1 30 

MELEE BONUS: + 120 

.... ISSILE BONUS: + 140 

ARMOR TYPE: 1 (-80/1 80)· 
SPELL BONUS: +20 

RACE: Silldarin El f 

POWER POINTS: (93)(5) '" 46� 

SPELL LISTS (and level known) 

Animis!: (all 10th) 

ST: 80 CO 
QU: 101 AG' 

E .... : " SO 

IN: 100 RE: 
I'R: " ME: 

Other Clerical: 
Nalure's MO" ement 

Plant Mastny 

Nall,lre's Lort 

Nature's Prolrction 

E"il Clerical (all 2OtIl) 

Dark Challnds (to 25th MAbsolulionM a fa"orile) 

Curses 

Wfatl!cr Wa)'s (to lOt.) 
Barrier LI" (to 2OIb) 

PurineliLlon (10 lOth) 

Calm Spirits (10 2OIb) 
S)'mbohe YOII)'S (10 »It) 

Disease 

MAGIC ITEMS 

-Stole of Defense: full length bro,,'n 'ool('d leMther: eorllinUOIl) + 2� to OR and RR 

.RinSof Trecrorm: car-'oo jade, al1ow� Ihe wcarer to I 

�oil indefinitel) (musl tum outdoor� and in a �uilabk �hm3It) 

C\'cms about him, 

-Composite Uo"": + )0, 

-Ten arrows: poisoncd wilh Carncgunh, 

·Sccptcr of Windmastery: + 20: of mithril, ""ith leak and eoony lIundk and 1,,1a)'J: 
mastery"' (151h le"e1 slX'lI) :u "'ill at no co-;I, 

-Helm: of mithril; bttome< milhril circlel: ,x� Animi<l ";;'::;:':;;;";':,�;'.:,' ;;:::,:'��� 
or an� gas without harm and lee under"'a!er as if through I 



·11001': allo ... , "fal<." 10 "al� Of fUn on "aICf. 

·Kra,trl "l· looltd leal her: uf "O,�aflL" TUTOIOJ! Truc" : aU ofl!aflL<' alla,�' larro,,�, "ood handltd 

,,('a[ltln') ;m: al ·100 " .  Taurda\. C"onI1l1uou,. 

·Mllan (><:-..�: \c<."" <,(""1;. 6.23. 

MISC. EQUIPMENT 

((ey� 10 Taurang 

2� mllhril pil�es 

POISONS 

'Olle' e\ctpi on arrow� 

PI'KSONAL APPEARANCE 

EYES: 

HAIR: 

BUILD: 

HEIGHT: 

Green 

Brown 

A\tragt 

6T' 

Khclekar (The Sl'holar) 
!'ROi-ESSION: 

LEVEL: 

HITS: 

" ELEI:. HONUS: 

'llSSILE BONUS: 

"" 
)) 
80 

+ 1 1 0  

+10 

HEALING HERBS 

20 Milcnna 

2 Tel(Xrion 

"' ,\rdu_ar 

I Laurdin 

SKIN: 

DEMEANOR: 

DRESS: 

TRUE ATTITUDE: 

Fair 

Warm. sincere 

FOrtSI gr�n tunic and pams 

Impanl\e 

PERSONAL STATS 

ST: " CO: .. 
QU: 100 AG: 96 

ARMOR TYPE: 

SPI-I.L 1l0NUS: 

1(·8'118'1': 30"- chanct> 10lal miss 

+ 20: Shodboh + 8 �  
E M :  

IN: 
61 SO: " 
89 RE: 101 

RACE: 

!'OWER POINTS: 
Noldor 

(99x5) • 495 
PR: 100 1\IE: 98 

"NOTE: Kd.'s DB is an addllional -100 if he caSIS "DladcluTO� or �[knttlions"(a likdy possibility). 

SI'ELL LISTS (and It\'d known) 

AlI lla\C."" Seer 110 301h) 

Olher Menlalis!: 

llrillianct (10 25111) 

Cloaking (10 301h) 

Attack A\oidanct (10 20th) 

E�il Base Menlalisl 

Mind Dc:alh (IO 20th) 

MAGIC" m'MS 

Mind's I)oor (10 251h) 

Mind MaSlery (10 301h) 
Movement llo 20th) 

Sense 1\'laslcry (10 20th) 

·Circlel: milhril: x, 1'1' ellh:U1,'Cr: prolecl� head as a helm; also provides conlilluoll� '(\lirrormind" 

jreneets menial al1acb ba�� oll l'asler) 
·!lol!c\: blac� !like Ihose of the Darin Tesaralhl, ,()Iuminous, nonen�\llI1bcting: ea�1 enhanctd 

�Blur� al '1·llI j·30 m 1)1i). alS() add "'30 I() hiding. 
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-Short Sword: + 30; black alloy. saphirrc i n  pommcl: �Of Siaying� Elves (worn concealed under 

robes). 

·Krnac: + JO (cquiv. rapier. for Ihro"'ing) idenlical malerials as Short Sword. can be Ihrown 100' 
"ilhoui dislanCt (Xnalty: rClurns via Long Door: also kepi under robes bUI easily accessiblc. 

-Rinll: plain milhril: rcsemblcs Darin Tesaralh rins: when held forth it rctl,irns all 1i,htning/shock 

boh allack! on castcr; also provides 100ai prOI�lion from natural lighlnin, and othcr 

liShl/cleClricilY damage. 

·Ardall Card Deck: S� Stt. 6.23. 
-5:lnd31\: of "alnrunninJ! al "III. 

MISC. EQUIPMENT 

Keys 10 Taurang 

10 mithril pieces 

POISONS 

3 Galenaana 

5 KI)'lun 

HEALING HERBS 

10 Mircnna 

4 Harry 
I Winc1amil 

10 Gori 

I Nua 

10 Penran01h (and a needle 10 injttt it into " rCSlraintd targ�ts-) 

2 Shardu_aak 

PERTINENT ABILITIES: 

STALK/HIDE: 

PERCEPTION: 

A�18USH: 

PERSONAl- APPEARANCE 

EYES: Pale grey 

+60 

+'0 

+/·10 

SKIN: Fair 

HAIR: Silver-whilc/short DEMEANOR: Wry. sarcastic. eondeKending 

BUILD: Very slendcr DRESS: Hooded black voluminous robes 

HEIGHT: 6'10" TRUE ATTITUDE: 

THE LORDS OF EARTH; OF ORBS: 

(lhe remall') Fi;'atur (The lIIusinnisl) 

PROFESSION: 

l EVEL: 

Mystic 

II 

100 

(loyal to Taurcla�) 

PERSONAL STATS 

ST: " CO: .. HITS: 

{\( EI E E  BONUS: + 13' 
+ l i S  

QU: 100 AG: 1 00  
MISSILE BONUS: 

ARMOR TYPE: 

SPEll. UONUS: 
RACE: 

POWER POINTS: 

1(-105) .5O". I01al miss 

... 20: Fireboll + 95 

Noldor 

( l Oh') _ SlS 

Etool: 

IN: 

PR: 

SPELL LISTS (and levcl kilO" n) 

All Uase Myslic (10 30th) Othcr Essenec: 

Olher Mentalisl: 

Telekinesis (to 20th) 

Sense Ma�lcry (IO 20th) 

Evil Mcntalisl: 

Mind Death (to 20th) 

Mind Disease (to 20th) 

MAGIC ITEMS 

Lofly Bridgc (10 20th) 

Unbarring Ways (10 201h) 

Rapill Wa>" (10 20th) 

99 SO: " 
86 RE: .. 

101 ME: 99 

-Pendant: sold chain with suspcndtd eryslal orb 1- in diamCler. Allows free usc of Mentaiisl 

"Briliiancc" 1isl \0 301h level: �, Myslic PI' Enhancer: creates enhanced "Rlur" al will (-3010 
Dl:l). 

-Robes: Darin Tesaralh desilln (full, "owing, hooded, black), non·encumberinll: ... 10 10 AT: ... .ro 
10 hidinll in dark areas; also CastS invisibility up to I x/rnd. 

-KynaCl (3): + IS: green tinted sleel: Irealed .... ilh Jcuarukh: in scabbards ready lodraw and Ihrow. 

·Lons Kynae: + 2S (cquil'. + 4() rapil'f) sr�n lacn blade "'ilh leal her and lIold hilts. 

-Headband: golden cord; prOlects head as a lIelm: adds + 20 to RRs \"S. mental a11acks. 

-Kinll: Darin Tcsaratll membership; plain mitllril. Will kill anyone trying 10 wear it (unless Ihey resisl 

a 30th level Mind Destruction) hut tile one D11L1ned 10 il. 

-Ring: gold witll emerald: creatcs and enllanced "Shic!d" rSpc:1I Shidd� al will. adding JO 10 DB and 
20 to RR� (frontal only). 

MISC. EQUIPMENT 

Keys 10 Angkirya 

PERTINENT Aijll.ITIES: 

STAl.K/ HIDE: 

PERCEPTION: 

AMBUSH: 

PERSONAL APPEARANCE 

I:.YES: 

HAIR: 

BUILD: 

Gold Amber 

Blonlle/layercd/to i\<�k 
Slf.'llder 

HI:.IGHT: 6'2" 

HEALING HERBS 

20 Mirenna 

I LaureHn 

+ 100 

.", 

+ 1- 20 

SKIN: 

DEMFANOR: 

DRESS: 

Tanned 
Arroganl, pl'!ulan! 

UID,'� rot>rs 



Arduval 

PROFESSION: 

LEVEL: 

HITS: 

�IELEE BONUS: 

MISSILE BOLUS: 

ARMOR TYPE: 

Astrologer 

" 

120 

+ 120 

> I'" 

1(-120) 

SPELL BONUS: 

RACE: 

+ 20: Shockboll + 70 

oldor 

POWER POINTS: 1 ' 12:0;4) _ 448 

SPELL LISTS (and level known) 

All base ASlrologer to 30th 

Channelins: 

Barritr La .... (to 10th) 

MAGIC ITEMS 

Mentalist: 

Telekinesis (to 10th) 

Mo,'('ment (to 10th) 

Mind's door (to 10th) 

Cloaking (10 10th) 

PE RSONA L ST ATS 

ST: 86 

QU: 99 
EM: 89 

IN: 100 

PR: 102 

co: 98 
AG: 97 

SO: 9S 

RE: 98 
ME: 97 

-Belt: silver links; creates a defensive shield .... hich aelS 10 deflecl all al1ach ( +  40 to DB). 

-Pentagram pendant: 1" erystal orb on mithril chain; x4 Astroloser po .... er point multiplier; free uS(' 

of Menlalist "Bril1iancc� list to 30th Ie"el; enhanced "Aura" on command (-30 to DB) 

-Ring: Amethyst in milhril; tdcports \'I'earcr to Mcnelcarca safely, from any .... here (usual minimum 

one round reQuired to caSt). 

-Headband: mithril; protecl5 "'earer's head as a helm, 

-Bracelet: mithril: dclicatelyensrallcd: creates a shimmering. transparent shield in front of \'I'earer at 

need, sublracling 30 from all allack spell rolls, more if Ardiillal oplS to 'parry', 

-Dauer: + H; blue laen with mithril edge; can be thrown up 10 100' ,,-ith no sublraction, and .... iII 

return Ilia Long Door: .... ill deli"er an elecnicilycrilical of the same sellerity ali designated crit

cal of impat"t, Ihree limes per day, 

-Deck of Ardan Cards. 

-Cloak: hooded and full lenglh: casls in,·isibility on Ihe wearer at his command, up 10 once per 

round; .... iII also chanae color on command. 

MISC. EQUIPMENT 

Keys 10 the Vaults in Menelearca 

Ten mithril pieces 

PERSONAL APPEARANCE 

EYES: 

HAIR: 

BU[LO: 

Dlue 

Curly brown 

Slender 

HEALING HERBS 

-10 Mirenna 

-I Telperion 

-2 Ardullar 

SK[N: Tanned 

DEMEANOR: 

DRESS: 

HEIGHT: 6'S" TRUE ATfITUDE: 

Pleasant, charming 

Simple short toga 

Condescending, egotistical 

Yavekamba 

PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

Lay Healer 

27 

80 

. 100 

1{-IOSI20S: Deflcctions) 

+ 20: Shockbolt + 8S 

Noldor 

(8Il1S) • 40S 

SPELL LISTS (Ind le"cI known) 

All BaS(' Lay Healer (to 2Sth) 

Other Mentalist: 

Damagt Rnistance {io 20th) 

Self Healing (to 20th) 

Mind's Door (10 20th) 

Movement (to 20th) 

MAGIC ITEMS 

PERSONAL STATS 

ST: 82 

QU: 100 

EM: 94 
IN: 93 

PR: 100 

Mind Mastery (to 20th) 

SOlid Manipulalion (to 20th) 

Speed (to 20th) 

Gas Manipulalion (to 20th) 

Liquid Manipulation (10 20th) 

CO: 98 
AG: 100 

SO: 99 
RE: 87 
ME: 94 

-Pendant: gold chain with I" diameter crystal orb; liS PP enhancer (Mentalsim): free use of the 

"Brilliance" tist 10 23th level: "ll1ur" (special. -30 to DB) al will. 

-Surgical Kit: extremely sophisticaled and elaborale (mithril scalpels, lIery wcll-madt inS1Tuments 

wilh mlgical qualilin): hal lies operalion and reco"ery lime, and in lhe hands ofa skilled Lay 

Healer, n:co\'ery is always complete, 

-Cloak: dark blue. "cry full and hooded: casts in,-isibility on wearer up to IlI/rnd: also casu �In_ 

visibilily to 10' K lx/day, to allow Yave. to make herself and her palient invisible. 

-Shicld: green laen; + 2S to defense: casts "IknCClions /I" up to 3x/day HOO 10 t .... o missile 

auach/rnd, 

-Long Kynac: + 20; gold alloy. 

-Rina: mithril with emerald: castS "Numbinll" at .... ill; also regeneratn 2 hitslrnd in conlact ,,-ilh 

tarlel . 

-Cup: small, of milhril; .... hen filled wilh .... aler il "Brews"(or boils. etc.)any herb plaC1:d in it instam

ly, Ihus eliminaling preparation_ 

MISC. EQUIPMENT 

Keys 10 Angkirya 

20 milhril pieces 

HEALING HERBS 

Assume Yalle. 10 have. in lI11rious pouches. al Icast one dose of ellery healing herb on the listS in 

S<'C. 8. I .  multiple doses of Lifekccping herbs, Mirenna. lIarious poison antidotes, 

PERSONAL APPEARANCE 

EYES: 

HAIR: 

BUILD: 

HEIGHT: 

Dark brown 

lJIock/long/swept back 

Slender 

6'1" 

SKIN: 

DEMEANOR: 

ORES<;: 

TRUE ATfITUDE: 

Pale 

Cool. efficient 

Blue robes/tunic and pants 

Controlled 
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THE LORDS 01" AIR: OF SWORDS: 

Valkrist (The Lord of Arms) 
PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

AR""OR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

MAGIC ITEMS 

Fighler 

Jl 
180 

+ 2601230 

. 100 
2O(-Jl�) 

Half Noldor Elf/U:alf Edain 

PERSONAL STATS 

ST: 102 CO: 

QU: 100 AG: 

EM: 89 SO: 

IN: 8) RE: 

PR: 96 ME: 

100 

101 

85 
78 

64 

-S\'I'ord of Ilk iran: + 30 clear laen with mithril hill: of changinll. eilher I,H sword (10 1st melee 

bonus) or 2-H Broadsword and melcc bon liS): of cold, delil'er5 a cold critical hit of same 

severity as critical indicated on \'I'capon table, in addition 10 regular nil.; fires a Slream of cold 

(as "Icc Boh", with a + SO add on Ihe tablc) ]x per day. dealing 4.� the hits indic31ed. and ap. 

propriate critical. 

-Armor: mithril plate. AT is 20(-30). but only encumbers as AT IS: also subtract 30 from all spell at-

tacks. due 10 the magical resistance of the mithrii. 

-Composilc Bow: + 30. 

·Cloak: blue wilh grey lining; allo .... s wearer to ny at IS0'Jrnd al will, 

·Surcoal: of shimmcring transparent malerial; of elementlll defenS(': continuous Lillhtning, Fir�, 

and Coldarmor (total protection from lighl and lightning, hCllt, and cold: also subtracts 20 

from spell attacks of that nature). 

-Shield: clear l:aen \'I'ith milhril rim; weightless; noaling fr«, it is mentall)' controlled Ihrough a 

mithril and laen ring worn by Valkrisl. Thus, the shield may be used in conjunClion with a 

2-handed weapon, Of + 20 to defense; will aCI to " lknect" one mis§ile attack/rnd ,,'i!hout 

distraction 10 Valkrist. 

-Ardan Card Deck: see S<'C. 6.21. 

-Wrist Guard: bluish st«l: casts �Hastc X" on Valkrist up to h/day, 

MISe. EQUIPMENT 

300 gp in gems 

HEALING HERBS 

PERTINENT ABILITIES: 

PERCEPTION: 

ADRENAL MANEUVERS: 

SPEED: 

20 Mirenna 

2 Na7.a 

2 Ardullaar 

S Harfy 

2 Carncyar 

.70 

LEAPING: +80 

LANDING: 

STRENGTH: 

BALANCE: 

PERSONAL APPEARANCE 

EYES: 

HAIR: 

BUILD: 

HEIGHT: 

Blue 

Dark bro"-n, curly 

lIery muscular 

6'10" 

SOlherok (The Messenger) 

PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS 

RACE: 

POWF.R POINTS: 

MAGIC ITEMS 

Fighler 

16 

". 
+210 

+200/ + 2 1 0  

17(-100) 

Sindarin 

>70 

+80 

.,, 

SKIN: 

OEJI,IEANOR: 

I)RESS: 

-Armor: mithril ellain AT 17(-20): -2010 all �P<'11 attacks. 

Fair (rudd)') 

Calm, ellen-tempered 

Court uniform 

PERSONAL STATS 

ST: 99 CO: 100 
OU: 101 AG: 101 
EM: 46 SD: " 

IN: 87 RE: 91 
PR: 99 ME: 9.t 

·Broadsword: + 20: m'thril: delillers an eleetricilY critical of same se'erity :as regular cmical:IJlft 

�AM clcc. ctlt. when OPPOI1CUl successfully parries with a metal weapon. If weapon iillOl

magical or nOl superior, it may be destroyed lJOI:, eh:anee (':aeh Sirike); bladegJo ... 'S "hctt 
"'ieldcd and gives off sparks and a crackling noise. 

·Crossbo .... : + 20; aUlomalic reload t"'ery round; 2..: H. cros�bow range: 2..: damage. 

·Crossbo .... 80lls ((i"e): + 10; lacn; deli�er an clt'Ctricily critical in addition to re8ular QIIC. Onrw 
for Elec. crit. each bolt. 

-Lord Falcon Ring. 

-Belt: landing nue; also lellilates lx/day_ 

-SurC03l: continuous fire, cold, lightning armor (total protcelion from lightning, fire,cold,and -:I 

,'s, such spells), 

-Mitllril Shield: + 20 to defense (in addition to regular + 2S 5hield subtraction). 

-Ring: milhril; easls "Haste V" lx/day, 

-Ardan Card Oed: sec !iCC. 6.23. 

MISe. EQUIPMENT 

Keys 10 Tirgoroth 

""lithril 5wd Earring: left car, diamond set. 

M mithril picces 

ADRENAL MANEUVERS: 

LEAPING: 

LANDING; 

STRENGTH: 

8ALANCE: 

IIEALING HERBS 

20 Mirenna 

1 Telperion 

) Arduvaar 

". 
.5O 
.60 

. 60  



PERTINENT ABILITIES: 

CUM": 

I'l;RSONAL APPEARANCE 

EYES: Hazel 

HAIR: 

BUILD: 

Sandy/collar knglh 

Muscular 

HEIGHT: 6'4" 

Clmbragol (The Monk) 

PROI'ESSION: 
U:.VEL: 

HITS: 

\IElI:.E IKJNUS: 

MISSIU:.1I0NUS: 

Monk 

II 

110 

.. 16(l; h hilS· 

+- 220 

SKIN: 

DEMEANOR: 

DRESS: 

ARMOR TYPE: 

SPELL IJONUS: 

1(·1 j"205 II hen using "Dodging") 

. 20  

RACE: Noldor 

POWER I'OINTS: (70�3) "' 210 

Fair 

U,hlheanC'd, diplomatic 

Sui! of S"'ords Unirorm 

PERSONAL STATS 

ST: 100 CO: 99 
QU: 101 AG: 100 

EM: 99 SO: 99 
IN: 89 RE; "' 
PR; 1<>1 !'lIE: 91 

'ClIDbra,ol has masler«l the hlghest le\els of e;\peni� in both bask realms of unarmed �'ombal 

(·�li�C1�. and MS"-C'CpS and thro .... sM). and he Ilains h hits .... hlle using Ihe Mon� spell 

"S!rcn,th IW. 

SPEll LISTS (and IC\'el known) 

AU Monk Ba.IC llSIS (to 30th) 

Othn Essence-: 

Eutnct Hand (to 10th) 

b�11tt PCIce-plions \10 10th) 

Unbarrtnll Ways (10 10th) 

\IAQICIT[\IS 

8!KmofOekdanon: four (2 ankle and 2 .. nSI) bandsof lold SCI .. ilh IIlla)'sof jad .. , blue and greeR 

luns; +3010 lhe follollin8: 

111 Stll�e�. � .. e-eps and thlOlIS. all l11aneuvers. defense (induding mi��iles), all resiSlance lOlls 

'$. spell allaeks, Thty allo'" Camb. to pall)' all OleiC'\' and mis�ilc 3uacks .. ilh equal ea�. 

�'IIIC: + 2�equl\. + 40 rapier): blue laen: can � lhro"'n up 10 200' ... ;th no distance subtraction. 

alld MLong OoorM back to Cambragol instantly. 

Monk's tume and panl5: IIfey �ilky m3terial: will change color on weartr'� mental command. adds 

+ 30 to hiding bonus, 

Hndband: lold: Inlricattl) p3.lIern«l: protC('u ... tarer'S head as a htlm: alw a d I'P enhancer. 

R..oc full len,th ... nlt sl",'n (mon� combat robe): non·encumbering: blac�. but ... ill chalille eolol 

al a menIal command lih the tunic/pants (non·cumulative for hiding): "ill lurn Carnb. in

"i�ib1e up 10 once �r roulld. 

BcI1: "'Ill nSl MFI) 'SO?rndM 3;\/d3Y: alw "tanding TrueM as necd«l, 

�Iacf: plain lold; ... iII automatically cast "Ufe�",pingH on e. ifhc b dealt a mortal blo ... 

"Idan Cald Oed. 23 

MISe. EQUIPMENT 

$eleral tacn and milhril �eY5 (10 Mirisgloth) 

500 liP in lIem� 

Gold signel ring: II ith a "D" (Dekdarion) ctch�'d in the blue laen face. 

Stud earring: gold "';lh saphire M't. 

HEALING HERBS 

20 Mirenna 

3 Carneyar ISpC('ially pre·boiled in pouches) 

5 Half) 

2 Arduvaal 

lO Gon 

PERTINENT ABILITIES: 

ADRENAL MANEUVERS: 

cLI�m: +80 

STALKlI-lmE: + 100 

PERCEPTION: +40 

AI"1BUSH: + / - 1 5  

LEAI>ING: + 100 

I.ANDlNG: + 100 

BALANCE: + 100 

PERSONAL AI>I>EARANCI: 

EYES: Blue SKIN: 

HAIR: Hlond. �'urly DEMEANOR: 

Tanned 

Cold, erucl, t.l!OIi'lical 
BUltD: MU!.Cular DRESS: Grey ( ... h;lc or blac�) lunie/pants 

HEIGHT: 6'6-

Persuvious 

PROFESSION: Rogue 

LEVEL: " 
1-1 ITS: I'" 

MELEE 80NUS: + 1 80/ + 1 40 

MISSILE BONUS: + 2110 

ARMOR TYPE: IS(·120/S0)" 

SPELL BONUS: 

RACE: Noldol 

POWER POINTS: " 

SPELL LISTS (and le, .. 1 �no"n) 

ESM'ncc: 

Unbarring Wa)'1 lto 5th ) 

Phy�ical Enhan�ement (Slhl 

MAGIC ITEMS 

I'FRSONAI STATS 

ST; 1 0 1  CO: 99 

OU: 101 AG: 100 

E\I: 78 SO: 96 
IN: .. RF: " 
I'R: % \11': 89 

·Long K)nac: • 10 Mithril Eogallo) (equi>. � 45 rapIer): blac� dral1on��111 h,I1<; rub) III IlOmmel: 

(first melee bonus) . 

• ,\Iain Gauche: match<"S Long Kynac: • 30; \2nd mdee boIlU�) ur, if IIwd 10 defend, Ihe Illain !!,au�ht 

can palry al P('r.'s bonus at lacks of up to lhre(' oJ1ponel11s (if all "'llhln 180 d.'Jj.rtt<> of each 

olher), An) of lhesc can be a ml\'11c allad. bUl parry i� al half ,alne 1-;0). 

-Kynac: + 10 (t'quiv, + 30 raPlcr]; Olat,hes Long Kyna,; 11\ shoulder .IoCabbard; can � Illro ... n up 10 

] 50' away withom distancc penalty. alld instantly "Long Door" 's back into loCabbard. 

·Boots and glo"es: grey leal her; allo ... · I'cr, 10 climb e"cn sheer vcrtical surface� "ilh ea�t (t .. o liOl� 

ill eontact n«essary). 

-Armor: gre), leather; Ola8ical; prot«u as chain (AT 15), but only encumbers as DB 6. 

·Loc�pick kit: + 20 10 most operations. 

-Longbow: j 25. 

·Cloak: gft)': hooded; + 30 to stalking/hidinll; casts in' ISlbllit)' on ... carer h/da)'. 

-Belt: black leather: continuou� "ProtC('tions IVM ( +  20 10 Ptr's RR H. spells., 

MISe. EOUII''''ENT 

Keys to Mirissroth 

Milhril Ring lplain) 

Mithril nC('k chain 

]4 Mithril piects 

POISONS 

10 KI)"tun 

PERTINENT ABILITIES: 

ADRENAL MANEUVERS: 

CLlI"IIl: 

STALKllllDE: 

LOCKS: 

TRAPS: 

PERCEPTION: 

AMBUSH: 

SPEED: 

tEAPING: 

LANDING: 

STRENGTH: 

BALANCE: 

PERSONAL AI'PEARANCl:: 

EYES: 

HeALING HERllS 

20 M irenn3 

I OiolosSt' 

3 Nata 

4 Harf)' 

� (�ee magic itcm�)/(50) 

+ 120 

+ 120 

� lOS 

.80 

+ /-)5 

SKIN: Fa;r 

HAIR: 

D3rk BrO"'n 

Black/layered 

Light/muscular 

6'5M 

DE:'.IEANOR: Usuall) bored 

BUILD; 

HEIGHT: 

DRESS: Black and 8r�� "UniforOlM 



6.22 THE LESSER LORDS 

6.221 Court Standard Uniforms 
Suit of Staves (Element: Fire; Realm: Essence) 

Full length robes: layers of cloth in differing shades of red, orange and 
yellow, with a badge on the left breast: an inverted triangle embroidered 
with a naming starr. Full length black cloak with the octagonal Ardor 
brooch. All carry a reddish steel dagger. Garrison fighters wear a simpler, 
sheri tunic version, and carry composite bows and red broadswords. 

Suit of Orbs (Element: Earth; Realm: Mentalism) 
Either full length forest green hooded robes trimmed with brown or a 

short green tunic (after the manner of the warrior-monks) and loose �anls 
bound at the ankles, also trimmed in brown, depending on whether the 
wearer is primarily a spell user or warrior. Badge is a circle (representing an 
orb) stitched in silver on a black circular field. Cloak is reversible dark 
green/brown, clasped by the Ardor brooch. Garrison fighters carry either a 
green steel axe, or broadsword and dagger of the same metal. All utilize 
Elven longbows. 

Suit of Helms (Element: Water; Realm: Channeling) 
Robes are of shimmering blue material of varying shades, which seem to 

shift and change color as the light catches them - long for those Iruly of 
Channeling; shorter for the garrison and combat oriented members, who 

also wear a bluish steel chain shirt under the robe. Badge is a helm em
broidered in gold over a deep blue circular field. The cloak is dark blue, 
lined with a lighter green-blue, clasped with the c10akpin of Ardor. Gar
rison guards use a mace of bluish steel, and light crossbows, and carry cir
cular shields with the suit badge emblazoned on it. 

Suit of Swords (Element: Air; Realm: Arms) 
A diaphanous gossamer surcoat belted at the waist is worn over steel 

chain and a knee length white Ilmic. Badge is an upward pointing sword, 
piercing a cloud, all on a sky-blue diamond shaped field. Cloaks are sky 
blue lined with grey, clasped with the Ardor cloak pin. Garrison guards 
wield polished steel swords and daggers. camp. bows. and carry circular 
shields p'ainted sky blue, with the sword badge design. They wear high 
boots of grey leather. 

Ardor Troops and Citadel Garrison 
All wear black, either in Ihe form of a thigh length tunic and pants or a 

full length robe, both trimmed in red at the cuffs and hem. The badge is the 
octagonal design of Ardor. identical to Ihe c1oakpins, but merely em
broidered. Cloaks are all black. clasped with the Ardor brooch. Boots are 
of black leather. Some Garrison guards wear steel chain shirts, enamelled 
black. All carry steel short swords and use camp. bows and octagonal 
shields. 

6.222 Standard Court Magic Items 
This magical equipment has been issued to each Lord, Lady, Knight and 

Herald of the Coun, as well as the eight Citadel Captains. Starred items are 
aligned to them individually and cannot be used by any other, on pain of an 
"A" electricity critical each time the item is touched by the wrong person. 
All other items can be used interchangeably, but the new owner risks the 
item being traced by the Coun. 

SUIT OF STAVES 
I . ' ( -) Gnarled staff: of grey-brown wood which allows the user to 

employ the "Fire" spell list to ten levels above his own, whether or not 
he knows the list (but he must expend his own power points at the full 
spell level). The staff will also burst into name on the command 
"Runya!" �O: name) withoul harm to the bearer. and so doing provide 

6.223 Abilities Chart 
MELEE MISSILE ARr.IOR 

COURT �U;.'IBER LEVEL HITS BONUS HONUS TYPE 

SUil of Sla\"C.·� 

LORI): Mornaur " 70 + 80 d + 40 d 2(.1 10) 

LADY: SunaUI " " + 60 d  + I S d 2(·100) 

KNIGIIT: VainaUI I I  100 ... 120 s · IOOcb 1(.701 
HERALD: l'alandOI • " + JOd · I Sd 2(-100) 

Sui1 of Orb� 

LORD: Ardaron 20 80 ; I I0 ma +- �O Ib IHHlJ 
LAO\': Tlnal 16 100 + 120ma + 160 i 1(·120) 

KNIGHT: Valandm I I  100 + 100 rna + 120 i IHOO) 

HERALD: ArdulI1 9 '0 dO d · I �  d 2t·70) 

Sui1 of Helm� 
t ORO: Taullon " 1 10 -+- 1 00 m  + 80 Ie 2(·10) 

I AD\': Sihon " 100 + 8 O m  ... SO Ie 2(·10) 

KNIGHT: Vallin O J  1'0 ... 160m + IJ() Ie 14(·80) 

HERAI 0: SIII�1\r�c • '0 ... 1 0 0 m  +901c 1(·70) 

Sun of S"oHI� 
LORD: Suldun 10 IlO + 180, + 16Oeb I1t·751 

LAD\,: E1cndtn 1 6  125 + 1 60, • 16Od, 17(.1m 

KNIGHT: Val\lll " 120 -+- 140 \ + l00 db 1 7(.70) 

HER,\! 0: Vanewl 10 1 10 t 120 , + l00cb 11(.70) 

immunity to all heat and name. It is also a x4 power point enhancer. 
The Knight of Staves has a laen sword instead of a staff with the 
following powers: + 20; names on command (same protection). 
delivers a heat critical on top of any regular combat critical of the 
same value. 

2. (.) Uniform robes: have the equivalent of AT 2(-40), in addition to the 
wearer's quickness bonus. The Knight has a 1 (-40) tunic. 

3. Dagger: like the others except that it is  of + 10 quality. 
4. Cloak: allows the wearer to become invisible instantly, once per day. 

SUIT OF ORBS 
I. (-) A chain of mithril, holding suspended a crystal orb, I" in diameter. 

It allows the wearer to use the Open Mentalist List "Brilliance" with 
the restrictions as the staff above. It, too, is a x4 power point 
enhancer, and will create an enhanced "blur" effcct at will about the 
wearer, giving him an additional -30 to his Armor Type. 

2, Cloak: changes color at will, providing an added 25070 to hiding skills 
3 .  Bracers (or short sword if not a monk): of mithril, which are +20 

(defensive i f  bracers, offensive if not). 
4. Ikasha: (a multibladed throwing weapon, strikes as a short sword) of 

+ 10 quality; will return safely to the user after being thrown up (0 

100' away. 

SUIT OF HELMS 
I .  (.) A helm, similar to the others, except that i t  has the following addi· 

tional powers: it allows the wielder tocast 'Dark Channels' spells uplO 
their own level even if they do not know the list (they must be spell 
users of Channeling, however). The helm also acts as a x4 power point 
enhancer, and gives off a continuous "Protection II" (-10 from enemy 
elemental attacks; + 1 0  to RR vs. all spell attacks). The helm 
transforms into a mithril circlet when placed on the head, but still pro
lects as a full helm. It also allows the wearer to breathe underwater. 

2. Stole: floor length, of dark blue dyed leather, elaborately tooled: 
it provides the wearer with an enchanted field which subtracts 15 from 
all missile and melee attacks. The field can be activated at will. 

3 .  Mace: like the others except that i t  is  + 20. 
4. Boots: allow the wearer to walk on water as a "Routine" maneuver. 

SUIT OF SWORDS 
I .  Clear laen broadsword: + 25 bonus. 
2. Shimmering mithril chain armor: 1 7(-20) AT, in addition toany other 

bonuses. 
3. Composite bow: + 20 quality. 
4. (.) Ring: allows the wearer to move with "hasle" for four rounds onct 

per day, and will summon a great bird of Tirgoroth to him (al its top 
speed-see detail of Tirgoroth, sec. 7 . 1 5 1 )  at need. 

ARDOR CITADEL CAPTAINS 
(in addition to or superceding regular troop issue) 
1 .  A red laen broadsword of + 25 quality. 
2. (-) An Ardor c10akpin of unusual quality, having the folloll:ing 

powers at the touch of one of the glass inlays: 
A. Communicate vocally with VahnorgOi (in an emergency, bul il 

had better be good), Ten mile range. 
B. Communicate vocally with any of the other seven captains. One 

mile range. 
C. "Haste" four rounds, once per day. 
D. "Blur" for four rounds, once per day, giving the wearer a + 10 

defensive bonus. 
E. "See Invisible" for four minutes (24 rounds), once per day. 

SPELL POWER 

BONUS POINTS RACE SEX PROF HOME 

... 19/+64 J8(�4)= 1S2 Noldol " m hlli!�il 

"' 1�/ ... 4� JO(�4) = 120 Noldot f" m NaurlinOOl 

Sit,'an " Naurblllkll 

S130 24(x4) =96 Sindar M m hllilkit 

+20 60(.�4) ", 2JO Noldor �·I m, A",�lr)'lI 

+ 16 J2(x4) .. 128 Noldor F .m Anlkir)" 

. 1 1  22(x4).S8 Sindat M .m An'�lr)� 

... 91 ... 14 27(x4) _10S Sih·an M Menckarca 

" 38(�4)= IS2 Sihan M Aura�·Dlir 

" 30(x4) .. 120 Noldol , Tauraog 

Sind1lr " Aur11·DilI 

24(.'14 ) "' %  Sindar M Tau'ln. 

Noldo! 1'01 Tirlorolh 

Noldor r Tifgoroth 

Sil�an M Mln'llOIlI 

Sindar 
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F. "Invisibility I' radius" , once per week. 
G. " Levitation" once per week. 
H. "Leaving" once per day: allows user to teleport instantly up to 1 00' 

away safely, provided there arc no physical barriers in his line of 
travcl. 

J .  Compositc bow of + 20 quality. 
4. Four Mirenna berries. Assume each captain to have one in his mouth 

ready to bite at need in battle, and so heal ten hits. 

6.23 THE CARDS O f  ARDANA 
Much lore has been written concerning the powers of the "Ardan Deck", 

a set of cards wilh mystical properties. It should be Slated here Ihal there 
have been in fact two sets of the cards; the original deck, created with the 
aid of Morgoth himself included awesome powers, including allowing 
Coun members (0 channel power directly from the Master, and otherwise 
tap the immense energies of the Dark Lord. With his fait, however. the 
original decks were rendered useless, as was true of all items wrought with 
his aid. 

Ardana, however. utilizing the remnants of resources available to her, 
reforged the cards around S.A. 1300, during the reforming of the Court. It 
was just as well for many of the new members. who replaced lesser Lords 
fallen during the final conflict or during the interim, and whose card images 
were now, of course. useless. These younger Lords then had card-images 
constructed for them. enhancing their personal powers greatly. 

Before Ihe powers of the new Ardan Deck are discussed, perhaps a 
description of their physical appearance is in order: 

The full Ardan Deck (of which there are approximately 24 copies: one for 
each of the High Lords of Ardor, and several spares) consists of twO parts. 
The larger section is very similar to decks of cards used widely for games 
and fOrlune-lelling throughout the land, consisting of four 'suits', each hav
ing numbered cards onc (or 'ace') to ten, and three or four 'Court' cards. 
The suits bear the symbols of orbs, staves, swords and helms. (These suits 
representing respectively: earth/mentalism; fire/essence; air/arms: and 
water/channeling.) Also, to more closely suit her needs, she adapted the 
common 'jack','Queen', 'King' Court cards into 'Herald', 'Knight', 'Lady', 
and 'Lord'. All of the Court cards bear the pictures images of Ihe Lesser 
Lords and Ladies of the Court. 

The other seclion of the Deck differs more radically from common 
decks. It consists of 21 cards, numbered '0' to '20'. They actually bear little 
relationship to the other cards, and have names even more arcane. They 
also bear the the images of the High Lords of Ardor. as well as mythical 
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places, and key celestial objects. For a list of the twenty-two 'Images', as 
they arc called. and the people and things they depict, sec below. 

The cards are all fashioned of a smooth, white substance with a nat 
finish. resembling the pasteboard of which most cards are made. However, 
these arc of Shaalk: much more resilient, indeed, nearly indestructible, yet 
light and thin. The Ardan cards are half again as large as most decks, and 
are beautifully executed in color and detail. Each Deck is stored in a finely 
made, padded wood box when not in use. 

Powers: 
The most widely used and commonly known power of the cards is com

munication. When wishing to speak to any other member of the Court, all 
olle needs to do is to pull that person's (say, Valkrist's) card from the deck, 
stare at the image, concentrating on Valkrist (calling the name has been 
known to help). The card will grow cold to the touch, and the image on the 
card (if Valkrist is willing 10 answer) will shift to reveal Valkrisl as he is cur
rently (in dress and environment). One can now hold a verbal conversation 
with Valkrist. II is important to nOle Ihat, unless he pulls out his card of you 
(assuming of course, thai yOll are one of the Lords of Ardor, and have a 
card), and looks into it ,  he cannot see you or your surroundings; he can only 
hear your voice. Also, if he does nOI wanl to reply 10 the summons, he need 
nol. The card will grow chill, but the image will remain fixed, and the caller 
is left unaware of his location and actions. If, on the other hand, Valkrist 
were dead or in a place where magic did nOI function (the cards' powers !'all 
under 'essence'), the card would not even grow cold. Since all of the Lords 
and Ladies arc of immortal blood and do not sleep, only slip into a restful 
'trancc' every day or so, the question of awakening someone with a card 
summons does not arise. They can be summoned out of the trance, i f  they 
so desire, 

Another, more rarely used power oftlte the cards is enhanced channeling 
skill, the ability to use the powers/spells of others. The cards not only pro
vide excellent communication between Lords, but also grant both parties 
the equivalent of20 channelling skill levels ( + 70). Note that this applies on
ly to spell users; not those of Anns. Of course, even with theseaids, the pro
cess of channelling is quite hazardous to both parties, and i s  only attempted 
in 'emergency' situations. Note also that the cards are a boon to Mentalists, 
who require mental COni act before utilizing many of their power transfer, 
and movement spells. 

Gamemasler Note: 
The powers of the Cards may be enhanced or cut back, as you see fit to 

adapt the power of the Court to the level of your campaign, for as can be 
seen, utilized carefully, they are an awesome 1001 of the Court even as they 
are now. They should be used with care. 

The Trumps of the Ardan Deck 

CARD NUMBERINAME 

I. The Magician 
2. The Sorceress 
3. The Lady 
4. The Lord 
5. The High Priest 
6. The Harper 
7. The Messenger 
8. The Lord of Arms 
9. The Scholar 

10. The Monk 
I I .  The Stargazer 
12. The Mirror 
1 3 .  The Thief 
14 .  The Illusionist 
1 5 .  The Lord Demon 
16. The Tower 
17 .  The Star 
18.  The Moon 
19. The Sun 
20. Arda 

O. The Fool 

CARD IMAGE 

Valmorgul 
Rilia 
Ardana 
Morthaur 
Gorthaur 
LinsUi 
Sfllherok 
Valkrist 
Khelekar 
Cambragol 
ArdOval 
Featur* 

Valglin 
Fealur 
Mourfuin 
(inactive) 
(inactive) 
(inactive) 
(inactive) 
(inactive) 
(inactive/Fcalur) 

* The mirror card usually depicts a blondc person gazing into a mirror
like basin of wmer, which renects the person's image perfectly. The 
person resembles Fcatur. By utilizing skills even Ardana does not 
suspect, (the male) Featur has altered the Ardan decks so that this card 
will sometimes appear identical to "The Illusionist" . This card will 
contact the male Featur, while the real "lllusionist" will contact the 
female only. Ardana is not aware of the strange properties of "The 
Mirror" and assumes, with the rest of the Court, that it is a dummy 
card with only sYfllbolic meaning, like Ihe Sun, Moon, etc. 



6.24 STRUCTURE OF ARDOR 

I .  Darkness: Ihe Citadel o f  Ardor 

A. Ardana" (Mistress o f  Ardor) 

B. Valmorglil" (Ward of the Tower) 

C. Morthimr" 

D. 1\'lourfuin" 

I I .  Fire (Staves) 

A. Naurlindol (Mistress: Rilia·) 

J .  LiIl,,01 

2. Valglin 

3. Lady of Sli1\'CS 

4. Knight of Slaves 

B .  Ithilkir (Mastcr: Lcsh-Y · )  

I .  Lord o f  Slaves 

2 .  Herald of Staves 

I II .  Water (Helms) 

A. Aura .... -Dflr (Master: Gorthaur") 

I .  Camring 

2 .  Lord of Helms 

3 .  Knight of Helms 

B. Taurang (Master: Taurc1ax·) 

J .  Khclckar 

2. Lady of Helms 

3 .  Herald of Helms 

IV. Earth (Orbs) 

A. Angkirya (rvl istrcss: Halur·) 

1 .  Yavrkamba 

2. Lord o f  Orbs 

3. Lold}' of Orbs 

4. Knight of Orbs 

B. Mcnckarca (Master: Ardlival·) 

I .  Herald of Orbs 

V. Air (Swords) 

A. Tirgorolh ( Master: Valkrist·) 

1 . Sftlhcrok 

2. Lord of Swords 

3. Lldy of Swords 

4. Herald of Swords 

H. Mirisgroth (Master: Ci:unbragol "' )  

I .  Persuvious 

2. Knight of Swords 

* indicates Ardan Council member. 

6.3 OTHER ORGANIZATIONS OF NOTE 
During the greal migrations o f  the Ehes 10 Valinor from Ihe Eas!. many 

sirayed from the road. Among them was a <;mall group of the fairest Elves. 

one most creatively inclined. These Elves came at lasl to the ]\'lOmakan area 

and settled throughout. Many werc possessed of great essence and men

talism aptitudes. and founded organizations. some of which survive yet. 

One sllch is the Darin Tesi.ITath. Others arc nOi as they once were. being 

mere phanloms of their former magnificence. Two of the laller arc Ihe 

Guild of E1cmctlls and t he cult o f Ty-Ar-Rana. These. and I he artifacts Ihal 

they left behind, still influence the people and evcnts of southwestern 

Middle-earth. 

6.31 IlAKIN TESAHATU 

Founded in the late First Age by Featllr, the Darin Tesurath (translates 

roughly to "Sisters of the Mind" in Veyus. Ihe Mentalist's longue) is a 

secular organi/ation made up etllircly of Elven women who have talents 

related al 1t:<I�t pmtially to the ways of tVlentalism. thus induding 

ASlfologen, and Mystic�. a� \\ell :1<; pure Mentalists. Seers and lay Healers. 

The Tesarath University and focus of the organization is on the small 

island of Tharin. in tile Koros Bay, II is here that the women are training in 

relining their skills, under the rigid codes of the "Sisterhood", Init iates 

usually spend 10-20 years (nothing to an Elf) or more as a student. and 

either remain a� an instructor or depart to seek Iheir fortune - and fortune 

is an appropriate word. for Tesarath training is highly acclaimed. produc

ing the most disciplined minds. and graduates can demand high fees for 

their services of information gathering and verification. 

Even sisters who leave Tharin arc still tied 10 their school. however. 

Tharin is also the home of the Tesarath Council. interpreting the code of the 

Sisterhood, as well as deciding policy, Graduates arc bound by a l ifelong 

code of honor. and if convicted of a violation. punishment is severe. There 

is also an annual conclave on Tharin; all students, past and presenl ,  arc 

invited. 

This is all fine, o f  course. but Ihe true purpose o f  the Darin Tesarath is 

somewhat more insidious. I t  is a vast inrormation network supplying in

telligence from a range of sources 10 Featur; for.although sisters vow ne\'er 
to reveal professional consultations 10 outsiders. they report full)' to their 

superior. 

Full time students. and graduates while acting in their professional 

capacity. wear voluminous black. hooded robes with long, wide sleeves. 

They arc complelely unadornec but conceal a variety of defenses, usually 

including a garrote, and a stiletto, both o f  which most sisters arc trained in. 

Many others are versed in the ways of Martial Arts. and command a varict), 

of lethal throwing arms. The Darin Tesarath maintains an office in all of 
the majl 'r cities in the Mllmakan area, in addition 10 Ihe many sisters who 
have set up shop independently. To the general public, the reputation of the 

Sisterhood is imDC'cable. 

6.32 TY·AR·RANA 

led by a trio o f  regal oldor who chose 10 be known to most as simply 

"The Three". lhe people of Arana settled in Geshaan. and built many 

sophisticaled structures o f  metal and stone. all very beautiful and magical. 

The leaders o f  the Arana are worthy o f  special note; all three had a similar 

appearance - lall, even among the Elves and high Edain, muscular of 

build. tanned skin. and eyes emerald green necked wilh silver. The most in

teresting facet of Iheir appearance. however. was their hair: dark red, 

ahuost mahogany in color. extremely rare among the Eldar race. They were 

I wo men and a woman. the Eldesl: Lyaan. seven feet in height, wore his hair 

paned in the middle and sweeping back 10 fall at Ihe base of his neck. He led 
Ihe Three in power of mind. The woman, Lysa. 6'4" tall. allowed her hair to 

grow 10 JUSt below her shoulders. She was the most perceptive or the three, 

and 'iaw far. Y Ollngest was Lyrin, 6'7" tall, who kept his auburn lods trim· 
med to the laps of his cars, and layered around Ihe back. He was most skill

ed in the arls of unarmed combat (although all three had powers com· 
26 parable 10 lords of the Warrior-monks). 

J 



The people of Arana existed happily for many years in their peaceful 
lands. However, over the centuries of the First Age, most were slowly 
drawn away from the secluded vale of their settlement and the solitude it of
fered, to either sail to the West or pursue aspirations elsewhere. By the time 
of the death of the Two Trees only the Three and a few dozen adherents re
mained, a tiny fraclion of the original populace. 

It was in the first years of the Sun that (the male) Featuf, wandering 
aimlessly in the forests of Geshaan after his pardon by the Valar, en
countered Lyrin, and a great friendship was born. Lyrin took Featur to one 
of the metal and stone structures which served as an entrance to the complex 
known as Ty-Ar-Rana. There he met Lysa and Lyaan; and a plan formed in 
his mind. He told the Three of his past, and asked for their help againsl Ar
dor. After much debate they acquiesced 10 aid him in his plan. So was born 
the Tyar religion, although they had originally not meant to be priests, only 
advisors. Bul the growing population of Geshaan. the race of Men. was 
young and had wondered already at the strange temple-like structures of 
the Arana, thinking them works of the gods. Naturally, when the Three 
first emerged before an assembly of men, auras ablaze, the primitive mor
tals reacted with fear and awe. The former feeling faded with lime; the lat
ter never did. The Three taught the will of Eru, "The One", and the way of 
Light. So did they earn the hatred of Ardor. as their following grew with the 
years; and the realm of Geshaan grew rich and powerful under their 
guidance. 

Then came the battle at the Citadel of Ardor to stop the terrible Ritual. 
The Three went to aid the cause, and two fell. Although, so great was their 
power that they lived again and returned to their home at Ty-Ar-Rana, this 
was to signal their decline. Only a few years iater - when the change which 
accompanied the final overthrow of MorgOlh devastated the population of 
Geshaan and turned most of it into an uninhabitable swamp, virtually cut
ling Ty-Ar-Rana off from the world - it is said that the Three departed the 
world at lasl, weary and seeking rest in the Undying Lands. Lyaan and Lysa 
were seen to depart on a grey ship of the Elves, but Lyrin, who did not fall at 
the Citadel. was not seen. It is rumored that he walks the subterranean cor
ridors of Ty-Ar-Rana still, and wanders the misty swamps of Geshaan. 

The Three ofTy-Ar-Rana each had items of power to aid them, and aug
ment their already awesome mental abilities. Called the Thaen stones (pro
nounced "thane") they were plaeed in different settings, so as to best serve 
the wearer. All of the Thaen stones resembled shimmering opals, and 
&lowed more brightly with prismatic light as their power was tapped. All 
were set in jewelry of platinum. 

The Rings of Lyaan: identical rings, set with one round stone each. 
(lyaan tended to hold his clenched fists 10 his temples when using spells of 
peat power) 
POWERS: 

I .  x6 power point enhancer (menlalism); 
2. Creates an aura, + 30 to combat defense; 
3. Add 30 to roll when computing RR versus Mind 

Attack, Control, or information type spells. 

The Tiara of Lysa: a simple tiara, open across the back and worn across 
the upper forehead; it held, suspended on either side a teardrop shaped 
Tbaen Stone, attached on short chains so that they laid lightly against the 
wearer's temples. 
POWERS: 

1 .  x6 power point multiplier (mentalism-seer); 
2. Triple range on all information type spells; 
3. Creates an aura, + 30 to combat defense. 

TheEarrings ofLyrin: two small Thaen stones set in simple stud earrings, 
which he wore through pierced ear lobes. 
POWERS: 

i .  x6 power point multiplier (essence-monk); 
2. Creates an aura, + 30 to combat defense; 
3. Ability to move with "haste" at will with no ill 

effects (throw a spell every round, and engage 
movement/combat in the same round) 

In truth, lyrin is a member of the Guild of Elements now (see below). 
lid Aids Laurre and Klaen in their work against the Court of Ardor. Lyaan 
IDdlysa have indeed sailed into the West, along with all of the remaining 
.... bitantsofTy-Ar-Rana. The complex is hidden in thejungle/swamp of 
Qahaan, deserted and lost from memory, although the items of Lysa and 
Lpan aretherestill, in secret places. See Ty-Ar-Rana layouts, sec. 7.2, and 
Lyrin's powers, sec. 6.332. 
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6.33 THE GUILD OF ELEMENTS 
6.331 History 

The origins of the Guild are shrouded in the uncertainty which clouds 
many events in the First Age. The few surviving records which tell of the 
Three ofTy-Ar-Rana and the beginnings of the Darin Tesarath are silent on 
the subject of the Guild. Rumors, however, abound. Ruins there are too, 
scattered all about the Mumakan in hidden vales and glades, seemingly 
placed without pattern or purpose. None are large, and although some are 
more complex than others al1 have a common central element: a pentagonal 
platform of bluish granite (see yellowish pentagons on color map), a five 
pointed star inlaid in the top surface of it - the inlay being of some very 
hard, clear glass (or Laen), in six pieces. The platform varies in size. from 
10' to 50' across, and of all the objects in any given site is invariably un
damaged or worn. Anyone touching the platform will quickly realize its 
magical nature. for it is warm and gives off a faint humming vibration. 
When activated by items of the Guild, the platform glows specific colors: 

l .  Red Fire 
2. Light Blue Air 
3.  Dark Blue Water 
4. Green Earth 
5. White Light 

The center varies, Shifting continually. 
The five colors signify the four Alchemical elements. and light. Artifacts 

of the Guild are usually keyed to one of the five elements, and can range 
tremendously in power (sec 6.333). 

According to popular belief, the Guild was organized early in the Years 
of the Sun by five Elven Lords. Its purpose was apparent panially as a 
tribute to the Valar, and to organize resistance to the forces of darkness. So 
the Guild flourished for several centuries, cvcmuaJly forming an alliance 
with other organizations to combat, now more specifically, the coalescing 
Ardan Court. This was the time of greatest power for the Guild, as it had 
many members, and possessed ani facts created by Chrys Menelrana one of 
the founding five and an exiled Noldor lord who learned much of forging in 
the Undying Lands. The techniques and powers at his disposal in forging 
are now lost in Middle-earth. 

The attack of the Luingon alliance upon the Citadel of Ardor 
(simultaneous. in fact, with attacks on several other Ardan holds) saw the 
end of many powerful lords, including fourofthe founding five. But a few 
years later came the War of Wrath: the fall of Morgoth. the changing of 
Middle-earth, and the disruption of Ardor's power base. Many believed it 
was the end of organized cvil forces in the world. Chrys, however, saw far
ther than most and perceived the danger of Ardor rising again. Early in the 
Second Age he supervised the construction of nine secret places, each adja
cent to one of the now abandoned or minimally staffed places of Ardor. 
with secret aecess to those holds. He thus founded the organization known 
as simply "The Watchers" to man the installations and monitor any ac
tivities of remnants of the Coun - toensure that it did not rise again. Then. 
after setting his son Laurre in charge of the Watchers and placing many of 
the artifacts of the Guild in secret vaults in the pentagrams and the watcher 
installations for future use, he sailed into the Undying Lands, his exile lifted 
due to his labors against the Black Enemy. 

The Watchers continued diligently in their task for many years, but in 
S.A. 755 Laurre vanished without trace, and after several decades their 
vigilance failed. One by onc the installations were sealed. For nearly a thou
sand years the ways were unguarded, and at lhis time thc Lords orthe Coun 
began their return. Then, at last (the male) Hatur and Lyrin discovered 
Laurre trapped in a magical sleep at Ty-Ar-Rana and freed him. The three 
forged an alliance and elected to re-establish the Guild of Old, for its time 
had come again. But Elves and Men of Power for the cause of good were 
few and scattered, so it was decided that the Guild should be a secret 
organization so as not lo alert Ardor. Thus it was only five: Featur, Laurre, 
Lyrin, Eldarion (a magician), and Rana (3 Healer) who arose to stand 
against the Court. They moved covertly, foiling many an Ardan plot, 
although in many things they lacked the power of Old: they watched the 
destruction of Dirsulinor, totally helpless. The fall of Eldarion in T.A. 1 1 20 
was a severe blow, simply in his loss, for he was wise and powerful. Rilia, 
being no fool, realized thaI something was afoot since Eldarion was able to 
enter Naurlindol unnoticed. She (rightly) fcared the return of the Guild, but 
was unable to convince the Council of any danger, primarily because of 
Featur's (the male a11ended this meeting. disguised as his sister, of course) 
derision and scorn for her concern. I f she had only known that it was indeed 
a lord of the Guild who so spoke to her . . .  

At any rate, Klaen the Bard was chosen to replace Eldarion, due to his 
great information-gathering talents and his ability to be unnoticed. 

Slowly the situation began to deteriorate. despite the best efforts of the 
Five. and they percieved Ihat the next Eclipse was ncar. Awakening the in
fant Moran, Ihey prepared for the final crisis. 



6.332 Lords of the Guild of Elements 

Laurre Menelrana - A Noldor prince and the last of his house, Laurre is 
also the most powerful warrior-lord in the area, although his skills are 
rarely tested anymore. Standing 6'4" tall with cobalt blue eyes and the 
golden-blond hair of his fair mother, Laurre exudes a youthful niavete 
which belies his cunning mind and deadly hand in battle. Of Fire in the 
Order, he wields the naming Holy blade Kirlhach. Laurre tends to wear 
average fighting clothes of deep red or golden-yellow, and rarely leaves his 
manor house in the vale of Tumlinde, except at great need. The house is 
built upon a Guild of Elements ruin, and there is a small pemagram plat
form in the walled garden behind the house. 

Lyrin - see sec. 6.42 for his description. In manner he is boyish and 
amazingly carefree for his age and past sufferings, although he lakes his 
responsibilities within the Guild with utmost seriousness, and would fight 
to thc dcath without hesitation if he believed it necesary. Lyrin is of Air 
within the Guild. 

Klaen - Wearing a perpelUal, wry smirk, and continually brushing his 
sandy brown hair back from his eyes, Klaen is Laurrc's antithesis. 6'6" tall 
and very slender, he tends to slouch or lean against any available support, 
eyes shut (or nearly so). In typical bardic fashion, he uses this seeming non
chalance to disarm others around him, perhaps inspiring them to say things 
they might not othel wise. Those who have felt his intent gaze, however, 

realize the fuJI potential of Klacn's driving will. In truth, Klaen is the 
bastard son of Gorthaur and a poor, captured Eldarin maiden who helped 
her son escape from Aurax-Dur, at the cost of her own life. The bard has 
vowed vcngeancc for his mother's death, and intends to kill Gonhaur him
self. Forced 10 leave most of his extensive wardrobe at Tumlinde, Klaen 
usually dons unoblrusive clothing in shades of green. Of the five lords of 
the Guild, Klaen was chosen to be Ihe'guardian' of the Company because of 
his ability to remain unobtrusive; as well as his vast geographic and cultural 
knowledge. Klaen is of Water within the Guild. and has items with powers 
over that element. 

Rana - A Sindarin Elf with black curly hair, Rana is 6'8" tall and 
slender, yet fairly muscular of build. Despite the sometimes grim nature of 
his profession as a Healer. he is lighthearted of demeanor, and his slow, 
deep voice, youthful face, and seeming lack of coordination seem to con
tradict his quick mind and true sensitivity. II is Rana who would appear 10 
heal a wounded PC should others bc willing to sacrifice stal points (or 
something comparable) to channel power and bring him to a penlagram. II 
would be only at such places that Rana could even act. Normally he stays at 
Laurre's manor unless his talents are sorely needed by those fighting against 
Ardor. He has been known after an an attack or raid by an enemy to appear 
unlooked-for at healing houses in Koronande, Tuklan or Hathor, heal the 
wounded and vanish as quickly as he had come. Of 'Earth', Rana wears 
green and brown, usually in the form of a tunic, pants and high boots, or a 
full length hooded robe. 

Fealur - Sec Lords of Ardor, sec 6.212 for physical details. Of 'Ught' in 
the Guild, Featur wears white trimmed with gold usually in the form of an 
open silk tunic with half sleeves, while pants, and gold sandals, in short the 
antithesis of his usual drab black-robed garb worn in Ihe Court. He also has 
gold wrist bracers. about 3" wide, with magical properties to aid him in his 
manial arts skills. The most introspective of the five, he smiles rarely, and 
when he does there isa lauch of irony. There also appear lines about his eyes 
and mouth that no Elf would normally have. He wears an aura of impend
ing doom like a dark cloak, seeking now only the completion of his quest 
and a return to the Undying Lands, which can only be achieved through the 
destruction of the Coun and, of course, his sister. 

Powers of Ihe Lords or the Guild: 

Laurre Menelrana 

PROFESSION: 

LEVEL: 

HITS: 

MELEE BONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

Fighler 

JJ 
'" 
+ 220/180 (2x hiu) 

+ 190 

17(-110) 

+ 20: Fireboll + 85 

No]do! 

(66:<3) - ]98 

SPELL LISTS (and le\'el known) 

Channeling: 

Ught's Way (to �th) 

Purificalions (10 51h) 

Barrier Law (10 �Ih) 

Concussion's Ways (to 5th) 

PERSONAL STATS 

ST: lOl CO: 100 

QU: 100 AG: 99 
EM: " so: 96 

IN: 98 RE: " 
PR: 100 ME: 82 

28 

MAGIC ITEMS 

-Kirlhach: + 30; clear laen ... ·ith gold and mithril hills; �Holy� blade; of changing (I·handed 

broadsword; 2-H �word); Fires a STream of namcon command, 100' as"Fireboh", �5 hits. up 

to 5� a day; names on command. delivcrina a heal critical in addition 10 normal critical and of 

«Iual S('\'erity, Provides hell and cold immunity; highly intelligent; and can also cast "HaSle 

X" lx/day, "SlUn Relief III� h/da�', and spo:aks menIally 10 the wielder, An Allifact of the 

Guild. 

-Armor; milhril scales; very lilhl bUl prOtecl"e: encumbers onl�' as AT 6: prOlec15 as AT 17(·40) 

-Cirdet: milhril; prolecls hcad as a helm: adds +10 10 .... earer·s RR H memal anack/control. 

-Ring: Guild of Elements. also casts '"Srrenglh II" 3�/da)' (laSls 6 rounds, gi�'es 2x damale and + 10 

to hil - included in sIan abovc), 

-Neck chain: gold .... ilh fire opal po:ndant; lelepons L 10 Rana'Hide if he isslruck do ... n III bailie: also 

auto·lifekecping. Irh�gcred b�' Lo's s)'stem shock. 

-Cloak: black. hooded: chanles color on mcnlal ,'ommand; t 3010 hiding; casts in"isibilil�' al "'ill up 

to h/rnd. 

-Lonlbow: + 30; .... hite ",ood: 2x normal damagc (hilS): double Ihe normal ranle, 

-10 Arro ... ·s: HOfSla)'inl� E"il u�rs of Channding. 

.RooIs: .... aler/limb/slOnerunninl (al ",-ill);.1- 30 10 climbing, 

-Shidd: mithri1; +20 10 defense; .... eighlless; acts as + 30 "Spell Shield", 

·Orb: 4" diameler crystal, allows cOntact "'ith anv nflhe four orbs of Ihe Guild Lords. IxI� da )'S. 

fl.1ISC. EQUII'MENT HEALING HERBS 

IO mi lhri1 

PERTINENT ABILITIES: 

AI)RENAL MANEUVERS: 

20 Mirenna 

I Telpo:rion 

I Arduvaa. 

2 Anser�e 

CLlr.·m: + 100 

STALK/HIDE: ... 120 

PERCEPTION: + 90 

LEAPING: + 70 

LANDING: +70 

RA LANCE: ... 70 

PERSONAL APPEARANCE 

EYES: Blue SKIN: 

HAIR: Golden lJIond/layer DEMEANOR: 

Tanned 

Nai,e. AltrUIstic 

RUlLO: Muscular DRESS: Red or Ydlo"'/.obc'� or Tumc 

HEIGHT: 6'4" 

Lyrin 

PROFESSION: 

LEVEL: 

lilTS: 

MELEE HONUS: 

MISSILE BONUS: 

ARMOR TYPE: 

SPELL BONUS: 

RACE: 

POWER POINTS: 

Monk 

Jl 
' " 
t ISO:]� hilS' 

. 200 

TRUE ATTITUDE: 

II-I �0I200 .... hen using "dodginl") 

+ 20 

Noldor 

( 1 05x61 - 610 

Shrewd. cunning 

PERSONAL STA TS 

ST: 100 CO: 100 
QU: 100 AG. 101 

EM: 100 SO: " 
IN: 87 RE: •• 
I'R: 100 ,\IE: 7) 

• LYlln has mastered the higheSI levels of (�pcnisc in both basic rcalm� o( unarmed combal j"smi.r\". 
and ·s .... eeps and Ihrows·). and he lains ]x hits while using Ihe Moni. spcll "Suenllh Ill" 

SPELL LISTS (and 1e,'cI knO""n) 

All Monk base lim to 30lh 

MAGIC ITEMS 

-EartilU!s of L)'rin: (see sec 6.32 (or spc\:iFic po ... ·ers). 

-H.aeelS: ... Jv; milhril. 

-Monk's lunie and pants: green: changes 10 any color at will. 

Hr.ldband: leather; protects wearer's head as a full helm. 

-Cloak: full lenglh; brown; ... ill turn Lyrin in",sible at .... ilI up 10 l�lrna, 

·Ring: Guild of Elements. 

·Orb: 4" diameler crystal. aJlows contaCI .... ilh any of the four orbs or the Guild Lord�. 1\" da· 

.Ikasha: (multibladed Ihro .... ing ... eapon. striku as II �ho" s .... ord) + 2�: blue laen: rClurns to b 

inStanlly after il is thrown 

MISe. EQUIPMENl 

lacn piece 10 vaull in Ty·Ar-Rana; small notebook 

PERTINENT ABILITIES: 

CLIMB: +" 

STALK/HIDE: 

PERCEPTION: 

+ 100 

+ (i()  

+ /-10 

ADRENAL MANEUVERS: 

PERSONAL APPEARANCE 

EYES: Green 

HAIR: Dark red 

BUILD: Muscular 

HEIGHT: 67" 

AMBUSH: 

LEAPING: 

LANDING: 

BALANCE: 

+ 100 

+ 100 

+ 100 

SKIN: 

DEMEANOR: 

DRESS: 

TRUE ATTITUDE: 

HEALING IH: RBS 

20 Mirenna 

5 Harfy 

I Na1.a 

I I.l>urclin 

Tanned 

Boyishly chttrrul 

Simple lunic/pams 

Rdu�: dedicaled 



I kla€n I 

KIllen 
PROFESSION: Bard 

LEVEL: " 
HITS: 100 

MELEE IlONUS: -+ 120 

\tlSSILE 1l0NUS: -+ 1 30 

ARMOK TYPE: 20(-5$) 

SPI] L BONUS: -+ 20; Shod bolt +8S 

RACE: NoldorlSindllr 
POW�R POINTS: (S8x,) - 440 

SPEll LISTS (and k"cl kilO" 11) 

A.U Bardle Base Lis!s fto lOth) 

OIbtr Mentalist: 

Mmd MaSlery (10 lOll\) 

\11n1l'$ Door (to 100h) 

Stlf-Hcahnl(10 10th) 

Bfllhan� (IO 10111) 

Cloakin, (10 10th) 

AntICipations (10 10th) 

Damagt Resilln!!Ce (10 100h) 

E)el�ln8 (10 3lh) 

"AClC ITEMS 

PERSONAL STAl'S 

5": " co: '" 

QU: 101 AG: 100 

EM: 84 51): " 

IN: 96 RE: 89 

PR: 102 ME: " 

-BladeorlnarH: + 30: milhril br03d�"'ord: �OfSlaying" Orcs and Dark Priests: glows within I 00' of 

On.'5, 300' of Dark l'rieslS; very inlelligcm. 

-V.llir'$Col1at: plHln kalher collar except for pemagon-shapc<! milhril clasp in back. creates defen. 

si,-c fidd around wcarer as if he ",cre ",caring full plate. including helm (AT 20). with no en· 

,um�fanCt' or spell hindrance. USt'able 3.\/day, lasting I S rounds. Treat as AT 20 or AT I .  

"Il1id'e"er is mosl ad'alllagtQus 1 0  K. �s, elenlental Spell auach. Trcal as melal armor '·S. 

base 8uach. The Odd is �isible as a raint aura. which !;fad:le:; and sparks "'hen struck. 

·Sram: abo plain kathcr. crcates a VO""crrul shimmering MShieldRI"Spell ShicldR at .... ill. -3010 DO 

and �pell RR� 

Lonlbow: + 30. 

·I.«lpitk kll: + WIO mOSI loeb. 

·Dauer: mllhnl. + 20 
Ehrn Goal: Irey/ehangn: + 30 10 hiding. 

·Boou: -+ 30 to climbing. 

·Elvrn Rinl: mithril "Iilh Amethyst; !;ISIS �lIaste X" 11{/day; also 1{S PP enhancer (Bardie); allo",'s 

accm to Closed Menlalist lists by Bards. 

-O!b: 4" diamcler crystal, a1l0"'5 ':Ollla("1 (,isual and audio) .... ith any of the other fOllr orbs oflhe 

GUild lords. lx/S days. 

MISC. fQUII'MENT 

� .. 
3 mllhril 

HEALING HERBS 

25 Mirelllla 

:.!. Olvar 

I Laurre 

29 

PERTINENT ABILITIES; 

ADRENAL MANEUVERS: 

CLIMB: -+ 90 
STALK/HIDE: .. 90 

lOCKS: +60 

PERCEPTION: + SO 

AMBUSH: .. /·S 

LANDING: +SO 

STRENGTlI: .. SO 

BALANCE: +£0 

PERSONAL APPEARANCE 

EYES: Blue SKIN: 

HAIR: Brown/layered DEMEANOR: 

Tanned 

l!.aled. impaSSI\'e 

BUilD: Slender DRESS: Varin. depends on situation 

HEIGHT: 6'6R 

Rana 
PROFESSION: Healer 

LEVEL: J6 

lilTS: 110 

MELEE BONUS: + 120 

MISSILE BONUS: + 100 

ARfo,lOR TYPE: 15(·90) 

SPELL BONUS: +20 

RACE: Sindarin 

POWER POINTS: ( 1 08.�S) '" 5£0 

SPELL USTS (and level known) 

All Base Healer (10 3OI:h) 

Other Channeling: 

Blood La .... (to 20th) 

IJone la", (10 20th) 

Organ l.a ..... (10 20th) 

Muscle la", (10 20th) 

NCI\e l.aw(1O 20th) 

Concussion's Ways (10 30th) 

MAGIC ITEMS 

TRUE AlTITUI)E: Wary, always alert 

PERSONAL STATS 

ST: 

QU: 

EM: 

I N :  

P R :  

Purilicalion ilo 20th) 

Spell Defense (10 20th) 

lofty Mo'emenlS (10 JOth) 

Weather Ways (to 30th) 

Light's Way (10 251h) 

'" 

100 
97 

100 

96 

CO: 

AG: 

SD: 

RE: 

ME: 

101 

98 

6l 

79 

92 

-Broadsword: + 2S;mi!hril with green laen edge; milhril glo .... s .... ithin 300' of OrC5, Trolls, Evil 

Priesls; "of slaying" Orcs. 

-Armor: Grn:n Dragonskin, "eTy lighl, bcauliful irridescenl green. Pro!�ts as AT 15(·20) while en-

cumbering only as AT S. Raila usually .... ears it under an o>'cr-robe or lunic. 

-Shield: gTti!n steel. +2010 defenSt'. 

-Elven longbo .... : +25 

-8racelel: milhril .... ith .... ood and gr�n laen inlay; xS PI' cllhallcer iHealer onl�') and hMls I hit/rnd 

on .... earer automatically umil all areoff(ahernati>·cly. wiU stop I hit/rnd bll-cding). Guild Ar. 

lifacl. 

'Ring: of the Guild of ElemenlS. 

·Orb; 4R diameter crYSlal; allows conlaCI wilh any of lhc four orbs of the Guild Lords. Ix/S days. 

-Cloak: dark bro",-n; "SIS in> isibility on "'earef al ",ill up to S)I;/day. 

MISC. EQUIPMENT 

50 liP (lra"ellinll money) 

HEAUNG HERBS 

£0 Mirenna 

2 Wlllclamil 

" Ya"ethalion 

8 Vessin 

2 Jojojopo 

6 AIISt'rke (already in paSlC) 

2 Fraw 

2 Dcgiik 

PERTINENT ABILITIES: 

2 01�ar 

I Oiolosse 

I laurelin 

I Lesla!!ii 

3 Shell 

2 Ardu,'aar 

2 Na7.a 

S ZlIll.enuura 

CLIM8: 

PERCEPTION: 

"0 

+ '0 

ADRENAL MANEUVERS: 

LANDING: 
BALANCE: 

PERSONAL APPEARANCE 

EYES: Lillht bro .... n/hazel SKIN: 

HAIR: Hlack/curly DEMEANOR: 

BUILD: Light muscular DRESS: 

HEIGHT: ... TRUE A1TITUI}l:.; 

(Ihe male) Halur 
PROFESSION; MClltalist 

LEVEL; J6 

HITS; 110 

MELEE BONUS; + 130 

MISSILE BONUS: + 120 

ARMOR TYPE: 1(·120) 

SPELL BONUS: +20 

RACE: Noldor 

['OWER POINTS: (IOS,5) _ 540 

Tanned 

ChC'Crful. lillhlheanro (510"'-""il1cd) 

Brown and green robes/lllnie and panlS 

Inlelligcnl . sensitive 

PERSONAl STATS 

Sl ; 100 CO: 'I'l 
QU: lOl ACi: 100 

EM: 'I'l SD: 87 

IN: 86 RE: 96 

PR: 101 ME: " 



SPELL LISTS (and level known) 

All Base Menlalist Lists (10 301h) 

Other Mentalist: 

Mind Mastery (to 2OIh) 

Telekinesis (to 20th) 

Mind's Door (10 30th) 

MACIC ITEMS 

Cloaking (to 2�lh) 

Damage Resistance (to 20!h) 

Mo'emenl (10 2�lh) 

·Pendant: gold chain ",'ith suspended crystal orb I" in diameter; allows free use of Mentalist 

�Brilliance" list to JOth le,el; ;liS Mentalist PPenhancer; creates enhanced " IUur" at ",ill (·30 to 

DB). 

·K�nac: + JO (tquiv. +- 4' rapierl: clear laen. 

·Headband: gold cirdet; Jll'"otecn head as a helm; also provides wearer with a continuous �Mirror· 

mind-. 

·Hracers: mithril: for martial arts defense. 

'Ring: mithril SCI with Amelhy�l; given by Ihe Valar, it is Featur's dcfen.'IC agaln�t discovery by the 

Court. II is invisible while worn. 

·Bell: lealher: enhances 1)8 by ·30. 

·Ring: Guild of Eltmenu. 

-Orb: 4� diameter crystal, allo""$ romaci with any of the four orbs of the Guild Lords, Ix/5 da�·s. 

-Cloak: black, full ltllBlh: casu invisibility on wearer lip 10 1 x/rod. 

MISC. EQUIPMENT 

J<l "  
Darin Tcsaralh robes 

PERTINENT ABILITIES: 

ADRENAL MANEUVERS: 

HEALING HERBS 

20 Mirenna 

2 01"ar 

I LauTfe 

3 Harfy 

CLIMB: +80 

STALK/HIDE: +-100 

I'ERCEPTION: +- 1 1 0  

AMBUSH: +1·10 

LEAPING: + 60  

LANDING: + 90  

STRENGTU: .;. 70 

BALANCE: .;. 70 

PERSONAL APPEARANCE 

EYES: Blue 

HAIR: Golden blonde 

BUILD: Slender, yet muscular 

HEIGHT: 6'2� 

SKIN: Tanned 

DEMEANOR: Grim. wry 

DRESS: White tunk/pams: black robes 

GAMESMASTER NOTE: The Five ofrheGuild of Elemellt! areobviollsly preselll tO aid the PC'� 

in their quest, and how deeply involved they arc in pla� is, of course, at the Bamesmaslcr's discretion. 

However, let it be noted that beings of such po",er(above 20th le\"el"Lord-stalusldo not go roamillll 

abollt ullnoliccd. It may be $Ulliested that the)' onl� appear 011 rare occasions to render advice. or 

perhaps C'oen wait for the PC'1i 10 rome to them. and even then offer limited help, maybe via cryptic 
informalion. E"cn Klacn should be llsed sparingl�. and if he tra"elJ; ""ith Ihe Iroup his true powers 

should not be used except in an absolute crisis. Also. he should feign ignorance ohome things. fore· 

ing thc PC's to figure pfoblerns Ollt on their own whene"cr possible. Gro\lps(ideall�)should 1l0t grow 

dependant on a NPC 10 gct them OUI of a scrape. 

6.333 Artifacts of the Guild of Elements. 
The Pentagrams themselves, It should be noted that the pentagrams arc 

very old and very powerful. the following arc suggested powers 10 be tapped 

by PC's possessing keyed Guild Artifacts. 

-Teleport: from one platform to another (must have physically been to 

both). 
-Sanctuary: protections (maybe extent dependant on size of pentagram) 

from cvil attacks; maybe enhanced power points while on thc platform. 

-Healing powers (or summoning Reina): drain temporary stats 10 channel 
power and summon/heal. 

-Limited communing (maybe only with Laurre or another Guild lord in a 

spectral form). 

The pentagrams also each function as a vault. The central penlagonal 

section, a solid pillar, can be made to rise up 5'. Embedded in its magical 

glass (and invisible from above when the pillar is down) can be any number 

of artifacts of the Guild. They can only be retrieved by someone of the cor

rect profession to use them, and one who plans to usc them 10 combat evil 

(the Court). For these people, the glass is insubstantial and their hand 
passes right through. 

Places of the Walchers: All doors to the places are idemical, ahhough 

Iheir location and positioning may vary. The door is pentagonal in shape, 

and its five 3" thick bluish-steel sections pivot back from Ihe center and fold 

flush with the doorframe (like a camera lens). Beyond is a tunnel. lit at 20' 

intervals by 2 parallel vertical glass rods set into either side of the corridor, 

which come alight when anyone passes thc preceding pair, and extinguish 
afler they pass the succceding pair. At the end adjacent to the hold is an 

identical door, and len feet beyond, a secret door of superior construction. 

Both pentagonal doors are of an alloy conlaining kregora, and arc immune 

to all magical, channeling and mental attack/manipulation. Walls of the 

same metal extend in a fifly·foot radius around each door (where possible) 

preventing access to their mechanism and easy tunneling around them. All 

doors. including thc secret ones, open only to one holding an artifact of Ihe 

Guild (see below). 
30 

Artifacls: 

Rings: Five-sided, each ring has a reclangular glass inlay on each side. 
linted one of the five colors of the Guild. They should be relatively accessi· 

ble (for Guild artifaels), and serve no function except to locate Walcher's 
entries and other Guild artifacts, glowing Illore brightly as one nears such 

(slarting at about five miles for a door or pentagram; milch less for an 
item). They also open the doors: held fort h, five beams of liglu fire from the 

ring. each of the five colors. converging on thc center of the door as a while 
beam which shoots OUI along Ihe five door seams. The door and portal glo"' 

dimly for an instanl, and Ihe door opens. I t  must be closcd by Ihc same 
method. NOlI.' Ihat someone captured and forced to try and open Ihe doors 
cannot, as lhe ring can "sense" the wearer's agilaled statc. Rings operate 

pci'ltagram platforms as well. All Guild artifacts have the powers of the 

rings, as well as any others peculiar 10 them. Below arc fivc of the mosl 

powerful Guild artifacts. all lost or stored somewhere. 

Ringlin's Axe (Earth) 

+ 25 hand axe, grecn laen head, indcstructible brown wood handle; 

Throw and return 50' (without penalty); 
Of slaying vs. Demons; 

Glows within 500' of Demons; 

Sword of Talan (Water) 

+ 25 10 hil blue laen sword, with mithril hilts; 
Delivers cold criticals same as and in addition to regular critical; 

Provides immunity to all natural and Spell cold; 

Allows holder to walk and run on calm waler effortlessly; 

Defender: allows user to parry at full value one opponent even 

while "Stunned" or "Stunned without ability to parry". 

Headband of Elerior (Air) 

x5 power point enhancer (Menlali�m); 

Prolects head as a helm, with no penally; 

Continuous "Mirrormind" (reflects mcntal attacks back on 
attacker); 

Doubles range on all base Mentalism "Prescnce" spells; 

Aura, Iriggered on memal command. provides additional -25 10 AT 
(but is flashy and may altract attention); 

A fine mithril circlel SCI with a single pale saphire, it magically fits 

any humanoid head. 
Bracers of Mira ( Light) 

+ to 10 fronlal defense (Martial artists only); 

2x damage on all strikes (Martial artists only); 

+ 25 10 all weaponless allacks; 

+ 10 to all spcll resistance rolls, and 10 bonus vs. frontal clemen tal 

attacks, as bracers create a misty "Spell Shield"; 

x3 power poim enhancer (Essence). 
Staff of Eldarion (Fire) 

x5 power points (Essence); 

Cominuous total fire immunity (while holding slaft); 

2x hit value on all fire spells thrown; 

+ 25 to all resistance rolls VS. Esscnce; 
Option of reversing all fire spells directcd at holder; 

Dark wood staff with red orb set in head. 
NOTE: Ihe Staff is cursed with a 30th level Word Etarkas and is incapable 

of operating umil the curse is removed (the curse will kill Ihe remover, 

unless he resists a 30th level Channelling). 

6.4 THE ECONOMY OF THE MUMAKAN 
Wilh eight independent realms all carrying on a rather brisk trade with 

each other, economics become rather complex, especially whcn four of 

thelll mint their own currency. A detailcd description would probably 

prove inlensly dull, as well as not very useful (as everyone would fall aslecp 

trying to read il). Therefore, below is listed a very basic, general conversion 
chan and lisls of imports and exports for each realm. The money conver

sions are bound to vary from country to country and day to day; as wilt 
prices for goods and services. Finally, keep in mind Ihal even all this is nOI a 

closed economy, and several realms (notably Koronande, Taaliraan, and 
Tanturak) carry on trade as far north as Umbar (Kd. "Os") and Gondor, 

and east 10 thc E-Sorul Sarc. 

6.41 CONVERSION CHART 
All pieces exccpl ror l\'or� and Jade ""cillh half an ounce. 

10 iron . I lin 

10tin - I copper 

10 ropper I Bron1.e 

10 bronze - I silver 

• more common in M flmakan . 

• •  more common ill Tukt3n: heavily used lhere. 

2 silver .. I i"ory' 

S sit-'er _ I Jade"" 

10 sill'cr .. I gold 

800 gold ... 1 milhril'" 

••• appro.\imate value: mithril is rarel)' dealt with e.�cepl b� large jewelers, mone�lenders and 

rorgers. 



.41 TRADE GOODS CHART 

REAl \1 IMI'ORT EXPORT 

Herbs . .... ine lind liquo rs. fine je ..... elry and items 
• t.:!II(H\JfIdc Grams. tlOlh. dair� products FilII. rruils, clams, herbs. wood 

• lIathor (iraln., line ilem� and "eapons Clams. oY51<.'r5. wool and COllon dOlh. herbs 

• T�nlula� CIOlh�. furs, lu�ury foods Grains. metals. dairy producTs 

TU�I�n n;h. clams. fru;!, hidl"; Furniture. jade. wood items. line lealher products 

DillMa Clolh�. refined mClal�. fish Grains. run;, !cmll('r 

\lurtJj�an CIOIhs. refined mt'lal, .... capons Grains. furs. hides, i,orr 

' I(>'Crnmc:nl nUMIS currency. 

8.S SAURONIC INFLUENCE IN THE MUMAKAN 
/ I  has been over 1700 years since Sauron lost the One Ring, and although 

he is crippled (rclati\Je!y speaking) without it, he has had many years to con
solidate his position and regather his servants. 

As far as thc MOmakan is concerned, however, Sauron's innuence is cur
rently negligible, as he is directing his efforts more IOwards locating the 
Ring and arranging (through the Witch King) the final destruction of Ar
nor. While at one (ime(S.A. 3320-344 1 )  he dominated the Court and (hey 
.... crc forced to do his bidding (as did Umbar and all of the Harad lands be
t .... ern Murnakan and Gondor), with his fall al the end of the Second Age 
they wcre freed \0 once again act independently - at least for a time. 

In T.A. 1 264 Sauron sent a NazgOJ 10 the Citadel of Ardor requesting an 
"Alliance", being unable 10 demand their submission with the certainty of 
thcir compliance, since crushing a rebellion would be costly and of little 
profit. The Ardan Council, still bitter and angry over Sauron's dominance 
earlier and aware of his weakness. yet still wary and uncertain of his true 
power even without the One, stalled, haggling over terms. Of course, they 
had nothing to gain by such an alliance, as the new Ritual time approached, 
Ihey grew ever more confident that they could seize control of Middle-earth 
for themselves. 

6.6 FOUR CITIES IN THE MUMAKAN 
The cities of Mumakan, as with mOst in Middle-eanh in this time, are 

comfortable if not highly sophisticated. The Ihree detailed on the map (the 
fourth. Gaven, being only a ruin) are the most advanced. all possessing 
sewage systems, easy fresh water access, and mOSI structures of stone or 
other durable materials. Most buildings are two to four slOries high, wilh 
peaked roofs (and gUllers/cisterns to catch rain) or nat roofed, accessed 
from the top floor. NOle that many of the buildings keyed to professions on 
the map also serve as residences for the shop owner/operators. 

6.61 T ANITH. CAPITOL OF HA THOR 
A relatively small city for the capilO! of such a prosperous realm, Tanith is 
more an administrative than commercial center, housing the King and 
Coun of Hath or. Also here are two large ballcourts, and a large water arena 
in an adjacent lake. Tanith is the center of cotton clolh production for 
Halhor, as well as a locus for herb trade. The city is enclosed by 40' walls of 
pale, almost white stone, connecting round lowers 60' tall, with open roofs. 
The walls arc guarded at all times (see military chan, sec. 8.3), with IOrches 

on the oerimeter al night. 

6.61 KORLAN. CAPITOL OF KORONANDE 
The primary city of Koronande is also the navy headquarters and the 

main commercial center of the Mfimakan. Housing the Koronandan 
Senate. it is also (he seal of ,2overnment for Ihis large realm. With all of 
these functions, there can be no doubt that Korlan is continually mobbed 
with merchants, sailors, politicos and criminals of every type. A trader of 
nearly any race in Middle-earth (not Hobbits) could be found here; not to 
mention that just about anything imaginable could be bought here. The 
walls and lowers of the city arc of a bluish granite, rising to 30' and 50' 

respectively, except around the administrative compound, where the walls 
are 40' tall, and the towers 60'. 

6.63 GAVEN. RUIN OF THE GESHAAN CAI'ITOL 
At one time the architecture of Gaven was the envy of every city in the 
Mumakan, and famous throughout southwest Middle-earth. Now, 
however, ils graceful spires are broken and its domed halls collapsed. 
Gaven's residents, once tall proud men, are now only rats, snakes, and 
more fearsome creatures of the swamp. 

6.64 SARUL. CAPITOL OF TANTURAK 
As was typical of Numenor after its renaissance, Sarfil is grandeur taken 

to extreme: decoration 100 gaudy, structures too massive, avenues 100 bar
ren. Sarul is a city which is extreme in its opulence, and yet it lives uneasily. 
The Emperor maintains an iron grip on the populace - city guards arc 
always ill evidence (although Ihey are easily bought). The isle to the left of 
the city on the map, too small to appear on the area map, is the main 
military base of the Tanlurak army. There are barracks, and a large field 
where drills arc held daily. 
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7.0 PLACES OF NOTE 

Below are found keyed layouts t o  ten important holdings within the 
Mfimakan. Regarding the diagrams, grey shaded areas indicate earth or 
natural stone. Thick black walls indicate SCt stonework - usually 5' thick in 
underground layouts. As a rule, one inch equals 50 feet on the plan, thus 
most narrow corridors are five feet wide, while larger halls are len feet. Ceil
ings arc 10' in narrow corridors, 20' in wider ones and rooms, except where 
otherwise noted and in large rooms and caverns, where I hey could be much 
higher. 

7.1 THE HOLDS OF ARDOR 
Within this section are detailed the nine holds of Ardor: IWO each of the 

realms of Fire, Waler, Earth and Air; and the Master Citadel of Ardor, in 
the center of Ardinaak - the place of Ihe Ritual. Garrisons and Guild of 
Elements access to the Ardan Holds can be found at the end of each layout 
key. 

The key below refers to the garrison chans in <'<leh holding: 

WEAPONS 

b, - Broadsword 

ss _ Short S"'ord 

" - Scimitar 

m, .. Manial Aru ("ar. monks) 
d - Dagger 

m . l\13cc 

,b " Composite Bow 

Ib - Longbo" 

" - I ight Cros�bow 
h, - lIeav)' CrossbQ" 

- Ikasha (mullihladrd 

Ihro .... ;ng arm; <'qui>. ,,) 
,h' = Shori�cn (cqol\,. dagger) 
" - handaw 
p;l . Dk��\<' 

P�OFESSION 

m .,  Magician 

f .. Fighter 
s., Seer 

c'"' Clerir 

r _ Ranger 

me'" f\'1c!1!alis( 

'Mn = Warrior·mnnk 

.<:"" sor<:erer 
my", m)'S!!c 

II _ heakr 
b_ Bard 

OTHER 

ar '" arm<lr 

sh = �hield 

SIl. .. speH(�) 

L. Boll = Lightning Boll 

N o t e :  all�' ' i r o n '  refured (0 in I h e  �cy� �.w be :1��\lIIlCd t o  be a nOIl-To,ling 

iron aHo)' creat<,d b)' Lc�h.Y Ihe �orgcr. 



7. 1 1  THE CITADEL a." ARDOR 
General Noles 
All walls in [he Citadel. inltrior and tXltriOT, arc of a smo01h black SlOne resembling polished 

black marble. but ull,'cinfil and much harder. All door�. " hether iron. Sleel or larn, slidl.' inlo the ad

jacem .... all poc\.,n on cunnmllly dnignw trac�s. Doors opt"n magically "hen II Pfr.son louche!> II 
glo .... ing red glass square. 4' across, placw In Ihe 1<1111 ne�1 10 the door 31 chest height (bolh in Ihe hall 

and in the room). 

t .  Main Gate. 40' ",ide: 40' high. Huge black Iron doon "" hid roll on 

2. 

,. 

.. 
J. 
6 

7. 

8. 

tracks mlO the nanking .... all\. I hey mllgically lock. and onl), ope" '13 comToIs In �2" or 

ust' of the "Chadcl" card 11\ an Ardan dc:c�. 

Guardroom. Three shlfl': four cnadcl lroops on duty. 

OUlet" rKeplion room. I-or holdmg gUC:l.ts of qun.t,onable Inlenl. 

Spartanl)' furmshcd. 

Guard SlaSina area . 

Reception room. Plushly fUTll,shcd. 

Guard lounse!rccrta1l0n area. 

C ... ntral shaft. Runninil lhe heishl uf the to ...... r and deep into the r(X:ly isk bela" . 11 i� 

throuilh this th81 1he de5truclhc po ... cr of lhe Channeling "ill be fllllnclt'(!. lil lhe nll'all' 

lime, it is "a�allt or !i<:,'es as all access tunnel for those who can le ... ital .... 
Hall of lhe Ciladel. Grand hall, "'ith a throne fOT the Lady of Ardor. This is where au

diencc� arc granted to minions of the Court, and minor dignitaries. Small fcasts 3Te :al,() 

held here. 
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9. Guardroom. As ''1'', 
10. Slair"a�s. To le, ... 1 2: and (len night' do", !ll lhe IU,,"cr hall-. 

I I .  Storage. 

12. Guard Quarler�. HaU,inl 18  ea..:h. 

13. Kitchen. 

I�. Pantry/S!orag�. 

I�. (:ook's quaT!�rs. 

16. OUaTl�r5 for CHadd pagn.. 

17. Page's office. General record • •  10rale. 

18. Guard Quaner •. As '"12K. 
19. Pil lrap. I n  dead-end cOTTldor�: la.l 20' of noor II'e' ... a) aftci \omcon ... 'lep, ... uhin l�n 

(ttl of bacl ... all. ChUlC"' �end Iudl"",� InlludC"I' inlO l"t"U, far hl.'lo ... " l"t"  lo"'cr, hall,). Fall 

is OntO a hC"ap of confC"ui-likc malC"flal. '() mjUI> 1\ m,n,m" cd. 

20. Bath for guards. 

2 1 .  Guardroom. As K2··. 

22. Guanj Loung .... 

23. Armory. 

24. The shafl. (7) coruinul'� up, �urround ... d by all open ,p"al \tOl" ix-t'H-.:n l<"'cI� two and 

lhree (a� ... dl as k'cI� �ix 10 eight), opellillg inlo a circular hall. All doo" un thi., lc,cI arc 

dull fini�h Ilon-coroding stl"\,1. 



2' Guardrooms. M Mr. 

26. StaIrs. To lelcl one. 

27 W"lIna room. 

2S Paat') lounae. rhcre arc iil( pagcs orrhe Ciladel (sec garrison chart). 11'0 on dUly III all 

lilT\('). II Valmorgal's dispo�al. They eirher cscorr I isirors m Ihe I'ailing room (M2r), or 

pe'fform derrcal ta�ks. 

29 Vllm(}laul'� �lUdy. Dark and somberly furnished. 

JO Valll1Oflrll's offk�. Slark, grey carpel, black leal her furnilure. black marble dcsL 

llahllna l� by Ihe Iranslucenl C\'iling "'hieh gilC'S off a cold blue alol'·. 

JI Srllam'squarrers. Subdi"idcd. 

J2 Smanr's barh. 

lJ. G\IeIl loom, l.all�hly furnishC'd. 

j4 Valmoraul's bedloom. Richly furnishC'd in rcd and black, 

Jl Guest room. 

J6 Paafs quantu, DI�idC'd into three rooms, 2 beds tach. 

17. I'ase's offiC\'/"ork arca. Sil( wriling dcsks: paper and calligraphic suppliC'S. 

3S. Hall for Itl'cl thll;'t. All doors art of Slainiess 51 eel. 

J9. GutSl sming loom. Wdl furnished. 

010. GUC'"lI bWrOOIll. 

41. Monhaur's oWcc.Lalishly furnished. 

H. Monhaur's bWroorn. 

4J. MOllhaur's lab. Comainl many vials and beakcrs of "ariolls chemicals. bUI nothing and 

unikilled I'C could mah use of. A lIigll-lel'el Alchemist might be able to analY1e Ihem as 

components of partially I),nrhetic poisons alld hcaling drugs (but he won't be able to 

nC'CtSS:lril)' make Ihem, tilha). 

44. Morlhaur's study. Access to kId four and abol'e is onl)' I'ia the cenlral tube, I'hich has 

lh«r sidC'S rising 20' ool'ec:n lel'els. Also, huge Mttl panels between ltl'els three and four 

Cln be made 10 slide horil.onlall�' acrOloS and seal off IeI·tlS four and abo'·e. Conlrols an: 

on the "an just outside of room "46R. 

4'. MaIn library of Ihe Citadtl. AII 1'811s arc cOlerC'd I'ith "ood bookshel,·C'S. TellS. most in 

S,ndar;n lair hough some oflhe historiC'S of Morg01h and the Court are in the High Black 

Spctth: Archaric) COl'er a full range of topics. 

-16 Ma.:ical library. Books (tomC'$ with black wood COI'ers, 2' high, I S  I'lde. each "eighing 

ZO pounds, and containing ont -list- of spells. as per 1.323 ) of all of the lisis of spells 

Imcrally knolln, includinll Evil. Spells can be used once and MburnC'd orr as runes, but 

])iIgC'S cannot be remOI'C'd from the booh or Ihey t/«ome u'ICleS5. There is one large iron 

boot siand faclng lhe I'indow (which has laen casement glaS5). The door 10 Ihis Ubrar)' is 

clear laen, and " ill open only to a member of Ihe Ardan Council (see M70M for 

membership). 

47 Slagin. Area. 

48. Guard lounllc/dininl! area. 

�9. KilChtn. 

S<I, Guard Uath. 

,I.  Guard Quarters. Hou_�in8 36 (Room is subdividcd. Thcre arc 24garr;son guurds: 12 elile.) 

S2. fOyer. 

D. Siorage. 

34. Quarln' for servants, 

ll. Ofrlce/quarlers of the lIuard captain. 

'6. Gallery, 

57. Siair"'ay rHUmeS, connecting levtls 6·8. All doors 011 this levcl are clear glass, iramC'd in 

51«1. 

58. �lnformalR Audience Chambers of Ardana. Walls are hung with red I'ell'el drapes. In 

fronl oflhe large slalnC'd glass windo" is a loll'. backlns black marble throne. The noor IS 

t'arpettd in blac�. 

", Guardroom. Two elite on duty al all lill1cs, 

60. Sen·ant's quartt'Ts. Ardana and More]cn's personal maids: 6 1OIai. 

61. Morden's chambers. 

62. Ardana'S chambers. I-urnishcd in midnight blue and sill'er-gre)'. 

6.3. Entry fo)·er. All doors on this ]c,·tI are clear laen. 

64. Upper vaull. Conla;n;ng stleral porI able, yel I'ery inlricale and po"erful aSlronomical 

telescopes: I large (30 pounds) texl on ASlfololY: !>Cveral do�en charts depicting rhe con. 

slellatlons: and OLher aSlrological del ices. There is alw, on an iron pedC'Slal, a sculplure of 
wild smo�y Ilass in thl' form and sile of a larse human skull. When I\10rlloth li>cd. this 

skull had imll1\'l1se po"ers I' hich only Ardana could lap. No" ho"e"er, it 'nu.'rely' acts a� 

a .�R po"er point muiriplier. and mlliriplie� all Astrologer information spell ranges \10. 

Tht skull is not portable outside of Ihe Towcr. The door 10 the laulr is magically loded 

( +  1(0). and Irapped with a "'ailing "Absolulion" (60lh Lcvel) for anyone "ho enters rhe 

room. II should be nOled thar this is n01 a true ·trap·. bl'illg purdy n13@i\'al in nalure IiI 

comes from Ihe skull): ho"ner a 'Deltel Hare' or 'D\'!ecl Death'. or 'D�·t\·ct El iI' rna)" 

discover lugudy thc nature of lhe trap. 

6'. Guardroom. T"o 011 duly. 

66. Sculplufe gallery. 

67. Paintinl gallery, 

6/L SmaJl lounle. 

69. The stair"'ay ends again on lhi� floor: the Council Lounge. Carpeted in bille. the room i) 

furniShC'd in Ihe mOl.l elegant, expenshe furnishings ;maginable. from all oler the �no" n 

lIorid. Fine tabinels ""h glass doors house e.\quisite art objects and rare , olumC'S (non. 

masical). All lockC'd (Iery hard 10 unlock). Glass could be broken, hOl'e,er. EsllmatC'd 

rolal "alue of objects in taX-5: 10,000 g.p. There is a �mall l>C'Cret control panel hiddcll 

behind the dark oak panelling " hich lower5 an elevatOf platform from lelel nine. 

70. Hiah Council Chambers ofrhe Court. AccC'Ss only by the C\'ntrai elelalof, or lelep<)f\. 

After all ha.-e Irrh'cd, Vaimorlai manipulatC'S a pancl 011 onc I'all l'hich cause� the eIght 

pillar5 around the Lube 10 slide dOI'I1. also lowering lhe council rable. I'hieh is \(epl flush 

I'ilh the ceilUlI. Simul1anrously. 12 panels in Ihe floor open, and the 12 thront'l> oflhe 

Council ri.1t 0111 of Ihe nom around the table. The table i� unmarred obsidian. ocl3gonal. 

twenl)' feel acrolS. A circular SC'Ction in Lhe middle will dissolle af lhe time of the Chan. 

nding. The rhrones are solid and blocky in d�ign, each si1.td 10 scat comfortably a 

specific council member. They are all of black marble. "'ith marooll upholstcr)". Inlaid in 

Ille table before each Council member is a 12'xI8' sheel of glas� linled tht color I;onfOIl11. 

ing to their alignmenl "'ithin Ihe Conrt. The hole in thc cd ling i� open 10 allow 51arlighl 10 

shine in (meetings arc held m01l1 hly, midnight, durillg a new moon). Seminl! arrangement 

of the Council is as follo .... l: 
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l\.'IEl\.IBER PANEl CQLOR/DIVISION 

Ardana CIC3t(blad) Oarlne�s 

Fearuf Amber Earrh 

Ard!hal All1b�:1 Earlh 

Valmofgill Clear Oarlne" 

IWia RoJ Fire 

LC'Sh-Y RoJ Fire 

!\.Iorthaur Clear OarkllC'Ss 

Gorthaur Sea blue Water 

TaurcJa\ Sea blue Waler 

Mourfuin Ckat [)ar�nC'S1 

Valhisl S�} blue Air 

Cambragol Sk) blue Aif 

All [aen panel< glol' dimly, gh Ing the fa<:� ofthl' As>crnbltd Council an eerie appearance, Iii from 

Ix'lo". 

Gl\.1 NOTE: the delailed d\'�criplion of Ih� interior �pace� of Ihis, Ihe Citadel of Ardor, may be 

ux-ful whcn prOl'idinll lhe pla)'ers '" ilh vi�ions and olher \llch Mloo_gil'enR information. so as ro paint 

a dctailed :and more i"leresting picrure of Ihe Court. A lision of the Ardan Council in !>Cssiou. 

discussing a topic of interesl !O Ihe PC�, for il1�tarlCe, l11ay be of valuc. 

LOWER HALLS (THE CAVERN OF THE RITUAL) 

A hUle cal'ern, the floor of "'hkh is waler, entcring via a tunnel 10 the sea. All about the ca>c are 

platforms and walkways. connecting to rhe central platform where there lies a round altar of obsi· 

dian. Here iii I'·here the sacrifice is to take place. Note Ihe eighl locations for the gems of Unlight ('11, 

and the stair up to the Citadel proper ('2'), The cenler Qf the roof of Ihe cal ern is open to Ihe 10l'er 

abole. 

CITADEl OF ARDOR GARRISO N  

Melee I\h��11c ,'rntor 

T)"pe (Number) Prof 1 . 1  H,,, 110m" !Jonu' I.", Ita,'c "'1'C,:I:a1 

Citadel Guard (78) 10 .. \lO b, � 8O ,'h I�·"O IllIman 

Elite Guard 112) to 120 t 130 b, • 120 ,h I�-ol{) Iinman I 10 h,: -t S ,'h 
Pages (6) '" t flO h, .40,h � �O lIul1l�1I 

Cd. Caplains (2) " 160 I I IX) b\ I 140 (h I �.�n I·hell "'C bell", 

There arc two guard captains �tatiolled ill the Citadel al all time', and the lemaininl �Il( ale 

deployed usually al perimeter garriSOlla� on thl' islulld of Ardrnaa� proper. Sec <tt 6.221 for their 

equipment. 



7.12 HOLDS OF fIRE 

7.121  Ithilkir (S: "Sih'er Mine") 
Note': Ughti", throughout most of the: complc:x is provided by brass lamps affhed \0 the ..... alls 1U 

regular inlervals of len fect. The lamps burn brightly "jlh lillie �mo};e, and are refilled 

once daily (all lhal is needed), 

I .  Enlry. CUI into the sitlc of a rod)' bluff; a \\lIldlng palll icads 1 0  Ihe shehered cmranl'\:. 

Through elcH'r1y roncealed hol� "dIll mirrors. thc guards al �2" can <;« an)"onc �randmg 

m lh .... emranccIOoay. A lc:\C'r :1I " 2A" conllO!s the raising and lo,""c-nng of Ih(' eQunln

balancC'tl l' lhic� Slone door. A <imilal !e'el al -2M- CQntrob the Iron porlculh�jusl past 

Ihe doors, only r;IISW aft ... r the IdentilY of Ihe \IS110rs i� c()nfirmrd. There- IS allo II hidden 

knob at both 'T's "hkh locks door ")" down Ihe hall. 

2. Guardposu. Niches CUI inlO either side of the rlllry corridor. A larrison luard stands al 

each al all limes, IUTI1lnIO\er in four hour shifl�, bUI Ihe shifts arc siaggered. so Ihal one 

guard ehanll:S c\try 1"'0 hours. 

J. 

4. 

Door�. All arc Ihe same, cic3r laen ..... ilh Ihe �Iaff emblem oflhe Realm clch('d 11110 Ihe 

glassli�e �uff\1�'e and faimly limed. They l1lagi�ally pan in Ihe middle Dnd <lide into ..... all 

pockeu '" helle\er anY(lne approach� >lllhin len feet of the1l1 from either side. Note: lad

ders siand in the �rel pa�\.lIges to Ihe lef\ of cl:try �JM. 1.lIdder " goes up into tile ceil· 

ing. 10 a cra>llspacc. and connC'Cl� bad.. do", n 10 ladder< t and � . . f';O\e al.so of cour'>C. 

Ihe sc-crel pa�ge� Ihelll'>Ch(1. all cunningly deSIgned. meal po,alll1g a ·50 difficult)' 

modifier 10 locale. 

Foyer. At each of Ihe eight corneH is a brOI11.e. life·size sculpture or each Lord of Ardor: 

Ardana. Monhaur. Mourfuin (in human form), YalmorgUl. Gonhaur, Fe-alur, Rilia, and 

VaU.ris!. All arc well made, perfectly normal statues, e)lep{ Ihal if a spcll lo delc-ct magic 

or po ..... er b eaSI, each ,h'es off an aura of E!.sc:ncc. In Ihe cenler of Ihe room, SCI inlo a 

huge elaborale wroughl sil>er pedeslal iJ; a crySlal orb, IhrC'C' fC'C'1 in diameter, which fills 

Ihe room With a highly �ariablc multi·colore-d light. The orb is also semi·intelligent, and 

acts as a guard. If anyone emer� the rOOI1l and allemptS to leave without saying. "Hello. 

orb" (in any language) the orb ..... iII lock all doors. sound alarm� in the guards rooms. and 

rill 1M: room ..... "h 51«p gas (reSISI >ersus 20th ]c,d poison, or fall into a d«p slC'C'p). If 

each person sa)'S "Hello. orb", il will an$>lel him/her/it in lhal same language. 

,. Central guardposl. Manned by three guards al all times, in 8·hour �hlfl rolatlOn. slauered 

shifu e,er) four hours, Control le\eu for doors 10 Ihe prison and large hall area arc 

behind Ihe SIOIlC counter. 

6. Guard and forge·v.or�tr quarleTs. Ten men 111 each room. 

7. Balhs. For guard and ",orkers. 

8. Guard Mation. ,\1anru:d by 1 ..... 0 gamson luards. Hidden le>er oJX"ns lato door 10 cells. 

Guards ha"e keys 10 II1dlvidual cell doors. 

9. FalS<' doors. locked. If opened. thoS<' standing before them arc gr«ted by a Dealh Rune 

(rnhl \ersus 2Sth le\el Essence or dicl. 
10. Torture room. Fully equipped. 

1 1 .  CoplX'r·�heathed doon ,Iide open when he who slandl before them says " I  conIc t o  forge" 

in Dursindarin. 
12. Central forge. The four corner >lork areas arc raised Ihree sleps, and the ,,,,'0 hOI·forgn 

(128 and F) are raised t .... o more, and also ha"e air shafts in Iheir ceilings. There arc 

magical permanent airwalls along each of Ihe stairs 10 r«luce noi$C and heat (or cold) in 

Ihe corridor areas. The airwalls are nearly in�isible e)lcept for a slight. wavering distor· 

tion. Of course. as ..... ith the spell "Air ..... all 
.
.. movement is cut by SO during the round pass· 

inl Ihrough Ihe airwall. Various forging tools hang on the .... alls aboul lhe area: 

12A. A nne metalworking arta (including for mithri!). 

128. HOlforge for precious metals. 

12C. Joorging area for Laens. 

120. Work area. Too15 and tables for construction of locks lind traps, etc .. and lealher and 

>lood ..... ork. 

12E. Work area. For general metals (nonmagical). 

12F, Ilotforge, For general melab. 

13. 51«1 doors, Slide magically open at the touch of a palm. to a Slorage area for forging sup

plie\: coal, di,rilled >llIter. mercury, nile sand. spare ,ools, prolc-cti\'e clolhing, molds, etc. 

Also 1"0 "cans" -actually 2')13' metal rectangles ..... ilh handle5 . ..... hich can be made 10 

Initale horizomally thr« feet above the ground (but only wilhin IthilkirJ on command. 

al",a)'5 le,ct, for carr)'lng heavy supplies. Each will carry up 10 SOO pounds. 

14. Doors. As in Mlr open \0 basic refined metals and alloy slorage: iron, 51«1. aluminum, 

copper. lin, brass, bronu, etc .. in ingots. packed in small crales. 



J,. �tt'I door. Lod� (\"C'ry hard -50 modifier. Lesh-Y and his assislan1S carry keys) inlo 

]C"\\eI "aull, lilled ... Ilh man)' cabineu and cases. holding appro�irnately 10.000 gp .. onh 

of prC"Clous and �rnj-preclous gems. moot already cut and faceted. Thcr� arc also many 

fiM .. Gods and lealh�rs (for handles. mm. scabbards. etc.) Total \alue. appro"malr!y 

UOOgp, 

16. Brome doors. To "16M o�n al 10' prO.'limUy, unless locked "ia a Ic\�r on .. all III MI2DM. 

ThiS isa slaging area and ro)"�r. T .. o Ir.rger U'xS') magic CarlS sit here. There art t .. o gar

rison Juard< on dUly at all timn. 

11. Vault. Behind a heavy Mer! door .. ·hkh is locked {2 1ocks. each .. cry hard .701 and trap· 

ped: failur� 10 disarm sounds alarm in guardroom "5". Lesh·Y has the only �e��. Jnsid� 

ale UlCUS: blue. clear. �1I10�Cy grey, and )'ellow: fine glass. alld some black cog ingOlS. all 

packed and naled. TOlal value: 800 Ibs. laen al 200 gpllb ingot: 160,000 gp.: lb. glass al 2 

Hp/lb illIlOI: 230 gp.: 20 lb. eog al 1200 gp/lb ingoc 24.000 gpo 

IS. EIe,·alor. Sophisticated. ma8ically-aided coulllerbalance to mines feet below. 

19. PrC"Cious metalS vaull. Behind a door idenlical lO M I 7"s. ncepl Ihe locks are difrerent . and 

Ihese ha'e a -90 modifier. Illside: 100 lbs. of gold. Ibs ofsil>·er. 300 1M. of $UPfriOl m'd 

( ... I' if .. or�ed correclly), fi .. e pounds of plalinum. ,\11 are in quarter-pouud ingots. 

carefully packed and craled (SO-pound cratts). 

20. Sn:rel door. Ihen steel door .. ilh IWO locks (50 modifier: Lesh·Y has �eys) . .. hich slide� in-

10 Ihe ceiling; Ihen a milhril-platC"d. "'reiora·laced (10 foil all Wclls) door wilh 1 ... ·0 locks 
(90 modifier; l.�h·Y holds Ihe key) and Irappro (40 modifier). Failure 10 disarm the Irap 

yields an arra� of long spikes from bolh nallkll1g ,,·alls. as far bad as th�olher steel door, 

(ueal as 2-g rapier auad rolls per Pfrson . ... 80 ,'ersus SIalic target). Then. Ihe spikes 

rCHICI and Ihe noor opens onto a 100' deep pit. (roll on the MFall·CrushK lable + 100). 

Behmd the door is the milhril ,'aull. containing 5,000.000 gp .. onh of half'pound milhtll 

ingols (50"� orlhe Court Ireasury). "Iso, in a bookca� of fine .. GOd .. uh a framed glass 

door. inSC1 l11 lhe far ... all of Ihe vault, arc complete books of alchemy spell�. Fi>'e leather

bound books (each ... ·tighing fi.e pounds). one for each list. 

21. Fo�·er. The four columns arc of 1110" ing opalt$Cenl material. Walls. noor and ceiling are 

of black polished marble. Doors 10 rooms "4" and M26H are Sleel . .. ith �ihcr on the inner 

surfaces facing M21 K. and po1i�hed to mirror smoothness, so Ihat Ihey rentel Pfrfectly. 

These doors slide magically open to an)"Ulle coming within len fttl . and immediately close 

after .. ard. The oth�r two doors art of black m3rblc. and slide magically up when a hand 

is laid oll lhe column 11,1 Ihe lefl oflhe door. The other two columns arc eleclrically ell' 
chanted and dcliver a point·blank lighlning bolt l(4 hits to anyone wl"lo louches them. The 

marble doors slide back down n,t �cond� after opening. or aftcr Ihe hand �top� tuuehillg 

tht coJumn. 
n. QU3T1trs of Ihe Lord of Sla\·es. who is captain of Ihe garrison. Richly furnished. Ihe room 

also s.trves as his office. 

23. The Lord of Sla,e$' leleporuuion room. Unfurnished, il is a "safe" place for him TO arrive 

in. 

2..1. Lesh· Y's quarters. Tht shon walls. like Iht doors, are of dull-finish stainless steel. The 

doors open and dose only by the commands MOPfn, by Lesh·Y�. and MClosc. by Lesh_yH. 
The long walls are of black marblt, the noor is co"ered by a fine. while carpel. All of Ihe 

furniture is stark, yet beautiful: .. hite upholstery. slainleu ned. marble. In Ihe far .. all is 

a huge .. ·indo ...... .. hich O"erlooh Ihe valle)' Imlad hhi! ("sll\'er valeH). By pulling a le"er 10 

the lefl of Iht .. indow. huge reinforced sleel panels slide 10gClher 10 protect Ihe glass from 

damage due 10 auack or St.·trt .. cather, As a nClt. Ihere is a sheer drop of ZOO fC('1 

direclly belo ..... Ihe ... ·indo ...... and an addilional 100 foot riSt from Ihe window to Ihe lOp of 

the bluff. 

25. Lesh-Y's .. ork-�Iudy area. A ... ·Goden doors opens OntO a large room. Ihe long .. alls 

covtred ";Ih booksheh·es. the volumes held wilhin being non.magieal texts on minerals. 

gases, jewels, elc .. as well as books on weapon and armor design, and drawings of famous 

artifactS and "·eapons. There is an ink skelch and brief descriplion of virtually e\'er� 

famous item of po"'er here, The Olher .. ails arc CO\'ered by racks of foiled full·sile 

diagrams of hems and machin�s. There arc Stl'eral lables and a few lounge chairs �t 

about lhe room. as "'ell as a mas�ive dt'sk. bill all are draped with dfawing�, stacks of 

books and diagrams. 
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26. Gallery. DarK panelled .... alls �I off Ihe rich tapestries and paimings here. all depicting 

members of the Courl at various innocuous aClilllles. Tht columns are of plnk-"eined 

black marble: the noor is of .. hile marble, and the doors to the hall beyond are of smokey 

grey glass. sliding magically open al Ihe touch from either side, bUI can be SC'C"urel), loc�ed 

�ia a le\'er jusl inside Ihe inner ,,·all. 

27. Quarters of Ihe four assi�lanl forgtr�, All belwC('n 51h and I Slh level alchemiSIS. t .. o per 

room, all noncombalants. All quarttrs in Iins SC'C"lioll hale prh ale balhs. Door� are s;h·er· 

bound polished wood. 

28. Quarters oflht' four Dwar�en forger�, All share Ihe same room�: doors are of silver· 

bound wood. Treal as fighl�n- see garrison charI for Iheir Slall. 

2iJ. Quarters of the chief assistant for"er, LaTis, llil door is siher-bound .. ood. "ilh an inlaid 

sih'er "L" on it. His rOOIl1 is richl)' furnished. and if he i. nO! at the forge. his magical 

forging lools arc herc in a beauliful .. ood ches!: m3"kal forging hanHn�r and longs sel, 

allowing user 10 ... ork al I ... ke thc normal �pcetl: and lon[l.gaunllet� .. hlch are immune 10 

all heal and cold (made of �il'ery dragon'�m). 

30. Quarters of Ihe Lady of Slaves. Gold doon 5"lnll OPfn .. hen unlocked (\ery hard - 501. 

They are richly and tastefully furnished, althou8h she is rarely here. 

3 1 .  Drawing room. 

32. Guest quarten. Handsomely furnished. 

33. Servanl'S quarters. For sil( cooks and Sl� malJllenonCl: stf\ann. 

34. Dining room. All staff and garrison cal 10lClher. 

35. General library. 

36. Praclice area: guard loullge. 

37. Kitchen. 
3i. Pamry. 

39. (lower Le"ell Elevator 10 upper"le\'el (181. 

40. Guardrooms. Two on duly in each, 

41.  Sleeping and balh areas ior Ihe guords. Subdl'lded Into )1\ doubk bedrooms. dining aln. 

and loullgt. 

42. Latn doors slide inlo walls. Controlled al "..13". 

..13. Central control for Ihe lower level. Mann�-d at aJl tunc) by IWO lIunds. It i� clelated file 

fccI above the noor tev�1 (Ihe cellil1g is 20'1, .. ith a d�sl lunl1iug Ihe perimeter. and a clear 

laen wall running lhe circumference abo,,' Ihc des� broken only b} D laen door fal"ing 

M42". con I rolled from withill. There arc Ic\'c" here .. hlch comrol all oflhe door� in and 

oul of Ihe room, all of ... hkh are clear laen double dOOf� which ,Iide apart 11110 the nank

inll walls. All mallieally lock. "bo II poison gas (Thuf\l"iik) can be rele:md 10 nood Ihe 

room and quell uprising� or �IOp intruders. All dllon are 3irllghl. and Ihe ga' call be 

venled out. 

44. Orc·miner caves. Approxim3tel) 30 Ore. Ihe 111 each ca'c. 

4S. Troll·m iller ca'·e. HOme of len Slont Trolls. po .. erful. hea,y-dut) miners. 

46. IUUO' comdor do .. 11 to aluminum. laen. platU1ul11. ,il\ cr. rub\. lr,�n (ut "·,,ur'oC) <;(Iur .. ·,,< 

(e.g. bau\ilc) alld �c.eral olher 'eln,. AlI thf()u�h I"I'III1!!. wnfu'ln� pa"'a.!!c'. 

47. Corridor. To smelter .. here orn �re bro�cn do .. n 31ld ingotl of rtfined metal and gla�� 

are formed. 

..Ii. Illner guardrooms. Wilh controls for the �tcel ponl-ulli\ beyond. T .. o guard< on dUI) at 

all timcs. 

49. Two mile corridor to .\hthril mine". 

50. Three mile long tunnel 10 Guild of Element� accc�s 10 Ilhllllr. 

ITHILKIR GARRISON 

Melee Mllllle AII1I<)1 

Trpe (Number) Prof 1.11 HII, UollU' Ilonu, T"" 

Garri<on Sd. (62) , 50 ... 70 b, .. 70,'b � "" 
Elite Guard (10) • ' 00  ... 1 1 0  b, .. IO(J.,·b I�I .. '" 
tad, (Alchemist) W 60 .. 80 b< ; �h " "''' 
Forgcr� (..II '00 ; 100tl • I (XI he 1'.1)( ." 
Or� MUlers (30) .. .., • 50 ]);1 " �O) 
Troll l\lUll'fs (lOl 10 ,., • 120m ' "  10) 

Rm:c Spe..:lal 

Illlm:1I1 

Hllm;lr1 , I O l:>\.,h 
' "  b"'n�c ,pcll, 

D .. arl • ttl h 

I ,",...:r 

'jt(>I1.' 



7.122 Naurlindol (S: 'Hill of f'ire�' Pools') 
The ch,ef holdmg of firt, and Ille ciladel of Ihlia. Naurlindol ,\ dehed OUI of \Olid rod and 

modified nalural ca\C"'> formt"d b) la\a now� long ago, Violem \okame ael'<' 11) is minimal, bUl lllere 

" II conSlanl no" aooul lhc gre:u ccrnral ,·hamb!.·r in Ihe lo"er hall. 

UPPeR HAl l S 

rhe upper halh of Naurlindol are dl'hed OUI of a .:lefl in Ihe hillside. "il h one �idc slill opcn 10 Ihe 

OllldO()r�. Therc arc 1"0 noor\ \urrounding II cClHral l"o �Iorey hall. A bakon) rum along thre.: 

"all< allo"'I1,. 3<."\.'t"'\ 10 �ond Ooor loom.'>. L,ghl i, pm<. .dm b) gold hansinl! lamps hung from "all 

I>raC).C1� 'P;ICt"d aboUl lhe alea. \\ all,. 0001. ceiling and columns arc all of \arir.n< I),pt<o of hcaul,ful 

polid,"-d marble. Door. ale of blae). ,ron. "ilh Ihe fire emhkm elehl'd imo Ihe me,al and kafcd in 

gold and �ih'cr. Single·" ,dlh 1100r<. <.Iide up illl!) Ihe ceiling on a ,:ounlcrbalulI.:e when II small melal 

le\l'r adjan�lu III Ihe door i. pullt"d ("an be loded on ,h(' In<ide. �\cry hard"" to ulllod: from 'he Ottl· 

<ld('). Douhk "idth d()or� ha<.e a """ hn opening IIIc,:h3nl<l11 bu, .,Iodc apan inw adJaccm wan�. 

I .  

l. 

l. 
.. 
,. 

,. 

V('fanda. i\ pIal form rt<in" SO' 1l00\C a Me.:p slopoc, it pro' ides a panoram.c " e" oflhe 

,allc) be)ol1d. Nme Ihal Ihcre .\ II le,er j\l�1 ill,ide ,,'hich COlllfOls Ihe lo"cling of rdn· 

for.:cd irun pllnel�. "hi,h �lide 1)11 Irads set ill the colul1ll1�. The panels arc unl� k,"('red 

in tim'" of 'lu('�lionablc sccurll� ho"(.'\'cr. and are u5u311) open. "'Ih I!uard� po\led al ,h(' 

�'orumn\ 

Throne room/Recepllon 110111. A grand room .... here Rilia hold� lIudienct'5 and hanque • .,. 
ller Ihrollc i<. 011 a 'hrec M':p dial oflpo�ile the <ta,r (10). 
Guan.1rOOIll/Quancrs, (AI'II a".:e�� to lo"cr hall" J-j,'U'IIlJ.t ,i\ human and ch cn IIII:m,h. 

Kuchcn Sen3nt QU3I1cr\. lIou�inl! len . 

QU311er' of Val!!lin 'Th(' Thier. C'omfor.ablc, if plain. 

A�-.:C\\ cOlliUor. 

Upper Level �ne 

• • 

- - - - - - - -, 
, 
; 

7. 

.. 

9. 

Valglin's "orkshop. Sev('ral lables. cO"('rt"d "'i,h �haru. diagrams and partially asSC'mbled 

locks and trap devices. Racks on .. 'ails hold rolled dial rams and Mandard lOob and pans. 

Ora"'ing Room. Richly appoinlt"d ..-ilh la(lC'Stries: comfortably upholslered furnishings . 

Librllry/music room. Also ",dl furnished. Books cov('r a fun range of topics (none 

magical). There arc §(vcral musklll instruments in Ihe room, includillg It harpsichord. Lin· 

sui is adept al lhel11 all. 

10. Siairway conllteling Ihe floors. 

I I .  Balcony. 

12. Lady of Sla.es· Quarters. 

13. Silting room. 

14. Rilia's office/meeting room. Walls art purpl� marble. Carpel and upholl!cry is red. Her 

desklOp is frostcd red laen. 

15. Rilia',; Pri,'ate Quarters. Plushly furnisht"d, ,,·ith evny ;magillablc 11I_\ury. 

11. ACCC'SS CQrridor. 

18. Linsul's Quartcrs. Richly appointt"d. "·,,h many mirrors. and closets pllck<'d "uh clolhes 

of cvery IYpe. 

19. Access corridor, 

20. Guard Quartcrs/Station. HOII$ing six. 

LOWER HALLS 

I .  Enlral1Ce, There i s  a large tunnel al lhe ba5C of the 10" ,orcanic mountall1 (no" overgro .... n 

with rit'h \'cgelation), The entry is framC'd b� it he.\agonal portal of black marbk. lind can 

be SC'aled with large slidillg doublc doors or black iron "hleh hale Jaggcd intcrlocking 

edges. Th(' doorl are IIsually open, and 1 .... 0 guards ar(' JK)S,ed oUlside. 

2. Sen,ry JK)St. T"o oro wilh h('a\) CIOSSoo"S inside ha\c full COler. 

3. Guard stations. !-our Oro on dut� al all ,imes, one orlhem an '('lilC'. 

lIpper Level [IOU 



,\U!.l 4"�rttl\, I ,1lI�U\1I 1m In uln: elghl hl·tt. cishr on dill). T"o ·<.'lnc· in cach glOlip. 

1'",,1 .. 1 hllhhhnl l:.l\� II IOnK:tlFle II unfOlllinale enough 10 faU m. Ihe) 1C1:t"l\e a flOinl' 

t>1an� luch.111 \ln�e • � . •  � hll,; and an aUIomal1l: "ER heal nUll'al e.el) round "hlle in 

Ibr ... � 
1'1)lh�'" R,n,c:<i h) cl�1I1 IIla(� 'lone l·olumnl. accc�"ble b) four bridge�. In Ihl' ,·Clllel i� 

J dl�'. IlIl ... llId, 1l a hl�h h:llled Ihrone 01 hlad.. marblc. Three Ic,el� nal1� the Iluon,· on 

!he kh "tic; Ihe fu" k'el ,'an I:>c: mo,ed fOl ... ald. bad anti from lide 10 lide. and ha' a 

hUI '" un 1M handlt, III holding lilt: lIullOn do"n and 1110' 1nJ! Ihe It" el. !ht p(rsoll al Ihe 

,hi 1Il�1 t\lend pr ftfra,l rM bridJ!� one al a IIIllt'. Tht' hrld!e,' u\ual pQSlI!on i\ 

Irtl"",ltt! 1M' '�n " I ... enl' fttl. The ,«·ond icIer i� a IraI'. and if,ampcred ... ilh. ",,11 

,Au'tJ '1'1�e In j'I('p UII I "I ,he Ih,onc ba .. l. Impalin! thc ,ealed pelion luse 1:111(:(" table 

. 11Xl. lliloonu'-t\ lor t:u¥el n,·ep' almor). The ,pi�e al.o hal n do'1: of lit-u P'I)i�on on 

" IhHd lelel \OUnd, alarm' III 1111 luald loom�. lind ",,11 cau'1: all bridgc� 10 ('\lend or 
rrtra.;1 'Imlliranroll,h. dependln, on ... helhn Ihe le'�r I' pulled fo .... ard or bae�. 

()r� �"mb.at rr3C1let loom 

hnnt! to 1M' high CI't' ... helt !)uldax the Fell Crealure I"t!.. Hc IS Irallled 10 bear R illa 

Of lilt J ord of Sral·n upon hl� back. and he ... ill ubey only them, He is usually a.'ileep in 

h " ,'a.c. Of(our�. he cannOt rome do"n lhe narro .... tunne1 imo Ihe complex. and has 

,�n.rhtf (\II f,om h'l l·" l' up on lht' mounlalllside. 

OJ lo)tf 
10 I O .. tl \n,hnr\. Fc-ethng art'a for lht' Orc�. 

II Ttlflurf room Ind ]'I1"I<on �II\. 
12 Grntral �IOI"R8t and armon' 

11 \�llh. "rtel door ,\ duubk Ihl�l (J'). and ... ill 0111) opoen to the le)s held b)' �ihn. LlIlslil. 

\alrJ,n. antl rhe l ord of Slall'" Olher"i�. Heal a' e"rerncly hard J.(0) 10 unlod • .  Then 

a ]I(""ulh, ... h,.-h deh,er, an �(M clc.:1rlcll) crlHeal ... hcn lOuched lInd not JUSI Ihe fir)t 

I'IIM'). Ind ",11 onl)' open 10 Iht rommand '"I·dro!" t"opoen" in Sindarlnl. Inl,de b jO.OOO 

'.1' In ,(Ild I'ic.:n. 8ell11 Hnd Je ... elr). nil III �I(" al locked chell I and ooxel. Also. Ihe 
'i1311 11f !-Idafion 1<.4:e SI'I:. Ii.41J for 1"IO",·t)): �pare robe< and Ilnves fOI Court members. 

There " a bo�. Ill " hich art' elShl red ,Ia)\ obJCl:b: four @Ia'� spher�. 2" in diameter 
.. 1I"h . .. lItn Ihlo ... n brea\ nn Impacr and Idease a h dama@e fireball: and four squarl!'S. 

l',)" .r .. h ... h . ... hen 1(K!oed on Iht' noor ("uhin ten feel) brt'a� and creare a 10',10', I '  

.. all of firt la�lIng 20 lound\. There is alw a I.ng in a small box "h.eh . ... hile ... orn. gives 

Immuony loall heal and file, bUI doubles cold ('rilkals and damage. Wearer is al�o cold 
�lIrht IIl11r. Ring i� ltold. ,,"h a ruby .so.·!linll. 

'''llt l l'<JX)! LARRISON 

Mel« Missilt AtmOl'" 

hfl!'l'umbc't) Prof , ,' HII� Ilonu� llonu� T)� lI.a�� 

ll'JlCf (,uard (121 90 +- 1  lOS) + I 1 0 d) 1 3 (  - 25) Elf/Hultlan 

II"<;tf QI,, (2) , " + 10 sc +- 60 sb ,� '>I 0" 

(iI�aIC'l Or .... !61 9 90 ... 1 00 !tl:  ... 90 �b 10( - 35) Or� 

Gllalll ('.!'I11Il " "' I 150� +- 1 30sb 10( -45) Uru�-hal Orc 

]}lIldl\ 20 200 • '00 1 1( - 70) Fell Crealllre 

OUld�\ I� a "I ell Crealure''. 0 huge, featherless ... inged beasl capable of carrying one of human 

\1ft upon 11\ bac�. The oli@in of th,� monSlcr ;5 uncl"nain. although il hM bc:cn Spl"I:Ulaled thai ils 

ll1iCt\lor .. a\ a 11ft ftom Saufon of Mordor. 1r� lalons strik� as hugt cia ..... ! (s .... olds) ... i,h Iht' bonus 

,"'en lbo'e; and it i� t'apable of n)lI1g at spn'd� up 10 40 mph. 

�GulldofElemem� eorr� to Naurlindol i� on Iht' oppositt' "de oflh( moulllain. and tnlry lO Iht' 

(ompif' 11!11Iltt! , 13 a M'CrCI door III lhe rough-ht"" n corridor access to J)urcla,,'s ea\c, although en

In 1\ rat do"" tilt Illonel frOIll J)UldaJl. 

7.13 HOLDS OF WATER 

7.131 Aurax·Dilr (S: "I)ecp�'aler Darkness") 
ThecaSlk of Aura,�·Dlir ilself is not of particular nOle, excepl �rhap� by ils unusual architetlurnl 

<ksilJ1. Thelocalion. however. is indeed an environment unearrhl�. The holding reslson a rocky out

crop"lIhin a huget'a'·e ... hUSC' floor i5 almOSI t'nlirelydt'ep "'ater. A grouo with a runnel aC('� lo the 

stI. lhe CIi'·ern Morlin (S: MDarkpoon is in rh� cliffs ... -hich form Ihe soulh�rn roast of Ihe 

Mumakan. Mosses ... hich grow abundantly across Iht insid� of the cave gh'c off a grten-blu� 

phOSl'hort'St'lICt, illuminating Ihe citadel in an «rie light. In addilion 10 rhe !iCa �nrranec 10 Aurax

Dilr(lht lunnel is largc tnough for ships 10 pass lhrollgh). tht're isa eause .... a� leadinlJ, 10 the far end of 

the C'I:'e. and a runnel to I h� surfac�. The Guild of Elemt'nlS enlry acces5CS 01110 lhis runnel, bypass

Ing an allllY of gales and gualds nt'al the surface. 

ThiJis(iorlhaur's prl.·ale lealm. and all hough heis a Noldol Lord, h( 5urrounds himselfonlywllh 

lilt \Ioriquentli - Ehes ..... ho ha\e lIe'er �n Valinor. He is a priCSI of Dar�ness. and U'iCS his pO ... er 
10 IfI'rify and incile Ihe men or Miirua�an 10 aeu of .... ar. 10 Ihe darkne�s he appoears. callinl! Slorms 

allrl li,htoing. rhen rt'lUming 10 lhe elernal quiel of Aurax-DOr. 

lAYOUl 
The ca«1t' itself eonsists of a wall 60' high buile of blocks of dalk stone joining fi�e ro ... ·�r.r. The 

.. ;a1l5 are only IO' lhick, and Iht' parap(ts narc o.ul"ard al Ihc lOp. This slender design ... as ac

eomplishcd by uuliling iron bars 10 loc\ Ihe Slone blocks togelher. Of Ihe towers Ihere are Ihr« 

smaller, each 90' lall and also nared at Ihe top 10 support a ronieal roof. Each is 30' in diameter and 

ha$ six 1c\e!s. conneelcd by a cenlral spiral stair: 

It'vd I. Garlison lounge area. 

2. Kitchcn/dining area. 

3. Galrison slteping area. 

4. Guardposl. tconnC1:linll lO Ihe adja«1lI .... alls) 
5. Depending on lower A,I1. or C: 

A. Chapel of Taurion. Lord of Helms. 

B. Offle� of Camring Ihe Healer 

C. Sillinl room and maid quarlers for IsU. Gorthauf's mistress. 

6. Varies: 

A. Taurion's chambers. 
H. Climrinll'S chambers: warm and comfortable by comparison 10 Ille It'S! of Ihc 

casll�. 

C. Isil's chambers. 

Th� rooms on Ihesixth I�.·d are larger. wilh ... idt' ... indow! which 100\ out inro the dim ea,ern. Tht" 

Slair in each 10"'CI does continue up 10 a small allie-room .... i,h IWO or Ihr« dormer .... indows. To .... ers 

D lind E arc bUI spiral Slairwells wilh small landings al .... indow-slits. The lIalc 10 Aurax·DOr ( .... h;eh 

Ihey nank) is a long drawbridgc connttting rhe ca�t le 10 th�eau!iCwlI�. and a pOlteullis of blue steel. 

Bolh art rontlol1ed by eoulllt'rbalances .... ithin Ihe /('\"ers. Thr� gUlllds art al ... ·ay5 poslcd al each: al 

the grouod le.·el, door comrols, and on tht' opoen roof. The dra ... bridge is usually down. the porlcullis 

c:l0Kd. Torch�!iC1 in the t'nuyway illuminale Iht' flue �isiIOl. 

37 

mo rlin 

The cerural compk. IS Ihe moSI unique poinl ol theeasllc: thrte t o  ... t'TS aClually, ... hich arc nafTO'" 

al lhc lOP of rheir 100' height. bUI nart oul al the bollom 10 t'\enlUal1� mergt'. There alt' bur fOUl 

It" el) "ilhin. Ihe firS!. tht audience Hall being ilsclf rifl)' f«1 in he'ght. The Audience lIall is Ihrte 

dlcular rooms 0�er13pping; in Ihe center of Ihe nearer twO are fire pits. and in Ihc Ihird lies a multi· 

Slep dias/plalform. on .. lIich rests a hu@e lhroneof blueslolle. The Ihrone'S bad fans oUl lkr II " an, 

shell. and it ,low5 diml)·. With a s .. irhng of blue Illlst Gorlhaur appears here 10 hold Court. TIlc onl) 

aeee's 10 Ihe upper Icv�ls is .ia his illlitauon (unless one dares to climb the shc� ... t1 ... alls of Ihe 

lo"'el). The uppoel lhrte le't'ls arc all Gonhaur's prilalt quarlcrs and omet'. furlllsilcd in darl colors 

and unwarrllcd by even a candle. Thc loof of the lo"er is his rcmple. whcre hc p(lforms dark rituals. 

GAMESMASTER NOTE: l sil halC!) GOrlllalir bc.:ause he oflcn Ircars hcr brulally. and she would 

probably harbor or aid inlruders iflhcy ... ould hclp ht'r e$Cap(. l1y similal token. Camring .... ould nOI 

turn in intruders. bUI may nOI ht'lp them either. Ht' may JUSt Iry 10 ignore them. or ulge Ihem 10 

depart. 

AUII.AX-OOR GARRISON 
Melee Missile Almor 

T)'poe (Number) Prof , " HilS Bonus Ilo,� Ty])C R� Special 

!kIsic Guard (30) " + 100 bs + 1 10 III 91-(0) Elf +- IOlb.ar 

Elil� GUlird \�) ,. '20 + 1 35 bs . 140lb 94, - 70) Elf + 10 lb. bs. aT 

The garrison of Aurax-!)Or is all Silvan Moriqllendi, .... ho. in addi,ion 10 being easlk guards. ar� 

exccllcnl seamen and ale able 10 man thc Ihr« single-mast sailin, ships usually moored n�.'It 10 tht' 

castlt. T .... elv� IIIard5 are looged in each lo .... er, air hough ber .... ten si.'l and I ... ·che membersofrhe gar. 

rison art' often out in one oflhe sailing ships. Vallin. tilt' "nighl of Helms. ( ... ho normally resides in 

to"er 8) commands thest missions. One third of Ihe garrison is female. 



7.132 Taurang (S: "Tree or Iron") 
KEY TO TAU RANG: upper le'ds 

Note: aU interior door� inhe upperciladel ofTaurans are of 2" thick "ood. and .... ith §lInple, but 

strong latches. 
I .  Main glte. 3� thick sleel doors .... hich slide imo place. operated b)' guarus inside the .... alls. 

The .... ·alls are hollow and allow access to the six to .... ·ers . from .... hich the guards can fire on 

attackers. Also at the main gate ;s an iron portcullis, comrolled from wilhin Ihe .... ·alls. 

2. Wells. 
). Main keep. 

4. Outer ... ·alls Barrison quarters. 39 men and women in all. II of .... hich are on dUly at one 

time: 12 troops and a shift Karlent. Also the quarters of the 12 horsemen. 

S. Stables. Hold s;xtt'Cn horSt'S and fOUl windstt'Cds. 

6. Ooors of the kt'Cp. 3� Ihid stCt'1 doors .... hich slide into the .... alls. operated by • Ie"er in the 

vie .... ing room aoo'·e. 

7. Fo)·t'I/combat hall. All doors from this roo;n can be controlled from �ie .... inl room abo'·e. 

8. Guardrooms. Each staffed by Ihree keep Buards at all times. 

9. Access hall. Pit trap ..... hich can be triggered by levers in guard rooms: em ire floor OpcRS. 

causing all in hall 10 fall 30'. resulting in 10-100 hits. plus a "C� impact critical. 
10. Guard quancrs. liouse 24 men in all. in three shifls (six in rooms "8" and 2 in room "16� 

pcr shift). 
I I .  Kitchen/pantry. 

12. Dining hall/lounge. 

ll. Throne room. 

14. Elevator platform. Controllcd by buttons on a small column in Ihe center of thc platform: 

fi"e in a vertical row. the bollom one separated from the rest. (takes you 10 Ihe lower 

halls). 

15. Armory. Lob 01 + !I  snon s .... ·ords. and normat leather armor. 

16. Viewing room. Controls for room below. Manned by t .... ·o kt'Cp guards. 

17. Ae«ss hall. 

18. Taurcln's uppt'r office. Elegantly furnished. but nOlhing magical or especially intereSling 

in it, except a copy of the "Book of Andraa.\�. 

19. Khelekar's study and office. More stark than Taurc1ax'S, and nothing of interest (only 

papt'r is blank s.tationery, .... ith the tree emblem of Taurang). 

20. Taurclax's lounge. Windo .... s are M'aled with extremely hard glass (but nOl laen). 

21. Tauranl Council Cham�rs. The tlevator control column. upon reachinl this le\el. �inks 

in to the noor. and a lar&t hexalonal lable lo .... ers from Ihe ailing. Six throne-like chairs 

a ... ·ait Ihe Council. The noor is CO"ered in a deep green carpet. and Ihe window� (and t ... ·o 

doors 10 the balcony) are or,ery hard. breakproof glass; and all ha"e complex locks: .ery 

hard -SO 10 open from Ihe outside. 

TAURANGCOUNCII MEMBERS Melt'C Missile Armor 
Typt' (Number) " rof L,I lIitS Honus Bonus Typ< R,� Special 

Yargus 10 120 + 140m + 100 he 2(-100) Noldor Evil Citric Sp.; 

� 20 mace 
Agonar � 22 90 H , )d  2 ( - 1 10) Noldor Sorcerer Sp.; 

Maug m " 80 +50 L. 

+ 4  sp. Staff 
Ilolt 2(-90) Sindar Mage Spells; 

... 5 Sp. ring 
Duralllla my " 70 .IWd + 60 lb 1 ( - 80) Silvan l\'I�lic Sp.: + 10 Ib 

Khetehr (�pccial: � �peclfic Ardor stllislil'S. set. 6.312) 

Taurcla� (Special: � �JX'Clfic Ardor statiSlkli. SC'C. 6.312) 

All of the Council members l1a"e magkal defenSIVe rohn. as renected in their Armor Typt'. 

Hu/Elf indlcat� human ,uards during Ihe day: Eh'en ones at night (�ince they can St'C much 

better,. 

UfJrer (eve Is 

( ev e l  4 (evel 2 

0 
(eve! 3 

6 

THE WINDS 

N,,,,, bl Hits Ambush A. TylX 0.0. StalL MOle P .... r. "". 

AUf 6 60 10 4( - 20) 70/SO 40 10 60 
Ka.� 1 2  100 " 4( -3OJ 100170 '" 10 110 
E� " 130 ., 4( -40) 120/90 ., JO ISO 
Gan ,. 160 " 4( - SO) 1.501100 " 40 240 
10< JO 100 JO 4( - 70) 1801100 " '" JOO 
I\el J6 240 '" 4( -SO) 2001 120 100 60 J6() 

"pr�" is the po ..... er point drain pcr day on Taurclax ... hilt the Wind is in Bctioll. Only onc Wind m�) 
act at a lime. 

AU 5i ... Wiflds have the abilit)'. gi"cn �i� LlnSlUlll1cd rounds. 10 lunlform into completely l'Ihcrc�1. 
in"isible form. and move as a chill ... ·i m l at Ihc rate lilted (number given i� fet't per 5<'<:olld). In Ih", 

state thcy cannot phy�icall)' intcral·t "il II anyone - induding engaging in combat _ "hile ethereal 

or in progress either .... a)·. Add 10 10 defcn�;'·c bonus for e"ery round to ..... ard� the ....... ind� stalc. UIlIII 

unhinable in final form. Ollly airtight chambers or po .... erful anti-magic or anti-evil spt'Us can deter 

them ... ·h i l e ' .... inds·. A n d  onl y  a ch i ll . w h ist l in , bree7c hera lds t hei r a pproach. 

Whtn visible. they arc cloaked all in bI3�L; nearly �tlem 111 1II0lemCnt. Their .... eapon is a large. 

blad, ilon dagj!er-like blade: the kynac. Each carri", �i� k)·nae�. 3 suitabll' for thro ... ·ing. Thrre for 

melee. Use a 'rapier' allack: tht modlficr� hale already been incorporated into their bonuses. AIIS!I 

.... eapons are coated ... ith Acanna. a deadly poison . .... hich takes effect ifthc weapon deli"enoacritical 

�lrike. See poison table, scc.S.6 for details. The onl) anTidOTe is thc leaf of Ihe tare Shen plim. 

I f  one of the winds should be drhen 011'1 ma.!!imum hits or delhered a killing critical. it rC'o'emto 

its wind form and nen to Taurang. incapable of reforming for 66 days. Also. Taurc1a.� is 

incapacitated for the number of days equal to the le'el of the �ummoncd bUI defealed ... -ind. Art�r bt 
r«:O,'ers, he may summon another. of course. 

TAURANG GARRISON 

Melre Mi�sile Armor 

Type (Number) Prof L,I HilS Bonu� Bonus T,p< Ral'C Special 

Gllards (39) 6l + 8 0 M  +80 lb 6( - 30) Human 

Sergcants ()) 10 1 1 0  + 1 00  s.� + 120 Ib 6( - 50) Human + 10 m . l b  

Ilorsemenl (12) 6l + 50 bs + 70 cb 5 ( - m  Sindar R,mg!'l'Spell\ 

Keep Guards (24) SO ... 100 �\ + 70 he 14{ - 30) I-In/Elf 

KEY TOTAURANG: LOWER HAI.LS 

Note: all doors in the lower halls are '" r thick black iron, hung on countcrbalances so as 10 riseinlO 

38 Ihc ceiling on tracks. They arc opt'rated by a lever ",I in Ihe wall nearby ..... hich aliers the balanct. 



u'ot'r hall\ of Taulanl art clusrerell OOOUt p huge nalUral calte lormc(l long ago by an 
II\Ikr,fl>llnd IIltr The tr\tl remams, but il� noV. has irearly diminished. Thus, lhc complex con

� Nrnl, of bridle!. and platforms t�tcndl ng across I he slo'" Iy flowing war n$. Lighl is provided by 

IIII'IP'o pl;a.:fd lboul lM elt"lalor column, the bndgc suppan columns, and flanking the rnillY rooms 

"trdOf'!1lupo,lnlhcrl't1". Tlltalf I,dampandtool. and lhe qUlel rumblingof rhc",aler i� lulling and 

t>tlpr(l(lll 

I I Jc-,aror (I� 01 Iht upper Itlcl,I l0 round room. Door op..-ns '" h"n Iht' dCI alor r.-achC'S the 

too.�h>m Countffhalan.;c 1)'lem 

(jglrd poSl. NOte dtftn�lle ",.11 10 pro\"id� COI·ff. Thr� guards on duty. NOle: Lo"'er 

It,d,u'rdl arc same as '''«I' Guards' lloo\"e. 

Thfone room and dining hall. A firt pil lUllS Ihe lellSlh ofrhe hall. 
Smlll drninl loom. 

tilh:ben 

Pamry 

Tlurd.,'i IIbrar). Elpensl"el� furnished, and including magical le.\11 on Animism, Open 

and Closed Clerical Lisls: thr" books, one for each. Each book is Ihr" f"1 hiSh and 1 .... 0 

fllft "1M, Vl"tiahs fOri) pounds, and rC'Su on a huge ",rought iron sland fashioned to look 

h�tl lrtt. The books aree1lht1" uStful lo (a) aid one learning lisls or (b) the runC"S (one per 

.ptllIllln be �burncd ofr b) somcone of the Channelinj! reOllrn .... ho mal.es the n('("('Ssary 

1OII, Ind IfIt\h-e\ 10 uSt up the spell(s) 

C"ommllmdluons room, Here IS �epi an orb of �ing \lhich allows Tllurdax to �pea� lIirh 

Sauron. lf50mrone els� alll.'mplS 10 lise the orb, or cI'en looks illlG il. he/�he Illll�t re,ist 

u"n. thcII " reS('ncc bonus I - 90 mod.) (tr be ensnared by Sauron's lIill. The orb i\ thrct"" 

rt'l'l ln dlamtter and 5il5 0n a round, black marble lable. 

I..""ltlar', chambers. EJe$anlh' furnished in an aUSlere way: Iht carpet is na\l less ",hilc, 

II "  tile �tihng. The ",all< art chill blue, as i� the upho]slry of tht' furnishing�. Thert' is a 

.h'tf m.rille d�1. ",'ilh a secret compaflmenl: thc tOp ' .... ings up. Inside is a glass rod 1110 
ft'l'llon, IOhKh, if lOuthed to barf sl.m, dch'ers a pollll-blank lighlning bolt biaSI, 4� 

���. (TM rod is unbrealable. "or usc m tOmbat, il is suggntcd lhal a �club� auad be 

�\fd, Ind. ifa hn is made, Ihcll roll on the lightning OOll lable, paim blan�). 

III Tlllrdn's lillln, room and lo"'tr office. Plush, dC\:orarcd in grCl.""ns and bro",ns. There 

IIC four hlln, tr� grOlling 0111 of hole� in the noor, ",jlh blue<gn-en Ilass panl.'ls abolt 

lhetn rroliding nccessar)· 1rj!hl. 

I I  Taurclu'Hhambers. Behind a seerer panel in Ihe \lall aoole rhe bed i �  a �par� deck o f  Ar

d)n >ards. and a I .... il. rf Ih� r .... ig is broken. il .... iII lcieport the holder safely 10 a SC"Cludcd 

11.111 oflhe for{'!;r 30 miles allay. (1 surclu's hm reSOIl escape mel hod). 

12 (;UJrd pom. T",o Buards ill each at all times. 

U l"ttrrog3110n room. 

I� Torture room. Fully eQUIPpC"d. 

I' I'rnon blocl. Sealed orrb� 1"'0 doublt laen doors. IIhith ean onl)' be opened by I.e�s held 

b) 1M IUlrd, (inscned in Ihe ",all nut 10 Ihe doors, lhe)" cause lhe laen pant'ls 10 �hde 

ma,idl.II) ol)(n). Ikt:llccn the doors is a �rcc' portcullis, IIbieh is ol)(ncd lia a Ie"er al Ihe 

outer guard posl of Ihe 1110. 
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16. Guard quarter�. For Ihe lu"'er sarri,on: lhree per room: 24 III all, 8 of ",hlch lire on dUll' 

al onc lime. All arc human�, ",jlh Ihe �lIme sralS as �kt'"Cp l!uard��. 

11. Vault Fo)cr. Floor is rrapJl("d: al \0011 as an)'olle stcrs "'11 hill fhe fttt of elthcr of the m

ner doors inot Iht SC'Cret one) Ihe OUfer door slams and 10d�, Ihe coumerbalance 

diSt'ngaged. The room Inoll ...... aled) fills "ompletd) wl1h .... aler. and afrer l"'enl) minlll�. 

drains. The counterbalance tan be n'-ensaged, bUI only from Ihe OUlSlde. Ihrough a �ret 

panel. Tht' door 1It'lghs aboul 600 pounds. 
18. h�e IIII'll door. Behwd secret door: 1I� won as the inner door i� tamperl'd .... nh tht' floor 

opens and drops the IInllil1ing bl.lrj!lar(�) into a Ihirl) foot deep pit: 10·100 hits, and 11 "<'-� 

irnllaet crilil-al. The noor Ih.·n do�.'S o,er the intruder. rrap i� hard SO 10 delt'C1. 

1'1. t.lllin I'anl! of T:lUfda.\. I f a IraI' on lhe Ollln door is nOi dl\afmcd before n rs unlO\:�C"d 

(Iht lod is let) hard + 60), Ihen CHr)'one who Ilead� on the ;l\:ce\s corlldor b.:�ond is 

�praycd \lilh deadly dans. lipped lIilh Karfar (roll 1-10 dagger t SO �ITlh'\ on each 111-
Iruder. For each crilical hil. Ihe larl!el mU�1 re�iSl ler�us Iht polson or \uffcr Ihe con�

qut'ncn hn: JlOiwn� chan. M"C. 8,6�. The illner 1"'0 doors are laded (\ery hard - SO) and 

Ihe wner one is trapptd ",ilh an alarm ",hlCh rmgs in the cemral gllard \lallOn (2). The 

trea.UTe : la) lllO mithril broads .... ords of Ehen design, .... hlch 110'" .... llh I blue radiante If 

orC'S are ntar (up 10 1000' a .... a)·,. fhey are also + 20. Ibl One laen lIand, one foot in 

lenglh. II firo shod oolls for Iho.)C IIho can usc it: full) tharged. T",o mithril daggerl 

Ii�e the s""ords abole. Ie) Tllo 1:.11 CIl 10ngOOlls. one ... 10. Ihe Olher t I S .  id) One Tul.IOIn 

composile 00 .... : ... 2S. Ie) One staff, 6 feet long, inS(ribed ",hh: "The 

Slsff of Ucla.,". liS JlO"l'rs: 
"Planl forill" I.� per dllY 

"Grcal :o.krginj!Organic" l� perda) 

"limbrUllllinj!" at ""ill 

The Marris of j!narled blad: 1100II. I.aql� (f). Ihert' i\ a rllll, mlthril IIllh a he\agonal 

emerald sel. It allo .... s the lIearer the U'l(' oflhe �Herbmastery� list (SL.e,pI3) up to the 

20th lc\tl. ",hcrher or 1101 he IS an AlllmiM. He must lx' orretucd to Charruelinj! Ihouj!h, 

and liSt' his o .... n ior enhan.;cr'\) po"'cr poI1l1�. All Hems in Ihe 'ault arc pac�ed m fine 

.... OO<I oo.\ts. 

20. Cash Vaulr. 

2 1 .-.22. Gue\1 room�. 

23.-2-1. Lad� of Helm� Quanen. 

25. Herald of Helm� Quarter�. 

26. Corridor 10 Ihc "Cavc oflhe Winds". [)o\ln lhe lIinding lunnel is a large. nalural tal·t'. 

and in the ccntt'r is a hc\agollal platform of red Illas�� f(X:�. gil)\l inll ,on�(31111)·. II i� in 

this room Ihal Ihe �Winds" arc summoned. ()emonic in nalUre, )el l1nlr�e rhe alerage 

demon. Ihe) arc ancient M'nanlS of MOr$Olh ",hich onl} Taurda, may \1111 �unmlon. 
Thcr� arc si�. and he is able I() call II hichel er on he choo.c\ de[K'ndrug on hl� IlC.""t""ds, bUI 

Ihe personal JlO"'cr dram can be t'normous. Belond the cale 1\ a p.l\sage OUI 10 Ihe fore-<1. 

21. Gurld of Elemenrs access 10 fllllran,. The Cl11rallct' IS file nllk� a"'a� tn lhe sid.' ofa 

ra\rne. I'or D detailed de<;crrpllon of Ihe door�, corrrdor. el<:, M'C M:"\.'. 6.3)3. 



7.14 HOLDS OF EARnl 

1.141 Angkirya (S: "Iron Mine") 
Anll� 'T)3 ... a§ origmallycolISlrucrC'd by 1hl." I) ... ar�� long ago. perhaps I."H:n by a lnbe led by onl."of 

1hl." SeH'n I arhl'n. ThaI may ne,er be lno ... " ho .. �'\er. since f\ngkirya wa� a crumbling ruin "hen 

Fl."arur di'lOOH'rrd n In Y.S. 53. SU�UCnly, much of 11 ... assealed orf �nolC'. for example, dcad�nd 

oomdon 26 and 28) and t.\ICllSIH' modifkaliOIl) "'ere made - �omC' by 1'C'alUr'� I)"ar\l.'o �milh5. 

olhcf\ by l'IH'n Slonc and mcral"orkcr), Thus. lhe Angkirya "hkh CXIS1� IOday I� a mi�lUrC' of 

Ancient [)",ancn construction. and n ..... ( .. illlin 4200 )'carsl O"ancn and I:t.'en "orl. The ancicm 

,,"ork i� the mO�l \olid and paul\I:lllllllly precisr. "hilc the flew. Ehcn conSlru('lion is lighter and 

more OamOOyam. The main uoors and Grcul I lall doors for e�ample. are all O"'·M\�n work. Ali laen 

work i� Hleu las is of course. Ihe Ardan Council Chamber). 

LAVOUT 

I. ,\1all1 Cnlrance. T ... o large Ifon dOOH (30' across, 4(l' high. 6� Ihick). The)' open 10 Ihe 

I " I 

l. 

l. 

" 

command �Opeu. b) �'urin" in Ell'ish or IJ ... arl I�h. (Funl1 I� twllel cd 10 be Ihe founder of 

Angkirya). They ... ill iliso open 10 a po ... erful �Opening� �pell. 

Guardroom�. Each manned al all rimn b) 2. gardson luard�. in rhree �hifr� of elghr hours 

each. slaggcred so Ihal one room changes en'ry four hours. One ofrhe 1"'0 'lands guard 

in Ihe door ... ay. 

Greal hall foyer. 30' high. 20' Wide, r Ihlck door� �lnlilar 10 Ihe m3m Cl11rance doors 

nank Ihe srair up. Thesc doors ho ... c\"cr, halc a siller II1lald disk SCI 111 each. 2' from 

cenler, and al eye lelel (for a O"3rf. aboul 4'). To open Ihe door� one musr lay onc's 

palms on lhe di�k.� and say "Open" 111 Khuzdul (D"'aflish). NOll' Ihal dUTlI1g normal 

operalion, Ihese door� .Iand open. §Iide imo Iheir wall J)(JI;kc1.�, and arc only closed dUring 

limes of quc�lionable .ceurily. To open Ihe doors (rum Ihe inside fcqui.!,"; rhe 53me 

process. while 10 clo�c Ihem one only n<:'eds 10 louch Ihe edge of dlher door. The 1"'0 

alcoles arc manued by door ... ards (garrison guards) ... ho pull ihe large <lII'er hall doors 

open ... hen commanded 10 do so The doors rhcrmehe� arc 30' hi"h, 4(1' "'Ide and 4" [hid, 
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• • 
• " • 
• • 
• • 

" 



8·10. 

I f  

12. 

I) 

14·15. 

16. 

P. 
18. 

and inlaId .. nk a Kerr of a moumain. Jr Ike door .. ards bl:lie\e tkere to bI: a tkreat. eal."k 
k.s an alarm !(\er in kis aleoH .. hkh also lods the hall doors 'iO Illal ltley can only bI: 
opened from .. 1Ihin. 

P'l lrap. NOI arml'Cl unltss someone sleps on Ihe Ihird slep on therr "I) from foyer "r. If 
IIIr) dO.lhe nt\! .. righl of 50 Ibs. or morr "-rll lrigger Iht pil IraI'. dumping Ihe luckless 
\K:llmb)do .. n a chulr and illlo a cdl bl:lo .. (�Io .. tr le\el). 
YI\elamba's office, sparsrl) furnished: nloslly records books and mrdical lc�ts. I:k!hmd a 
"(CII;'1 panel in Ihe de5� (napprd; failure injecls the imrud{'r .. ,ilh poison: Klylun) IS a bool 
"'ilh e'cry IJ'ltIl on lhe basr Lay l'lealer lislS to 20lh level. Any Mcrnalism spell USl'r can 
u� rllesr as one·shot 'Runes'. pro\ idrd Ihey male Iheir roll. 

YI\Hamba', bl:droom. Comfortablr Ihough nOI elaboralr. 
Sllllnllroom. Well furrmhed. includlllil a kc)board mSlrumtnt hlr a harpsichord, 
Boolshel\ei On lhe far .. all conlain hght rcading, and a srlectlon of fine liquors sns 011 a 
�ide table. 

Guesl room�. All opulentl)' furnished. 

Magical armory. Trn + S broads .. ords. ninely + S arro .. s. fiH + S mac�. eiglll + S 

daggers, Ihret SUIIS .;. S chain armor, onr suil � ' full plaIr (ched sizes, all armor), one 
+ 10 hammrr. t .. o + 10 Shleld�, 1"0 .;. 10 shon s .. ords. onr + 10 comp. bo ... All bl:hind a 

sterel door and a Sletl door. loded (hard .;. 50 10 open). 

Guard POll. r.lanlled by 2 garrison gUllrds, I.e\ers bl:hl11d Ihe prOleCII\e 3' high wall drop 
pot'tculh al localions 12A and 128. Also. IIt{'r{' IS a )1111111 ballisla 111 Ihe ready 10 fire do .. n 
Ihe hall tH. crossbo .. .,. 20. h dllmagc) and ont guard is luin('jj 10 usr il each shifl. 
Librarian's offitt. RoolmD�ing supplies and malerials. and 2 loCribr/librarians (non· 
combalanlSI. 

Ubrafits. "ull of science. hislory, geograph)·. Keology. ('[to AIM) �ome art and rklioll. 
St\:rel door. Trapped 3nd loded \trel door (poim blllnk lighlnil111 bolt 10 whoc\er fails 10 
di511rml· Raft Roo� room, including a fe .. boo�s .... ilh runes In them. Also. a complct,' 
MHolds oflhe COUrt of Ardor� 800l of Andraax. on a stand. bound in black dral!ons�in. 
There are also a couple of �darUore� scroll�. 

Guardposl. As 12, bUI no 1c\'·eH. 

Fealur's office. Sumptuously fUrIIlshed: grass gretl1 carpel. <'labonlr lapeSlne�. rich .. ()od 
furnishings, dt'ep brown �chel uphoblery. "X�·s 

oUlSidc Ihe door denote Ihe loeallon of elile guard posi,ions at all umes · in eighl Ilour 
shifls. 

19 vie .. -ing Room. ikhind a sterC1 door and double loe�rd la{'n door .. klch \ .. Ings in. 1"0 
huge chaIrs ract a small round blac� marble Illble. On Ihe lable, held in a large gold. 
talon·shaped ollillg, is a srcillg �lOne of elrar ('ry)ll1l, 2 feel ill dlllmeler. The ('ryMal 
caunol be bro�en. nor rel11o\ed from ils fixtule, bUI allo .. ·� all)'on{' scalrd before il .... ho 
has an)' alliance "lIh Ihe MenlaliSI realm Ihe po .. er of Ml-rreM USl' of Ihe Secr MTrue SillhlM 
lisl lO 30th le\el, .... ilh all ranlles _�l OOO, and ablr 10 tombinr spells tfor r..-ample, 
""StonC'light' and MLong Eyrft, 'iO Ihal one rna) dehe inlO a easllr far a .. a), srC1I1& Ihrough 
ll} walls). I I I� not aClually fret, ho""e'er. as a poinl of Ihe chara"ltr'� trmparary 
cm15lilUlion is drained for e\rry power poim of Ihr �pellts) used. Poinn are regaincd al 
Ihe rate of one per r,,'r)' (he minlllr� tOtal re�1. t>UI if all points lire drain{'d (Ihe uscr o\·er. 

ex,ends hlmselO he lapSC1 lntO a cuma for Ihret dll)$. Ik .... ill begin 10 frel 'er) liro:d 
beforr Ihls paUli. ho .. -e'rr. The .. aIls of lhe room arr co\ered .. illt blacl 'rh el drape�, 
behind one of .... hich is a stelel door, and a IKls5llgr 10 a srCter e\il 0111 of Ih{' comple_� 2 
mIlts a .... D). There h a le'rr 200' do .. 11 Ihe pa\'age .. hich lriggers a 20' long d{'adfal1 aboUI 
10' behllld Ihr opellltor, 'leahll! orr pursuers. 

20. Fealur's bedroom. Richly (IImi�hcd in royal blue IIlId burgund)·. 
21. Passage.(sccrer doors ar each end) ConneclS Feluur's room to Ihe Council chambl:rs. Door 

on Ihr Chambl:n end has a peephole. I n  the .. all of Ihr IKlssage is a �'r{'[ r.and (Inple 
Irapped .... ilh J poison (Kly) dans. Insidr is a compiele dUplicale �I of Feawr's �rsooal 
cqulpm{'I1l, and a spare Darin Tesaralh robl:. 

22. Guardposl. Identical 10 "I '''. 

2J. Ardan Council Challlbl:r�, Rich, dark .... 000 pallelled .. ails, and dar� red car�t. Table is 
blac� mllible ,,"h inlays of lintrd laen (SC'C Ciladcl of Ardor Council room for table 
details). All tha.rs are of hea\) .. 00<1 and \rl,el deSllIn, bUI fealllr'.;, IS Ihr mOSI dabonlr 
(far lef1). Doors 10 In{'chambl:r arc ,1lso black mllrble, 20' "idr. IS' hIgh, 1ft th.c�, and 41 

". 

25. 

26. 

27. 

28. 

29. 

30. 

) 1 .  

sltde il1lo Ihe adjacenl .. ails .. ilh Ihe Ulleranteor MOpen. b) Ihe .. ord o f  Ardana� 

1II Ih� I(igh Blad S�·h. Th{' door� Clln be loel{'d b) a \ .. ilch .... illtin �o thaI they cannOI 

be opened from oUI�ld�'. These doon. lind thc .. ails. 110OT. and (clJinll or lllc mom arc 

13co:d .. hh a fine 'Il'l of Krcl!ora .. ire . .... hlclt is suffieirnl ro prr\er>1 any informalion or 

delt'ellon spel1� flOrn funclionmg on pt'Ople "illtin Ihe Ihe roolll. a� .. dl a� an) Ideport� 10 

and from th{' room. and any II <C  o f \pelh .... ilhin, The doors Ihcm'OC,lcs arc al�o Immune 10 

magical atlac�. includin, "UndoorM. 

Council lOllnlle. 

Infirlllar�. Wilh partitions. I O bed�. 

Pu .rap, Hoor open\ 10 100' drop. 

Ya�c�arnba'� mam �ur�lcal area. Equlpprd .. nh 'rr) M)phlsllcalrd C'qlllpmcl1I. Indlldin� 

Ihal for Ihr manufacture and fittmg of pro'lhelic d{,\lc�. 

T .. tn 511'i:1 door I. I odrd a'ld cng.r3'cd .. nh MThc \aull' of Morang". All .. nhlll ien feel 

of Ihe doors are �pra�ed ".Ih poIson dllm (roI1 2·S rap • .:. � 6O ;Ulac� ... on cadI \lClim; 

treal un" ar) largel� as \Iall, for darl impaCl. Cnrical )kld, pui\on: JC1!sa. 

Quarlcrs of Ya,damba'" J assist anI I a� H{'alers. 

Guardposl. ,\s 12, .. nh 2 porteulli. 

AC\.'t�s .... a) 10 \ au II. J-tnt. II hU!t{' blad Iron door. rnlaid "llh glo"lIIl' red kller ... readmg 

1II Sindarin: MThe Hall of Darl Fire"'(Teng .. ar ktler�). The door has I"lII lod .... �{" 1II 
mClal plmrs on Ih\' .... ;111 ... III eilher "de of Ihe door (ley ... arc h<'ld b)' h.'Ollllr and Ihc l ord 
of Orb, only). Thc �e)\ are n�uall) rllrn�'d b) 1"0 elile gllard ... lraln{'d in ,imultanoous �e) 
turos, be\:au'OC if Ihe 1"0 loe�s arc 1101 undone al , m uall) Ihr ... ame lime. a drla) rrap 

mechalll�m is Irigg{'rnl tlhtrei\ no .. a) of �no"lI1g Ihls IInlll n aCtUal!) gcc, oro. Afler 

the fi\e·lOlI door rise, on ItS cOul1tnbalancr. \ltdlll� up a deep ,lOne Itad. I{'n \('I.ond, 

laler Ihe cables r�lea ... e, drol"P.ng Ihc door and \('allll)l, rh\' ",wld·be Ihl{,\�' ""hln. Then 

Ihe h"1I fill, .... ilh a �a,eo\l' form of Vumanna poi<on III pin�i,h .:olor) 1m Il\e minUI,'<; 
!he ga ... I� Ih{'n 'emed OUI. Thc cablc� ,'Oln IInl\' bI: realladlcd Ihwugh all ac.:(''' "a) off of 
lIuardpoSI 30. Bc)olld Ihe door'� a port':lIlh< 01 \'I{'ar laen, ealh har ha\lnit a 1111) filament 
of K,rgora in il. Ihu, pre,cntlnll an) ... ",,11 flom oper;llln, on II (nO! 10 menllon "'I(IP1"II1, 
an)one frum leleporllng long·doorltlll lhwlI@h lll. The pI'rll'lIlh, I' ra .... ed h) gra'1"lI1g Ih{' 
41h and 71h 'eniea! bar, (from Ih� lefl: there arc len bar,) and I .... "1I111l hlull 

cOull1er<:locl .... i'-C 90 dellr<'.:'" Ihen ISO del!rC\'� clod " 1'<'. Treat 3' 'cr) hard '0 III an){>nc 

JU�I al1{'mflling 10 unlod hlmdty. Gi\c addillon, It> PC', .. ho e\allllllC Ihl' bOll' du,<h 

and obX'f\e Ihe turoablhl) of Ih{' I"U, elc Al1emptll1l1 lU 1"1'1 lin) of IIle \llhtr har', (>f 
nOI Imml'Clialcl) 1 .. '�llnll lhe 1"0 doc�"I'r a ... dC\\'rlb..'d. "Ill .:au'«' Ihe oUler d.)or In 
d,'adfal! ta� abo\c). Bnd Idca'«' Ihe lila .... I hc IIC\t doOl I, ('a ... h opcrOlt\'d II) a !e'er on Ihc 
....all nC�1 10 n. Th; ... door, reinforced 2" IllIl'� lion, ,lid.· ... "lUI Ihe .... all. Th,' lIe\r { ... mallcr) 
dnor i, of mithri!. 2" Ihil'� ""IIh a Ifl\;� 01 hllrd oW coml'tnl1). TIll,' pllf(lull .... ahead I, 

nOI rcall) Ih{'r{' al all. but a permanell! \ I ... ual illu,ion 01 a rrd lact( pllrIl-ulll"'. Onh Ih{' 

four hOlllomaJ bar� are tcal. ,paced al 2 .... 6. and II' fCC'1 111 hell/hI. 11 an),>tIc �!le'l\fI1' 11\ 

"a�< an obJ�'l'1 Ihrou�h an} oflh{' '{" Ikal har, ahe"e thc �' hlM-h hnrilllntal { Ih\' 'I\a,,' 

bcl"C{,1I Ih{' !loor and Ihe 2' h.�h hurl/.tnlal har I' 'afe lu 'hp Ihll>u�h). th.: h,,11 f.,r 10' up 
and d" .... 11 Ihe �orridor rrOlll lh" I",nLulli, bc..'Olllc" a "!tuum 1\lirc". a, ttll 'Illter puim 
blan� fir{'ball ... at ., da,nallc. '1 hc inner dom j, iderHlcal lU lhe nfl1hnl dl't', , C'",'pl Ihal II 
11 bro'lle and Ihe tod I'" dliferenl, il ... arne ,'ornplnn) _ Wnhin I' rh\' \ aull \II 

Anglllr)a: r{'placemcnl nelli' and "'capon ... lur all Orb, emil! nwrnher .... 

JO,OO()gp in muhnl. 20.�p in �<'m'. a ,  1 ,'aff(.'''('ncel. Ihl('C TulrOln 

Tea� lon�br;, .. \ ( �  2�I, 1"'0 ,CI' (If mnhril ,-hilin. Ihr{'c .... �nd, ,n a hi", <llle \'1 Ilrchnlt ... . 

unc of kebnh ... , nne 01 101lhmin1! b .. lh. Hne TIll!! "I f l i  '11j1, J ,'a'<' .... nh l(lur jlla" I i�urinc' 
of 1m II, ( .. hen dt(lpped and brolcn. Ih{') lurn 'UI" a re;\l lwll .... hKh 11�hl' fUI Ihc .' .... ncr 
fOI '1\ l\l\lnd,. One II\(' onl)_1 There i, an I�e, \lIl11e. and hrc llIlli. and all ()h'�-h;II). 1"ur 
• 20 , .... ord�. on{' • 2� 'lucid. "hich al\\I an, a, a M'ipelhhldd hill'" 

33·34. (juardpo,t. ,\Ia:llled b, I .. " 1II1ard,. cadi ha ... 01 ,eLtct ;,.',1" , ,'lIrml"l In flTlll� rr"'I11 ... , 

cquipped ".Ih p"ol�hlc hall"!ae:I' III pml I�. 
35. i\cce" 10  Ihe to .... cr Ind, OilIer door' a,,· 1,1 "l1"�C' I ran'l",rcnl 1""-11. \'mh ... d,kd 11\ " hldl 

" .. nne·foot d.am\·I.·1 "'Ied d!\� ... phl d,'''lI lhl· l1Iiddk . .. 111..1, \(,1\\', J' a h,,� I he' d,,,,'r, 
can be opencU b) prc"'"nlt palm, In the 'Wei dl,�·haht<.. I h." ,Iide <I['<.'n, ,md "'111.1111 ," 

for len '-C\:und .... Ihen aUiomall"3J1� dl\\C unk" a Ie\ CI t .... III, h ..... 11 al ... " ,'pen I It" u.,,'r, 

rem01�I)J III finn� mom 34,\ .... luded Ill lhe lanhe,1 dl''' n ,,,,,;1,,,". I IIrth<:1 lIl I' J 



porlculh�. operatl-d via a It\tr jO�lde thl' finng room HA. I unher are 'rcrl doors 

coni rolled b� a ICIer in 33A. 

36. Walk.in f,crier (magically maliliained ttmp.1 
37. GUllrdroolll). Manncd b)' t"o garrison gUMds al all rilllt� able lo enler lile main acee�> 

corridor or Ihc Greal Hall llhru " J8") a. needed. 

38, l ormalguardrooms. Manned by ditt guard� til formal dre�\. but onl) "hen rhe Great 

tlall l� In Ul>C for an aud'ence or feasl. eiC. 

39. Main fl'Inlr)'. 

40. r.l:111l lhcheu. 

01 I .  Tile Greal Hall. !-or Ihc InO�1 fl'Irr original O"al\tll cormruclion: darl grccn marble 
noor. huge coluol!ls of Icmtd blad marblc sllaped like trtt<. arching up \O lhcir uppcr 
'hranches' interlace W form the l auillng. 011 Ihc wall� arc beauliful mo\ai� of milhril. 
gold and prt'<:.ou� gems depl�ling .\.Ccncs of U" ane" miolllg. forging and parry aerh hie�. 
III "dl a� nwelings of [)"all� and E"·e�. AI Ihe head of the hall i. a 1,,·o.\lep dias of 
hghler grren marble, and a l\1as>rH' lhrone of fainll)' glo",ng green lacn. Sea, and bac" 
are upholstertd III grccn IeI'·CI. and arms are oroak, The aIm lOPS n,p open 10 reI cal 
conlrob " hieh manipulall: Ihe hall's cnl,rOnlllel\1: 

A. To ral�e _crlion� of Ihe marble nom 10 creale benchl:� and tablc� for fellSliog. 

H, To lighl lhe gilded lantero� "hich hang from Ihe 'trec' branehe\ 10 'ar�ing brighlntss 
tall magu;al). 

C. To coni act the- "ilehe-n. 

0_ To conlaCI page!. 

E. To open or clo� and lock the- Hall door�, 

.. , To sound :IlDrm� in guardroom\ 37,J�. and 42. 

G. To phO! 'he Ihrone and oceupam 10 racC" Ihe stetel door. Opc'n Ihe door and propt'l 

rhc Illrone Ihrough 'he door and <.eal il b1:hind them Hor cmergeneie�l. 

42. Guardroom" a� 38. necpl al'ee�s ro hall i, .\-CetCI . aod onl)' used in emefgetll"ic5. 
4J. Sel:ret corridor for Fcalur. 

oW. Quatte-r� for I"ehe house-hold ",""an'� (Ihr« pcr room). 

45. Guard5' and ","rlams' dining hall aod rC'\.'reatinn room. 

016. Quarler, ror rhe eools and food \cne", of "hkh Ihere arl'l"cl,C", 
47. Halh, for Ihc �en�n1�. 

018. Quarrct) for lhe lIarrtSQn guard\ leach 20' b)' 30' room partitioned for len guards) 60 in 
all, 

.19, Room\ for tile elite guatd�, Their duti� arc morc ne.\ible than Iho,,<, of Ille garri�on. One 
cacll .s a� .. gIlCo lU e;.ch I'e-Ul ur (11I .. 'e guard_ arc highl)' Itlr,leO Sindarin Ehc-.; "'ho arc 
pril rlege 10 Ihe 'l-.::rel of the r"u " ealu", They abo hale willingly submitled rhcm\Clle� 10 
mind blocl., .... 1 thai thcy can 1I�" (r leU an)onc d� Illeir <;C"trc-I) as bod)JI;uards. a'i "ell a, 
one 10 Ya,damha. ThrC"(' arc 'ratiuned oll1'ildc of Fealur'� and Yaldamba'\ quarler� 
... h,ll' rhe laller are in\tdc, and hall' �upcl\ i,or)" dUlie, o'cr rhe olher guard�. \O lhcy may 
lurn up III hall> or l!uardflO"� al raodom. rh�'y also hal'e acn'_� 10 Ihc main IIbrarrc.'i for 
II\(." dunng Iheir ICI<;ure huuf'. (8 io ea.:h room �ubdil i ded IIIIIl four doubles: siXleen in 
all). 

50. Traming 'comha, pra�licC" room. I'QurpJ!Cd " n h  "e'jlhll, arid com bar areas for all j!uard� 
to ... url. OUI III, 

j l .  Guard bath\. 
51. Orrke/quarle", I'or Ihl' �'apla,o of Ihe j!uard (lhe Lord uf Or!)..;), 
53 "'Sfl'Ire hWroomH. Actualh quarter, rUI (Iht male) l·nUJI. The door l' 1"0 mch Ihid 

\It...:I, aod ",II onl) open 10 h" menlal l-om1l1and ('er) �plli\lkated) The room i, 
PH'll'<;leo from dCll:'I:IIUIl'i h� a )0.. regora nCI _imllar 10 Ihal "hkh <;urrOlll1d, tile Council 
Chanlber ... 

j.j I l'allir', lab. 1II..-11101l1j1 man) ch('I11I<:al_ and unu<ual 111�.-ehanical dc, rc«. l"here are a fe" 
dU\C� of lannu, flt>l)()n, and hC"all!l� helb,. 

j5. Guard_ and ,�.-t'al1l'i luuoge and l!a1lle 1(I(Hn, 
j6. 0f1i\:e/qu8I1e" (If Ih,' ,'h,e! ul dU1IIeMk llf'('rnt"1n" 

57. Balh, for the ,cflam •. 
S8. Quarte" for Ihc .... nbe<.. 
j9. <;lall<' tmn'l from 15) lu ln"er Ie,d. The brlolle acrO\� rhe "aler I� ,me b.1o! trap, and nc'er 

ulC"d. Anyone "hn �lefl' b..'HHIti Ih,' hall"a) pUUII (:all'iC' Ihe emire bfidlle 10 collap'c imo 
Ihc "alet 70' heir"" Thc wall, n! Ihe room arc ,h,'('r. aud Ihl'te i� nil mh"r "a)' OUI nf Ih(' 
"alef, A '>CI.n"l d'l"r 10 Ihe ril!hr jU\! unl\lo�' or rhe "aiel 11""'111 prOlld('� a�,·e"'>. 10 Ihe 
miun runm, 

1'00. 1>I'uhlc 'Icrl dl>nl'. �lrde uf'('n un �prroa�1I (from ,h., "del lnlO lhc a"'c,, r001ll. In Ihe 
n'lIu:, " an (l;.'la�"nal dc,� hom " hldt all In""r kId n�ll\ ;11(" arc mnmlun:o. There are 
thrcc I!uard, nnd une clil<' un dut� al nil lirn,·,. 

61,  A,'n'" t o  qualle" f " f  JS O"arf rnll1("1 fml!('r •. 
61. I lllcr III [111""" hl'ldm!! arca,. All ,'clI onnr�, mao .. uf 'led " IIh hanl'll " , ndow,. are 

h ... �ed. hald )(I �u"I[llnll). I tu: elile �1IIaro nil dur� olltllde hold, �e)" T"" lillard, arc 
I'll dill' hrr ... ;rrld I'a�c ah" lIt thc IO��I.  I arll" duu" Itl 6J,M. alld 6j arc a" uall�' 'led 

�rale, "'Ili hmH.-d d,l(lI' I,,\(."I III 11,,·m. Io.: .. ) , :rrc ai,,, hdd b, I llc elrie ruard 1m dUI), Ihe 
on",. t>a .. � It! "'urn 60 arc lar",'. ,hdinl' allllllhi laell dOiJ" "hlCh aT<.' IIwall' opt"n bUI ,'all 
..... · 31111>01311'·,,11' dllwd lrum a ,'UIIIII>I al lhe dtKl, Til,' enllle P""'" arca can Ihe-o be 

11011{kd " " h J !lrl..:n _ktp 1,'(1' j r hun iil) 

6.1, \I:un 1"'''''1 1<'11111 

M, I nri"'" qu," lu'nlllllr area. 

6� I hie l·cH •. I arr,'r :lud 1111'''' ctllIllrlllahk Ihan Ihe ulher. 

M 1(" "l'h·h'·"1I '·II1I11It>l . ::�OO' I"n�, k:,dml' II! III .. II1IIIC' 
f,? '\11 1'''111''11",11 "" l1Ipkl. l:Ihlf"lIhl"'· IIIIII'· al1d 'nwhrr1Af '·I'mpk." leldrng 1111 hlad lil(:n. 

,'m"';lld" ;UII"IIII'I', r ul>,," . t1"lo, and "Ia\·� cnl," lhm oull. hard I11cml "hldl inhibll' 

"''''UI"C'' 1m h " n"l l" il tc"r"md, rarel 

AA 1 1''','r en""U'l' I" \n�",,, a 'WI eral ll11k, frum fhe I r"HI \'I1C; II.....-d a, ,h .. nllile 1." 11 frum 
"h,,'h m�,,,' ;IIl' f"1111,,�d tl h"f,· ate .... arl' un Ir,I'�' 111 Ihe 1100r ,'f Ill,' tlillud frnn, Ih .. 
rnllll', 11' Ih" (·lIl fll. II " "dl l"do"n :Iud 'cr� IIC;II Ih" �" ;I", ami a ,ul1\cui,'111 llIotlrrno: 

1>11. {"t.mJ r""rn,. One 0":111 ,," dUll il1 "n,'h ,II all lillie,. 
�O {urrlu 0"", w AlIl'l.tl\a. 1 1, ... .  11,,"1' Ihc r"'�1 ''':1'1 . fi,c mil .... "(,II "t rite nllne emran,'c 

\,.-1 tiNt> Ill ;' ,1,'11 rn Ih,' " ... h. II " 111' I"hl.' 1(1 all "'�C[ll Ih", ... .,1 1h,· (juilo "hn arc 
,cdlll�' II 

AN(,)o.. II(, A (iARI(I<;O .... 

\lel<...: \I""le A,n1l" 
lH-..: I /l.lIlIIocn 1'1,,1 '" Hu, I},,"u, 1I011U' T)I)C Ra\", Spc..:ial 

UN, (iuard j(.,()1 " • ',I() a. I iO Ih It - j()1 Ell ... IOa\ 00" 
I:Inc (;uard 1161 10 m • 130 "" • IJ� th I i - M I  Srndar - Ij 1><..lh.'h 
\l1I1I.·r' (2111 " � �Oa.\ • 1'00 hI.' • 20) 0"311 ... 10 ax 
\lrner.171 ml • 1 1 0  3\ t 1 01 1  hI. I �� lSI ))"a!f ... IOa\: � S �h 
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7,,142 Menelcarca (Q: "Fang of Ihe Uea\'cns") 

The Mcnckarca is Ihe hololllg of Ardihal. HThe A�lrologcrM. and I� hl� pri, ale domain. I n  o(')lgn II 

;s basic3t1y a single to"cr. �o"'lrUClrd upon Ih ... �Utnl1lil of ;( high pca� 111 Ille el:nlrr of an iwlaled 

elusler of moumai",. The o"I�' "ay 10 Ihe lowcr is via a lonjl I" 1�led �Iair; bUI I he \C'CfCl tmr) of the 

Guild of Elcmem� " thl$ "a): there i� a Gurld porlal far belo" 111 a _aile). nor far from Ihc Courl 

lelCport gale-. In<lde rhe portal i, a 'mall fo�er al lhe far eod or ,,·hleh is a Ie-Ieporl ga,c ke)ed 10 Ihe 

Ardan one. 0;0 thai anyooc poppmg Ihrough Ihi, gale will end up righl in Ihe To"cr. Thcre i� 3 

"arninl! 00 a plaque IIC.'I IO tile Guild Icleport sugge\llng Ihal any senel teleporling imo ,\1cnelcarca 

should bedoneOl1l) "hilt in�i>ible, Thc coun Ielcpon 8are i� al Ihe far end of a �mall �IOOC �Irueture. 

,,·hleh i� roofed, bUI oilly "ailed b)' columns on Ihe- olher Ihr« �idcs, Only Iho"," "earllll! a 'Jl«lal 

linj! rna)" ulilize Ihi� leleport. 

LAYOUT 

Notc: all doors are �hd"lg, alrtlghl me-lal. wit II COnlrol\ at the "ali ne" 10 thcm. Ooly Ihe doot) ro 

Ardil\al'� quarte .. and Ihe- 13Ult arl: locked. Treat each of Ihoo,c a\ \Cry hard 10 ·20 unlo,:I., 

I .  Fntr). Via lcirpon galc III a laic far belo"" 

2. Guard. Thrcr "arrior monl.� on dUly. 

3. Fo�·cr. 

4, l ounge. 

j, Guard quarteTS. Nioe Slh lelcl "armool.�: 3 on dUly. 6 off. 

6. 

7. 

8. 

,. 

Siail room. 

Kitchen. 

Dining room . 

Guesl �itlin, rooOl . 

10. GUtsl room, 

I I . Fo)·ct/jluardpoSI. 2 on dUI). 

12. Gu�rd 101l0gc. 

n. LI:�r \atili. 30.000 gp il1 gel11�. gold and je"elry. Vcr) hard - 20 to open. 

1.1. Guard quarlcr�. Housing S" 10th lc,cI "armon"', 

I S .  E"ereisc-/prllrliC"r room. 

16. Guard Captarn's office. 

17. Librar)'. Gelleral fici ion and hi<;lory It'XI�, a� "'cll a� bool.� on fighl ing tC"Clloiqut'� of 

.... arrior·mon .. �. 

18. Guard CaptalO's quaners. 

19. Fo)er . 

10. Lounge. 

2 1 .  I Jerald o f  Orb" office. 

22. lIerald'S �IUtJ). 

13. lIerald'� quaner�, 

24. GIICSI quaners . 

2j. Inllcr ,·aull. Very liard - 10 10 ,'pen, COnll\ll1� duplicale balic equipment for Ihc Coun 

l11en1ber� of Fanh. as .... 0.'11 a�: ta,) orb of farsigln. a 12" diamC"ler orb "hkh al1ow� an)oor 

t1f Ihe lealm or Mrnlali5nt 10 U� anyone spell of Ihe Secr "Pas, Vi�iolU" lisl pt'1" da) up 

10 301h lelcl: (h.) a ling " lIi .. h. "hC"n "-Oln. blind� Ihe "carer bUI allo,,) him to delc\"l 

pr(')tnc� of all "rrirm 100' and �now Ihdl r al·C. level, profe'ision. and general alignrn�111. 

al well as their imcnlion) for ae,ion dUIIlIg Ihe Ilc,,1 baltic round. The blindne-s.� pcnl_l� 

for all hOUf afler Ihe rillil is rento,cd. c'cn Ihough Ihe- flO"er) do nOlo 

16. l ounge-. 

17. Ardlilal\ library. 

2R. !-O)cr. 

19, Ardth al\ quarlel\. La\l�hl) furnished " ilh c'er), lu�ur)' imagrnable. Halh faeilill� art 

IIlghl)' <;()phi�licaled. aod Ihe lIangll1g� and fUfllllure are- plll'h, ThC"rc are Ihl« larlC" 

dO'iCI) paced ... nh Ard'hal's '3\1 "ardrobe, 

30. Domc Room. Tcle.co pe in Ihe centcr ;s for I ic"ing aSlronomical bodie'. II and Iht dorn� 

rouol oricmallon ;\lC cOl1lml1c!.l al lhl' console, \.() thm Ihc cnllrc tOp of lhe 10"l'r can 

PIIOI 360 dejlrcr\. Th,' dume can be opelletJ, up 10 90 dcgr«s of ils dreumferen�'t'. 

[eve! 3 

[eve! 2 [eve! 4 



(evel 5 

\11 'II 'AKeA GARRISO� 

\Irlet' \" ��Ilc Armor 

!11'I'1',1IIIbn1 I'rof Unl hi """" Iktnul T,p< ",cr 
I C'\\fI \1"01\ I�I ,m SO , � 70 ilia +10. I (  "" Sindarm Elf 

1I,le \1"01\(6) ' m  ., 10 � 1 1 0  fila -+ l oo i  " 90) Sindarm Elf 

(iUl!� ( .ru," 'm ' ''' " � 1 20ma + 120 i I( - 1 1 ) Noldor l:.lf 

TlII' f,UJrd (alllalll hal bract''' and i�a\ha uf t 20qualn). All otiler monb halc Itt'Cl .... rist bracers 
and <1m Ik.,ha\ • IOll'qUII , 10 'hurl < .... urd). Allo .... .... arrior mon�\ to 'Itl�C 2x/roulld as .... ith maCh. 

1.11 1I0LDS OF AIR 
7,151 Tirgorolh (S: Watch or Terror) 

TII,ororh. lllhough a �fllall lloldlnl bycompanson to the othcn of Ardor. make-s up for iu sin in 

It I .... t Inspmn, locluion: atop a half-mlle high shC(r spire of hardest stone. julting from the waters 
I)rtl\("r>r� Ba). /Ilosl of tile rockypillar is rarelyseen. llo""elfer. as it isalmost conSlantly en,·eloped 
Ift.dtnw cloud - ucepl for the very tip. upon " hith sits tile castle iuelf. Tht illu�ion i� thus crealed 

l�at lh� palil\:e is aclllally noatmg atop tht' cloud. Construt'ted entirely of pure white marble. its 

t(llO(r\roofnl Yrlth gl)ld-leafcd �hingks. the cistie can be seen for many miles by day - and nigllt, for 

III Il'Iy ... alll l'veoff a faint rcnct:ti'e glow. The inhabitants and purpose are of t'ourse unkno .... n to 

.IIr\m.I I"II'IYl)ne, but rumors abound. 

LAYOUT 
The \lIlblc(3stle it�lr consists of thrC"C square towers and a fourth. he.\agonal tower • all ronnct:ted 

by 5hm ... alb. and each roofed. The squart to .. ·eu are three stories tall (SO' in heighl. including 

fooO. lclrlsconncctcd by a stan along one wall. The first t'"'O levels ser�e as li�inl quarters for eight 

.uardl, ... hile lhetop levels ljust ben�ath tht' roof) arc lookouts. There is a room wilhin the roof with 

\IC'oIIn! "" ndow!. and I door out onto a walkway which funs the perimeter of the roof. Access from 

m ... tr tl) tOlOer is thrOullh the SCi;ond level. acron the lOPS of tht' walls, or at the first lelfel. via 
�Ui&n "'lIhll1 lhc walls. All entrits are closed by 2" thick panelled door$ of pale IIrey-whilc wood, 

_lIh lold-Ieafed hinll� and fastenings. The doors arc ,·cry light but C.lltfemely hard. and can be 
IIxl.ed(.II ,uards have keys) but normally arc nOt. The hcxagonal to"·er is eight le'·els high (160', 

mdudillJ lhe roof). and aCCr5S from noor to noor is via a spiral stlir in one corner: the tOpmOSt 

p<)I1oon of theMTen thousand steps� 

le\·d Oat. Guardpost and reception area. 

lI"\cll"'0. Format audience ehamber for Vllkrist. 

t.e-."d three. OfrlCC/admimstration/rceords area for SQlherok. "The Messenger" of the Court. 

Lfllel four. Quarters of the Lord and Lady of Swords. They arc Captains of the Wind lords. 

l.fllel five. SOlhcro�'s quarlers. 

l.c'·ci �IX. VairC'litl's (Ihe Herald of Swords) quarters. 

u'cl &'·CII. Val krist's oFfice/study. com forI able hut nOI namboyant. 

LcltJ E,ght. Vall.rist·s quarters. This level is lurgcr than the rcst. and huge "mdows 011 each side 

pl"o,tde panoramic vie .. ·s of the lands and sea around. The roof of Iht room is domed and painted 

midnlghl blue. "ilh the constellations set in it in sparkling gems. There is a railed wll�way running 

lilt ]"!enmClet of thls Ie,d. Hcld within the court�ard of the ca$lic are t .. ·o strueturcs. Along one .... all 
n tllt t,-Tlt for the mounts of the Wind lords. houslIlg the thirt), huge gre), falcons. able to ny at greal 

lpetd Icr® the uppn airs. 22 arc each lied t o a  spc'Clfic Windlord . .... hile the remaining eillhl are the 
moIlnts I)fthc Lords and Ladies of S"·ord� (including SUlherok's 'Sulroch'. and Valkrist's t .. o birds 

'Ehot'.nd 'Glbiil'). The other. frC(StDndlllg bUIlding is a thrct: SlOrey structure of marble. roofed 

"'lIh thatch of. bright golden color. The first level iSIl"en completely to a huge banquet hall. and to 

mK"sid�. kilchen facilities and servant quartns. Thc St'Cond le,el, a-:ces$ed through n stair at one side 

ort�� hall, hh comfortable gue�t rooms. Th� third level, ac('('ssed only b� an c�li.'rior st3ircasl·. arc 

lhe (jullnefs of the 22 Windlords. ( .... hell in a hurry. they JUSt jump off the third noor bakony. abk to 
'lind' safely ffOm any height). The onl)· eXI! frOIll the courtyard is ,ia :l dra ..... bridge .... hich opens on· 

loempty air. This <;(:,,·es as the end of the runway for lhe falcons. The mC"Chant�m for the dra .... bridge. 

and I PlUtculhsjU5t .... ithin. is magical and COlli rolled by menIal command by the Windlords through 
tlltlt falron nngs. 

Bentath .lI of this. some 100' fC"Ct down the �Ten thousand sleps" is. caned OUl of the adamantine 

rcd oflhc pIllar, a prison area capable of housing up to twenty residents. From there. the steps start 

tIo."n (tll�r� is a stC(1 porteullis blocking Ihe path just belo .... the prison area, locked. hard - 10. and 
only the Lords of Swords ha'·e ke)·s) " inding Ul1bro�en .... ithin the core of the stont' Sl)ire. to a point 

f.r Mlow the ocean noor. a tunnel to tht maInland, and a conce:lled entrance. ne'·er u.\Cd. The Guild 

I)rElement� SKret entrance is but a few hundred f!lrds from the Court one. It� door idl'lllical to the 

mhl'f"!; it opens 10 a tunnel .... hid intercepts the original Tirgoroth passage �ia a set:rct door. ju�t 

before it be,in� a long descent under the eooslal beach. 

TlRGOKOTH GAKKISON 

Mdee /Iolissi� Armor 
T"" Pror L.I Hill nonu� Bonus TnX' ",cr Special 

Garrison (24) 60 , 01 "  + 70cb 15(-40) Human 
Gar. Caprams (l) r 1 0  I I .  + 120 tis + 1 30cb ISt-SS) Human ... 10 bs,cb,ar 

WINDLORDS: 

l,nw j 10) 100 + 1 10 bs ... 120 hc 1St-SO) Sindorin 
Grt�l�r (10) I. 120 ... 120 bs + 1 3Shc 15(-60) Sindarin 
Squad Ldrs: Lars 14 12' + 145 bs -+ 11\0 hc 15(-70) Sindarin -+ I()�r 

Teris 1 6  130 -+ I� bs + 165 hc 15(-70) Sind�rin I 10 ar 
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All of the Windlords possess light crossbows "hich magicall) reload tlery round. hale a -+ 20 

bonus and fire as heal y crossbo .... s. All ,·an fire from �falconbac�" .... ithouI penalLy. All 11150 posst:<;s, 

a� do the Coun riders. a bell of "Landing Truc", allowing thcnl to land safely from 3 fall of UplO 2500 
fccl. In addition to lhis. they carry u�ulIl Suit of Swords equipment. including the falcon rings. 

GIU:AT HUmS SPEED (mph) 

TYPE/NAME HI" AT BUKST CRUISI' 

LtsSCr(10) 120 � ... ) 60mph 30 + 80 s .... ord/ttalons) 

Grtatert lO) 140 4(·70) 70mph Jl -+ 9' � ..... ord/ltakm.l') 

Leader�1) IlO 4(-7') 70mph Jl + 10' s .. ord/(talollli) 

Sitlroch '''' 4(-80) SOmph 40 + 1 10 s"ord/ttalons) 

Elros I SO 4(-15) 70mph Jl -+ lJO sword/tlalons) 

Gilsiil 170 4(-75) 70mph Jl ... l20 s,,·ord/ttalons) 

nle falcons arc highly intelligent and loyal 10 lheir maSters. If he/�he �hould fall in bailie. the bird .. iII 

\"iciousl�· allac� his oppon ... nts until either: I .  it dies: 2. its cnemies al1 die: or J. It� rna<ter is dearly bcyond 
hope. In Ihi.' last (".tie. it will net' 10 Tirgoroth. The falcons arc each about fifteen fC(1 long " ith a thin) 

fOOl "ing5pan. and all arc a lighe gre) 111 oolor . l ngtrlCral the)· necdaoout a fifty rOOI longrun .. ·a)·toFa�e 
off .... hen btarll1g a rider. and t ..... ent)-fi,� f� to land. 

• II 



'7.152 Mirisgroth (5: "Mine or Jewels") 
A �'iI$t miningcompk ... , Mirisgroth is ba�icaJlya nalUral formation, a ,'olcano "hkhcollapscd in upon 

it$Clf not on,e, but l"'ie<' in lhe di�tam pa�t. Now dormam. it is 1"0 cone<'tllric rings Ofstcrp, ;aggC"d 
"okank stone In the e<'nler of "hkh. buih upon a rocky spur. is a small heugonal hold. Radiating out 
from the caSI Ie are si;o.: iron brid,C'!i "hich connect 10 Ill<' inner ring. and resume 10 join I he Inrter ringlo tIM: 
outer. The rings of �Ia, proper art laC'td "ilh intercorlll�ting tunnels and chambers, nnd dcrp mine 
shafts. For details of this area. !>(C lhe plan diagram. The OUler drcle holds a gafflson of 1000 arc 
miner/,wards. ln lhe inner circk resides a mi�ed populalion of 50J Human and Dwanen miner/auards. 
The en1tre fadlity is adminiSlerro and super.ised by Cambragol. MThe Monk�. or Persu�ious in his 
absene<'. (Note thal thc Orc garrison and Ihe Human/Dwarven garriwn do not inleract. and are in fact 
kept stpanued al all times.) 

THE CENTRAL HOLD 

I .  Iron bridges. Converge. meeting Ihe sheer sides o f  the outcrop. The walls of lhe caslle are of 
(non-rusting) Iron as ,,·ell. rising 4(l'tO nano ... · walled parapets. ,\cccss 10 the ... alk"ay� 1\ �ia 
ladders on the msides of the ... ·alls. and from the si� towers. The entrances arc I S' square por
tal) with reinforced sleel doors which slide do .... n imo place on tracks. 

2. To ... ers. Also of r,,'tled iron plalCS. enclosin, four le'els and I rooftop lookout. All imerlor 
floors Ire open steel graIn. and access from floor to noor is by a ladder bolted to the outer 
"all. FirSI floor is the guardroom for the courtyard: second is the dining area/lounge; third is 

open 10 the adjoining ... alls: another guard post. the fourth is sleeping quarters housing 12 
men ofcach to .... er. On each roof are twO small. PI"OIIllIl balliSlae ( + 30; firc Ix <"er)'lhree 
rounds; 2� range and damage on the heavy crossbo ... · table). 

3. Twin entranccs. To the ,emral to"cr. which is constructed of fused blocks of �o1canic black 
slOne and ri� to 90'. The doors are similar 10 those on the outer ,,·alls. being of reinforced 
iron. and slidIng up inlO Ihe wall abo"e to open. These arc 20' ... idc and high. 

4. Foyer. In lhc ccntcr is an iron spiral stair ("5H) rising 10 level 2. 
6. Guardrooms. T ... ·o men on dUly in each. 
7. Stairs to the lo ... ·er hall). 
8. Armory. 
9. Guard Captain's office. 
10. Dra ... in, room. 
I I .  Guard lounge/dining hall. 
12. Second noor foyer. 
13-14. Persu'ious' rooms. Simply furnished. The door has four traps on il. each "ery hard (·20) in 

complexity 10 disarm. Failure "ill yield: (a) II poison dart (Acanna). (b) a ballista boll from 
Ihe adjoining wall ( +  30; 2x darnugc heavy croubow; Iilalic larget, Ie) a pand i n  Ihe door 
popping opcn al eye le"eI to fe' cal a Rune of Unminding (victim's mind is completely 
blank: he cannol ... ·ulk. talk. speal. or comprehend. Lasts 6 days. R�isl "ersus 20th Ic,d 
�sence). and (d) finally thc door ... ill open. bUl five rupier·likc rods of steel will flash across 
lheentry ("cxtremely hardH -30to avoid. Forcach 20�. below 100 .... the victim lakes oneof 
the five 'rapier attacks'. All rodsha"ea + SObonusand are,ipptd with poison: Kaklu). Per· 
suv;ous does like lraps. 
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IS-16.  GUC'$\ rooms. 
17. Valsul's (Thc Knlghl of S"ord�) quarters. 
18. Cambragol'� re,eption hall. (20' ceilings on I his le,eI). 
19. Elitc ,uard quarters. Iiousing nIne. 
20. Guardroom. 
2 1 .  Waiting r001l1. 
22. Cambragol's offit't. Starkly furnished. 'cry sevcre. 
23. Clmbra,oJ'� quarler�. Very e�penSl\'d)' furnished: degam and c��nSI'e hanging�. red 

carpeting. A ,unningJ)' designed cenlral ;rol\ fireplace provide\ heal ... ·hen nC'Cessarr. 

Key t!u the mines uf 

fIIi risgl'uth : 

mine ;lhaft!s 0 

�ua rt!ers '-'-
;ltorage � 

r,uan) Rooms -+ 
�reat Halls � 

;lmeUers ..L 
Recreation/ 

...!I!..-Dining 

Harbor 
(a groHo) 1 

lJolcanic 

« ;ltone 

(entral 
(asHe 2 

Passageway -----+-



10\\ I R  HALLS 
24 t;1I�h�n 

� j'anHj 

l� "Ienlnll quantf\. 1I001SIO@ 12. 

n Lua"lroom. T,.o onduly. 

� ('til, 

:'I TOfIUIC loom 

Ceve! 1 

Ceve! 4 

1() St.:rC1 door. Open� in!o guardroom. Naira ... '. almOSl in'isible slil� fact up lhl' Slair�. "ilh 
mOllnla! balh,ra ready 10 firt al Inlrudtr$ ( + 80: 2x damagf.' heal)' cro�sho ... ). Till' guards arc 

.Jrnrd b) a IlIrer·,rep �tt:lion In Ihe middle of cadi stai,,,ay liu�1 ,i�iblc rhroullh Ihe slil) 

�hldl. "hen Iread u[)On. causes a mUll-d 1101111 10 slfi�e in Ihe guardroom, II cannot be heard 

!wm I he\lair. except maybe b) an l:.lf(2S':. chance). Of COUTS(', e'en iflhis (rap i� di<;co\·ertd. 

Ihe Illardl ... ,11 probably be aklred by rhe c.'n�uin@ shufning and dis.:ussion na:l'SSlIry befoTe 
IhfllDpcould be dis.armro. Four men are on dUly hert. 

JI Giard quanen. Housing dghlttn. 

)2 Quantn, OrCambragol"s clil� guard: �I\ ... arnor-monls. 

JJ Pn�u\l()u�· "'OIl�liop. Fillfil ",uli lialf-("omplc-li.""d Irap del'kesofall l(lnd�: mally finelools, 

\lfJn� plt(:t"; of melal and ",ood scraps. and ""Iefal largc nOI�bool:� ",uh diagrams, .... riuen 

ht " alul IOU5. TIinc-corn3111 thc la)oul� for a myriad of traps and 'ocks - eighlY percenl of 

thOlt u'iCd In Ih� Ardor citadels (e.\cept Ilhillir: L�5h· Y made his Oil n). Thus, if one had Ihe 

bool. Ihere i! an "igill)' pcrt"t:lIl chance Ihal he has Ihe plan� 10 a locI. or Irap in Ardor. 

fll}IO('ler, Ihe lOCal ions oflhe traps arc nOt given. So, they can be I'er� userlll ( + 60 to disarm

In.!unll>l:king). bill Olle has 10 _ucceufully lOCale the righl nOlI'S firs . .  

34 Ml}IIl Practice room. I'addinllon 11311s and noor. 

n Sct-ret p,n�g� . 

.J.6 Shrille. Therc is a S' 10llg slab uf granile St'l on a pfile!ilal on a small altar al Ih� far end of IiiI' 

room. nanlfil by elcr-burning fire-piIS. The Ilrall11C slab has a shallo ... Hough rllnning along 

lilt ptTlm�ICr, and a �IOI al Ihe fOOl of II for runoff to no ... into a goldcn cup ,""liieli sits JUSt 

brio",. There are man) dart )Iains onlhe \Iab. There are also four iron manaeles, .\C1 ;rno Ihe 

SlOti(' lo liold IIlislsand anklc-:s. On a narrOIl pl.""destal toone sid� li�sa Ions dagger made ofred 

tacn. lI. 100, hasslainson it. although IHen does nOl lisuallystain. Thi� is Cambragol's altar 10 

\'or�otli, and he eomes here <;ttrcl ly at limes, bcarinll a sacrifice: u_ually a youlIg Eh ell man 

or ... ·o lll a n. I lere he enacls a grisly ritual. and as a re�uJt is able 10 COlllmUlle as a Cieric for the 

nighl. J Ie can do Ihis bUl once per monlh. 

4S 

GARRISON 

Melee Miuile Ac� 
T�<pe jNllmber) Prof Lvi Hil� IJonus Bonus T,,, .. � S[lC'CiaJ 
Guard (18) , 50 + 70 �� +60cb 5j'3O) Human 
Elite Guard (9) f 8 100 + 105 ss + loocb 14(-40) Humlln 

Captain f 12 130 + 140 �) + l20cb 15-(60) Sill'an Elf + 10 bs.sh,ar 
War. ,.·'unks (6) wmlO 100 + 100 rna + 1205h Il-SO) Ehen shurikens (6) 

Th� Guild of Elt'ments enlry 10 Miris&rmh is perhaps the most bilarre III nalureoflht'm all. There 

isa small, barrt'n and rock)' isll'aboul 20 miles fr<)m Mirisgrolh, lI'ilh a Guild doorlt'l in a rocky knoll 
on Ihal islc (Guild l'Illry location delkes hale a mucli longer range fOl findln&lhis door: about 25 
miles,) Once inside. Ihe hardy GUIld-following soul lIill diSCQler 3 Siair dOlln to a small grol1o . 

... herem IS moored a sloop (aboul 30' long) of Eh'en design. "" inscription (in Sindarin)on a plaque 

near Ihc efltry to the grollo r�ads "lkhold Ihe Way to Ihe eurscd i�1e of Mmsgroth, domain ofCam

bargol! Camcarnl')'ar" llhe Sl'Cond flame means 'lJIoody Hand'.) "Thls ship lIill bear up 10 len to the 

OUler ring, and an entr)' Iherein. Thcnceforlh il is up 10 )'OU 10 aloid di�ol·ery. If lhl' ship is nol 

reboarded by 0111' bearing an itcm of th� Guild within file days. it �hall rdurn here. lo awail Olher 

pa<�engl'rs." As the last person boards Ihe ship, one wilh a Guild ilelll clltt lrigger thl' ship (he', gel a 

gUI feeling how), and its small sail ... ill raise. On a lIilld none can percdH'. Ihe sloop ... iII nawlessly 

maneuI'er OUI of the grOIlO and 01110 the sea. It cannot be maneuvcred off course. No sea Storm "'iIl, 
affecl il. as Ihere art' pollcrful calming spells placfil about ;1. Thcship will �il . ... reathed in miSIS 

II hkh II ill obscure it from being scen by those aboul, Including Ihe garrison of Mirisgroth: but .. on'l 

quilc obscllre Ihe ... iew of Ihc Ira' ellt'f5 .. uhin Ihe boal, Thert' isa small, �llIded grotto lll ilit's,deof 

lli� OUlcr nng of MirisgrOlh, illto .... liich it II III man�u'er, and dock. From IhCT"e. II narrow st311 1tads 

Up 10. 5«rel door inlo a lirtll',used Sloreroom. Ikyolld Ihal, as Ihe plaque slares, il lS lip 10 Ih� pes. 

Also, Ihe ship II ill return 10 Ihe orher 15k afler (i"e daY5, unless �mt'One al l.-a(1 returns to il (1I;lh II 
Guild Ilem) and bids il Slay, IIhlCh it ... iII. for another fil'c da)"�, elc. Those 1I'lshlllg to relurn from 

Mirisgroth before the fi\"e days are up call do so. of cOllrse, pro, id�d at Icalt one Oflh"'l11 lias a Guild 
ilem to key 10 lhe ship. 



7.2 TY·AR·RANA: GENERAL NOTES 
A single \'ast tomplu, most orTy-Ar·Rana is underground. and the fourabo\'c'ground slructure� 

sene mainly as entry poinu. 

The inhabitants are nolO' only bUI a oomplu array ofitiusionary ..... ailinl lmales�. IriUI.'fC'd by in

nuders: as "'I'll as Taran. Taran is a masterpiece of Alchemical and prosthetic skill. for he 1$ an ar

tifact, a lolem of$uperior conSlrU!;lion and design, and absolwdy lealistie. indiSlllliul�habk from a 

living bt:ina C.\CCpl by spells of detection. Ill' b also vcry intelligent and strons: maintaining a plca

sant demeanor bUI enfordng lhe orderSli\'cn 10 him 10 the ","st of his abitity: no unaulhori�cd per

sons arc allo .... cd in Ty-Ar-Rana. AUlhoril.ed proplc are: the Five of the Guild of Elements, Lyrin, 

and Morall. Illusions do not fool Taran. for hl' is linkl'd 10 Ihl' ·mind·lyping walb I'" "9")', and can 

dl'Il'C1 mlpoSteu. Taran will also admil anyonc who is nOl e ... il. carryinl one of Ihe ml$Sinl! lacn runc 

inlays (sec M I SH) .nd brinKS no haired ofTy·Ar· Rana with I hem, He obeys Mora n's ,erbal command� 

in th.1 hl' .... iII not hinder him (or his companions. if so ordered); but hl' "'111 not say ... h) he- olx}ls 

Moran, nor v.iIl he- Il'a"'c Ty·Ar·Rana for an), rcason. While- Moran is in Ty·Ar-Rana Talan ... ilI re

main v.ith and protcet him. 

The complc.ll itself is austere, albeit "cry �1l'Ck, clean, and brightly lit (by glo ... ing �ilings). II can· 

sisu mostly of meditation and practicc rooms .nd li'lI1g quaners. Thc Ii-ing areas of the Thrre. 

ho"'c'cr. arc quite comfonable. The-re- is a random S"l. chance (per month) Ihat Lydn is he-re (most 

likely in hi.� quaners) as he returns periodicall)' lo dear his mind. 

TY·AR-RANA: LA YOUT 

Thl' Ihree outl'r pyramids stand appro)umatciy 60' high (including the 20' high solid granitt' pIBI

form). Thl' fourth, ct'ntral pyramid i� identkal in design, l'.'(Cl'pt iI is 120' tall. 

I. Trianllular SIaliC platform ... ·ith thrre identical stair ... ays. Whl'1I an)'onl' bellin5 loclimbonl'of 

thl' 51allS, the image of one of thc Thrre ( ... home,cr's lemplc Ihis onc b, or, if thc �lIlTal 

lemple. all lhrre appear) 111 front Of lhc corresponding door (2). and speaks ment.Il)· to aJi 

those on the stair: "Turn back: )'ou arc nOI ... elcome at Ty·Ar·Rana:" UNLESS 1\ comains 

Moran. or one of the olhers ml'ntiolled aboH. OR someonc ... ho had pre ... iously been there 

and mind·typed (sec "9" belo .... ) in ... hich case they �re an image- bcckollillil Ihem ill. saying 

"Wclcome". I ftht' un ... anted intruders pcrsist tO lhc door"o'l·ay. the image .... nishes .• nd tht' ins· 

lant he/she/the)' enter the ponico. all recei\'c 1·10 +SO lightning. as bolU �lIoot OUI of the 

surrounding melal walls. (This abo happens in tht' casl' of soml'onc llsing, �ay, Moran. 10 get 

tltem inlo Ty-Ar·Rana: Moran would beO.K . .  but an� and all ... ho "'I'rl' nOl thcre my Moran's 

lea"e ... ould get upped. To Moran and Co. Ihe doors ope-n, three Sttlions sliding smoothl� 

out from the center into till' ... alls, noor and ceiling. 

J. Thl' upper $lIucture of Ihe MTempJrM is a tllree-sided pyramid, ele ... ated on In ... ard·slanting 

walls. inlO ... ·lIicll are- inset tht' three paTlals. The-e-ntire Uppel structure is fashioned of a non· 

tilrrodinll m�al resembling brushed stainless strel. All faces seem 10 be \inglc she-eu of thick 

alloy and corner seams arl' "cry slighlly rounded and perfl'CI. There arc no ri ... etS orotheroul· 

"'ardly ' ISlble connct1in& lIard ... arc. Insidc is a triangular room "'lIh 1II""ardl� sloping ... ·alls. 

meeting at a point some 30' hiJlh. All thfcl' ... ·alls are translucent and glo ... In s ... irlinll. muted 

blue/JlfC(.'n pallerns. 

4. The only objcet in the room isa lriangular platform 6� lIigh and ten feet acruss. lls sidcs, like 

thl' noor, are dull mClal: whill' Ihe top i� a tran�luel'nl glowillg blul'. This is a transfer de ... ice . 

... hich, if stood upon for S Sttonds, ... iII ll'Il'porl the sender to a corresponding platform 

belo .... II should be nOled Illat thc aelual transfl'r does 1101 resemble the IJlpical "pop"·and· 

rush-of·air leleport likc the spell. bUI is gradual. laking placc over a fult ten $l'Conds. 

Transferee is paralyzed and unlouchable/unhillable during transferre-nce. Othcrs rna)' Ste-p 

on the platform, but will also slo ... ly Iran)fe-I. 
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P l an Q i ew o f  llpper [g-Ar-Rana [enple 

TY_AR·RANA: LOWER HALLS 

NOTE: This diagram dl'pku urtly 1/3 of the tOlal compln. Note cUla ... aycorridors {12). These 

continue on 10 groupings nearly identical 10 1·1 1 dl'scribed below. Also, cula ... ·ays Il'ading from Ihe 

OIlier 1 .... 0 $l'Cret cornt'r doors (14) arl' �iT1ually Ihe same as group I S·22 described. eXCl'pl thl'Y arl' the 

quancrs of L)'aan and Lysa, and dttOrated differently, as det.iled. 

I .  Transfer platform from pyramid abo'·e. Thedoorlo thl'comdor i\ of 2" thkk Jlrel. and slides 

do .... n flush ",'jlh tht' floor as soon as somcone steps off of the pial form. unlt'ss loded ,ia a 

press panel in Ihe hall. Thl' porlal i\ triangular. as are all in the cOl1tpicx, except thl' double 

widlh ones, which Brc truncated al lhe tOp. All doorways arc len fcct lIigh: all ceilingslwelve 

feet. All walls arl'ofabsolutely smooth. scamiessgranlle, sliglltlysloping in .... ard. Ceilings arc 

of a Iranslucenl mall'rial. 11",'ng off liJlht when someone sleps in Ille room. 

2. Double doors of 2" Ihid polished Slrel: open when approached ... ithin ten feet: they close 

... hen last flCTson ten feet beyond. 

3. Ce-Ils of initiate'S. Carpeted in steel blue; comfortably )·et not lavishly furnished. Doors (ali i M 

$leel) ope-n .... ht'n a ... arm hand i� laid on them; close 3 sccond\ larer. Rooms arc kept neat and 

dust frcc (thl're is a ... entilation system) and no $ign of de-Ie-rioration. 

4. 300' passage. 

S .  Doors, o f  bron1c. They open o n  approach ... ·ithin ten fecI. 

6. Hall of reception. Dcpendinll on ... hith one, Ihe presidin, member of the Three will appear in 

Ihe cenler oflhe room and speak. Ifsomeonl' gramed Ic� ... 1' to cnt�'r is thert', tllc image will say 

in an archaic form of QUl'nya: "Wl'lco1l1e 10 Ty·Ar·Rana. may your )Iay be peaceful." bow, 

and �anish. If somehow the ... iSllors are unauthorized intruders wllogol past Ihe lighlning. lhe 

image will appe-ar angry: doors(S) will sla1l1 shul. and all intruders within .... ill besubjecled loa 

20th k"el "Sensory Ovl'1'load" ment.l .nack. If t he)' resist tile firSI time. anolher an3ck .... -ili 

go off I','ery round until all arc uncol1dous (or the)' can get out ofthl' room). Taran will then 

comt' and carry thl' bodies outside and deposil lhem on the llround al rhe fOOl of the SIt'PS . 

... here the s ... ·amp monstl'rs can .IIl't them. Of Ihey v.ake up (ifthe-y'rc lucky). 

7. These rooms differ for cacll of Ihl' Thre-e. All ha"e sil�l'r doors. 

7A. Lys.3's: tht' inscriprion on Ihe doors reads "Tht' Hall ofTruth5 Trul'" in archaic Quenya. Once 

inside, if anyone should speak a lie, tile room's purposc .... iIl be re,ealed, for, as Ihe lie is 

spoken an image of Lysa will appear on the Illrone, paint accusingly at tile offender. and say 

in an t'edly cehoillg voice: "Liar!" ln addition. pcopk fed reluctant 10 sit in this Ihrone (asap· 

po�d 10 Ihe Olhl'r thronl'S in thl' rooms marked 7), and e ... en WOUI' [flht'y do sil in thl' thronl'. 

7B. Lyaan's: "Hall of Knowing True" 

Whoc ... t'r sits on tht' throne suddenly looks like Lyann 10 e"eryonl' elM' in Ihe room, and c.n 

read the surfacc thoughts and memories of any person ill the room (onl' person per minutl'). 

pro ... iding Ihey fail to re'Sisl a 30th le,el mind probe. They v.i1I also be una ... -are that lheir mind 

is being probed. 

7C. Lyrin's: "Hall of Hl'allh Trul'� 

Whoc\'e-r sits on Ihe Ihrolle is hcaled of all .... ounds up 10 and includlrlg broken bones and 

damaged organs. Brain damage is repaired, but 'I'xperil'ncc' is not relained. Ufegi\'ing isalso 

nOI possible: howe"er, slals IO .... l'rcd by damagl' or spells .:an be rl'Co"'l'red up to S points pe-f 

stal. This can only be done once per Sial in Ihe character'S lifetime. The healing process can 

take hours. depending on Ihe se ... erity. during which the patient look.l like Lyrin. and ba:omes 

etht'rt'3I, and so cannot be remo'·cd. He is also in a Irance, if nOt already unconcious. �kntal 

disease'S of all Iypes arl' also c:ured, includi ngspell-induccd diseao;es. Curses. ho .... ·e-... e-r. arc nOt 

curl'd. 



I. Coppc-r doors. Inscription reads: "Hall of the Friend". open to rev�al sumptuous guest 

quaners, subdivided for up to six, "'ith bed$, baths. etc. 

Gold doon with the inscription "Home of the Three and those who Know them. Sp.:ak of 

Your leader and Pass Freely," This requires that somebody know the name of one of the 

Thrt't. If Taran is there. he will list the names of the Three if asked by Moran. Klacn kno"·.� 

thtm, but naught tlst of this complex. I f  (I. name is spokcn, the doors open to The Hall of In· 

tentions True. The narrow walls on either side are of clear laen ten feet wide and six inches 

thick. "'tn strange cr)'ptic runes insnibed on the inner faces. Note the trapped areas to both 

�idrs oo"·t'tn the laen and the walls. Those who walk there must resist Versus a thirtieth level 

mental allllck or be telekinetically slammed againsl the unmarked face of the nearest laen 

.... all. subjected to a HMajor Pain"spell (vklim takes SOt;'_ of remaining hits-round down). and 

is "long·Doored" to a point 100' down the "orridor outside of doors ''Y'. three feel above tile 

noor - so he falls on Ilis face. Jf. for some reason the person resists the firSI round. he must 
resist each round in the HT" area. The safe "ay to go through the room is between the laen 
... alls. Howe"er, you are mind·typed by the magkal walls. Even i f  you try to "leave"or"Long 

Door" (short range teleporl5) through, you are caught for an inSlant at the walls and typed. 

This b for later referel1ce by Taran and the complex, so you are recognized. 

1(1. Rooms, of inller guards. Emply, but kept up (like J above). 

I t .  Cells of inner adherents. More nicely furnished. but other"'ise like "'10" above. 

12. 200' 10l1g corridor to stainlcss steel doors. Will only open to previously mindtyped per· 

sonages. Anyone wllo somehow bypassed the laen "'alls sets off twill lightning bolts from Ihe 

pona! walls. 

n, Central room and master platform. Once inside, the doors to lhe corridors open upon ap· 

proa,h. Taran usually stands on this platform if he has nOlhing elso 10 do. 

14. Sophisticated, illusion aided steret doors (all lhree -100 "er)' hard to locate). Slide back and 

up. The wearer of one of the three sets of artifacts. the bearer of the missing inlay piece. or 

l)'rin can open thest on command. others can only try to defeat its hard -40 locking 

me-;:hanism. Beyond is one of the Three's living quartersltrail1ing area. 

Il. Foyers. (three) In the center oreach is a 10' by 20' block orgranile. with an inscription on it 

descrihing the lenets of the Tyar Religion on lhe outer face. The inward face has a single huge 

rune in glowing blue laen inlay. One piece of the inlay is missing from each tune in each oflhe 

Ihrt't places. (diHerent runes, so each of Ihe three missing pieces is different. lyrin has his 

o .... n). lf found and inser cd in iu place, the picce will cause the entire inlay 10 glow. and the 

... ·hole granite block will sink into the noor, until only Ihree feet still stick up. Thus revealed is 

lilt sllfine of the appropriatc member of the Three. with a perfect illusionary personage, in. 

cluding to the touch, though it is cold and smooth like marble. It is either of lyaan or Lysa 

(lyrin's isemply). arms crossed on chest. al1d Thaen 5tOne5 0n. The Tiara or rings can only be 

rcmo\'ed by a nonevil person "'ho is of the Mentalism realm. who wishes to use the item 

him�lf, and for good purposes. NOl1menlalists. or thosc "'ith the 'wrong' moti,'cs don't see 

theittmsat all. and if directed to where they should be. cannot feci them. Evil people gel three 

'E' elC"l:tricilY nilkals. (Trying to get those ruby slippers, wicked Witch of the West??,!) Ol1ee 

the item is removed. the image vanishes, lhe slab rises back lip, and the laen inlay pops out. If. 

for some reason. someone wants to return the artifacts and the inlay is replaced. the slab 

Jo .... ers. and if the ilems are held in approximately the righl places. the image will reappear. 

NOTE: it was in Lyrin's ""Tomb"" that Laune was originally 3"cidenta!ly entrapped. as they 

can act as hibernation devices. 11 was in one of the others thaI Moran was placed. by arts 

knQwn only to (the male) Featur. 
J6. Informal nK'eling room. 

11. Clur laen doors lead to: 

IIA. Lysa: S«r training room. carpeted noor is scallered with cushions. Theone wall unbroken by 

a door is glass, with a swirling fog behind it. Any Seer can project his mental images from a 

5pc-lI onto this Hscreen" of mist. 

178. l�'aan: /o.[entalist training room: a vcry comfortable lounge. where student mentalists pra", 

ticed spells on each other. This room is lightl)" shielded from the outside to prevent a"ddental 

attacks on noncombatants. 

17C. lyrin: Practice hall, floor and ",ails liglltJy padded, for martial arts combat practice. 
18. Study. 

18A. lysa's: Very well organi�ed. T",o walls (sides) have gray ",ood shelves with books neatly ar

ranged. Desk. of dark wood, is clear. e�cepl for a i' diameter orb. which glows dimly. It has 

no other po"'ers, e�cept the color changes by mental command. 
18B. Lyun's: Walls are ohery dark wood: 0111' wall is covered by bookshcl\'es, mosl volumes are 

histories. except for one set of Mentalism books in a separated >cction. These books are not 
magkal as such. but can sen'e as re>carch material for the learning Mentalist base spell user. 
There arc nine volumes: four to cover the 20 general lists: and OtiC for each of the sets of base 
lists. Each book is2'xl S. and weighs ten pounds. The rest of the office is furnished comfor· 

tably, mOSt I)" in dark tones, and kept neat. 

I&C. lyrin'5: Doors. padded on the outside. wood panelled on the inside, open tool ciut1ered room. 

all walls covered with wood bookshelvcs, filled hapha�ardly Wilh old books. stacks of papers 

(mostly poetry, by Lyrin, but some items of interest may be here). A copy of the book of An. 

draa!!, bound in black leather. is somewhere. Also on the shelves are a variety of strange art 

objects and trinkets. A huge (4')\8') desk is also covered by papers. mostly on martial ans 

theory. wrillen in either Archaic Quen)"1I. or a cryptic shorthand incomprehensible to all but 

an e�pert linguist. light in the room is provided by wall lamps. with glowing yellow gems 

rather than fire, and a similar lamp on the desk . Theceiling is dark, and the noor is carpeted in 

a gold·brown. In short, the room is a dramatic conlraSt to the cold sleekness of the rest of the 

complex. 

19. Bedrooms. All comfortably and warmly furnished. 

ZO. Balhs. All huge (20'!!20') luxurious bath/loung.' areas. ",ith a magical source of hot running 
water. etc. 

21·22. (aU) spacious. elegant guest quarters. 

FINAL NOTE: 

It should be mentioned that, in the unlikely event the company (with Klaen) runs into l)"rin in T)"· 

M·Rana, neither will act like he knows the other. Lyrin will appear to Ir)' to be helpful. and my e,'en 

gi\'e hints to the players about places to find Guild of Elements entrances/artifacts; but he "'iIl also 

seem very "spacey�. and not listen vcry carefully. He will also not leave Ihe complex with Ihe eom· 

pany, except under extenuating circulllstar,ces. 
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8.0 GAM ESMASTER AIDS 

8.1 THE COURT OF ARDOR AS A QUEST SCENARIO 
No doubt. as is clear by the intimations In the text so far, the Court of Ar

dor was designed as a unit. and can be played as an extended quest scenario, 
theccntral figure being Moran, who must slay his evil mother to prevent the 
downfall of the sun and moon. But Moran cannol do it alone, and certainly 
the other players will desire illustrious backgrounds for their characters. 
Below are a few suggested histories: 
- A younger prince or princess of Hathor (the last of seven or eight) or 
Taalira�n, SCn! away for their own safcly in anonymity_ 

- An unknowing child of yet anOlher Court member. (Featur?) 
- Kirani or Koronandan nobleman/politician's offspring sent to recover 
an item of power. which (it is learned) is held by the Court. 
- Someone tutored, or even brought up by, an old mage who tells the 
youth of a lost artifact (of the Guild of Elements? Ty-Ar-Rana?) who is 
assassinated by an agent of the Court before he can tell of its whereabouts. 
The PC must piece together information to locate the item (no doubt at a 
Court hold). 

These are just a few of myriad possibilities which exist within the text for 
creating PC backgrounds, which will in turn enliven the navor of the game 
overall. 

The Coun can also of course be simply used as a backdrop for a series of 
adventures, eliminating the quest elements. 

8.2 NOTES ON THE COMPLETION OF THE QUEST 
Firstly, there is one gem of Unlight remaining for the Court to recover. It 

is in the castle Kirnak, a ruin in northern Taaliraan, in a special case made 
of kregora, a material which will block all magical emanations and prevent 
its detection. Naturally the Court is eager to collect the gem, and has mi
nions everywhere seeking it. As of early 1 703 they had narrowed the area to 
the Taaliraan region. A potential early-on adventure for the PCs might be 
to snatch the gem before the Court gets there (directed to Kirnak by 
notes/hints from Ihe Guild). 

In the long run however, Ardana believes that the Ritual can take place 
without one gem - although she would prefer it otherwise. 

Ironically, the best time to slay Ardana will be at the lime of the Ritual 
itself. Before then Ardana will be extremely difficult to get to. During the 
ceremony in Ihe greal cave beneath the lower, the lords will all be gathered, 
and will be in a trancelike state, scattered about the cavern. Ardana herself, 
deep into the trance, will be particularly vulnerable. But only Moran can 
kill her (or even wound her) and only then in hand-Io-hand combat, and 
with a weapon ofmithril (or perhaps there is a specific 'Holy' weapon which 
must be found). 

The details of the final fulfillment of the Quest are up to the GM, such as; 
(a) will any of the Guild of Elements go to aid them? (b) will Moran, or any 
of the other group members gain special powers at the ritual, such as great 
strength, immunity to stuns, etc.? (c) how quickly will the Lords of Ardor 
become aware of the group. come out of their trances and act to defend 
Ardana? 

With Ardana's dcath, after a short delay the entire citadel will fall into a 
ruin, so lied 10 her was it: and with ils destruction the structure and power 
of the Court of Ardor will also fail . 

8.3 TEXT FOR THE PLAYER·CHARACTERS 
Following is a text designed to aid the PCs in the completion of their 

quest. The text, "The Book of Andraax". was written in fact by (the male) 
Featur, and copies can be found in various Court holds and in out of the 
way places. large libraries. elc. It is somewhat informative, without giving 
specifics about citadel layouls or other facts which might make things toO 
easy. 

(The following is bound as a book, and can be found in any language or 
scrip! .) 
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THE BOOK OF ANDRAAX 

"Herein IS held the book of Andraax the Scribe. All that is recorded is all 

that is kllown by those Outside of the Court of Ardor: Council of Darkness. 

Heed the words, for all are (ru(h, of at leas( rumor. Many of these places I 
have seen. How, I shall not tell. Understand, andfear these places, as well 

you should. 

I. THE CITADEL, TOWER OF DARKNESS 

The most imposing of alltheplacesof A rdor, Ihe CilOdel itselfconsistsof 

�- �ing/e, eight-sided lower constructed of on unusual black stOne (probably 

the some nearly indestructible Slone of which the tower of Orthanc in 

Isengard was later built by the N(imenoreans). Three hundred (welllyfeet in 

height. the tower is based on a small, rocky isle in the center of a 30 mile 

wide "C" shaped island, amply shielded from the curious and un wary. 

II was built under Valmorgul's personal supervision; the huge blocks of 

stone magically mined, moved. and fused so that the slick faces of the 

Tower walls are as single unbroken planes, smooth as glass. Ow on the ring

island are eight outposts which guard (he perimeter from any intruder. 

II. A URAX-DUR (S: Deepwater Darkness) Elemelll: Water; Suit of Helms. 

A nOrrOw inJet olong the rocky southern shore of the Mumakan leads too 

sea-cave entrance in a cliff face. Within is a strange wonder of Middle

earth: Aurax-Dur. the hold of Gorrhaur. the Lord of Helms. Here lies a 

huge grOlTO, the floor of which is elllirely Waler litany feet in depth except 
for tlJe very center where (here juts a rocky olUcrop. Upon this is con

structed Ihe castle proper. The elltire cave is illuminated by many varieties 

of lichens which grow abundantly across the roof of rite cave, casting an 

eerie blue-green light. Access to lite castle is via a narrOw causeway leading 

10 Ihefarend of the cal/em, and Illrough a long fUnnel to lhesurface. There 

are also docks adjacent the causeway,· for small sailing ships may pass 
through the sea entrance. Gorthallr is maSler /rere and guards his privacy 

with jealousy. only aueflding monthly Coundl meetings and performing 

his required funcliolls. 

III. TA URANG (S: Iron Tree) Element: Water; Suit of Helms. 

Tile dtadel of Taurang was buill in the period Y.S. 50-90, well before the 

founding of Ardor. under rite supervision of T(lurclax alld his A ide 



Xlttltkar, Ihe Recorder. Smaller in sheer size and grandeur than mos! of 
,Itt Holds oj Ardor, yet Slrong behind walls of steel and stone, Taurang is 
IIso a meellng place of the Taurang Council: a cult of priests and mages 
wIro Itoldsway over the surrounding forests. Taurclax being a direct lieu Ie
",nl ofMorgoth, TouTang's original purpose was two-fold:first to serve as 
' etnler from which spies could operale to observe Ihe actions of the Eldar 
In tltt South during the enrly years, and second 10 act as a focus through 
wlticlt could be channeled Dark forces to thwart any powers of good thaI 
mignl arise. Some of the most terrifying manifestations of the latlerare the 
·Winds". Supposedly a ring of assassins, shrouded in mystery and misin

formation, it has beef/ suggested rhal the "Winds"are aclllallysupernatural 
tnNlture. Thisispurelyspeculalion, but would explain the cllriousfacl that 
nodescriplian of any of Ihe assassins exisls. They leave only a strange block 
Iron dogger-like weapon in Iheir victim, ond it is said that theflrst person to 
t01lf1t rhe w�ponfeelsachill wind. According to rumor, Ihe "Winds" have 
Mvtr jailed to eliminate their target. 

IV. NAURLINDOL (S: MOllntain of Firey Pools) Element: Fire; Suit of Staves 
In thediston, pasl when the Valar wrestled with Morgoth in theforming 

01 Arda, Ihe tormented earth erupted in volcanic explosiolls. It was one of 
tltest p/ocesstill hot with flowing lava thaI Rilia, "The Sorceress". chose to 
makt her home. Situated in the hiffs west of Koronande, it is a complex of 
IlInne/s and halls of dark grandeur. Mourfuin Ihe Lord Demon comes here 
(IS well. but it is the domain oflhe Mislress of Flame. It is believed that Rilia 
was among Ihe Noldor who returned 10 Middle-earth to recover the 
SIImori/slrom Morgolh. but was instead seduced to his service. Her Irain
ing in Iheeorly years was under the Lord of Sorcery, ValmorgQ/; bUI as she 
grew in power she sought ways of securing a placefor herself. Granted leave 
by Morgorh to depart Thangorodrim and conSlrucl a citadel at a place of 
htrchoosing, she weill/or south knowing thai the Master desiredfar-/lung 
aUlposts Ihrough which to moniror Ihe activilies of Ihe Eldar. It was only 
natural thai she be chosen as one of the heirarchy of Ardor. Then, in Y.S. 
410 50uron, Morgoth's chief lieutenant, came to NaurUndol and spoke at 
length with its mistress. It seemed Ihal the war against Ihe Eldar was going 
"'ell, but work on the purpose of Ardor was at a standstill. The master was 
notpleosed. and his wroth would descend on Ardana and Morthaur ifpro
g,m was nor made soon. A If IlIis Sauron told Rilia, and he urged her to 
ltove and serve him in Beleriand instead. She refused (not, cerlainly 
b«ouse o/any allegience to Ardana or Ille Court, bill perhaps she was con
fidem of on e\'enlllal success, and that she had become enamoured 0/ her 
Qwn po ..... ers and position in Ihe Ardon Council), and bade Sauron deport. 
He did, reluctanlly, resisting the temptation to simply force her to come; 
anddestroy Naurlilldol, thinking that perhaps il would havefmure use. A I  
any rOle, her actions were to spark Ihe beginning of an intense rivalry be
tween Souron and the Cour/. 

In T.A . 1120 Eldarion, acting for the Guild of Elements, entered 
Naurlindolalldsecured many secrets, but he was detected and caught on the 
'ft'ay OUI by Rilia herself. To her surprise her spells were useless against the 
magician, as h is slaff was apparemly cancelling all magical at/acks. Mour
luin, however, was able to subdue Eldarion by brllle force, and wrest the 
slalf from him. He was lortured but would reveal nothing 0/ h is inlenl or 
associations and Rilia, in a rage, ordered him slain and his body dumped, 
deropiroted, on a Guild of ElemenlS Pentagram platform. The s!aff was 
cursed with a word Elorkas and casl illto a vault. 

V. ITHILKIR (S: Silver Mine) Element: Fire; Suil of Staves 
One of Ihe three mines 0/ the Court of Ardor. il lies beneath the hills 

north of Tanlurak, and is one of the very few mines ofmithril known in tile 
entirety of Middle-earth (Moria, the Dwarven cilY of Khazad-Dlim, is the 
greatesl and only other commonly known mille of mithril). The mille was 

first opened in Y.S. 200, and placed under the supervision of Lesh- Y, Ihe 
demonic master of Alchemy and one of the chief forgers of Morgolh. Not 
only mithril, bill blue and clear laens, aluminum, and many other precious 
metals have been discovered many of which were lIIilized by Rilia to 
enhance theslrength and sophistication of Naurlindol. Ithilkir itself was at 
first relatively crude alld simple in design, but as the years saw grearer 
riches uncovered. Lesh- Y sought 10 make it a place of strength and 
grandeur. It was wellfor hissake./or it was soon after Sauron made himself 
head of the Ardon Council that one a/the NazgOl (the Ringwraiths of Mar
dor) appeared at Irhilkir and demanded thaI Lesh- Y release lordship oflhe 
mines. Lesh-Y refused, and summoned Rilia olld a force of demons from 
Nourlindol and together, utililing the defenses of the citadel, they forced 
the wrailh to depart. Sauron never spoke of ii, and it can besafely assumed 
that Sauron chose to allow the incident 10 pass, ralher than risk a disruplive 
rebellion forcing him to destroy most of the Court. Since thai time lthilkir 
hasfunclioned Quielly and efficiently under the Demon's direclion. grow
ing evPr mnre beautiful and secure 
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VI. TIRGOROTH (S: Watch of Terror) Element: Air; Suit of Swords 
Perhaps the mosl awesome of the holds in a purely visual allilllde is 

Tirgoroth, the communications cemer of the Court. It is the domain of 
Valkrist, Ihe Lord of.4rms; and the Messenger makes his home here as well. 
By design a graceful palace 0/ high walls and slender towers, it is perched 
upon the summil 0/ a sheer peak julting 0111 of 'he waters of the Koros bay 
lo an impossible height. Port of Tirgoroth's mystique is, no doubt, the large 
cloud which hovers perpetually abollt the top of the peak. giving the im
pression that the castle is in /acl floating on Ihe cloud. 

Only one efllrance to the ciladel is known for certain: Ihe great 
drawbridge gate which opens onto thin air. Indeed. il serves ollly as a run
way for the great grey falcons of Tirgorolh and Iheir silver-and-blue clad 
riders. A nother way is only rumored: Ihe "ten Ihousand steps", a spiral stair 
which runs from Ihe bottom chambers, still thousands of feet above sea 
level, 10 deep below Ihe sea floor, where a runnel leads to Ihe mainland. 
Whether Ihis stair even exists is a mailer of elernal speculation. 

VII. MIRISGROTH (S: Delving of Jewels) Element: A ir; Suit of Swords 
Situated upon a rocky island in Ihe center of a large, deep volcanic crater 

lake, Mirisgroth is 0 relatively small lroiding. But lhis is not all of the com
plex. Mirisgrolh is actually all island willlin all island, in an extinct volcano 
which itself is an isle. Thus. the castle is surrounded by two concelllric rings 
of sheer, jagged igneous peaks. The rings Ihemselves are honeycombed 
with fUnnels and halls, and the deep shofls which lead to the rich mines 
below. These maleS are such as to defy mOSI any imruder. 

Under the dominion of olle known simply as "The Monk", it is a mine of 
long history. Constructed and originally under Ihe comrol of Drul 
Chaurka, one of Ihe Chiefservants of Morgoth long before theforming of 
Ardor. Ihe Monk was the captain of the guard at tile time. Bur, in Y.S. 220, 
Drul Chaurka left Mirisgroth wilhourfanfare or IIOficeas to when he would 
relllrn. In fOCI, no one saw him leave save the Monk, who swiflY con
solidated his position as aCling Lord of Mirisgrolh, so much so Ihal. after 
the Court reconsolidated, the Monk was offered the second in command of 
the Suit of Swords, Mirisgroth being thesecondarycitadel. Foul play would 
be suspected a/the Monk. but anysu('h rumors were Quickly squelched with 
Ihe disappearance of his critics. II is also rumored Ihat Mirisgroth is not 
only a rich jewel mine, but a source of green and red laens, as well as eogs 
and platinum (necessary for the making of mithrurian and kregora) and 
many other valuable melals. 

VIJ/. ANGKIR YA (Q: Iron Mine) Element: Earlh; Suit of Orbs 
A ngkirya is a design of Dwarven origins, bur was apparemly long aban

dOlled when it was discovered by Featur ill the later years of the Two Trees. 
From Ihal time on, this mine in Ihe hillsofsouthern Taaliraan was not wor
thy a/ mention, until Y.S. c. 200 when Featur chose il tO be Ihe location 0/ 
Ihe main citadel of Ihe Suit of Orbs, and refined and expallded it to house 
Ihe lords and ladies of thai house. The mille itself yields black laen, veins of 
gold. amethyst. ruby, and black eog. 

For many years Allgkirya operated smoothiy, until Y.S. 570, just eight 
days before the time of the Great Eclipse, and the Rilllal. All of Ihe Courl 
was at Angkirya feasting in anlicipation of Iheir im,;,illellf success, when 
word came of the at lack by the Luingon Alliance upon the outlying illslalla
tiolls of Ihe Citadel. In the ensuing confusion Morelen. Ardalla's daughter 
and key to !he Ritual, vanished. F€alllr was 1101 suspeCI, of course, as she 
was at the defense of the Citadel wilh Ihe rest. The Eclipse passed, alld the 
SUfi and mooll remained alo/t. Morgolh was of course. livid wilh rage. and 
made plans to deslroy rhe emire Court. But he did 1101 have Ihe time he 
thought. for five years laler Ihe Valor came Easl and cast him into the Void 
again. Morelell reappeared at the Ciladel in S.A. 1000 with 110 memory 0/ 
the event of her disappearance, or her locatioll in the ifllerim. Since Ihat 
time, Angkirya has contillued to/ullction as it had in Ihe past. 

IX. MENELCARCA (Q: Fallg of the Heavens) Elemelt: Earth; Suit of Orbs 
A single tall spire resting upon the tallest peak ill Ihe M{imakan, the 

Mene/carca is the ideal locatiOll for an observatory. I, exists IIl1der the of
ficial dominion of Featur, but lhe Lord of the inslallalion is Arduval the 
ASlrologer. Unlike mally of the other holdings of the Court. Mellelcarca 
has seen IiIlle in Ihe way of violence. and has always been under A rdli val's 
personal control. Also, few of the olher members of the Court have ever 
been there, Ihus fostering an (lir of myslery abolll it e\'en within the heir
archy. Its exa(·t localion is virtually "nknown. sillce it is inaccessible by nor
mal means. The very lack of informalioll breedsfear; amOllg tire lesser ser
vams of Ihe Court it is a name of lerror and A rdu\'ol, despite his fair ap

pearance and considerable charm, is held in fearful awe. It is rumored Ihot 
the Menelcarca isso close 10 Ihe Outer Void 11101 Ardu\'al is able 10 COnverse 
with Morgotll Himselfin hfs exile. These rumors are. of course, completely 
unfounded . .  



8.4 MASTER MILITARY CHART 

MELEE MISSilE 
COUNTRY/RANK NO. LVL HITS AT SHIELD OB OB NOTES 

TANTORAK 

LAND FONCES 

Captains SO 10 90 lS(-40) VIO T ]OObs + 90 cb ... 10 weapons 
$erltanlS 100 6 60 15(-301 n + SO bs +6Ocb ... S weapons 
City Guard )00 , lO 13(·)0) Vl + 80 b� +SO cb + S sword 
Palace GU3fd 100 7 70 17(·JS) VIO ... 100 bs ... 70 cb ... IS  wcapons; ... S armor 
Militia HOllO 2 2l 5(-25) V -+ 40 bs + JS sb 

SEA fORCES 

Capmins 100 1 2  120 9(-45) YlS ... IJOk ... 100 cb +20 lworo: + I S bo .... 
Orfi�rs 200 8 80 9(-3') V I l  + 8 5  bs ... 7S cb ... 10 51'>"ord and bow 
Snmen 2-3000 , 2l 1(-2') V +4' bs + 40 sb 

KORONANOE 

LAND fORCES 

Captains 70 1 2  100 IS(�) V ... 1.tO ss + IOOlb ... 20 sword and bo ... ; ... 10 

armor 
SerJ('anls 400 7 80 15(·30) Vl + IOO S!\  +80lb + 10 SWOfd and bow 
City Guard 1OO • " 11(-30) Vl +1OM ... 50Ib ... S weapons 
Militia '.JOOO 2 2l 1(-1'1 N + 4 S u  +40lb 
Cavalry 1OO 4 lO 1 (-)0) Vl + 70 '" ... 7O cb ... 10 sword Ind bow 

SEA FORCES 

Caprain� 80 12 "0 9(-4') WIO ... I5S ss ... 160cb ... 20 s .... ord and bow 
OfliCCfS ISO 7 ., ..... ) Vl + 1 00 ss ... IOOcb ... 10 sword and bow; 
Seamen '.JOOO 2 2l 1(-15) N +.5 ss +., lb 

HATHOR 

LAND FORCES 

Royal Guard 200 8 90 17(-m Vl + 100 rna + 75 cb + 10 mace 
Caplains lO 10 1 1 0 13(-30) Vl + 1 1 0  b5 + 100 cb + 10 weapons 
Scrgcams 200 l 60 1(-4{}) Vl + 75 bs 55 cb + 10 s ..... ord 
Men-at-arms 1-2000 2 2l 1(-30) V +50 bs + 30 sb + 10 s ..... ord 
Ca�alry 300 l 70 1(-10) N +85 bs +60cb + 1 5  s ..... ord and bo\l>-

SEA FORCES 

Captains l " 120 1(-65) V20 + 160 bs + 140 cb + 20 ..... eapons 
Orficers 10 8 " 1(-") V I )  + 1 1 0  bs + 130cb + 1 5  \I>'eapons 
!kamen 1-200 2 )0 1(-20) Wl + SS bs + 4{} sb + 5 sword 

TOKTAN 
Captains JO 1 2  100 9(-30) Wl + 1lObs + l60cb + 10 sword. armOf; +30 

comp bow 
Horsemen 240 l 6l H-l0) N + 70 bs +95ch +, s ..... ord: + W romp bow 
(hor�) 240 l IlO 4(-20) - (hoo�es as maa:s) + 80 

I hoof allack 
Militia 800 , 2l 1(.10) Wl + 40," +M cb 

,\UJMAKAN 
Guards of Arnaa\' 4I)IJ 8 80 13(-40) V +90bs +8n° + 10 armor. weapons al 

Amaavonly 
Horsemen )00 l 40 1(-10) N +80� + 70 so: + 5  scimitar 
(horses) )00 l 160 4(-10) - +,. (hoo\'" as maces) 
Mllilla 600 , 2l 1(- 10) Wl +40� +65 sb 
(M(imllkil) IlO I )  )00 12(-40) - + 150 (crush) Large Creature 

crilical hil table 

TAAURAAN 
LAND FORCES 

Capl.IM JO " 120 17{-20) V + 145 5S + I SScb +- I S  weapons 
Sc:rgeants 90 8 90 14(-lO} V +90ss + IOOtb +- 1 0  wnpons 
Men-at-arrn\ 900 ) Jl II-IS} Wl + 60 n +70lb + S wnpons 
Pala�c Cap1aln. 6 20 140 17(-m V20 + 180$5 + 185 cb Mithril armor. weapons 
Palace Guanl 60 " 100 15(-60} no + 140u + I5S cb + 20 armor. \I>'capon, 

SEA "OReES 
(""ap13ln� )0 16 1:5 �"" VIO + 1'-0" + 170lb Enchanted (+ 20) armor: 

+ 20 .... eapons 
� chance he/she h<ls a 
common SPC'II IiSl 10 51h 

level 
Offict'r� ., I I  100 9(-45) VIO + I 10s� + I H lb + 10 armor and ,,'capons 
Seamen 900 3 40 1(-20) Wl + S5 55 + 75 Ib 

OTHER 

Or�\ 

"\fll'r1cn�cd , 10 120 15(-15) VIO + 100 so: + 60 sb + IO scimiiar 
Good , , 90 \3(-35) V IO + 70 so: +50 sb + 5  scimilar 
AH-raI!C , 3 60 10(-30) Vl + SO so: + lS sb 
N(I'I.·c , I I )  1(-25) Vl + 20 $C -25 sb 

. , Lon� Kyn:l.· a .lilel1O h�c "'capl.lIl "hkh r�quircs �fll'l.·ial lralt1inll 'o 1.1'" PIOl'Crly. and '(nk.es 
<1 -: ,  "'- I �  rapici 

'oCr: 'lr, ... ,hr Ito •• ," i ..... ttalt. altd ....... SIIitW h'frtftl(ft 11td_ .. alit) -' •• (r.l. "Y5"' ._ �ycs • • + 5�: W5 _ .. �a + 5 "' .... b .... 1 . ... Gla sWdd"'J. See 1fdIo.I_J fora ..... I..,. ., 

�.I. adds . .... 0' I,pn. ,.,r4h • •  Itd 0'''''' bu •• ,". C_InII .. " •• 1""" I. a 1)"ltC of "'npo., (r.l_ om •• lnIMd hi .bsftt 00 •• " .. " ... a "....y of ·15 .. 11N al�. Mette .... .... off� Ito._ 
iltd.dr 1M boII.� fOl" 1M 00 .... ' •• 1'1 bnl "npoll i. llIa, nllflOI). 

so 



8.5 HEALING HERBS CHART 

AM' 
hI 
(;/'11j 

Mlltnna 
11r .. � 
I'h�rI 
"mdamll 
Va'C'lhalion 
Carnryar 
An\tr](r 
Ilarry 
Vt'O\ln 

(ul�a) 

Jo,oJopo 
Hoak-hltl 

lul'lfndura 

ha ... 
Ua� 
t;I·lkJ<,()Il 
Dtcll� 
Oh�1 
(}101osS<' 
l.au/chn 

1.�la'll 

V.tanar 
\leMlar 
Mook 
ShM 
A/duo"lal 

"'" 

t.:landun 

FORM 

Cften I ear 
TrC'C ltC-Sin 
Ked Shrub L(�f 
Slh'cry 1!.eIfY 
810 .... 1\ Notink 

8H)"'"n Clo"r 

lirrell Vine Fruit 
Golden Fruit 
Red J-to,,"C'r 
Shrub Root 
Shrub Resin 
Clam E�lracl 

Suc,ul('nl Leaf 
Grcy Leaves 
Vello ... · '-lower 

While Lca,es 

Mushroom 
Lichen 
Yc1l0""Grass 

Golden Grass 

,-,,,r 

Whire Flower 

Gold Clo\C� 
Gold Leaf 
While Cry'lal 
mne-gltt" Ltar 
!'iot ConI." 
BfOlll.c Ikrr), 
Pink Leaf 

Rlue I'owder 

Red Leaf 

F('ln Lnf 

WhircCrcam 
Clear Oil 

IIOME 

Coastal Ikach('!; 

High Altitude Lakes 
Volcanic Isles 
Valc� aho,c 10.000 feCI 
Lowlill1d Foresls 
Temperllic Fore5!� 
Spruce Foresl� 
We�l erly blt:� 
Jungle Vine 
Tropical COlim 

Hilly Rellions 
Tropic Coasls 

Ikscll Hagrir Tree 
lJasc of Gladcu 
Semi·Arid Hills 

Tropical !'Ianls 

Dark CaH'rns 
1/01 &-ashores 
TemlX'rale &-ashores 
TemlX'rale Island Shores 
Tropical Forcsls 
Icc Bays (rare) 
Cool Freshwaler Lakes 
Weslern Isles 
Unknown 
Warm Sea�hor(>S 
Nonhern Fir Fores!§ 
Hilly Foresu 
Temperate Lakes 
(Imponcd rrom East) 

Ice Plains 
Tropical Rh<er Bonoms 

Oyslcr Dcrivati�e 
Kelp E",tracl, elC. 

PREPARE/APPLY 

Crush/Eat 
Dilute/Drink 
Cru�h/lloil/Drink 
-/Chew 
Crush/B,ew/Chew 
IJlew/Drink 
1J0i1lEat 
-/Eat 
BoillDrink 

Makc paste/Apply 
Or)· on Wound 
Smear on Wound 

Smear on Wound 
Dry on WouJld 
-/Eat 

Po ..... der/lnhale 

-/Eat 
Boil/Drink 
Hurn/lnhale 
Burnllnhale 
-/Chr ... · 
-/Chew 
-/Chew 
·/Ch" ..... 
-IChcw 
-/Chew 
Crush/BoillDrink 
./Eal 

Dr)'/Eal 

Disso'·e/Drink 

-/Che .... 
-/Eat 

-/Smear in Skin 
-/SmClr 011 Skin 

NOTE: The prke'S listed arc average for one of the larger cities. Herb prices .... ould be higher in more 
rural areas, and more c"'pensivc and rarc hcrbs may be una,·ailable al all. 

, Stt Poisons List 
.. Stt Discast" Lis! 

t Prke is for non·Hathorians; nalives gct a big discoum. 

8.6 POISONS OF THE MU MAKAN 

NAME 

UL·ACAANA 
ACAANA 
GALENAANA 
CATUMNA 
VURNAANA 

"LITUN 
KARFAR 
JEOOA 
JEGGARUKH 
JIT5U 
ZAGANZAR 
CARNEGURTH 

SI1ARDUVAAK 
<LV 
TIIURVIIK 
UMAKILIS 

MURTAN 
SARNUMEN 
PENTANOTH 

COLOR 

Dlaek 
Black 
Green 
While 
Pink 

Gold 
R,' 
Bro .... n 
Illack 
Yello .... 
Dluc 
R" 
Brown 
Bro .... n 

Pink 
... 

Yellow 
Blue 
Clear 

EFFECT 

Kills Inslamly 
Kills Inslamly 
Kills Elves 
Destroys Mind 
2-200 hilS 

Coma 
KiIIst2-12 rnds) 
1-100 hits 
10-HIO hilS 
1-100 hits 
Blinds 
Hlood Clots (death) 
KillsSlo .... l)' 
3-JOO hiu 
Sleep (3 Hours) 
Kills InSlaml)' 

Paralysis 
Nervc Disorder 
Coma (1-4 da)'s) 

MINIMAL EFFECT 

Coma (I day) 
Kills Slo"l), 
Coma (1-3 Da)'s) 
Euphoria 
1-100 hiu 

(3 03)·5) 

�-�O hilS 
S·�O hits 
2-20 hilS 
6'('() hilS 

1-100 hits 

Corna (I-IO Da)'s) 

Fe\'er/Deleriurn (4 days) 

Loss of .... ill (6-12 hours) 

8.7 MISCELLANEOUS IN DIGENOUS B EASTS 

A�I,\lAI TYI'E 

'" 
f,rf) ik'WI 
(;,ul ("Wi' 

AVG. I VI 

6 

AVG. IIITS 

120 

170 

I�() 

1'0 

110 

AT 

3(-15) 

4�-20) 

4�-25) 

3(-30) 

3�·20) 

ATTACK PAn-ERNS ANt) ADDS 

I Mile C.r�f'f'k + SO; 1\.·lcd. l1a,1I .. B 
I llf!!" Grapple � (,(); L�r)l.e ("13", .. 110: I>lcd. IJu,h + 40 

l.11r�c ('I:, .... .. 70; UlT)l.e Bite + 75 

1I.1�d. iJa,h + 90; l.lllge Gr;.pple + M: I �llle BIle + 50 

I a'II" Bi,.· + 70 

51 

EFFECf 

Heals (2-12) 
Heals ( l·S) 
Heals (30) 
Heals (10) 
Heals (2·20) 
Heals ( 1 _4) 
1·leals 13-300) 
I·teals IS-SO) 

1·leals (all hits;SlOPS b1ecdinll) 
SlOPS bleedinll 
StoP} bleeding 
Cures to 2nd degree burns in 
�("nds. 3rd degree in one da),,30 111'1 
Cures burns up to 3rd dellr� 
CUfe'S Frostbi te 

HalludnOlolen ... · hich prevents 
movement bUI 1.:ure'S mental diseases 
and mind 1055. 
Euphoria (I hour); psycholoaically 
addictive_ 
Haste () rounds) 
Rt!llores blood no,,' 
Cures blindness 
Restores e)·es 
Ufekeepinll (24 hours) 
Ufekeepinll (2-12 days) 
Ufegiv;ng fOf Elves 
Lifellivinll 
Restore'S one slat (only losl amount) 
Antidote for Karfur' 
Antidote for Sharduvaak· 
Antidote for Jegga' 
Antidole for Aeanna' 
Uni,'ersal anlidote 

Neutralizes poisons 
Cures Thra�·niis" and other forms 
of paralysis. 
Removes hair for several da)'s. 
Protection from sunburn: aids in 
tanning. 

SOURCE FORM 

Flo"·er 
Flo ... er 
Leaves 
Nuts 
Flo ..... er 
Rool 
Leaves 
Hat Venom 
Bat Venom 
Clams 
Roo, 
Flower 
Berries 
ikrries 

Volcanic Ca'·es 
Tree Froll 

Trees 
Numcn Ed 
lJIlie Kdp 

\'I�C. 

Paste 
Paste 
Po .... der 
Hakes 
Paste 
Paste 
Po .... der 
liquid 
I'asle 
Liquid 
Liquid 
Liquid 

Liquid 
Paste 

G .. 
Liquid 

s., 
liquid 
liquid 

ArboH·�l lkrhl\nr'·�: '_4 n" nll 

Omn;'(>f(" : I-J n",m. 

eMn;'!'!",",: 1·2() lH!I[n. 

PRICE 

I "  

' "  

U llp 
1 2  liP 

' "  
2 "  
200 " 
60 "  

"""" 
ISO 111'1 

200 lP 

SO liP 

30 111'1 

10 liP 

2 "  
20" 

"''' 
"'IP 
250 111'1 
800" 

2.000 liP 

33.000 liP 
46,000 gp 
28,000 gp 

1 ,000 gp 
1 .S00 111'1 
100111'1 
2.000 111'1 

5.000 111'1 
6,800 gp 

300 liP 

S 111'1120 dosest 

S bp/lO dosest 

(AnACK)LEVEL 

60 
" 
12 

,. 
JO 

'" 

JO 

20 

10 

'" 

20 
Touch 10 
lll00dstream 60 

10 
JO 
.<111 

1I!"""hlriH�ill)!. ,·�mi'(\ll-'; , - l lll.rm Vel) nil,·. 

CUlm"''''': 1-�. n"rl1'. Ru,,·. 



9.0 THE COU RT OF ARDOR 

AT OTH ER TI M ES 

9.1 ARDOR IN T.A. 795 
The Court itself is much like it has been and will be for several centuries. 

Of the countries of the Mumakan, Hathor and TGklan arc rising in cultural 
sophistication (both arc near their peak in T.A. t 709. Basically this is a lime 
of expansion and organization for all concerned. Sauron, still weak from 
the (relatively) recent then of his Ring, is nOI yet an innuence in the 
Miimakan. 

9.2 ARDOR IN T.A. 3000 
The Court of Ardor no longer exists as a unit, and the name is not 

spoken. The Citadel of Ardor is no more: destroyed and sunk beneath the 
waves in the cataclysm caused by the death of Ardana. Also caught in the 
destruction were many of the lords of the Court: Gorthaur, Rilia, 
ValmorgUl, Morthaur, Mourfuin and Vaikrisl all perished, it is said. II is 
also believed thai the female FealUr nearly escaped, only to be caught and 
slain by her own brother, Featur, long believed by the Court to bedead. The 
validity of the tale of that confrontation may never be known. 

Of Taurclax and Khelekar, it is suspected that Sauron was aware of the 
impending fall of the Court and, seeing it an easy way to rid himself of the 
troublesome organization, allowed it to occur. He must have warned his 
two servants though, for they avoided the disaster and later served to spread 
evil from Taurang throughout the Mumakan. 

The fate of Cambragol and Ardfival was less auspicious, if successful. 
Each had ready an escape route, and ned in time to avoid the fall of the 
Tower. Ardfival still resides at Meneicarca, rarely departing. He does. 
however, maintain the evil Starseer Conclave as his tool to wreak minor 
harm throughout the area. Cambragol seized Angkirya for his own. and re
mains there, ever in fear of discovery by Sauron. 

Of the other lords who survived, some are here yet, maintaining the 
citadels as if the Court still existed. Others fled into the East to establish 
cults of their own. 

The fact is, though, that the power that was the Court is no more, and the 
eight citadels are either abandoned (Naurlindol. Aurax-Dur. and 
Tirgoroth) or are now minor holds of lesser lords and their minions. Cam
bragol would be a force to be reckoned with, but he fears (rightly) that 
Sauron would crush any atlempted uprisings. 

By 3000 Taurang and the entire forest about it is a place of Darkness and 
terror. inhabited by all manner of creatures. The Elves of Taaliraan have 
nearly all sailed into the West, as have many ofthe Firstborn ofKoronande. 
Tanturak has grown, dominating DOshera and the now empty northern 
Taaliraan. The "Magician" still advises the Emperor. but it is the disguised 
Khelekar. who quickly assumed the role after the death of Valmorgfil. Thus 
is Tanturak a tool of Sauron. Tuktan has been overrun and conquered by 
the MOmakani. and the Kirani of that land fled to Koronande, or the less 
fortunate have been enslaved. Hathor has suffered from repeated raids: 
Tanturak by sea, and the MOmakani across the land. Tanith is now near the 
border of the land and may soon have to be abandoned. The Darin Tesarath 
survives, though not as the powerful organization it once was, and it is 
slowly falling into corruption through the devices of the Dark Lord. The 
Guild of Elements is no more, as Laurre, Klaen, Featur, Rana and Lyrin all 
passed into the West. Ty-Ar-Rana remains, though sealed. It is said 
however, that Lyrin left his earrings there, and his key to the Vault (which 
also allows access into the complex) was left in Middle-earth. Also left are, 
no doubt, many of the lesser artifacts of the Guild, although certainly many 
have been lost over the years. 

Should the company have failed in their quest, the final oUlcomeis uncer
tain. 1t has been postulated that Sauron would have prevented the Ritual by 
sending his NazgOJ and eliminating Ardana, thus also fragmenting the 
Court structure. This seems likely, as the Dark Lord would not have much 
to gain by the fall of the sun and moon; and if he believed the promises of 
Morgoth: that those participating in the Ritual would gain great power in 
the Darkness, and rule large fiefs under the Master; Sauron had reason to 
prevent the Ritual and the rising of many rivals. 

Indeed, whether or not the sun and moon would have been destroyed is a 
matter of conjecture, one which will probably never be settled. There is no 
doubt that there would have been an unleashing of great power, and who is 
to say what may have arisen - perhaps the return of the Black Enemy 
Himself. Fortunately, however, that is. at least for the forseeable future. 
not likely. 
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