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1.0 NOTES ON THE
FEATURES AND USE OF THE
MIDDLE EARTH SERIES

COMMENTARY

This series is intended as a 100] for gamemasters who wish to have a
strong working foundation for fantasy role playing campaigns based in
J.R.R. Tolkien’s Middie-earth. The modules detail specific regions of the
continent of Endor. and attempt to giv¢ the reader a view of the physical,
imellectual., and spiritual structures of she given area; politics. culture,
geography, climale, 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, “lypical” layouts are
provided, giving the reader an approximatc idea of what would be found in
a given place or a similar setting. All of the data provided is aimed at giving
a picture of part of Middle-carth, and the gamemaster is encouraged to use
these resources 10 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. Thegamemaster 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,
willenable he/she to add whatever color and detail isdeemed necessary (o a
given campaign. Any fantasy role playing rules system may be used, and
any form o fcampaign 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 u ertosel up
the campaign. Creative guidelines, not absolutes. arc emphasized.

The series also provides inieresting source malterial for those desiring to
understand the natureof 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 greal care has been (aken 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 theregion, no more.
Stimulation of thecreative processes is the goal, and ICE does not intend
such material 10 be the sole or “proper” interpretation. In addition, always
remember that Tolkien's works are the ultimate sources. What is provided
inthis series. however, is a consistent view of all of the continent. We hope
that this will help the reader to delve dceply inio the wondrous world that is
Middle-earth.

1.1 DEFINITIONS AND TERMS

The following subsevtions provide handy reference and infarmational daia. For a moic in depth
ainalysis of certain teems, coRsalt the varibus sources (sce selecled reading section of module).

1.11 ABBREVIATIONS

Ry e e Adunai¢

Ap. SO agliey*

AT . —— Armor 1ype

[ O S R braaze preve(s)
8s _ Black Speech

Che, - B charisma®
Cllipenaeas Cirth

Co. s vonstitutson®

ol e LR A S copper piece(s)

[ ] T (e S == crincal sirike

Du ___ __ ik Dunlending tanpues
- A— = €dain

5 - e Eldann

Em. ____ empaihy~

[ - —— : exhaustian poimi(s)
LA . Firsi Age

[ Y - . Fournth Age

% — - gainemaster

EP. a gold prece

[ P R S Hobbitish (Westron variam)
Hak o _ = 2 oo Haradrim

Hobo— s - The Hobbir
I - intuition®

I e o e A intelligence®

W iron piece(s)

Kd. . Kuduk {Ancient “Hobbitish*)

KNS e e e o o Khuzdul (Dwarvish)

Lotk ——  Lordof the Rirgs (I = Book 1. ctc.)
Me. e . memory*

| T Middle-earth

D o it e e —  muhril prece(s)
MP - s e moveinent poin(s}
N e —  Orkish dialests

[ Ry = ——r Presence®

Q. _ e QuenYa

3 [V S quickness®

R, e = VY Rehiznc

|3 S T reasoning”
] G R Rhovanion tongues
RR. _ ———_ 7esisiance 1oll

b S e z Sindann

A e Secood Age

$D. e self disciphine®

L] - S — s silver piece{s|

5T, T Silvan 1angues
;—— S sirength®

N g i e <t Py s e Third Age

Teng. _ __ __ B Tengwar

Ny —y e tin piceets)

V. e e gl Variap
PR e — Westron (Common)
Wis, _____ Wiglom»

Wwo. ~ESES — Wos {Drucdain}

* references 1o s1any

1.12 DEFINITIONS,

The ridjority of unique terms and transtations frein The Hobbir and The Lord of the Ringsate not
described below: ratherahey are to be found elsewk ere in the 1ex1, )n the sections concerning places,
inhabitants, ¢te.

Aman: The continent west of Middte-earth. It is located in 1he Farthest Wes:. across the Sundering
or Great Sea (5. “Befegoer*™). I contains Valinor, the hnme of the Valar (See below) and Ilhe
great of Elven Bind make their home slong its eastern shores. I n the west of Aman lic the Halls
of Awaiting, the place of the dead. .-

Armer Type IATE Armor is tlse dasic proteviive sapability assigned (0 the maicrisl covering the
body. Armor 1ype refers 1o the specific kind of covering foiind on a giveu charactec/crealure
(e.8. AT L5 refecs 10 *full chain,™ chain mail cevering most of 1l body ia the fonn of a shin
and loggsngs - of any equivalent). Armar (Ype 1s Synowynowss with “armor class.”

Channcling: Channeling icpresceis the power from those on high {2.2. the Valer) as channeled
theuugh theis followers, ether spell users. or the source being. 11 is 1he pow er of the deilags as
manifested mn the “cveryday” wedld, Professions using channeting- cletic. healer. animssi.
ranger, asirologer #and sorcerer.

Character: Soc “playcr characier.™

Combhal Roll: A rol/ representing a combar swing or nisssile atiack

Concussion Hity: A fated ¢ 10 1he body, possibly leading 10 shuck aod LACTNIOUVLNESS,
NOFEE: The rerm “hits will somevimes be used instead of Yoncumon Niss,~

Crenclaviony; Battlenents wih spaced cuts in the upper surface which allow defeaders (o firc
missiles o1 vtherwise shawer attackers with defensive fire. Synonymous with “dragon’s teeth™
in context of a casile.

Critleat Strike tCRITY: An expecially effective swing, mussile attack. or spefl which penctrates the
rgen’s basic defenses and resulic in some speeial or additional damage, sowething more (han
1te typical concussion hit effect,

Defensive Bonus(BB): Theiotal subiraction rom 1he combar roil duetn rhedcfcnder's advantages,
including bonuses for defender dextersty, shicld, superiority of armoe. position. and maglc
items

Fssesice: I'heessencels that whichiscommona o allihings, living and dead, erganic and inoegenic it
represents @ foree wnd arder which defines, or helps define., the ways of the world, and actsasa
source for some torms of spell power - Tor example, nwagic. Prefcssions using essence: magi-
aan, illusionist, alkchemist, monk, sorceree, and mystic.

First Age (1.A.): The first revorded Age of Middic-earth. [tz beginnings date hack 1o a period
relaficely soon 8ficr she dawn of e as we k now it and s ending point was marked by the
vverthfow of Morgoth (the “Black Encmy "}, Sainion's overford and mentor, The tales of the
First Age ase. for 1he mosi pan, found in J.R.R, Tolkien's Unfinished Toles and Fhe
Sitmarithon. Thee works aic not used or described within 1his module. since we are focusing
on the Thnd ard Fourth Ages. ICE uses 1.A, 10 denolc the Fitst Age and F A. 10 indicate
Fourth Age dates.

Fourth Age {¥.A.): The faurth recorded age of Middic-carih, the “ Age of Meu.™ J1 begao wiih 1he
passing of the Three Rings nver the sea. Duning the Fonrth Age most of the Elves deparied
Middle-eacih for {he Undying l.ands: ather non-tnannish r2ces such as Dwarves and Hobbils
began 1o seck soliiude, for ihetr ways were no ionger undersiood by live overlords of the conti-
nent - men.

Fumble: Ancspecially incffeciive swing or mishandling of the weapon which inay put iheantacke in
a disadvamageous position and/or damage him.

Gamumaster (GM); Also known as DM or dungeonmaster, the refeice, judge. etc. The ullimale
authory in a glven faniasy rolc playing game. This personis responsihle for giving life tathe
game by monitoriag world evems and providing fhic necessai ¥ imaginative aids. He/she inter-
pretiaules, vonlivk crealvres and non-player characters, and maintains play.

Gol: Not ehe gamemaster, but Ecu - ihe creator of the world, mcluding Middlé-earth.

Hhix (Concusslan 1Hlis): Theamount of damagce an individual can suszain before hie Joses conscious.
nesy due to shock and nain. Deatlt resulting from massive sysiem shock occurs if the ace
cumutaled damage Points reach the(ntal of hits + constinion.

Initlative: The sum ol all faciors affecting the speed of a swing.
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at the Gladden Fields. The Ring had a senseofitsown and sought pewer, particulasty that of
its maker. Ssuron belioved it would inevilably surfavesomewhere in western Endor. Hewent
gboul the businzssarconauer it thecontinenl , but always kept hisaye o For the retuenobelhie
Rine_ fiis agents and troops atways infocrned Klns ol oceurcoces which might lead him toit.
Thesearch bscome more aclive wheo be was aware that it wasoo lenger iruly Jost. Alibhoouh i
appeared asa planold band (itsinscription vould only he read whea thering was heaicd). the
@ac Rine was actually 1he most poweriul item Terged in Endor since the constructian of the
lren Crown, |1 waspurely evil and deled tormagnily e halder's desires aid absessions 1o such
a degree thot. tegasdless ot intent, & perverse evil resull would evenluvallv oceur. The Rlne -
bodied much of the substance of Sauron’s greates! works (c.g. 8arad-diir). With the Ring's
destriction In T.A. 3018, Sdurern was forever drippheds Ins sprrnt could ey loniger assume
physical formas s know it and he was “daashed” From Middle-easii

Third Age(T A} Thethird recertec Age ol Middle-earh, I began Tallowind the defens of Saurun
asa resull ofthe Last Alliance of Menand Elves and ended in 1.A. 3021, whenihe Keepeis of
the Ring passed over the sea {from theGrey Haveas). 1A, is (the abbreviatton.

Valas: Refers to primary’ Valay, [tteeen Ginciluding Morgoihy, and lsier fourteen sercants ol Eru,
Lesser “gods.” demi-gods, cntitics consisting of pure xparit b ahén takinie physical shageo,
Many ol the peoplessbeines in Middle=caclh wvorship 1them or hold them sacred. Cuardeans of
the wor ld, o1 is they wha seol the Wizards tstari} to Middle.carch,

The West: Northwesiern Middle-eanh, specically thie arca ssithin which the everits deseribed n
The Hobbut and Fhe Lard of the Rensciook place. Loosely, the avea from Limbar nordnsard
and west of 1the eastern shores ol the Sewaf Rhin.

1.13 RACIAL AND CULTURAL GROUPS
Elves: Though basically similar to mortal men in most ways, Elves have
several important, if subtle, differences. As a race, they are taller
than most humans, although slender: the male height averaging bel ween 6
feet and 6107, yet weighing but 150-200 pounds, respectively. The wiomen
of the Elves range from 5"6”to 62", and are also slim. Elven men have no
facial hair, and as arule, they have less body hair thar humans. Apparenily
highly resistant to extremes of natural heat and cold, their clothing is usu-
ally for decoration, camouflage, or, perhaps. modesty. Generally, Elves
are fairer in appearance than their mortal brothers, hitving [liner features
and unmarred skin. Their senses are extremely keen, especially their hear-
ing, and sight: they are able 1o see on aclear, star-ot-moonlit night, asif full
daylight. Their vision is correspondingly resiricted with less light, down 10
but afew feet in what aman wouldcall “pitch black™. Perhaps most impor-
tantly: Elves do not age or grow old; and their bodies are immune o ll
bacterial and viral infections. Thus, they are virtually immortat, (excepting
violent death). They heal quickly, and show no scars (although they do not
regenerale limbs).

Elves do not “sleep™as mortals do, instead retreating daily intoa sort of
trance-likestate, wherethe yre-liveeventsin the past torest their minds and
bodies. This they usually do for2-3 hoursevery 24. although vvhen pressed
they are able o go fordays without rest, but must recover the lost timeat the
end. While in the trance, although their eyes may be open.they arenot sen-
sitive ta outside stimulus and while they can be “awakened™ before their
time. they aresomewhat disoriented for .severalminutes.

About the kindreds oftheElves; thereare the three divisionsof the Eldar;
and the Silvan Elves:

The “Fair Elves”, highest and most lordly, migraled soon after the com-
ing ofthe Valar to Valinor {The Undying lands) and dwell there still. They
have hair of golden blonde, blue eyes, and fair skin; and they projecl a vis-
ible aura ai all times. They are, as a rule, musically talented, and wear
garments of white, silver and gold.

The High Elves, or Noldor. are more sturdy of build (yet still more
slender than humans), and darker: theircomplexions are as if tanned. and
their hair is black or dark brown, with few exceptions. Their eyes can be of
any colour, although brown or haxel predominates.

These Elvesare the builders and craftsmen of the kindreds, most skilled
in fine metalwork: weapons, armour and beautiful jewelry. Their
Jewelcraft is also unsurpassed. The High Elves are the most likely to live in
cities, building graceful, marble-walledtownsfor themselves. Theyarealso
the most curious - possessed with a desire tolearnall about their surround-
ingsat any cost, whichhas more than once caused members-of theirraceto
fall from the path of light.

Sindar - the third and least noble of the Eldar, the Sindarin (or “Crey”)
Elves began the great migration with their brethren. but. after coming to
Beleriand did not go over the sea into Valinor and lived in Doriath under
King Thingol. At the end of the First Age, many of the Sindar sailed west,
or dwelled in Lindon or Lorien, under the rule of Noldor leaders.

The Sindar greatly resemble the Silvan Elves physically, although they
tend to be more muscular, and pale blueor greyeyesdominated. They also
prefer clothing of an apparent neniral grey colour which has amazing
camouflaging powers.

The Silvan, or “Wood-elves,"are more numerous and “rustic” than their
brethren. They tend to beruddy of complexion. with sandy hair and blue or
green eyes. Nol as tall as the other groups, they are still quitelight of build,
and very adept at moving silently, especially in the forest, They are also

musically talented, although not as much so as the Fair Elves.

Their preferred clothesare usually forest green, grey. or brown, and are
much more functional indesign than the draped robesand tunicsofthe Fair
Elves: they are less elaborate than those worn by High Elves.

Elves do not need sleep. Instead, they receiverest through meditation in-
volving memories, pastevents they recall with remarkable vividness. Nor-
mally they go into this trance-like state For approximately two hours each
day, although theycan function formanydays with littleor no relief. While
intheir meditative state. Elves areextremecly dil ficult toawaken; theyriseat
a point previously decided.

Dwarves (Khazdd): The dwarves are descendam.s of the Seven Fathersof

theirkindandtiedtothe Vala Aulé (The Smith). They
are said to have cotne from stone. Their seven lines or honscs setileda var-
iety of separate areas, usualilyin or by mountains. Dwarves are rather short,
about 4 to 5 feet in height {the women slightly less), stocky. and of ruddy
complesion, They have deep-set eyes, dark hair. and beards (which they
grow long and often braid). Resistam todiseasesand extremely strong, they
live an average of 250 years, and often to the age of 400. They havesuperior
sight underground and in places of near total darkness. Their crafts are
superb, and they are unsurpassed workers of stohe. I.ike orcs, they are
masters of metalwork; but unlike the.goblins. they achieve a senseof beauty
as well as strength and utility. No race mines as well as dwarves, Relatively
unfertile and lacking women (who constituteless than a third of their kind).
they rarely sire young - oreven marry. IDwarves know of magic and vertain
enchantments, but generally scoff al the ways of conjurers or the usc of
spells, prelerringinstead to usesuch power in themaking of physical items.

Dwarves speak Khuzdul, a guarded tongue known by virtually no one
but themselves, and inscribe using the Angerthas Morta. a variant of the
Cirth (a runic seript). Khazdul is marked by harsh consonants and uses
three-consonhant patterns to denote commdén concepts. For example,
“KZD" siructures refer 10 the Dwarves or things essential to the Dwarven
identity (e.g. Khazdd— Dwarves, Khuzdul— Dwarvish).

The two kitndredsdisciussed here are thesc of Durin the Deathless and
Balli (1) Stonehand. The former. “Durin’s IFolk,” is the oldest and mosl
revered of the Seven Houses. They are identified by their unusually long,
forked beards whih are oflen braided and worn tucked into their helis;
haice the label “Longbeards.” Balli's Folk isan “eastern group,™ and its Kin
sport each wear a ring of dark. glassy stone on the small tinger of their left
hand. Both Houses favor colorful, hooded ¢lothing and hand arms,
Although many are prolicient with standard bows, they generally employ
crossbows when a need for missilc weapons arises. Dwarves like mec-hanica)
devices.

The ancestral home of Durin’s Folk is at Khazad-dum (“Mloria™ or
“Hadhodrond” among the Elves). Balli's House ix centered at Akhuzdah
(**Ahulé™).

Hobbits (Halflings): Smallest of the speaking people, hobbits average be-

tween 2 and 4 feet in height, and tend 10 be fat. They
have large feet, very hairy - o the poitt of heing “furry”, which are almost
immune to cold, and so they go aboul almost always barefoot, They are an
innoffeusive people, preferring the quiet of their own villages. Lovers of
good fdod and drink. they spend much of their time at inns and friend’s
houses, eating. They are able to move very quielly, and havea high level of
manual dexterity. Hobbils also are possessed of an amazing constitution,
and can resist even the most poweri{'ul magical and physical damage for ex-
tended periods. There are three principal varielies, or tribes, of Hobbits:
the Hor foots, Stoars, and Fuliohides. The tall, slim, fair Fallohidesarethe
least numerous, most adventurous, and closest to Elves and men, The
smaller, browner Harfoots are the most common and are closest to
Dwarves; both races enjoy rugged highlands and hills. The Stoors Ffall
somewhere in between in size and numbers. It is this tribe that returned to
Wilderland during the ISthcemuryT.A. andscttled by the Gladden Fields,
on the Anduin’s west bank.

tlumans Of morial men there arc basically two kindreds: the “*high men”
and the more rustic common men.

Thehigh men (*Edain”)tend to beeven taller than Elves (&' - 7" 1all}, but
heavier-boned and physically sironger, although perhaps less nimble than
the clven-kind. Their hair is dark-brown or coal-black. eyes blue, grey or
black, and they tend to be fair-skinned, from very paleseeming to a ruddy
but still light complexion. The lifespan of the high monals isquitelong, up
to 250 - 300 years in those of pure descent. They are greal warriors and
builders of empires. for their initiative matches their physical stature.



The common men are shorter (56" - 6’4” men; 5" - 5’10 women) and
stockier of build as arule, and their hair and eyes run the entire spectrum of
normal shades, (although the coal black hair likethat of the high men is
rare). They are less lordly in appearance than the high men, and the males
often wear beards or mustaches, as opposed to their brethren of the west,
who are most often clean-shaven.

Didnedaln: These high menwerethose Edain (“farhers ofmen”) who seltled on the

island cominent of Numenor, far 10 the west of Middle-earth. The
Dunec:ain conyuered and/or colonized many areas along the westcrn. southeyn, and
eastern coasts of Endor during the Second Age, and were great lords among men.
Unfortunately their grear desirc for power (at least among some) led to the destrue-
tionoftheirhomeistand in the middlcofthe Sccond Age. This“Downfall’occurred
as a result of their invasion of the Undying l.ands and challenge 1o the Valar. Those
called the “Faithful” opposed the policies and hatred of elves which led 10 the
Downfall, and wcre saved when the iste sank. They later founded the kingdoms of
Arnorand Gendor (inthe Northand South of northwestern Middle-earth). Many
‘“wnfaithful” groups survived in the various colonies of the Dunedain established in
aappier times (e.g. the “Black Numenoreans” of Umbar). Theterm Dunedain refers
to the Numenoreans and their descendantis in Middle-eart h, groups which possessed
considerable physical and mental strength, longevity, and a rich culture based in
greal parton elven ways. Theyarebut one group ofthe Edain, avolleclive grouping
of men with relatively advanced culture and traces of Elvish blood wiho had arded in
the wars against Morgoth in the First Age. Trans: S. “Eduain of the Wesl." Sing.
Dunadan.

Dunlendings: Alse called “Hillmen." A mannish group which originally occupied

the hills and vales in and around the White Mountains (Ered
Nimrzis). Dunlending groups moved northward during Ihe Second Age. and settled
alongthe \ estern f ank of the Misty Mountains and in vertain areas ot Eriador (e.g.
around Bree). Dunland is named forthisgroup, and the undead of Dunharrowwcre
remnants of one of their ancicnt armies. Dunlendings arc modcrately tall, dark, and
relatively “primitive,” Their places of worship indicate a superstitious rather than
religious folk. They are fierce waitiors capable of some militaiy organization. Only
in Dunland arctheirways fullypreserved, formost adopted the mannersofthe lands
in which the:y settled. They areenemies of the Druedain (Woses)and Northmen (in-
cluding the Rohirrim). Swarthy, theyare superb*incuntain men”and work instone.

Dritedain (Woses): Also called *Wild Men ofthe Wood,” they aremastcrsof wood-

craft. Thisanciem mannish raceoccupies the Druadan Forestof
Anorien and wild areas of Andrast in the Third Age. Their original territories were
probably rather extensive, but they are rather unique and did ne1 assimilate or
cohabitate well with other men. Short, stocky, fairly fair, and lacking much body
hai'r, the Wosesarccentirclyalien to bath the Northmen and Dunedain. Theyspokea
language unrelated to that of the lords of Gondor, but probably an offshool of the
“southern coastal tongues” of nonthwestern Middie-earth, The Woses pamsess cer-
tain powers of'enchantment, and possibly unique forms of magic. They guard their
sacred places with biziire carved images of themsetves, and these sculptures.aresaid
10 have “powers associated with lif¢,” such as sight and mobility. They are the
enemies of both Dunlendings Z;l‘nd the Northmen (Rohirrim may have hunted them
forsport). Ghan-burn’-Ghan was ome-of their kind.

Easteritings: A generalized grouping of a tremendous vanety of races occupying

Middle-earth as far west as Rhun. A GM should note that the term
essentlally corresponds te “any group of men whose ways are alien and whose lands
are unknown,” at least in the eyes of an occupant of western Middle-earth.

Haradrim: Lii. “Southmen” in Sindarin. This is a collective groupyng of men who

made their hommes in the great desert of Harad; and residents of north-
western Endor might al. sacall a man from further south by thesame label. Harad-
waith (whichalsorefersiotheirterritory)and Southronsaresynonymous terms, The
Haradrim tend to be slender and very dark, and often ascribe to the nomadic ways
associated with their semi-arid homeland. They are excellent riders. Numenorean
colonization (c.g. Umbar) along the edgcs of their territory creating $oie fusion of
culture and varying amounts of interbrecding. The result is that some Haradrim are
not wholly unlikethe Dunedain ofGondor. Gondor’sconquest of theregionacted to
reinforce this trend. Nonetheless. they remain adistinct cultural and raciat grouping,
particularly in remote arcas.

Lossoth: This group of stocky, relatively short nomads of the Far North are often

called the “Snowmen” or “Forodwaith" (a tcem which also refers to their
territory). A poorand primitive pegple,Lhey liveon biggameand whatever creatures
ofthe Bay of Forochelthey can acquire. Their cutture appears to be based on some
stonework, bone, and whatever wood theycan trade: for (although their contact with
other men is severely limited); thcy may also make use of certain mctals, notably
copper.

Northmen: Also called Northrons. A grouping of tall, strong, fair, and hairy'

mannish folk which is related 1o, and once included, the Rohirrim. This
group corresponds Lo the occupants of northern Rhovanion, the *Vtes of the An-
duin,”certain passes and foothitls in and around the northern Misty Mountains, and
other regions in northwestern Middle-earth. The Northmen are an independent Lot
and are fierce warriors. Through their contagts with other Free Pcoples - Dwarvcs,
Eives, and the Edarn - their culture has been somewlhat heightened. Some groups
adhere to their own tongues (Rhovanion, Rohirric, etc.), while others speak
Westr-on. The Estarve arc one such group of the forner.

Varags: This dark-skinned race occupies the land of Khand, a semi-arid region
nestled betvveen the wide plains south of Rhin and east of Mordor. Khand
isan upland arca which straddles the trade routescoming ftom the Eastandentering
the Greatl Desent. Since i lies near the base of e mounfain massives. and is
elevated, its water resources and temperatures allow for higher population concen-
trations than thosc found in nearby semi-arid locales. The Variags arc therefore
relatively numerous, being the dominant group in the region. They are exceedingly
mercenary, and are often cruel; their weapons are many: conspiracy, betrayal, war.
This reputation may bcea recent development, stemming fromcontact with Sauron's
minions. Variags are accomplished horsemen, and also dealin camels, Nonetheless,
the majority of their {ighting force is composed of footsoldiers. They grow barley
and kcep herds of goals, sheep, and horses. Having access to little wood, thcy work
in stone, mud-brick, and siometimes use hide or felt tents. Both they, and cenain
related groups further south have been connected with the growing of certain
varieties of cotton, although the Variags prefertradeand herding to what they con-
sider the mundanc pastimc of farming.
Ores: Generally, orcs grow to be about 6’ tall, with thick hides and
grotesque, fanged faces. They are very heavy ol build: bred as war-
riors and laborers. With few exceptions they cannot stand daylight, and are
blinded by the unshielded sun. Only at night can they se¢ well (with sight as
theelves). They are without exceptioncannibalistic, bloodthirsty andcruel,
wielding curved scimitars and wicked axes.

Note that ores are stellar smiths. Their ability (o work with metal is
hardly paralleled. Althoughthe appearance oftheir item.s is of ten poor, the
performance is excellent. They rarely make items unassociated with
fighting, however.

Greater Orcs (Uruk-hai) are thosemostcarefully bred. They arerarer but
much superior. Their abilities to speak, organize. reason, and light are
higher than the normal (or lesser) orcs.

Trolls: Trollsarestrong asthe stone of which theyaremade. Theyare huge
andimmensely strong, (usually about 10" tall) but stupid and slow-
moving, hating all other creatures. Trolls are divided into several Ilypes
(based on their location): hill, cave, snow andstonetrolls, thelast beingthe
most common. Trolls cannot stand the light of day, in fact reverting to the
stone of their substance in sunlight.
Treat bare troll skin as half hide plate (AT 11).

1.2 MIDDLE-EARTH CAMPAIGNS:
CREATIVE FOUNDATIONS

Since each module in this series strives for flexibility, the GM is given set-
tings which alleww for a variety of campaigns. Naturally, noonegame, game
system, or GM's approach is exactly alike. Some portions of this module
will be better suited to ceriain campaigns, while others may not come into
play until the adventurers have considerably progressed in skill. It is,
therefore, important that the GM focus tipon the sections of the module
which are geared to his/her campaign.

The maps, cultural notes, sections and general descriptive text relate to
the area as a whole, and have bearing on the political and economic struc-
tures - regardless of the time chosen for the game. These aids are intended
for use wilh any campaign; they provide the “common denominators” of
the region, and act as the ultimate creative foundations. A GM who wishes
tocreateall ormost of hislayoutsand adventures from scratch will still find
these sections extremely useful. Regardless of thedetailsand day-to-day ac-
tivities associated with the area, these fundamental faetors have a bearing.
Afterall, land forms and cultural norms change relatively slowly.

The individual layouts and descriptions of personalities are provided (o
give the GM an idea of the power structure at a specific point in Middle-
earth’s history. interaction based on these sections will depend on one's
campaign. Dominant political figures and their holds vsill provide adven-
turers with certain deathinmanycascs. Only theveryaccontplished and/or
strong group of player characters wiil be geared for such an experience.
Most adventuring partiesshould best be run in the context of lesser power;
therefore, more modest personalities and layouts have been provided
- enabling the GM to get a creative start should he/she wish 10 empioy
already-delailed structures. Of course, all of the layouts and ligures found
in this module can be considered as flavorful examples associated with, or
common to, the area. As noted above, these modules describe whole
regions, and we encourage the GM (o create his own detailed 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 lantasy role playing
systems. Since the various FRP rules have their own particular approaches
10 combat, spells, and character generation and development, Certain com-
mon descriptive terms have been selected for the individual outlines of
placces, people, creatures, and things. Unfortunatcly, siatistical data such
as bonuses and character “slats” differ widely betwecn systems; after all,
they are keyed to specilic game mechanics. ICE has chosen t0 use percentile
(D100) terms as a base, since conversion to D20, D18, and D10 can be
achieved with relative ease (note Sec. 1.321 below for a handy conversion
chart). Player characier and NPC characteristics/stats are alsa detailed in
onc particular manner; again, simplicity and consistency have been em-
phasized. and conversion to your game sysiemshould berelatively painless.

This section deals with (1)tips for using this module with respect to stait-
ing a campaign and (2) guidelines for fitting the given data into terms ap-
propriate for the game sysiem you arc using. Keep in mind that fantasy role
playing is by nature a creative experience, and the individual GM or player
should feel f'ree (o incorporate his/her own ideas into their game.

1.31 APPROACH FOR INTEGRATING THIS MODULE INTO
YOUR CAMPAIGN

This package focuses primarily on Northwest Gondor (Calenardhon)
proper.

The GM should take care to keep the information comained in most sec-
tions siricily confidential. The discussions of the land, climaic, flora, and
fauna. and the cultural summaries are more general and will helpthc PCget
an overview of the region.

All siatistical summarics and questions concerning stats, adds, spells,
elc. are contained or addressed in Section 8.0.

The following steps may behelptul when beginning to exptore theregion
here doscribed:

{1} Read the entire module to get a flavorful idea of the region;

(2) Reread the sections devoted to notes for the gamemaster. and converi-
ing statistics for your game system,;

(3) Choose the timesetiing for your campaign, Should you choose to run a
game at the beginning or end of the Thicd Age, or early in the Fourth
Age, pay particular attention to the section devotedto this region “at
other riries. ”'In faci, this section will give the GM an idea of the cen-
siderations involved with setting a cunipaign ¢t uny date other than that
chosen here, ICE chose the mid Third Age.asa particularly exciting era,
but you may enjoy ariother timeeven more;

(4) Assemble any scwrce materials (note suggested reading) vou find
necessary:

(S} Research the period your have chusen and compose any outlines vou
need in addition to the material provided here;

(6) Convert the NPC, trap, weapon, spell, and item siatistic:s 10 terms
suitable 1o your game. Note changes m the sysiem you are using which
must be made in order to keep your campoign in line with the flow of
fife in Middle Earth;

(7) Createa tolal seting, using lots ofmaps to detait paiternsand provideo
creative framework. In this way you will have a rich and consistent
world, andl the foundation data witl give you the flexibility to detail ran-
dom areas and evenis.

1.32 GUIDELINFS FOR USING YOUR FRP RULES SYSTEM WITH
THEIS MOUDULE: CONVERSEON NOTES

When using this module with your FRP campaign, becarefulto noteall the
non-player character siatistics before beginning play. Should any ad-
justments nced 10 be made, you may wish (o vonsider the following
guidelines. The maten'al providedisintermsof percentages and isintended
to give the reader a relativelyclear pictureof the strengths and weaknesses
of the individuals and creatures discussed. Most FRP sysicms will refate to
the data, and conversion should be simple; remember, however, that there
are dozens of role playing rules 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 more than a framework,

Note: As a general rule, all bonuses include edvaritages or
disadvantages which normally operate in activities invofving
the given character. Offensive honuses include stats, en-
hanced primary weapons, constantly or near-constanily
operating spells, skill levels or experkse, etc. Similarly,

defensive bonuses mcorporaie the effects o f shields, siats,

special items, skill, normally activated spells, etc. Spelfs of
limited duration or access, secondary weapons, and other
Sactors involved in a given situationmayact to modify these
honuses. The character's description will acr to give the
reader a breakdown of the specific components making 1up
the bonuses. Bonuses preceding weapons or shields are
modifications to the inherent strengths o fthegiven item fec.g.

a + 10 Shield woald subtract 30 from an opponent’s attack,

Sor the shield would normally add + 20 to the holder's DB,

and the bonus adds another + 10).

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

1} Assign the appropriate stat from your FRP system 1o the value given
beside the analexous characteristic listed in the module. IT yeur rules use
fewer siats, you may wish 1o average the values for those combinations
of factors which contribute L a characteristic found in your system (e.g-
dexicrity = an average of quickness + agility). Should your guidelines
utitize more siats todcscribe par: of a fWaracter, you may wish 10 usc the
valne provided for more than one “corresponding” characteristic (e.g.
you might use tlie value assigned toconstitution forboth endurance and
durability). The following is a chart listing some exampies of equivalent
stat terms;

STRENGTH: power, might, force, stamina, endurance. conditioning,
physique, etc. Note that tlie vast majority of systems in-
clude strength as an attribute.

AGILITY: dexterity, deftriess, manual skill. adroitness, maneuvesability,
stealth, dodging abillty, litheness, eic.

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

CONSTITUTION: health, stamina, endurance, physical resisiance,
physique, daniage resistance, erc.

SEL¥ DISCIPLINE: will, alignment, faith., mental stirength or power,
concentration, selfcontrol, determination, zedl, eic,

EMPATHY: ernorionaf capacity, judgement, afigrniment, wisdom, mana,
magical prowess, bardic voice, elc.

REASONING: intelfigence, learning ability, stud yvebility, anal ysis rating.
merual quickness. logic, deductive capacity, wit, judge-
ment, 1.Q., etc.

MEMORY: intelligence, wisdom. information capacity, mental capacity,
recall, reiention, recognition, efc.

INTUITION: wisdorn, fuck, talent, reactive ability (menial), guessing
ability, psychic ability. insight, clairvoyance, inspiration,
perceplion, pre-sentitnent, etc.

PRESENCE: wppearance, level-headedness, panic resistance, morale,
psychic ability, seif control, vanity, perceived power, men-
taf discipline, bardic voice, charisma, etc,

2) Convert the statistical value of the assigned characteristics to numbers
appropriate for vour game. I your FRP system uses percentage values,
no change should be nccessary. If not, usc the conversion table below.

Unusual Personal characteristics such as a high Agility or Strength
seriously affect the capabilities of a character. The lollowing table gives a
series of “s(a1.” ranges on the 1-{00scale and the bonus (or penalty) accruing
to actions heavily influenced by that stalistic.

Columns are provided for 3-18 and 2-12 satistics for comparison and/or
conversion il other portions of the game system mandate use of non-
pereentile “stats.”



TABLE 1.321 STAT BONUSES AND CONVERSION

1-100 Bonuson Bonuson 3-18 2-12
Sial. Di1e¢* D2e Stat. Stat.
102 + +35 +7 20+ 17+
101 +30 +6 19 15-16
100 +25 +5 18 13-14
98-99 +20 +4 17 12
95.97 +15 +3 16
90-94 +10 +2 15 11
85-89 +5 +1 14 10
75-84 +5 +1 13 9
60-74 0 0 12 8
40-59 0 0 10-11 7
25-39 0 0 9 6
15-24 ~5 -1 8 S
10-14 5) | 7 4
5-9 - 10 -2 6 R}
34 —13 -3 ]
2 -20 -4 4 2
I =25 -4 4 2

* This bonus will vary with race if appropriate.

1.322 Converting/Determining Combat Ability With Arms. All combat
values arebased on Arms Law/Claw Law. The following guidelines will also
aid conversion.

1) Strength and yuickness honuses have been determined according (o
Table 1.321 above. Note the stats you are using and compute these
bonuses usmg the rules under vour system;

2

~

Combat adds based on {evel included here are: + 3/level for fighters and
rogues, +2/levelfor thieves and warrior monks, and + I/1evel for bards,
monks and rangers, Simpfy take the leve! of the NPC, note his character
class foreqiunvalent under vour system), and compute any of fensive bonus
fdue 10 level} appropriate for vour game. Nete thar the boniuses othertfan
those mentioned under armor type are “of fensive” adds.

3

-~

If Your svstem 1s based on Skilf Levels for otherskilt increments), use the
of fensive bonusasgiven. You muy have (o convert thead & to a non-per-
centile value. Alternatively, you muy wish to note Seciion 1.325 below.

4) Armor Types given are based on the following breakdown:
Armor type Covering Description
) Skin (o-r?igh!/norma/ clothing)
3 Robes
S Light fiide (as part of bod v, not armor)
4 Heavy Hide (as part of body, not urmor)
0 Leuther Jerkin ( pliable leatter)
6 Leather Coat
7 Rewt forced Leather Coat
& Rein foreed Full-Length Leather Coat
9 Leather Breastplate
10 Leather Breas¢plate and Gremves
4 Hal f-Hide Plate (as part of hod y, not armor)
12 Full-Hide Plate fas part of body, not armor)
13 Cham Shert
4 Chain Shirt and Greaves
/5 Full Cham
16 Chain Hauberk
17 Mezral Breastplate
18 Metal Breastplate and Greaves
19 Hal fPlate
20 Full Plate

Simply look at the armor description and substitute the appropriate ar-
mor type/cluss from your FRP systemn;

3) Defensive bonuses are based nn the NPC’s quickness bonus #s computed
on Table 1.321 ubove. Where the defensive bonus is in parentheses, the
valite also includes the udded capability of a shiefd (un extra 20 for non-
magic normalshields, plusan v value for magical enharicemertt). I'nsuch a

case, simply note that there is or is not a shield, and if there is, what type.

1.323 Converting/Determining Spells and Spell Lists. Spell referenccs
provided here are in the form of “lists, “groupings ofrelated spell.s Each list
has a common theme and normally will have adifferent but related spell at
each level. For instance, knowledge of “Fire Law” to tenth level would
result in the aequisition of 10 similar fire-based spells, one of each level
from one to ten. Whether the spell user could effectively cast these spells
would be up to the GM, the system, and the caster’s levc! or degree of skill.
FRPsystems using ruleswhich provide for the learningand devclopment of
spells through *“colleges™ or along specialized linesemployconcepts similar
to those used in this module. Many systems, however, dictate that player
characters or NPCs undertake tolearn but one spell at a time, of tenwith no
requirement that its subject matter/effcct relate to a particular background
or pattern. Converting the NPC spclllists to individual spell counrerparts
will be more difficult, but can be achieved with relative ease using the
following guidelines:

1) Lookat the NPC spell lists and note the various names for the growup-
ings. Each name will indicate what type o spell specialization the NPC
has followed fe.g. the “Fire Law” list inditates a preference for fire-
oriented spells);

2) Note the NPC's leve! and determine the mumber o speils or spell group-
ings he/she would huve under vour game system. Also consider the level
of power of accessible spells the NPC woui{d have {e.g. a Sth level inayi-
cian under your rules might have a maximum of 8 spells - two 3rd level
spells, three 2nd level spelfs, and three Ist level spelfs).

3) Select spells from your system appropriate foraspell user o fthe NPC's
level and profession, keeping in mind thar the preferences indicated in
the module should be followed where possible.

1.324 A Note on Levels. When using certain “levcl-system:,” a GM may
find that thc levels provided make characters too powerful for his world
system. If this is the case, multiple the levels given by .75 or .6 depending
upon your situation. This would reduce a20thlevel character toa 15th level
or 12th level character respectively. Recmember to reduce appropriate
bonuscs accordingly.

1.325 General Skitl Benuscs. Genera) skillbonusescan beobtained by tak-
ing the level of the characrer and calculating the appropriate bonus under
the system being used. An NPC’s add. as noted above. will be based on a
cempilation of level, his weapon and/orother items, the relevam stats, and
skill levels. The normal bonus dcrived from skill development has been
computed as follows: fa} where the skill leve! is zero the bonus is —25, a
refleciion o fbasic un famifiaritv; (b) a bontts of + 5 is awarded for skill fevel
one (a + 30 unip); () for eact skifl level hetween oneand ten an udditional
+35 honus is appiied (e.g. skitl leve! seven yields +35); (d) for skill levels
eleven threngh tweniy the edditional bonus is + 2 (e.g. skill levelnineieen
vields +68); (¢) for skill levels tweriy-ene thraugh thirty an additional
bonus of + I per tevel is awarded fe.s. skillleveltwent v eight vields + 78);
and (f} a bonus of + % is given foreach skill level above thirtieth tevel.

1.326 lLocks and Traps

The locks and traps found in this module are described in rermsof difficulty
to unlock or disarm. Subtractions are from the rolls represetiting a pcrson’s
aiempi to find or overcomce these devices. The difficulty factor may repre-
sent a specific column on an action/maneuver chart fe.g. Rofermaster or an
additional subtraction or modificationto thcattemptroll. [n any case, the
terms are descriptive and will help the GM determine whether the trap is of
abovc average difficulty, and how much, The descriptivc term is a relative
constant based on the following order of modification: Routine ( + 30),
Easy ( +20), Light{ + 10), Medium(0). tHiard (- 10), Very Hard( —20), Ex-
tremely Hard (—30), Sheer Folly (- 50), Absurd ( —70). Poor lighting,
one’s physical condition, nearby activity, etc. may affect the lock/trap
modification number, bul net the difficulty catcgory. Thus, a trap might
read “very hard ( - 50),” indicating it is normally a “ - 20™ construct, but
other factors (e.g. dark) makc it harder to disarm. These additional pro-
blems are easier 10 overcomc than the intrinsic complexity of the
mechanism: 1his 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, casily be reduced to* —20,” but no moreadvantage
is normally attainable, short of disassembiing the mechanism. We suggest
that amodificd (D 10)0) roll exceeding 100 results insuccess; skills, siats, etc.
should be applied versus ihe difficully subtractuon and the roll to yield a
result.

Example: Wonirthethie fencourstters a supposed trap in the
passage wall. The GM tetls him that the mechanism appears
(o be “hard” 1o disarm, and that the darkness in the passage



will make it even more difficult; the module states “hord
(—40).” As stated above, the nermal modification fer a
“hard” cotegor y mechanism is — 10, so the GM knows that
the additional —30isdue to factors other than the irap irself.
Often the descriptive passage witl show what the other pro-
blems are (e.g.lighting), but in any case the GM will be able
to note some external factorfs) and will allow the acting
character to reduce the difficudty modification to the usual
addition/subiraction by acting correctly 1o overcome the
outside obstacle. In this case, ¢ lit torch will eliminate the
— 30 mod(ifier for lighting, reducing the trap to a — 10, the
norinfora “hard” 12ap. Shou!d the trap read “extremnely hard
{=30)" the GM would note that the — 30 is the intrinsic
modifier for a frap of that categor y, and that lighting etc.
play no part in the figure; the trap would have to be disarmed

1.4 SPECIAL NOTES CONCERNING MAPS AND
INTERPRETATION

A variety ofmapsand layouts havebeenprovidedinorderiogive theGM
acreative framework within which 10 work. Remember that theaccuracyof
a graphic representation will depend somcwhat on the scale used: the
smaller the areacovered, thc closes the area s to its real-life size, the more
accurate theiliustration. [fthe scaleis | inch = 20 miles (as it is on the color
areamap) the accuracy factorisgreater thanamap withascaleofsay 1 inch
= 200 miles. The following notesare helpful forapproaching the mapsand
graphic layouts found in this module.

The 1cxt and maps often use regional, rather than “translated” ter-
minology (e.g. “Or:hianc” instead of “*Mount Fang”). This, we hope, will
help the GM to become more immersed in the culture of Northwestern Gon-
dur, and will enable him/her to better aid the PCs.

accordingly. The terms used here, in crder of difficudty;
Routzine, Easy, Light, Mediam, Hard, Very H{ard, Extreme-

Iy Hard. Sheer Folly, and Absurd.

SUGGESTED SPELL LISTS

ESSENCE

GENERAL.

Spell Wall: RR enhancement

Essence Perceplions: listen: watch

Rune Maslery

Esscoce Hand: telekinesis

Unbaring Weys: magic Jock: undoor

Physical Ead ni: balance; resi e
Lesser indoas

Ocirctiag Ways

Elementa) Shirdds: tighe/hcat/ cold protection
Detvimg Ways: text/elementai analysis

Invisible Ways

Living Chsnge: shrink; cnlasge; change

Spint Mastery: charm; sleep; words ofcommand
Spell Reins: storing; bending; delaying

Lofty Bridge: lenping: leaving; long Boor. telepori
Spell Enhsncemeni: ranke; duration

Dispeliing Ways

Shiedd Mastery: shield; bladeturn; deflect

Rapid Ways: run: hasle; specd

Gete Mastery; animal and demon Summoning

MAGICIAN BASE
¥re Law

lee Law

Earth Law

Light Law
Windiaw

Water Law

ILLUSIONIST BASE

lllusion Maslery
Mind SenseMolding
Guises

Sound Mulding
Light Molding
Fee)-Taste-Smel)

ALCHEMIST BASE

Eachanting Ways: b 10 P and asmar
€oxnce Fnbedding: s0¢lbs in iems

Meat./Chan. Eabeddiog; same for other realms
OwyanicSkills

Liguid/€ias Skills

InarganicSkills

MONK BASE

Menk's Bridge: flip, wall and ceiling runuing
Evasions: swing; dodge; haste

Body Reims: sirength; unpain: concentration
Monk's Sense: vision: detection

Body Reaews): minor repairs

EVIL. MAGICIAN

Pbysical Eroslos: pains

Matter DbrepUon: earih t¢ dust; shatier
Uark Coatacts: withderooas

Dark Summoas: demons
Darkmess: dask of all kinds

SORCERER BASE

Soul Bestruetion: possession; absolution
Mind Desicuction: Jolts; pain; Mind Break
Flesh Destructlon: limbs; organs; bedy
SoutDestrucsion

Gas Destruction

MENTALISM
GENERAL

Delvin g: detect; past vision

@oaklag: blur; invisihility, displacement

Damage Resistance: vs, heat; cold: stun; hits
Anticipations: iatuitions; dieams

Afllack Avoidence: shicld: deRections; bladecivm
@@dmove: light; aura; shockbolt; sunfires

Sas Henllag: (minor repairs)

Dxtections

(Ausions(minor)

Sped) Resisaznce: enhancedKRs

Sease Mastesry: water/fog/derk vision: menl. eye and ear
Cias Mani iom: (0gs...1o ¢loud Y
Shifting : balance; changing; form mastet

Liguid Manipnlation: boil waicr.,.10 calm seas
Speed: run; speed; haste

Mind Masteey: peesence; mental defenses

Solid Magipulation: warm stone.,. 1o (ransmutation
Telekinesis

Min@'s Door: leaving; long door; mind's toor
Maovemeal: leaping; {ly; passing

MENTALIST BASE

Presnce: mind siore: mind 1yping; finding

Mind Merge: mind scan; probes: houghi stealing
Mind Control: quesiion: hold: coma: mind master
Sense Control: numbing; nerve stun; conrols
Mind Allaek: jolts; pain; mindshiouts

Mind Speech: to groupsand far away

SEER BASE

Pasi Visions

Mind Visiens: questons, cruth; scans
True Perceplion

Futare Visions

Sevrse Through O thers

Trae Sight: thrcugh wood/slone/distance

LAY HEALER BASE

Muscle Mastery
Concussion Mastery
Bone Mastery

Biood . Vastery
Prasthetics

Nesve and Organ Mnsiery

BARD BASE

Lose

Controlling Songs
Sound Centrol
Sound Projection
lieiw Loae

EVIL MENTALISTY BASE

Mied Erosion: destroy slats

Miod Subvergion: psychoscs

Miad Dexth: [orgel; lose experience

Mind Disease: mentzl disorde:s; phobias
Mind Oomination: pOSSENON; suhjugation

MYSTICBASE

Confuosing Ways
Hiding

Mysiical Change
Liquid Altersts'oa
Solid Alteialion
Gas Alteration

CHANNELING
GENERAL
Spell Defense: RR enhancement
Rurrier Law: sir/ wsalcr/ wood/stonc walls
Delceliun Masiery
Lofty Movemeati: limb/stone walking, merging
Westher Ways: predicion: wealher control
Sound’s Way: silcnce; Quicts soundwall
Light way: light; awa; shock/lighining bolts
Pnrifications: disease and pOisou cures
Concusmn's Way: hit point healing
Netare's Law? herb lore: antmal masiery
Blond Law
BonelLaw
Orgun Law
Muncle Law
Nerve Law
Localing Ways: finding; dicections
Colm Spirits.
Creations: food/wales creation; plant growth
Symbolic Ways: imbedding of symbals
Lace: light/dark/ Qurse/Poison 10r¢

CLERIC BASE

Channels: raw power; absolution

§ of Is and d

Cammuast Ways: dreams; intw rions; communing
Life Mastery: tifekeeping; lifegiving (ratscdead)
Prolestions: RR: AT and eteruental proteciions
Repulsionst af undead; channrels; curses

HEAL.ER BASE Imost powerful healing lists)

Surface Ways: concussion healing

BuneWays

Mosle Ways

QOrgun Weys

Blood Ways

Trsasferving Wads: wounds from Largef (o Realey:
who can ool y heal wounds from hisown dody

ANIMISTBASE

Naiure's Movemeei: limbd/sione/air walking
Plant M sstery

Aunimal Mastery

Herd Masiery

Nalure's Lore

Nuiare's Prosection: facades: orgaanic defleciions

RANGER BASE

Paith Masiery

MovingWays

Nalure's Guises

lover Walls: hcat/cold protections: RR mod
Naluse's Way: weather bredicrion; Jocations

EVIL CLERIC BASE

Dbrase

Ederk Chanaels: evil fatal channelings
Derk Lure

Curses

Necrumancy

ASTROLOGER BASE

Time's Bridge: secing into Lhe pasi / fulure

Wa) of the Yoice: mind speech: conlrolling othets
Holy ¥ision: dreams; ceinmuning

Fer Voke: menial speech far away

Searlights: lighy; aura; starfires

Starsense: piesence: finding
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East Emmet

Onodrith

Calmirie
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Hornburg

Dunlostir
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1.41 GAMEMASTER’S REFERENCE MAP

The color map is a rclatively detailed work intended for use by the GM
and those characters who have virtuallycomplete knowledge of the region.
Major sites and settlements are accuratefor the period T.A. 1608 —F.A. 1.
Various holds ot Sauron or his minions areinruin after T.A. 3019. The ruin
symbols used here depict the remains-of sites abandoned or destroyed prier
to T.A. 1100. Of course allihe places change with time, and the specific
character of any fleature shown will vary throughout the Third Age.

The color map is the main reference piece, but the GM is also provided
witi a black and white map detailing the locations of additiona! sires, as
well as the distribution paiterns for peoples, flora, and fauna.

Wesuggesl the GM allow access to the PC map on page 10, but only to the
extent thar ihe players have acteal or inferred knowledge. ICE permits
copying of portions of this map (no more) for nun-commercial purposcs.
The GM should cover or obscure labels which would be unknown to the
recipient PC.

GAMESMASTER"S REFERENCE MAF KEY

| — lengard (Angrenesi)

2 — Aelarond (the Gilitiering Caves)
3 — Uniedain Holy Site {Rain)

4 — Dontending Haely Site

S — ValeofibheGiants

The scale is | inch = 40 miles

o

-

Peoples- Wood-elves

Animal proups — Great Eagles

Tree ivpes—  SCRLIB PINE

Upiand hardwood Lypes and Comemnauons — Oak-Hickory: Cak-Chestnud Elm-Ash; Poplas-
Hemlckk. Some Birch, Spruce and incussions of Needleleal Conifcrs, such as Tetnperate Pinc and
Juniper.

lawtand hardwood Lypes — Oak-Maple; Beech-Maple; Widtow-Elm,

upland Conifers — Bouglas Fir: Juniper: Temperate Pine. L sk¢ incursions of Oak are present,
Scaus Pine — 3-20 foor high Spruce und Temperate Pine.

Severe Lindergrowth — Unnaturally heavy groundcovering, particularly il dark, dense tree con-
centeationy where undergrowth would not normally thrive. Borders of clearings impassahle.

1.42 BASIC COLOR ARFA MAP KEY
(1) The scaleis 1 inch = 20 miles;

(2) Mountains are represented by the symbol £\ and denote
relatively extireme grades which rise at least 2,000 feet above the syr-
rounding “flat” land surface;

(3) Hilts are denoted by the symbol < and represent relati'vely
steep grades which rise at least 200 fect above the surrounding land
surface. Usually the surface areaimmediately ad joining these risesis
rugged;

{4) Mixed forests are shown usingihe symbol @ and are com
prised of a variable grouping of deciduous and coniferous trees and
associaled plant species;

(5) “Pine foresls” are represented by the symbol mﬁ ) and are
almost exclusively coniferous in nature;

(6) Hedgerows, brush, and thickets are illustrated with the symbol
{7) Primary rivers are represented by the symbo} / and zre
navigable;

{8) Secondary rivers are represented by the symbol / and are
non-navigable by vessels with a draft of more than two feet;
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(19)

(1)

(12)
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(18)

(19

(20)

(2h

(22)

(23)

(24)

(25)
(26)
27
(28)

29

(30)

(30

Streams arerepresented by the symbol /—/’ , and are com-
pletely non-navigable;

Intermittent walercourses are shown using the symbol —--—~«"

and are dependent on rainfall etc.;
Glaciers and iceflows are represented by the symbol Qb J

Mountain snowfields andsnowy regions have no coloring, butmay be
noticeable by virtue of the contrast with surrounding color;

Primary roads are denoted by the symbol // 3
Secondary roads are denoted by thesymbol —~~___-= ;
Trails/tracks are shown by the symbol ~--..... o}

Rridges are represented by the symbol =z __. ;

Fords are shown using the symbol =—=t—— ;

Clties are represented by the symbol r: =23 and their relative
size is dependent upon the width of the symbol. The red coloring
signifies @ non-military settlement site with civilian character;

Towns are represented by the red symbol ,fg 3

Manor houses or “Creat Houses” are shown using the red symbol
& 3

Citadels and huge castle complexes are represented by the yellowish
symbol o 3

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

Monasteries are represented hy the symbol M 3

Downs, cairnfields. and burial caves arc shown using the symbol
o :

Cavernsand cave entriesare represented by Lhesymbol &> :
Buttes and plateaus are denoted using the symbol <« %
Eakes are represented by (e symbol s asare large ponds;

Dunes are shown using the symbol

Extremely rough {errainmay be represented by a light shade of brown
or grey coloring and encompasses pebbly or rocky surface, breaks,
small ridges and hills, etc.;

Desert is represcnted by the symbol - .

Shoals are shown using lhe symbol satedas

(32) Reefs are represented by the symbol " ;

(33) Ruins are denoted by the symbol o

{34) Swamps are shown using thesy'mbol *f*:f . Allmarshlands of

significant size fall into this category;

(35) Jungle appears as @ and is so labeled. Itdiffers incolora-

(36) Dry or periodic lakes are represented by the blue symbol

tion from other mixed forests, being shown in a brighter green.

37) Steep ridge laces are depicted by the symbol e ; on high

Not
con

side, there is a gentle slope away from the drop.

e that the symbols described above are applicable to all the view maps
tained within this module, whether color or black and white. The scale

of miles, however, may not be applicable. The top of a map is thenorthern
edge. unless otherwise specified.




2.0 CALENARDHON: THE
STRATEGIC GATEWAY

A fertile province situated Lo thenorth of the White Mountains between
the Rivers Isen and Anduin, the broad meadowlands of Calenardhon have
alwaysbecn of great strategic importance to the men of Gondor; they began
to settlein the territory as soon as their hold on the home provinces south of
the Mountains had been consolidated. Military occupation of the Gap of
Calenardhon, an obvious weak point in Gondor's frontier defcnscs,
commenced at an cven carlier date: during the Second Age, the
Numenoreans created the gigantic fortress of Orthanc to protect Eriador
from invasion by Sauron’s forces.

The first setilements in Calenardhon grew up along the Great West Road
where the inhabitants could count on the protection of the forts which had
been established partly to guard the trade route and partly to ward off the
danger of invasion. The Great West Road was a main connecting link
between the Northern Kingdom of Arnor and the Southern Realm of
Gondor:; it carried almost all of the overland trade between the two
kingdoms. Though this traffic declined somewhat after the partition of the
Northern Kingdom into the three separale realms of Cardolan, Rhudaur,
and Arthedain, the Great West Road has always been important because
any hostile power that arose in Eriador would have had to pass along that
routeto threaten Gondor. To avert this danger, Gondor erccted the mighty
fortress of Angrenost out of the smoothed ring of stone not far from the
Fords ol [sen, and placed a palantir in the impregnable tower of Orthanc,
high above the plain of Isengard.

Invasion came, however. mostly from the eastern frontier: actoss the
wide Anduin at the South Undecps. Theonly other feasible invasion route
{through Ithilien and thence over the bridges at Osgiliath} leads at first
through a narrow land hemmed in by marshes and the river to the west, and
to the east, by the mountainous outskirts of Mordor. But Mordor has been
heavily fortified by the men of Gondor in order to guard against areturn of
the Dark Power. Aftercrossing the AnduinintoCajenardhon, however, an
invading army would have found no natural obstructions in the wide lands
between it and Anorien; moreover, only Minas Anor (later renamed Minas
Tirith: S. Tower of Guard after the fail of Minas lthil to Sauron) would
have stood between the invading army and the rich home provinces of
Gondoron thesouth side ofthe White Mountains. For thisreason, andalso
to protect Calenardhon itself, Gondor has always striven to do battleas far
to the north as possible, even though this meant that the defenders,
deprived of the support of any major fortresses, have had 1o fight on almost
equal terms with the invaders.

The lush meadowlands of Calenardhon are themselves a worthy prize
and must have appeared especially valuable (o the land-hungrycastern bar-
barians. South of the river Entwash the pastures, well-watered by the many
streams running down out of the White Mountains, are richer than the
somewhat barren downs north of the Entwash, known as The Wold. Be-
cause of these rich pastures and the easv opportunities for conmimerce pro-
vided by the traffic on the Great West Road, the foothills of the White
Mountains and the alpine valleys running up into the mountains were
thickly setiled by the men of Gondor soon after its establishment. Ensiched
by the natural increase of an abundant land as well as by the trade that
Howed 1o Gondor not only from the Northern Kingdom but alsa, to a cer-
tain extent, from Rhovanion and Wilderland, the (iondorians of Cal-
enardhon prospered until the Great Plague.

TheGreat Plague — like most of Gondor’s enemies — also invaded from
the east, coming out of Rhovanion, where it first struck late in 1635 and
passing into Calenardhon with the flow of trade. From Calenardhon the
disease spread in both directions on the Great West Road: eastward inio
Anorien and thence southward tothe home provinces of Gonder, where it
struck Osgiliath the capita), with crippling effect; and westward into
Eriador, where Minhiriath, the southern portion of the realm of Cardolan,
and the Shire were especially hard hit.

The Great Plague devastated Calenardhon, Its deadly effects were
augmented by a severe winter that kept men cooped up indoors with their
animals. Not only did the Plague kill of f almost half of Calenardhon’s in-
habitants, it also killed of f most of the traffic along the Great West Road.
Many towns and settlements in Calecnardhon were completely and suddenly
deserted; others just faded away. Gondor’s military outposts were main-
tained at aminimum strength and some of the smaller forts were allowed to
fall into a state of disrepair. Because Gondor’s enemres had also been
decimaled by the Plague, no major invasion threatened for several hundred
years. The times grew worse. however, as the vigilance of Gondor waned.
Outlaws and bandits, many of them men from Duniand or the Wilderland,
along with raiding parties of Easterlings began to prey on isolated settle-
ments and thessparse traffic: on the Great West Road. Daunted by theempty
houses of their former neighbors and by rumors of the growing strength of
theeasternbarbarians, but also of the hower of the Witch King to the north
in Mirkwood, some of Calenardhon’s honest folk sought shelter on the
south side of the White Mountains, where it was still possibie to feel secure.
The population dwindled slowly, but the overail effect was clear: Cal-
enardhon, once rich and quite populous, became a frontier provincelightly
garrisoned by soldiers who, in many areas, outnumbered the civilian
inhabitants.

But theianditselfwas as lush and green as it had always been, a tempting
prize for generation after generation of the castern barbarians, perhaps all
the more so now that it was all but uninhabited. At {irst thc military
strength of Gondor, manifested in the string of forts along the Anduin
north of Sarn Gebir, was sufficient to deter attack, but as thie strength of
Gondor dwindled, the barbarians invaded again and again, testing
Gondor’s mettle. Finally the defense of Calenardhon became a vexing pro-
blem for the Kings and Stewardsof Gondor, a problem that wassolved only
after a thousand years of strife and woe,_when Cirion the Steward gave
Calenardhon to the Riders of the Rohirrim iif exchange for their oath of
assistance to Gondor.

2.1 THE TALE OF YEARS

Svcond Age

1693 Sauroh makes war on the llvesin Ercgion and Eriador

1700 Tar.Minastir sends the Nuimenoreen Mect sad army to help Gil-galad and the
Elves, Sauron is pushed. aul of Eriador bevond iiwe Gap of Calenardhon

c. (750 The Numenoreans smuuth and even the sienc ring of isengard

2280 Umbar founded.

23s0 Petargir buil,

2350-3260 The Nancinoseans grow 111 pOwWer

6 Sauros siubmits 10 Ar-Pharazdn and s carricd back to Nanenor in chains

3310 Corrupted by Sauron’e lies and hss own fear of dzaih. Ar-Pharazan begins con-
stiizction of (he greal Meoel with whichhie plans 1o myvade Lhe Undving Lands.

e The fleet fands on the shores of Valinor, breaking the Ban of the Valas:
Numenor is swallowed by the waves

1320 Elcndil and his sons lead ihe Fauhful and esablish Arnor and Gondor, ihe
Realms in Exile.

3429 Sauron slizcks Gondor, hoping 10 desiroy the Kingdoin hefore itsdelenses are
secure. Hetakes Minas )ihil and huins the Whne Tree

3446 Sauron defeated by Elves and Men in the War of the Last Alliaace

Third Age

. TA I The men of Gondor construct the foriress of Anprcoost ( Iseagard) 10 defend
the Gap of Calenardiion against attacks [rom the Wesi; they rawse the un-
pregnable lawer of Orthang and iasvall a palaatis io #s upper kevels

Unal 250 Settlemen! inCalenardhonoccurs moseiy 3 Jong the Greas West Road

¢. 250 Widespwead ase of 1he sicei (ipped plow pevouts cultivation of 1he grasstands:
population increases rapidly 1hereafier in the Westfuld and 1he Eastfotd.

490 The Fawerlings from Rhidn mvade Gondor over ihe Dagorlad. Rémendacil
defears the Eusterlings and exiends Gondor's castiern border (0 the Sca of
Rhiin, encompassing ali of Rhovanion.

SOHD- 1 4000 Calenardhen is arich, peaceful provinge.

c. 1260 Valacas marries Vidumasi their son Eldacar 15 born.

1432 King Eldacar, Valecar'sson, assumes thethroneof Gondar: Castamir and tlie
rebel lords, refusing 10 acknowledize a King whots half Northman, tevolt, thus
beginning the Kin.strife.

1432-1447 The Kin.strife 1ears Gondor apan

437 Castarmir burns Qsgiliaih., Eldacar Nees to hismotber’s prople m Rhovanion

1438 Castamir insialls the New Lords in Calenardhon and tncreases the taxes 10
punish Calenardhon for its suppon of Cldacar.

14391442 Resistanec to Castamiv and the New Lords, Alandur and Sorordoihor . begins
1o1akeshape.

1442 The Green Asp hegins 10 trouble Alapdur and Sorondothor ol Calenardhon,
Etdacar’s forces hegin raiding across the Audoin asd the Limlight

1447 Efdacar reiurns: the Calenardhrons Nock 10 his banner. He siays Castamir at
the Crossings of Erui und defcats the Rebel Londs. who thew Aee 10 Pelargh.

1348 Thie Rebel Lordsescape 1o tUimbar. Umbar and Harad refuse 10 scknowdedge
Gondor's shzerainty.

1636.1637 The Gred) Plagse depopulates Calenardhon

1851-2510) Border wars; repeated Invasiony of thie Easterlings

2510 Cirion the Stewdrd gives{slenardhon to Eosl and the Ridersofiie Robirrim,

2739 Saruroan receives the keys of Orthanc.



3.0 THE GREEN LAND OF
CALENARDHON

Cominginto Calenardhon from the Rhovanion, one crosses the Anduin
at the Soieth Undeeps and starts out across the siceply folded downs know
as The Wold. At first the land, though green. is desolate; both theshoriness
of the springy turf underfoot and the absence of trecs indicate a lack of
water (water which drains of f all too easily through the porous chalky rock
bencath the hills). These downs, a pasiure of surpassing excellence for
sheep. grow less and less steepas onc journcys southeast lowardthefordsof
the River Onodlo (Emwash); for ahcad — at first, berhaps. mistaken for
low-hanging clouds — 1he snow-covered peaks of the White Mountains
may be seen jutting up from therolling green plain. Thenslowlyas the hills
declinethe grassgrosws longer. On the farside of the Onodlo it islong and
rich indeed: the pastures, Calcnardhon proper, are well-watered by the
many stream$ running oul of the mountains. As one approaches the
mountains, the magnificent pcaks of the Starkhorn and the Dwimorkbserg,
the latter jet-black where it is not shrouded by eternalsnow, rise up behind
the saw-toothed Irensaga and overshadow their neighboring peaks. From
the River Suowbourn the Greut Road lcads westward to the fortress ol
Aglarond. and onc may cross the Fords of Isento reach the vitadel of Or-
thanc. continuing from there into Eriador. Or one may travel Eastward
fromthe Snowbourne and reach the town of Calmiri€ afteran easy journcy;
from there onecan travel south on the Gireat Roadthrough the pastures and
the foothills of the Eastl'old into the Woodlands of Anorien. Beyond lics
Gondor.

3.1 THE WHITE MOUNTAINS (ERED NIMRAIS)

The White Mouniains. or Ered Nimrais, form the southern boundary of
Calcnardhon. Rising steeply from the lush greenrolling plains, these jagged
peaks, especially in theconvoluted *knot™ behind the fortress ol Aglarond,
thrust upas high asany mountains in the wes.tern part of Middl¢ Earth. The
highest peaks. including the Starkhorn, the Dwimorberg, and the lrensaga,
are blanketed by snow vear-round. Though the high pcaks region contains
a preat deal of dark-colorecligneous rock, the White Mountainsare formed
principally of limestone and marble, two light-colored rocks that give the
range its commaon name.

Carted by glgcial action long ago. beautiful alpincalleys like the Deep-
ing Coomb and Harroswdale run up from ihe rolling plains and thread be-
tween the mighty peaks fike green fiords. Rright streams fed by mclting
snow tumbledown the steepeliffs to the level valley Moors helow. T'he lower
slopcs and foothills ofthe Whie Mountains arc wooded in manyareasand
provide good hunting,

For the adventurous spelunker, there are many caves and caverns in the
White Mountains. Most of them, though, are smaller than the Glittering
Caves of Aglarond and werealso formed by the action of water on soluble
limestone. Other caves, likethe Paths af the Dead behind Dunharrow. were
formed by fracturcs and faultiug in igneous rock.

Gemsand precious metalscan be found in the western part of the range,
but the deposits are not rich (except within the precinets of the Aglarond).

Travel through the Ered Nimrats, especially in the high pcaks region, is
extremely hazardous no matter whatthe season; av alanches are not uncom-
mon and the weather is severe. Blizzards and sub-zero temperatures must
beexpected in the wmter time. Evenexperienced mountaincers would find
the journey difficult, in addition to the physical and climatic hazards, the
xenophobic inhabilants of themountains, kintothe Duniendings. dwell far
fromother men and oweallegiance to none. They arc hostilcto sirangersas
a mattcr of course. Persons wishing (o explore the mountains should hire
experienced guides wherever prossiblc.

3.2 THE MEADOWLANDS

The meadowlands are bounded on the north by Fangorn Forest and the
foothills of the Mighty Misty Mountains andarc drained by streams {low-
inginto the River Onodlo. Numerous streams flow out of the Whitc Moun-
tains into (he preen meadowlands of Calenardhon. These well-'aatered
pasturcs, among the richest 1o be found in Middle-earth, are underpinncd
by limestone and covered by rich black topsoil morc than twenty feet thick
insomeparisof the Westfold. The rolling pasturesrun right up to theskirts
of the White Mountains in most places, with few intervening foohills.
Distances can be deceiving, and the mountains, which c:an be scen
throughout the West fold, arcoften much farther away thanthey appear to
be. Thisconfusion of distance, coupled withthcundulalingsamenessofthe
lush grassy landscape, of ten produces a drecamy, peacelul, timeless feeling
that can dull 1he alertness of travelers.

South of the Snowbourn, the pasiures of the Eastfold arc almost as rich
as those of the Westfold. Mere a range of foorhills separates the mountains
from the plam. The Eastfold is bounded on the souheast by the Mering
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Stream (R. Glanhir) and the liricn Wood.

Divided by the Onodlo, the West Eminet and (he East Emnet, form a
gradual transition from the extraordinarily luxuriant pastures near the
mountains to the barren downs of The Wold. The West Emnel extends
without interruption to the caves of Fangorn Forest. The East Emnct ex-
tends up to the East Wall of Calenardhon, stecp ¢liffs wherc the desolate
heights of the Emyn Muil suddenty mect the grcen lands. North of the East
Emnet fies The Wold.

3.3 THEWOLD

The Wold, though green, is virtually trceless. The steep empty barren
hills are very tumbled in The Wolditself, and in thedownssurrounding The
Wold the hills risc up in long almost concentric tidges. The underlying rock
is so permeable that surface water drains through :r as if through a sieve.
The grass in The Wold is short and springy, withered broven if there has
been no rain, vet suitable for grazingsheep. Some pools-of waltcr collect it
the troughs of the hills af1er rainfalls.

Though the trectess hills of fer few places of coucealment, the terrain isso
steep that large companies of men might pass close to each other without
being awdre of an enemy’s presence,

The Wold is bounded on the cast by the awesome Anduin, which may be
crossed withouw much difficulty at the North or South Undeeps. The River
Limlight forms the northern boundary of both The Wold and
Calcnardhon.

3.4 THE WESTMARCH

A sl erritary west of the White Meuntins between the Rivers [sen
and Adorn is adimnistered by the commander of the fortress at Aglarond.
The Adorn, which originates in the Ered Nimrais. istheprincipal tributary
of the River Isen. The land between the rivers, known as the Westmarch, is
partly wooded and supports large herds of deer. [t is inhabited by a
woodland people retated to the Dunlendings; they take salmon from both
rivers with nets and fish wheels. These inhabitants have always been
unfriendly to the Diinedain and resent the authority of th:e Kings of
Gondor.

3.5 PRINCIPAL RIVERS: THE ONODLO (ENTWASH)
AND THE SNOWBOURN

Rising in the depths of Fangorn Forest and flowing at first southeast, the
Onodlois the principal river of Calenardhon. Where it breaks out of the
forestintothe plainsofthe West Enmet, it 3s asmallswif t siream with deep-
cloven banks. Somewhat augmented hy groundwater flowing ont of the
Wold, the Onodlo rushes on swiltly soumhward through the meadowlands
of the Emnels until it widens and slows ax it crosses abroad ledge of rock at
the J-ords of the Onodlo, where it is shallow cnough to wade across. Below
the ford it gathers in its channcl once again, and receiving new strength
from thc many streams flowing out of the White Mountains. it rushes
southward. It is navigable by fiat-bottomed boats below the ford and by
canoes above it. The cold, switt-tlowing Snowbourn rushes into the
Entwash before it bends (o the southeast, skirting the mountains, and
breaks up it last in the fens known as the Mouths of the Entwash. Through
these fens and by many channels the Onodlo meets the Anduin, the Great
River.

The Snowbourn rises in the White Mountains and flows with great force
all year round, deriving most of itsstrength from melting snow and glaciers
in the high mountain valleys. Crystal clear and very cold. the Snowbourn
can be forded casily along most of its length (except during the spring
freshets). Its sparkling waters are filled with large brown trout.

3.6 THE CLIMATE OF CALENARDHON

Calenardhon usually enjoys amild and happy climate. The summers are
pleasantly warm, and the winters arc almost always moderate. Snow falls
on the plains but rarely lasis the whole winter: it is not of 1ien deep. Theeight
week period from the middlc of Ringare o the middle of Siilimé brings

sost of the ¢oid weather. lu the White Mountains of course, the tempera-
tures are colder and the winters more scvere. The White Mountains black
many storms coming up from the South; this lessens their severity in the
hills and plains below. In Calenardhon most of the worst storms come
down out ofthe Northeast. Summer nights are very pleasant in the moun-
tains and the air is clear and cool. The Downs of the Wold are often very
windy.

Even during the coldest winters, a warm dry breeze sometimes sweeps
over the mountains, melting all the snow and incrcasing the danger of
avalanches. I there is a hcavy blankel of snow onthe meadow lands, it may
melt off completely in one day, flooding all of the low places.

The Westtarch, less protected by the mountains, reccives more rain than
Calenardhon and is sometimes troubled by hurricanes turning inland from
the sea.



3.7 DISTANCES AND TRAVEL TIMES

Aglarond (Hornburg)tothe Fordsof [sen SOmiles
Aglarond to [sengard(Orthanc) 80miles
Aglarond to Fangorn 150 miles
Aglarond to the canfluence of the Rivers Iscnand Adorn 17Smiles
AglarondtoCalmirié 200miles
AglarondtoMinas Anor 460niites
Calmirie to Minas Anor 325miles
Calmiri¢ tothe Fordsof Isen 240mi’les
Calmiri¢to Iscugard 280miles
Calmiri¢tothe Mering Stream 115 miles
Calmirié to the Fords of the Entwash (Onodrith) 40miles
Calmirieto Fangorn Forest 200 miles
Calmirié 10 the South Undeeps (Tir-Anduin) 225 miles
Calmiri¢ totheRiverlLanlight (norhern border) 285 miles
Calmiri¢ 10 Panh Celebrant (the North Undceps} 26Dmiles
Calmirié tothe East Wall of Calenardhon (straight line} 130 miles
Onodrith 1o Fangorn Forest 160miles
®nodrith 1othe South Undeeps (Tir-Anduin) 150 miles

Travel times, because they depend on so manyvariables, can only be ap-
proximate; nevertheless, it should be noted that rravel throngh Cal-
enardhon is relatively easy. The roads or tracks are good. the people arc
friendly, and thereare few unexpecteddelays. On horscback, journeying ai
an easy pace, one may expect 1o make 30-35 miles aday. Driven by a press-
ing nced, one might gallop (depending on the siamina of one’s horse, tor
two or three days and cover %0-100 miles), Travel through the Wold,
because ofthe steeply folded nature ol the hills, is a little slower and more
diffieull. Because of the undulating sameness of the grassy terrain in
Calenardhon, the possibility of getling lost on misty days or foggy nights if
onestrays from the road, is always present.

River traffie on the Onodlo is safe and convenient; the trip down the
Onodlo 1o the Anduin 1akes a weck or ten days; from there 10 Qsgiliath re-
quires two days and a night. The return trip takes about three weeks. The
boats will carry passengers for a small fee if there is room, and canoes can
be puchased in the town of Onodrith.

3.8 TRAVEL ON THE GREAT WEST ROAD

Journeying eastward Itom Eriador into Calenardhon on the Great West
Road. one usually crosses over the River Isen atthe Fords below Angrenost.
Methedras, the Last Peak ofthe Misty Mountairs, rises to the north beyood
the foothills; under its arms in asheltered valley lies the citadel of Orthanc.
South'ward past the fortress of Aglarond the high [y¢aks of the Ered Nimrais
thrust up from the meadow lands of Calenardhon. The Great Road goeson
through a pleasam. sheltered. fruitful land that stretches from the un-
dulating meadows to the green horizon. The Great Road is joined by
smallerroads that lead up 10 the settlements in the meumain valleys and on-
to the plains; everythingscems peaceful and serene. The White Mountains,
ten or fifieen miles away, look close cnough to touch. One can glimpse
cagles gliding high in the clear air above the meadows, looking for prey.
Traveling by casy stages and pausingoften forrefreshment at the many inns
alongtheroad,onemayreach the Snoabournin four or five pleasaist days.
There. one rounds the shoulder of the Irensaga and proceeds through the
somewhat hillypastures of the Eastfold toCalmirie. From that pleasant but
provincial city, afier a fortnight's easy journeying, one comes al {ast to
Minas Anor on the steep slopes of Mount Mindolluin.

Qutside the Western boundary of Calenardhon. the Grealt Road goes
through the Country of the Dunlendings, crossing the River Gwathlo (the
Greyflood) at the eity of Tharbad, then continuing on through the North-
ernRealmof Arnor until it reaches the Elvish harbors (the Grey Havens)on
the Gulf of Lune. The Greal Road is part of an old traderoute that leads
from one ¢nd of Middle-earth to the other; this trade route stretches out to
the East from the South Undeeps through Rhovanion to Dorwinion, the
land of wines, that borders the Sea of Rh{in. Beyond the Sea of Rhiin, the
Road continues on into the dangerous territory of the Easterlings.
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4.0 THE PLANTS AND
ANIMALS OF CALENARDHON

4.1 The Grasslands

When the men of Gondor first pushed nonhward and began to settle in
the green land they called Calenardhon, they were amazed by the height of
thegrass; in the richest sections of the Westfold, the grass is sometimes five
or six feet high, and almost everywhere wwithin sight of the mountains it
stands four fect high. For the first senlers and the military garrisons. the
lorig grass was both a blessing and a curse; a biessing because it supporied
large herds of wild kine, antelope. and deer; and a curse because it made
travel by foot difficult, especially during the warm summer months when
the grass is at its peak of luxuriant growth.

in those early days soon after the establishnient of the Southem
Kingdom the long grass was the dominating featwure of the landscape.
Rising Irom strong roots sunk deep into the thick blaek topsoil, the long
grass wilhers every winter, matting down and returning nutrients 10 the
soil, The men of Gondor soon diseovered that the remarkably deep topsoil
of Calenardhon would yield plentiful harvests of grain. Afler the
introduction ol the stecl-tipped plow, a new wave of settlers brought the
emire Eastfold under cultivation. Plowing of the Wesifold followed soon
after. Principal crops included wheat, barley, and rye. Atier the Great
Plague, cullivation of these fields was erratic al best. and markets were
unccrtain, As people moved out, the long grass crept in and took root
again, reasserting its dominion. Though it has never again atlained the
startling lengths heights recorded in the early days, the grass in the
Westfold's pastures remains unrivalled as the longest and the richest in all
Middle-earth. i

Janher from the mountains, in the Emnels? the grass grows to a more
manageable length. These pastures, though not as rich as the Westfold or
the Easifold. are perfect forcattleand hotses. The short springy grass of
The Wold is excellent for sheep; lack of water, especially during a dry
summer, limits the number of animals thai could be pastured there.

in the old days of the 1all grass aurochs, or wild kine, werc the principal
herbivores. These shori stocky cattle grazed in herds of 50.100. When
threatened hya predalor — by agrasseal, forexample, ora pack of wolves,
or perhaps by a band ofroving hunters — the herd retrealted imo a compaet
mass, presenting a formidable barrier ol lone black horns to the foe. Men
find (he slaughter of wild kine more of a chore than aspert. except during
the mating season {July-August), when the young bulls charge at anything
that moves. Even cows will charge, however. to protect their calves.
Because they had few natural enemies. the wild kine flourished until men
began to kil! thetit on a wholesale basis fortheirhornsand sinews, which are
used to make composite bows. Then as the grasslands were transformed in-
to plowed ficlds, the wild kine, once numerous, declined in number to the
point of being scarce.

4.2 TREES

There were few treesin the grasslands whenmen first arrived. Nonewere
of any commericial importance. The setdlers from Gondor planted trees
along the Great Wesl Road and uear their houses; in the Westfold — and
especially in the district around Dunlostir — they planted groves and or-
chards. Willows and alders grow along the banks of streasns and near the
Entwash. The slopes of the White Moumains are forested with impottam
stands of timber. Fir trees grew there taller andstraighterthan they did on
the southern side o f the mountains and were consequently used as masts for
many of Gondor’s largest naval vessels. The wood of the mountain larch is
used 10 make the plank boais that plied the Entwash. Transportation dif -
ficulties limit theexploitation of the vast hardwood forests that grew on the
lower slopes of the mouritains and in the foothills of the Easifold, but these
vast forests of oak, hickory, and beech arc worthy of note for another
reason: they harbor mauy wild boars, especially down in the Eastfold and
the Firien Wood.



4.3 DANGEROUS ANIMALS

Wild boars are hunted for sport, and a dangerous sport it is; a fully-
grown wild boar stands three to four feet high and sports twoeight to twelve
inch tusks. Bad-tempered and ferocious beasts, they lurk in thickets, deep
woods, or dense patches of tall grass and suddenly rush out to attack
without warning. Even sows aredangerous and hard to kill. Exceptionally
large individuals can terrorize an entire district. During the summer
months, wild pigs often graze down in the meadow lands. They have littie
fear of man and love to tear up unattended camps.

Grass cats, once the dominant large predators of Calenardhon, have
declined drastically in numbers as men thinned out the herds of vumchs.

Now rare, these buff colored calts are intermcdiatein size betweena wild cat
and a puma. During the summer their fur oflen absorbs so much grass
pollen that they look light green. They Icap on top of kine or antelope. dig-
ging their long sharp claws into the animal's neck, and hang on until the
frightened beast runs itsedf to death. Then the grass cat has an casy meal.
Catshave been known 10 attack men in the samc way, perhaps by accident,
perhaps just for fun. Their bloodcurdling scream is especially frightening
on long, dark winter nights,

Grey wolves, once common on the plains of Catenardhon, have also
dwindled rapidly as men moved into the region. Settlers purposely exter-
minated the big packs: the King offered a bounty of tswve gold pieces per
wolf, collectabie upon presentation of two cars and a tail. After the Plague,
the garrisons of soldiers made strenuous efforts to keep down the numbers
of wolves. Wolvesrarely attack human beings unless they aredesperate for
somelhiug to eat, or cornered. Large savage packs coniing down from the
North sometimes cross the frozen Limlight during severe winters. roaming
through civilied lands.

Bothblack and brown bears live in the mountains. Black bearsare rarely
dangerous 10 man unless provoked; brown bears, on the other hand — large
fearsonie creatures which sometimes grow to heights of more than ten fect
— attack just because they happen to be in a bad temper, especially on hot
summer days. They are not numerous, but treasure hunters explonng caves
in the mountains and men on herb gathering expeditions are sosnetimes
molested by brown bears. Both kinds of bears can eccasionally be sighted
down in the meadow lands, espccially near the Snowbourn; the beasts at-
tracted to that swift-owing stream by the large trout found in its waters.

Calenardhon’s only poisonous snake, the green asp, can be found
throughout the grasslands. It is especially common in the southern
gquadrant of the East Emnel. Green asps live in communal burrows, holes
usually taken over from gophers or rabbits after the snakes haveeatenthe
former inhabitants. They love to sun themselves on warm hillsides. As
many as fif'ty asps can be seen on the same sunny slopes not far from thcir
shared burrow. Large asps are as long as a big man’s arm. Ther bloated.
slow-moving bodiestapér L0 thin necks andtails, Poison glands behind the
eyes puffout when full, The se sty snakes give of f a fetid odor somewhat
similar to rotten strawberries. Horses fear grecn asps and boh to get away
fromthem. The biteot'a green asp, though rarely fatal, causes intcn.se scar-
ing pain in the affected limb, which soon urns chartreuse and purple. The
tissue near the bite becowes gangrenous and sloughs away, exposing the
bone. @ften the entire limbbelow the bitedrops off. The victim, who may
suffer a high fever and hallucinations, is completely incapacitated for at
least three days.

Nests of ground bees dot the grasslands. These black and yellow stinging
devils build their homes underground in abandoned rabbit warrens. They
swarm out todrive of f imruders. A horse blundering onto a nest may sud-
denly charge of fin panic at high speed, making every effort to throw offits
rider. Stings are painful, and, if numerous (30 +) cancausc temporary (6-8
hours) weakening and paralysis. The large cache of honey stored away in
these underground nesis lures bears down 1o the meadow lands.

4.4 SMALL GAME

Two kinds of foxes — whiteandred — prey on the mice, rabbits, voles,
gophers, and birds of the grasslands. Thec white fox, which in summer ac-
tually appears to be a pale green, is really a light, silvery grey; their winter
pelts. iong and luxuriant white furs tipped with silver, are especially
valuable and highly prized. White foxes live in burrows and arevery shy of
man. Red foxes, on the other hand, arecunning thieves. They scem 1o lake
delight instealing not only chickcns and ot her domestic fowl, but also small
bright-colored objects. Their beautiful scarlet coats stand out like living
flames against the green grass of the meadow lands.
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4.5 BIRDS

Because Calcnardhon is situated in the middle of themain North-South
flyway of Mliddle-carth, migratory birds of all kinds arc abundant, and the
bird population varies dramatically from seasen 1o scason. Swans, geesc,
and ducks are found along the Entwwash and ncar many of the smaller
streams (lowing out of the White Mountains. Swans and ducks stay close to
thestreams, but thegeese. in huge flocks of up to six hundred birds. can bea
serious haz.ard tocrops, and can pick clean ficlds of sprouting winterwheat.

The grass grouse and the great green pheasant are the principal game
birds of the meadow lands. Grass grouse, once found marnly inthe Emnels,
spread throughout the province as men cultivated the Eastfold and the
Westfold. Their fat, sueculent ftesh, all white meat, provides delicious
ealing when roasted. Mostly brown witb black speckles, they are about the
sizeot'small domesticchickens. The male’s booming courtship call —“o00-
100-hoo™ — suggests the sound made by blowing across a bottle. These
birds roost in well-concealed ncsis made of densely woven grass. From late
summer until early spring, they foim “family® coveys of up to a dozen
birds.

Great grecn pheasant cockssport magnificent emerald-colored plumage.
Their tail feathers, ol'ten two feet in length, malic them appear to be very
large birds: they are actuaily a little smaller than wild geese. ‘Fie couriship
batties of the pheasant cocks are famous for their impetuous exuberanye.
The cocks rush at each other time and again, doinglittie real damage, until
one of them becomes exhausted and retires. The females, olive drah in cot-
oralion, lay twoto fiveeggsdirectly on the ground. They refuscto lcave the
clutch while brooding. Both sexes make good cating; the characieristic
flavor develops only afier the birds havc been ripened for several days by
hanging until the neck separates from the head.

Hawks and falcons are used to hunt not only the grass grousc and the
great green pheasaut. but also ducks, geese, and rabbits. Maty migratory
hawks, coming down from the North along the flanks of the Misty Moun-
tains, can be seen each spring and summer in the sky above the Fords of
isen. They are lured to tethered chickens and then nelted. After being
irained for a season or two. they can be sold for a good price — several gold
pieces a bird.

Eaglesroost in eyries on steepcliff's high in themountai'ns. Considered to
be sacred birds, they arc never molested, even though they prey on sheep
and may rarely carry off small children. Now and then one of the Great
Eagles. huge birds posessing an almost human intclligence and capable of
carryinga full grown human being. may be secn high in the sky: arare and

portentious vision.
w Z ' l E’)DIA w

4.6 HEALING HERBS

Several importani and uncommon healing herbs are found in the White
Mountains. Herb dealers pay cxtraordinarily high prices for herbs that
have been properly prepared and stored. The Calenardhrons place a
premium on Frostheal ffujofop0), whose grey leaves are found at the base
of glaciers in the high peaks region. Travelers going up into the mountains
(especially during the winter months) should try to purchase some of this
herb because it cures frostbite. The spruce forests on the mountain slopes
support winclamit vines, whase green stoe-like fruit is a powerful healer;
however, the vines do not thrive where the timber stands have been heavily
cut. At one time men of Gondor collccted silvery iyr-firg blossoims at the
base of one glacier high in the mountains; whether any specimens of this
life-giving herb still grow there is purely a matter of cenjeeture and
discovery. Aihelas was planted hereand there along the Geeat Weslt Road.
but its valuable healing and restoring properties were gradually ignored
after the Plague.

Taken in very smail quantities. dried asy» poison glands are valued as an
aphrodisiac by many tribes south of Far Harad, and by tribes of Easter-
lings; ingested in large doses {2-3 glands). thissubstance can be a powerful
organ restorer. One side effect of taking such a large dose, however, recurs
as a fit of peculiar, ungovernable madness; it should be guarded against by
rcstraining the treated individual with ropes or straps. The first fit passes
guickly, generally within an hour, but the madness can reoccur unex-
pectedly, but with diminished intensity at least once during the next 1wo or
three days. The dried glands, which resemble peas, will bring S0 gold piece
each. Green asp skins are valued as a proof that the dried glands are
genuine,



5.0 CALENARDHON UNDER
GONDOR

Taroughout the longage that is ushered in by Rdmendacil’s defeat of the
Easterlings in T.A. 300, Calenardhan is a rich, prosperous, and (usually)
well-governed province. The newly-conguered territories in Rhovanion
across the Anduin and in Dunland on the far side of the Misty Mountains
provide a buffer by extending the borders of the kingdom outward. This
buffer helped to transform Calenardhon from a sparsely populated,
frontier into the thickly-settled breaclbasket of Gondor. Military garrisons,
once vitalto thedefenseoftheborder and the Great West Road, are kept up
10 a strength sufticient to enforce the King's pcace, thus providing the
foundation for a long-lasting, stable prosperity that endures until the
onslaught of the Great Plague in T.A. lt835. Tradc and agriculture
tlourishes, and the meadow lands, especially in the Westfold and the
Eastfold, are completely civilized by around the year 890.

5.1 THE CITIZENS OF CALENARDHON

Intheearly days, the people coming up from Gondor through Anoriento
Calenardhon settled along the Great West Road, where they couldeoumon
the protection of the forts that Gondor had established to safeguard them
and the traffic on the road. Many of the first settlers were retired soldiers
who had served at Orthanc or Aglarond; after fulfilling their military
obligations, they applied 1o the king for a gram of lands in the country they
had becen protecting. The retired soldiers were joined by other men,
incleding Dunedain who had heard hew rich the green lands were in
Calenardhon; these men hoped for profit, or at least for the chance of a
long, comfortable life free from exhausting toil. Many were descended
from people who had lived in the inland districts of Numenor. The first
settlers lived by hunting or herding; later, as the richness of the land was
dcmonstrated, they plowed the grasslands to plant grain.

Unlikethe lands in Andrien and Ithilien, which were grantedtothe King’s
sonsas their domams, Calenardhon wasdirectly granied by the King tomen
who protnised they would bring the grasslands under cultivation. The size
of the grants, though generous, was determined by the real need of the party
or parties applying for them; nonc were grantcd more than they and their
retainers might hope to till. Somelimes an entire clan would migratc to the
north side of the mountains to claim their land, but more of'ten the grants
were given one by one to individuals. The Kings were plcased to scc the
frontier meadow lands populated and brought under cultivation. Grazing
rights and lands.oflcsser riehness in the Emnets and the Wold were granted
also, on the same lerms, to some Northmen — and even (0 some Punlend-
ings who, by adopting the speech, manncr and attire of the men of Gondor
had plainly shown astrong desire to become civilized.

The fortress of Aglarond and the citadel of Orithanc were never transfer-
red 1o any princely family to descend hereditarily cven though the defense
of Calenardhon and the Great Wesl Road is deemed vital to the safcty of
@sgiliath. The Kings have long feared that an hereditary domain in a pro-
vince so far away from the capilal might encourage the rise of a hostile or
rebe'lious lord. Thus the Kings keep these fortresses in their own hands, and
the great lords ofthe Southern Realm, For their part, are content in tands
which grant easy access to the Greal River or to the Sea. Later, after the
Kin-strife and the Great Plague ended the golden age, and the folk of
Calenardhon themselves cried out for a lord, the Kings chose some of the
greal men of the region to be Lords of the Realm.

Therace ofindependent farmers and shepherds that rose in Calenardhon
is descended, it is said, from that portion of.thie Faithful whohad long ago,
in Ntimenor, enriched the fields of Orrostar by plantinggrain, and who had
long ago filled the pastures of Emerie and Hyarrostar with flocks of sheep.
In green Calenardhonthese folk found a land well-suited to the ways of life
thatthey loved best: and here they prosper and are content, though it is far
from the Sea.

Ttese farmers and shepherds of Calenardhon are an upright, honest, in-
dustrious folk who take great pride in growing crops and building their
farnis bigger and bigger. Like all the men of Gondor, they are tall and
strong and fair, and a starry light is kindled in their gaze. They are notas
long-lived as the men who seltled near the scacoasts, but whether this
resulted from a mixing of their blood with that of Northmen (which hap-
pened earlier in Calenardhon than in other parts of Gondor) or whether it
happened because the Diinedain of Calenardhon are of lesser lineage than
their southern kinsmen — or for both ofthesc reasons — it isimpossible to
say.

’I'HF CALLNARI)HRONG
Raual Ongms “The vast majority of the ancestors of the people of Cal-

—enardhon, as with the citizens of all Gondor, are the Dinedain who fled

Nimrenor. There is somcintermingling with peoples from Rhovanion, and
even with the Harnedain, but this is relatively limited.

- Pulitical 3!rucl_ure: Al{ of the peoples-of Calenardhon arc subject to the
Kingef Gondor, and were granted their land by him. Heis final authority,

andhis decisionsare enorced by histroops, who aregarrisoned throughout
the realm. The local political organization varics with the individual place.

Sacial Structure: Complex and variable. Stratified, but based on the sup-
position that there is 110 “lower class’; there cxists an upper class,normally

‘the nobifityand their adherents, as wellas certain other political, military
““and1eligious figures. Bencath that isa vast "middlectass™, who do much of

the manual labor necessary 1o maintain the society, but suffer none of the
stigrmaof a‘lower class. If sueh a stateever exists in a Niimenorean exile oc-

~supicd realm, it'is held by the indizenous population.

~ Seftlement Pattern: Scveral fairly large townsare located at logical points,

and between these are scattered a number of small villages, and isolated

_176m~slcads
- Mihtary Strueture: The military is the army of Gondor, and a seperate cn-

tity from the Jecal population. However, they do recruit from the civilian

I poﬂlﬂ_a'lion'bf. course, including Calenardhon. Youngmen starting at about
“the ageof {7.are allowed to join. Tliey either travel to Osgiliath the capital
for training. or are stationed at one of the local garrisons immediately. In
- either case, the soldier is fremuently placed near home for his term of ser-
‘vice, it thal is his preference.
. Curreney: The pzople of Catenardhon usually barter for goods locally, ,

‘although coins, minted at the royal treasury in_ Minas Anor. are in widecir-
_gula_ﬁon;Thésilverpieceis the statdard, however most folk decal primarily
in bronze (10bp = 1 sp)orcopper pieces (5ep = | bp). A sprinkling {20sp

=] gp)can be found among the merchants and the wealthv. Due to Gon-

dor's economic impact, these exchange rates and coins are respeeted in
‘borderingareas. Theimagesof the White tree and theKing are widespread.

Léip_ginagc:.__Wtésl{on or the “Commion Tongue" is the language of the
titizenry Lhroughout Gondor. Titles and place names are often Sindarin,

* dndpersonal namies frequently take older AdGnaic forms.
: Appeﬁrance: The D__l_jneda‘ln are generally dark-haired and fair-skinned folk
““with grey or green eycs. They arc 1all, the men averaging 6°2”. the women

5.‘6’:’;'___.1\405'1- have litle or no facial hair. They wear brghtly colored,

- elaborately trimimed tunics of fine linen, conon er silk. Trousers are often
- ANOFR: undt.r the winic in winter. kull length loose white robes are worn at
: relrglous occasions,

Honsmg The[c is agrcat variety @f dwellings amongthe citizenry of -Cal-

: ~ énardhon. At the lower crd aic one storey stone structures with thaiched
" roals, cmﬁlsllng of three rooms, one for sleeping, one for food preparation
~.-and storage, and the otherfor general use. They usually have small, shui-

lcred windows, In the Gifies many live in two or three $torey townhouses.

" “THe nobility and other meémbers of the upper class reside in large manor

houscs* on estates or farm Lomplexes

i .lﬂ Calenardhon offers a dietof beef murton or lamb, venison and wild
-ptgg Poullry produu&a{e alsoabundant. Fruit trecs, planted by order of the
K

K ing, pmvnd&pl odiice; the ralling hills yield up plentiful supplics of grain.
pnncmally heat Ibr bread.

f\\(ﬁn p.As \;ni] m()st of the Faithfui, the peaple of Calenardhon, and all

Qond,o ,do nothave a very heavily structured or ritualize religion; instead

n’l’ers arbund the §everal holy days in the calendar, On these 0ccasmns

5.2 GOVERNMENT, TAXES, AND THE ARMY

The King's government in Calenardhon has threcprincipal functions, all
exercised through the army: it collects taxes; it sccures the borders and the
Great West Road;and it protects the inhabitants by enforcing the laws and
punishing all malefactors.

Taxation is not hcavy. The King’s policy aims at encouraging prosperity.
Calenardhon is a backwatcr areathat, left toitself, produces a greal deal of
grain. The Kings’ attention is turned to the Sea, and 10 conquests overseas.
[n Calenardhon, a tax (usually around 5% in pcacctime) is levied on goods
of any type entering or leaving the province. It can be paid in money or in




kind. Calmirié, Onodrith, and Tir-Anduin are the principal collection
points. Tax collection is one of the chief administrative functions of the
army. The 5% 1ax on imports and exports goes directly to the King’s
reasury. Almost all of it is sent down o Osgiliathin the autumn; partis re-
1ained in Calenardhon for the soldiers’ pay. Another tax, collected locally
in amounts fixed both by custom and the local council, is levied.lo feed and
clothethesoldiers quartered in eachdistrict. This tax is usually paid in kind.

The King’sarmy in Calenardhonis based in forts and fortresses alongthe
Great West Road. The fortress at Calmiri¢ isthe general headquarters for
the province; the fons at Aglarond, Onodrith, and Tir-Anduin areaisoim-
portant administrative centers. The palantir in the citadel of Orthancisan
important communications link between Osgiliath and the Kingdom of
Arnor far to the north.

After the land filled with people and became completely civilized, most
of the roops were native Calenardhrons, and they were often commanded
by their kinsmen who had fought outside the province. Thelocal levies were
stiffened by a hard core of grizzled veterans fresh from active service in the
Southern Wars or on the Rhovanion frontier. The commander of the for-
tress at Calmiri¢, who has responsibility for the administration of theentire
province, is usually one of the King’s most trusted lieztenants. Cal-
cnardhon supplies Iwo kinds of troops to the King's armies — light cavalry
and archers. Young men often follow their fathers into the King’s service,
Local garrison duty is usually the firsi step in a miiitary career.

The civil government in Calenardhon — largely ccremonial - orga nizes
festivals and holiday's, erects public buildings and granaries, supervises the:
markets,constructs local roads, fountains and aqueducts, and determines
everybody’s fair share of the local taxes necessary 1o support the troops.

[n Calmirié and Dunlostir the civil governmenl is organized into acoun-
cil of eminent men. The council has no power to ceerce the citizens;
however, itsinfluence in all peaceful matters isso pervasive. andits author-
ity is wielded with such taciful discretion, that its dccisions are rarely op-
posed.

The shepherds of the Emnelts,and toa certainextent the droversas well,
owe allegiance 10 aclan descended from the Niimenorean lord Hailalan,
who kept flocks in Hyarostar. The head of this ¢lan, known as The Sheep
Lord, never emers the gates of any city.

THE DUNLENDINGS

Racial Qrigins: The Dunlendings’ ancestors are the AHarredain, a group
which migrated in the First Age from some fand south of Gondor. Their
predecessors in turn are Ihe Folk of Haleth.

Home Region: South-western Misty Mountains: and the White Mountains.
Favored Feosystem: Coolmountain foothills.

Politieat Structure: No owrall Unity. Extended familics 'arc loasély
organized into aclanlike organizaron, inhabiting a given area. Interaetion
between clans is very limiled, as the Dunlendings arca isolation'istic pe__oplé.
The cfan is ruled by a family head, chosen as chief by non-mortal combar.

The chiel can be challenged at any timc by anorher family head. His

function is hasically to maintain order within the clan: iudge criminal
actions, settle feuds, and make decisions regarding' the clan itseif (such as
changing location, defense, etc.). :

Social Structure: Strictly patrilineal (iraced through one’s father) and
patrtlocal (the wife resides with the husband’s family). Marm'ages within the
family are forbidden. Aninteresting facet of the Dunlending society isiheir
relationship with the Driedain, who lived among the Harnedain and the
Folk of Haleth as quasi-religious figures. The Driiedarn possessed anim'stis:
skills. as well as woodcraft and many forest skills; and were more than
happy tocommunicate their knowledge to the Harnedain. However, after
the moxe northward, the Dunlendimgs hegan o embrace more the evil
sorcerous ways of the agents of Sauron. The Drdedain, onthe-other hand,
would have nothing to do with Sauron (and. indeed. appacenily none ever
felt 10 the devicesof Morgoth in the First Age either). Inthecusurng falling-
out, the Drtedain left the Dunlendingsandset up small settfements of their
own. By the Third Age, the Dunland people arc fearful ands uspicious. of
the Dnicdain. .

Setiteaenl Patiern: 3-10 extended families, usualtycomposedo f3-25 mem-
bers, form a clan. The clan mainiains a specific land, engaging in some
crude agriculture; although the culture is basicalty a hunting and gathering
one.

Military Strueture: Basically nonc. 13oys, at the age of 8. arc given bavic
training in the use of the principal Duniending weapons: the axe and short
bow. Usually only heads of families are lucky enough lo poss¢ss a sword of
any quality. Ifthe clanisihreatened, allwho can wield a 1ool will fight to de-

5.3 WEAPONS AND ARMOR

The people of Calenardhon prefer the bow 10 all other weapons. Two
main types are used: the short composite bow with recurved ends short
enough (o be used by mounted archers; and the long bow made entirely of
wo0d. The hollow steel bows used by Numenorcans are not favored in
Calenardhon, where Ihe seasonal variation in temperature makes their per-
formance unreliable during the winter.

Composite bows are manufactured in Calmiri¢ and can be purchased
there. They are built up by gluing thin strips of horn on a wooden core;
fibers of ox tendon are cemented between the layers 1o add greater resil-
iency. These composite bows are generally about four feet in tength. They
are often used when huming in thick cover. Because of their short length,
they are inherently less accurate than longbows; on the other hand, they
often have more penetrating power for the same pull weight.

Long bows are also made in Calmirié, but the bow slaves, most com-
monly made of yew, are imported from South Gondor. Long bowsare five
or six feet tong, and in the hands of an accomplished archer, can bc ex-
tremely accurate. They tend to bemore durable than compositc bows and
survive exposure to wel weather, which sometimes causcs composite bows
to come unglued.

Bow strings are made of silk waxed with bees" wax. Archers wear a
bracer, usually of leather but sometimes of ivory. to protect their forearm
when shoolting.

Arrows, alsomadein Calmirig, are sold in sheaves of twenty-four. They
arc about a yard long, and are drawn to the ear befere the release. Wild
goose feathers are deemed the most accurate flights and are used on all
hurting and war arrows. Grass pheasant plumes are somctimes used for
gaiety and on prize arrows, but for show only. Archers commonly carry a
quiver of arrows strapped across thcir back. The head of ahunting arrow is
somewhat larger than the head of a war arrovy; hunters are expected to be
ableto stalk their quarry well enough to take a fairly close shot, while war
arrows are designed for penctration. Both kindsof arrow heads aremadeof
stecl. Blunt tips. for hunting birdsand smallgame,are made of stone. The
shafts are usually fir dowcls. Hollow steel arrows imported from Minas
Tirith are sometimes available in Calmirié; they are more accurate than
wooden arrows, bul their price (onesilver piece per arrow?) limits their use.

fend it. The Dunlendings, whilewild and untrained by compam'son to-oher
culiures, are fearsome wrriors. Only on rare occasions do they attack
other peoples, usually when they feel their lands have been trespas:ied upon.
Later in the Third age several clans would often band together 16 harass the
Rohirrirn, who they hated with a passion. Armor was limited 10 icather
jerkins, reinforced leather helms. and small shields of hide stretched over a
wood !rame,

Currency: None, Barter within the ¢lan is the norm. Even trade benween
clans is uncommon.

f.unguage: A derivative longue of the norigina! Harncdain. lis roots are
similar 10 the specch ofthe Driiedain. but thetwo havgssincedivergedto the
point whereeachis adistict language. Thcorigins of the.sc tongues arc ¢csm-
pletely different from Anddnaic.

Appeurance; They are stocky of build, hough tall: the men betng 5°8” 10
6'4”, the women averaging 5'6". Swarthy of complexien. the Dunland peo-
ple also have dark hair, though litile body hair. They wear crude wool and
hide tunics with eggings; alsv rough over-coass. and short cloaks and hars
of fur.

llousing: Mainly squat, windowless stiuctures with sione lower walls. and
wooden framed roof's, ¢:overed with thatched grass or sireiched hides. The
huts are most often round. with a conical roof. opening in the center (0
allow smoke from cooking fires 1o cscape.

Diet: Primarily meat. in the form of fresh or dried and sahed game, sup-
plemented by fruits and berries, and the few vesetables and grains
cultivated by the wwomen.

Worship: The Dunlendings are a more supetstitious than religious people,
deeply devotcd 1o myriad and complex rituals involving a scope of petty,
vengeful deities. Some are vaguely based once¥tain Valar as faras associa-
tions with elements (wind, water) and the sun and moon, but there the
similarity ends. These #ods demand constant appeasing (so the Dunlen-
ding believe) or their wrath will descend, Btbaric rituals involving animal
sacrifice eccur at the solstices and equinoxcs ., Solar eelipses are tinics of'ter-
ror for the Dunlendings. it is obvious that their trend toward this
superstitiousness is the work of thc agents of the Dark Lord. seeking to
alicnate them from other cultures {includng the Drifedain) who will have
nothingto do with Siron; and to malign the Valar.
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Crossbows are known in the province but not favored. Men consider
them to be toys for women and children who do not have the strength re-
quired to draw a longbow or a composite bow. Crossbows employ a ratchet
mechanism tocock the string, and they shoot boits or quarrcls about twelve
inches long. They are effectiveon small game and birdsuptoarangeof 100
yards or more,

Wooden lances and spears tipped with steelarc second in popularity to
the bow. The light and maneuverable huntinglance usedin Calenardhonis
bctween six and ten feet long; shorter lances are used in long grassand in
forests on mountain slopes. Tipped with a leaf-pointed blade, the buit end
is coitnterweighted with a bronze spike to give better balance. Military
lances are longer and heavier than hunting lances but are otherwise similar.
Spears arc heavier than lances, and their points arc diamond shaped. Car-
ried by foot soldiers and people who do not own horses, spears are espe-
¢ally popular with the boatmen on the Onodlo. who used a three-pronged
spear to 1ake fish. Mounted lancers often carried javelins. These darts arc
three or four feet long and can be thrown a considerable distance (49-60
yards) by astrong man. The best javelins are imported from South Gondor.

Swordsare also imporred and for that reasonareexpensive. They are car-
ried primarily by men serving in the King’s Guards and by men who have
retired from that service; wealthy' men sometimes wear swords on cere-
monial occasions, but since there is no dueling tradition and littie real need
of sword play in self-defense, swords are rarely worn by orclinary folk. The
King’s Guards carry straight swords of a medium length. Most Cal-
enardhrons carry a drop point sheath knife about two fect long; smaller
eating or skinning knives arc often carried in scabbards. One shop in
Calmiri¢ specializes in fitting carved stone and ivory hilts to swords and
knives, and also offers a wide selection of cuilery for sale.

Drovers carry and use long ox-hide whips. These black leather whips,
beautifully made and balanced by local craftsmen, can also be used as a
weapon. The whips are fifteen te twenty feet long, and, in the hands of an
cxperl, can easily put out an eye or knock a man down.

There is littie realneedformetal armorin Calenardhon be«:ause the land
is peaceful and the nearest border far away. Anyone wearingmail shirts or

THE DRUEDAIN (WOSES)
_ Ruciat Origins: ‘The origins of the Driiedain (o1, #74gs, as they are also
&nown) ar¢tlouded i in the untertainhistgry of the First Age. Never greatin
‘ umber. they long ago lived among the Folk &f Halgth in Belcriand, ha»‘tng
~ therean anclear but apparenily privilcged standingamong the ancestors of
..Ihc Dunlendmgq

; :_ Fum stem: Fgrt:sr. clnmes are lhc envtronment mogt Ilked by lhc Drucdam
who excel in woodcrafl as well as tracking and stalking skills.

QulllltniQt_ruuure AU er their seperation from the Dunlendings, the. Driius
v ed e altcmhclr organization buth paliically and socially, as tticy
‘were more spenalm:d while living with the Harnedain, the latter people
performmg many mainienance tasks to allow the Drtiedain 1riore time for
Ir refigsous and mysncal pursuits — intluding th constrijction nrs[oqe
‘suiardians’ with strange properties. Always the Dnlgs have had Chicftains
or headmen, elected from among theadult male poputation. The term is for
h(‘é but i§ nof hereditary. Being so few. there is ngy need for re. al ag ricolmre

ally that of the women, who are nof involvedin tribe politics. A headman

rulesa tribe; within.cach tribe are;everal clang. tach of which |scomrolled
Mldcﬂ malemzmber., : : ol :

I St Aure: Strully Patrilineal (1raf.ed through onea I"alher) and

pdunlocal (the wife resides wn}i’ lhe husband s familv) Marrlage lS ou(snde

an but within fie lnbev - ¥ Pk

elllemem Paltem. hcrc is usually only One mbe in any given Iocale. and
~onge settled, the Dricdain rarely move from their hames. The Driigs arc $o
* few thal these tribes’ arc often ompletely isolaied {rom cach other, and
'ih eré u‘;.vmually no interaction. If there aré'several tribes livingadjacent to

' each other, they have been known to unite under one headman and carry on

ade amongst 1hemselves For instance several tribes setiled iy one large
forést, The Druedainsare ablé 1o ‘tomimunicate with greal accuraey over
"long distancss utilizing.coded drum signals passed along a chain of out-
SPOSIS. S icRaE A ) i
\l(hlar\' %&lélme. “The headﬂ’ian of the (ribe is the mililar'y" leader, All
- children, starting at the age of Five are trained in woodlore. andl the use of
the unigue blowguns. which tire deadly poiseitcd darts. Dritedain do not.
hen pqs;,)ble, engagem melce, preferring guerilla tactics. If pressed, mosl
. aresfairly skilled with & crude Bammer, ®rlong knife. These people do nat
enjoy f ;ghlmg. and only attack those who threaten theéir homes, When lhas
B b&npens however, they are lemfymglvdeadlw

pporf'lhemselves the task of g,athcnng, and preparing foods isnor-.
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metal helmets isalmostalwaysa traveler from a foreign land or a member
of the King’s Guards. The King’s Guards wear a livery of green and silver:
green crestson their steel helmets, and their breastplates, made of strips of
steel riveted 10 a leather foundation, are decorated with silver medallions
denotingthecampaigns they have servedin. Mithril armoris rareand costly
in Calenardhon; only the King’s commanders are likely to wear it. Rigid
leather breastplates, greaves, guantlets, and stout leather caps or helmets
are common and are often worn when hunting bears or wild pigs.

5.4 CLOTHING

The everyday clothing worn in Calenardhon is simple and comfortable.
Both men and women wear a knee-length sleeveless shift of worsted
woolen cloth gathered at the waist with a leather or embroidered belt.
Garments are sometimes dyed yellow, light blue, burnt orange, or green.
The hem of the garment is oftendecorated with a strip of embroidery; occa-
sionally a design (a hawk, an eagle, or a horse, for example) is worked into
the top. Trousers, often made of leather,can be worn underneath the shift
for comfort during the cold winter months or when riding horses. The
trousers arc gathered at the waist with drawstrings. Dark green or scarlet
cloaks, long and short, are used during the winter months for warmth and
10 keep theweatheroff. Thick knitted woolen sweaters madeofrough yarn,
and stockings and leggings of the same material are also commonly
worn. Fleecc coats and vests are popular with drovers and shepherds. Peo-
ple who livedin the towns and the boatmen on theOnodlo wear sandals, but
softer leather moccasins and boots that can be gathered at the top are
popular with farmers, especially in the Westfold. Widebrimmed hats of
black or red wool, felt or colored leather (often decorated with a feather
cockadc or a jeweled pin) are frequently worn by meo; the styleofthese hats
varies with the period and the individual. Women often wear garlands of
flowers in their hair; during the summer they wear woven siraw bonnets.

Unadorned white robes, cut longer ast more amply than the ordinary
clothing, are worn on holidays and on impdrtant ceremonial occasions.
Weather permitting, people go ont barefooted and bareheaded for worship
of Eru.

Language: Of unknowm origin, the tongue of the Driiedain is completely
unrelated to any of the Elven-based tongues, which may imply that these
people were 10t taught the gift of speech by the Immortals. They have no
wrilten language, but do paint simple pictograms.

Appearance;: Short (about four feet), and very wide and stocky, the Drigs
uppear 1o be ungainly creatures by comparison to the Elves and High
Edain. Their hair is sparse, and fcw have any beard at all (although any
beard is a souree of pride for a male Dréedain). By human standards, they

. are all rather homely. and all look very much alike. They are perhaps

shorter-lived than any mannish race: in Middle-earth. Among the unusual
attributes of the Driigs is the apparent fact that their eyes glow red at night.
Their nightvision is guile good, especially outdoors; it may be superior to
that of the Elves. Although thought by many' to be a grim people. the Diue-
dainactually are far more light of heart than the Dwar es; and often laugh
while théy work. when other races would whistle or sing. Their laugh is a
gurgling sound, curious to those unaccustomed 10 it.

tfousing: The ho_mes-oflhe Druedain areusually smallthaiched huts, oroc-
casionally structures vyith stone walls and tlateh roofss. In either case they
are skillfully constructed and very sturdy. Often their doors are guarded by
Pukel-men, lifclike stone stalues reputed 1o have nmysterious powers.

Diet; The Dricdain are without exception herbivores, supplementing their

~ dict of galhcrcd nuts; frulls 20d berries with dairy products from goats.

Warship: The religion of this pcople is actually fairly sophisticated and
civilized, cspecially in comparison to that of the Dunlcndings, who in fact
hold {or at teast held) the Briigs in a quasi-refigious esteem. The Driedain
thems¢lves have an animsltic religion, gaining strength from their faith in
the powers of the livi'ng things asthe worksofthe Valar and Eru. They are
excellent stoneworkers; and carve very lifelike statues of themselves to
guard their homgs and other important places. At Dunharrow there are
many such sculptures. They are so lifclike that their very pregenee is often
enough o frighten away these who mean harm to the Druedain. Orcs are
especially suscepti ble to the stalues' mialevolence. There are cven tales that
these are imbued with a sort of pseudo-life, able 1o move about 10 cffec-
tively protect their masters. Na doubt, whether or not the tales are true; the

- legend adds totheaura of mysterysurrounding the Pilkel-men. Many of the

Drvtedain are Animists, a fewothersareskilled users ofEssence. The Chief -
tain is also the religious leader, and is oiten an Animistic spell-user
(although thisiis not a prerequiisite).
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5.5 LANGUAGE AND WRITING

ThefolkofCalenardhon speak Westron. or CommonSpeech. amannish
language descended from the Adiinaic but much softened by long inter-
mingling with Elvish tongues. Few of Calenardhon’s pracitical farmers
make any effort 10 learn or use Quenya or Sindarin, though they do sing
songs in both those languages; there are lore masters down South in Gon-
dor, far away, who busy themselves with such obscure tongues, and if
anyone isinterested in learning okl and useless languages, hecanhike there
on his own two feet.

Writing and seribes #r¢imporiant, however — they keep track of the pro-
vinces's voluminous business. Countracts are written on vellum parchments
using Tengwar characters; accounts and messages are put down on a kind
of rough paper brought up from Gondor. Either brush orpen is employed.

Mosi of the folk of Calenardhon, though happy, are virtually illiteratc
and can recognize only the simplest words and numbers, (those they might
need for uncomplicated transactions. For this rcason, scribes are often
cmployed (o read and write contracts; to simplify maiters, a great deal of
business is conducted on the basis of personal agreements (“verbal con-
tracts”, if you will},

5.6 RELIGION AND THE CALENDAR

The King’s Reckoning is used in Calenardhon to keep track of the days,
momhs and years. The names of the months are Narvinyé, Nénimé,
Silimé, Viresse, Lotessé, Nari¢, Cermi¢. Urimé, Yavannié, Narquelié,
Hisime. and Ringare. All but two months are 30days long. Therearethree
intercalary days placed outstde (the mont hs as follows: Yestaré, the first day
of the ¥ear: Loendé. Midsummer®s Day; and Metiarc, the last day of the
year. These three days are holy daysand holidays. The namesofthe days of
the week are Elenya, Anarya. Isilya, Aldéa, Menelya, Edrenya, and
Valanya; they are named, respectively, after thc Stars, the Sun. the Moon,
the White Tree, the lHeavens, the Sea, and (he Valar (or the Powers). The
names of the seasous are Tuilé (spring); Lairé (summer): Ydvié and Quellé
are roughly equivalent to autumn; and Hrivé and Coiré correspond (o
winter,

Like all the Faithful, the people of Calenardhon worship Eru lluvatar.
the father of the worid, who by his thought has made all things that are;
theyv revere the Valar also, but they do not worship them. The faith of
Calenardhrons is a quiet, living faith, Certain days of the year are sacred;
Eruisworshipped with garlands of tlowers a1 the Erukyermé: (beginning of
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the springtime); with fruits and quiet songs at the midsummer festival ol
Erulaitalé; and after the harvest with an offering of grain at the Eruhantalé.
The first and last days of the year arc also holy days.

At allofthesecelebrations,Eru, alivinggod whosethought 1s mamtest in
allthat forms part of the world, is worshipped out of doors. Peopledressin
white (garlanded sometimes \vith flowers) and walk in serene silence 10 a
place of greal natural beauty to observe, conlemplate, and celebrate the
delight of Eru’sworld and theirownplacein it. A daily observance is made,
usually on an individual basis, in much the same way during the twilight
periods of ménuial (Just before sunm'se) and aduial (al the first sign of
starlight).

The faith of Calenardhrons. and of afl Gondorn'ans who do not suffer
from an excess of pride, is one of the things that sets them apart from all
lesser men; some say il is the source of the clear light like that of (he siars
that sparkles in their eyes.

5.61 PILGRIMAGES

Like all the Diinedain who have escaped the wreck of Niimenor, the folk
of Calenardhon have always considered themselves 10 be an exiled people.
Because (hey live sueh a long way from the coast, now and then an over-
whelminglongingto look on the seascizesthem. andat suchtimes, they set
out on a pilgrimage to the Southern Provinces. People also go onorganized
pilgrimages in groups; the White Tree at Minas Anoris a favored destina-
tion. A irip South is accounted wasled in some basic way, if it docs not in-
clude atleasta visit to the shore. The sea-longing is hard (o overcome. Some
Caenardhon travelers are content merely 10 see the surge of the waves;
others seek a hit of voyaging or tishing. @thers never comehome tothe wide
green land beyond the moumtains, for the sea-longing has claimed them.

5.7 ARCHITECTURE

Themen of Calenardhon love to build with stone; trees are especially
scarce in the meadow lands, where they have 10 be planted and carefully
nurtured for years; so folk fell them to build houscs only when no other
building material is available. The marbie and limesione they quarry in the
mountains are superb. Calenardhrons build substantial houses with
scparale bedrooms and kitchens; an intesior courty-ard is Lhe center of the
home. Villages were built lirst in the Easifold, which grew 10 be fairly
poPulous; there where a happy conjunction of trading opperiunities and
agriculiure comtbined with the protection of fered by anearby foriress, and
some villages blossomed into tovns. One, Calmiri€, bec:ame a city.

5.8 THE CHIEF TOWNS

There are four chief (owns in Calenardhon: Calmiri¢, Dunlostir,
Onodrith, and Tir-Anduin. Calmirié, which means “green jewel,” is the
principal town of the Eastfold and the administrative capital of ihe entire
province. Many important business ncgotiations and manufacturing ac-
livities take place there, and the citizens of Caimirié take pride in being
more sephisticated than the rest of the province. Dunlostir (“western for-
tress™) is a furning community. Grain is the principal crop. bul cattle arc
also raised. Successful farmers, the folk of Dunlostir are friendly, hard-
working, and {according 10 the people of Calmiri€) a bit provincial and
dull.

The town of Onodrith sprang up near the fort that stands guard over the
fords of the River Onodlo.Small flat-bottomedboatsnavigate the Onedlo
below this point: most of Calenardhon’s grayn and agreat deal of raw wool
goes down the river on these sturdy vessels. Tir-Andur'n originated as a wild
frontier 1own at the South Undeeps: though it grew insize, it never has
become completely civilized. It is an imporiant trading center for all the
goods coming down the Anduin, a great deal of which are shipped else-
where from this point. Most of the irade coming out of Rhovanion passes
through Tir-Anduln as weli.

5.81 CALMIRIE

Calmiriéisthe principaltown of the Eastfold.and, under Gondoi’s rule,
of alt Calenardhon. A beautiful but small city. itisfocatedon a low hiilon
the north sideofthe mouth ofagreat round bay enciosed by thesteep flanks
of the White Mountains, This circular valley is the principal collection
point fortheherds of cattle thataredriven from Calmirié down toQOsgiliath
and the southern privinces. Many of Caltnirié’s folk participatein thecallle
trade as dealers or drovcrs: some have become rich. The town is aiso
preeminent in the corn (rade: about a third of the total tonnagce shipped is
sent down overiand on wagons; the other two-thirds go down the Onodlo
on river boats. The merchants and corn-tactorsof Calmirié tightty control
this trade.

Calmiri¢ is also « principal stopping-eff peint fer travelcrs headed (e or
ceming up from Gondor. The (ravelers and merchants supporl many inns
of varying quality.



The foriress of Calmirié is perched up on an eminence of marble several
hundred feet above the town. The Great West Road, which is three miles
away,can bescannedfromthis height. The fortress has marble walls twenty
feet high protected by turrets and battlements. A steep path leads up to it
from the town,

As arule, travelers arc greeted by runners outside the gates of the town.
The porial itself isinthe shape of a white marblearch surmounted by a cun-
ning likeness of the Irensaga (whose snow-tipped peak can be seen rising
through the clear blue air above the fortress). For a fee the runners greeting
travelers extol the virtues of various inns.

Upon admittance by the guard (three soldiers and a sergeant) one pro-
ceceds up a long avenue lined with fountains and walled on each side by tte
dwellings of the richest merchants (whose households are thus well-
positioned to make the best of any business that comes into town). The
avenue of fountains — along which each [lixture is seemingly more
beautiful than the last — continues up a stight hill so that the fountains,
seen fromthe gates of thetown, appear to extendinonelonguntroken pro-
gression to the central market square. The large fountain in the middle of
the market wellsup out of a eentral pillar of black stone; asone approaches
it dissolves through the mist into alikeness of the Dwimorberg, a haunted
moumain. Waler cascades down the sides of the fountain in many bright
sparkling streams.

The weaver’s quarter, which stands beside this magnificent central foun-
tain, climbs the flanks of the mountain toward the fortress. Put simply,
wool goes up and cloth comes down. Thetrade in wool and finished cloth
takes placeinsidethecity. Cattlemerchantshaggle witheachother and with
hireddroversboth in the market place and inthe various inns and taverns
around the great square; however no herds of cattle are allowed within the
city walls.

The municipal granary. which stands near the central square, is of con-
siderablesize; the nature of the trade in corn, however, requires merchants
to control it while it moves. The merchants pay the growers and are
themselves paid when the King’s granaries in Gondor reccive the grain.

The avenue of wainwrights leads out from the central square along the
baseof the mountain; this road passes through a grove of good timber just
outside the city.

Calmirié¢ is built primarily of local limestone quarried in a mountain
valley several miles away. To reach the quarries, one goes out along the
avenue of wainwrights, passes the unguarded city gate there. and then con-
tinues through the hardwood forests which stand on the tlanks of the
mountain. The road, which is cobbled, follows the contours of the moun-
tain, and is nowhere steep; it rises slightly as it approaches the narrow
mouth of the valley. A good sized stream, the Whitetlood issues from the
mouth of the valley and tumbles through the forests to the plain belowina
series of poolsand waterfalls. Asonenears themouth of the valley, a persis-
tent rumbling fills the air; this thundering emanates from the flour mill, set
far back in the valley where the Whiteflood has been dammed.

Toenter the valley, one passes through adefile, just wideenough for the
road and the stream, and alter that the valley widens out considerable. The
quarries arelocated in cliffs to the right. The stone is split out the cliffs in
blocks and slabs with wooden wedges. The local flour mill, a large
limestone building half a mile away, fills the entire valley with its
reverberating clatter.

The 1own's water supply is carried down to the fountains by an
underground aqueduct. The fortress, on a higher elevation, has its own
spring.

Marbleused primanly for decoration is quarried on the other side of the
town beyond the fortress (where several large outcroppings stand) at no
greatdistancefromthetown. Thedeposits arenot, however of such fiineap-
pearancethat theyhaveanycommerical importance beyond the confinesof
the province.

The wainwrights of Calmirié busy themselves building strong wagons to
transport grain and cloth to Gondor. These wagons are sometimes driven
downto Gondor fully-loaded andthensold; they bring agood price and are
well-known for their sturdiness. Alternatively, the wagons may return
laden down with a cargo of salt. dye-stuffs, or bow staves.

The King’s Armory in Calenardhon, located within the fortress of
Calmiri¢, manufactures longbows and composite bows; the bows are of -
fered for sale locally, and the remainder are shipped down to Gondor.

The women of Calmirié arc well-known for their embroidery; their
tapestries commonly dcpict forest scenes and mountain views. The colorcd
yarn used in these tapestries is dyed in the town. Some of the dye-stuffs are
imported from Gondor; others come out of the Rhovanion. One or two of
the colors, especially a good rich green, are derived from local materials.
The production of woolen cloth, a cottage industry throughout the
Eastfold, is centralized in Calmirié¢; looms are also constructed there,
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Women control the trade in !inished cloth, embroidery, and tapestries.
They also own several of the town’s best inns. They areexpected to marry
and bear children, but no laws require them to do so.

5.811 DIET

The people of Calmirié enjoy an excellent, plentiful supply of a wide
variety of raw foods. from which they prepare simple buttasty dishes. They
eat well but not ostematiously and use the abundant supply of “raw
materials” to create foods that nourish the body and sustain the mind.

Small dinner parties in Calmirié are quite rare, Generally, the entire
household cats together in the dining hall at several tables. Food is carried
10 the tables on big metal platters and eaten [rom shallow metal or pottery
bowls. Spoonsof different sizes and knives, together with one’s fingers, are
the principal eating utensils. Forks arc unknown at the table; large two-
tined forks, however, arc usedin the kitchen. Wheat bread is served at every
meal. Oat cakes baked in ashes. served with honey, are popular at
breakfast, asisa heiled porridge made fromoats, Porn'dge is usually served
with cream and honey. Buring the winter, mulled cider, wine, and ale are
served as hol beverages.

5.812 FAIRS AN MARKET DAYS

l:lenya and Menelya are the two chief market days each week; many pee-
ple come from the surrounding countryside to sell their produce and pur-
chase whalt they need in of supplies. On other days, the market is less busy
but hardly vacant; some trade. especially in wild meats, poultry, and
cream, is conducted on a daily basis. Shops that sell agricultural im-
plemenits. rope, and harness are also open daily. A weapon shopand ar-
mory stands along the path to the fort; huriting spears, tucks, bows, and ar-
rows can be purchased intown. On market days the townis bright and lively
through the morning hours untit mid-afternoon; during fairs, however, the
entire town is filled with a lively hubbub all week long.

The Wool Fair

Shepherds — mostly from the Emnets and the Wold — bring in large
quantities of raw unwashed wool. Most of the bales are purchased locally
for fabrication itito cloth or colored yarn, while the remainder is exported
in an unfiinished state. A great deal of unfinished wool goes down the Ent-
wash on flat-bottomed boats. Cloth merchants from the southern pro-
vinces attend the wool fair; they buy bolts of cloth, embroidered blankets,
yarn, and tapestries. Cloth merchants bring women’s c¢lothing from
Osgiliath; dye merchants also attend the fair, and there is a lively trade in
pot-herbs, healing herbs. and spices. Trading takes place entirely within the
town, filling not just the central market squarebut also the avenue of foun-
tains. Light crisp cakes baked with honey and covered with pulled cream arc
baked especially for this fair and delightedly consumed. Shepherds camp
outside the town, amusing themselves with drinking bouts, musical com-
petitions and barbeques. They also stage butling contests between prize
rams.
The Hurse Fair

Held outside the town at the peak of midsummer, the Horse Fair at
Calmiri¢ is a wild and rollicking occasion that features contests for out-
standing archers. beer-drinking contests. and a daily horse race. Horse
trading takes place between private parties and at all hours of the day and
night in many odd locations; agents for the King’s cavalry arc among the
chief purchasers. Harness, tack. and agricultural implements are bought
and sold at this fair. Ar this time also contracts for the future sate of grain
arc often emered into between farmers and grain merchants. Asp-hunting
parties arc organized. All the inns are full and many people camp outside
the town. People come from all over Calenardhon and from as far away as
Minas Anor and Osgiliath to attend the Horse Fair: it is great fun.

Thereis a horserace every evening around five o’clock: the entry fec of
two gold pieces isused for prize money: half of it goes to the winner of the
bigrace at theendof the fair. Held intheplainbelowthe town, a horserace
from a village two miles away back (o the gates of the town (crossing two
streams)is the high point ofeach day. Asmany as fiftyto cightyhorses may
be entered in cach race. Mares are raced (in seperate classcs) on the
penultimate day of the fair. Horses who have placed well (Ist through 8th
positions) during the first tive days of racing arc invited to compete in the
big race on the last day of the fair; prize money put upbythe inn-keepers of
Caimirié, whoeasily make it up by charging higher prices during the fair,
makes the winner a wealthy man. This added prize varies from year to year
but is never less than 100 gold pieces. Asa prelude o the big even, a cart
race for the farmers is held. The whole town turns out for the big race, and
there is heavy betling on the side. Owners often ride their own horses.



Archery butts aresiluated on the east side of Calmirié, Thestandingar-
chers shoot atwandsthe tirst threedaysand then at (argets. The distance in-
creases daily, beginning at thirty yards and increasing to eighty; shooling is
done in groups of six. Only the winners advance to the next day’s competi-
tion. Theyarc allowed one arrow on the first day, two on the second, three
on the third, and so on; on the last day of the fair they shoot six arrows. In
the mounted contest. archcrs canter slowly down the firing lineand shoot at
each target in turn. The winner of the final contest in eachcategoryreceives
a silver horn, ten peacock-feathered arrows in a jeweled suiver,and a

blanket specially embroidered by the ladies of thetown, along with half the
totafentrance fees {onegold perman)as prize money (this usually amounts

to around 100-150 gold, for the men of Calenardhon love to try their
shooting against their fellows), The rest of the prize money is divided
equally between the men who compete in the last round.

The Cattle Fair

In contrast to the Horse Fair, the cattle fair is businesslike and quiet,
lasting about threeweeks each autumn. Prices vary little frem year to year,
so speculation is unusual. Farmers drive their cattle into the great meadow
below the town and sell the cattle to each otherand (o caltle merchants, who
thenarrangeto have the herds driven down to Gondor. A large herd is pur-
chased annually by the King’s men for the Navy and the Army and scnt
away south in several installments. Smaller herds purchased for resale in
the southlands set out every day; they vary in size from 100-39® animals.
The ronte is not especially hazardous, and delays are uncommon.

Large quantities of grain change handsat this fairalso; but unlike the sale
of cattie(which are physically present in the meadow below Calmirié) sales
of grain are made contingent on delivery to boat landings on the Entwash.
The farmers are paid, however, in Calmirié.

Wagonsand otheragriculturalequipment — plows, scythes, whetstones,
(ails. buckets, chains, harness, rope, cooking pols, cheese molds, jars and
cider presses, to name only a few items — are also offered for sale at this
fair. Many farmers bring their wives ifnto town: the women purchase
combs, bolis of woolen cloth or strips of embroidery, and buttermolds.

5.82 DUNLOSTIR

Dunlostir is built out in the middle of the Westfold about 48 miles from
the mountains. As one approaehes Dunlostir it looks at first like a dark
sreenisland rising from asea of earth; then oncsees the gleam of its marble
buildings and its granaries shining through the avenues and groves ot trees
that have been planted all around the city.

Originally a village, Dunlostirdid not achieve anysize orimportance un-
til the use of steel-tipped plows tamed the grasslands and brought many
farmers (o the rich lands of the Westfold. Then Dunlostir was built to
satisfy thelonging ofthe pesple for the groves of trees they love: dwellings
are wellspaced, and trees have been planted everywhere. The entire district
is sort of an extended suburb. The folk of Dunlostirarc farmers forthelove
of it; the richness of the deep black soil assures them that their toil is never
plagued by fear of failure or the need to entcr into exorbitanm debt.

Thepeople of Bunlostir take great delight in playing musical instruments
and singing songs; they love to hear their neighbors making music. Their
favorite instrument, the haemhawan, similar in sound to the bassoon, is
made from wild cattle horn; it hasa deep rich tone. Many traditional songs
are sung by groups of men and women at the ncw year festival.

There are many granaries and .threshing floors in Dunlostir. The
granaries, built of white marble, can be seen from: a great distance. They
have red terra-cotta roof's and are scattered throughout the city to heip pre-
vent troublesome infestations of mice and rats.

Thewomen of Dunlostir keep catsfor thesamereason. Brewingbeer and
baking arctwo protessions womenare famous for. They aresuperb at both
endeavors. Dunlostir beeris renowned as far away as Osgiliath.

Riding out through the ficlds and meadows to go hawking is a principal
amusement; womencarry lightweight crossbows on these excursions. The
children of Duntostir use crossbows to hunt rats.

Waitcr is raised from deep marble-lined wells. Rain water is collected in
stone cislerns to supplement the water supply of the town.

The nearest sizeable fort {on the Great West Road). is twenty-five miles
away; Dunlostir has noreal strategic value, and it is not on the main road.
Most visitors are corn merchants; cloth merchants come too, after the wool
fairin Calmiri¢. Thesmall garrison in the town (18-30 men and a captain) is
supported entirely by local levies and acts like a force of constables.

The women of Dunlostir arc often very beautiful, although this is a fact
known to fewoutside oftown — the women rarcly travel. In fact theytend
toremainindoors. Dunlostirwomen havelong dark hair and eyes as blue as
spring sky in Calenardhon.
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5.83 ONODRITII

Onodrith is built a little bit downstream from the fords of the Onodlo,
where the river gathers inits channel onceagain. Thereare housesand land-
ings en both sides of the river, and depots where grain, wool, and hides arc
stored. The real life of the town, however, (akes place on the river itself.
Many people just live on their boats. Canocs dart hereand there across the
river, for watermen are tond of visiting, picnicking and fishing. They live
on their boats because they like doing so, and they loveabove ali things the
river. the sweet, gently-flowing ®nodlo, whose watersdo not fail and rarely
flood.

The river has cut its way through topsoil to the bedrock; its banks are
four or five fect high. Many trees line theriverbanks, and those trees, com-
bined with the high banks, combined to give a feeling that life on the water
is serenely shut off from the world.

In depotson the river banks grain is loaded into sacks. Stone stairslead
down to wharves. Empty sacks arc often return cargo on boats coming up
from Osgiliath. Many of the dwcllings on the river banks in Onodrith are
made of wood; building stone must be carried from the White Mountainsin
carts and is more expensivc than timber, which is carried overland by ox-
cart from the forests on the lower slopes of the White Mountains. Willow
trees and sycamores that grow along the river are not suitable for building
houses; boats are usually constructed of larch wood imported from the
mountains.

For about three miles below town, theriver. flowing over rock ledges, is
wide and lazy. After that it doesnarrow and deepen. Grain is carried down
the Onodlo until the winter icc makes the (rip impossible; traffic is resumed
in the spring. In mild years travel goes on all year.

A great deal of grain is carried down to Osgiliath on flat-botiomed plank
boats 30-35 feet long and about six toeight feet wide. The prowsare blunt to
make it easter to get the boats offa mudbank: sternsare high and roundcd,
with a big curved poop totake the sweep. A (ent can beset up in thestern for
protection from the weather, though some boats arecquipped with wooden
cabins. Two men can pole a boat upstream if there is no cargo. which is
often the case; it takcs two more to pole the boats upstream when they are
loaded. Grain or wool is poled down to the Anduin; oncein the great river it
is easy to loat down to Osgiliath. Sweeps and oars are used to propel the
hoats back up to the conflucnce with the Onodlo; from there the boats arc
poled upstrcam. Qars are rcquired here and there where the river is swifl.
TheKing, by dredging. keeps one channel of the Onodlo clear through the
fens.

The trip down the Onodlo to the Anduin usually takes a week or ten days;
trom there, two days and nights brings one to Osgiliath. The return trip re-
quires about three weeks. Boats will carry passengers for a small teeif there
is room; often the boatman’s family takes up all ot the passenger space.
Boats commonly carry a red ruining lamp on thie stern going dewn and two
green lampson the return trip. Theselamps can be seen from the grasslands
above the banks of theriver at night.

5.84 TIR-ANDUIN

Tir-Anduinstraddles theSouth Undceps. Located on amajor East-West
trading route at the principal crossing of the Anduin, Tir-Anduin is a wild
and unruly town; diverse peoplesmeet and mingle on the outskirts of the
city to trade. The big stone fortress overlooking the river crossings is about
four miles away to the South, where the last bleak hills of the Emyn Muil
come down to the river, Tir-Anduin has a considerable garrison of ils own;
the soldiers, however, do not patrol the Rhovanian side ot the river.

Tir-Anduin is actually two towns rolled into one: on the west bank of the
river stand the big stonehousesandtrading depots of themerchants. Onthe
cast bank is a sprawling. brawling tent city inhabited by wild and half-wild
barbarians and nomads who have often come long distances to trade their
goods and buy Gondorian products. The tent city is an cnormous (rading
bazaar in which almost anything can be sold or purchased. There is a con-
siderable trade in amber and in amber jewelry brought in from the Sea of
Rhiin. Green asp glands command a respectable price. There are many
weapons shops; steel weapons and armor can be purchased here.

Tavernsand inns, usually of a low guality, abound. Youcan getanything
in Tir-Anduin — for a price — but what you usually get is trouble. Here,
trading caravans are organized for the journey out East through Rho-
vanion to the Sea of Rhiin. Traders bound South into Gondor have three
choiccs: they can trek overland through Calenardhon until they link up
with the Greal West Road; they can go down the @nodlo on boats after a
twoday journey through The Wold; or they can continue down the Anduin,
portaging around the falls at Rauros.



5.9 TRANSPORTATION

Like the folk of Nirticnor before their heasts turned 10 the Sea, the peo-
ple dwelling in green Calenardhon 1ake delight in riding horses. Oxen are
the main beasts ofburden and draw plows and wagoas; horsesarereserved
for personal transportation. Lack of meial springs has hindered 1he
developmeni of comfortable cairiages. but goods arc iransported overlard
in four-wheeled wagons drawn by teams of oxcn. In addition to the traffic
overland, a great deal of grain and wool is sent down the Onodloon fat-
bottomed boats.

591 THE GREAT WEST ROAD

The Great West Road traverses the icngth of Calenardhon from the
Fords of Isen 10 the Mering Siream. skirting the Whitc Mountains aml
avoiding, wherever possible, the foothills. In Calenardhon, the roadiscob-
bled; trees have been planied on both sidesofthe road 10 shadcthetravelers
and 10 beautify the way. Oak and beech are the principal shadeirees. They
grow (o enormous sizes. Between these lasger irees the King has ordered
fruit irees of different kinds and flowering irees and shrubs 10 be planied,
so thai travcllers might look on their blossoming and (ind the way less
wearying, and so thal there might be refreshment near at hand. A wide sirip
of grassland (4 mile)hasbeenlefton each side of the road so that travelers
might easily find pasiture for their horses and oxen. Groves of trees have
been planted near the road at long intervals 10 shelter any iravelers who
might wish to camp outdoors.

Inus along the road are of iwo kinds: smallinns rin by farmers as part of
their household. and larger, more commercial establishments. usually
found in villages. All are friendly, hospitable places 10 stop for a night, or
forseveral nighis, and there are enough of them along the road thar — ex-
cept at cerlain seasons of the year (for example, just before and afier oneof
thebig fairs in Calmiri€} —atlhiravellers whowishiodosomaybeddownin-
doors. The lasger inns are posting stations for the King's couriess; one can
often find a change of horses there.

The forts that keep the iraffic safe arc spaced so thai there is always a1
least a small garrison of soldi'ers within half a dozen miles of any point on
theroad. TheKing'smenalsoride Zlong the road in pairs, assisting travelers
asneed be. These men wear alivery ol green and silver. Thereis alarger gar-
rison of at least 50-100 men in a stonc fort every fifty 10 sixty miles. The big
foris always have a village and an inn or 1wo nearby.

$.92 OTHER ROADS

The Greal Wesi Road is generally cobbled; other roads are not, excepl
for short distances whese the ground is boggy. Catenardhon’s other prin-
cipal road teads from the South Undeeps (0 the fords of thc Onodlo: and
from there it meets the Great West Road where the road crosses the
Snowbourn. Asideroad, little used except by local irafticandcarterscarrs-
ing grain, goes through the middle of the Westfold to Dunlostir and con-
mtues on to the Great West Road, linking up with it near Aglarond. All
kinds of sirange people from far away lands could iravel the Grear West
Road and on the North Road thai leads up 10 Tir-Anduin,
5.93 CARTS AND WACONS

Carts and wagons, many of which are made in Calmiriég, arc pulled by
oxen and used to transport grain, wool, hides and other overland freight.
People rarely travel in the wagons; the ride is rough and jolting. Carters
usually walk beside heir carts or wagons. (On fong journeys. they sleep
underneath them.

5.94 RIVER TRAFFIC @NTHE ONODLQ

I is relatively easy 10 book passage on a river boatl bound 1o or from
Osgiliath, One can also travel down-river by canoe. Travelingon the river s
pleasant. except where it passes through the tens. The pricc of a passage
varies with the season, although it is usually one silver piece for the trip
downstream, and two lror the return trip, unless the passenger is willing 1o
row and polc¢ (in which case he might ride for nothing). Above the towh of
Onodrith the Onodlois navigable by ¢anve all the way to Fangorn l-orest
excepl during very dry seasons.
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6.0 THE FORTRESSES OF
CALENARDHON

There are three principal foriresses in Calenardhon: a1 Orthanc,
Aglarond (the Hornburg), and Calmiri¢. Orthanc has a long history going
back 10 the middle ot the Second Age, when the Ntimenoreans built the
citadel of Angrenost (Iscngard)in thecauldron of an extinet voleano to pro-
tect Eriador frominvasion by Sauron’s forces. Aglarond on the other hand
was built by the men of Gondor at the beginning of the Third Age afierthe
War of the Last Alliance to secure a weak point in their western frontier a1
the Gap of Calenardhon. The King’s fortress in Calmirie, built sometime
around 1.A. 450, futictioned principally asan adminisirativecenter for the
enlire provinge.

6.1 ORTHANC AND ANGRENOST

At the end of the First Age, more than a century after the defeat of Elves
and Mcn by the forces of Morgoth at the Nirnaeth Arnoediad (1he Batile of
Unnumbcred Tears), the Host of Valinor came out of the Wesi to assail
Morgoth in his fortress of Thangorodrim in Angband. Of all men, only the
Edain joined the Vanyar and ihe Noldor {Elves of Valinor) as the “Glorious
Host1” marched through Beleriand. The earth itself shook and was rent
asunder as the armies clashed. Morgoth’s forces were confounded: in
despair. Morgoth sent forth for the first time his cruel winged dragons.
Earendil did batite with the greatest of the monsters: Ancaiagon the Black,
and slew him. Mortally wounded, the falling dragon crushed the huge
1owers of Thangorodrim. Morgoth sued for merey, bui the Valar thrust
him through the Doorof Night. into the Timeless Void beyond the Walls of
the Worid. The Valar pardoned the Elves of Middle-earth and allowed
them 1o return to Valinor, if they desired 1o go there. The Guardians
rewarded the Edain for their courage in the Warof Wrath by giving theman
island realm. NiUtmenor, which they' raised out of the sea between Middle-
earth and the Undying Lands.



Unfortunaiely, many of Morgoth's evil scrvants survived the Wrath of’
the Valar, and remained obedient to Morgoth's will, which concenirated
and cmployed the powers of Terror artd Hate. The chicf of thesc surviving
evil servanis was Sauron. Sauron did not suc for pardon in Aman, as
Eonwé, the Herald of the Valar, required him 1o do; instead, he hid himself
in Middle-earth, and at lasi choseMorder for his permanetit abode. There,
behind the Ephel Duath (Moumiains of Shadow). Sauron raised the Dark
Tower, Barad-diir, from whence his servanis issucd (orth 10 assert his
dominion over the men remaining in Middle-¢arth.

Because they would not yield 1o hin despite his many blandishments,
Sauron purposcd to desiroy the Elves or at least 10 drive thesn from the
shores of Middlecarih. Long did he gather evil forces in Mordor: then,
bolsiered by the power of the One Ring he had forged in Orodrain,hecame
up through the Gap of Calenardhon with a great host10o assail the Elves in
Eregion, and there triumphed over Celebrimbor, stavmg him, and captur-
img the sixieen lesser rings. Viciorious, Sauron then drove Elrond half-
Elven northward before the armies of Mordor and pushed onward into
Eriador. Gil-Gatad, whose Elvish forces were few in number, fell back.
Sauron then conirolled almosi all of Eriador and named himself “Lord of
the Earih.” The Elves were utierly defcated.

Then help came 10 the Elves from Niimenor. Tar-Minastir the King sent
oul the great fleer and an army ol the Dunedain. They landed at the Grey
Havens and alter linking up wit h the Elves under Gil-Cialad, pushed Sauron
back bevond the Misty Moutiiains. To prevent future invasion ol Eriador
by the forces of evil, the Nuimenoreans built the citidel of Angrenost under
the arms of Methedras, the 1.as1 eak of the Misty Mountains.

Sauron, who feared the power of Niimenor, drew back, and did not
openly oppose the Dunedainal Angrenost, at Pelargir (built S.A. 2350), or
at Umbar (foriified S.A. 2280). The power of the Diincdain increased; over
cenlurics their kings grew proud and cruel and they cxacted exhorbitant
tribute (rom the lesser men of Middle-earth. The citladel of Angrenost in
those vearsiook on the aspect of an inland colony. The peohle there were
traditionally fricndly with the Eives. From Angrenost the Nimenoreansex-
eried their pewer over a wide, but sparsely popuialed. territory on both
sides of the River Isen down 10 the Sea: they controllcd mosi of whai was
later Calenardhon up to the West bank of the Onodlo (R. Enwwash), and
somc ol the old Elvish domain ol Eregion on the Eas) bank of the
Greyflood.

A1 last the Nimenorean Kig Ar-Pharazén scm a vast host against
Sauron, and the Dark [.ord. secing thal he could not hope 10 con&uer the
Dunedain by foree ofartns, submined to the King, and was taken back 10
Nimenor a prisoner, Over many years, through deception and malicious
cunning, Sauron gradually corruptex! the King; until the Lhinedain forsook
their old zilegianceto the Elves and spoke out against the Valar. Overcome
by pride, the Nimenoreanseraiscd u great fleet 10 invade the Undying
Lands. The Valar laid down lhci'r-Guardianship of Middle-carth, and Eru
Himsell caused the sca ta open :nd swallow all of Nuimenor. The flect of
Ar-Pharazon was uiterly destroyed in the calaclysm. ‘Thus the: Downtall of
the Numenoreans was Sauron's most guilefnl trimnph.

Most ofthe garrison of Angrenost hid sailed away witl the flect that in-
vaded the Undying Lands; those who were leti accepted the lordship of
Elendil, who had survived the downtall, and ot his heirs. Under Gondor,
Angrenost became the chiel communications link beiween the Northern
Realm of Arnor and the Southern Kingdom. The Gondorians then carved
the pinnacle of Orthanc our of a volcanic plug of natural black lacn, the re-
mainder of the core. In the ¢ener of the citadel they housed onc of the
puleniire, or sceing stones. they had brought swith them fromoverihesea.

Aflter Sauron's overthrow by Gil-Galad and Elendit m the War of 1he
Last Alliance, the stralegic value of Angrenost and Orthance diminished
because thecitadel was onthewrongsideofthe River Isen; themenol Gon-
dor buili another foriress ai the Aglarond 10 protect the western frontier oy
Calenardhon, which exiended 1o the River Isen. The palaniir a1 Orthanc
was used (or asironomical research as well as (or communicalions; a gar-
rison sufficicm 10 guard it and 10 hold the gates of the fortress was
quariercd inthechambers of the ring-wall. Thisgarnson also helpedtopro-
tect the Fords of Isen.

6.11 GENERAL DESCRIPTHON OF ANGRENOST
{(ISENGARD) AND ORTHANC

The ciladel of Angrenosi was buili by the Numenoreans in a shellered
valley a1 the southern limits of the Misty Mountains. Its main purpose,
originally, was 10 defend the Gap of Calcnardhon and the Fords of Isen
against attacks by Sauron’s Yorces, An enormous Fortification, Angrenost
wasdesigned 10 be enurely self-sulficicnt {so that it could withstand a siege
of indefiniie duration unsupporied by any relieving (orce). Under
Numenor's control, it took on some of the characteristics ol a colonial eity.

The garrison was so big and 1he foriress so well-construcied. that Sauron
did noi challenge its power direcily umil after the Downfall.

Carved of durk volcanic stone, the outer ring-wall was buill by
smool hing the rim of an extinci volcano. I encloses alevel plainonc mile in
diameler. Exacily in the center of this plain the men of Gondor raised the
imprcgnable tower of Orthanc.

6.12 THEOUTER WALLOF ANGREXNOST

Thering-wallismore than onc hundred feet high_ l1s ouier surface is sheer;
all cracks and (issures were (ifled in by the Numenoreaas. The 10p of the
wall is eighty fect wide; a level road runs around the circumference on top.
Therim of thewall. thousgh noi crenelaled, is raised imo alipaboul (ive (eel
above the surface of the road. sulficien 10 givethedefendersample protec-
tion. Embrasurcs occur it regular imerv-als; guard 1owers arc unnecessary
because a good-sized army can camp on top of the walls in the event of an
attack.

Delving direcily into the volcanic rock. the Namenoreans buill what
amounted 10 an entirecity within the base ofthevall. Therearequarters (or
an arnty therc, with many halls and chambers, as well as siables, armorics,
and smithies. A tunnel two hundred feet long and thirty five fect high was
cut through the ring-wall; this wnnel forms the solecommonly known en-
irance 10 the inerior plain,

6.13 THEGATES ANDTHE TUNNEL

Theiron gites of Aungrenost arc ponderous alfairs which protect the en-
trance tunncl, They have been wrought so cunningly that they turn easily on
their gigantic steel hinge posts. ‘There s a set ol thesc gates ai each end of the
mnel. Boih sets ol gates can be sealed shut by steel bars. Huge blocks of
stone sel into the tunnel’s roof can be dropped on any invaders who man-
aged 10 penetrate the front gates.

Thecxterior gates are protccted by huge watch 1owers a hundred (et ingh
hewn out ofthe rock of the ring-wall. They arcseamed with many narrow.
embrasures through which defensive weapons may be fircd. A secrel
passageway lined withmany traps leads ouv of the upper floorof each guard
1owerand cvemually connects up with the guard room. These passageways
arcmined in such a way thai they can collapse upon invaders with the pullof
alever,

I'wo massive steel poricull can be les down inside the wunnel, abowt 131y
feet on each side of 1he guard room. Airackers irapped beiween the 1wo
poriculli can be slain by arrows (ired through ecmbrasures. A winding siair
on the left sideol the wunnel (as one enters) lcads up io theguard room. The
euard room hils several embrasurcs that open into the 1unnel, a cooking
heurth thai also provides light and heat. and 1wo separaic storcrooms for
provisions.

Theimeriorgatesarc protccted by iraps within thetunnel. Assuming that
an cnemy might somehow have been able to force a passage shrough the ex-
letior gates, the tunncl, and the interior gates. hewould find that two small
fornficalions sct into the rock on el her side of the interior gales enable the
defenders to lirc inlo the rear of his atlacking troops as they press their
assauh. Behind iwo cart hworks, one fiftyvards rom the gate and one {ify
vards bevond that : large body of defenders can gather 10 slaughter the
wrapped invaders. To make certainof the conqug.  of theexterior fortifica-
tions, an autacker would then have had to subdue the detenders manning
the nany halls and chambers cul into the interior face of the wall; eight of
these chambers arc fortified sufficicntly well to make taking them no easy
maiter.

6.14 THE INTERIOR PLAIN

I'he ring-wall enciases a flat circular plain one mile in diameter. Unnl
Saruman’s eorruption by the Lord of Barad-dir (circa T.A. 285t), thein-
teriur blain of Angrenost is a pleasani and beautiful place. Groves of (ruil-
ful irees and green sueadows (or the pastining of sheep and catle abo&d.
A large spring-fed lake supplies the defenders with ample water: i is also
stocked with fish that can be used 10 (eed the defenders in the evemi of a
sicge. There are smaller springsand wellshereand therein the plain. Eight
roads radiale from the cemral tower 10 the (ortified barracks in the ring-
wall.

6.15 TiHE TOWER OF ORTHANC

ThenameOrthanc trinslates to “Mount Fang”in Elvishlanguages; byan
odd coincidence, it ineans “Cunning Device™ in the1onguclater used by the
ridersofthe Rohirrim. Thetoweritscif is impregnable and all but indestrue-
tiblc(cxcept by a a forceas powerful as the wrath of the Valar). Ents did all
they could to destroy it during the War of the Ring, casiing a terrible whirl-
wind of blocks of stone against it for hours, with litile effect. The
technology used to tentper and harden the rock of Orthanc was probably
also used 10 construce thewhite pillar and globe on the Cape of Umbar that
commiemorated Sauron’s defeat by Ar-Pharaz0n.



The tower of Orthanc stands more than five hundred feet high. Four
massive many-sided piers of biack rock jut up from of the plain; eaeh pier
endsin a*fang” of rock whoseedges arc assharp as a knife. The rock of the
tower appears glossy and wel; the substance is in fact black laen. an ex-
tremely hard, glassy volcanic rock. The tower narrows toward the top;
where the “fangs”began to thrust outward thereis asmall level space ontop
marked withsymbolsand runes of power. From this vaniage poim one can
look far out over the plain below, and beyond to the Fords of Isen.

A steep flight of 1wenty-seven sione steps leads up to the from door,
which is made of the same impen=trable stone as thc resi of the iower. The
door is on the eastern side of the tower, and is the only entry. Posed directly
abovethedoor is a balcony with arail; the door leading out to the balcony is
also made of black laen. Many small windows and embrasuresare cut into
the wallsofthe tower; theyprovide ventilationand et light inlo the interior.

The front door can be blocked. if necessary. by a huge slab of stone that
slides down from the ceiling of the entrance hall. The hallitself is vast and
cavernous; the domed ceiling rises more than 150 teet above the tloor. A
few windowsaresethigh upinthe walls. spaced evenly about the perimeter
of the hall are four stairways which run from this level up the cemers of the
four great piers, all the way to the high piatform. Thirty feetabove the floor
of the hail a balcony runs the perimeler, accessible via all four stairways. A
door letsof this balcony onto the exterior balcony over the frontdoor. Oniy
one man al a tlime can pass up the stairs, so five or ten guards could casity
hold |he upper levels of the tower against an army,

The upper levels contain armories, treasuries, and stores of grain and
other provisions. There are traps here and there, mostly on the stairs. The
1en highest levels arc devoted 10 an astronomical library. The palantir of
Orithanc issituated high in the tower, 1wo levels down from the roof.

6.16 THE PALANTIR OF ORTHANC
Tail ships und tall kings
Three titnes three
W hat broughi they from the foundered tand
Over the flowing sea?
Seven stars and seven stones
and one whiie tree.

The seven siones referred to in this ancient rhyme are the palamiri, or
“sceing stones.” The nameis Eivish and means “1hat which sees far away,”
The palantiri weregivento Elendi] by the Noldor as a token of friendship.
They were made in the First Age, perhaps by Fcanor himsell, and can be
uscd by persons with the proper extensive (ratning 0 gain knowledge ot far
away eventsandtimeslong past. Additionally, they have the powerofcom-
municating the “thought” of one user to another.

The palantit of Osgiliath, which is the master stone, van survevall of the
others at once; the lesser stones, being somewhatsmaller.are more limited
in their usefulne ss. The lesserpalantiri are set upat Minas Anor. Minas lthil
and Orthanc in Gondor; in Arnor, lhey are kept at Amon S{il, Anniiminas
(by the shores of Lake Nenuial), and on the shore of the seaat Elostirion.
They are closely guarded at all times and are kept shrouded by a special
cover when not in usc.

Undirected by a person of superior mental powers trained in their use, the
stones throw up a confusing weher of images and haphazard visions or
merely appear dark and blank. Though lhey can see through physical
obstacles such as walls or mountains, they cannotsee in the dark unless the
place surveyed s lighted in someway. Theydonot transmit sounds, but ecly
on pictonal images and the transmission of mental impressions between
users.

The palantir of Orihanc is a globe of dark crysialline material eight
inches indiamelter. It stands on alow circulartable built of blackmarbleon
the voleanic stone of the tower itself. This circular tablc is graven with a
map depicling the area of Middle-earth that falls within the stone’s range.
The palantircan “see’ aboul five hundred miles; beyondithatrange. the im-
ages are 100 small 10 be useful.

‘The palantir can be law{ully used only by the heirs of Elendil and their
duly authorized deputies. In Orthanc, it is the duty ot the commander of the
citadel 1o survey the stone at regular intervals (and also as circumstances
might dictaie), so that he may report to the King's ministers in Osgiliath
whai he has learned and what the situation is in the arca of his responsibil-
ity. Afier the fall of Minas Ithil in 2002, the Stewardsof Gondor. fcaring
that the Ithil stonc might have come under Sauron’s domination, refraincd
from using the other palantiri, and their existence became a secret hidden
for almosit a thousaund years, until the cnd of the Third Age.

ORTHANC

The impregnable 10wer of Orthanc, fashioned by the Numenorean exiles
of Gondor atthe end of the Secend Age, is onc of the greatest architectural
creations in all of Middle- earth. Ovcr five hundred feet in height, the pin-
naclc is hewn out of a black adamantine substance rarely found in such
quantity; and the arts hy which it was carved and shaped have since been
lost to allbutavery few. The rock of the 1ower, a volcanic nusieral known as
lgen. is absolutely black, and appears glossy and wel. In overall design. the
1owerofOrthancis four hugcconical piersof rock, fused together to forma
singlestructure. Only near the verytopdo the tipsofthe piers flareout, for-
ming four sharp and cruel spikes, stabbing upward into the heavens. After
this overall form was achieved, the designcrs of Orthane turned inward,
carving out the interior of thcmassas they saw fiit. Running up the height of
each of the picrs is a *service shaft’. which contains initscenter achimney,
and eitheroilel facilities or acistern network, depending which tower (two
of each). Winding around this shafi is a stairway, so that each spikehatia
spiraling stair running fromtop 1o bottom — but inmanycascsthestairsdo
not rununbroken; and the unwary intruder ¢ould quite come 10 a dead end
or possibly bypass levels, even the tloor which he seeks. There are myriad
windows cutthrough the wallsof Orthanc, allnarrow, but they areespecial-
ly so near the bottom, and grow wider in the upper rooms, as thcy arecom-
pletely inaccessible 10 attackers at that height. The windows are in deeply
cutl embrasures; most decp on the interior, with usually only small insets
from the outsidc. Interior lighting in addition 10 that provided by the
fireplaces is by many lamps of wrought iron with crystal faces, These are
cither mounted on the walls, as in the stairwells, halis. and some rooms, or
in groups suspended from theceiling. Thelamps burn very cleanly. and are
kept filled by the servants. Nearly all of the inside fixtures of the citadelare
olan iron alloy, absotutely black, and unrusting. Thatis notsay that there
are noi rich furnishings of fine fabrics and woods; quite the contrary, But
the ovcrall feeling one gets whilc inside mosf of the areas of the 1ower —
especially afier Saruman has madeit hisabode — is one of dark, hard sur-
faces. endless echoes, and winding shadowed passages and stairs.

All interior doors in Orthanc, unless otherwise notcd. are of palished
dark ik, hinged and bound with siraps of the same black. non-corroding
iron, and equipped with locks which are Hard (-10) 10 pick. All of these
doors are eight feet high at theapex of their gothic-arched top, and swing
into the room which they serve. Each of these locks is different. However,
there is one key, the Key of Orthane, which has vcry unusual propertes.
Not only is it the only key to the main door of the towcr, but it willacl as a
masler key, aperating any door in the tower. The mastcr of Orthanc tradi-
tionally wears this key around his neck at all umes. When Saruman con-
irolled Orthanc, he kepli the key himsell. The other keys are distributed 10
the servants and guards as needed.
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{Theplans of the upper levels of Orthanc are found on thecolorinsert in
the center of this module. In addition there is acolor cutaway view of the
tower on the insert. When using the cutawy. keep in mind that certain ar-
chiteciural elements of 1he tower have been abstracted or removed 10 make
areas morc accessible for viewing. The solid areas between each floor are
actually thicker than it appears in most cases; and correspondingly, theceil-
ings in many chambers are actualty lower.)
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GROLND 1 EVEL (Onc bedow eniry)
l. Guardroom. ¥ouar garnsonguards avc pusied 10 each ac all limie

2. fiuard yusriesx, Housing a total ol 48 guards, who manthe stzoomrinthree shilis perday, all
wuggered.
kKN Armocy. Stocked wich u vast array of regulur, ¢ 5, and some 1 10 weapons: short sveodsy,

daggers, composite bows, shiclds, and leather and vhain annor. The doort o thix roGm s of
the stone ofthe 1ower: lacn, tase In the wall next 101t 1s asquare metal plareviiths kevhole
1hey key siheld hy the capisin el the 2uard: picking rhe loch would be Exiremcly Hard -30)

4. Tuiler.

S Cisterns. Kept Tilled feom the ncatby lake by servams.

6. Fireplace. Smoke is vented out (¢ thochimney in theceitter of the pier

T Stairs. Spiraling srownd she service ceses, (here are four starrways, bu none of themn extend
unbroken {rom lop 1o bottom; thus making aceess to ab levels JFficull I'er those unaceus-
tomed Lothe layoul of Orshanc,



LEVFEL ONE
8.

Door_ The only{abiove erounddenn o Onihzte. 1l fages theeast i the lop ol wide Thiajn
ufiweary sevanxeeps, The <raies arcof the sume maenial as e ower. asud are Thaked by
nrnawe ratling ofironallos. Tl dour nsell i tashioned of laew. siands e tect high, iud is
leursocdes thick. 1 sweecinweid nnsiroitg hingess, nnd, imaddinon tod karecdeadbnbl bag
on fic intenor, tisegpbed wi itk whishcanonly beapened by theK ey ol O3nhand oris
Absurd 1-700 to mick. As an addmonal delense. a vae taot thick skl ot e stone can he
lasered aleag avigick josta few ntchasmsiderhe doos. which amally: seals 017 :he enivavis

The slahean he loweeed wa a cormierbabanve mvechanison . controtled by a kevor e smidh
ennrdpusia st aheve und Manking the door, The couderbatance can buadisonteted, nenmne
ihie Jisbinmn a dead weight ol <exeral ram

Entry hat. A cast chamber. sevency feet in dianietfer and overoane linndred and ity fect high,
Gaurdposts. Twao very small cooms. slighily clevincdaboyve the emiryw ay, withi very narrow
obscrvalion shis which laok upon che séait landing juse ontside the doas. one guard is posed
in cach ar all umes. The vicwing shitsar < praciically indisible from oulside.

. Key roum. A stenll chambet, thie wals o Fwhich are covered by irun fieis, cach with a rinie
s¥mbol {1he symhots being in acoded Form used onlyin Orthanc) averit. On The peesare hnne
the various keyvs to 1he chambers of Orihane. Thie door 1o 1his reom is lecked — Exiremely
Hacd (-30) to pick — the key held by the garrison ciplain

12, Waiting chanber. A cnenfonatile room. with 8 Gae Gienlar g it the cenier, Hew minor
dignnaricsand o1her Suests without special credenrials awain 1he convemence al themasier ol
the tower. Page work ‘ready ares. Here rwo of the cighi pages usually raaamed ac lengard ac
as doorwardsand are ready 10 anvwer vallers ta Onkance durnsge iegnlar operanion of e
tower, Other pages on dotvar enormally cngagedin message carryin g chores 1< Lhe Perimeser
nng. elsewhere in the lower, or to distanr areas,

13. Page quarters. The pages of Orihane shace these raams.

4, Stairs. Note that all Four sirwa,vs access onta this taael: bus therers a door separaliug cach
samacll from sh:e halk.

LEVEL TWO

15. Interivr balcony. Thirty [eet above tlve fnar Jeved a laen baleany with an oFrsitetron rail runs
thevircurnference, illowmgiccess tothebaleony above the doar, us well 3« Buest and sesvsnd
gaoarters,

A, Fateriar balcons . A small totguc of laen juis inn ol themde QMhetowerthirey Feerabuvethe
ltcum dove, This iv a small halcony, with an claboraie fron railing. Access 101 hik baloony iy ves
thic snncr walkway, througha ymall doarsay, atsu ol lavn, and swimg an st rang alley hinges
[Tus derar hasa laeh, inucecsaible from e outside,

17.  Guesi sutles. Quartcrs lor gueses of The tawer, These tounty, wiile pancled in e wouds iand
weltl turnished. are not eejual 10 1he elire rooms lound on fovet 7

1R, Servant rutuns. Hereresideihe cooks, maids, valets,eic. who serserhe guards and the guents
wsho siav onthis tewet.

1%, Dining reom. Setvirig the guesis nn this lesel,

26. Ritchen/pantry.

21, Ntoesge, Foc lingns, ety
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High Balcony /Mainithrary siacks. Thisupperbalcony, winh iisiron wlloy railing, als
aveess inlhe mam aagks of thedibicaty of Oryhani which cosor rtheourer wall area. Thegvil-
me ssdomed. and W The cemer isa ciceudar neiius, whivty leads viaashafi nptathe loor of the
rescurch room above. Theopenng s clased wttheop bva sheet of clear firansparent Yeac,
topics ol the bunks stored here inctude: extensive historiod. weslern danguages, hicraiuic,
baste chemmsnd talchiemtyal (eXis arein & sepatate room). physies.astionoety, molsorolo gy,
seology, musicand enganceen g lol the Miissenoreans at rheir peak), Otf of this balcony are
scveral reading cooms: smalierYibiarics. which houscmorespeciie colbettip,

Alchemy Jibrory. Conlainmg volimes on the wantous alchemical any, Many ol the lnmes
housed berean the Jater Third Age. altet Saruman’s occupation, were weftten hy the Wi
Wizard himself. Noterhal the siafewad in this pier does Aoz canngel o evel iwo; i unly joins
ievelc therer and four, Thus, onecansnot vel direcHy from the lower balcony wy the shis o,
The door leadung trom the main tihrnry to the Alcheinival library is kept kaehed. I is Ex-
tremely Hardl-30) 10 prek.

Langua ke lthrary. @tiec Samman’s occupation). Contains rexts ol languases in the vaslerie
reglons. Afl weillen or brought by Saruman from the Cast, Kepf locked, Viery Hard (201100
opcn-

Magicallibrary. Filled wnh notoiity heoksabour magic and Ihie ways of Esseace. Mutvolurmuy
conrainwng all ol the vommonly known spells inall theee realbnss: us well as o hook of spells
creaicd by Seruman: The stainway 1n this picr does nol convect 10 1his roain; insead i
bypasses Lhislevel us 1o were nooiere,audspimedson uptotesel Faor. 1he doar tathissuum
from (he batcony is lecked, Extcemeh Hard 1:30) w0 oben

General reading roem. Eleganily furnished with tmauy conforiabie chaics.

Map conm. Filled with tron 1acks of maps, chisrls and anlases, covering mest of Middle.eari v
Libradian's office.

Libearian's quariers. Comfortable, if not exrensieraoms far ihekeeper ofahel ihrarvo1Qr-
(Bate. nnd his assistani,

Mork ronm. Where the Eibrartan and his assistanl copy boaks. make angd redbaar hen

CEMEL B R

3n.

Researth Area. Used most exreatsavely by Saramien inthiscapaily; it was lo rmerly a meeilng
tanm. The rpom has many wood tabies, tmoat coveted with woruplex chemitaf apparaius and
camasters ol chem:cals. The rables are stained in many places. where ahateuly vrmsie
chenicals were spilled. Inthecenter of 1be toor asa vircuiar wrea w hich iy che upperupening of
the light shafl from the library betow, liiscloscd here by asheerofiransparen: laen, Mush
with the rest ol the Auac. e the reddish marble sirips of inlay avhich ron ueross the Bocirg
manyangles, Thev are acrually pan of a defense sysiem for the room. Should anvone step on-
10 the ftoor of rhe chiamber wiihout first saying “Led the sione oo boen® in Sindaurin, thsv will
trigger the 1Tap, which, arlera five second rime delay. will cause all the red marble floor arcus
to burst mio flanve. Thuswillbe created severalwallsot fire. rising alntose I ntlieverling, The
walls will bwm foriecn mmuresor wnif thie key phras'e is sfoken,
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Storage. The walls are lined withviron shelves, o n whichi arc stacked poreclain camisiers of
variowsy chemicals. powdered and liquil. The jars are iwracked clearly, bur in Usczran.the
lechnivat langhaec ol Alchemisis. Alsey in zhe2 1eom isaast caliection of chemical peocessing
equipment: 1est rubes, Tlasks. ere. This room is kept locked. Very Hard (-2} ta pick

Spell researvh rovar. Above thie Aichemical libriery, the siair nt this pier connbects e two
areas. 1t ihis sniretha Sarienan bas done much of his rescarch into the ways of magal
irems. Here wlso he has forged many iiems of puwer, Nuole the cmiall forge near the fireptace.
This areu issep8ratéd fionhe mam wsearch aress by alocked dont, Exteemely Haed |3 1o
prek.

Herbsstarage, Here, stored vory carchullvin scated gl
hcalingherbsand potions, boih naturaland svaihetic. Thedoor is kept locked, andis Ve
Hard4.20) wo wpen

rs and siads, v i vast col senical

Greoavral stores, sinall sanplesul various metallic eberments. such as gotd, lead. merouty. ele,
(allin lite boxes or ather apprianinare containers): and 1anks ol 2ascousanc lguid clennears.
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Meal storernom. Smoked sneats are Inng hion lage heoks.

Grealn sinees. Sacks OF praig are heldnn shebves,

Wine stares. O nnneslde ace thelarge casks of ale, and tesser wines, O the oahier wail, m an
itan rack, rests @ colfection uf sery fine ufd Porsinion wines. The door ro thes room 1s kepl
loeked, Vury Haol §-20) 10 pick.

Falsecisiern. [lic fiuly Estremcly Hard i-30) — pecceptive woubel realize 1hua slns osae-
sually o eonkl/waste disposad picr, bul oilzees will noc. Yhis laoks like one of the typical
asterns, exoeP) 1hal she washbowl uud patetier sire nisuadly beautehad. gsnl 1 1acl we ot
jesel-encrusied mithol. Obviousle priceless. However.ahe floor ini threu leur radins in front
ol rhe pedestal hotdme (e howt, pitcher wnd ¢igtert iva rap, which is Sheer Fally (-S6) 10
desect. When the unwarvifool scepson this Aoor arca. the trapis Iriggered, pivuding tlie entice
section and tossing The foekless viggine inyehe wis e chaee £ slns pora, aboul 300 teet abiose
Ihe waste pis, hul hemuse only redl the mnpact nhali fue keight <ineche will Tall onirswater. 17
hc shondd suceesstully mancuver 10 'dive’, the Fall walt only be as SO feet. lowever, he mius
thendeal with the waste eales (seelowel haliv). After tessing ehc vichim, he cistern revalves
back ross origmal pesiiton,

Seair, Naone that thas stir begms agaim at rius evet, coninuing up 1o conite< to levels six and

ELURYE

Fruit stores. Barrcls ol apples and otbier (ruts. #s well as hutier, are Kehi here.
Dumhwabier, A small cikovatur dsinable ooly Tut the Iranspensioa ol bonels und swher
Irviehl} aceeses vane This Jevel from e fosor haliy, e owser Halis),

Puper storage. |stge Juasttilies of papet of every (vpe are held hete: anions slarionnnies;
parchmenls, cle. There wre cveni number 80 of magical tune papet<. kensm aspecialfocked
case — Fadieracly Bardd-_30i tolabhen, Fherearc also several basnd yolumesofbluek [Tiber .
Inonc cibingt s ¢l an the wall are o colleciionol mks and pens,

Fabric Storeraom. Dozens ol bolts ot every 1vpe of Flatkare hept here an ninacks. Ao
storel e this chamber @ the naial edier sewtag subblics.

Unitwems. A standard assortment of spare umforms For Thecetite Orthane: garant and servasis
are slorsk in iy rorn

Gotd (reasury. | he doot tohis chamber is of the same black ke as the imnwer slsell, and s«
vguippedwitl threc fovk s, all Sheer Fully S0 1o ick. The only hevatoopen rhisdoar besides
the Kev ol Orihane ate held by 1hakeeper ot the Fowerqthierc arce threc dilfereni keysh, b ad-
dirisn, thiedoor is firsed withu teap: 11 the locks @c upemed in the correct seQuaenee: (e icter
o the botfom upib shie rrap indisarinec. Theesanilseil is o 20 level Mcatahsin Reneol
Blmding, which 1< ciched upon ielussdoor e feet luniher down ihe corridar past this duor
owards the rreusnrs. Thus, whoen this doni s epened, tlie fine<no is exposed. Al near 1bix
duonr whitr s upeated anese tesnd e be blinded 1o vae froer per 10 pereent aslure. The trap
itscll’ should be treated ns Sheer Fully (500 1o deteel and disarn is B iy deweninuinog
delinifisely whivh Jocks 10 opewan whi'ch nrder (1hey conld alwavedo in mght hy seeident ). If

Ihe locks erc allopened in thic correel orduer, tlee hacn daor will SIFAC sp In the ceiling ol the
hallowd of sichr ikfore the omer Wi cian beopened. 10 the Ttapns nat disarmsed, and rhercasc
hose who can shill sce aner sicweng Hie donr, t gt thiongle it dies Wb v 1o chineen woaor
pertorm suceesslully an Abcurd (203 operanon, astis luwked in pliawe by seseral suvmatic
hobls, bisrehm ey casytobreak, hnweser. \Wirhin shelreasnn aresthieevhesis: one ennlatus.
12,000 gp: thesezend (eanch emaller) holds 308 mithril piccess tie third « mivol 3600 gpand
174000 sp. The windows 1010 this treassry ate only made of ekass, ol van be fyoken. oc even
opened Tront theentsde if unecan delear rhe Very 1ard (-20) lacches. Floweseraif any of the
embrosuresaronndany ol rhe windowsiseven touched. atrapisinggcred.and the inlruder 1s
Mipped violently out into spiee 300 foct m 1 vean. Aninterestong Feature: added by Sacuman is
a Byispell Trae” spell, trixwered mnnediately alter e ieapedach 1ime 1 is sec of't. Fhe spell
canesls all spedle, e any teaim, withnt fen feet. s anvone with w Ay spell is in deep
Irouble

Metats teessury. Girarded by alacndoor winh butonclocks butthistock imaddwion 1t beiay
Sheer Folly €500 10 pick s hinked toavruchirap, b shontd be noted thal it thegtup stanksto
lunk. and wllsatleasione Percepaion roll over 120, they wit notice than ihere are s immber of
very Hiny shis inthe watk and ceolmg or 1en feel of corndorin framt nf this doue. iMdnsiams
nnl disarmcdd — and wis Extroinedy Hand 30 iy dese — allinnoders standiug tor flvang, or
whittevery m thisten foul streteh are subivcied roaspray oF vicivwas llusding glass shardstrom
rhe slitsaisd an a cesull, recetse 1-20°C ™ Slash eritked steikes, Inadditing, huwever,itihere i
any weight no theten lonn seaigsol enrridor kelind ¢s section, @ three Foal kick seanpoot
the ceiling vovering this cntire arca deops us a dodsialk, ddhisering 1303 9B €Crush drincals o
all ciaught wotnn, The cellime fs anached 10 cables, and airer driopping, 8 amamaucally
harded back iotn nostinn viaa counesbalancealier droppme. Wahin this vaull are beld a
unoiher nf earefully packed crates ol ineots: cach of which weighs unie hall 1somtd. (the
silues gieen For These matereals dre approxintatesind vao vary wrentendoust v depending on
when marker rhey arc sold . Unusial irenas bke lacn andgatvomm cancorily besaoldul thesrirne
valuc to knowwtedeeable Fnrgers and Alchemists. Most people don't vven know whai thay are,
much fass how 1o work them, Assume i standard af |4 ouoee: gold picces, Tuabvalue olihe

demean iviven an parenthesis), 60 ingusof dear — whach cao bechicnigeadly tined — laen
R0 ep ) 100 I0g0s ol gald 16,40 2pd; SEKNIDR DI o1 Fme sleel F OB gph; 300mzon ol
Troo iy —cosnld make — 1€ wenpions — OGO 0 izarssrealson — super hard, could
mahke + 30 weapons — LIODKOgp ), 4 mEess kregura: an olirg-izree. mallvahle golden neat
whicl,io sufficien quannbies, cotohlelails suppesses all Essence. Memahsm. iondChanncl-
ng in proximity, mehiding iiem Funaitms (40000 ept.

Alsa here are a nember el cases holding supplementary (arging narcriaks sich as mercory.
sand, ew.



47.

48.

Jowed trewsury. Chedogr to this saultis one of the sanal worvi lypse, excen: that Ihe loxk 1y Ex-
ttemcly Hard {-30} 10 pick, amfihereis. five leel ticfore ¥ou gel 1orhe dour, & porteuliis ofthe
iron alie.y. Thusportcullis s very unusuod inthal. in thecare nfall the bars iva riny theead at
kregora. Thisnarecial will effectivelv prevenl anyone from using 9 “Long Do’ or tihes
telcpont evpe spell (o bypass the bacier. Anyone attempiing such will find themselves
vavoced backwards on their rear end, right where they stacled, and needing to roll on the
“Spel Fajhire” tabile. There isameral plate onthewall next {u1he punculhs, with akeyliole. b
isa trap. Anytnpering with 1he keshole will resuit in the aamperer recenving z poinl blank
Lightaing bult. 53 hits, ‘The irap will defiver the Lighinme bob repeasedly., as many 1iesas
the idtat will foal with it 1t isun disa reable, because it is el meant 1obedisarmed. Thepori-
cullisis onacounierbalance and cawbecasily raised manually byintply lifling il. alithongh
iwExtremely Hard (:30) todiscernthis, Thelock is therconby asanup, Wain thisrooin area
numbgel f wiches serinithe walls, and in these ase w dosen beaulil'ul wood cases. fil'ed with a
varicty 11 gema andicwele, cur asid faeered. Total vatueof the conre ciliediion iy upprov-
limately 100,00Gep.

Secrel magic treacury. Tlteback ofoncof the wiches int fie jewel vault is lalse, though stis Ex.
rremely Hard (2300 (o delect, even when one is sheciically looking (here. Tu opon i, vnc
simply pushes 1 sirdishe back i ks farly hard but ansonc with average steendth shauld
manate). Iy slides back iweinches. thengrinds siralght up mioa packet in the cetling, Bevond
icihe seerel vault of magicitems, | here are four mithril swocds, two sets of mithol chain ar
inor: & galv o edpect swold, o lacn swords, o luen dugeer. threw staves, one ot which casts
firctalls, onc lircholiv. and one wareryohs. Thereisa ring which cay s hasleandaasisthiity oo
the wearer thece times perday vavh; 2lso avariety of other magical iems. The comnpasiniun ol
this hoard will varv deversding on the ime Period: natimally aficr Sarnman has atoved in. the
number gl nemy would increase. as he creswed a great many,
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Duty room. In cach ol these gudrdruonts are statloned (o elite Lurrisen guards ut all 1imes,
basicalivivconiiel ugcess tothe ubbee fesclse The stars which diant enclit ihas level aire ipen
t the shary roowns, &0 thae no unwamed vshors may Piss annstlived. g
Suaiv. Eich ol thase stairways stops an this lexel. They resume ont les el seven-

Servants' quarters. Pusondd servaats ot the chte puard. seetal guesis. i kard nfthe lower
reside here,

Kitchen.

Pantry.

Storage. Here can be found storcd all sufiphes ol dry gaeds needed 1o1 serviee 10 Ihe whiel
fevel yinaters.,

e vard goariers. In this room reside s neose bielidy tanteed wnasds ol dhe tovser.
Guard capiain anarters. Tlic two shil 1 crinains live here.

Keoper T ke Trwes's guurters. 1 hisas the o Tice and hving stea ul the head ol the eartison ol
all Orthane and benzard.
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Hiigh drusivg roem. A lrudy swnpluons cchamber, very clegarily lumisheds Alled with a1
vl ity ol privetess amobiedrs some fieo [ullen Numcnor, The wallyare marselied. and hing
withtapestrres

Grandd dininx reony, Complemeving she drawoig 1oom. this chambet v adso tehiy s
nenied. 1he htige blsck Taan dinmg 1able, winhseating fon ssweniia. being the conerteees:
Sewrer pasaage. iy 1s eained frum Saniman’ SGUancIsuprsir<. i g seael siarway (see
AR I'has panaagee 15 eaipshed with a numbet ol spy holes wu thal someone in 1he pasatc Gin
see ard bear the pairgcanin Cithet the drawlng or dining raors.

Flite puest/aide quartees. [0 sheseansies reade cither The must favored gUesisal Orilizny, or,
mxoniecasesospecid dwdes nhghead ot ithe tower o hstiaie, Gifinia W ormiongie daved i
suEle),

Srairs. Nade that shes siaeswoy, s 0 darks ol this leael, bypasses Boll Karumasit's guurces
angl the palantitlevel. L docs not siar, but insead sprale on up, v dosed stamwag Ho e
10t acvess and up mio the pmace, There are . ol vimmae, no wsicin, tofler Tacilites oz
Ierilaces. al rhese: Jevels,

Swirs, Nute thal shis dasrway cilbyan s lesel hresumes ae Sartnan s level andieoceeds 2o
the ol by passiie o palonir level

FEVEL EIGHD
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Stais. Note thigt these stairs conslove 4p throueh Saruman’s quiriers, hypassing (or so i
would scem) the patantin level. 1n laci- however, thereisasecrel duor of Tthe svatr, which is
Sheer Folly (=30) Lo detect. The danris unnapped. and opens will wsirong sitove; 1uis hinged
ona special xpring sothat it skowly autornanivatly closes. Once mside, ane may fock the doot
iesing rhe thice heavy deadbatts mnuired on . At the fae end of a curving passege s 4
heautitud pobshed wood door. bound whtlisieapsol sitver which are {asiened with many hine
rivels, and intaid wih 2alden sunes which say, 1n @uenya: “Cliamber of Sceing ™. The disocisi
tap. b devs not open, andin fuct stands i1 front afaé*shick sobid et of black loen fused o
ilve Trame, The door @sélfis hul 2 in laveruf wood lammaied oser iron alloy. The ateh on
the doot isthe thgeer For ibeeran: lifting it vaises the dnnt to swing open very gaickly, slunni-
ing thcluckless apener into the wall. Asthedior paps apen, From esery fneriselunihedoor
snapsa 6 long spike. vothatinadditivns 10 an “E"Crush critical, the vicuo reeaves2-200D"
Punciure coical stfkes, The door then slanis shur agaln: hui the Pereemive will aee ihal
beyunadlivs what loaks like a black lacit doc toleonrse, it i oniva luke daoe, but it caneonh
be seen Far s momeni). To disarm thetiap, moe must siceessiully perform a Bxtreniely Hird
{-30ymancuver. The realentry 10 she patanticroont isanmbher sectel door, fweni Fuet upibe
secrel pussage. alsa Sheer Fotly (-50) 10 detect. Thie passage beyondl ttis aecand secret door
1cads L a-doar whieh opets ino the palaitir Cliatber. The door inia the <hanhices 18 sevtet
frum the 1oom sidve. being hidden 1o the wall pancliing: Eor delatls on die palantir ronn. s
jewt mpe.

Soruman's quarien. Fasty 1he mocl lexurions suitein the 2nime complex. the bedroom aleme
takes dit (e eutire ceniral chamlider. la fhe ceater of the room iy clicular iron framesark
whichendircles she large round bed, Abuve the bed issislwtiled a canous asirological decive,
Ir has many jeweled fitengs, which ai i word (ren the master, protsevl an accurase. chameiny
repaeseatatiorn nf the heavens v the domed cciling. The nbicet seivesa seconich purpose g
anather word o comnmaitd, itbecamesan glarmaysiesn, Whilertisaciivargd. the mmuoenc any
presence cniers the cnom twith ihe seeeplion of the presence inthe bed ascal, it will hursi iato
prilliant light and preduce a loud 2ongike saund untl commanded 1o stop, agdin with the
correet word. Al i1 this 1oom are d number of Saruman's prisate Journals, aceonnts of his
trovels i fhe East,
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Private dinring room.
Osnate bathing sicu.
Seceet door. To sccret passaeon Jovel szven, vida narrow stan. fsec 68)

Stiting ratim.

Wardrobe. Holds a varictv of tebus ond ctdaks, as well as a number of disguises-
Seerervouil. The wood bookvase, which is set into the wall. 3sactually thécover fora seeret
lrcasury. Sheer Folly (-50) to detect. Lhree ofthebdoks oa theshelf are fakes (they arc very
dull titles, which weouldm't 1ntcrest anyone: Metairiorpha Rocks in Nozthwen Ritin, Sik
Weaung Techniques of the'thauw, and Ecghieen Creative und Untecesting Savs in Shear
Sheew) and need to be pulled an in tlre cotrevt order. as isted heve. The hooks unly (i our
about fonr inghes. the botiom being hinged. ‘Thecorraet sequence activates (he secres dour,
ciusing chebookcasetoswingoutward. revealingthe vaalh door, [ the books ate pulled ot in
anincorredt sequence, the lrap 1% triggered. The nalure al the trap s this: Onctneb thick steel
punclsdropdown acrossevery doorway out of the chamber, scalingall exits. These phates kiwk
i Place and cannor be litied unefl the irap his finisheed ns erisly gyvele. at which iline they
automarically risc and lovk tn piaceout of sight again, I'hen. the otb.over the bed begins 10
spin. and severallong bladessproul ftom s sides, so that il 1akes an the appearance of 4 g1am
spany sea urchin. As the orb spins, 1 beginstoswingacound inacircle:and thecable on which
il hangs stowl lengthens. Those who very guickly realize whal sgost vn (Jike withil one
cound,ad then Extremeiy Hind maneuvers will have io be made). will theow themsclses i
the bed arca. incde thu iron grone. Thete they are sate. Anyone cisc. howeicr.is inironble
The orb spins and revolves about the bed very guickiy, irppping asers eneagainsi e wall as
vhey 1T840 ovoid the evued spikes. Tiving 1 feap 1o the bed {and s fe1 M by jumpiig rightalter
1he orh passes 3s an Absutd (01 sriimeuver now, ax theorh hasdiopped dow n scuhiad somve aof
the spikes are very near 1he Noar, and is whisling I'airly quickly. Oddly, 11 does nor touch or
dainuge any of the furnisimgs ahout thu periphery uf the room. tun she viciotis meegitess
whitlitng blades sirafe very close, so there 1sno shelter thece, Thenslowly thearc of the orb -
vreases sothat here 1sno escape. &l in the room nal safels in the bed suffer 1-10"E ™ slash
Crlncal Strikes AN 1-10 “E” Picactore Crilical Strikes. Exen for thene Nying iiere s no
lwipie, for the orb whirls lasle and faster, aniil the spinmag knives are alnnsst gramng the
cethne. Even the cable hy which the orb is suspended 1s @ hazord: sludded wivh myriad baths
which can slash cven an srmoredd inan 1© rbbons. Ar 1351 1he orb, havine copleted ns
grilvsime (ash. 1ses-hack to s former posmon, and theblades eeiract. Thestee! anets nse,
and 1haguards. who bave been alened. arean the ready (o tahe prisoaer any sw.evivors. The
Cleyning crew is also on hand 10 mop up the mess,

Atanvrate. behinet the bonkease 1sa vaull, whose doorisod the non alloy, 2nd looks like i
“linutd pull oben, as indicaled by the cxposed hinge= uno thie Hight sideasnd (hethree loiksand
three knubs plfced tua vecticalsow near tite jedieside. Which knobas the real one? None, they
areall iraps, i realiny, the nges arc fake, and IheJ 0or merefs sechiaiesa stff shose. andu
well ssing FrvereZand Dpesr. 4 nuag bea suffshove. howeser stight bumps and taps will nat
dislvige it). ‘This isalt Shece Frlly {-50) te detewt. The iraps on she knahs are all Absued i-70)
1o disairm §1hey're puol resar o e disa.rted. as they're e ineant to bewsed). [T eicher the b
khol arlack 15 1a1mpered with, thie knab pops aut three Foey, delriverimga - 00 mace sirilie to
the stalictargel (rhe tamyperen). Fthe midite knoband-os ek s maminnlated. the fram ol the
knob pops olf anda rain ot len pMmson tAcaana Y darigsprays imathe tareel"s face. Roll dagger
4 SO strikes §or each; poisen mixt be resisted Forvach crirical debivered. Ay daus thay miss
the primany target mas sirike persons behind hitnsher, The bosiom knohissimply a duimy,
andwall spits freeds ilurned. Theadjacenr lock, il piched — Very Hurd ¢-20) — well fock 1he
door. although nseems thad one bs aalockoie i Bevond 1his iroublesomse harrer i theclite
treastiey ol Sasuntan. Each ofthe itemsis held within nsown fine mabay:ans bay wathavehe
paddced imerinr. Some ol 1he mware insecesting itcms are: 7ol shall soasing. of pold wih o
clear gem, 1 will caprureary spelleasianshe wearel which lafls 1o resisi ws. fifticth Jevel. The
spuld is thus entrapied, and can be cist by the wearera a ime ol his choosiig. The ring can
hold up toihree spells at aawe e S1alt of Lone Daar, of gnarled oot:, 1) willaliow (he holder
10 Lame Do as tar ay 300 lcel, vnee per dav, by sicking the s1aff on the growtd and In-
dicaling the desred dsreciion and distance, Mirror wl Vivions Rehod: A full lepglhsnatroron
0 aland, silewing il o dEL B ean e misd2 e shank 16 bul four inches in helght by
sitanGeous |y shppug theAoohvort the ends o the pivion. The mietzor appeacs norsnak, vl
oo stuads before i1 snd canpizinds et ne see the pase.’

" and saving howinany vogra 10
distance they Jesiedupt 1o’ 5.000), The mirror wallithem fog uver. and beciinie rransparem like
awnulow, <o thar ane will sce the arcabelitnd alve mivret, ¢xcept iheateashovei will be s the
1ime redgnesied. The rurror will upesate 101 pae houa per dav.and will shiew apin theeetime
peeteds 10 this diraiton. Stane a1 Sioncfires: by all appearances acoomen ok, staun the
stre olu [ist theslone. i ciest upom a pelans elydevel surlacen! stone, as the phrase™let there be
Stachires™ i spokear, will cause LODN sguare feel o stonelloor ahow i 1o bo s intn 3§ Joor
bigh tlomey. dedivertng s " CTaevy eritywritical sirike per round o everyone intheares- The lires
Eact e ronnds, v whiclitinae Mey subside. and the rock may be reineyved. 11 can e re-used -
defnicels, bur can ocly vast the ol once der day. Thée aie mynad otier iems here. 1K\o
oy to desepbe,
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Stade. Nt ial fhisys ety aceess 1o thepalaneit level. and cven 1 [svia aseeres way, One
coild yery easiny 1reh ub any af thestaiteases and never e awure thai there was aroosm there

Chambier of the palantii. Paaclivd in beaultTul o#led ook, and wnh o gracefulls butiressed
cothng, the patantir rpomis one oFthe most elegami m all Orthiine. Theoals turinshingsinthe
room ares large, ithrinelike chair, eod the palaniir teble, hewn ofthe sane black lacn asilic
wowet ilsetf Buesuved inthe suefacealaheable wanabsiraced map ol the siwrowndatig lands
i 9 hundred mite siclius the patantie’s effeens e rangc), with plages of note markad by
geweled lievs, i the cemer of Uic bk lies thepatamie of Orthae. aboul esght oehes i
chimatyeter, resnae Ura slight depression in thevabte. Far detailed commentary on the possers
and use ol i palentic, s sugeested that one coad the secnan vl thar namem LR R tolkeeo
tinfinsshed fules. The shrand [or Lhe Palantiros kepl ona sevrel paciel 10 oaie o ihe wahl see

1ies, s bs plooed over the stne when i 15 not i wse.

LEVEL. TEN (THE. ROOFI

Ta.

All four stairwaysaccessonto theroef,and continue on up (o vety small vbservation rooms 1n
thespikes of the piers. However., thedoors our ontotire ronfare all of laen, and their tocksare
Sheer Folly«(-50)1o pick. @acol the four stairs ftheoneon Lhis level wilh teiles faciliies)alsois
(e wirth laet deors Justsbdveand below lhe level, soihat thar srca can be sealed off, only
accessible to the real. On thefloot of the rool ilsell, over Five hundred feetatove the plain of
Isangord, arc engtaved many runes and symbols of power, Including a Rune of Holding,
which weld prevent anyone from appearingon or departing the roof via magicai means, i1 s
wilh this rune that Sariman held Gandsif cartive.



Suraman The White

Saruman the White, [irst of the [stari, is actually a tragic figure. Curunir
he was in Valinor: one ol the Maiar; chosen by the Vala Aulé (o be one of
the five to go to Middle=carth to atlemipi 1a inspire the I'rec Peoplesto del'y
Sauron. Insteacl, asis well known. he fell from his high purposeand became
a slave of the Dark Lord, whom tie had pledged to work agains.t.

In truth Saruman was very wise, and skilled with his bhands; his
alchemical expertise snd knowlecdlge was vast, gleaned from his long travels
and research. He suffered trom pride and jealousy, howev-cr, and cir-
cnmstances did nat help matters. When the wizards first came 1o Midcle-
earth. Cirdan gavc Narya, the Elven ring of fire, to Gandall. OFf this
Saruman was awarc,andhe grew jealous. He wasclected head ol'1he White
Council: a group consisting ol tlte Istari and members of the Eldar in-
¢luding Elrond and Galadriel; but much went on behind his back. As the
Council's expert on Ring Lore, he delved deeply into the forging arts, and
thelust forthe @ne grew in him. It may be ihat 1he intense study ot Evil and
its ways was enough (o corrupt Saruman; or it is; possible that he was pre-
disposcd towarcl it by his very naturc. It isitieresting 1o note that all of the
mentioned] servants of Aulé, and even that Vala himsclf, are inclined
toward pridctulness and impatience. Aulé could noi wait for Fru to create
the Peoples, so made the Dwarves alone and in sccret. He repented his
Foolishness in the encl. but the deed was done. The Dwarves themselves,
though noievil, had a greedy ancl posscssive disposition. Sauron, the Dark
Lord of Mordor, was in his origins a Maia of Aulé,

Al last, so great was Saruman’s desire that he risked alt, by advising the
Council not Lo harass Lthe Necromancer in Dol Gutdir, vwo was suspected
o be Sauron in disguise; himself honing that the One Ring wendd reveal
itsell’ and that he could siez¢ it. As his greed grew, his wisdom flailed him. He
turned Isengard into a miniature Mordor, as a child imitates a parent; Or-
thane, powerful as it is. a pathetic shaclow of the tortress of Barad-dir. In
the end Saruman chose 1o call himselt Saruman the Many-colored, secing
white as but a beginning. Gandalf cast him (rom the Order for his
treachery. ancl his power was broken with hiy staff.

Like all of the Istari, Saruman was forced to give up many of the powers
normally granted (0 one ol the Maiar when he agreed to travel 1o Middle-
earth asancmmisisary of the Valar. He assumed a human form, that of an
oldtmun, wiscin appearance. with a long tace and high forehead, white hair
and heard: although Saruman’s hair was, shot with black streaks aboul the
mouth and temples. Sarcwiuan was the most powerful of the wizards when
they arrived in Middle-carth, and probably remained so tntil but a tew
decades befere the the War of the Ring, when helost much of lais sirength.
Perhaps his decline was the resull investing much ol his pawer in items. ol
his making, even as Sauron did withthe Qne Ring; perhaps it wets duc tothe
mental strain of his unwilling sub jwsation to Sauron. Both are likely, and
probabty contributed (@ his ovcrall decline. Saruman was under a
tremenous strain during this period: tortured by the knowledge thai the
Onc Ring wasabout and on the verge of being found by the Dark Lorcl. It
must have been truly irksome to him 1o know that histnlerior, Gandalfihe
Grey. kncw exactly where the Ring was. and refused 1o share that
knowleclge with him. In this light, Saruman’s wreatient of Gandalf, con-
sidering his mental state. was relatively civitizecl. By the time of the War ot
the Ring Saruman was but a pale shadow ot his former sell; few of his
powers. remained to him, except his vaice.
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ISENGARD UNBER SARUMAN Forge

l.
Below is a plan of the ring of Isengard showing | be locations of the prin- 2. Smelter
ciple installations as Ibey were under the reign of Saruman the White. Sce 3. Storage
the separale floorplans tor detatls of (hese layouts. Notc that many of the 4. Ow batucks
struclures built under the plain have vents which lead up 10 the surface, 5. Armory
allowing exbaust fumes 1o exit, 6. Wargstable
7. Dunlending barracks
& Access ramp o underground slorerooms
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ANGRENOST

Angrenost (S, “iron Foriress” later known as Isengard, meaning lhe
same in the tongue of the Rohirrim} is an immense fortress, consisting of
circular valley amileindiameter,encircled by wall, originally theouter ring
of an ancient volcano but smoothed and built up by the Nimenorean
refugees. In the centerofthevalley standsOrthanc, the “fanged height”. All
about (originally) stood fields and orchards, and a lake kept stocked with
fish. The fortress was designed to be self-sufficient. and thus withstand an
indefinite siege. Eight roads radited from Orthane to 1he wall, and all were
lined with trees. After Saruman hadsettied here, however,hesoon began 10
make alterations: the trees were cut down, those lining the roads were
replaced with pillars of sione and metal. The lake wasdrained and pits were
dug. The origina! underground works and storehouses were greaily ex-
panded and upgraded: Saruman was equippingan army, The myriad vents
out of these smithies and forges erupted from the oncegreen and plea.sant
grassy fields. Soon the fumes had killed all plantlife in the ring.

The Perimeter Wall

Over one hundred feet high, the perimeter wall of Isengard is one hun-
dred feet high, and at the 10p is eighty feet wide. with a five foot wall run-
ning along the outer edge. The outside surface of the wall is absolutely
smooth and sheer, and nearly vertical. ®elved into the strong rock of the
wall itself, 1he builders constructed the barracks and support facilities for
the entire garrison. Access could be gained to the rooms either through
doors at the base of the wall, or via trapdoors set at regular intervals in the
top of the wall itself.

The Gates

The only commonly known entrance to Isengard (ithere are seerel exits,
butknown to only a few, and accessible only to the one who holds the Key
of Orthanc: they lead underground from beneath that tower and resurface
miles from tle citadel near the edge of Nan Curunir) is a tunnel in the ring
wall, eut through it in the southern side. This passage is twe hundred fee!
long and thitty five high, and has manydefenses. On the outside, on either
side of the door arc 1all towers extending oul from the wall. They are also
one hundred feetin height, and extend back 10 connect to the ring. Cut into
fheir sides are many asrow slits, with iron shuuters which can be closed and
bolied from the inside at need. The only access into the 1owcrs is from
within the wall itself. Barring the outerentrance to thetunneal are huge iron
doors, hung on superbly set hinges, so that the doors can be swung open
with very little effort. They are, however, strong and heavily reinforced;
forged as they are of the iron alloy used in the tower of Orihanc. These
doors, as with the identical doors at the far end of the wunnel, can be bolied
shut, and there are strong bars which can be fittedacross them and set into
reinforced niches. In addition, there are numerous rooms and passages
which honeycomb the rock about-the_tunnel, as described below.

THE ENTRY PASSAGE

I Tuwers. Six stories high. they flank the gates
2t Gaies. @f iron alloy.
3. Stadons. Duty area ofthe doorwards, w he arc ready to swing open rhe guws at the signal from

observers 1a the towers

4, Passage. L eads from the tower 10 an obseryvanon pomt aboveihe tunnel. From this area the
portcuth and deadtalls which can be droped on invaders are controlied

S. Deadfslt. All caught underneath arc subjeciedio 1-10“E™ Severity Ceush Critical hiis

6. Sieed Pericolis,

7 Access to Ruardroom.

8, Seerel door. This doar, Jeading from thebyassagztoasiair, which inisrn leadsupio the mam
goardroom, can be locked via severdl strong bolts which are innaccessible from the wnnel

8 Coardroem_ Note firing slits.

9. Staeeraoars.

0.  Passage. Connects through 1o the liring atcas near the mner end of the tunazi.

11.  Firingarea. Equipped with heavy crossbews and spare boks, as wellas acrows, defenders in
this area can fice on attack ess who <omehow reach the inner sel of doors
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ORTHANC: LOWER HALLS

There are three main underground levels beneath Orthanc, where the
deep foundations werc delved out to form many halls. However, deeper
still, over two hundred fect beneath the surface of the plain, lics a great
cavern, where the 10itcts and garbage chutes open info a huge rank pool. In
this pool resides a beast. the nature of which is not «:ertain, Even how i got
there is unclear. In any event, it lives on the garbage and waste there, and
has grown. Thereis an exit, anatural vent which exitsfarawayonthe plain,
but eiherthan that — and the chutes themsclves — there is noway in or out,

UNDERGRO®UND 1LEVELS

Soime of these halls existed since the motlding of Orthanc, bul Saruman
greatly expanded the subterranean complex. increasing the number of
forges and smclters. h is shown here, il part. as i1 is during the height ofthe
White Wizard’s power.

INBERGROL NI LEVEL ONE

(] Stairs. This s the oncstairw 2y which descends feom the boltotn ahuy ¢ ground ievel ot Or-
thanc mte the Undesgronnd comples, 111s protecied hy a yavret dnor at the abose ground
level ared 9 lock: Sheor Folly 1-50) w0 pick unlevs uac has the Key ol Ornhanc, i $csoends 0
1his level. where the uihes three stairsJesume, and all four 22)in conneal these lesels

2. Qaurters. Of the Elaie forging sraft -

3. Diniag hall.

4. Rilcheans.

s. Recrealing ATEW.

0. Prisnn Area. Ihis comples indudes 1wo large common reorms.venh manacleson ihe walls w

accomodale twenty persons i eiw'li and scveralindivrdual cells.
7. Tucture rmomys, These chambers ate cquipped with many nstrumernis of pesuysion, in
cluding some technigues Saruman leamed (0 the Bast

8. Efite garrison quarters. Huonining menbets of the Orthane garrson, vamihing masly of
Dunlendings
9. tlite s19ging neco.

0. Flte guard mess hall.
(138 Kitchens

EADERGROUND LEVEL FWO

12, Smies. All Four <1airways descend 1o ths lesel

(L8 Fares. Thisseomisacially aw ide hal w hwh weaps complcicly around 1he large SAgINg arca

(TR L1360 This entire soom 1s azualls 4 huge counterhalance. aperated via 1he small room ¢I1S),
wherevycights can be stifred 10 ¢duse the rivom 1 raise and iowe t_Ltconnevis this leseliothe
Ihed nndergrovnd level. alliowing casy iransfer of large smounlsof matcrials

15.  Coutrol romn. Onetatesthe Wil 013)

16, Armary.

17, Giuard rooam. Manned at all times by Four guards ¢ach

8. Access coreidor. These hatly run underncath 1he roads leom Oelhane, their suefag¢ecounter-
parts. afl the way oul 10 1he periaeter aing-wall, allow ing freea.ccesctoand trenn the lowerin
vomplee secrecy. The corridnrs can be <ealed of f from thic centralarea by hugelaen duors
which are Jowered fram the ¢othing. Comirols Ter these douarsaie n the fover nearhy

10, Storage, Vast storeroomslinethis hall.sirclehing farvwt under theplain, There arenumeraus
carts asadable 1o aid in1ransporing goods

0. Dundwaiter. Saine as 41 3bove, this deviccallowscasy iranspon of supphes From this lesel 10
the uppes aseis ol Orthane

1. Main [orgess Wliere mani of 1he farge wule foring activity goeson, Thereare venil suutelthe
manichambher nl this arca

22 Read: s1prage. Small amauants ol neaded supphcs zre kept on hand heie. replenivlied by
laboretrs as necded Trom the stockpiles down the corridor

23, Specinl forge. Mare spevialized weaponmaking gseson in 1hisarea, using morg sophixiicated
allovs and tools. Foreers here are more highly traincd and better shilled

24. Suppl) storage, Sume ol the olluys used hereds ce <tored i this arcd 16 be handy: aswetl as
smaller molds and tools,

23S, Cisterns, Themaim waler wpplye! the forges, Keepmng them {illed 18 a inutiumentaltash.as
| he forginp-assistants ore alsiaysernpiying shem o replerch theis conling tubs

26, Fxperintenial forge /seeller. In this ared siew lloys are credied and tested. in 1he search (ot
even steanger and more durable merols vinh whict to make weapons

27 Starage. Further down the hall are vaubis ofcrated 1rgois of lorping mesals. largeimolds, and
variii sopplies: sand forglaeand molds, mercury, replacement 1ouks, ¢tc

UNDERGROUND LESEL TIIRES

2. stains. All fom 3 dn dessend 1o this (the bortran ) tevel

39, Lifi. Coutnects 0 the level above

. Smeher. Raw itan. as well 95 wther ores, aze brougly here and 1rans fvrmed o a wirkable
mcial. ingotsare made and stored in preparation fur forging into weaptnsand 1eols, Thee s
a ¢ircular Opening 10 the cetling o) this reom Ieadinl 1© thesurface. where smokcand steam
can esape.

3. Breeding pits. I'ae dowi 1his hall, beband locked doors, Saroman engages 10 his siniste rex-
pertmendation with breedtay heiter ores
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6.2 AGLAROND: THE HORNBURG

The fortress of Aglarend, also known asthe Hornburg, was constructed
by the Faithful shortly aftcr the Downfall of Nimenor, at about the same
time that they wereestablishing the Southern Realm of Gonder. Aglarond’s
mission was to protcct the Gap of Calenardhon. an obvious wcakpoint in
the kindgom’s frontier defenses, against invasion from the West. Isengard
was insufficient tor this purpose partly because it was on the far sideofthe
river and partly because the gigantic garrison needed 10 secure that citadel
had pcrished under the waves in the Downfall of Numenor.

Concentric outer walls and inner walls protect the Hornburg. The for-
tress was built up on a hecl of rock at thc mouth of a narrow valley that ran
back up through the mountains until it reached theentrance to the Glitter-
ing Caves. Another wall, the Dceping Wall, later wasconstrucied from the
Hornburg to the mountain cliffs across the mouth of the valley. On the
north side of the citadcl, a stone causeway wide cnough to carry a troop of
cavalryleadsup tothe Great Gates. These gates arethirty feet high, madeof
oak faced with stcel plates and bound with iron, and are protected by a
guard tower on ¢ither side. A small postern gatecuts through theouter wall
on the North side near the mountain cliffs; a steep path leads from the
postern gate down to the Hornrock. The Hornrock formsa stcep glacis at
the base of the outcr wall. which towers eighty feet in the air and curves out
slightly. The inner wall, slightly higher than the outer wall, protecis the in-
ner courtyard surrounding the Hornburg itsclf. Horses are stabled in the
outer courtyard during emergencies (like war).

Aglarond belongs to the Crown of Gondor. The command of the for-
tress, vital to the defense of the realm, is always bestowed by the King on
one of his most trustworthy lieutenants. The office has never been madc
hercditary, and it is extremely unusual for a commandecr 10 scrve there for
longer than ten consecutive years. Toward the end of the Third Age Cirion
the Steward included this citadel as part of the package when he gave
Calenardhon tothe Eotheéd. Thecommander of the fortress is also respon-
sible for all administrative functions of the King’s government in thc
western part of Calenardhon and the lands bctween the River Adorn and
the Isen. lands mostly inhabited by Dunlcndings and their kin.

6.21 THE GLITTERING CAVES

These caverns, formed by the action of water on soluble limestone, ¢x-
tended deep into the roots of the White Mountains. Thc garrison of the
Hornburg kcpt some of the outer caverns stocked with provisions; during
war time the soldiers could retreat to thecaves as a last resort. Farther inside
themountainstand hugecaverns, long tunnels, chambers, halls, subterran-
eanpoolsand waterfalls. In theveryheart of the mountainone canfindrich
veins of gold and silver and deposits of precious gcms. Persons wishing to
explore the Glittering Caves of Aglarond may find prccious gems — but
they also may ncvcer find their way back to the sirrface world.

I AYOUT OF THE HORNBURG

1. Mike. A rench and rampart spanning the mouth of the deep, @ 1§ over a mite: lony #nd s
quarnctoflaouilefrom the Burgat ns clonest paint; Theréisa wide breach ing wherethic Deep-
ing Silceam and the toad Troe he castleexi.

2. Causeviad . A long ramp runmng fronnliedlke. over the Deeping Siream, 1o jhegicsofthe
Hornburg.

kX Cireal Gares. Bouble doors 1welve teer high and Iitcen wide. niade oT licdsy plasks three
rmches thick, bound and hinged wrih iron

4. Puslern Gafe. Wilhin a tosver on Thevnier wall, Ihisgateacoesses onro a narrpw ledge carved
out of rhe shéer cliff side al Ihe basealthewall. Theledgeleadyiwranarcaadiacem the main
yaics

s. Ourer wall, Thirty Jecl high and ten wide, n s opped by x1y Joot high baclements

o Stables. Wheye horses fur ihe sorall garriseaed cavalry ore pormally kept, asswell as mounls
for couriers, and perscenal sieeds of the orfacers.

Ty RearGate. Throup.ha thick. recessed doos. 3 long s darway cutinto the Hornrock leadc down

10 the oo df theDeep. This way can beuscd intheevemthe oulercnadelisal risk of Tall-
ing, and th¢ defenders 03 ru 1Tee iniw e esives i & Nintl detense.

¥ Tower. As with all of (he towers oo the walls here, i 151w o aagies hich, and roofcd withslaie
shmeles. Avcess ro lhe upper leved 1§ paiigd v anarras. seep sione siaw whichspirakalong
Ihe inside of rthe wail, always m awh 4 way thul N2l honded defendees mav use their shicld
tosird tlie conter and snll have a wealpon Free. The [ouer lesel is <losed by two thick woud
duurs, bound wnh sren siraps, and van be Turther reinf oreed with iron bars [aid across hem.
onthe keep sideinahis tower cabthough wuhthew het towess 1lie dours all ook on the inade.
A stairclimbs tweinty feel Yrom (hie top of the Deeping Wall to 1his tomeravhivh ifldwe access
1w ihe muin hulding.

9. E)eeping Watl. Tuveniv foet high. ten lecu wide, 0 istGpped by <ia oot highbanle menss. Theve
stairs run dovwn froou the hack 10 he Aoor oi the Coomb.

10, Culverl.-A gags tn the wall allowing the Decping Streanl tapass through la wedh pointin the
delenses),

. lower. Secd8.

12, DeepingSiream.

1. InneeWall. Indesien, thesamzac the diiter wiill, bt built unona hacezen Tevthigher, Thean
neswall airly has ohe gale: direct)y 1o lice wirh the Cireat Galy in 1he outer wall

o%éys’lfémj"

THE BURG

4. Maindoors. Forged T tive od steel places. Ihedeoarsol the Burgsa e onmighry hisges.and
are serured with eavy bohsisno [Toos andvetliaw: as well as intorcaeh other. Thedoarsarelnir-
icca leet widcand high. Fen fees beyand rhe doorsin the enirvway, a sicel porteullis can he
lwered | o seal of [ thepassawe, [nihe walls orcil hepside arear row STirs so e delenders meas
e ubont ivaduors whin 1each the entry passage. The porteolits vconirotledvia a coutter-
Ralantein ihe small tiewing room above

i§. Combat corridos. Nose Pinng sfitsalone thie mnes wall

16. Cuardroom. Muoned 0 all 1imes by st least lour members of the 2arnsen, all arehen ase
adupl a1 melee.

17. Guasrl lounge.

18. Lesser armory, Sioched with short sviceds. comp howe and extia arraws, shiclds of several
£y s, aned ehain armor.

19, Mairs. Lead upio the second Mloor

LEVEL TWGQ

2n. Gugrdroan,

21, Observation corridor. Runminzihe permeret aFebes rowee. 1his halls picreed by arrew shts at

regular intcraals, T hese slits can be closed with iroa shurters i1 stevessary

2. Guard guarterc. Acconockaling 24 uards in three shifts.

A, Siwirs Lead to the thid Noor.

LEVEL THREY.

24, Goardronm,

23, Guest Quarters. Four toome, all richly Fuenishioll, gwaii slfeial guesis of the vitadelcom-
wander, Therears 131l narrow windows ineach raom, withsieed shutters whichican be closed
ot them for proweetion

26. States. Cononue up 1o fouily oo

LEVEL FOLR
2% Mucting Chamhicr, Buminated bya largecircutar table. 1he roomhas | our larze windewsaath
heatvy wnadsluntees. Yedwel certaims ener them oo the imiedo; 1he fonr is vovered witha

Wt

fine carper. Along ihe walls ate bookshelves and rachs ol imarps usul charts,

28, Suirs. Continue upo {ifth floor

LEVEL FIVE

19, Conmmander’s of fice. Eleganily appaunted

M) Spiegl siale. Ap upen icuo spal skear conneas ibe rest of the upper 11owes af the 1owes

LEV L SIX

Al Commander’s quarters. Furnished wieh high qualiy materials, hui anvere, as belilosg a
commmander ol thie Gondorian nilitar v,

LEVEL SEVEN

32, Ohgesvation rorem. This higl chaorber i fusnaslied with o rumber of Tire chairs .and a small
le:eseone, The windows (there are cight b aremade ol fine. Clear glass. The can be opened,
and there are stardy wooden shullers whiclecan he Tacked acrnss ihean ey ol danger.

1HE. DEEF

33.  Barracks. The main barracks af' e hold, capable ol housing up 104060 men

34 The Aglarond. A maze ol tunncls and caverms. the wulermost of which ire used for storage
and subplenentat sialtes by 1he garnison. Il is also a place ol final retseal



The Hornburyg

Leoal Seoen

Lewel Six

Leoeal Foour

Leveal Three

Leoveal Taoo

Lewel One
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6.3 CALMIRIE

The fortress of Caliniri€é was built onan outcropping of marble that juts
out from the mountain abovethe town and has acommanding view of the
Easif old’s meadowiands. The foriressis also the chief administrative cemer
for the province, and, as such, is not designed to withstand a protracted
siege. 1ts position on the marble cliff, however, and the steep, narrow road
thatlcads np to it, make it easy to defend should that ever benecessary. The
ridge of marbie that connects the foundations of the fortress 1o the moun-
tain behind was quarried into blocks of stone, which in turn were used to
construct the fifty foot high walls. The cliff below the walls adds another
fifty feet tothe defenses. The wailsare battiemented and protectd by guard
towers atthecorners. The front gates, built of wood bound with iron, open
into a wnnel that leads up through the rock into the central courtyard. A
portculls sccures the interior of the tunnel, and several huge boulders are
placed in the courtyard elose to the tunnel mouth so that theycan be rolled
down o crush an enemy who breaches the gates. The stones are large
enough to lodge halfway through the tunnel, which is further protected by
machicolations in the arched roof, through which hot molten lead can be
poured. The to, er stands at the rear of the fortress to command the ap-
proach from the cliffs. lt is eighty feet high and seamed with embrasures
through which the defenders can fire arrows with accuracy and impunity.
The eliffs above Calmirié are virtially unscaleable. Water is the fortress’s
weakpoiit; 1o correet this fault, a gigantic cistern located in the hase of the
tower is kept full at all times.

6.4 ONODRITH

The fortat Onodrith, litte more than a walled guardhouse, i5situated on
the West bank ofthe Onodlo half amiledownstream from the ford. A stone
wall twelve feet high equipped with acrenelated parapet encloses the parade
ground, stables, and headquariers building. Soldiers of the garrison, who
usuallynumber about a hundred, patrol theKing’s Road from the middle of
the Wold t0 the Snowbourn. They hire boats if they have busincss on the
river.

6.5 TIR-ANDUIN

The hold at Tir-Anduin is an imposiug structure that commands the
South Undeeps. Situated close to the river on top of amound of earth. the
fort was built after Sauron established an abode at Dol Guldur around
T.A. 1108). Walls are constructed of grey stone quarricd in the Emyn Muil;
theyare about twenty feethigh. The wallthat froms on the river is protecied
by two guard towers; it has a high parapet with manyembrasurcs cutintoit
so that the King's Archers can easily make it hot for an attacking army.
King's Bocks are located on the river directly beneath the walls of the
fortress.

7.0 POWER AND POLITICS

When men from Gondor first came into Calenardhon, they did not tind
the land completely empty: there were men already in themeadowsand the
mountain valleys. Some of them, mostly Dunlendings, had long been
turned 10 evil. either worshipping the Dark Lord and his Throne or
tolerating those who did; these men fought against Gondor and were killed
ordrivenout. Others, mostly Northmen who considered themselves distant
kin of the Gondom'ans, remembered the greedy cruelty with which the
Nimenoreans had exercised their power in their dealings with the lesser
men of Middle-earth before the Downfall and at first feared the men of
Gondor. Butsoon they were won over bytheloveand courtesy the Faithful
showed to all who had been Sauron’s enemies. Accepting without quarrel
the superiority of men who traced their lineage beyond the sea. these lesser
men sought to emulate the way the higher men lived and in their eagemess
for learning patterned ail they did on what was taught them by the men of
Gondor. In this way did the kindreds join together, high and low alike
delighting in the union, until they became one people, the Calenardhrons,
who are well content to dwell in their green land beyond the mcuntains, far
from the sca and yet not sundered from the people of the Southern
Provinces. for all men owe allegiance to the King.

TheKing himself is the true source of power, both military and civil, in
Calenardhon. The province has never been given to any great lord of the
realm 1o be his own domain; and Calenardhon is too far from: the sea for
any ofthese lords to vie for it. The King himself appoints the commanders
of the fortresses that guard the Great West Road and the borders. The
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King’s commandecrs are appointed for an indefinite term of years; they
serve at the King’s pleasure and may be recalled at any time for any reason.
They are generally men of good lineage, though not the highest: usually
from the Southern Provinces, but often Calenardhrons. The men ap-

poimed to commands in Calenardhon have gained military knowledge by
dint of long, trustworthy service in the armies or navies of Gondor, but the
commands do not descend hercditarily; in this way military power is kept
distinct from civil power in rhe meadowlands of Calenardhon.

The separation between military and civilian power in Calenardhon,
never the norm in the Kingdom of Gondor, came about in the following
way. During the early centurics of the Third Age, when the Gondorian
prcsenee in Calenardhon amounted to little more than a string of forts
along the Great West Road and at the South Undeeps, there were not
enough people in the land 10 make ariamalgamation of civil and military
powerunderone great tord practical. During thistimethegarrisons were all
imported. Later, after the land became more heavilysettled, there was no
need for suich an amalgamation because the frontier had been moved out-
ward andsecured by Romendacil’s conquestoftheEasterlingsin T.A. 500,
which turned Calenardhon into a quiet backwater; thereafier the
Kingdom’s attention turned 1o the Sea.

In Calenardhon civil power springs directly from the folk themselves.
Their reverence for the line of Elros and for Anarion's heirs is a natural
outgrowth of their pridein that lineage and kinship. Thedescendanis of the
I"aithful who came into Calenardhon, though not of exaliled lineage, were
clearly superior to ordinary men. They were taller, they lived longer, they
had a strange light in their eyes, and they knew more (not only technological
scercls, but also more about civilized life and how to order a socicty so that
all men might prosper). At first they seemed more like the Eldar than like
ordinary men, They were natural leaders. Evenafier intermarriage and cen-
turies of life together had blurred the sharp distinction between the hcirs of
Numenor and ordinary men, they were still the leaders and allmen looked
up to them,

To make sure there was no active resistance in Calenardhon, Castamir
ransferred all of the garrisons and their commanders to new posts in the
South. Hereplaced them with hisovwwn men, soldiers and man'nes from Um-
bar and Pelargir, men who had fought at his side in the Kin-strife, and he
quadrupled 1he size of the garrisons. After this had been done, Castamir
divided Calenardhon into three fiefs and gave their kecpinginto the hands
of three captains who had fought valiantiy to help him gain the throne.
Calmirié and the Easifold he gave 10 Alandur, his sccond cousin. The East
Emnct, Tir-Anduin, and the hill forts in the Emyn Muil were given 1o
Sorondothor, aman of Umbar. The fortress at Aglarond and the Wesifold
were given 10 Fiulong, another of Castamir's favorites.

These New Lords brought a Southern richness and splendor into Cal-
enardhon; they also brought an entirely new kind of government, ene¢ im-
posed by torce and butiressed by laws and proclamations designed, above
all, to coerce the people of the province. For the first time in its history,
Calenardhon was governed — and governed harshly — by what amounted
to a foreign power,

11" Castamir had proved to be a wisc and benevolent ruler, things prob-
ably would have turned out ali right in the long run; but Castamir cared
only for the Fleet, for voyaging, and for the great glory that ncw Southern
conyuests brought him. Parily to punish Calenardhon for siding against
him in the Kin-strife and partly to enrich the Fleet. Castamir tnpled the
1axes and required payment in money. After a few years he made plans to
move the capital of Gondor 1o Pelargir.

7.1 THE KIN-STRIFE

A longera of peace and harmony came to an abrupt end when Eldacar
assumed the throne of Gondor in §435. Cruel and fatal pri'de that in times
past had led 10 the Downfall now caused a ruinous civil war know asthe
Kin-strife. Trouble had been brewing for years. Valacar, Eldacar’s father,
had married a Rhovanion princess, Vidumavi. This was the first time that
the heir to the throne of Gondor had married outside the line of Elros.

The great lords of the Southern Provinces refused to acknowledge
Vidumavi’s son Eldacar, parily because of his Northern blood, and partly
because he had never been 1o sea. Rallying behind the native-born Prince
Castamir, who was the Captain of the Ships, therebellords (many of them
from Pelargir and Umbar) assaulted Osgiliath with armies and the fleel.
Families were divided in their loyaities; tnany brave men fell on both sides.
The city was taken after a protracted siege. The palanit/r of Osgiliath was
lost when Castamir burned the city; Eldacar however escaped to his
mother’s kinfolk in Rhovanion.



A cruel and unscrupulous usurper, Castamir had to act quickly to
consolidate his power. He showed no mercy to those who had supported
Eldacar, executing many and dispossessing others. He elevated his own
supporters to all important commands. Just after assuminy the throne,
Castamir sent troops into Calenardhon, {which had supported Eldacar by
sending men, boats, and supplies to Osgiliath during the conflict) to tame
the district.

There was little resistance at first. Many of the most partisan Cal-
enardhrons had already fled into Rhovanion to join Eldacar. Others —
those who had not fouglt in the South — waited to see what the new King
woulddo. At first many hoped fortlie best. They believed hat thesituation
would return to the status quo ante. The great lords of the South arranged
maitters to suit themselves; and in Calenardhon grain was growing, sheep
were ready (o be sheared, Osgiliath and the new King seemed far away.

And indeed this is nearly so. Alandur possesses the secret of a certain
kind of Southern incense, prepared from jungle flowers, that, when burned
in a small room, or in a tent, makes it quite difficult for lesser men to keep
their secrets hidden. Heiis very cautious about using this incense, and often
has his wifeextractinformation from other wivesof the province. Alandur
rewardspeople whodiscloseinformation to him; not lavishly, because that
might make other folk suspicious. but subtly, so that these creatures, all
good honcst men, are advanced in his esteem, and prosper. Their cons-
ciences, which ought to betroubled, arelaid torest partly by Alandur’s tact-
ful charm and partly by the fact that Alandur never seems to «e anything
with theinformation heobtainsabout the King’s enemies. In fact,he seems
1o honor them and takes care 10 invite them to his entertainments.

This is because Alandur believes killing people outright is a breach of
manners thatis likely to cause a good deal of hostility in the province. He
prefers (o poison people — if . after a space of time, it seems, regrettably, to
be necessary — whenthey came todinner. e uses twosubhtle, slow-acting
poisons. One, juth, depni'ves folk of their wits a few weeks after they have
supped with him. Juth comes on slowly; its effects first appear as isolated
incidents of odd behavior. These fits increase in frequency until it finally
becomes quite ohvious that the person is insane. The other poison, sfota,
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acting on thespinal column, afflictsthe recipient with aslowly-intensifying
paralysis that starts in the lower extremities and proxresses upward until it
reaches the heart. causing death. The first troublesomenumbness appeares
in the toes threc.or four days after ingestion, depending on the vitality of the
individual. S{eza’s effects, which are irreversible because of the physical
damage to the spinal cord, may take as long as two months to kil the af -
flicted individual.

Henderch the seneschal is a powerful man with amtslike a gorillaand a
long black beard. Originally from Umbar. Henderch accompanied Alan-
dur on all of his Soulhernvoyages, rising fromthe rank of ordinary seaman
to become Alandur’s second in command. Henderch despises Calmiri'é
becausc it isan inland city and the wintersarecold. A tough but fair-minded
fellow, Hendcrchisentirely devoted to Alandur’s interests. Heisadeptwith
the mace and is also a first-class archer; he caroes a poisoned dagger, and
always wears a mifhril corselet under hisouter clothing. If anyone objects
to King Castamir’s new taxes or to his own methods of assessing them,
Henderch, a jovial rogue who has great contempt for all landlubbers, en-
courages them to dine with Alandur. Henderch always assures them that
Alandur will lend amosi sympathetic ear to their troubles. His dutiesas a
seneschal require that he travel throughout the province. He is always ac-
companied by five mounted archers and five armored lancers. and also by
his enormous black dog Scowl, who is trained to attack.

Hestderch Joves to drink in taverns, and he has a keen eve for the ladies.
He keeps an apartment at the Bull and Bear Tavern in Calmiri¢ and is
reputed to be in love with thelandlord’s daughter, Astrith,

7.2 CALMIRIE AND THE EASTFOLD

Castamir gave Calmirié and all lands west of the Onodlo to Alandur, a
tall blonde mariner from Pelargir, to reward Alandur for his services dur-
ing the Kin-strife. {Alandur had cemmanded the force of marines that
broke through the gates of Osgiliath dufing the final assault). He made
three voyages to Southern lands with Castamir, to whom he was intensely
loyal, He had by that time acquired a vast knowledge of poisons on his
Southern voyages. An indifferent swordsman. he always uses a poisoned
blade.

Alandur catised the fortresson the mountain flank above Calmirié to be
enlarged and built himself a marble palace there. His personal guard of
scimitar-carrying Southrons in turbans astounded the folk of Calmirie. A
smiling, pleasani, affable, and diplomatic man of high lineage, Alandur
quickly arranged the governmelu ot his domain to suit himself. A capable
administrator, he has done all he can toreconcilethe peopleofthe province
to the new state of affairs. He has appointed iwo of his most trustworthy
lieutenants to be the governors of the zastfold and Onodrith; indolent by
inclination. he leaves most of the unpleasant work of collecting the heavy
new taxcs to these men and 10 his seneschal, Henderch. Alandur himself
spends a great deal of time hawking and hunting; these are the only ac-
tivities that could even partially assuage his longing for the Sea. Twice a
year he travels through the province, overseeing the administration of his
lands and familiarizing himself \¥ith the people he rules.

Alandur and his fovely brunette wife Saraneida are famous for their
sumptuous hospitality. Travelers of any degree are alhways welcomein his
dining hall, and Alandur takes care to invite all of themostimportantmen
of the province to dinewith him in his marble palace when their business
brings them to Calmirié. He makes it clear that heexpects them 1o wait on
him and show him cvery courtesy whenev-er he passes through theirdistrict.
no matter what the purpose of his visit might be, even if it is only for the
pleasure he might gain by hunting and hawkmg in that part of his domain.

Taxes, Alandur declares, have been laid by the King for the good ofthe
realm; itistheduty of all loyal mento pay them. However, if anyone comes
(o his palace complaining of areal hardship, Alandur does what he can to
mitigate the situation, sometimes even going so far as to remit part of the
taxes due inthecurrent year.

In this way, Alandur soon gained the respect of many Calenardhrons,
The folk of Calmin'é are overawed by the splendor of their new lord’s man-
ner; invitations to his entertainments and his hunting parties are eagerly
courlel. Alandur seems to take many people into his confidence. He letson
that King Castamir could certainly reduce the taxes to their former levels if
the loyalty of Calenardhon were assured; alas, Alandur says he knowsthat
there are many people with doubts about the new king, many who might
still in their hearts be snpporters of Eldacar. It is not that he wishes to
punish thesemen: onthecontrary, he wants achanceto persuadethem that
support of Castamir would be to everybody’s benefit. It is obvious, Alan-
dur asserts, that anyone who helps him bring the province into line will be
rewarded. Belore the first year has ended, Alandur had many “spies;” it
seemed that no man can refrain from telling him the truth.



7.3 ONODRITH AND THE RIVER

Onodrith, which is part of Alandur’sdomain, is aconsiderable vexation
tlo Henderch. There is significant sentiment against the new King in
Onodrith and among the boatmen on the river, mostly because Castamir,
10 punish the boatmen for supplying Osgiliath during the war, sent alarge
detachment of troops up the right bank of the river with orders Lo destroy
everyboat they could find. More than half of the river boats were burned in
this raid; many boatmen were killed. To make matters worse, Castanir
then instituted a new licensing tax on boats (one gold piece per year) and
anothertax on the lumber used tobur’ld them (5 gold pieces for the requisite
amount of larch wood). A customs house was erected about three miles
above thefens,and the boatmen wererequired to pay not only aduty on the
goods they carried but also a toll for their passage up or down the river.

Though Alandur does all he can to emphasize his sympathy for the
boatmen by playing up his own enjoyment of boats and sailing, nothingcan
make the boatmen forget that Castamir ordered their hoats burned. Their
hearts are turned against the ncw King.

Alandur appointed Telfar, his wife’s nephew, as the govcrnor of
Onodrith. Telfaris neither crue! nor incapable, but because he is respon-
sible forcollectingall of thenew taxes levied on the boatmen, he isdespised,
and several attempis have been made on his life.

7.4 AGLAROND, DUNLOSTIR, AND THE WESTFOLD

Castarmu't appointed Finlong, one of his court favorites, as the com-
mander of the fortress of Aglarond and gave him the West Emnct and most
of the Westfold as his own. A fearlesssea—captain who has had absolutely
no experience in government, Finlong has turned out to be a small-minded,
contentious, and greedy governor. The rich farms of the Westfold were a
potential source of great wealth (if the farmers had only been left to
themselves) but Finlong sees spiesplotting everywhere. He frequently ac-
cuses rich faimers of conspin’ng 10 overthrow the King — this gives him an
excuse 1o seize their property. He keeps prisoncrs accused of treason
chained to the walls in the dungeons of Aglarond. it soon became apparent
10 the farmers of Dunlostir that possession of a profitable estate or a
beautiful daughter could be a dangerous state of affairs in Finlong’s do-
ma1n. Finlong, who speaks with aslight lisp, isalways embroiling himselfin
disputes over petty matters; these quarrels provide him an excnse for levy-
ing fines, and i fthe otherparty in the disputeobjecis 1o the size of the fines,
Finlong accuses him of treason or disrespect to the King and claps him in
irons. Travelers are also accused of these-.crimes if Finlong thinks they look
wealthy. His principal amusement istoride out through the Wesifold with a
large retinue of soldiers and beautiful women, hunting and hawking as he
goes, and trampling everybody elsc’s grain.

7.5 TIR-ANDUIN AND THE EAST EMNET

Castamir grantcd Tir-Anduin to Sorondothor. This domain includes all
of the East Emnel; it isbounded on the West by the Anduin, on the East by
the Onodlo (Entwash), on the South by the Fens, and on the North by
Fangorn forest and the River Limlight, Because Castamir'scontrolin Rho-
vanion is very much in doubt, Tir-Anduin has become virtually a frontier
province. Sorondothor waschosen as the New Lord of the fief not only be-
cause he and his family contributed a great deal of money to Castamir’s
cause, but also because Sorondothor had grown up on border marches 1o
the South of Umbar (where his family very capablyadministered alarge do-
main).

The youngest of ten sons, Sorondothor has been a ship captarn most of
hislife. He is about five feet tall — very short for one of the Dunedain —
and almost as broad as heis high. Hesportsared beard separated intotwo
stiff points. As a youth, because of his red hair and his small size, he was
called Kirinki (Nimenorean for small red bird). He is about fifteen years
older than Castamir, who once saved Sorondothor’s life by rescuing him
from an island where they had been shipwrecked. Sorondothor believes
that Sauron was behind Eldacar’s accession to the throne. An extremely
ableadministrator, he is also a doughty warrior, and the kind of leader who
can hearten his men in the thick of battle. Equally adept with his huge
scimitar, his battle axe, or his mace, Sorondothor has greai presence of
mind; despite his fiery temper, he has never lost control of himself when
commanding his troops in baittle or making a business deal.

Sorondothor has made and lost several fortunes on trading voyages to
Southern [ands. Heapplied his undersiandingofiradeto the bazaarsat Tir-
Anduin, and by introducing a few simple reforms (he institut-ed a regular,
reliable ferry capableof cairynng large quantities orcargo; he paved alarge
market square and erected new docks on both sides of the river; and his
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soldiers patrol the East bank, making it much safer for honest merchants)
he quadrupled the size of the trade in only a few years, lining his pockets
along the way and contributing manythousands of gold pieecs 10 the King’s
treasury. Although he knows verylittle about shcep and shepherds, Soron-
dothor encouraged the production of wool by digging wells in the East
Emnet and the Wold and by doing all he could to make sure that the
shepherds recgived a fair price for their fleece and raw wool. He has built
new depots and a shippingdockabout a mile below the town of Onodrith,
and always sends an agent to the wool fair in Calmirié.

Sorondothor’s border guards, every one of them a fearless warrior, wear
alivery of redand silver. Most of them are from Umbar and South Gondor.
Their sieel hclmets carrya crest of red feathers. During the wintertime they
all wear long rcd woolen cloaks and go about armed with scimitars and car-
rying shields. To discourage smuggling and to encourage payment of the
King’s Toll (one small silver piece per man on travellers entering Soron-
dothor’s domain), the borders are patrolled by detachments of light
cavalry. Two mounted archers and three lancers make up the patrol. The
Limlight and the Anduin are patrolled by small oared boats that arc very
fast and siable in the water; six rowers, threc archers and a boatswain com-
prise the usual crew. The rowers are fully armed fighting men. Boat patrol is
pleasant duty, and much sought after by the foot soldiers who man the
border forts. Sorondothor’s domainalsoincludes a fort on the West bank
of the Anduinabovethe rapidsatSarnGebir.Thefortresses of Amon Lhaw
and Amon Hen on hillsabove theriver where it passesinto thesteepchannel
leading 10 the falls of Raurosaremanned by Castamir’s men as the frontier
of the home provinces.

7.6 ANGRENOST (ISENGARD)

Caranthir, commander of the garrison at Angrenost when the Kin-strifc
began, had been appoimed to his position by Eldaear’s father, and, as a
result, his sympathies were entirely with Eldacar when thecivil wore broke
out. The garrison at Orthanc was not large enough 10 allow Caramhir to
send any meaningful aid 10 Eldacar’s forccs, but when Castamir usurped
the thronc, Caranthir refused te hand over the keys to the fortress. He had
enough men to hold the front gatcs and the walls of the citadel against at-
tack unless a large army was brought into the field against him, and so he
waited, biding his time, to see what the future might bring. (The palantir in
his possession allowed him 10 confirm the rumor of Eldacar’s escape from
the ruin of Osgiliath and his flight to Rhovanion). Before long, so many of
Eldacar’s supporters had slipped through thecordon oftroops that Finlong
kept stationed at the mouth of the vallcy that Caranthir was able 1o sally
forth, driving Finlong’s men before him, and secured the right bank of the
Isen as faras the Fords.

7.7 OPPOSITION TO CASTAMIR AND
THE NEW LORDS

Oppositionto Castamirmightwell have died downsoon after he usurped
the throne if he had proved to be a wise ruler. The long succession of
Nimenorean and Gondorian kings, though free (up until now) of the
violence of civil war, nevcrthelessdid comntain one or two precedents tor the
seizureofpower by onc fit to rulc. Castamir’s supportershad indecd proved
to be the stronger party in the Kin-strife, and their contention — that
Castamir aetually had more royal blood than Eldacar because he was not
only Minalcar’s great-grandson, but also a child of high lineage on his
mother’s side as well — had sound basis in fact. Castamir soon proved
himse!f to be a proud, rapacious lord, however, and because of his greed,
his position on the Throne was never entirely secure. Quick to take offensc
and slow to forgive what he considers insults 10 the Crown, Castamir is an
inept administrator much-given 10 appointing pcrsonal favorites to impor-
tant positions (regardless of their abilities) because he could count on their
loyalty to himself. Castamir’s violent conduct in the long and bittercivil war
coupled with the new taxes he laid on the people 10 enrich the Fleet and his
plans to move the capital of the kingdom to Pelargir soon created fcrtile
possibilities for Eldacar’s supporters, who were greatly heartened by con-
firmation of the rumors that Eldacar had escaped the destruction of
Osgiliath and has living with his mother’s people in Rhovanion.

In Calenardhon, the sympathies of the people are very much with
Eldacar; in fact many of the best men of the province have already joined
him in Rhovanion. Thc hcavily traveled road that leads through Cal-
enardhon and Anorien to Minas Anor is now often traveled by Eldacar’s
supporters (who posc as mcrchants or traders). Messages are carried back
and forth, and so is money, usually in the form of jewels. Men cross the
river in Tir-Anduin, ostensibly as traders, and nevercome back . They llock
to Eldacar’s standard: white eagles and the white tree on a field of green.



7.8 T.A1442: DEEPENING TROUBLES FOR
CASTAMIR’S MEN

By T.A. 1442 the opposition to Castamir has assumed a definite form.
Eldacar’s supporters operate a secrel network that passes money and
messages through Calenardhon into Rhovanion. They now havereat hope
that they may soon be able to topple the usurper’s cruel regime: Eldacar, by
all reports, is raising and training a vast army in Rhovanion.

In Calmirié, which is the main stopping of f point for all travelers on the
Great West Road (and whose many fairs providea goodexcusefor travel-
ug (o thecity) the Buill and BearTavern is run by Eldacar’ssupporters. The
landlord, Vardamavi, will help anyone whogivestheright password, which
isinthe form ofa verse, one half of each linebeingrepeated byeach person:

A storm cloud #angs overthe sea
Thegrainin the fields has been sown
White eagles return to the iree

And the people reiurn 1o their own

Alandur, of course, knows about this verse, and because of his many
spies is now in a solid position to take advantage of his network of in-
formers. Many travelers, as is the custom, are invited (0 his table. None are
detained, and all depart unharmed. Many of Eldacar's supporters later
boast to their traveling companions that the new Lord of Calmirié seems to
be a gullible, affable simpleton who will believe anything. They leave so
many messages with Vardamavi that he often forgets who left which
message and to whom the message ought 1o be delivered.

Vardamavi's daughter. Astrith, a beautiful dark sad-eyed lady, is openly
scornful of Vardamavi’s attempts to help Eldacar’s supporters. Her father’s
rebellious activities, she thinks, do no one any good and will only get them
bothintotrouble. Give me the strongarms of a sailor, shesays, cozying up
10 Henderch whenever he is visiting Calmirié. {Astrith is in fact a tenth level
ranger). She inherited her talents from her mother, a dark-eyed beauty
from Dunlostir who died when Astrith was ten years old.

Not long ago. after the Wool Fair. Vardamavi went up 10 visit Alandur
with other inn keepers to arrange for the Horse Fair prizes.

=

40

Henderch continues visiting the Bull and Bear even though he knows
Vardamavi is plotling against Lord Alandur; it adds spice to his relation-
ship with Astrith, who has told him many times that sbe thinks her fathera
fool. Henderch, who can drink huge quantities of ale without losing his
head, does not for a moment believe that arabbleof farmers and shepherds
and drovers will ever stand up to Lord Alandur (who knows the name of
every plotter). Henderch believes that a little bit of revolution in the pro-
vincemight makehisownjobeasier: hemaybeabletogetrid ofafewofthe
worst troublemakers, and if only the phlegmatic farmers of Dunlostir
would do him a favor and smother Finlong underreath a pileof oats in one
of their granaries, Alandur might enlarge his own domain, and Henderch
might receive Dunlostir as a fief. And as for Eldacar, let him be king of
Rhovanion, Henderch thinks, if he mustbe king of something.

Lately though, even the doughty Henderch has been w-orryingabout the
situation. A new leader has arisen in Calenardhon: The Green Asp. Two of
Alandur's “informants” have been killed by short green poisoned arrows,
and Alandur, despite information from his other spies, that which he has
gained from travelers who have met with the new leader. has not yet been
able to learn the identity of The Asp. It isnolaughing matter. Threesoldiers
were killed at the gates of the city in the last day of the Wool Fair, and no
sooner had their murders been discovered than every fountain on the
avenue of fountains began to spurt green foam. This, combined with the
death of his soldiers, has sorely tried Alandur’s patience.

But no one seems to know who The Green Asp might be. Sometimes it
seems the Asp may he might be more than one person; acavalry patrol was
ambushed on The Great Road near the River Snowbourne the morning
after the attack on the guard at the gates of the town. The lone survivor
reported that a swarm of ground bees — or maybe several swarms of them
— had thrown tlieir horses inlo a panic, unseating all of his companions.
Then his own horse bolted, carrying him a long way out into the
meadowland. After rounding up the’liorsgs, he returned and found all of
his companions dead. They had all been killed by shott green poisoned ar-
rows, not by the minor wounds.

As if this ugly business with The Green Asp were not enough, the
boatmen have been acting up again;: the King's customs house has been
burncd and Castamir wants to know why the culprits have not yet been
caught and punished.

In Tir-Anduin, Sorondothor has been fighting a border war. Lately he
has beefed up his patrols to doubte their previous strength; there are now
ten men in a cavalry patrol. He does not have enough men to make a large
sortie across the river to wipe out the rebels in their camps. so he has con-
teuted himself with making raid.s. He leads many of these in person at the
head of his Kirinsiredain. Boat patrol is no longer asafe and pleasant duty,
but the escalated activity along the border suits Sorondothor’s men very
well; they love fighting and they believe Eldacar to be one of Sauron’s pup-
pets.

Trade in the bazaars has fallen of f slighily because the approaches to Tir-
Anduin on both sides of the river aremorethanslightly hazardous for non-
combalants. Sorondothor, who can squeeze a profit out of any situation,
has lately taken to requiring a deposit of three gold pieces from anybody
who wants tocross the river into Rhovanion. Honest merchanis, of course,
can redeem their deposits at the end of the day; persons going off 10 join
Eldacar, however, will enrich Sorondothor’s treasury.

Overall, Sorondothor has been impressed by the ability of the soldiers
raiding his territory. They fight well and theydon't mistreat their prisoners.
Theyare well armed, theyretreat in good order, and they give no quarterto
their foes. They have been much more troubie to him than their scanty
numbers might indicate, and their guerilla activities have been costing him
money by scaring of f traders.

One thing has been puzzling Sorondothor of late: his soldiers report that
there seem to be a surprising number of “inadmen” coming up out of
Calenardhon to trade in the bazaars. These madmen suddenly go off the
deepend; one of them, for example, attacked a cart full of wool, plunging
his sword into it againand agai'n until he fell down, exhaus ted. After com-
ing to himself in Sorondothor’s prison, this man clarmed he had been
fighting a mdmakil; incriminating documents found on his person afier a
careful search, however, revealed that he was one of Eldacar’s agents.

In the Westfold, several of Fintong’s tax collectors have been murdered,
evidently toemphasize the poiut, the bodies, drawn and quartered by teams
of oxen — were left on the Great West Road. Finlong’s response, of course,
has been to throw even more peopleinto his dungeons. By 1442 more than a
hundred of the region’s most prosperous farmers are imprisoned in the
dungeons at Aglarond, and the people of that district are very much of a
mind to get them out. As yet, however, no onehas figured out a good plan
for setting them frec. The farmers are in regular communication with
Caranthir’s forces in Orthanc.



~from limb, and ale them like roasied rabbits,”

8.0 ADVENTURING IN
CALENARDHON

Adventures in Calenardhon during the Kin-strife will generally fall into
one of two categories: either the adventurers will be traveling through
Calenardhon to join Eldacar or to link up with his supporters in the
province iself or in the Southern Provinces; or they will be part of the
clandestineresistance to Castamir and the New Lords — Alandur, Finlong,
and Sorondothoy.

Ineithercase, the identity of The Green Asp is of paramount importance
becausethis leader is the chief figureinthe resistancemovemeni. TheGreen
Asp, that mysterious person who is so troublesome to Alandur and
Henderch, is none other than the lovety Astrith, Vardamavi’sdaughter. No
one in the province, nat even her father, knows the secret of her double
identity.

Alandur, the affable poisoner, is obviously an extremely dangerous
character and should be avoided w henever possible; the nature of his slow-
acting poisons, however. shoutd be concealed from the player characters
for as long as seems practical.

‘Yales of Calenardhon

Urdrek was chiefiain of his tribe. aswas his father, and his fatherbefere:
him. His father, Furnuren, was lame from his youth, and more of a scholar

~ thanawarrior. Furnuren also tried to defy the priests of thc Following. For
- that hewas cast oul as chie flainand banished from the tribe. The people of

Urdrek’s tribe worshipped the power of Darkness, whose nhame was

'_: Melkor. The priests of the Following were many and had insinuated

themseives into the everyday lives of the people. Urdrek was unhappy with
the state of things, but dared not speak againsi the honeyed words ofthe
priesis, for hewould becast outas had his father; hefeared that thex would

| lead his people to destruction one day.

When Urdrek was but a child and his father wasehicftain, Fumusen toid
him the 1ale of the sudden death of Urdrek’s grandfather, Undarak. Un-
darak had wholeheartedly welcomed the priests; not realizing the evil ways
they would bring. corruptitig his people. When he realized the eetor of his

‘decision, it was 100 late. Undarak delved into the old journals of his 1:ibe,

seeking away to be rid of the priesis. Helearned of a holy place; atombof
the ancestors of the Dunlendings, a tomb which reputedly held items of

~ power. In a high vale in the white mountains it lay; a vave on a lake. All

about1he take were sheer clif fs. dotted with other caverns. There were also
ambiguous references 10 ‘Giants of stone which hurled rocks upon those

_unwelcome'. Undaunied by this, Urdarak gathered ten of his mowt irustéd

warriors and sel off1a seck the holy tomb. If was seven weekstater thatone

~ of the meu from: the expedition returned — alone. He was. in a delirious

slate, apparently driven insane by soinething he had seen, for he had no

wouuds, but was unable to speak clearly, or even recegnize friends. e

would just spow gibberish about “the giants who hurl stortes from the
cliffs” and how the giants “came down from the walls. fipped men limb

The man had escaped

because he had fallen behind the others as1hey hiked im0 the vale, as he had

injured his ankle the day before and was resting. Hearing thes¢reams of his

fellows, he edged forward, to view the scene of the raen being crushed by

boulderss, and tossed about Jike rag dolls. The man’s last memorywasofone
giani ripping Undarak's head from his shoulders, laughing. and popping it

into his gaping maw. The man turned and ran.

The vale, located in the bottom center area of 1 he map, is mhabued by
huge, giarnt-tikecreatures, who can hurt baulders with terrif ying accuracy
as faras300 f eet away. The ydonot leavethe vale, butanyone theycatch in-
side s in grave danger. There is aruin of a castle along the-northerrshore o f
the lake, but 1he actual Dunlending tomb is in asmall cavern in the middle
of the lake {the giants will not go into the water, but will wait for anyone
‘who escapes via that route into the lake; their boulder throws<an spen the
river). Within the cave on the lake is a small ceypt, and in thecoffinis a

mithril swerd ( + 25), and a seff. The stef/f is of Storm calling, ané elfiows

the wielder to summon asevere thunderstorm, covering a three niite radius.
The holder of the staff may aiso ‘Cali Lightning’ frem the sﬁ_y‘ down upen
any individual hechooses within 200feet of his location, while thestori is
ineffect. The effects are derermined en the lightning beit tabie, five timnes

damage, +50 to hit. Lightrung may be called as inany as five times per

storm before exhuvsting the Essence of the stornt. The staff hel@s fer
charges, meaning that it can summon a siorm four more times before

becomning exhuusted. See 1he Beasts Chart for deiails about _rhie gf‘a_nr.s".g P

Small parties of adventurers sent from Eldacar may link up with
Eldacar’s supporters in the grasslands and in Calmiri¢; boatmen are a
natural source of aid to Castamir’s enem'es.

Adventuring near Tir-Anduinand in the East Emnetis a straight forward
exercise in swashbuckling guerilla warfare; Sorondothor and his men are
worthy opponents and can sometimes be bribed to surrender their
prisoners. Sorondothor dixes not believe in putting prisoners 1o death, and
he would jusias soon make a profit on the situation byexchangi'ng them for
50-60 gold pieces or one of his own Kirinsiredain.

Adventures in the Westfold revolve around freeing the prisoners at
Aglarond; in the interim, the people of Dunlostir are doing ail they can 10
create trouble for Finlong and his agents. There is a consiant irickle of
Eldacar’s supporter’s through the Westfold on their way join Caranthir at
Orthanc.

There are numerous other possibilities for adventurtng in Calenardhon
that are not directly concerned with the political intrigues of the Kin-strife.
Adventurers will no doubt enjoy themsclves immensely at oneofthe fairsin
Calmirié. Thereare possibilities for trade of an exciling and unusual nature
in the vast unstructured bazaars of Tir-Anduin. Some members of a party
might wish 10 consult the palantir at Orthanc (this would have 10 be done

In ages past, when the Valar wresiled with Morgoth for control of
Middle«carth, the and uas convoluted and changed. Vast enderground
comptexes were formed in the upheavals; cave complexes of incredible in-
tricacy and size. in fact, some believe thar ali of the-eaves of Middle-earth
interconnect somnehow. forming an unbroker network of subterranean
passages. Duringihc dark times of the First Age. Morgoth usédthese tnn-
nels to send his evil seevaiis out 10 far-flung reaches of theland, but unob-
trusively. Inthechill darkness they slipped out by the thousatuds, toemerge
inio the mght far-away from their masier’s fortress. When later disruptions
caused further shi fis in the tand, manyofthese passageswereclosed by tons
of fallen rock from collapsect ceitings. Thus were many of Morgoth’sstaves
rapped away from their home when it was destreyed; so many survived (o
cause terror and deinh long afier the passing of vheir lord. Decp within the
Aglarond, it issaid. tiesthehomeof oneofthese monstéers: ademon beyond
the pale; it walks the dark halls and caverns. wailing for unwary scekers of
the repured riches of the caves. Truly a teerifying creature, it is said tha i
drinks the blovd of men for itssustenance. Thedemonthevercomesnecarthe
outer ¢aves. where goods are stored and horses stabled: only in the deepest

caverts- does it lurk: where myriad jewels ciuster Over Guiet poais of chill

water in the darkness. Many do nat helicve that the demon really exists;

rather thai it is a figment of frightened men'’s imaginations, The explorers |

who neveremerged aggin from the Aglarond no doubi lost theirway, or fell
off a sudden precipice. Those who claim to bave glimpsed the creature
however, art certain they are not imagining things. [t {§ ralland black, they
say, slimy and glistening wel, with long clawed hands and fee(. and a large
mouth with huge fangs. lts eyes burn with a baleful red glow in the
darkness. it can crush stone with its bare lzands. :

All of the things suid about the demon are irue, and i fact ii is feur
demons, who ar¢ usually in differers parts of the compfex. They ase not
very itetligent, but co-exisireasonably well in the caves, andinf acl, on the
rure occasionihat oneao fthe creatires is aitacked and hayd pressed. vaeor
more of the others comes swiftiv 1o its aid, The demons guard the richest
areus of the fowercaves. Amid the skeleions &f posi victiins can be fonnda
number of useful weapoms and wmogical items. See the Beusts Chart for
details of the demons.

inavalley deep in the White Mouutains, there liesa ruin of one of'the
mysterions works of the Druedain, a strangemegalithic complex built upon
a high mound of earth. Theentrance to the placeis said to be guarded by the
stone statties of the Piikel-men, and that they come 1o life and slay any in-
wruders. I[()wevcr, it is-also said that hidden benemh the moeund i atomb

- complex of the Driiedain tiled with many treasures; but one must get ham'_
the pukel-guards, find the way in, and evadethe many traps which are also

bt

rcpuied to guard the place.




without the consent of the King's Commander and would be quite dif ficult)
or use the library in the lower levels ofthe tower. The Glitlering Cavesof
Aglarond hold the promisc of great wealth (in jewels and precious metals)
to anyone who possesses the necessary cave-explon'ng and mining skills,
but wouldbea very dangerous quest. moreover, the garrison ofthe fortress
wrould not be likely to permir such activities. Huming wiid boar in the
forests of the Eastfold is exciting but hazardous; braveadventurers might
procure a commission 1o Kill a particularly fearsome boar that has been ter-
rorizing the district for months or years. Special boar-hunting spears,
called tucks, should be purchased m Calmirié¢. Mountaineering expedi-
tions, primarily oriented toward gathering herbs, should be accompanied
by pard local guides and may encounicr unfriendly local inhabitants. Dur-
ing the summer, asp-hunting expeditions in the East Emnet, though
dangerous, may prove highly profitable; the dricd giandscaneasily besold
in Tir-Anduin.

Because of the war ther¢ ire numerous refugees, and with refugees come
bandits. Scaltercd through the foothills of the mountains hoth to the north
and south therearetales of thief rings. and roving bands of brigands who
antagoniz.c travelers. Alsoy, espevially later, there are rumors of orcs setiling
in the southern arcas of the Misty mowiains and harassing1 he inhabitants
of farming homesteads there.

8.1 SUGGESTED PLAYER CHARACTER
BACKGROUNDS

Below are listecd @ number 0f Bossible personal backgrounds for plaver
characters who wish to adveniure in Calenardhon.

— The son or daughter of one of the wealthy merchants arrestec unjustly
by Finlong, and wha is trying 10 sneak in and free him.

— Oncof a group of scouts hired by Caranthir of Angrenost to make con-
tact with the Grecn Asp and solicit aid and/or set up an alliance.

— A Dunlending, the son or daughter of Urdrek, (seelales). vwho secks the
hidden tomb in the valley.

— Anadventurous youth determincd to explore thecaves of Aglarond and
secure some Of their riches for his/her own.

— A young EIf from nearby Loricn who has heard of the tyranny of
Castamir’s governors and of the Green Asp, and wishes (o find (him)
and join in the underground.

— QOue of the young rebels serving under the Green Asp, assigned 10 in-
tercept couriers of Alandur heading for Minas Tirith and bring back
messages 10 the Asp.

— Alicutenam of the Green Asp's, sent 10 deliver a imessage (0 a courier
for Eldacar. He/she is to mcet the vourier in a specified place in the
Wold, but the ¢ourier dues nol appear. . .

— Someconc scnt from Angrenost as a spv to infiltrate Alandur’s
household. securc iniormaltion about his activliies. and report back 10
Caranthir at Orthanc,

— Someone versed in the lore of the Dricdain, and seeking the last
members of the ruce, having heard thai \hey pessess the secrel to a rare
Lifcgiving herb.

— An EIl' of Lorien wishing w view ilie palantir in Orthane to locate
his/her sibling, wwho has dissapcared nysteriously.

— Someone intercsted in Elven l.ore, who has hcard that there are Efves
living in the forest south of QOnodrith, and isseekingthem to lcarn more
of their ways.

8.2 ENCHANTED THINGS

8.21 ITEMS OF NOTE
Most Potent
NELDELHACIH (S. “Triad of Leaping Flames™)

@nce the prize posession of the evit magician Shaan Tur, itis a one fool
long rod of gnarted wood with a three pronged iron appendage at one end.
also about a foot long. A1 the end of each outstretched prong s a larze
rough cut ruby. inaclawlike set. Anyone of Essencccan wieldit, and when
itis fired, a triad of flame* leaps from the gems. The fireboltscanbe directed
al up to three separate targelts, provided they are all within 180 degrees of
each other, and in the caster’slineof vision (thecvaster only getshis @B with
one bolt, howcever). The bolts arealways x4 hits. [n theory the Ncldelhach
will never run out of charges, but anytime it is not fully charged. it will seek
to draw energy from any available fires about it, within 100 feet. This is
somewhat of a subjective decision by the GM how severely it does draw, but
thelower its chargelevel, the more ‘desperate’ it will become. (o the poiut of
reducing raging bonfires (o embers. :ind consuming the J'uel. The wielder
has no control over the ‘recharging’ process.

2

CIRMEGIL (8. “Cleaver of Swords”)

A broadsword, of a black alloy. It is 420, and has the additional power
of cleaving ather swords: | f the wielder is in combat with somcone using a
metallic, bladed veapon, that other person parries, and the wielder misses
within the range of the parry. (indicating that the wielder has struck his op-
ponent's weapon), the weapon, if + [Qor less, and nonmagical. is cleavedin
half. Weapons with higher bonuses or magical in nature maybegiven RR’s,
al the GM'’s discretion.

CIRYANIBSIR (S. “Little River Ship”)

An intricately carved miniature riverboal fourinches long, when placed
in the waler and the word ‘grow’is spoken, it becomes a full-sized riverboat
25 fect long. The boat will only shrink again when the word *shrink’ is
spoken while it is being touched, but nooneis standing on it.
FANUIBAUGLIR(S. "Cloudy Constrainer™)

A crystalline orb two feet in diameler {it is not casily transported). which
is uveable by anyone of the realm of Mentalism. The Fanuibauglir acts as
the 50th level Cloud Mastery Spell, controlling al! clouds withitt a 10 mile
radius, including altering their formation, or causing rainclouds to release
their moisture, Clouds cannot be created, however.

Potent

MIRLAMMENRIM (S. “Jewel of Many Tongues™)

An earring for a pierced ear, of gold with asingle blue sahppire. A power-
ful device for anyone of the realm of Mentalism, the Mirlammenrim will
rranslate any language spoken to the wearer into a tongue he is familiar
with. In addition, it allows him/her 1o speak menially to anyone in sucha
way that they believe that the wearer is speaking their own language.

THOLHOLLIN (S. Closed Helm™) ..

This full helm is of Elven design and cotistruction, but has one curious
feature: there are 1o eye slits. There are inlays of some black. glassy
mailerial on the outside, but until the helm s placed on the head, it appears
that one could not see out. However, once he/she puts it on, theycan see
perfecily well. White wearing the helm, they areimmune from eyc and face
criticals. and gain a + 30 10 all RRs involving seeing things (Runes, etc)

CULOK (S. “Bow of Bending™)

A composite bow of singular nature. In addition (o bemg + 10, the bow
«an fire arrows which turn cornerstostrikiethetarget. In thiscasethetargel
nst have either gone around the corner within one round. or the lirer of
thebow must beawarc. at least generallyofthe target’slocation {such asvia
a Presence spell). Thearrows fired fromthebow canmake upto three turns
in their course, totalling no more than 180 degrees. In any case, the toial
distance travelled must not eXceed the maximum composite bowrange; and
all disance modifications arc applicable. The bow is of various laminated
woods, including the black wood of Dyr, and is inlaid and fitted with
mithril.

HESTAGURTH {S. “Breeze of Death”)

Aclually a Driedain item; a two fool long blowgun, skillfully carved,
and inlaid with gold and small gcms. The gunisalsoa x3 PP enhancer, and
is kept stored iu a flat box with ten finely made darts with mithril tips.
(Where the Driigs got nithril is an interesting guestion) Each dart has a
small reservoir for holding poison; the poison is released when the dart
punctures (delivcrs acritical). The dartshavea bonus of +20:thegun + 0,
making a total of +30 for the sel.

Modest

HENECHOR (S. “Ring of Eyes”)

A headband of several small, rectangular meial plates fastened to a strip
of pliable leather which can be bound about wearer’s head across the
temples. Useable by anyone of humanoidmakeup, the Henechor allowsihe
wearer 10 ‘see’all about himselfina360degrecarcat will. He must witl it so,
at least momeniarily; thusitispossibletosneak upon the wearerifhe/sheis
unalert.

UIMERF.TH (S. “Ever-feast™)

A plate and cup of pewter, well-made but otherwise not easily
distinguished from average dishes. Howeveer, when the name of the items is
spoken in Sindarin, upon the plate appears a full, hoi dinner of several
items, and the cup lills with wine. With practice. the user willlcarn that he
can visualize a specilic meal. and have it appear on the plate. The Uimereth
will produce a comlpete meal three times per day.
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TE2NW poultice Heals 4.9, Wild heals 1-6.
mCIeW sced poultice Heals 330 {1akes one houc}

Carefree Mustord
busin i Heals 15-60{10 + Sa DIO).

usamar cEi16y ltower
Darsuaon cM3ssU leat rub ’ tlealsl-6.
| Draaf 2040w leal eas Heals | -10.
CGanig aD3su cactus sap/dr Heals 38
IG;:-fl_ml eVYON lichen cat Heals 100,
Grarig V75U leat cal Hexls 30,
| Mirenna ¢MB5U bercy eal Heals 10, tostan effed .
. m65L! nodule er/br/eh Heals2-20,
url 1DROL clove br/dr Heoalsl.4.
Vinclami cC7N euit buil/ext Heals 3-300.
mO15wW fruit al Heals 5-50.

Lectaghi aDm crystal chew s20gp Restoresany stad lesses other than rhose duc to age, Affectsonly
une stal
Mecrie sS&M tho n br/dr 90ep Daily use increases by 5. Etfece oceurs after 10 days nse wnd ad-

diction results alter 2 weeks. Imerruption of usc will not reverse ad-
i dictive resisiance, bur means 1053 at bepetin. Withdrawal mesns less
) . of 10 from Co, 13 from Reand Me.




Suxenance

Chap-beechnurs MD6INW HKuinhon (S/davh

Crum (Dwarven wavhread) 1 day's sustenance

Fierey Oah Acom mDaNW aut ed| nutrivn

Sarah-Pakes-Her-Head mD2ONW nut e 2 3 weeks murilian
THSON o ®n¢ day’s auintion

DIMG AN HERB IM THE Wil
This.Formulaallowys the GM 1o decermuie the nomiber ol doses a 2roun could 1ind a1t era 10 hour search In previously nnesplored teeritary fnot exploiied o last 6 monshs)whivch s i sintabie keacale Tar the herb
sought |

A united grovp gets one roll Tor an oneamzed seacch. Roll randomly 10sec how mmany dases a goven imdisidiial finds.
A groul may seipd ateioto amaller units which makeseparateroll. The mdividuals OF Narlicymussl Cser enfircly sepusaie areas, umaltyqisl af earshot. and uel contact cachother duning the perind v quesiio,
Formulu:
Hdoser = found [.(l-l()l) on openankd DY < modifiers + frequeney # - 0] divided by 5 OR the Fregiency £, whicheve
Muaifiers
Scarching in arca scarched in (2 6 months—
Searchi 2 i compass code zone adiacent to heme of herb—
tach Antmist in group—
Ench Range in scoup—
Each asiditipnal searcher—
Each day speni unsuccessiully searching—




.I 823 POISONS AND ROTTEN THINGS

NAME AFFLIC ﬂ”!\ SOURCE FORM APPEARANCE EFFECT LEVEL FREQUENCY
Alkara Ancsthetiy Jungle llower Incense Smoke Targes reves seceels 10 Rare
,' L Poison Scotpian Venom Black hquid Gradual nvwaimity 3 Rare
“Sima Poison Spider Venom Pasie Slow pasalysis and death 5 Venrrare
h VETH Poison Green Asp Venom Pasie Lossof lit dimb § Common
Angunh DHscase Fiea blood Hacicria Invisible Stow. painfuidesih 2 Diminishine |
 Gunih_gu-fuin Disease People WVirus Invisible Slow, painfal deuth 3 Buninishing
Acaana Poison Flower Pollen Black puste Rills insi1anity 15 Rare
,d_ﬂduiambt Ponon Bars Venom Green Turas () 4) hands and/or foes 10 51 D1 7 Very rare
Gaort Ancsthel Tropicalplani Leaves Wiifiepowder Euphora €1 hour) (recreationah) 5 Common |
' Jeggn Poison Bats Venom Brawi pasie 1300 hits 10 Rare
Jepgarukh Poison Bats Yenom Brown paste 10-100 hits 50 Very Rarc
8.3 COMBAT CAPABILITY SUMMARIES
8.31 MASTER MILITARY CHART (Avg Stats & Levels)
o MLLEE MISSILE
TYPE/RANK HOME/RACE HLVLE HITS AT(DB) SHIELLD 0 (8]1] NOTES
{IRLIK-SHARAK ISENGAIRD tatter T\ 2969
Uruk Command Uik~ s 12 1% 145 16(-19) YIS 160by 135sh Remaone {allen toi's evelids
Urvk Command Uruk-hai 48 v ns 14(40) Y0 11 8by 75b Usepossen
High I urg Guaid Lesser Ore 12 by 90 130.35) YS NS5ha A5k
LurglLeaders I esser Ore 20 6 70 13-30) ¥ BOs Stish Takenoss
Warriors | esser Ore 4,800 3 35 R{-200 ¥ SO 20sb Some use polc arms
Young Warriors Lesser Orne 2,380 2 35 N0 N dina 10\b Sume uSCaxes OF scimars
W Wolves Great Woll .00 8 160 H-40) N LBile - Very iasi; las1 if vidden
War 'Wolves Cirear Wol{ AN 4 115 3-30) N LHiNs Very fast; las| ifridden
DRUEDAIN Ifuresicd areas)
ilcguard Dricdain 10 18 140 W68 Yin 120ax 140h1 Guardiaos of rhe Chiefiam.
4 Warrion NDnicdasn 0 10 110 14-45) ¥ 1005 115BE L ead groups of 1en.
Warrion Driiedain 00 s 0 1(-35) % S0ux 90b1 Guardbordecs.
,'ifm‘ Driedain 20 10 100 = 1(-50) Yio Whax 110bi Alt have Raagerspells: ihey ate scoims,
- Alsh useshoil bows,
Huntens Driicdain S0 4 65 14-30) N ax 8iibi Huoring pany: alo use shor bows:
Piikel-men (Wose sialves) 710 200 20(-30} N Y00nH {hiand) 12001 Aniniale Ha1ves of e Driedain,
DUNLENDINGS IWhite Mountain vales|
(Bozuard Lesser man 0 10 130 o-35) ¥ 1ths 80sb Chselaws’s bodyguard
Elite warriors 1 esser man o 7 100 S(-251 . Wy 65sb Command sanad; of 10 Warriors
Warnors Lesser man 060 4 (4] 3-28) N 60xy 40sb Avcrage fEhter.
GONDOR FORCES ICalenardhan ) Western Arary
Targaen Lsr, Dunedain 4 0 180 19¢-351 Y35 180 1Rtk Comenand 500 fafamry cach,
Tarpeen (mtd) Lsr, Mincdain 2 2 130 19¢.1€1 N 1882hs 180l Command SO0 covairy each,
Ikeavy horses) i - s - .8 180 4(-30) - MTi70 - Traincd-war hotses.
Thengyn Lsc, Bincdain 012 150 19¢.30) V3o 185bs 155D Couiind 1801t antry each,
Thengyn {mtd) Lst, Dinedein 10 a2 (0 151-15) Y15 155hs 145l Command 1} cavulry each.
(heavy h orses) - - 6 160 44.25) = MPrs0 - Trained wir horses,
Oharring 187, Dlinedain 100 H 110 15¢4C) Yo 110hs b Command 20.infuniry each.
®luam’na {mid) Lsr. Ddacdait 50 & 110 15-25) Ys 1{0bs H-5ml Command 200-avaley 2ach,
(heavy herscs) - - 4 }40 4-200 " MTids - Trained war horses.,
Raquatn Lsr, Diinedaln a5 75 151-35) Y2 35bs ROch Tramed Kmghais,
Requain {mid} Lsr, Muncdaln 200 75 15¢-20). Y5 8shs Wl Trained Kmghis.
lhcavy horves! - - 3 t30 44-20) - MTras - Trained war hoises,
Ohwari Lst. Dinedain 2000 31 35 15(-30) yis TSby T0ch Gaerison troons.
Onlantmid) Lsr, Dunedain oy 1 3s 15615 Y 75bs Tosp Casalry 1700ps. Alsause ml.
ORTHANCGARRISON
Targaco | a¢. Duncdain 2 180 19(3%5) Yis 1Xhs 180¢b Command SO0 infaniny cach
Thengyn Lsr. Dhinedain 10 12 150 191-30) Y30 15561 155¢ch Command 100 mlanizy cack
Tbeopyo (mtd) 1 57, Dhinedain 2 150 19615) Yis§ 1556s 145ml Commiand 1(bzavnlry cach
(heavy honesh - 6 160 4(-25) = MTrso Trained war horses
Ohiarnina Eor. Diincdain S0 ¥ 10 15(20) Y 11ibs 110ch Command 20 wf a0y cach
Ohtarmea (mud) Lsr. Dincdain 0 g 1o 15(-25) Ys (1)) 1Nsosl Command 20cavallry each
({beavy horses) 3 140 41-20) MTr45 Tramed war horses
Requain Lsr. Pincdasn 200 5 75 15(-351 Y20 85bs BOxb Tramed Knights
Requawn (med) | »r. Dunedain 0 5 75 15¢-200 Ys 85bs EOml Tramed Kriights.
theayyho rses) - 3 130 4-20) - MTr4s Trained war horses
Ohtari Lsr. Dunedain 2000 3 35 15(-30) YIs 750> T0cd Garnsonts oaps,
Ohian (ud) 1sr. Dibnedain s00 3 35 151-15) | 75hs 0sp Cavalry troops. Also useml

W) Uruk-hai can operate frecly in daylight, Lewer ores Fight with 3 sublraction of <100 in w: dayligh aad -25-3n magical or encaanted daylight: normal ax ficial licht will 7ot bot Her theim. Hungsv ores
may cat lhe enemy and/or thelr own dead,

B)  Shicldscqual 10200r250f DB, An* mcans armoris Magical or spevielly made.

€ Note delensive bonuses include stais. and shield, Shield refcrences include quality bonusie.g, *YS" means “yes, a + 5 shicld™). See section |3 For explihution of stal. add s . asmor £y pes. spells, and ather
bonuses. Combaisints 0 untrained ina (ypc of weaponry (e.g. ores utilFained i snissite combat) soffera penaly of .25 when sitnching. Melee and missile offensive dbonuses include thehonus for ihe
combata nt’s. best weapon in that categoty.

4} Weapon abbreviations Fallow OBy ss—short sword, bs~broadswesd, s —S€imitar, th —1wo hand swor, mi~mace, 4% = hand 8xe. whe @) hammer. ba_bitleaxe, wm — war mi oK, ol —club,
as—quarnier stolf, du—0Bgger, spw-spear, mi= meunicy fance, ja — faveling pa—pole ary, Si—shing, op - copmposite.bow, sb—sharl 01 horse buw. Lo —long bow, IKWB— Iighit Lyos s How.
hetr~heavy ceasabow. o _bola. ts—~throwing star, IN—blow gun, Anymal Sitacks are atibravigiad vsing code fraim “beast ehart”,

e Unless otherwise stated, maounted troops have fully effective OBS when fighting from horse. ﬁ
45 = L%




8.32 BEASTS OF CALENARDHON (Avg Stats)

Antack Modes/OBs

Type Level # Sz/8¢ Hits Al DR Pamary Secoudsry Teniury Uther Crit Fable
Wild Kin § 1-10 I/m 200 3 30 1 Ba80 1CTYe — | arge
Brown Bear 5 14 ms 150 4 20 1.Gir 50 LCI150 MBa 30 MBi25 Norm
Bees | t-100 s/T 1 | 40 TSu-10 (svrarm:) TS120 Nerm
Wild Boar 5i 1-4 t/f 140 4 40 Lilo48 Miza 30 MIS20 - Normm
Grass (ars 3 1-10 mJvf Hen 3 SO MC4n MBass MBa 60 Nerm
Grey Wolves 3 2-40 m/v{ 1o 1 30 LBi 60 - MCl130 Norm
Geeen Asp N 1-2 (/34 108 4 o MBI 75 Spevaial - - Norm
Demon 10 1-4 I1/F 150 4] 40 1.CLISe MBa 160 = — Nurm
lof Agtarondd

Ciant ] 2-10 hrmf 300 A k) HBa 150 (throw, 2{range) Tier 100 laree
Huorn 25 1-7 vh/vs 400 240 0 Gr /O HCr 30 Bons 120 Varies 1 arge
Eni 35 1.% vl 00 20 30 HCit 80 BCrst goth 160 Varies S. Large

Ll very !'arg(u -hugc 2nd symbol: s —slow, m—medium, f—fast, vi—very fast.

; large, e hugx, 2nd imm' Ba— hash, B — hite, Cl— cl‘aw‘ Cr—¢rush, Gr—grapple, Pi—beak or pincher, Tt —tiny testh;
H— hornormsk TS —|rampi:fm\mn'51 —&:Ingrr Numbcraquahsol‘l‘rmive hmuﬁ using given aitack mode. Categoriesreflect probubilily beast will use given mode; ¢.g. “primary” mos| probable, “other”
least likely: “both” attacks are made only where a successful primary attack ac‘:urrrd in the preceding round.

“Crit Table = Type ol lablc nsed when critical strike is to be rcscrlvtd agains: [

tical tables. reflect mcreased pmlacucm :

*Wights can only be dums,ged by enchanted or magic weapons; 100bs means -+ 100 OB with broadsword,

creature: Normal 1able is (h.al used for min-sized creatures and beasis of fike vulnerability; large and super farge cresture

8.33 MASTER NPC CHART

NAME LVYL HITS AT DB SHIELD MELEE OB  MISSILE OB CHARACTER NOTES
Calmirig
ALANDUR i 105 17 e Xl L10Bs 0 1200k : Diinedaia fighl cr: Governor of Calmirie, Mithril chain, +15 sword, user of
i 2 i : : ) R £ SRR many polsons, SD8%, Cofs, Ag93, Med3, ReTH, 5196, Qubt, Fr9s5, In78,
Em6?
SARANELDA 13 <90 | (-20) N < Slda Bhch Alandus’s wifc, Alse adept at Ihe yseof drugs and paisons. SD57, Co89.
2 i s ; G ; e Agb6, MeB9, ReT7, §t65, QudT, Pro6, 1n93, Em89
HENDERCH o 130 Che T L s0bs 110ch ' Dricdain fighter: Seneschal of Calimité, + 13 sword. SD87.Co98, AgYs.
Me63, Re6d, S1100, QudT, Pri4, In79, Em56
VARDAMAVI & 30 L 1400 Y fida : Ysh Diineduin fighlers Inukeeper afthe Bull an  Bear. SD88. CoY0, AgY4, Mess.
e : B i S i ReT6, 5195, QuAs, Pref, Ins6, Em8Y
ASTRITH i 00 1 -60) ¥is Cahs 160sh : Dunedain Ranger: Vardamoy's duughicr, aliss TheGreen Asp. +20sword.

Elven cloak; of invisibilty. Poison. x4 ring(looks like a green asp) 80PP
Spelis: 6/Ranger 10: 2 Channcling. SD9I, Co%6, Agi00, MeB7,Re 75, S199,
Quing. P95, In108, EméS

LU!Q:Ii.' : g 110 by Yo ncr{;s; . 140sh ; Ditnedain Rague; Astrith’s lieutenant, Elven cloak, + 10 sword, + 10k, 3
3 i : ; B bricelet. 27PP, 3/Gen Essence, SD89, Co%9, Agli0, Me78, Re79, S199,
Quos, Pros, In63, EmYl

Aglarend

FINLONG 12 1K) 1?7 (-45)* Y10 190bs 16ed Druiedam Fighter: CGovernotr of Agtarond and Westfold. Mithril armor,
+ 1W0sword. SD62. Co87, Ag%6. Mc7l. Re88. S1I08. Qu9s. I’r87.In76,
Einsé

Tir-Andum e S : : e S bR S

sc;g(anDTHQx 1 130 17 LS ¥I0 CAUse 120h Dunedain fighter; Governor of Tir-Anduin, Mithril armar, + 10 sword.

3 : £ SD49, CoR9, Ag92, Me76, Re6d, 5195, Quob, Pri9, In67, Em39
NH[\'I@-BG'RAN- : 25 120 L7 h5) Y20 15[Ib_f' Dydiedain Animist. x4 Rod. 200PP. 6/Animist 20, {Driedain

Priest-kingi3<Gen. Channeling 10, + 20 wh. SD78, CoB9, Agli0, MeB6,
ReB?, SI98. Quiol, Pros, 1n99, Em93 3

Mixty Mounigins

WUFTANA 12 1o 9 (40 Y 130ss 100sh Dunlendm lighter: leades of the Wularan iribe. SD€7, Co&7, Ag93, MeS8,
RuS!, St96, Qu88, Pri6, (n6d, Cm3%

\White Mounlaias

LIRDREK 1 s 13 -39 Y 125ha (055b Duislending tiehter: Teader of 1he Frean ul 1tibe, SD8E. Co%0, AgY3. MetE,
Rebb, S1% , Quv6, Pr88, tn75, Em&3

Orthanc
CARANTHIR i 140 17 CIm" Y20 160by 14lch Dunedain figher, Captain of Lhe guntson al Angreaost/ jsergard, Michri]
L e e s : i armor, + 20 shield, bs and + 10 cb. SDRS, Co9%6, Ag97, MeBY, ReBT, S99,
Quab, Fray, In78, Emél :

Orthunc (alier T.A. 2759

SARUMAN SO 200 1. {-120)* N 100bs (-1s) Istar, Maia alchemist/Astrologer, Staf[x10. 15K} PP. Speits: 6/ Alcaemist
50, 67AsIr0loel SO, 3/Base Maic2®. 5/Gen Essence 20, 5/Gen Channeling
30, SD7S, Col01, AgY8, Melll, Relt¥, 8190, Qu.100, Prt03, Int0l, Emid2

GRINIA
WORMTONGUE 3 ) | (-30) N J0da (-25k Rohierim thief. 4+ 10dagger. +3 ring, 8PP, Spells: 3.Cien Essence 5. SD67,
Cabs. A296, Me65, Red9, Sr78, Quds, 1Pr63, In 77, Em43

Noies: Weapon and shield codes aré sante s those found with Fable 823 pbuve, An * indicates enhaneed armor o clpthing adds to DB fe.g. borh the Dwarves and Elves huve mithril chain). PP = pawer poinis. “+ "

and ¥ synbols preceding magic irens descriptions = edditionat spells of any level capabie of being. ot /day OR, pnwymmmuf!wm A power point multiplier will allow the spell user im increase his/her daily PP
usage bvrheg!wn midtiple {for frstance, 2P withe 3 device would result inan adjusted, g.m'qf 36 PP). Listed PPsare unmodified. Spell summaries: ® preceding */ " = number af lists af given type; © following list
tevel af knowr spells an given fists (see Sec wton 1323 far spef.r_ fist explanestion). ain agmf. j{ _eﬁ'. ¢ spw. .‘NPC‘a‘{fw instance Thranduil) may deviate from the uswal rules regarding access to spell fists..




9.0 CALENARDHON AT
OTHER TIMES

Followingis abriefcommentary on the eventsin theland of Calenardhon
at other times than that concentrated on in this module (T.A. 1442).

9.1 T.A. 1: THE NORTHERN FRONTIER

This is a period of great expansion forthe Gondorians, spreading north
and west across the vast fertile lands of Middlc-carth. The citadel of
Angrenost isunderconstructionat thistime, asis the tower of Orthanc. Set-
tlers are spreading out and building homesieads, sowing seed in the ncwly
tamed grasslands.

This time is not without its problems, however. Calenardhon was not
uninhabited: in fact. two cullures coexisted in the mountain vales both to
the north and south of Calettardhon: the Dunlendings and the Driicdain.
The Dunlendings are an indigenous people to the vales of the White Moun-
1ains. and whilesome welcomed new High Men and their ways, others were
jealous and felt thattheir lands were beingstolen from them. In a manner of
thinkingthisistrue, asthe Diin¢dain, in their expansions, did drive back thc
native peoples.

The other race, the Druedain, are much more mystcrious and secrctive.
Atone time theylived among the Dunlendings, and occupied a special place
in the Dunlending society: one of religious signifiicance. However, the iwo
groups had a parting of the ways when the Dunlendings began to fall from
the ways of Light. The Driedain, wishing 10 have nothing to do with
Sauronic worship, left the Dunlendings and formed theirownsocietyin the
deep woods highin the mountain vales. There they lurk, waryof thenewin-
truders. wishing only to be left alone. But bandits loot their Holy placcs,
defiling the tombs of their ancestors for their magical artifacts. However,
the Pikcl men, their stone statuc guardians, defend the tomhs against all
intruders.

Orcsarc still hiding out in caves and dark woods in the early years of the
Third Age, scattered remnants of the Sauronie Army which was defeated
by the Last Alliance of Men and Elves when theOnc Ring wascut from the
Dark Lord’s finger. These ores are few and disorganized, but still pose a
threat to unwary night travelers about the frontier of Calenardhon, and oc-
casionallytheyraid isolated homesteads, Laterin the Agetheyare virtually
erradicated by a slow process as they are routed from their holes.

9.2 T.A.1447:THEFALLOF CASTAMIRANDTHE
DECLINE OF CALENARDHON

Some remnanis of the Dunlending and Driicdain peoples survive, however,
and continte 1o inhabit the fringes of the {and; some of the former allying
with the orc tribes in the area to harrassthe few remaining Caicnardhrons.

Atter ten ycars of exile Eldacar comés out of the North with a vast army,

crosses the Anduin at the South Undceps and rallies the folk of Cal-
enardhon to his standard. Sorondothor escapes to the South through the
Emyn Muil with the Kirinsiredain, andafierbcing wounded at thecrossings
of Erui, flees to Umbar with the other Rebel Lords. Alandur is besiegedin
his castle at Calmiri€ and takes poison rather than fall into thehands of his
enemies. Caranthir sallies forth from Orthanc at the head of a surprisingly
large army. He besieges Finlong at Aglarond; Finlongswearshe will kill all
of his prisoners if Caranthir storms the walls. Caranthir divides his forces,
leaving a sufficient number in front of the Hornburg to prevent Finlong
from escaping, and leads the rest away South to join Eldacar. Eldacar is
victorious at last, killing Castamir in battle, but many of the Rebel Lords
gather a greai fleet of ships and sail away to Umbar. Finlong at last
surrenders and is exiled.

Forashorttime, lifein Calenardhon isas peaceful and plicasant asit has
beenbeforethe Kin-strife, but in 1635-36 the Great Plagucstrikes, andinits
aftermath the province is completely changed. The population, cut in half
by the plague, dwindles further overthe yearsas the survivors migrateto the
Southern Provinces; last the provinecis so depopulated thatfindingmen to
defend it becomes real problem, espccially after thelossof Rhovanion, tor
the Kings of Gondor, a problem that is not solved until Cirion the Steward
gives the entire territory 10 the Riders of the Rohirrim in T.A. 2510.

Adventurcrstraveling through Calenardhon afier the plague (1649) find
many deserred homesteads: unpiowed fields are returning to their native
state (long grasses). The entire province is, once again, the frontier of Gon-
dor. Because the people are so scarce the adventurcr meets wild beasts,
wolves, evil men, and even a few orcs from time to time. Dunlostir, which
was especially hard hit by the Plague, is virtually a ghost town. As the irade
in grain declines, many of the boaimen on the Onodlo move down to
Osgiliath. Tir-Anduin, however, remains a thriving bazaar until the inva-
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sionsofthe Easterlings commencein 1856. Calmiri€égraduallydeclines, los-
ing its prosperous look. but the people of that towr and the folk of the
Easifold, by absorbing refugees from the rest of the province, manage to
survive longer. The landitself, reverting slowly to the wildgrassland it once
was, remains so rich and beautiful that it is a censtant temptation to the
Eastern barbarians.

Anyone investigating the ruined homesteads during the first century
after the Plague runs aslight risk (2%} of coming down with at least a mild
form of the disease.

9.3 CALENARDHON BECOMES ROHAN

For many hundreds of vears after the Plague. theland of Calcnardhon
slowly degenerates into the wilderness it once was, and becomes imore and
moreof a burden forthe declining Gondor to defend. By T.A. 25008 the land
is virtually desolate, the outposts understatfed, and travel through the arca
very dangerous. as Duniending and orcish bands are virwally frec to raid
and molest helpless merchants and travelers. In fact. many journeying
through Calenardhon at this time hire mercenary bodyguards or iravel in
caravans. Indeed, invading orcs and Balchoth would have overrun Cal-
enardhon if it weren't for the aid of the Eothéod.

Asiswell known, in 2510 of the Third Age. Cirion the Steward of Gon-
dor presents Calenardhon to Eorl and the: Rohiesim, and the lsnd becomes
known as Roban. Because of the richness and depth of the culture in that
later time, it will not be delved into here: rather it deserves a volume all its
own.

9.4 ORTHANC AT OTHER TIMES

Since Orthanc is dctailed in this package, it is pertinent to mention its
continuing role throughout the Age. Even after Calenardhon is given tothe
Fothéod, Isengard is retained by Gondor, though the tower of Orthanc is
locked and the ring abandoned. The place is little used, except for a rare
visit by a royal astrologer seeking to use the facilities of Orthanc. Even-
tually, however, it isre-cntered, and has a major part (o play in events later
in the Age.

SARUMAN AND ISENGARD

Isengard remained a military installation of Gondor through the Great
Plaguc and the subsequent years, until the land of Calenardiion was given
tothe Riders of the Rohirrimin 2510. At that lime, Orthanc wasclosed and
Isengard desertecd. About 2700the Duniendings siezed Isengard and used it
as a fortress until, in 2739 Fréalf. King of Rohan. drove them out of
Angrenost as well as out of most of Rohan. In that same year Saruman,
returning from his journeys in the East, asked for and reccived the keys of
Orthanc. Hc was very helpful to the peaple of Rohan in (he years im-
mediately following, when they were weak and few from the wars with the
Dunlcndings. During this period the fortress of Iscngard stood pretty much
vacant; only Saruman and a few servants resided in the tower ot Orthanc
itself.

With the passage of time, however. Saruman decided that ‘iin-
provements' were needed, and gathered a force within [sengard to rebuild
its defenses. Starting in 2963 the wirzard took full control of thi: facility and
bcgan to fortify it in earnest. taking in muny Dunlendings and beginning (o
breed orcs and wargs, sarrisoning them in the honeycombed mazc of
chambers delved out of the inner side of the greal ring-wall. The beautiful
groves of trees which had liued theroads were cut down and replaced with
meial columns joined by chains. Workers deived deep pitsimiothesurface
of the plain, and constricred many machines in the caverns below. At might
plumes of stcam and smoke. erupting {rom these pits and ifluminated by
eerie glows, could be secn scalered across the plain. At Saruman's dircc-
tion, bands of these foul creatures ventured out at night to harass the Rohir-
rim and damage lhe forest of Fangorn.

Apparcntly from the beginning Sarutnitn was aware of the palantir in @r-
thanc, and this was indeed one of his reasons for choosing it as a permanent
abode. The Stewards in Minas Tirith had lang forgotten abont the existence
of the seeing siones. However. either Saruman completely restrained
himseif from using i(. or only utilized it to lock short distances away, and
not to contact or tap into the other palantiri. Finally. however, his con-
fidence in his own power {and, pcrhaps. his burning desire to find the One
Ring) misgdve him, and about 3000 hiscyestrayved 10 Barad.diir. There he
was entrapped by Sauron, who of i:ourse possessed the Lthil-sioae, From
that point on, though he did not realize i1, Saruman was the slave of the
Dark t.ord.



Northwest Endor. T.A, 1600-1900

Arrows depict thrust of Wainrider invasion, T.A. 1854. | Arthedain;
2 Angmar; 3 No Man’s Land (Rhudaur); 4 Cardolan; 5 Core Territory of
Gondor; 6 West Gondor. including the Westfold; 7 Calenardhon or North
Gondor; 8 Gondor’s Eastlands, weakly ruted after Great Plague of
1635-37, relinquished in 1854-55; 9 Harondor, contested by Gondor and
the Corsairs of Uinbar; 10 Wainrider Kingdom in Rhovanion 1854-99;
11 Umbar.

T 3o

Third Age 3019¢ At the time of the War ofl'tlie Ring}. Showing the
area where the Shadow had complete dominance.
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double-sided deciachable mapsheel depicring Dol Guldur, a Woodmen. Town. and Burh Adlgre
Stock#2700. . . $12.00 ppd
THE FELLOWSHIPOF THE RING™ contains a 21™x 267 Tul) color mounted mapboard. 222 play-
ng cards 65 plastic playing picces, 40 dhecut counters, Rulesbeok, card disptays, charts & tables
$25.00
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ROLFMASTER SERIES:

CHARACIER LAW — a4 masterful set of guid@imes for fantasy role playine chasacter develogment
Stock #1700 4 { $10.00 ppd
SPELE LAW — a complelc spellsystem hased on 3 realms of power and 1S spell using chamcter

classes.
Stock #1400 P i iy e $17.50 ppd
CLAW LAW ARMS LAW'S unarmed supplemeslt for anicals, monsters and |he martial asts

Siock #1500 $6.00 ppd
ARMS LAW—CLAW LAW (Boxed wt)
Stack #1600 $16.00 ppd

ROLEMASTER consns CHARACTER (AW, SPELE LAW, ARMS LAW, CLAW LAW,
and dice.

Stk #18) .318.00 ppd

Historical Simufaiion

MANASSAN, SUNDAY, JULY 21ST 186). This unique simulation beautifully and accurarcly
recreaies the first major engagement ol the Civil War

Stock 45100 $20.00 ppd.
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