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In the creeping darkness 0/ the woods, the /allen Ranger 

Dongorath heard and smelled the Trolls be/ore he saw them. The 

Dwar/ Gurin blithely lOok another hal/-step toward the entrance to 

the cave, thinking the odor belonged 10 one 0/ their own party, 

be/ore Dongorath grabbed and pulled him inlO the bushes near the 

entrance to the C(JI'e. 

"Ha�'e you no ears or nose, stunted one?" Dongorath hissed. 

Gurin shrugged, accustomed 10 such abuse. As weapon-maker /or 

the raiders, he /elt thai his duties ended with forging their swords 

and knil'es and resented having to accompany Dongorath and his 

men on their evening forays for booty. 

"They are Sharkai, I think, " Dongorath whispered 10 his three 

compatriols, speaking of the approaching Trolls, ''sfllpid but 

mean. 

"They lIIust ha�'e treasure stashed inside," one of his men sug

gested. 

Dongorath smiled wickedly before speaking in a voice heavy with 

sarcasm: "No, man 0/ great knowledge, the Trolls have gathered 

here to dance and sing beneath the light 0/ the mooll. " 

"/ should be guarding the horses," Gurin suggested, but 110 one 

spoke. "They might boll/rom fear. " 

The group grew hushed and tense as a pair 0/ Northern Hill-trolls 

emerged from the mouth 0/ the cal'e alld stood bathed in eerie 

moonlight. They carried clubs, and each bore a sagging cloth sack 

ol'er his shoulder. The Trolls spoke in a grotesque parody 0/ 

language, grunting and snorting like beasts, deciding what their 

next mol'e might be. 

"Why don't we let them escape and /ollow them?" the Dwar/ 

counseled, careful 10 whisper. "They might lead us (0 greater 

treasure. " 
Dongorath scowled. "We act now." He motioned/or the archer 

to take high ground. "Now, "he said, filming his gaze fa Gurin as he 

and fhe others silently drew their swords, "create a dh·ersion. " 

1.0 GUIDELINES 
Fantasy role playing is akin to a living novel where the players are 

the main characters. Everyone combines to write a story which is 
never shorl of adventure. They help create a new land and strange 
new tales. 

This serics is designed as a tool for gamcmastcrs who wish \0 run 
scenarios or campaigns set in 1. R. R. Tolkien's Middle-earth. The 
adventure modules are complete and ready-to-run studies of very 
specific areas, and are intended 10 be used with a minimum of addi
tional work. Each has statistical information based on the Middle

earth Rofe IJla),ing (MERP) and Rolemaster(RM) fantasy systems. 
The modules are, however, adaptable for use with most major role 
playing games. Creative guidelines, not absolutes, arc emphasized. 

Proressor Tolkien's Legacy 
Each module is based on extensive research and attempts to meet 

the high standards associated with the Tolkien legacy. Rational 
linguistic, cultural, and geological data are employed. Interpretive 
material has been included with great care, and fits into defined pat
terns and schemes. ICE does not intend it to be the sole or proper 
view; instead, wc hope 10 give the reader the thrust of the creative 
processes and the charactcr of the given area. 

Remember that the ultimale sources of information are the 
works of Professor 1.R.R. Tolkien. Posthumous publications 
edited by his son Christopher shed addilional light on the world of 
Middle-earth. Thcsemodulesarederived from The Hobbitand The 

Lord 0/ the Rings. although they have been developed so that no 
conflict exists with any of the other sources. 
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1.1  DEFINITIONS AND TERMS 

The following abbreviations and terms arc used throughout the 
series. 

1.11  ARRR[VIATIONS 
Abbreviations are listed alphabetically within subcategories. 

G�mt :,,"'em, 

Mf:NI' __________ _ 

NM 

Ch�'a"ltt :'I�I, 
A& _______ _____ _ 

Co ____________ _ 
Em ____________ _ 
1& ____________ _ 
1I([n) ___________ _ 

Me ____________ _ 

Middtr-ranh Ro/r f'/Dying 

Ro/rm�IIU 

Agilll)' (RII and MER I') 
Con,lllullon (NM and Mf."Rf'J 

Empathy (H\f) 
tt\telligen,. (MI-:HI') 
Intu;liot\ (HM and Mf.HI') 

Memory (HM) 

Pr _____________ Presen,e (H\/and Mf.RI') 

Qu _____________ Qui,lness(NM) 

Re ____________ _ 

" 
Reasoning (HM) 

Setf Discipline (RM) 
St _____________ Str.ngth(RlfandMERI') 

AT ____________ _ Armor Typo 
bp _____________ bwnze piece(, ) 
cp _____________ copperplecel') 
Cril ____________ C r;llcal.llrlke 

D _____ _ _______ Dieo,!)ice 
D8 ____________ _ 

CO, 
G)<'1 

Defen""e Bonu.l 

Fantas)" Rote Pta)'ing 

Gamema"er 
g p  _____________ goldplece (, ) 
II' _____________ ",onpleceb) 

iP _____________ jadep,,:.:c(.) 
bl ____________ _ 

MA 

Moo 
mp ____________ _ 

ro,PC ___________ _ 

08 _____ _______ _ 

PC ____________ _ 

pp-------------
RorRad 

Rndo,Rd _________ _ 

RK ____________ _ 

Sial ___________ _ 

II' ____ ________ _ 

Middl .... a.lh Term, 

A ____________ _ 
IlS ____________ _ 

Gr ____________ _ 

Du ____________ _ 

E ____________ _ 

Es ____________ _ 
t .A. ___________ _ 
�.A. ___________ _ 

H, 

" 

Le' e t  (experience or spell Ie, ell 

.\laniat An, 
MlOifier or MlOification 

mit h'it pie.:r(,) 

Non-ptayer Character 

Offen""e IJ.onm 

Pta)cr C haracter 

)'o".r Pom" 
Radius 

Round ( to second period) 
Re,i>lanco Roll 
Stamlic or Charact eri"i, 
tIn p'ece!» 

Aduna;e 

Btad Speech 

Cinh or C.rtar 

Duntending 

Edain 
l:.tda"" 
EaSier ling 

Firsl Age 

Fourth Age 

Hillman 

Har ____________ Haradfl'" 

IIfll) _ __________ _ 

Kd ____________ _ 

Kh ____________ _ 

I.DlN ___________ _ 

T/" 1/ol)l)il 

Kuduk (ancient Hobblli,h) 

Khuldul (1}"3,,·;!h) 

Tkr Lord oflkt NingJ. 

Q _____________ Quen)a 

R ____________ _ 

Rh ____________ _ 
S _____________ _ 
S . " .  ___________ _ 

� -------------
T.A. ___________ _ 

Teng ___________ _ 

V _____ _______ _ 
w 

\\'0 ____________ _ 

Kohlftie 
K hmanion 

S;ndafln 

Second Age 

Sit"an Et.i,h 

Third "lie 
Tens"ar 

Variag 

\\,.mon ( C ommon Sptt<:hj 

Wm,e\l}niwaln) 



1.12 I)U·INITIO:orr.S 
A fey, crucial concepts are detailed below. The majorit)' of 

uniquc tcrms and translations from The J/obbit and The Lord of 

tlte RinKS can bc found in the text proper. 

Anlm .. IS. �lron Ilome�). ,\nKma. i\ fOtlndedarOtlnd T.,\. l)(lOb) Ihe .... ilch.l.nK. 

Ihe LOfd of the �aJKul An C'o.1 realm. il hn �lItd In andalonglhe ic) nanllof 

Ihe norlhnn ''''''} MOtImam, (S. "H"I/uelt,,",. In Ihe h.v< pl3luu of nonh· 

ea.lern I::riador. Rel"'«n T.A. 1301  and 1914. An&mal " ... son Anl/tdaitl. Car. 

<luta". and Rhudaur, Ih. tn,« DunC"dam mccenor IIalc5 10 old Arnor. 

Annumin • ., IS. "To .. er 01 Inc ...... �I": Ill. "Sun"'l To ..... r··). clcnd.llhcTall, tirM Kmg 

of Arnor and Gondo,. bu.ld, Anmimma. on Ih. h.lI� ��id. Ihe ""ulhern .ho,e 

of La�. E'end.m (�. "'",ulat") �I ..... n S.A H2O and ]]25. Theeil} ",,,., al 

Arnor', (1m and 1,l<IlI.onal urllal ...... lIh Ihe ded'M of Arnor', 'Irenglh In Ih. 

)ea" T.A 25(1.8W. Ih. COtlIl mo'n ,0 "orn�1. 

Arn", IS. "Land OflM t,.lng"or "Ro)"alland"1. En<;Ofllra�!oI"! moll ofEriador, Ar· 

nOf il IhenOflhe,nnlO;' oflhe, ... o DunC"daln "Realm�ln blle."Th. Kinldomof 

Gondor i, iI' ""Ie' land 10 Ih. ,""ulh. FoundC"d by [lend')lh. Tan In S.A H2O. 
oolh rtalm, are ",((led by Ih. hllhful DunC"daln (edam) "ho Ott ,h. IInl.ln& 
i,land conlinent of ,v"mftlor. Arnor i, .rlll in T,A, 861 101o Ih,« comranion 

\lale" Anheda,n. Cardolan, and Rhudaur. 

Anhrd.in IS. "Rulm of 1M I,dam",. Orii",aU) Ih. norlh"'�lern pollion of Arnor. 
An heda,n " ,nd.pendem afle, T.A. 861. II <Ul\" H as a .talc unlil o,."un b) lh. 

for(�of,he .... ,lCh·�lnlof Anlmar In T.A 197·hnd I. fhe La;1 KIngdom OffM 
l)unC"daln of Ih. 'wnh. II. name I. \harC"d b) liS relal"ely unlfo.m. alM.1 ...... 11, 

"daln (DunC"dalnl popul�llon. 

C.,dul"", (S. ··Rcd·h,ll I.and"). Tht roulh.rnmo<;l j"}.llrt of Arnor. Ca.dolJn " a 
,eparale Kingdom from T,A, 861 10 T.A. 1409. Du"nllh( laller )'ea., il< weary 

art"',; are de<,:.malC"d by fhe ho,1 of lh. Wil,h.k.nIOf Anima •. Cardolan " Ihe 

mo;' den",I)' "'"1e<l aru of old Afnor and ,onla,n. w,able Dunlendinl and 
[,iadman Northman pOpUlallons. The I",d. cenle. of Thar/Hld is C.,dolan·, 

eh ... f cit). 

I)un ..... ;" (S, "[da", of 1M ..... est": ''''1. D';nOOall'. Thest IIlgh M ..... are dn«ndam.l 

of Ihc !::daln ... ho srllled Ihe "nlern 151and conrU'fnl of Numeoor a.OtInd S.A. 
32. The DunC"daln relu.n 10 e'rlor., Irad. "lIh, colonl�e, and Lal., conquer 

many a,ea, along the "e,lern. <oul hem, and eaM.rn ,0a�ls of Endm durin!! Ihe 

s.,cond Ago. Unforwnalely, Iheir hubri, and d.s"e for power l.ad them 10 31· 

lempt an m,'asion of Ih. Valar', Und)'m, Landi. Ai a rHull. bu (Ih. On.) 
der.1roy, Ih.l' home Island", S.A. ll19. Th"", callC"d the "flllhfui" op""", rhe 
pohcin and )ealou. [If·halTcd Ihal r,omj>l ,hI, "Oo ... ·nfill." The Fa.lhful are 
.. ,ed "hen NIl ..... nor •• nb; IMY 5oI.i1 .asl IO nonh",'r.,lern �hddle..,anh. The-re 

I hey found 1M �R.alm' ln E�'k. "Ihe �in�doms of A.nOf and Gondo •. AllhOtl,h 

<ra,,,,I), populaled. Anheda", '''' Arnmlcoma"" IMh'lh�t proponion of 1M 

fallhful and Ihe mo<1 pur.ly DunC"da", cuhul •• n all of Endor. Man) 
"unfallhful" (0' "Bla,k Nurn.norean"1 groups sU",ve as well. Ining In ,olon'es 

and inderend.nl ,llIlel.udl I, Umbar. 
The lerm Dun.da,n refer. 10 Ih. Num.n6rean� and Iheir d."".ndanll in 

'I,ddle..,arth. group. "h,,'h """"''' runS/d.rabl. ph)'slCal and memal Mr.nglh, 

Iongc''IIy. and a rICh Eh'en·",OuencC"d culture. Ad"tllIK"" the" nal,,'( lanIU�. 

t.<:tlin (S, �The Scorond People": >I,,!. Ado,,). [),(sPIi. Ih. fae! lhat 'M Iffm Edam 

orlgmally •• f.rs ,0 all Men. II "e'Cmually rf$I'IC'cd to 1M dD<:cndanlS of 1M 

Ih,h M.n "ho [jill Mfr",ndC"d Ih. Ehes and ... afled aaamsi lhel.llack Enemy 

MorgOlh. Th.,.. "Falhe .. of Men" include many 'fOUPS. nOlably Ihe DUncd�'n. 

�.ri.dur; (S. appro>. "The EmpIY Land,�). Eriador i\ a geographic region ,,·hieh "" 

dude. all ihe lerritor)' n(.lnn oflhe R,,'cr I",n IS. ""Sjr A"8rr,,', and �Iwttn Ih. 
Dlue Moumai", (S, "ErNl t "",") and Ihe Mm) MOtInla", •. II, .mp • ..:;sr no.th. 
ern bord.r "naloog 1M hl,hland "dge Ihal run, nOllh"c'I" ... d from Corti Dum 

In ,\n!mar and reach .. 10 1M I.c 14<0)' of forO(�1. Some account, pia,.., Ih. 

"",uth •• n bord •• alon, Ihe II"" bounded by lhe "'en Gte),f\uod (S. "(;""/Illllo�1 
and S"anIkeIIS. "(;hltld""'"j. MOSI, ho ....... , holoJ II 10 Mihal a.u nonh of 

Gondm', Iradillonll ".,I.rn border. E.iador ,ncorpo.al .. Ihe lands of 

Mmhmalh. t.·"",on. Cardo/an, Rh"daur. and Arlhfflam and. b) .orne. 

O""tand and t.·n�dh""'lIlr. 

�"roo ... ai'h: IS. "Foil. Oflho NOllhern tands··). Thi, term applon 10lhe people. oflh. 

Fomcnel (S. "IC)' NOllh", region of nonh",·�ternmOSI M,ddle..,.,lh. It il 

<,Omell..,... Iool.el} mlerpreled a, ..... anlnllh. "Land. of Ihe Nonhern Foil," 

"hlCh h.,1ed ..... n ro use 1M la�llo d=nbt Ihe le"uory nOflh ofEriado. Itad" 

1I0nall} dubtIC'<! rM �Norlhern W ...... " The Lossorh a,e 1M chief poop of 
l'o.OO"allh. 

.Ilrnu.' t.",;n: (S. "No"he'n hm •• ", of Ihe K,n,,",. Also callC"d Ihe �Nn.bury of lhe 

t,."",." rorno,1 orig"'�II) :.<:"n as Ihe refuile and IU"''''" rel.eal for Ihe Kinjj.\ 

of Arnor. llel..-""n I ,A. 2S0and 8�O, Ih. ,oun gradually shifts from Ihe royal 

capnal al Anmiffi,na,IO I'ornoll Th" fonlfiod cil}' become. Ihecapital of Anh. 

C"da", "·h ..... Arnor ,s loplol '" T A. 861. 
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1.;IId'"'' (S. "Place of 'Ius",·; iiI. "Lofly 50"1"1. LIndon i� a coa>lal .utm "h"'h en· 
<-omra� aU Ih.land, "HI oflhe- Blu. 'Io..llla",\. II IS all rhar rema"" oflh. 
anci.nl 'e;><;hn of /klmand. An Etf·�,nldom. LIndon i, d",ded by the Gulf of 

Lhlin ,nlO 1"0 j"}.llrU. fQr/mdon (S. �NO,'h I ",don�, and lIart",dotl IS. "Soulh 

L",don·',. Th. Gre) Ha,.o5 IS. '"MI/Mond'] ruled b)' Cirdan Ih. Shlp"",hl lic 

on Ih. lIulf �nd :.<:"c a, the co,10ma,)' Cenltr of th. r.alm. 

Lo"""h: (S. ""SnQ" Ho,I"": ,ing. /.O.<Wdan). Th. ","",�lIcd "Sno"mcn" a,. a poor, 

prlmll"., nomad,,· fol� .. no roam I he spallel)' ",tiled ice pia"" nofth of Eriador 

a"d Angmar. Th.) Ii'e on big ga ..... and ... hale,·er Ihe)' can "r(1;1 from lhe- ,,,,h. 

<-old lo(a 

II:h ..... nio.: IS. �v. ,)dtrland"; iiI. �"",Id 1'1"".",. hadlllonally. rh'H"'o,, ",clud .. all 
the-land wUlh (.If Ih.Gr.) Mounl�,n, IS. �t.rffl Mllh,m"}and nofth of Mf)rdw. 

borN«n Ih. Milly Mnuntalns and Ihe RC"d"ale" Thi, area ",clude� ,\I"I. .... orxt 

and th. norlitern Artduin ri"er ,'alley, 

II:hudaur: (S. "ca,t �O ... I": Du. "Place of Roarlnll RC"d·gold··,. Ea"ern"'O.1 of Ih. 

Ihr« section�of ArnOJ. Rhudaur IS a .uUed. "orxtC"d land _ h.,,« ill name. II 

is abo a cuhuf�II)' d"er1lC'and pollll<all) ,olallle ,e"iIOI}' "'lIh a relJli,dy ""all 
Ounc<ia,n pofIulallOfl. H.llmen (III. �.'t Drrubhlln"j and lal ••• mll.al,n, 

Duniendlllp form the- maJorll) of liS populac •. Rhudaur becomn an ,nderen. 
dent Duneda,n �'n!oom ,,"h Ihesunde.tnlof Arnor in T.A 861 and flll�u"dcr 

Ih. , ... a)' of Ih ..... 'lCh.�ing of Anlmaf �I" ... n T.A. 1]01 and I JW, .... lIh Ihe 

Wa, ofT A 1409.11 cea",slo '.11" a. all ,"lcMraled !ta le . 

!>ohi ... : rH, "S";:<I '" I o.:aled '" «lulhea"ern Arlhed�II'. along Iheold oorder ""h Car· 
dolan. Ihe ShIff ,sa f.rIIle. cuunt), . ,,�.d arCJ co'ering O\er 18,OOOsquare mll�. 
In T.A 1601. KIIl,Argdeb I l granl.l Ihe re&,on 10lhe llobbll' /11. ""A"dut·� led 

b) Ih. b'OIhe •• IIlancoand ,\I."hooflhe flllohlde Irihe-..... lIh'" Ihe n.'l lhlll) 

)·.U'. 1M ""'.IO"'y of all 1M Ih.« "'00 of the Hobbll! mlllait IntO 1M Sh"., 

"hert Ih.y:.<:1 up Ih.i. o ... n sem.·aIlIOllOfflOU' IO<ltl)·. Th. Sh". lu,,,' .. Ih. 

du"nfall uf ArlhC"da", '" T.A. 1974. to;Qle Ihal lhcadJacenl Hobbu �lIltmem of 

"Buckland"" a,'lual1), ,n nonh".,le.n Cardolan and 15 nor offiCIally imtgralC"d 
,010 Ihe ShIft u .. 111 early in Ihe Fourth Age. 

1.2 ADAPTING THIS MODULE 
TO YOUR CAMPAIGN 

COMMENTARY 
This module is designed for use with most major fantasy role play
ing systems. Since the various FRP rules have their own particular 
approaches to combat, spells, and character generation and 
development, ccrtain common descriptive terms have been 
selected for the individual outlines of places, people, creatures! 

and things. Unfortunately, SlatiSlical dala such as bonuses and 
character "stats" differ widcly belween syslems; after all, thcy arc 
keyed to specific game mechanics. ICE has chosen 10 use percentile 
(0100) terms as a base, since conversion 10 020, 018, and OIOcan 
be achieved with relative ease (note Sec. 1.32 for a handy conver
sion chart). Player characler and NPC characleristics/slats are 
also detailed in onc particular manner; again, simplicilY and con
sistency ha\e been emphasized, and con ... ersion to your game 
system should be relatively painless. 

Keep in mind thai fantasy role playing is by nalUre a creative ex
perience, and the individual GM or player should feel free to incor
porate his/her own ideas into their game. 

The following stcps may be helpful when beginning 10 explore 
Ihe region here described: 

(I) Read Ihe en/Jre module to get a flavor/ul idea of Ihe region; 

(1) Reread /he sectiofIJ devoted to notes/or the gamemasler, and 

com'erIJng sfO/istics for your game syslem; 

(3) Choose the /imese/ling/or your campaign. Shouldyofl choose 

to run a game ai/he beginmng or end 0/ the Third Age, or 

early in Ihe Fourth Age, pay JXlrticular affention /0 the section 

devoted to this region "0/ other times ... In/act, this sec/ion wiff 

gil'e the GM an idea 0/ the conSlderotlollJ invoh'ed with Jeffing 

a camJXllgn at any date o(her than that chosen here. ICE chose 
Ihe mid· Third Age as a parllcularly exciting era, but you lIIay 

enjoy ano/her lillie even more; 

(4) AJJemble any source materials (nOll' suggested reading) you 

find necessary; 



(5) Research Ihe period you have chosen and compose uny OUI� 
fines you need in addilion to the material provided here; 

(6) COnl'ert Ihe NPC, Irap, weapon, spef{, and ilem slatislics 10 
lerms suilabfe 10 your game, NOle changes in Ihe syslem you 
are using which mUSI be made in order 10 keep your campaign 
in fine wilh Ihe flow of fife in Middfe-earlh; 

(7) Create a IOlaf seuing, using fats of maps to detail pal/ems and 
provide a creative framework. In Ihis way you wif{ have a rich 
and consislem world, and the foundalion dOlO wiff give you Ihe 
ffexibitity 10 detail random areas and even IS, 

1.3 CONVERTING STATISTICS 
When using this module with your FRP campaign, be careful 10 

nOle all the non-player character statistics before beginning play, 
Should any adjustments need to be made, you may wish to 
consider the following guidelincs. The material provided is in 
terms of percentages and is intended 10 give the reader a relatively 
clear picture of t he strengths and weaknesses of the individuals and 
creatures discussed. Most FRP systems will relate to the data, and 
conversion should be simple; remember, however, that there are 
dozens of role playing rules and t he change-over from the statistic, 
given here may be troublesome: you may wish 10 design your 0l\[1 
NPCs using this module as no more than a framework. 

1.31 CONVERTI"G HITS AN]) IJONUSES 

When convening percentile values to a 1-20 system a simple 
rule is: for every +5 on a DIOO scale you get a + I on a 020. 

The concussion hit numbers found in this module represent 
general pain and system shock. They cover bruises and small 
cuts rather than wounds. Critical strike damage is used to 
describe serious wounds and fatal blows. The hit figures 
shown here are less important than those used in game sys
tems where death occurs as a result of exceeding one's avail
able hits. Should you use a game system that employs no spe
cific critical strike results, such as TSR Inc. 's Dungeolls alld 
Dragons''', simply double the number of hits yOUT characters 
take IIf halve the hit values found in this module. 

1.32 CONVERTING STATISTICS t'OR ANY MAJOR 
FRP SYSTEM 

Allthe statistics and numerical information used in this module 
arc expressed on a closed or open-ended scale with a 1-100 base. 
They arc designed for usc with percentile dice (0100). Use the 
chart below 10 derive appropriate bonuses or 10 convert the 1-100 

numbers 10 figures suitable for non-percentile systems. 

1-100 lJonuson lJonuson 3-18 2-12 
Stat. ])100· 020 Stat. Stat. 

102+ +35 +7 20 + 17+ 

101 +30 +6 19 15-16 

100 +25 +5 IS 13-14 

98-99 +20 +, 17 12 

95-97 +15 +3 16 

90-94 +10 +2 15 I I  
85-89 +5 +1 14 10 

75-84 +5 +1 II 9 

6().74 0 0 12 8 

40-59 0 0 10-11 7 

25-39 0 0 9 6 

15-24 -5 -I 8 5 

10-14 -5 - I  7 , 
5�9 -10 -2 6 3 

3�' -15 -3 5 

2 -20 -4 4 2 
-25 -, 4 2 

, 

1.33 CONVERTING STATS 

Ten stats are used 10 describe each character detailed in the 
module. Should you use a character development system with dif
ferent characteristics and/or an alternative number of stats, simp
ly follow these steps: 

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

STRENGTH: power, might, force, slOmina, endurance, condi
lioning, physique, etc. Note that the vast majority 
of systems include strength as an attribute. 

AGILITY: dexlerity, deflness, manuaf skif{, adroitlless, maneu
I'erabifily, steallh, dodgmg abililY, lilheness, etc. 

QUICKNESS: dexterilY. speed, reaction abifily, readiness, etc. 

CONSTITUTION: heaflh, slamina, endurance, physical resis
IOnee, physique, damage resistance, elc. 

SELF DISCIPLINE: will, alignment, faith, menlaf strength or 
po Iller, concenlralion, self controf, deler
millalion, zeaf, elc. 

EMPATHY: emotiollal capacily, judgement, alignmenl, wis
dom, malia, magicaf prowess, bardic voice, elc. 

REASONING: inlelligence, learning abitily, study abifity, anafy
sis roling, menlaf quicklless, fogie, deductive 
capacity, wil, judgemefll, I.Q., elc. 

MEMOR Y: intelfigenee, wisdom, informalion capacity, memal 
capacity, recaf{, relenlion, recognition, elc. 

INTUITION: wisdom, fuck, IOlent, reaelil'e abililY (menttit), 
guessing, abitily, psychic abifity, insighl, cfairvoy
af/ce, inspiratioll, perceplion, pre-sentimenl, elc. 

PRESENCE: appearance, fevel-headedness, pallic resislance, 
morale, psychic abifily, self comrol, vanity, 
perceived power, mentaf discipfine, bardic voice, 
charisma, elc. 

2) Convert the statistical value of the assigned characteristics to 
numbers appropriate for your game. If your FRP system uses 
percentage values, no change should be necessary. If not, use 
the conl'ersion table. 

1.34 CONVERTING COMBAT ABILlTIt:S 

All combat values are based on MER!' or Arms Low,.claw Law. 
The following guidelines will also aid conversion. 

t) Strength and quickness bonuses hOI'e been delermined accord� 
ing to Tabfe 1.32 above. Note Ihe stals you are using and com
pUle Ihese bonuses using Ihe rules under your syslem; 

2) Combat odds based on {ej'el il/duded here are: +3/level for 
fighters and rogues, +2/fevel for thieves and warrior monks, 
and + J /fe�'ef for bards, monks and rangers. Simply lake the 
fn'ef of Ihe NPC, 1I0ie his characler class (or equil'alent under 
your syslem), and compule any offensire bonus (due to fel'el) ap
propriate for your game. NOle thal lhe bonuses other Ihan those 
meflliofled ullder armor Iype are "offensil'e" adds. 

3) If your system is based on Skill Lereis (or olher skiff in
cremenls), use the offensive bonus as given. You may have 10 
convert Ihe add to a flail-percentile I'alue. Aftematively, you 
may wish to note Section 1.37. 



4) Armor TJpes given are based on the /ollowing breakdown: 
Armor type COl'uing Description 

I Skin (or light/normal clothing) 

2 Robes 

3 
4 

5 
6 
7 

8 
9 
/0 

" 

/2 
/3 
/4 

J5 
/6 
17 
/8 

/9 
20 

Light Hide (as part 0/ body, not armor) 
Heavy Hide (as parI 0/ body, nOI armor) 

Leather Jerkin (pliable leather) 
Leather Coot 
Rein/arced Leather Coat 
Rein/arced Full-Length Leather Coat 
Leather Breastplale 
Leather Breastplate and Greaves 
Half-Hide Plate (as part 0/ body, not armor) 

Full-Hide Plate (as part 0/ body, not armor) 
Chain Shirt 
Chain Shirt and Grea�'es 
Full Chain 
Chain Hauberk 

Metal Breastplate 
Metal Breastplate and Grea�'es 
Half Plate 
Full Plate 

Simply look aI the armor description and substitute the ap
propriate armor type/class /rom your FRP system; 

5) /Je/ensi�'e bonuses are based on the NPC's quickness bonus as 
computed on Table 1.32. Where the de/ensive bonus is in paren
theses, the value also includes the added capability 0/ a shield (an 
extra 20/or non-magic normal shields, plus any value/or magical 
enhancement). In such a case, simply note that there is or is not a 
shield, and if there is, what type. 

1.35 CONVERTING SPELLS AND SPELL LISTS 

Spell references provided here are in the form of "lists," groupings 
of related spells. Each list has a common theme and normally will 
have a different but related spell at each level. For instance, 
knowledge of "Fire Law" 10 tenth level would result in the acquisi
tion 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 10 the GM, the system. and the caster's level or degree of 
skill. FRP systems using rules which provide for the learning and 
development of spells through "colleges" or along specialized lines 
employ concepts similar 10 those used in this module. Many 

systems, however, dictate that player characters or NPCs under
take 10 learn but one spell at a time, often with no requirement that 

its subject matter/effect relate 10 a particular background or pat
tern. Converting the NPC spell lists to individual spell counter
parts will be more difficult, but can be achieved with relative ease 
using the following guidelines: 

/) Look at the NPC's spell lists and note the various names/or the 
groupings. Each name will indicate what type 0/ spell 
specialization the NPC has /ol/owed (e.g. the "Fire Law"list in
dica(es a preference /or fire-oriented spells); 

1) Note the NPC's level and determine the number 0/ spells or 
spell groupings he/she would have under your game system. 

Also cOllsider (he level 0/ power 0/ accessible spells Ihe NPC 
would ha�'e (e.g. a 51h le�'el magician u/lder your rules might 
ha�'e a maximum 0/8 spells - two 3rd lewl spells, three 211d level 
spells, and three 1st level spells) . 

3) Select spells/rom your system appropriate /ora spell user o/ Ihe 
NPC's level and profession, keeping ill mind Ihat the pre/
erences indicated in Ihe module should be /ollowed where 

possible. 
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1.36 A NOTE ON U:VELS 

When using certain "level-systems," a GM may find that the levels 
provided make characters toO powerful for his world system. If 
this is the case, multiply the levels given by .75 or .6 depending 
upon your situation. This would reduce a 20th level character to a 
15th level or 12th level character respectively. Remember to reduce 
appropriate bonuses accordingly. 

1.37 SKILL BONUSES 
General skill bonuses can be obtained by taking the level of the 
character and calculating the appropriate bonus under the system 
being used. An NPC's add, as noted above, will be based on acom
pilat ion of level, his weapon and/or other items, the relevant stats, 
and skill lcvcls. The normal bonus derived from skill development 

has been computed as follows: (a) where the skiff level is zero Ihe 
bonus is -25, a ref/ection 0/ basic un/amiliarity; (b) a bonus 0/ 
+5 is awarded /or skill level one (a +30 jump); (c) for each skif{ 
level between one a/ld ten an addilional +5 bonus is applied (e.g. 
skill level seven yields + 35); (d) /or skif{ lel'els eleven Ihrough 

Iwenly Ihe additional bonus is + 1 (e.g. skif{ level nineteen yields 
+ 68); (e) for skifl levels I ..... enty-one through Ihirty an additional 
bonus 0/ + I per level is awarded (e.g. skill/evel twenty eight yields 
+ 78); and (/) a bonus 0/ + Yl is given /or each skill level above 
thirtieth level. 

1.38 LOCKS AND TRAPS 

The locks and traps found in this module are described in terms of 
difficulty 10 unlock or disarm. Subtractions are from the rolls 
representing a person's attempt to find or overcome these devices. 
The difficulty factor may represent a specific column on an ac
tion/maneuver chart (e.g. HolemaJ"ler) or an additional subtrac
tion or modification 10 the attempt roll. In any case, the terms are 
descriptive and will help the GM determine whether the trap is of 
above average diffis;uhy. and how much. The descriptive term is a 
relative constant based on the following order of modification: 
Routine (+ 30), Easy (+ 20), Light (+ 10), Medium (0), Hard 
(- 10), Very Hard (-20), Extremely Hard (- 30), Sheer Folly 

(- 50), Absurd (- 70). Poor lighting, one's physical condition, / 
nearby activity, etc. may affect the lock/trap modification 
number, but not the difficulty category. Thus, a trap might read 
"very hard (- 50)," indicating it is normally a "- 20" construct, 
but other factors (e.g. dark) make it harder to disarm. These addi
tional problems arc easier to overcome than the intrinsic complexi
ty of the mechanism; this explains why it differs from a well-lit pit 
which reads "sheer folly ( - 50)" to disarm. The" - 50" associated 
with the "very hard" trap can, with thought, easily be reduced to 

"- 20," but no more advantage is normally attainable, short of 
disassembling the mechanism. We suggest that a modified (0100) 
roll exceeding 100 results in success; skills, stats, etc. should be ap
plied versus the difficulty subtraction and the roll to yield a result. 

2.0 INTRODUCTION TO 
ARTHEDAIN (T.A. 1 640) 

Cradled between the mighty Misty Mountains and the blue Ered 
Luin, bounded and protected by two substantial rivers, the Lhun to 
the west and to the cast the Brandywine, Arthedain appears to be 
the perfect home for the Exiles of downfallen Numenor. Like Nu
menor's heartland, the North Kingdom of the Dunedain is a cool, 
rocky, rugged land, little lent to farming on a grand scale but ideal 
for contemplation, study and worship. Free of Dragons, bitter 
winter weather and the threat of invasion from any direction but the 
East, the Arthedain Kingdom appears at first glance to be a realm 

destined to survive and dominate the Third Age. Settled by the 
wisest and highest of Men, Arthedain stands supported by the Elves 



of Lindon and Rivendcll and by powerful kinsmen in Gondor to the 
south. Palantiri and fleet messengers on horseback effectively link 
the Dunedain kingdoms. 

But look to the East and find Angmar, the small but rapacious 
realm of the Witch-king, poised at the icy doorstep to Arthedain. 
Having swallowed up Rhudaur and overrun Cardolan centuries 
ago, Angmar stands armed and ready to allack again, until the 
Witch-king's evil will is carried out or destroyed. However sheltered 
by rivers and mountains and protected by neighbors and the frigid 
Forodwaith to the north, Arthedain has its weaknesses, chief 
among them ils small population and distinctly unmanial attitude. 
On NUmenor, free of the grasp of foes and tyrants, the Dunedain 
developed a High-elven allitude and contemplative lifestyle Ihat 
served them well. But transplanted to Middle-eanh, where the 
practice of the political art more often Ihan nOI involves warfare 
and treachery, the Numen6rean tradition of the peaceful pursuit of 
knowledge and wisdom has almost led to the demise of the Anhe
dain people. Unaccustomed to the insatiable lust for blood, ter
ritory and revengc Ihat exemplifies the Witch-king's deepest 
desires, thcir realm was nearly overrun by great numbers of barbar
ians centuries ago. But for the aid of Cirdan and the other Elves, 
Arthedain would have fallen to Angmar in 1409 along with its 
weaker brother-state, Cardolan. 

Hardly defenseless, Arthedain has its weapons: the Paiantiri, 
one linked to an answering stone in Gondor; wise and courageous 
leaders and soldiers toughened by battles with the Orcs and Hillmen 

oflhe Ettenmoors; and most of all, the unbroken line of Kings and 

their renowned advisors, the Seers of Fornost. The Arthedain peo
ple Sland united in Ihe justice of their struggle against the forces of 
Darkness, but Ihey lack the means to muster the vasl numbers of 
soldiers needed to defend their homeland from a full-scale inva
sion. 

In Arthedain the adventurer will find streams and rivers to fish 

and travel, herds of big game to hunt, and a rocky hilly land open to 
selliement or wandering. The more aesthetic or political-minded 
may journey to Fornost, where the Royal Court of the Dunedain of 
the North meets in secret to discuss and debate matters of state. 
Also inside the high and well-guarded walls of the Arthedain 
capital, scholars cominue their research into the sciences and 
record the history happening around them. Those looking to farm 
Ihe rich soil of southeastern Arthedain must ask permission of the 
Hobbits, who now live in and rule thai part of the kingdom, under 
the protection of King Argeleb II. For drink and rest, Bree is close; 
there, tavern keepers serve ale and roast fowl to all Men with coin in 
their pockets, no matter their loyalties or mission. But those lacking 
a stout heart, a love of risk or the desire to face unearthly terror had 
best steer dear of Cardolan's nearby Barrow-downs, for undead 
Wights have claimed that foggy, misty upland as their own, and 
they brook no intruders. True, buried along with the bones of an
cient Edain kings lie relics of great value. but of what value is one's 
life? 

A kingdom of contrasts, a land dominated in spirit by the highest 
and fewest of Men yet home to the hearth-loving Hobbits and the 
reckless Rivermen of Ihe Brandywine, a realm whose eastern 
borders are crawling with spies and agents and mysterious strangers 
visiting the inns of Bree - this is the land of Arthedain, the 
bewildering and embattled North Kingdom, in 1640. 

3.0 THE LAND 
3.1 THE BORDERS 

Anhedain, the northern realm of the exiled Dunedain, is 
bordered by the River Lhun to the west and extends north to the icy 
wastes of Forochel and cast to the Weather Hills (S. "Emyn SUI''). 
including within its territory all the land north of the Great East 
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Road between the Lhun and the Hills. Picture Ihe land of Arthe
dain as resting in the center of the vast bowl formed by the Misty 
Mountains to the east and the Blue Mountains to the west. Before 
the coming of the Exiles from Numenor at the end of the Second 
Age, this windswept expanse comprised the entirety of the broad, 
rocky land called Eriador. 

3.2 NENUIAL AND THE HILLS OF EVEN DIM 
Nelluial, "Lake Twilight," is large as lakes go. This beautiful blue 

body of water in north-central Arthedain lies open only to the east; 
the ancient Hills of Evendim, or Twilight Hills, shelter the Lake 
from north and west winds, thus lending the area a serene yet 
formidable air. Along the Lake's stony shores jut spiky callails and 
the sharp thin grasses of the Northlands, adding to the sense of 
isolation. On the southern shore of the Lake, Elendil built the 
beautiful cit)' of Annuminas, for centuries the capital of ArnOT and 
scat of the northernmost palantfr. Razed in the invasion of 1409, 
Annuminas lies crumbling, grass peeping up through the cracked 
stones and broken marble of the once-dazzling queen city of the 
Northern DUnedain. 

3.3 THE BARANDUIN 
From Nenuial flows the Baranduin, or "Brandywine River," 

which runs over 500 miles before emptying into the Sea soulh of 
Harlindon. By the reckoning of Hobbits, the swift yet meandering 
Brandywine is best crossed at the ancient Bridge of Stone bows (now 
called the Brandywine Bridge), JUSt north of the Old Forest. A for
midable disruptor of communications as well as a barrier to easy 
and direct invasion from the East, the Brandywine River bestows 
upon the Shire the blessings of a winding river valley: plenty of 
good, fresh water for drinking and irrigation. North-south travel 
on the Brandywine is tricky but regularly practiced by the bold and 
enterprising Rivermen, who have claimed the River as their own, 

and avoided by others less skilled and not-so-stouthearted. South 
of Buckland the smaller Withywindle joins the Brandywine as the 
enlarged fiver slows and spreads at the Over bourn Marshes. At 
Sarn Ford (S. "Iach Sam''), the southernmosl boundary of the 
Shire, the road from Michel Delving cast to the Greenway cr6sses 
the river, joining the eastern Shire with central Arthcdain. All along 
ils serpentine route, poplar and willow line its banks, along with 
scattered stands of birch. spruce and pine. 

3.4 THE NORTH DOWNS 
East of Nenuial and the Baranduin, the North Downs (S. "Tyrn 

Formen'') send forth their solid chins. Here rocky ridges often 
miles-long march across northeastern Arthedain like gigantic 
natural altars. Like steps descending from the east. they guard the 
central kingdom, and in their southern reaches, protect the for
tified city of Fornost Erain, Arthedain's present capital. 

Like the Far Downs and White Downs of southwestern Arthe
dain. the hills of the Tyrn Gorthad have steep faces and long sloping 
backs where erosion has worked hardest. These downs formed 
when massive layers of sedimentary rock "shied" away from the 
mountains and eroded unevenly in the damp, windyelimate, losing 
one layer of rock after another. From the West they appear as rows 
of walls, while from the east they create the illusion of gentle, undu
lating fells. 

3.5 SOUTHERN ARTHEDAIN AND THE SHIRE 
Southern Arthedain bears rich and fertile land that grew wild and 

nettled with neglect until the senling of the Shire by the Hobbits 
after 1601. To give credit to the High Men of Arthedain, who are 
masters of herbal and grain farming, olher and more pressing con
cerns - like battling Angmar and Rhudaur for survival since 1349 
_ have given them lillie opportunity to develop and nurse the po
tentially fruitful fields of the South. The Men of sparsely senled 



Arthedain are pleased to see the Halflings working the land and 
speeding along the King's messengers en route to Rivendell and 
Gondor, or west to Lindon. 

Looking at the newly-settled eastern Shire, one notices north of 
the Great East Road the Hills of Scary and the largely-abandoned 
stone quarries nearby. Little is made of the hills but their name 
clearly implies some secret or threat; the granite quarries are all but 
depleted now, the stone having gone into the building of 
Arthedain's forts and outposts. Before that it was used by the Edain 
to erect monuments to their Kings and Queens at the Barrow-downs 
in nearby Cardolan. Due south is the Green Hill Country recently 
settled by the bold Hobbits of the Took clan. This part of the Shire 
is very fertile, lying near the wide, green Brandywine River Valley. 
It isa peaceful locale, but across the River to theeast stands the Old 
Forest. There, locked in gloom. live the aged and malevolent wil
lows of the Withywindle River Valley. 

3.6 THE WEATHER HILLS 
[n the extreme southeastern corner of Arthedain loom the barren 

rocky ridges of the Weather Hills and below them, the buzzing bogs 
known as the Midgewater Marshes. Because of the thin or spongy 
soil and the permeable limestone that make up the Weather Hills, 
no trees grow along their Ilanks or atop their ridges. There is 
nothing to dispel the feeling of stark exposure one gets standing on 
their commanding summits. This sense of naked vigilance is 

strongest at the peak of the Weathertop (5. "Amon Sun, the 
highest and southernmost hill. This rounded height stands like a na
tural fortress 1000 feet above the Great East Road. 

Near the bottom of Weathertop, freshwater springs run down 
Ihe hills and trickle into treacherous and marshy lowlands. These 
fens, carved out ages ago. collect stagnant water in festering pools 
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that draw the stinging midges that lend the Marshes their name. 
They were born in a time when the living icc of glaciers first scoured 
the surface rock of Eriador and deposited rich silt. With the reces
sion of the glaciers in the warming climate of the North, the land, 
relieved of the great weight of ice, rose. Highlands and down-ridges 
remained, both of which Arthedain has in abundance. 

3.7 THE WHITE DOWNS AND THE FAR DOWNS 
In the west of the Shire the chalk cliffs of the White Downs stand 

like clenched teeth. Further on roam the aptly-named Far Downs, 
which mark the westernmost boundary of the Hobbit-lands, and 
beyond these scrubby grey uplands rise the Emyn Beraid, the noble 
"Tower Hills." Atop these hills perch the White Towers, three 
weathering Elven-made fortesses of the First Age. The Towers peer 
down upon the estuary of the River Lhun as it widens into the Gulf 
of the same name. Here saltwater penetrates almost twenty miles 
up-river and gives rise to a rare blend of salt-and freshwater grasses 

and animal life. In effect, the estuary acts as an enormous fish 
nursery. Further north, the blue waters oflhe Lhlin have carved out 
a fugged valley in their ]00 mile long journey from Forochel to the 
Gulf. 

3.8 THE BLUE MOUNTAINS 
The majestic Blue Mountains {5. "£red Luin'� cut off Arthedain 

from friendly neighbors far \0 the west in Lindon, where the NoJdor 
Elves live. Led by the master-shipwright Cirdan, the EJves share the 
harbors at the Grey Havens with the Arthedain, and intercourse be
tween the two cultures is regular and friendly. 

Surprisingly, a few heirs to the legacy of the nooded Dwarf-cities 
of Nogrod and Belegost make their homes in the Blue Mountains, 
their once-rich \Owns now quiet and dark. The heights of the Blue 



Mountains offer lil1le but temporary refuge from pestilence or 
warfare, and their mines now provide little but iron, tin, and 
copper. But trade between the few Dwarves remaining in the 

Mountains and the men of Arthedain continues to a small degree, 
for the Naugrim are deft weapon�crafters as well as extraordinary 

jewelry and toymakers. 

3.9 THE CLIMATE 
Normally - but for the frigid tundra of Forochcl of course -

Arthedain is a land blessed with a cool but pleasant climate. The 
moderating influence of sea winds and air currents brought from 

the Gulf of Lhiin and through the gap between the north and south 
ranges of the Blue Mountains has favored the realm with abundant 
rainfall and sunshine and comfortably cool summers. 

But of late, especially since the rise of Angmar in the North and 
the Great Plague of four Winters past, the climate of Arthedain has 
changed for the worse, especially in the North and Northeast. 
Winter hangs on, the Spring thaw is delayed, and people begin 10 

wonder if the snow will ever melt. Suddenly summer bursts upon 
the scene in a single day and scorches the ripening fields for weeks 
on end. 

For now the Arthedain carry on as best lhey can. The Hobbits of 

the Shire shield their crops and animals from the brutal summer sun 
and the winter wind's frigid reach, but they ponder how long they 
themselves can persist in the face of such adversity. Meanwhile the 
High Men huddled at Fornost wonder 100, and offer prayers and 
incantations as their militia drills in the windswept courtyards 
below the King's Chambers. 

CLIMATE AND CALENDAR CHART 

Months The No"h Do",ns The Shire Hills of Evendim 

- Yestare (intercalary da)': Ywlt) 
Nar""ain lMO' 25-40' 1 5·30' 

(Winler) (snow/rain. 45"") (�Ieel/rain. 45"") (,now/,lttI,35",,) 

, Ninui t O-H' 15·)5' 1 0-25' 
(Winter) (,now/rain. 40"") (sI«I/rain/snow, (snow/sleel,30'7o) 

5511.) 

, G"aeron 15·35' 20-45' 1 5-30' 
(Winter) (snow/raIn, 30"") (sleel/ram, 45",,) (Sleel/snow, 40"") 

,. G"'irith 25-45' 30.50' 20-35" 

(Spring) (,teel/rain, 40'70) (,teet/rain. 45",,) (sleel/snow, 30'1.) 

,. Lothron 35·55' 35-60' ,...,. 
(Spn"g) (rain, 40"") (rain. 45"1.) (rain. 2j1;'0) 

,. N6rui ....,' 50.M" 35-SO' 

(Spring) (rain, 40"0) (rain, 50"1.) (rain. 30"") 

- Loende (intercatary day: MldyeQr) 

, Ce,,'elh 50-70' 6()..75' 45-60" 

(Summer) (rain, 40"0) (rain, 45",,) + (rain. 35'70) 

•• Urui 50-75' 65-80" 6()..7S' 

(Summ.r) (ram, SO"lo) + (rain, SOli.) + (rain. 3517.)+ 

,. Ivannelh 50.75" 65·80' 6()..75" 

(Summer) (rain, SOOI.) + (rain, 55"10) + (rain, 40"") + 

" Narbetelh 50-70' 55-15' 40-75' 

(Fall) (rain, 45"1., + (rain, SO",,) � (rain, 35"", + 

" Hllhui 40.(1)' 45-65' 35-60' 

(Fall) (rain. SOli.) ('ain, 55"10) + (rain, ]5'10) 

" Girilhron "')0' 35·55' 25-45' 

(Fall) (rain, 4511.)0 (rain/steel,4S'lt) (,leel/rain.45",,) 

_ Menar. (inl�rcalary day: Y .... �nd) 
II.Chane(: per day orlhe indicaled typeof pr«ipitalion. The Iype is k�yed 10 Iheday', 
I.mperalure ,,-hich is computed each mornin, by Ihe GM. Simply figure Ihe monthly 
lemperalurerange and roll to !itt how high Ih' l�mperatureHoes. Forinslance, a roll of 
H "outd mean Ih. lemperalure i. 55' if I he mOnlh has a 20" rang. belween 40' and (1)' 
(55' is Ihree quarlers up Ihe momhly scale). Pr«ipilalion lypes ar� based On 
lemperalUre:snow _ betow ]2":.\Ift1 _ 32-35': raln _ above 32'. tflhetemperalure 
indicales SIlO"', roll again: a resul! of 01 • hait; 0205 _ an ice Slorm. 

+ ThunderSlorm, likely. If rain results. roll again: 01-40 • Ihunderslorm. 
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The Seers' w�rning to King Argeleb is clear: Beware, one and all, 
for Sauron's magic is as powerful as it is menacing, and the very 
wind is al the Dark Lord's command! 

4.0 FLORA AND FAUNA 
Just as Arthedain is home to several distinct and very different 

cultures thai rarely intermingle, the plants and wildlife of the sur
viving Northern Kingdom of the Dunedain range from the scarce
but-large up north to the many-bm-minute in the fetid bogs around 
the Shire. Plant life is just as varied, if less spectacularly so. 

4.1 LIFE IN THE NORTH 
In the far North, herds of large hooved animals roam the scrubby 

tundra of Forochel in search of food and shelter. Winter is a lean 
season for them, for the plants they feed on - lichens, mosses, 
short pale grasses - have lillIe nutritional value. Since bulk and fur 
retain body heat in the frigid and long-lived winter, the animals of 
the North tend to be large; yet they are few in number, because the 

grazing area is only so big. In the summer these animals shed their 
heavy coats and gorge themselves on grass and berries and drink 
from the region's plentiful streams swollen from melting winter 
snows, 

Reindeer (5. "Losrandir') wander the eerie treeless landscape of 
the northern regions, their noses to the wind, sniffing for the 
dreaded scent ofa Wolf pack. Common sights to the Lossoth, large 
herds of Moose, Elk, and smaller Deer search the permafrost for 
patches of green. Further west, Goats clamber up and down the 
rocky foothills of the Blue Mountains, where the rarest of sights in 
the far Nonh - a stand of broad!caf trees - can be seen, another 
remnant of the vast primeval forest that carpeted the West long 
ago. 

In or near the Bay of Forochel live and labor families of Mink, 
Beaver, Seals and Otter, some lonesome Bears and agreat variety of 
waterfowl. With the onslaught of the colorful summer, another 
seasonal guest, the Mosquito, makes his appearance and seti the 
Bay a-buzzing. As the frozen earth thaws, much of the high plain 
becomes a quagmire ideal for breeding these ravenous beasts. 
Forochel's legendary Giant Mosquitos, rumored to be the size of 
Sheep, are said to have carried off unattended Lossoth children to 
dreadful deaths, but such exaggerated accounts have never been 
substantiated, Certainly the presence of the bloodthirsty creatures 
is one small reason Angmar's spies risk travel in the North Country 
during the long dark winter. (Freezing to death beats being eaten 
alive anyday, even a Troll would agree.) In addition Arthedain's 
Ranger border-guards cover less ground in the sub-zero agony of 
Forochel's stormy, six-month winter. Most important, however, 
the Witch-king's power is mightiest in the nearly sunless season of 
snow and ice. 

In {he summer, when the sun shines through the haze for all but a 
few hours of the day, ferns and berries show themselves and furnish 
the Lossoth salad and dessert, respectively. ("Fern root is the heart 
of any good salad," the Lossoth say.) Wild flowers pop up, bloom, 
give seed and die in a hurry, perhaps for fear of a lingering chilling 
death in the almost endless dark of the northern winter. 

The creatures one should fear most - and everyone does - arc 
the Wolves and more rarely, the Wargs and Snow-trolls who scour 
the Northlands in search of weakened or careless prey. (Anything 
that walks, runs, scurries, creeps or crawls will do.) Imagine a pack 
of a dozen White Wolves heading your way and you begin to under
stand why hunting and fishing are group activitie�, One rule of 
thumb: the colder the winter, the hungrier and bolder the Wolf. 
And unfortunately, since the Great Plaguc of 1636-37, winter 
everywhere in the North Kingdom is evermore biller, long and un
relentingly cold, 



4.2 LIFE AROUND LAKE EVEN DIM 
Passing down the rocky heartland of Arthedain to the serene 

Hills of Evendim and thc placid, deep-blue waters of Nenuial � 

where the capital city of Annuminas once shone like ajewel - the 
ravages of Angmar's invasion and thc worsening climate are ap
parent. While large in area (perhaps 900 square miles), Nenuial (or 
"Lake Evendim") has fewer and fewer Duck and Geese returning 
each year, now that the woods sheltering the lake have been cut 
down for shelter and firewood. With the higher men of Arthedain 
behind fortified walls, invading beasts find little to eal, but as the 
Troll phrase goes, "fowl-game will do when fair-men are gone." 
The elegant herb gardens of Annuminas lie trampled 10 dust, the 
buildings crumbling where fields of fair E[ven flowers once 
bloomed in a rainbow of colors, the bare earth lies scorched by 
Angmar's torch, 

4.3 THE ECOLOGY AROUND FORNOST ERAIN 
Alive if not well and due east of the ruins of Annuminas stands 

Arthedain's spiritual and military capital, Fornost Erain, huddled 
at the feet of the ancient North Downs. Once protected by fertile 
lands thick with birch and beech and on the higher ground by stately 
oak and elm, Fornost now stands exposed and almost naked (0 the 
wind; only a few stands of trees survive. Inside the high walls of the 
city, some living treasures of Numenor arc preserved. There 
Kirinki-birds sing sad Elven-inspired songs in the few remaining 
flowering trees, their presence filling the chill air with perfume. 
Herbal gardens, smaller now but healthy, yield G ate nas, beloved 
for its fragrance. They also yield A thelas or "Kingsfoil," a healing 
herb of magical restorative powers that relieves the head and body 
of all pains, provided it is administered properly and in tlme. For 
bread, the humbler Arthedain grow corn and grains in carefully 
tended rows that seem to stretch for leagues. BUl las! forever are the 
cherished O iot ai re ,  a glossy sweet-scented evergreen, and the 
blooming vineyards native to NumenoT. 

4.4 THE ECOLOGY OF THE SHIRE 
In the Shire, life is neither so barren and crucl as in the North 

nor so threatening as at Fornos\. Everywhere, stands of tall trees 
lend color to its rolling countryside. Throughout the northern Shire 
stretch neat patchworks of fields already under plow. The splotchy 
scrubgrass of the Far Downs and the White Downs dominates the 
western reaches, while to the south croplands bordered by hedges 
compete for space. In the eastern Shire, in the broad and rugged 
Brandywine River Valley more fertile croplands lie tilled, and aban
doned stone quarries stand exposed and useless. Nearby, the teem
ing bogs and fens called the Midgewater Marshes are home to in
sects, reptiles, amphibians and birds of all kinds. 

4.5 LIFE IN THE MIDGEWATER MARSHES 
Just northeast of the junction of the Greenway and the Great 

East Road stands a thick wood nearly twenty ml1es across, a 
substantial little forest called the Chetwood, where fox and squirrel 
hunt and scamper. At its eastern edge, nestled between the forest 
and the Weather Hills, one enters an oozing, boot-sucking 
swampland, the foggy Midgewater Marshes. Here, amidst the usual 
array of creatures at home in the slimy muck and fetid waters of a 
marsh (snakes, turtles, frogs, fish, muskrats, raccoons, and the 
like) gathers a maddening army of incessant nocturnal squeakers, 
the insects called Neekerbreekers. Their harsh, crazed-cricketlike 
cry - "neek· breek, brec k-neck" - beats through the night like a 
drum in your skull, and sleep is difficult for those cursed with good 
hearing. Hungry biting flies, pesky midges, and ferocious winged 
insects called I>umbledoors rule the marshlands in numbers too 
great to overcome; one must submit to them and hurry on. Gallows
weed drapes the trees like aged moss; rumors of bloodthirsty 
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phantoms called Mewlips and carrion birds known as Gorcrows 
still reach the ears of adventurers foolish enough to ask too many 
questions before crossing the Marshes. Hobbits tell of Hummer
horns, savage flying insects of lore who can reduce a man to a 
bloodless corpse in one brief night. But that is just a legend . . . j ust (I 
le gen d. 

So there is much to see and do and to avoid in Anhcdain. Hunt
ing is good up north, if you can brave the cold and the rugged, 
solitary land; fishing is rich and easy in the rivers and streams, 
where fine trees root in fertile soils. Birches stand along the banks of 
the Brandywine, and to the far west by the Lhun, Rivermen find 
superb wood for their canoes. Overall, the North Kingdom is a no· 
ble, somber land possessed of diverse flora and fauna. BUI unless 
pursued, you would be wise, traveler, to avoid nighttime ventures 
into the Midgewater Marshes, for as the Hobbit-songgrimly warns: 

Aroun d  you wighfs and vampi re jfie s -
Nee k-bree k, b reek-nee k. 
Bene a/h your feet the Q uicksan d  lie s! 
Nee k-b reek, bree k-neek! 

5.0 THE INHABITANTS (1 640) -
Although politically united, the Kingdom of the Northern Dune

dain is ethnically diverse and remarkably stratified. Its embattled 
borders contain a rigidly segmented and segregated yet startlingly 
varied group of societies, peoples who arc difficult to locate, im
possible to unite, and who present an unending challenge to pro
tect. The Men of the North Kingdom face formidable obstacles in
side their land as well as along their ever-threatened boundaries. 

Dominating the stony heart of the country are the Arthedain peo
ple themselves, the highest and most "Elvish" of men. These proud 
and aesthetic descendants of the Faithful of Numenor, while small 
in number and ever-dwindling in worldly power, count amongst 
themselves great scholars and seers - including at least one pro
phet, Malbe/ h, who foresees the doom of his people - and a 
visiting Wizard, G an dalj t he G rey ,  who has taken a strong interest 
in the people and culture of the northern Dunedain. The intense 
pride of the Arthedain, however dangerous if unaccompanied by a 
martial spirit, is justified and beats undiminished in their "blue'· 
blood throughout the troubled and disastrous Third Age. 

The region's newest inhabitants, the child-size Hobbits who just 
four decades ago were bunched up and bothered al Brec, now farm 
and settle the wide and fertile plains of southern Arthedain, a 
region they call the Shire. To the east, the bubbling, simmering 
melting pot of humanity and Hobbitry at Brce, where the ancient 
highways called the Grea! East Road and the North Road (or 
"Greenway") cross, seethes and hisses with ominous portent, for 
Angmar's agents are everywhere, and the Witch-king's spies see all. 
Remember, adventurer: Sauron, the Witch-king's iron-handed in
structor in malice, was taken in chains to Numenor where the fore-



fathers of the Arthedain li"ed in peace and prosperity for 2000 
years. Ne\er forget that the Dark Lord's enmity IOward the Arthe· 
dain is personal and extreme. and his spite is as bOllomless as Mor· 
dor'S Crack of Doom. 

In the Far North. living near the great ice Bay of Forochel arc the 
Lossoth. thc "strange. unfriendly" and isolated descendants of a 
mysterious First Age northern folk (J.orR. Appendix A. I. iii). 
These elusive nomads. the "Snowmen" of the Wastes. remain 
suspicious of others and terrified of the Witch· king. But for a walk· 
on role later III the Third Age. the Lossoth play no part in the 
recorded drama of Middle·earth. 

Living "est of the Ri\'er Lhun are 1"'0 distinct cultures deter· 
mined to keep their respective noses out of trouble: the scattered 
Dwarves of the Blue Mountains and the El\'es of Lindon. the latter 
fast patrons of Arthedain led by Cirdan the Shipwright. As long· 
time residents of the area. the Elves and D"an'es have seen and en· 
dured enough suffering. Their "orld-weary leaders and depleted 
people wish 10 be left alone. although the Elves retain asense of the 
danger and maintain a vigil like that performed by Arthcdain's 
Rangers of the North. 

5.1 THE ARTHEDAIN 
If there is a single people noble and strong enough to face un

flinchingly the treachery of Angmar and to bailie the Darkness 
spreading like a plague from the East, it is the Arthedain. No 
history of Men is at once so uplifting and so sad as theirs, for now 
exiled from the Land of the Gift, the island of Numenor. they are 
doomed 10 sorrow and loss and a diminution of power throughout 
the Third Age. Ye\ never do the Arthedain consider surrender to or 
accommodation with the ever-growing evil threatening them. as it 
has for the last 300 years. 

5.11 A HISTORY 01-' THE DUNt-:UAIN 
To begin to understand the Arthedain. we must trace their 

ancestry beyond the founders of Arnor to the Dlinedain (S. "Edain 
of the West H). descendants oflhe Edam of the First Age. It was they 
who. early in the Second Age, sailed \\est to the star-shaped Isle of 
Elenna (Q. "Starwards") to found the greatest and most spiritual of 
all Mannish cultures. Greatly influenced by their Elven allies, the 
tall, dark-haired and beardless Dunedain were granted the island
continent as a gift of thanks for their bold and bloody assistance to 
the Elves battling Morgoth, Sauron's most-evi! First Age mentor. 
These High Men called their new home Anadune (Nlimenorin the 
Grey-elvcn tongue) and became the storied Nlimenoreans. 
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Thus, Numenor (Q. "West-land") was created by the Valar as a 
ha\en from the nat ural and supernatural ravages of J\'lLddle-earth; 
their intention \\as that the Dunedain would li\e happily on the 
island forever, in brotherhood ",ith the Eh'es on Eressea. Upon the 
Men of Numenor the Valar placed but one restriction: ne\er shall 
any Man sail west to the Undying Lands, home of the Immortals. 
Otherwise the Numenoreans were free to explore all lands that they 
might set sail for to the North, South and East, including Middle
earth. 

The Numenoreans 

For almost two thousand years the Numen6rean culture 
blossomed and flourished in unparalleled beauty and unbroken 
peace and harmony. Fishermen tended their nets and shepherds 
their flocks, "hile at the behest of the royal family, educated nobles 
wrote informati."e natural histories and geographies as .... ell as 
numerous scholarly treatises on the arts and sciences. Astronomers 
plolled and studied the movement of the stars, both for the sheer 
pleasure of learning and \0 aid in navigation. Like the Elve�, the 
Numenoreans cherished starlight and sea-travel. At night, under 
fragrant flo .... ·ering trees and surrounded by sculpted herb and 
flower gardens bursting with bloom, poets accompanied by court 
musicians read their verses to the King and the gathered nobility. 
Strife. jealousy, fear - all seemed to vanish like mists burned off in 
the sparkling dear air of Numenor. Ne"er before were Men so 
blessed with a kind and invigorating climate and a land where sea 
breezes never ceased, and rainfall \\as appreciable but moderate. 

Although Adunaic \\as their birth-tongue, Numenoreans spoke 
Sindarin in deference to the Grcy-elves who instructcd and inspired 
them; the official names of high places and important people - like 
the capital city and the King - were given in Quenya, High-elvcn. 
From the Elves, Numenor's kings and healers learned the use of the 
magical healing herb At hclas, and the love of all things beautiful. 
Scarlet Kirinki-birds sang their ethereal songs day and night, setting 
to music all thai "enl on at eOUft. 

Yet the Numen6rean people .... ere not simply lovers of elegance 
and knowledge and the serene good life; on the Mene/tarma (Q. 
"Pillar of Heaven"). the Hallo"ed Mountain in the center df the 
island, they regularly gathered 10 worship as one. After climbing a 
long and winding spiral road to the peak of the Mencltarma. the 
Numenoreans observed a silent litany. Until the corning of Sauron 
and his ascension to power around S.A. 3300, no temples stood \0 
block one's view of the stars and the sky, no altars were built. no 
stones were piled into cairns. Three times a year the King of 
Numenor joined his people - all of them wearing flowing white 
robes and garlanded "ith flo\\ers - \0 make a pilgrimage up the 
Meneltarma to offer prayers. At the £rukyermi. on the first dayof 
Spring, the King offered a prayer of hope for the coming year. In 
mid-Summer, at the Erufallale, and later, ncar the end of Autumn 
at the Eruhanlali, the King offered praise and thanks to Eru. the 
One, on behalf of his people, who stood silently surrounding him. 
At all other times the Hallowed Mountain was the site of unbroken 
silence; at the peak, the Witnesses of Manwe, two watchful Eagles 
whose Eyrie resled nearby, stood as ever-vigilant guardians of 
Numenor - until the Downfall. From the zenith of the Mene!
tarma. a farsighted Man could gaze west and on a clear night sec the 
glowing light from the Isle of Eressea. home of the High-elves and 
the only earthly state rivaling the beauty of Numenor itself. 

The Isle of Numenor 
The island-continent of Numenor, shaped like a fi"e-pointed 

star, was just over 600 miles across at its widest point, a land of 
modest size. Its five peninsulas, the Tarl1lasundar, spread like the 
arms of a starfish. reaching out from the heights of the great central 
peak of the Meneltarma. Below the Meneltarma and spread out like 
a green carpet lay Noirinan. the Valley of the Tombs. Here, sur
rounded by \'erdant pastures where sheep roamed and cattle graz-
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ed, stood the vast stone burial vaults of the Kings and Queens of 
Numenor. (During these glorious millenia, "corresponding" tombs 
in Middle-earth - the earliest of the ancient Edain Barrow-downs 
- weathered and aged in later-settled Cardolan.) 

Further east on the grasslands stood A rmeneios, the elegant City 
of the Kings. in NLimenor's most populous area. Its tall towers, 
wide avenues, and concentric white walls forshadowed the smaller 
plan of AnnLiminas, the Arthedain capital later built by the faithful 
Elendil in the rocky highlands of ArnOT. Above the splendor of the 
royal grounds of Armenelos, at the summit of the King's Tower , the 

THE PALANTIRI 

Three of the seven Palantiri lie within the bounds of 
Arthedain, one under the care of Clrdan's Elves in the 
White Towers of the Tower Hills, and two in Fornost 
Erain. Unlike the jewels and lesser heirlooms of past 
Kings, the Seeing-stones are never displayed in public; 
few outside the highest reaches of the Royal Court even 
know of their existence, Only Kings and their appointed 
Guardians are given access to the Palantiri, which arc 
locked away in guarded rooms (often encased in steel 
"shrouds") high in the towers of the capital city. Only in 
Court are the Stones cited as sources of information, and 
those citations are also stored far from the public eye. 
Why the secrecy and security surroundina the Stones? To 
understand, one must first recognize what the seven 
Palantiri granted to the Dunedain can do - and what 
they cannot do, 

Seeing-stones arc "connected;" that is, each Palantrr 
transmits 10 and receives "silent speech" from another in 
use at the time, its "answerina" Stone. The Stones display 
visual images of scenes and acts thai have occurred, are 
occurring or might yet occur, but they cannot transmit 
speech or interpret the scenes shown. Thus the need for 
Guardians and Seers as well as Kings to explain whal the 
Siones have pictured is clear. 

The Palantifi are things of remarkable beauty and 
mystery. Perfect spheres of a deep dark hue when at resl, 
they look very much like cryslal globes in the cradling 
cups of the marble lables Ihey resl upon. (An intent 
observer may notice a minute flame flickering deep in the 
center of an unused Stone.) Thesmallest Stone is only one 
foot in diameter, the IWO largest - those of Osgilialh in 
Gondor and at Amon SUI - so great that a man acting 
alone cannot lirt them. If dropped, the Stones are un
damaaed - the �e could probably not be said for the 
career of the clumsy handler - but intense enchanted 
heat can shatter them. 

Invisible to the uninitiated, unmarked poles indicate 
aliJnment, and each Stone has an upriatll, proper posi
lion. llKir permanent "upper" and "'netber" poles must 
be placed in line with the eanh's center in order ror the 
user to set tbrough their viewing faces. Lesser Stones are 
even tied to a set orientation; for example, tbe Palantir of 
Orthanc's west viewing surface had to be aimed westward 
or it would remain blank. Even more restricted is the 
Seeing-stone of the Tower of EIOSlirion in tbe Tower 
Hills, which is tied to the onpnal Muter·slone on the un· 
dying Elven isle of Eressia and can only face west, away 
from Middle-eanh and over the Bent Sea. (Thus, it could 
n01 provide information about Anamar's movements or 
the Hillmen to the east.) Howner, the major Seeing
stones can be viewed at many angles and can flash scenes 
of bappenings in any direction and at amazing distances. 
For example, tbe Palantiri of Fornosl can reveal to the 
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pair of Great Eagles built their Eyrie. There the Eagles stood as liv
ing symbols of the Valar's blessing upon the Isle, and their prescnce 
bespoke of the power of the DLinedain Kings. There also rested the 
seven Seeing-stones, the Palantiri, created long ago by Fiianor, the 
unexcelled Elven master-craftsman. 
Numenorean Cullul't' 

Enthusiastic and skilled gardeners, Numen6reans lovingly 
tended the trees, herbs, flowers and vineyards native to the island 
and the special fragrant gifts of greenery given them by the Elves of 
Eressea. including the mighty golden-blossomed Mal/om (Q. 

Arthedain Royal Cour! scenes from a batlie in Gondor, a 
distance of hundreds of miles. 

However powerful, the Palantiri have their limitations, 
the major one being their failure to illuminate a scene hid
den or cloaked in darkness. A viewer sees things as if he 
were present at the scene and subject to its conditions of 
lighting, Thus, action laking place inside an unlighted 
cave could not be viewed by a Palantlr. The darkness of a 
cave is all but absolute and too much for a Seeing·stone to 
counteract. Nonetheless, the Iightlessnes$ within solid ob
jects will not obscure a view to a place beyond them, so 
that a uscr of a Stone can gaze through "things" without 
hindrance. One can peek into a chamber through a door 
oreven a mountainside, although the room's details might 
be obscured by poor lighting. Also, ungoverned visions 
are usually random, hazy glimpses enshrouded by a misty 
foreground, making the skill and knowledge of the 
Stones' Guardians crucial. 

To use a Seeing-stone fuUy requires many yearsor prac
tice and education, plus the gift of "seeing," or correctly 
interpreting the vision. To begin, the viewer - whether 
Minister, Guardian or Royalty - must focus his will and 
concentrate his energies upon the dark Stone, an ex-f 
hausting effort in itself. Standing about three feet from 
the Palamlr, facing the stone in the direction he desires to 
look, he brings forth visions - a battlefield scene, let us 
say. Should the user desire, he can enlarge his field of vi
sion to display a vast host of enemies on the march, or he 
can focus upon a single object held in one warrior's hand 
- a weapon or a jewel, for example. In the case of com
munications between Stones, he can see the Ihoughts of 
the one with whom he deals - provided the "connecting" 
user is in accord and is able to clearly bring forth the im
age. The Palandri cannot read the thoughts of an unwill
ing user, and in such cases what they display is totally a 
matter of the wills of the two users involved. Still, what 
amazing devices of communication the Palantld are! 

Ever since the birth of Angmar around T.A. 1300, the 
Stone-users of Arthedain and Gondor have practiced this 
extraordinary brand of thought-transference more fre
quently. As trouble brews and boils over, the twin DLine
dain Kingdoms often exchange information about enemy 
movement and strengths, and suggest and coordinate 
strategies to counter them. In a unique parting with tradi
tion, the !star Gandalf, an outsider, has been granted ac· 
cess to the Palantir of Amon SOl (in Fornost), chief Stone 
of the North. In fact Gandalf was the first to warn the 
Royal Court of Arthedain about their possible use by 
sinister forces, a notion discuunted by many of the Seers. 
(Gandalrs special nature is a mystery; the conventional 
wisdom is that only the highest of Men can properly 
employ the Stones.) 



"Mali no rni!'� trees, later transplanted to Middle-earth and sacred 
to LOf hld rie n_ 

The Ntlmenoreans were also an athletic, hearty people and 
especially enjoyed traveling the island's unpaved lesser roads on 
horseback, pausing to dive from the rocks into the sea and race out 
and back to shore. Superb bowmen, they loved to hunt and fish 
with hollow steel composite bows, relying on the retrieval skills of 
their fine War-dogs. Archery competitions, like rowing and sailing 
meets, drew large and enthusiastic crowds; physical fitness was 
much admired and encouraged by the Ntlmenorean culture as was 
menIal acuity and a sense of mystical awareness. 

As gifted mentally as they were physically active, Ntlmenoreans 
commonly summoned their horses without calling aloud to them, a 
skill that would prove useful on the battlefields of Middle-earth. 
Many commonly practiced this telepathy amongst family or com
patriots, however playfully at times, lending credence to the sagas 
touting the enchanted Dunedain race. Along the same line, the 
Palantiri, while not often understood by later folk, proved potent 
tools in the hands of Numenor's skilled Mentalists and Seers. They 
were frequently used to communicate, manage royal affairs, or to 
plan for the future. Their lies to the Master-stone in the Tower of 
A v allo ne on the nearby Elven isle of Eressea bound the 
Ntlmenoreans to their Firstborn brethren. 

The Kist' of Numenorean Might 
The Sea and the forests around them were also very important to 

the Ntlmen6reans and highly interrelated. Heavy cargos of goods 
were shipped by sea; Ntlmenor harbored three great ports, in
cluding Ro me nna, from whence the island's adventurous seamen 
set forth to sail the sometimes tempestuous sea to the shores of 
Middle-earth. Numenoreans treasured things built or carved of 
wood - especially their mighty and majestic sailing ships! - and 
by mid-Second Age, around 1600, they had devastated the island's 
forests before turning to Middle-eanh as a source of timber, and 
later the gold, silver, gems and mithril not found on Elenna. At 
first, Ntlmen6rean seafarers treated the lesser Men of Middle-earth 
kindly if paternally and instructed them in farming and other enter
prises geared toward self-sufficiency. But by S.A. 1600, greed -
once as foreign to the Dtlnedain character as envy or sloth - had 
overwhelmed the well-established NUmenorean appreciation of 
beautiful things. The sailors of NUmenor armed themselves and 
went forth brandishing the trappings of war. Where they once sent 
envoys to teach or colonists to build, they sent armies bearing bow 
and arrow, axe and spear, or sword and spell. 

Over a long period of lime - just as minute amounts of poison 
work to weaken a victim - Ntlmenor changed into a hungry em
pire. Numenor's kings, consumed by great pride, heeded the advice 
of vainglorious counselors and began to shun the Elves of Eressea. 
Royal marriages were arranged to consolidate power. From about 
S.A. 2000on, Kings refused to take Elven names or to surrender the 
Royal Sceptre before death, while still clear-headed and vigorous, 
as was the custom. The lines of Etros declined dramatically; the 
Numen6rean lifespan. once five times that of other Men, declined 
by half or more. Priceless heirlooms tike the Elven-made Ring of 
Barahir and the seven Palantiri thought to belong to all 
Ntlmen6reans were suddenly locked away and jealously guarded by 
the later Kings. The people bC1:ame divided, and most abandoned 
the Sindarin tongue in favor of the harsher Adfinaic. After a time, 
those retaining a love and respect for the Elves and things Elvish 
shrouded their fondness for fear of reprisal. These dwindling few, 
called the Faithful by the Eldar, were the forefathers of the stalwart 
Arthedain. 

5.12 THE FOUNDING OF THE REALMS IN EXILE 
By the grace of the Valar, Elendil and nine ships of the Faithful 

escaped the tumultuous Downfall of Ntlmenor and set sail for exile 
in Middle-earth. With them they bore but a few priceless treasures, 
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including a seedling o f  the sacred White Tree, symbol o f  the Valar, 
and the seven Palantiri granted the Dtlnedain long ago. The 
Faithful arrived at the Grey Havens and split forces, Elendil sailing 
north up the River lhfin to establish the Northern Realm-in-Exile, 
Arnor, while his sons lsilidur and Anarion sailed south to the Bayof 
Belfalas and up the Anduin to found Gondor, the "Stone-land." 
Although the Dunedain were spread thin, the establishment of two 
separate and distinct kingdoms bettered their chances of survival. 
for it is clear that the Men who went north with Elendil were fun
damentally and lempermentally different from those who settled 
Gondor. Those of Arnor wanted to live in the hallowed lands of 
their Edain ancestors, near the ancient burial vaults at the Barrow
downs and the Elves of Lindon. 

The seafaring Gondorians were more adventurous, mercantile 
and martial in spirit than their northern brethren, looking early on 
to establish themselves as the dominant fighting and civilizing force 
in the region. Aggressive master-sailors, they sought a continuation 
of Numenor's colonizing tradition and quickly embarked on cam
paigns to expand their influence. 

In Arnor the Exiles settled few strategically important sites. They 
turned from war and looked instead to the essential power of 
places. Their Seers built towers on landlocked heights, where the 
land welcomed the moonlight and cool air of the northern skies. 
Holds like that atop A mo n  Sui (Weathertop) certainly served to 
secure the realm, but they also held overriding mystical signi
ficance. On its summit, from whence invasion from the East or 
South could easily be detected, lay the chief of the three northern 
Palantiri, a Seeing-stone connC1:ted to an "answering" Stone in 
Gondor. Thus, to the Men of Arnor the windswept hilltop em
braced strong spiritual currents, and its tower watch maintained a 
blessed vigil. Never did the Men of Arnor seck to increase their ter
ritories - as Gondordid unceasingly - or sail the seas in search of 
booty and glory. 

The Downfall 

Numenor's armies proved unstoppable when facing the cruder 
Men of Middle-earth, and for a time, even the hordes of the evil , 
Lord of the Rings were swept aside. The Dark Lord surrendered in 
3261 of the SC1:ond Age, speaking abased words of repentance. It 
was then that the conquering King Ar-Ph araz6 n ("The Golden") 
made the fatal mistake of bringing Sauron in chains to his court at 
Armenelos. Soon the Evil One took on a fashionable and pleasant 
form and amused the King with his magic tricks and arcane 
knowledge. Within a few decades of his capture and over the heated 
protests of Elendil and his Faithful followers, Sauron bC1:ame the 
King's chief counselor. Suddenly altars were built upon the summit 
of the Meneltarma, and worse. those opposed to the King and the 
honey-tongued beguiler were sacrificed to false and evil gods. The 
Ntlmen6rean faith grew as tainted and artificial as the manners of 
the Royal Court. Ncar the end of the Second Age, Numenor's rul
ing class openly discussed breaking the Ban of the Valar and sailing 
west to the Undying Lands to seize by force the immortality they 
desired. So perverted was their thinking that they believed life 
everlasting could be wrested from the Elves and Valar, as though it 
were a jewel to be stolen and hidden away. 

In S.A. ]319, despite the vehement objC1:tions of the Faithful, 
Ar-Pharazon led a mighty fleet of warships against the Valar. The 
greatest host of ships ever assembled by Men, the armada obscured 
the setting sun as it sailed westward to the fair shores of Eressea. 
Once ashore in the Undying Lands, the King and his warriors were 
buried by an unforgiving avalanche. Ntlmenor - the pinnacle of 
Man's drive toward genuine civitization and symbol of his ascent 
toward High Elven ways - was swallowed up by the Great Sea in a 
tidal wave of awesome, wrathful force. lost were all but a few 
precious remnants of Ntlmen6rean culture and a handful of her 
people; forever gone was their beloved and beautiful homeland and 



with it, the tomes and scrolls, the charts and graphs and maps and 
art works of a great civilization. irreplaceable treasures aU, and 
aU lost. 

5.13 THE K.I.'IlGDOM OF ARNOR 
Umil the founding of Arnor by Elendil in S.A. 3320. the wide ex· 

panse of land between the Misty Mountains and the River Lhun 
made up most of Eriodor (S. "The Empty Land"), a sparsely 
populated region bordered by the Blue Mountains to the west. icy 
Forochel and the Wastes in the north. and to Ihe south. the River 
Isen. Scattered about like natural altars stood various downs. 
grassy and greatly-eroded ridges of rock extending for miles and 
sometimes worn away into lowlands. Of Ihese, Ihe Barrow-downs 

just south and wesl of Bree proved most significant to Ihe Dunedain 
returning to Middle-earth. There stood the Great Barrows them
selves, weathered burial vaults orthe ancient Edain Kings, in a site 
holy to the Exiles of Numenor. 

Elendil and his followers were also drawn to central Eriador by its 
resemblance to their beloved and now forever-lost N llmen6rean 
highlands, where Armenelos stood. One suspects they might have 
preferred to make Forlindon or Harlindon their new home, for 
there sea-views and coast lands like Numenor's abound, but the 
Elves of Lindon were toO firmly sellled to be moved and the com
passionate and respectful E/endifi were much tOO concerned with 
building a realm in the hereditary homeland of their Edain an
cestors. And those Exiles possessed of the Dunedain "sea-longing" 
settled in Gondor near the Bay of Belfalas. 

For 150 years following the establishment of Arnor in S.A. 3320, 
the Men of the North Kingdom battled the Hillmen and Trolls of 
the nearby Trollshaws and Ettenmoors. They bent their focs into 
submission or drove them into the remote highlands of the Misty 
Mountains. Then, in the Last Alliance of Elves and Men that ended 
the Sc>:ond Age, Elendil and his Dunedain warriors overcame the 
Dark Lord, rendering him bodiless and for a brief, joyous period, 
impotent, Sadly, Elendil, first ruler of both Realms in Exile, was 
slain in battle, as was the gallant Elven hero Gi/-ga/ad of Lindon. 
The Rings of Power passed on to Elendil's son lsi/dur, who in the 
second year of the Third Age lost the One Ring and his life in the 
Anduin trying to escape a band of Orcs. The Seers of Arnor who 
gathered at the capital of Annuminas must have forecast woeful 
tidings to their people at such a bloody and inauspicious entry into 
the new Age, but for man�' years they appeared to be mistaken. 

Surprisingly, Arnor was instead granted 800 years of relative 
peace and harmony following Isildur's death and the loss of the 

Ring. True, Gondor, the Southern Kingdom, was frequently as

sailed and finally invaded by the Easterlings of Rhun in 490, but the 
southern Dunedain, at the height of their military power, prevailed. 
The vigorous Gondorians defeated their lesser foes and in T.A. 550, 
laid claim to all of the Rhovanion plains, a vast chunk of valuable 
real estate that doubled the area of the "Stone-land." Following the 
victories of its army, Gondor's navy began to flex its muscles at sea, 
culminating in the taking of Umbor in T.A. 933 and the defeat of 
the fierce H(lr(ldrim in 1050. Never was Gondor mightier. 

5,14 THE HIRTH QI<' ARTHEDAIN ,  CARDOLAN 
AND RIIUDAUR 

In contrast, the Exiles of Arnor, still stunned and saddened by 
their losses in the Last Alliance, maintained no dreams of empire. 
Being neither martial in spirit nor so numerous as the Men ofGon
dor, their influence extended lillie beyond their own borders. Their 
reluctance to marry their Eriadoran subject folk compounded the 
problem, since the northern Dunedain found trouble replenishing 
their losses and grew weary managing their territories, 

In T.A. 861, after a series of unusually frosty springs and torrid 
summers, Arnor was sundered. The death of the tenth and last Ar
norian King, Earendur, left the Nonh Kingdom's loyalties split 
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among Earendur's threc surviving sons, each battling for a piece of 
the Sceptre of Anmiminas. Am/airh of Fornost, Earendur's eldest 
boy and therefore the Prince most deserving of inheriting his 
father's full dominion, won the Sceptre but in the process lost half 
of Arnor's territory and much of her power. His brothers staked 
claim to the eastern and southern lands and successfully countered 
his attempts to reunify the realm. 

Thus the North Kingdom split into three independent, neighbor
ing but lesser states: Arthedain, Cardolan and Rhudaur. Each was 
first ruled by one of Earendur's squabbling sons. Arthedain, the 
largest Slate, assumed the rugged northwest territories of Arnor; 
Cardolan took the fertile south, and smaller Rhudaur elaimed the 
dangerous northeast section, the fells and forests of the wild Misty 
Moulltain foothills, bordering what would later be Angmar. 
Although no surviving records prove it. one suspects that the Men
talists and Seers beside Lake Evendim at the Royal Court of 
Annuminas drew one long collective breath and anxiously held it. 
afraid to say much, for the future before them seemed as black and 
bleak as a Palantfr at rest. 

Thus, just a lillie more than one century before the rise of the 
Necromancer (Sauron) of Dol Guldur in Southern Mirkwood and 
the appearance of the Istari in the West. mighty Arnor broke into 
three brother Kingdoms. With differing topography and popula
tions, each embraced distinctive goals and set an uneasy, auton
omous course at the outset of very troubled times. 

The agreed-upon boundaries between the successor-states might 
have satisfied each Kingdom's desire for independence and self
government but for border squabbles, the worst of which centered 
at the junction of the three realms. The borders of Arthedain, Car· 
dolan, and Rhudaur overlapped at the strategic hilltop of I\mon 
SUI, Weathertop, where the chief Palantir of the North lay. Never 
could the three countries agree upon the ownership of Weathertop 
and its Seeing-stone. which all greatly desired. 

Arthedain's rulers successfully contested their neighbors' claims 
and installed a strong Warden in the Tower of Amon Sui by the be
ginning ofT .A. 862. Since their King already possessed the Stone of 
Annuminasand stood in great stead with the Elven guardians of the 
Stone of the Tower Hills, the Arthedain controlled each of the three 
northern Palantiri, assuring themselves preeminence during the 
coming strife, 

Elsewhere Arthedain supported Cardolan's claims, for Rhudaur 
- a land settled by debased Dunlending groups - early on seemcd 
too grasping and conniving to be trusted. From the very establish
ment of Rhudaur, its people mixed and bred with the lesser and 
venal natives of the region, the barbaric Hillmen and Dunlendings 
of the Trol1shaws and Ettenmoors. Like the untamed and in
hospitable land that formed it, Rhudaur bred a wild and bold popu
lace more concerned with might than right, and eager to expand its 
territories and influence at any cos\. 

Of the three Northern Kingdoms, only Arthedain retained a pur
ity of lineage from Isildur through all of its fifteen Kings, and thus it 
continued to breed in the blood of its people a higher sense of values 
and purposes - a moral perspective, if you will. No fool, Arthe
dain's first King, Amlaith, moved the Palantir of Annuminas tothe 
fortress at Fornost for safekeeping. Except for displ,ltes over boun
daries and the guardianship of the Amon SUI Palantir. Arthedain 
was at peace with Rhudaur and Cardolan as late as the fateful Fif
teenth Century. (For more about that period and the watershed 
year of 1409, see 6.0 POLITICS AND POWER.) 



5.15 AKTHEDAIN CULTURE 
But what of the Arthedain people and society'? What are they 

tik�'? Th� High Men. th� purest of th� Dtinedain race, are th� 
guardians of a noble and mystical cuhur�. a way of lif� which 
dominates the nonh of Eriador. 

To the Anhedain, the realm of NalUre is also the province of 
Men. Their fundamemal belief, reaching back before the founding 
of Numenor [Q the First Age Kingdoms of thc Edain, is that the 
world is not an "It" but a "We." Bonded with the sky and earth and 
sea. the Edain and their Dtinedain desc�ndams feel a close kinship 
with the world; it is a very personal place for them, indistinguish
able from themselves. The Exiles of Numenor brought that sense of 
kinship with them [Q Middle-earth, and like their reverence for the 
Palantiri, it has passed down undiluted through Arthedain's many 
gen�rations. 

The myths of the Arthedain were nOt created solely for �nteTlain
mem or propaganda-value; they explain the world, proclaim truths 
and confirm Man's share of the earth and its bounties. Thus, the 
Arthedain do not resent or curse the rocky soil or the long and cold 
winters of their adopted homeland, for its very Essence serves to 
JUStify their presence. Arthedain's windy highlands take on in
dividual spirits of their own and are valued because they are distinct 
and unusual, because they suggest the rocky landscape of central 
Numenor, and because they embody the soul of the Edain kin
dredS. (The memory of the past, particularly the "Land-of-th�
Gift." has never left the people of Anhedain.) 

To the Arthedain the elaborate stone burial mounds al the 
Barrow-downs stand as symbols of Man's triumph over material 
forces and mortality itself; they stand as well to remind the northern 
Dunedain of their great past and to point the way toward present 
cultural survival and a future reemergence into health and power. 
For th� Arthedain more so than for any other people, upholding the 
traditions of the state is equivalem \0 upholding the continuation of 
the world itself and to supporting its sense of justice, and maintain
ing its \�ry delicate Balance. Their traditions encourage faith in the 
uhimat� triumph of Good over Evil. For their convictions, the 
Arthooain pay the dear price of near-extinction. 

Arthedain Social Structure 

Yet th� Arthedain society is in no sense perfect: it is rigidly
classed and structured, with almost all physical labor confined \0 
the lowest class. At the top stand Ihe Rulers and Nobility, privileged 
and honored and much-indulged. Just beneath the Nobility are the 
Seers and Memalists of the Royal Court, �spccially the Guardians 
of the Patantiri . 

Ranking one big notch below the Nobility of Arthedain are the 
Artists and Artisans, and the lesser orricials of the realm, those men 
and women who tend to the official but Often mundane tasks of 
running a state. The duties of this class include everything from 
minting coins of the realm at the Royal Mint in Fornost and mak
ing, mixing and using paints made from powdered minerals ob
tained from the Dwarves of the Blue Mountains to duly noting the 
taxes levied upon Arthedain's citizens and polishing the King's 
silver fillet. Artisans of this enlightened culture are very busy doing 
everything from embroidering (with gold thread) a royal tapestry, 
to designing and making simple and elegant flagons, dishes, vases 
for flowers and polS for cooking, for �ven the aesthetic Arthedain 
must eat. 

At the bottom of Arthedain society stand the soldiers of the 
Army and the common unskilled people, those who frequently 
speak the Westron tongue basic to most Eriadoran folk. Although 
they ar� considered less sensitive and noble than their higher 
brothers, they carry no stigma and bear no fierce prejudice. They 
are essential to the realm, valued because they compose a rather 
small but necessary group. Laborers and farmers who grow and 
lend Ihe wheal and corn and other "fooo" crops belong to this class, 
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as do those who perform routine non-military tasks like storekeep
ing and housekeeping. 

Arthedain War-crart 

Unlike Gondor and most Middle-earth cultures. Arthedain 
society places little value in a large standing army. It seems to them 
first and foremost a gigantic waste of energies and money better 
placed into work of value and substance, like the arts and architec
ture. Second, the Arthedain soldier, especially the Knights and 
Rangers, look to military life for spiritual discipline rather than as a 
means for waging war. And third, the Arthedain have badly mis
judged the extent of Angmar's determination to destroy the North 
Kingdom, for the Arthedain themselves are incapable of such 
thoroughly vengeful thoughts. Let it not be said that the Arthedain 
ar� blindly incapable of fighting for their own survival; in the Last 
Alliance and throughout the Third Age, they have proved to be 
valiam warriors and skilled fighters on horseback. But they are not 
martial in spirit and lack the killer instinct innate in Angmar's 
natives. More positively. they have keen interests other than 
slaughter and empire.building. In a phrase, the Arthedain are more 
Elven than Mannish. 

Arthedain's Scattered Peoples 

Outside the capital of FornOSI and many scallered military out
posts. most of Arthedain's remaining population spreads south in a 
fanlike shape from Fornost toward the Weather Hillsand the upper 
reaches of the Brandywine. Their numbers, never great. are but a 
fraction of what they once were. Now, the beautiful Hills of Even
dim are deserted, and only a few clans live in the far West, near the 
Elven-controlled Tower Hills. While the Rivermen of the Brandy. 
wine possess the wisdom to avoid trouble with the Arthedain and 
lend to leave the higher Men to their own devices, they have no trou
ble jealously guarding the river as "their own," for few of the north
ern Dunedain bother them. They remain unsubjugated by the ever
dwindling Arthedain and, provided the High Men keep off the 
Brandywine or pay the required tolls when traveling the river. con
flict is rare. 

Given their sparse numbers, the Arthedain pay little attention to 
those at peace within their borders. Instead, they mind the shrink- I 
ing of the Kingdom itself. (By 1640, Angmar has seized and con
trols a good chunk of eastern Arthedain.) The question is, however 
noble their cause: for how long can so few hold out against so 
many'? 

5.2 TH E LOSSOTH 
Much less Elven - in fact, barely Mannish - the Lossolh (sing. 

Lossodon) are a people frozen in mystery, and for nine months of 
the )'ear, just plain frozen. Born in an inhospitable land of ice and 
snow and long, gloomy months of biller winter weather (and oodly 
enough. only 100 leagues north of the temperate Shire), these 
nomadic Snow People show no inclination to live elsewhere or to 
change the ancient ways of their ancestors. Like most non· 
agricultural societies, they do not make war or territorial daims 
upon anyone else, but tend to themselves. Navigating the frozen 
tundra on carts with runners of bone and wrapped in heavy hides, 
these hearty outdoorsmen travel the icy Wastes of Forochel in 
search of big game and the staple of their diet, fish. Meanwhile. 
back home in their snow houses along the greal Cape of Forochel, 
the .... omen and children await the return of the hunters and tend to 
their chores, like hide.tanning and the drying of fresh meat into 
chewy strips. 

S.21 THt� l.OSSOTH AS HUNTt:KS 

Astute hunters of Deer, Elk, Moose and other big game 
indigenous to the North, the Lossolh work in teams, driving the 
game toward the center of the killing cirde, where their bows and 
arrows can work their will. Greal fishermen, the Lossoth spend 
much of their lime on sea, either over holes in the winter ice or in 
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small .... ood and hide boats duringlhe brief summer. Strangely. they 
arc almost exclusively non-swimmers, since the water is far too cold 
to practice anything in but hypothermia (the fleeing Anhedain 
King Arvedui later learned this fact. much to his sorrow) and the 
Snowmen are careful to tie lines {o each other and to fish in pairs or 
teams. This is in keeping with the Lossoth custom of sharing and 
cooperation. Among the Snowmen. life is largely communal, the 
village unit being an extended family or a group of such kin. 

5.22 wf:ATH[R AND THE LOSSOTH 

Living in such a dangerous and harsh climate - onc that is usu
aliy fret' of encroachmenl and the threat of invasion - the Lossolh 
arc sensitive to the slightest significant I:hange in the weather. Their 
\'ocabulary includes many diff�rent words for "snow," d�pending 
upon whether it's smooth or rough, drifting or still, old or new, icy 
or grainy, and soon. On the other hand th� Lossoth could not care 
less about book-learning and find the Arthedain as alien to and ig
norant ofth� ways of Forochel as a palm tree, and just as likely to 
survive. 

S.B THE LOSSOTH ICt: IIQUSt: 

Adversity has forced th� Snowmen to adapt a tough, frugal 
lif�style, one unknown to those further south. A prime example is 
the imerior of a Lossoth home, a study in the efficient usc of space. 
Most ice houses measure nine to fifteen feet in diameter and are 
about six feet high in the center, with a three foot high emrance. 
(Only a Hobbit could emer a Lossoth home without stooping.) 
Each is constructed of slUrdy rectangular blocks of ice, stacked in 
circles \0 form a dome. Snow or packice is used to fill the cracks. 
thereby preventing drafts. The only aperture aside from the entry
way is a hole cut in the crown of the structure to allow the smoke of 
the fire to escape. Remarkably, however, a Snowman can carve a 
small house with his ice-knife in JUSt a few hours! 

Inside the hut. the Lossoth suspend a family sleeping platform 
two to three feet above the ground and cover it with furs. Like most 
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furnishings, this frame is made of wood or bone lashed together 
with gut or sinew. A fire in the center of the hut, a drying rack, 
cooking utensils and tanning tools take up the rest of the space 
within the house, which all goes to show that the Lossoth home isa 
crowded one, and that individual privacy is a concept unkno,,"n to 
them. 

5.24 LOSSOTH SOCIETY 

Living in a society of kinships - both nuclear and e;tltended 
families - without permanent or regularly-chosen leaders and only 
a single locally-acknowledged chief, the Lossoth approach a kind 
of chaotic, nomadic, communal democracy nOi seen elsewhere in 
Middle-earth. True, one man - usually the oldest healthy hunter 
- does act as leader of the hum, and i f  he is shrewd enough, as 
leader of the Lossoth as a whole. But the Lossoth band and stay 
together for survival, because it is their way and has always been 
their way. Like the Arthedain, the Lossoth value tradition. Yet if 
anyone wishes to pack up his hides and summer tent and hunting 
weapons and leave, he is free to do so. (But where will he go? What 
will he do? Sell ice to the Easterlings in Rhun?) No law or police 
force will stop him; only common sense, a bond with his kin and a 
healthy fear of what is outside the frozen circle of Forochel restrain 
him. 

5.25 DANGERS IN THE t'AR NORTH 

The Lossoth face just three great dangers: the ravages of Nature 
and the weather in the far North, attacks by the wild beasts of the 
Wasles - Snow-trolls, Ice-drakes. North-bears, and roving Wolf 
packs - and finally sporadic raids by Angmar's spies and scouts 
bold enough to challenge the elements in the Forodwaith. From the 
weather, the Lossoth have little to fear e;tlcepl sudden ice storms 
that can tear the skin orfa hardy animal in minutes or trap them in
side their ice houses for days. The Lossoth are rarely caught outsid� 
in a storm, for they can foretell changes in the weather just by sniff
ing the wind. When a particularly bitter blizzard S�IS in, Ih�y hole 



up in their ice huts and pass the time repairing tools, preparing 
meats and fish, singing, and telling tall tales about the Demon
whale that got away to amuse themselves and their hungry wives 
and children. 

The White Wolves of the North, always hungry and ever
increasing in numbers, cause their fair share of nightmares. The 
Lossoth have Dogs to warn them of the imminence of the Wolf 
packs and to offer some resistance, but the hunters still flee the field 
when the Wolves come raiding, for the hunting weapons of the 
Lossoth - long jabbing spears, primitive bows and arrows of bone, 
and crude gulting knives - offer little sense of security when facing 
a dozen of these enraged beasts. 

Raiding and scouting parties of Snow-trolls and toughened 
Hillmen sent from Angmar occasionally comb the area en route to 
the north country of Arthedain. When pressed, the Lossoth simply 
run and hide and hope for the best, since they are no match for the 
Witch-king's fearsome allies. 

5.26 LIfE IN THE SUMMERTIME 

In the summertime, 1ife changes dramatically. The Lossoth leave 
their melting ice houses and roam the forests and rivers of the region 
in search of fish, game, greens, roots and berries. The runs of cer
tain fish, like salmon and herring, are brief, and the Lossoth, highly 
dependent upon them for the bulk of their diet, organize their lives 
around the movement of their prey, packing up their hide tents and 
moving daily to stay near the fish, which arc salted and dried for 
storage by the women. To increase their take, the Lossoth build 
stone weirs, or low walls of rock, to trap trout and other freshwater 
fish in shallow water, where they are harvested with nels and in the 
extreme shallows, by hand. Children hunt for driftwood washed 
ashore and help their mothers butcher Seals, cook meat, clean hides 
and make clothing, including the sealskin boots everyone wears. 
The men hunt Beaver, Waterfowl, Elk, and Losrandir and tend to 
the sled Dogs so vital to winter survival. 

But even the dour and xenophobic Lossoth pause to have some 
fun. At the annual muldak held in mid-summer, Lossoth clans 
gather to trade hides and talk. arranging marriages and celebrating 
a hunting ritual. For most, it is the only time of the year they see 
anyone outside their winter hunting group and beyond the 
"borders" of their hunting grounds; the high-spirited scene is three
quarters song-and-dance and one-quarter business. Having learned 
how to concoct and enjoy grum, a putrid-tasting liquor made of 
roots or berries heated into a mash and distilled, the men argue, 
dance and drink themselves into a stupor. As is the custom, the 
women grudgingly clean up after them. 

5,27 COMMON CHORES 

The Lossoth are masters of the natural tools provided by their 
chosen environment. The women make glue to bind the tent poles 
from dried, treated and resoaked blood mixed with fish oil. To 
make a fire, they strike pyrites against a piece of iron and let the 
sparks fall upon dried moss or wood shavings. The men fish in 
twenty-foot long kuds, round-hulled boats with identical bows and 
sterns. It takes two Snowmen about twO weeks to build a kud big 
enough to hold both of them and hundreds of pounds of cargo; the 
kud is formed of bent cedar covered with hide or bark, sewn with 
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spruce roots and sealed with chewed and heated gum. From the 
bark of the same cedar, a much-cherished tree, Lossoth women 
make pillows, robes, sails, capes and napkins. Nothing goes to 
waste in the North. 
5.28 Of' CRIME, DEATH AND THE LOSSOTH 

In Lossoth society. however crude and simple you find it, there is 
also much to admire. First, everyone knows his place; burglary and 
robbery are as rare among the Lossoth as they are common in other 
"higher" societies, like Rhudaur's or those along Gondor's eastern 
border. Second, the Lossoth are not covetous or evil as a group. 
They have no territorial ambitions, no hoarded riches, no be
jewelled Kings buried in elaborate mounds. To honor their de
ceased, the Snowmen send their dead floating downriver in a kud 
lined with ferns and mosses. Most importantly, the Lossoth live as 
they please, in spirited compel ilion with the climate and weather of 
Forochel and the beasts who share the bare rocky tundra and icy 
streams and forests and rivers with them, forlhe Northern Waste -
the land of the icy heart - is their home. 

5.3 THE BREE·LANDERS 
By far the hottest spot of the cool and heady Arthedain 

Kingdom, 8ree is an anomaly, a simple village in a land of open-air 
cathedrals and chivalrous courts. Settled by swarthy, dangerous 
Dunmen and dissatisfied and adventurous Eriadoran Northmen, it 
has been inhabited by the childlike Hobbits (H. "K uduk'J for 300 
years. These simple, diminutive folk came as frightened refugees 
from the Angle of Rhudaur after the rise of the Witch-king in the 
early 1300's and now make up the majority of Bree-Iand's amaz
ingly mixed population. 

Lying at the junction of the Greenway and the Great East Road, 
less than twenty-five leagues from Arthedain's war-lOrn eastern 
frontier, Brce-Iand is a border region containing four small towns: 
Brce, Staddle, Archet, and Combe. These strangely quiet sen le
ments sit in and around BTee-hill and the Chetwood and are tucked 
between the Midgewater Marshes and the old boundary separating 
Arthedain from wild Cardolan 10 the immediate south. Given the 
turmoil so nearby and the frequently shady !Taffic that is the norm I 
along the roads and in the inns of Bree-Iand, the quaint, peaceful 
character of the area is remarkable. It is a quiet stability born of the 
special nature of its people. 

Bree-Ianders are a varied bunch, a collection of Hobbits and 
Men, the latter various Dunmen (Dunlendings), Northmen, and 
DUnedain. Here cultures and blood have joined to form a unique 
blend of tough, adaptable, law-abiding, indumious, and yet 
worldly citizens. Farmers and merchants, they provide steady 
resolve in an ever-threatened quarter of Arthedain, and they serve 
to prolect commerce along the vulnerable main route between 
Fornost Erain and the towns to the south and west. 

Peaceful Bree-land suffers from a few problems, of course, 
notably pelly thievery among the transients and incursions from 
bandits based in the nearby hills of Cardolan. Refugces displaced 
by war or the Great Plague still pass through the region, 
occasionally disrupting farm life. Generally, though, the farmers 
are rarely distracted from their chores, herders tend their flocks 
without undue concern, and the merchants go about the business of 
reaping a modest profit in coin or barter. Bree-Ianders have made 
their domain a safe corner of Arthedain and have avoided the 
burdens expected on the frontier. 

5.4 THE DUN LEN DINGS 
The Dunlendings or "Dun men, " however, are a race haunted by 

the ravages of war and injustice, one repeatly torn from their 
adopted lands and forced to migrate in search of new homes. Theirs 
is a troubled tale. 

Long ago, many Dunlendings fleeing oppression and conscrip
tion in their homeland moved up from Dunland 10 settle ncar Bree 



or .... andered into the highlands of Cardolan and Rhudaur, Basic
ally a breed of people hostile 10 outsiders and nasty in tempera
ment, these refugees found little in Br« 10 cheer about and re
mained a hearty but untamed folk renowned for uncouth behavior 
and surly scrvice at the taverns and inns of the village, Swarthy, 
dark-haired and with lips permanently curled inlO sneers, descen
dants of the Dunlendings are still easily distinguishable from the 
bands of Northmen who settled in Eriador long before them, 

A remnant of tough mountain Men native 10 the vales of the 
White Mountains, many Dunlendings moved nOrlh during the Sec
ond Age, settling in the southwestern Misty Mountains, [ 0  Arnor's 
time, some wandered the empty lands as far north as the Etten
moors and as far west as the Hills of Ellendim. Many warred on the 
indigenous Hillman or Northman clans, but most arrived in peace 
and lived comfortably beside their scattered neighbors, Those Dun
lcndings who scttled in Arthedain took up the Common Tongue of 
West ron; howe\'cr, their natille language isstill spoken in Dunlaod, 
(One example is "Forgoil," meaning "Strawheads," the Dun
lendings' demeaning term for those much-detested landgrabbers, 
the Rohirrim,J 

5.5 THE RIVERMEN OF THE 
NORTHERN WATERS 

Of the Rivermen of the North, more is known, A small part of the 
original Eriadoran Northman culture that gathered along the 
northeast border of Arnor, Arthedain's Rivermen have remained 
close 10 their ancestors' homeland everafter. These bold Northmen 
ply the .... aters of the upper Lhun basin and travel the length of the 
Brandywine River, from Nenuial south past Buck[and to Sarn 
Ford, the last crossing of the River before it empties into the Sea 
south of Har[indon. 
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When the original Northmen encla\'es began t o  break u p  long 
ago, most clans migrated west over the Misty Mountains and into 
the wilds of Rhovanion, where water was abundant and the grass
lands broad and unbroken as a sea. These bands of men later 
became known as the "Wood-men" of Mirkwood, although some 
settl«l thc plains as Gramu:, or Grasslanders, Of those tribes re
maining east of the Misty Mountains, most roam«l north to settle 
the far borders of Cardolan and Rhudaur, beyond the controlling 
grasp of Dunedain ci\'ilization, 

Thus, the Ri\'ermen of Arthedain are unusual. even for the 
distinctive and unusual Northmen cultures survilling elsewhere 
(which includes the guardians of the ancient Bear-cult, the Beorn
ings). Few in number, Rivermen lead a solitary existence - some 
marry, many do not - and trust no one but their partners, valuing 
nothing bUl their trade along the .... aterways and the lure of adven
ture and a nomadic existence. Dressed in furs and leather breeches 
and leggings, the blondhaired and blue-eyed Rivermen might be 
mistaken for higher Men in rustic disguise but for their gruff, un
schooled ways and "woodsy" West ron full of river-slang and red
blooded curses, 

On shore, Rillermen drive a hard bargain and delight in cheating 
Arlhedain and Gondorian warriors and officials as .... ell as the 
tradesmen in and around Bree. Like mOSI Northmen they are a hale 
and handsome folk, generally loners, and have taken to the North 
Kingdom's cool streams as the Hobbits would later take to Pipe
weed. Only the recent Plague dimmed their spirits and reduced 
trade up and down the riller to hit-or-miss bankside bartering ses
sions. Snags, sandbars, cross-currents and driftwood all provide 
the kind of danger Northmen live for, and the Ri\'ermen of Arthe
dain arc no different. Tra\'eling six to ten miles an hour in sixteen
foOl long birchbark canoes "ejghing o\'er three hundred pounds, 
Rillermen work in two's and three's, splilling their profits evenly, 

-...-

' .. ./ 



trading fire'Aood for furs and pelts up north and paddling and pol
ing south 10 sell the furs. Like the Lossoth, the Rivermen have 
learned to do y, hat they must to survive in their,hosen land, and the 
Arthedain, hO'Ae\"er puzzled by them and their ,rude spee.:h, re
spect their knowledge of the rivers. 

Along the Lhun and Brandywine, Rivermen have built look-out 
towers on o\"erlooking bluffs and dozens of lean-to's on the banks. 
While not by nature as nasty and brutish as the Dunmen of 
Dunland, Rivermen are nonetheless distrustful of strangers and 
capable of dispensing quick justice with the nash of a blade, so one 
should be 'Aary when dealing with them. Those who treat them un
fairly cannot afford 10 turn their backs to them or sleep too soundly 
along Arthedain's fertile river banks. 

Why do the Ri\'ermen disregard the streams near the Grey 
Ha\'ens to the 'A(5t? For one thing, what do you trade with an Elf 
who has everything he wants, except unbroken privacy? For 
another, Cirdan and his Firstborn folk use the waters feeding the 
Bay of Lh(ln 10 train their children in the ways of water-travel and 
to move heavy loads south from the remaining Dwarf-camps at the 
eastern edge of the Blue Mountains. Sharing a river with Elves is 
just not the Riverman's way. 

5.6 THE HOBBITS OF THE SHIRE 
Looking at the Hobbits of the Shire as they were in 1640, one is 

struck by how insignificant and preposterous they appear beside 
the tall and elegant Arthedain. Like the Lossoth, Hobbits seem 
destined for obscurity, to be nothing more than a charming, 
anachronistic footnote in the tumultuous history of Third Age 
Middle·earth. What they accomplished - first, in settling the Shire 
and second, in producing key heroes of the late Third Age - is 
nothing short of amazing. Some might suggest that they received 
extraordinary assistance from Gandalf the Grey, and that his 

Wizardry is at least partly responsible for the Hobbits' rapid entry 

into the dramatic arena of Endor's poy,er pOlitics, but just as strong 
a case can be made for the tenacious and fundamentally decent 
creatures' perSC\'erance and ready acceptance of the leaden hand of 
Fate upon their rounded and oft'-shrugging shoulders. 

The Oril(in and Ueslin)' of Ihe Kuduk 

No one knows how the Hobbits came to be, really, No great 
creation-myth permeates their culture, as it docs Elven and 
Mannish cultures. But by 1601 of the Third Age, many Hobbits had 
left their homes along the Anduin 10 gather at Bree, where they 
hoped to be safe from Angmar's throttling grasp. Through a 
serendipitous slToke of good fortune. they came to the attention of 
Arthedain's King Argeleb II, a visionary who in a bold and unpre

cedented move granted the Faffohide brothers, Marcho and 
Blanco, and their followers all the land from the Brandywine River 
west to the Far Downs to settle and farm in perpetuity. All that was 
required of the Hobbits - who at the time of the Founding were 
still unaccustomed to the ways and speech of higher Men and must 
have had some difficulty making themselves understood in the 
fumbling, rustic Westron they spoke - was that they acknowledge 
and aid Arthedain's Kings, their edicts, and their messengers, and 

that they maintain the Great Bridge. These tasks the Hobbits, 
crowded and oppressed at Bree, were glad to agree to do. Thus 
began one of Middle-earth's most charming and as it turned out 
later, most important alliances of decent and peaee�loving folk. 

But the years of glory and triumph are far down the road, lost in 
the mist and haze raised by the smoldering threat to the East and the 
icy fog drifting down from Angmar far to the north. As always, the 
Hobbits appear to be laughably small - tWO to four feet in height 
- tillers of the soil, a comfort-loving race overly fond of food, 
drink, fellowship and gossip. Hardly the stuff of heroes. And 
unlike Angmar's agents, the Hobbits on the whole distrust and 
dislike machines and are wary of progress. 

" 

Thl' Journl')' into Eriador 

Led by the taller and more ad\'enturous Fallohides, the Hobbits 
named and claimed the Shire as their own in 1 60 1 ,  the year knO'A n 
to all literate Hobbits as S.R, I. the First Year of the Shire 
Reckoning. Making fhe short trek from BreI' to found the Shirt 

were Hobbits of all kinds. Harjools, the smallest but most 
plentiful, were the first to cross the Misty Mountains into Eriador, 
sometime around T.A. 1050. Dark skinned and rarely exceeding 3 
feet in height, they are fond of Dwarves and like fertile hilly land. 
The adventurous Fallohides. leaner and taller. fairer cousins of the 
Harfoots, followed them O\'er the Mountains a century later and 
hunted in the woodlands of eastern Rhudaur, in or near the Ehen 
country around Ri\'endell, before making their way to the Shire. 
Finally, Sfoors, the most Mannish of Hobbits, were the last to make 
the hike over the Misty Mountains, around 1300. Rugged individu
alists, Stoors wear boots o\er their hairy feet and gro'A beards. 
Before joining the march across the Bridge of Stonebows and into 
the southern Kingdom of Arthedain, Stoors fished in and bOated 
on the rivers of castern Eriador. 
Thl' .'ounding of thl' Shirl' 

The Shire was a mess at first. With only Marcho and Blanco 
acknowledged leaders (and their Fallohide tribe the fe'Aest in 
number), a peculiar kind of restrained and very Hobbitish chaos 
resulted until everyone found and staked his claim to the rich green 
lands stretching 10 the maSSI\'e knuckles of the To ..... er Hills of far 
..... estern Arthedain. Arguments and fights about boundaries broke 
out, and although no Hobbit was seriously injured, resentments 
linger and seethe, for Hobbits arc nothing if not rooted, parochial 
lovers of the land - their land. 

There is no denying that some Hobbits made out beller than 
others. The Took dan, for example, seized the Green Hill Country 
south of the Great East Road and set about building an empire and 
an image as landed aristocrats. the first among Hobbits. Most were 
satisfied ..... ith a plot of good land, a hillside in which to build and 

decorate their holes tH. "Sltllols") or to erect their one-story farm
houses, and the promise of fair weather. 

Harfoots' smials dot the rolling hills, while most Stoors prefer I 
simple thatched houses of stone and wood built into the rounded 
hillsides, However, those Stoors settling along the lower Brandy
wine south of the Bridge immediately set about building rafts and 
boats to ply their trade and to make money hauling passengers and 
goods on the river. Fortunately for them, Rivermen only rarely 
travel as far south as thc Shire, or connict would have arisen, Latcr, 

after much profit-making, the StOOTS pause to relax, dancing the 
Springle-ring, telling stories and reciting simple poems extolling the 
benefits of good food and drink. 

At the Shire's Founding, millers, smiths, can wrights and 
carpentcrs set to work building and shaping the society. Windmills 
churned the air, their wheels grinding grain to meal; arched stone 

bridges were built across every stream. Peculiar smials, the in-hill 
houses with the round windows and doors Hobbits cherish, sud
denly appeared aboveground like mushrooms after a damp spell, 
many sprouting along the banks of the Orandywine, where the grass 

is green and the soil black. Round y,'indows, round doors: to the 
Hobbit, a well-rounded house indicates a well-rounded life! 
A Slnlngt Visitor 

Soon after Ihe settling of the Shire a strange \'isitor appeared, a 
tall gaunt man in a long grey clOak. He carried a staff that some said 
glowed with a blue light at its tip, and he could imitate anyone's 
voice with uncanny precision, With fire'Aorks, he \\as ack
nowledged a master and a thrilling entertainer. But when first seen 
in the Shire, Gandalf merely observed the building and planting go
ingon around him, smiled to himself, and moved on. Much later hc 
would reappear to throw down a challenge 10 those Hobbits bold 
enough to accept and confront the Dark Lord himself. But that is 
much latcT. 



The King's MeSS('ngers 

So the Shire in 1640 is the Hobbits' meek version of a frontier 
town - unsettled, just beginning to be tamed, but promising a 
future of substance and import. No doubt the high point of any day 
is the word that the Royal Messenger has arrived and has news from 
the King at FornosL Crowds gather along the road to catch a 
glimpse of the handsome giant from the North and to pick up what 
scraps of information they can about the threat of invasion, the 
forecast of the Fornost Seers for a good growing season and kind 
weather, and whatever gossip about the royal family the courier 
might let slip. Once the rider rushes off in a cloud of dust, the Hob
bits return to their chores, exaggerating what stories they've heard, 
and later entertain their wives and children at home with tall tales of 
the tall men who granted them their new home, the Shire of Arthe
dain. 

A NOTE ON THE LANGUAGES OF ARTHEDAIN 

Amongst themselves, the Anhedain speak Adunaic, a 
sophisticated and elegant blend of the ancestral Northern 
Mannish tongue of the Edain and the melliOuous Elvish 
spoken by the Eldar, Gradually, as Numenoreans sailed 
evermore frtquently to the coasts of Middle-earth and 
dealt with the "lesser" Men, a trade lingo grew, an uneasy 
and ever-changing mix of Adunaic, Rhovanion, Eria
doran, and the Southern Mannish tongues of the natives. 
Over centuries this lingo became Weslron, the Common 
Speech of Men. 

Some cultures - the combative Duniendings and the 
secretive Dwarves, for example - still retain their own 
distinctive names for persons, places and objects of par
ticular value to them. The Arthedain assi," Sindarin 
(Grey-elven) labels in these cases and employ Quenya, the 
High-elven tongue, in their litany. But for the most part, 
some kind of Westron, however rustic or debased, is 
spoken in virtually every civilized quarter of western En
dor. 

6.0 POLITICS AND POWER IN 
ARTHEDAIN (l.A. 1 640) 

The Kingdom of Arthedain was born of sorrow and strife and 
fratricidal envy; the death of their "father-realm" Arnor in T.A. 
861 lefl the sibling-states of Arthedain, Cardolan and Rhudaur 
battling for survival and supremacy and led inexorably to the dim· 
inution of each. 

6.1 THE WARS WITH THE WITCH·KING 
OF ANGMAR 

Although an uneasy and sporadic peace between the three suc· 
cessor Kingdoms reigned for over four hundred years following 
the sundering of Arnor, the nations grew apart and the balance in 
Eriador eroded. Then. with the rise of Ihe Witch·realm of 
Angmar, the resurgent Shadow of the Dark Lord threatened to 
consume Ihe three Kingdoms. 

The Rise of the Lord or the Nllzgill 

The death knell for Rhudaur and Cardolan tolled around T.A. 
1300 when, like a sleeping serpent emerging from its hole, the 
realm of the Wilch·king reared its bloodthirsty head and bared it 
fangs. The Evil One had sen! his greatest minion to extinguish the 
light and swallow the souls of the High Men of the North. 

Angmar was formed for one purpose alone: the Witch·king 
founded it 10 destroy the Irio of northern Dunedain Kingdoms 
either one·by·one. by stealth and treachery, or in one great 
murderous wave. Above all else. he sought and seeks to enslave or 
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eliminate the Dunedain people, all of them. (Remember: \0 
Sauron, the Witch-king's hidden instruclOr, living well is not the 
best revenge; revenge is the best revenge! 

In 1300 Arthedain stood like the sober, wiser, older brother try· 
ing to break up the fight between his lWO hot-headed younger sib· 
lings, hoping not to have to choose sides. But driven by Rhudaur's 
perfidy to support Cardolan against Angmar, Arthedain's King 
Argeieb I launched one more futile allempt to reunite the Northern 
Kingdoms in 1349, claiming lordship over all the lands that were 
once ArnoT. Cardolan appeared ready to agree, but the Hillman 
lords of Rhudaur (secretly supported by the neighboring Witch· 
realm) attacked, and in 1356 slew Argeleb, burying for an Age any 
hope of a reunited North Kingdom. With the aid of the Elves of 
Lindon and Rivendell and the Men of Cardolan. Anhedain was 
able to drive back Angmar's evil forces, but at a great loss of life, 
prestige and security in a sane and peaceful future. For, after 1356, 
the Anhedain Royal Court at Fornost Erain was never the same. 
Once - like an Elf-haven - a place of beauty and light and sere· 
nity, Fornost became a chilly walled city of fear, and it housed a 
pervasive, never-lifting sense of doom and sorrow. Her Seers began 
to number the years of Arthedain's survival. 

The Great Invasion of T.A. 1409 
In 1409 the Arthedain in full battle dress of mail, helm, shield and 

sword stood face to face with their would·be annihilators � the 
savage warriors of Angmar led by the evil genius and spell-caster, 
the infamous Witch· king. Never was the danger more acute, for in 
the dark hours of that winter Arthedain and Cardolan stood alone 
and vulnerable. Gondor was preoccupied and the Elf-lords of lin
don had ushered no trOOps to the front. Rhudaur had fallen prey to 
the power and promises of Angmar, and under sway of Ihe more 
barbarous Hillmen native \0 the region. entered into an open 
alliance with the Witch-king. What good Men there were who were 
still loyal to the Dunedain ideals fled for Cardolan or Fornost and 
girded themselves for battle or further flight, for Angmar is an 
unrelenting foe. More frighteningly, the Witch-king united under 
his bloody banner nO! only the Hillmen of the Ettenmoors ind the 
fallen Men of Rhudaur, but also hosts of Easterlings from Rhan, 
bands of wicked Northrons from the vales of the Anduin and the 
ever-present, ever·bloodthirsty Orcs and Trolls from the Black 
Land. What a mighty and fearsome army the Men of Arthedainand 
Cardolan faced! 

For Cardolan in 1409, Angmar's invasion was too much, too 
fast. The Host of the Witch.king swept across the frozen River 
Hoarwell (5. "Milheilhen like a plague of fire and steel. Engulfed 
in a monstrous wave of horror, the Men defending Weathertop 
were overwhelmed and slaughtered, the Tower burned. Survivors 
- and there were few - took refuge in the Barrow-downs and the 
Old Forest; Cardolan's last ruling Prince was slain in battle. Amon 
SUI was now losl to the enemy, and only the stalwart but futile 
defense of the Warden allowed for the rescue of the great Palantir. 
Arthedain stood ripe as a royal peach for bloody picking. Soon, 
Annuminas was overrun and torched, the city abandoned; the Ar
thedain royal family fled to FornoSI Erain on the North Downs, 
where the Palantiri lay. Yet, when all looked blackest, the Elves of 
Lindon and Rivendell came 10 the aid of the Dunedain, deflecting 
Angmar's dagger thrust. With the staying of the Black Tide, they 
drove back the enemy. 

8U1 much was lost in the battle of 1409, much more than Arthe· 
dain's pride and prestige. Rhudaur and Cardolan were now firmly 
under Angmar's black and wicked wing, their civilizations 
destroyed, their peoples few. scattered and shaken. The balance of 
power in the Northern region had shifted dramatically and 10 
Angmar's awful advantage. Late in that tragic year. after the Elves 
had returned home and new snows covered the blood-stained lands, 
Arthedain's leaders and warriors gathered inside the walls of For· 



THE ARTHEDAJN MILJTARY STRUCTURE 

The defense of Arthedain is entrusted to two military structures. 
The core is composed of a very small Royal Army (S. "Dagarim 
Aran '�, while the majority of soldiers are drawn from the ranks of 
the sixty-three Noble Armies (S. "Degerfm Ereier"). Together, 
these forces provide a well-armed and well-tested host capable of 
defending the North Kingdom from all but the most overwhelming 
of foes. In times of relative calm, they enforce the law and keep the 
peace by providing a constant presence of authority. When connict 
breaks out, the elite Royal Army is the first to take the field and, in 
most cases, is adequate to meet the challenge. Should there be a real 
threat to the Kingdom, however, the KingcaJJs upon the Nobility to 
provide troops for battle. 

The Royal Army (Dagarim Aran) 

The Dagarim Aran is the King's own professional army, a crack 
force which guards royal lands and garrisons key citadels. It 
answers only to the King or his agent and is constantly poised for 
war. Yel, sincei! is small and tied 10 the King's House, the RoyalAr
my is not unlike its private counterparts. 

Although the King is supreme overlord of all armies, even the 
Dagarim Aran is customarily directed by a vassal. Usually, the 
Crown-prince is selected as Lord Commander, being groomed 
from early youth in the arts of war-craft. He oversees daily military 
activities, accounts for provisions, and sees that the training 
regimen is followed. He also leads the Royal Army on most cam
paigns. 

A circle of Princes and older Knights (S. "ReQuai" Hail" or 
"Rychin Hail") assists the Lord Commander as a staff and provides 
leadership for larger collections of field units, such as groupings of 
Noble Armies. Even in peacetime, this War Circle (S. "Cordogor") 
proposes military policy and strategies to the King's Council, there
by affecting Arthedain's political future. 

Beneath the Cordagar is a hierarchy of Arequain or "Royal 
Knights." These Men are soldiers who have distinguished 
themselves by service and valor and are deserving of non-hereditary 
Knighthood. Unlike a Roquen of the Nobility, an Aroquen can be 
born of any class and must earn his colors. (Few, however, are non
Dunedain.) There are two tiers of Royal Knights, divided by length 
of peerage, both of whom provide intermediary leaders. Those of 
the elder group command nine of their younger counterparts. In 
turn, the young Arequain lead units of nine Warriors (S. "Ohiori"). 
The Noble Armies (Degerim [reter) 

Arthedain's Nobility is for the most part descended from the lines 
of the original Elendili settlers, the Faithful who founded the 
Kingdom. There are sixty-three Houses of landed Nobles (S. 
"Ereier;"sing. "Aroiar'� and each maintains its own army. Some, 
like the Eketla or Torma families, have forces rivaling those of the 
King, but most rely on very small contingents. In battle, the 
Degerim Ereler are usually combined with the Dagarim Aran, for
ming an integrated Arthedain army. Extremely large Noble Armies 
march and maneuver under the orders of their own Aratar, while 
smaller forces are banded together and placed under the command 
of a member of the Cordagar (usually a Prince). 

The Noble Armies are necessarily varied in structure. All are led 
by the Aratar or his appointed Lord Commander, and each draws 

nost to regroup and in a pale way, to recreate the society ground in
to dust by the heavy boots of Angmar's minions. It was a difficult 
task; Arvelcg I, the Arthcdain King, lay dead on the battlefield 
along with hosts orhis soldiers. Fortunately, two Palantiri, those of 
Annuminas and Weathertop, rested safely in the Royal Tower at 
Fornos!. But for how long, the Wardens of the Seeing-stones 
wondered. 
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upon the local vassal Requain of the lower Nobility. These Knights 
bring their own unique followings of Fighters (S. "Rhivi!yr;" sing. 
"Rhyve"jr'� who, together with the Lord's Guard, form the army's 
warrior host. 

The Line of Command 

King,(Aran) 
, , 

ROYAL ARMY 
(DAGARIM ARAN) 

Crown-prince (Varernil) 

63 NOBLE ARMIES 
(DEGERfM ERETER) 

, 
War Circle (Cordagar) ,I--------princp (lrD) 

Older Royal Knights : 
(Acequain laur) I 

I NObl� (Ereter) 

Royal Knights (Mequain) I I Knights (Requain) 

Warriors (Ohtari) 1 
Fighters (Rhivilur) 

The Military Brancbes 

King,fAran) 
, , 

Royal Guard 
, 

Rangers Royal Army Noble Armies 
" 

Fornost 

Equipment 

on on on 
Nonh Frontier Royal Lands Noble Lands 

Generally, all Arthedain warriors, regardless of immediate 
allegiance or background, are superbly equipped. Each soldier car
ries a composite bow, a short bow, a short sword (eket), a dagger, 
and a longer weapon. Thecavalryman of the Royal Army (one third 
of the total) bears a lance and a long sword (anket), while an infan- f 
tryman uses a 9 foot spear and a handaxe. All are provided with a 
tool kit, wool bedding, and mess implements. 

Arthedain armor is made from fine grade steel and is among the 
best in Endor. Light and strong, it is ideal for chain mail. The King's 
footsoldiers wear black chain shirts supplemented by solid leg 
greaves, all covered with black surcoats emblazoned with the Seven 
Stars of the North Kingdom. Each infantryman also employs a 
steel-reinforced oval shield (30" dia.), whose relatively straight 
sides allow for interlocking and is ideal for the formation of shield
fences (thangail). Horsesoldiers are garbed in full chain and carry 
one and a half foot diameter. steel-faced round shields. Like their 
unmounted brethren, they wear open-faced helms of steel which 
are designed to protect the neck and ears and accommodate the 
various linings needed for campaigns in the capricious Arthedain 
weather. 

Members of the Noble Armies are Jess uniformly equipped, but 
most forces are aligned along this general theme. One should note, 
however, that most of the Degerim Ereter field no more than one 
horseman for every seven fOOl troops. 

Tht' Pt'tty-wars (,r.A. 1410-1640) 

The Fifteenth and Sixteenth Centuries found the Arthedain 
clinging to what was left them after the wars of 1356 and 1409. Frc
quent border raids and constant skirmishing marked these sorrow
ful years, the so�called "Pel1y-wars" which served as a constant 
reminder of the Evil residing in the hungry lands beyond 
Arthedain's thinly stretched defenses. Then, at the very opcning of 



the Seventeenth Century, King Argeleb 11 - who along with the 
tattered remnants of his people would weather the Great Plague of 
the Winter of 1635-36 and evermore-brutalizing winters at Fornost 
- lit one small candle of hope: he granted the Hobbit-folk of Bree a 
fertile patch of land roughly 40 leagues by 50 in southern Arthe
dain, a handsome, rolling, green land Hobbits called the Shire. 
There is no doubt that Argeleb harbored no illusions about the 
value of Hobbits as soldiers; they are simply too small and 
peaceable to be great warriors. (The Arthedain often complain 
amongst themselves of having to bend over or kneel in order to hear 
the lillie fellows speak.) Rather, what Argeleb did accomplish was 
to assure that if another invasion came from the East or the South. 
the Hobbits would quickly warn him. Also, the King's messengers 
rushing to Gondor or Lindon could now count upon food, sheher 
and rested horses at Hobbit safe-houses along the way, for the 
Great East Road conveniently splits the Shire in two. 

The Arthedain would also profit from the produce grown by the 
green-thumbed Hobbits. After all, the depleted Arthedain never 
showed much interest in common crop-farming, leaving it to the 
lowest dass of laborers. Somewhat paradoxically the Dunedain's 
love for the spirit of the land never translated into a fondness for 
tilling the soil on any appreciable scale and, unlike the Hobbits, the 
High Men scoff at planting and tending cash crops; to them it is 
work for simpler folk. Herbal gardening, which requires greater 
technique and yields magical results, is a different matter, however, 
one the Arthedain relish. They cultivated and used herbs on 
Numenor and will do so evermore. 

6.2 THE POLITICS OF WAR (T.A. 1640) 
For more than 200 years, Arthedain has valiantly resisted 

Angmar's periodic and frenzied allacks and brother Rhudaur's 
subversion and treachery. The Great Plague of four winters past 
consumed the already-lean and stretched nesh of Cardolan and all 
that remains is skin and bone and the memory of what was once a 
fair and green land. Rhudaur, engulfed by Angmar over 300 years 
ago, is another sour memory etched deeply in the sad soul of the 
Arthedain. 

So Arthedain stands alone now, in 1640, poised in the lull 
between storms, cut off by distance and attitude from Gondor far 
to the south. King Argeleb II,  who has held the Sceptre of 
Annuminas for fifty years, is in contact with his more worldly and 
warlike brethren in Gondor, but they face Sauron in a deadly face
to-face bailie of wills and might, and can offer little assistance fast 
enough to help the hard-pressed Arthedain, should Angmar allack 
again. To the west, the Elves of Lindon, many of whom fought to 
drive back the bloodthirsty hordes threatening to overrun all of the 
North Kingdom in 1409, now turn their weary countenances west
ward toward the Sea. 

Thus Arthedain's nobility and military stand anxiously inside the 
great dikes of Fornost , abandoned by treacherous Rhudaur, 
haunted by the ghost that was once fair and green Cardolan, and 
threatened by the growing hordes of rapacious Angmar. Stretched 
thinly between Fornost and the Tower Hills are scattered villages 
and military outposts, but no centers of population or culture. Fac
ing west, Arthedain's best friends, the Elves of Lindon, have turned 
their gaze toward the Sea and the homeland they know to be waiting 
for them. For the Arthedain, there is nothing to do now but to carry 
on with preparations for war even as they pray for peace and 
deliverance - and wah for the worst to come. 

6.3 THE PREOCCUPATION OF GONDOR 
Where was Gondor during all of this bloodshed? Why didn't the 

once-mighty Southern Kingdom of the Dunedain rush to aid its 
Northern kinsmen? Quite simply, Gondor was tearing itself apart. 
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In 1409, the Kin-strife had begun, and divisive and bitterly-opposed 
political parties were already battling for control of Gondor's 
government. From 1432-1448 the higher Men of Gondor, 
"untainted"' by the wilder and less royal blood of the Rhovanion
born King Eldacar and led by the sly and vicious Captain of 
Gondor's neet, Castamir, ball led and overthrew Eldacar, burned 
Osgiliath, and in ten years of rule reduced the Stone-land 10 a paper 
giant unable to police its borders and protect its interests. Looking 
down from the lOwer of Dol Guldur in Southern Mirkwood, 
Sauron could no! have been more maliciously delighted. Here 
stood the valiam Men ofGondor doing his bloody work for him -
killing each other - and at no cost to the Dark Lord! 

In fact, Gondor's rulers have a good case for arguing that they, 
staring into the fanged teeth of Mordor with only the mighty 
Anduin and their own military strength to protect them. haven't a 
soldier 10 spare. There is a difference in altitude too, between the 
two Dunedain states; as Gondor habitually reaches for sword and 
shield, the Arthedain look \0 the stars and rely heavily upon 
incantations and Wizardry to protect them, lamenting each bloody 
encounter in song and verse. While valiant. noble and capable 
fighters, the Arthedain are ever-dwindling in number and lifespan 
and every-wearying in spirit. They arc visionaries, not military 
strategists. And now that the Arthedain dream of a reunited 
Northern Kingdom of the Dunedain seems utterly hopeless, simple 
survival will prove difficult enough. 

6.4 POLITICS AND THE ROYAL COURT 
The Arthedain Royal Court values and follows tradition; a rigid 

hierarchy provides the structure - the social glue - that binds each 
member of the society 10 the other. The one failing of such a model 
is Ihat it allows little room for experimentation and even less for 
iconclasm. One either fits in and does his assigned task or he is 
shunned or punished. 

6.41 THE STRUcrURE OF THE ROVAL COURT 

[n summary, the Court of Arthedain 
following manner, in order of importance: 

is structured in the 

The King , 
The Kings Council (7 members, one each from 7 different 

1I0bie families) 

The Lord Commallder of Arlhedain s Army alld lhe Captain 

of lhe Palace Guard (two people) 

The Seers and Guardians of the Palantiri 

Mentalisls, Herbalists and A lchemists 

Representalil'e Artists and Artisans chosen by lhe King's 

Council 

Court Historians and Record Keepers 

Lesser servants to the King and his Cour! 

The King's Council 

In T.A. 1640, King Argeleb [ I  faces a somewhat hostile Council 
composed of the heads of the seven principal families of the North 
Kingdom, each of whom owns considerable property and 
maintains men-at-arms independent of royal forces. (The black 
and white GM's map shows these properties.) The seven Great 
Houses are, in order of power: the Tarmas, Ekettas, Orros, Hyarrs, 
Emeries, Foros, and the Noirins. (For more aboul the Tarma and 
Eket!a families and their intrigues, See Section 10.2.) Each Great 
House sports its own two-colored banner and distinctive dress. 

Most of the noble families who comprise the King's Council draw 
their names from areas of Numenor, from whence they ned with 
Elendil before the Downfall. In contrast , the militant Ekella clan 
takes their name from the short stabbing sword favored by thc 
Dunedain, the eke/. The Ekella clans long ago settled the ro(ky 
lands on the northeast shore of Lake Nenuial where their 
stronghold, Bareketta, stands, a two-days ride from the ruins of 
Anmiminas. Traditionally, many of Arthedain's military leaders 



are drawn from the Eketta family, who are hailed as the first into 
battle and the last to surrender or fall. 

The other noble families - with the exception ofthe Tarma clan, 
who arc also traditionally militaristic - view the Ekettas withalarm 
and almost wish they had sailed south toGondorwith their warrior
brethren long ago. The Tarmas claimed the land southwest of 
Annuminas and thc Lake and northeast of the Shire, where their 
fortress of Tarmabar stands. For centuries, the Tarmas have claim
ed the land now known as the Shire as their fief. 

Others In The Royal Court 

Arthedain's Lord Commander and the Captain of the Guard at 
Fornost have, at best, an adversarial relationship. Each tends to be 
jealous of his sphere of influence: the Lord Commander tends to 
heed the desires of the nobility while the Captain of the Guard 
thinks first and only of the King. (For more about both the Men and 
the structure of Arthedain's military, see THE ARTHEDAIN 
MILIT AR Y STRUCTURE.) 

The Seers and Guardians of the Stones assume more importance 
in times of relative peace. Indeed, they are traditionally the King's 
closest advisors. With the constant menace of Angmar, however, 
and Gondor's inability to help, the Seers are overshadowed by the 
military. The sometimes puzzling information provided by the 
Stones does little to calm the frazzled nerves of Arthedain's more 
militant Princes and Knights. 

Others on the Council serve at the pleasure of the King and rarely 
have anything to say about matters of state. Rather, they tend to 
their domains, for the Arthedain believe strongly in an ordered, 
cultured, well-tended society. 

6.42 THE ROYAL DECISION·MAKING PROCFSS 

As with most monarchies, the King makes the final decisions 
about important matters of state such as declaring and fighting 
wars, raising taxes, and granting land and privileges to his subjects. 
Thus, Argcieb II, Arthedain's current ruler, stirred up a good deal 
of controversy when he granted the lands now called the Shire to the 
Hobbits thirty-nine years ago over the protests of some of his Coun
cilors. 

A brief outline of the royal decision making process that resulted 
in the granting of the Shire to the Hobbits in 1601 follows: 

The King hearsjrom a Councilor (hat Marcho and Blanco 
Fallohide desire 10 address him on an important mafler. 

Argeleb gran(s the request and with his Council present, 
hears what the Hobbit brothers have to say. 

The Kings Council debafes the granting oj the land to the 
Fallohidesand their kin in open Court, wilh Ihe Kingpre
sent. He pays close atlention /0 the opinion oj the Lord 
Commander, who urges the granting oj the land. (He is 
concerned that the HouseojTarma has grown /00 power
jul and sel/-important and threatens his - and thus the 
Kings - comrol oj all the jighting jorces in the North 
Kingdom. Claiming a chunk oj their land and giving it to 
the Hobbits amoums to putting the Tarmas in their place, 
a risky move at a lime when their support oj Argeleb is 
critically needed.) The Nobles vote 5-2 in suppOrt oj the 
Gram; the Tarma and Eketta Houses oppose it. (The 
other 56 Noble Houses support the majority vote oj the 
Council, which represents them all.) 

Argeleb consults the Seers, who look into the Palantirand 
report positive yet ominous resulls to their regem. 
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The King rumina(esand announces in the presence oj the 

jull Court that he will gram the Fallohides' request. 

Marcho and Blanco dance ajig around the Court, to the 
dismay oj some nobles and the delight oj others, in
cluding A rgeleb. 

6.5 POLITICS IN THE COUNTRYSIDE 
Arthedain is a land of two laws, one Royal and the other Noble; 

lesser folk obey both or pay the price. Outside the high walls of 
Fornost Erain, a different kind of society exists, more fractured yet 
no less rigid. Each of the seven Great Houses whose leaders 
comprise the King's Council controls a substantial portion of the 
North Kingdom's real estate, and other than granting the King's 
messengers the right of way and heeding Royal decrees that directly 
affect them, each Great House is like a small kingdom unto itself. 
Royal roads and the land beside them undispulably belong to the 
King, but asamapof Arthedainshows, much of the land rests in the 
firm hands of the Seven Great Houses of Nobles. (See GM's map.) 

For example, the green and rolling farmlands of the Shire, until 
Argelcb II's decree of 1601, were claimed by the House of Tar rna. 
That mililant clan did little to farm the land but did patrol it and 
granted great pieces of it \0 their Knights. who in effect were 
disenfranchised by the King and the Hobbits. Thus, the anger of the 
Tarmas is more easily understood. Servants, farmers, tradesmen 
and craftsmen residing in a fiefdom controlled by one of the Seven 
houses swear allegiance first to the King and then to the Noble 
House, which both protects and controls them. 

More so than at the Royal Court, the structure of government in 
one of the Seven Great Fiefs is built upon a military model, 
although towns and villages are free to choose their own local 
leaders. But for deciding the simplest mailers, such as when to 
harvest or who will pay to replace a damaged fence, self
government does not exist. 

With the threat of invasion, the Great Houses traditionally put 
their forces al the disposal of the King, although squabbling over 
rank and strategy is common. 

6.6 POLITICS AND THE SEERS 

6.61 THE ORGANIZA TION AND TRAINING OFTHE SEERS 

Centered at the Royal Court in Fornost since the fall of 
Annuminas, the 27 Seers of the North Kingdom comprise a most 
exclusive, nearly sacrosanct organization. Their sole duty is to tend, 
use and interpret the visions granted them by the two Palantiri of 
the North. 

The Seers serve at the pleasure of the King. The eldest active Seer 
mls vacancies in the organization as he wishes, with the King's 
consent. Noble young men accepted by the Seers serve a 9 year 
apprenticeship during which they are never left alone with a Stone. 
They study books of lore and texts on the use ofthe Stones and are 
only rarely allowed to view a Palantir in use. For the next seven 
years, each young noble is sponsored by a teaching Seer who feels a 
special rapport with the student. Any rules infraction - down to 
simply arriving late for a tutorial - is punished by either expulsion 
or demotion. 



When a Seer dies, a sponsored Seer-in-training may be 
nominated to take his place. Often, seats sit vacant until a promis

ing student fulfills his requirements of 16  years of study and good 

behavior. E\'en then, a new Seer hte'ds his elders and does not speak 
unless spoken 10. A few senior Seers are allowed to have stands for 
Ihe Stones erected in their residences, but such private use of a 
Palantir is not documented. Far more common than private view
ing is the use of the Stones in court, where they have rested since the 
arduous journey from Annuminas. 

Traditionally, the Seers of Fornost are the King's most trusted 
advisors. Even the Lord Commander of the army heeds the visions 
oflhe Stones, when they arecJear. However, with ambiguity arises 
tension, and at best the Seers and the military are at odds, for the 
military wants to act, to move. At times the Seers can only counsel 

that time will tell, for many visions are cloudy and some simply do 
nOt come to pass. Thus the need for sixteen years of study and train

ing is obvious. 

6.62 THE MEANING OFTHE PALANTiRI 

The Palanliri entrusted to the care of the Seers will always remain 
the most-cherished of Arthedain's possessions. Neither Seeing 

Stone is as mighty as the one in Osgilialh lost during the Kin-strife in 
Gondor, but both grant the King the power "to see what is passing 
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in his realm,and what his servants are doing." (LotR,III, p.J2I) In 
addition, they can grant foresight; the most famous example is the 
Seer Malbelh's prophecy that Arvedui would be the last of the 
North Kingdom's monarchs if he could not reunite both Dunedain 
countries. 

I f the flickering flame in the heart of lhe greal crystalline globes 
does symbolize the hope of the Anhedain people, as many believe, 
Ihen with Arvedui's failure to ascend to the throne of Gondor in 
T.A.1944, the flame is all but extinguished. 

6.7 TRADE 
Although barter is prevalent in the countryside and in the villages 

of the Shire, a large pan of Arthedain's commerce involves coin. 
The King's Mint located at Fornost (and before it is ruined, 
Annuminas) produces ample coinage from very high quality 
metals. Anhedain's currency is valued throughout northwest 
Endor. Royal control oller ils flow gives the King considerable 
leverage in both domestic and foreign affairs. 

Arthedain's principal imports include wine, beer, raw metals, 
precious woods, and fine cloths (nmably silk). The North Kingdom 
exports furs, tobacco, herbs, and finished goods, especially leather 
goods, weaponry, and coins. 
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7.0 PLACES OF NOTE 
The North Kingdom of the Dlinedain has neither the prestige 

nor Ihe power it once possessed, and the decline of the Arthedain 
in number and influence is evident everywhere in Ihc land. In the 
North, Annuminas, the "Sunset Tower," lies crushed and 
deserted beneath the Hills of Evendim, the victim of Angmar's 
rampage and the grinding actions of lime and weather. Fornos! 
Erain, "Northern Fortress of the Kings" and once the King's airy 
summer palace, shelters within its high walls the Royal Court and 
Secrs of Arthedain as well as the core of the King's Militia, but the 
gaiety and music of Ihe past are all but gone, To the south, Amon 
SUI, Weathenop, a site of supreme importance to the Arthedain, 
is ruined; Angmar's beastly troops now threaten the strategically
critical Weather Hills. Bree, a once-vibrant trading community, 
has settled into a tense peace, while southwest of the village, evil 
Wights haunt Cardolan's Barrow-downs and serve as an ever
present reminder of the destruction of Arthedain's sister 
Kingdoms. In all of Arthedain, only the Hobbits' sell1ements hold 
the promise of a prosperous and peaceful future. Beyond them, 
west of the Lhun and over the Blue Mountains, the Elves of Lin
don find themselves diminished also, for Cirdan's noble few arc 
no match for the arms and blood-lust of the unschooled hordes 
from the Ettenmoors. 

Thus in 1640, the Arthedain stand bound and bleeding, hostages 
in their own land. 

7.1 THE TWO CAPITALS 
The contrast between the former and current capitals of the 

Kingdom is stark and foreboding, for one is dead and the other 
vibrant with uncharacteristic militarism. Set like a jewel upon the 
southern shore of Nenuial (Lake Evendim), Annuminas - the first 
and only capital of Arnor - once shimmered against the nighllime 
sky, its many festive torches a glowing marker for all traveling the 
North Kingdom. Little remains now but chipped, crumbling stone 
blocks and collapsed pillars, and the faint outline of a great city in 
the windy hills on Nenuial's shores. At night, Annuminas isa haun
ting, desolate, dark place offering haven and direction to none. 

t'ornost 
The line of aged, rounded hills above lend a deceptive air of 

serenity to Fornost, but just to the east lurk gangs of barbarous 
Hillmen and Orcs native to the Ettenmoors, eager for battle and 
booty. Arthedain's capital city for the last eight centuries, Fornost 
stands as the realm's principal fortress and center of culture and 
trade. Perched strategically on the southern slopes of Ihe North 
Downs and further protected by earthen and stone dikes and 
palisades beneath its fifty-foot high curving stone walls, Fornost 
houses the Royal Family and nobility ofthe Kingdom in addition to 
Arthedain's renowned Seers, Scholars, artisans and their many 
aides and servants. 

Sharing the space with them are the King's Militia, soldiers who 
sleep in spartan two-story barracks scattered about the grounds and 
keep a constant lookout from high guard towers within the walls. 
The Arthedain frown upon the "baser" pleasures of the nesh - and 
decline in number as each year passes - so that soldiers must con
tent themselves with card games and gambling in the barracks and 
mess halls, and contests of strength and agility outside in the yards. 
The Militia drills both within and without the walts, practicing the 
Dunedain's favorite offensive-defense, the formation of a rhangail, 
a shielded wall of men in two ranks pressed together that bends into 
a defensive ring if outflanked. The King's Archers practice outside 
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the walls of Fornost too - for obvious reasons - launching their 
black-feathered arrows from hollow steel-bows with studied preci
sion. Inside the walls, the Guild of Weaponsmiths is kept busy forg
ing swords, axes, spears, knives, and ekels, the short but broad 
twin-edged stabbing swords favored by the Duncdain. 

7.2 THE WEATHER HILLS 
The Weather Hills - especially the southernmost and highest 

peak, Weathertop - are of critical importance to the survival of 
Arthedain. Although it wasa great blow when they were overrun in 
1409, when many of their defense towers were destroyed, they still 
stand as Arthedain's natural eastern border and her best barrier 
against invasion from the East. Holding the barren rocky peaks not 
only give the Arthedain a host of fine lookout points, but they also 
serve as a formidable and virtually unbroken wall. 

Wealherlop 
The once great Tower of Amon SuI crowned Weathertop and 

was built at the center of what was once ArnoT. Possessed of the 
chief northern Palantir and a commanding position more than 1000 
feet above the strategic Great East Road, it became the most critical 
link in Arthedain's defense when Arnor split into the three suc
cessor states. But in 1409, a vast and determined army marched 
from Rhudaur and seized the Hills, razed the Tower and destroyed 
the stone forts scattered along the rugged slopes below. As with 
Annuminas, little but rubble and a wide ring of grass-covered stone 
works remain today; wandering the rocky hills or daring to elimb 
the steep bank on the northern slope of Weathertop to get a good 
look-around is inviling danger and death. 

7.3 BREE 
Below Ihe Weather Hills and west on the Great East Road lie twO 

points of interest to the weary adventurer, the Forsaken Inn, and a 
day's journey further on, the town of Bree. The Inn gains its name 
from times past when it stood alone, like a wizened sentry, on the 
western edge of the unsettled, forested and rocky lands called the 
Wild. Once the last stop travellers made in the friendly and civilized 
West before continuing east toward the unknown of thet 
Wilderland, the Forsaken Inn today stands as a decayed, weather
beaten monument in wood, its prices the only thing changed in its 
centuries of usurious service. (The earthenware ale mugs of the For
saken Inn are as ancient as its proprietors, an elderly couple from 
Bree who value their privacy and the coin of the realm above all 
else.) 

Bree rests beneath the western sloping edge of Bree-hill, an aged 
mound surrounded by fields, small ponds and a thinned stand of 
woods. Once a village of import, when the Old North Road was 
heavily traveled by Dunedain messengers riding south to Gondor 
and norlh to Arnor, Bree in 1640 is already a creaking tavern-town 
past its prime. Were it not foraquirk of fate duringthe coming War 
of the Rings, BTee would be remembered only as the place where 
weary Arthedain riders stopped for drink and rest en route to far 
more important places. The once vital Great North Road lies 
covered with grass; a sale Arthedain guard post stands outside Bree, 
facing east. During the 1409 invasion, Angmar's forces used the 
road to march south to Amon sm. Since then, the road is watched 
and guarded by both sides. More happily. the Great East Road is 
traveled most heavily by Hobbits eager to farm and settle the 
western Shire, but Anhedain and Lindon use il lo keep in touch. 

Architecturally Bree is interesting. The ancient settlers of the 
town, for their protection, built no walls bul rather dug trenches 
around the village. Above the trenches stand earthen ramparts, 
dikes, around which they planted thick and thorny hedges. At the 
point where the Great East Road enters Bree, sturdy gates were put 
up and are constantly guarded. In 1640, most of these precautions 

seem ridiculous, but later they will prove wise, and in facl too little, 
not too much. 



7.4 CARDOLAN'S HAUNTED BARROW·DOWNS 
Less than a day's ride southwest of BTec and south of the Great 

East Road and hedge-wall that separates Arthedain from the now
'ruined realm of Cardolan stand the Barrow-downs, descending 
lines of scrubby fells once revered by the Edain. Here lies the 
repository of Ihe long-dead Edain lords, ArnoT's Kings and 
Queens, and the line of Ihe Princes of Cardolan. The ridge-hills are 
ornamented wilh rings of weathered stones and isolated barrows, 
eanhen mounds which cover stone burial chambers containing the 
bones of ancient rulers. Buried beside lhe dead lie ornate and 
valuable armor and ceremonial jewelry studded with diamonds and 
rare gems. No trees or funning waler offer respite or reinvigoration 
to the wanderer; spindly grass covers the otherwise bald and rocky 
ridges. At night, the wind moans, and an unearthly song arises, a 
weird but mesmerizing melody sung by a chorus of tortured spirits 
- the Wights. 

Where once the highest of Men gathered to pay homage, all Men 
now quake and look to flee before sunset, for the Barrow-downs 
arc haunted! Recently, stories of evil Spirits inhabiting the downs 
have reached the innkeepers at Bree, who scoff at such tales and set 
up a round of ale for all. (But later, in bed with their wives, the inn
keepers curse their luck: "First the Plague and now Wights haunt
ing the downs! No good for business, no good at all! ") Some say the 
last Prince of Cardolan himself, under the spell of the Witch-king, 
stalks the downs at night and with the other Wights, croons a hor
rific yet hypnotic melody that lures the listener to a gruesome death. 
Other Men claim to have seen the Wights with their own eyes; they 
were spared, they say, because they are hard of hearing or al
together deaf and fled at the first sight of the phantoms. Their 
descriptions seem to agree on these points: the undead Spirits most 
commonly appear as dark shapes with luminous, empty eyes, 
although they can take on many forms, changing shapes as they 
please. Some Wights have revived the bones of long-dead Edain 
Kings and appear as faintly glowing skeletons, a heart-stopping 
sight on the bare and solitary downs. 

Born of darkness and evil, Wights must avoid the light of the 
Sun, or they dissolve into dust and blow away. Able to enter the eye, 
heart or mind of the hapless Barrow-adventurer or bold and venal 
grave-robber, the Wights employ ghastly songs and wilkrushing 
spells in their alarmingly-successful quest for sacrificial victims. 
Once firmly in the icy grasp of the Wights, the befuddled victim is 
draped in the gold-embroidered robe of a King, adorned with gold 
chains and led to a stone altar that has stood on the downs for cen
turies. There, upon an ancient altar of worship, the unfortunate is 
bound and with the eerie death-song of the Wights in his ears, sacri
ficed with a sword. Only the strongest of incantations or other 
magic can appease or oppose the Barrow-wights; the group-will 
they project is awesome, in its malevolent force. Heed well the be
grudged advice of the tavern keepers of the Shire: travel the Barrow
downs in daylight - or not at all! 

7.5 THE SHIRE 
The Shire lies west of the Barrow-downs, beyond the Old Forest 

and the River Brandywine. In this peaceful county, points of in
terest to the adventurer arc much less gruesome and much more in
viting. Clans of Hobbits have been gathering just off the Greal East 
Road and southwest of the Hills of Scary, forming the forerunners 
of the communities of Bywaler and Hobbiton. Hobbiton sprawls 
around the Hill of the same name in the kind of careless, build
where-you-may mayhem Hobbits both delight in and argue about. 
Bywater, on the other hand, grows along the banks of the Shire's 
only river, if the meek creek called Bywater can be granted the same 
litle as the Brandywine and the Lhun. In its meandering eastward 
journey of many leagues, the Pool of Bywater forms a small lake -
men call it a good-sized pond - known as "the Water," before 
emptying into the Brandywine just north of the Bridge, Stoors, who 
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relish water sports and river travel, have settled Bywater in ap
preciable numbers. 

7.6 THE WHITE TOWERS OF THE TOWER HILLS 
At the western edge of the newly-born Shire sland the chalky 

White Downs, mercifully unhaunled, and the smials and modest 
farmhouses that later will form the chief township of the Shire, 
Michel Delving, Journeying further west, past the Far Downs -
also free of Wights - one comes to the Tower Hills, and atop them, 
the three White Towers built by the Elf-king Gil-gilad for Elendil, 
Lord of Arnor, In {he tallest tower (Elos/irion) rests a Palan!ir that 
"looks" onl�' west, OU! to sea, toward Eressea. Since the sundering 
of Arnor, the Elves of Lindon have cared for the Elendil Stone and 
have tended the Towers, which are in danger of falling into 
disrepair, Arthedain's Kings continue to make infrequent 
pilgrimages to Ihe Tower Hills, although few have ever sought to 
use the unique Seeing-stone that ties them to the Lands Undying in 
the Utterwes\. 
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7.7 THE VILLAGE OF ROOD 
Rood stands in stark contrast to BTec and Fornos!. Once a buzz

ing oasis al the junction of the old King's Road and the River 
Brandywine, Rood appears to be dying. Most of its one hundred 
stone houses arc abandoned and HneTed. Rats and mice outnumber 
human residents four-to-one, and pest control is gelling to be a 
serious problem, particularly since the fright of the Great Plague of 
1631 and the subsequent !light of much of Rood's populace. 
Enclosed by dike-and-hedge but otherwise unprotected, Rood has 
sunk to several record lows: population has fallen \0 thirty, more 
than half of them tavern-keepers and their wives. Abandoned 
houses outnumber occupied residences 3: I ;  Rood's businessmen 
and moneylenders fled in droves after the fall of Annuminas, and 
decay has ovcrrun the King's Road, the chief route from Fornost 
west to Annuminas, the Hil1sof Evendim, and the lands beyond the 
Lhun. 

Yet Rood hangs on. Here the exhausted traveler can feast on 
roast fowl and drink and smoke to surfeit at such overpriced 
establishmcnts as The Silver Tree, The Great Bend, the seedy 
Sunset Inn, the well-kepI White Wolf and the most ancient water
ing hole of the town, The Ballered Cock. (Outside the last nies a tat
tered banner displaying a much-mistreated rooster missing an eye 
and not-a-few of his feathers.) With the exception of the well-kepI 
and high class establishment called The King's Board, Rood's inns 
are well-known for watered-down ale, lumpy beds and sinfully
homely barmaids, all of them married to greedy Rood innkeepers. 

Now visited all too often by mysterious, wandering strangers, 
Rood is two towns. In the daytime Rood is a bustling if declining 
center of river trade, but under cover of darkness, it becomes in part 
a city of intrigue, rumor, threat - and worse. Rood is no place to 
stroll the streets after dark, alone and unarmed, if you're a stranger. 
With one too-many beers under your belt, you may awaken minus 
your bel! and perhaps a quart of your own blood. By far the most 
crucial single possession you can have in Rood is a friend who'll 
stand and fight by your side, should the need arise. (Stay long 
enough and the need will arise, you can be sure.) Reponsofa band 
of highwaymen living in the wilds north of the town have done little 
to calm the fears of the traveler. 

7.8 THE GREY HAVENS 
Worthy of mention to the traveler but beyond the borders of the 

Shire and Arthedain proper are the Grey Havens ("Mithlond" to the 
Elves), twin cities astride the long Firth of Lhun. Chief harbor and 
western refuge of the Elves, the Havens arc ruled by the legendary 
Cirdan the Shipwright, hero of the Last Alliance and other battles. 
Here, some 600 years ago, the lstari first set foot upon the soil of 
Middle-eanh; and here also, Cirdan gave Gandalf the Ring of Fire 
called Narya. (Cirdan foretold the coming of the Wizards and 
trusted Gandalfalone with the magical Elf-ring.) The Grey Havens 
beckon to all High·e1ves, for it is from these harbors that many sail 
west, leaving behind forever the weariness and wOt's of life on 
Middle·earth. 

7.9 THE NORTH DOWNS 
A week's ride northeast of the Shire and directly east of the Hills 

of Evendim stand the high, rolling hills called the North Downs. 
Quite early in the Third Age, the Arthedain built a walled city, 
Fornost Erain, on the southern slopes of the North Downs, which 
offer protection and a great many lookout sites. Fornost was 
originally a royal ret real. 

The windswept Downs run in rugged north-south lines bending 
toward Angmar, forming a formidable natural boundary. They 
surround a large plain and blend into gentler, higher hills to the 
north, where they meet the North Wall (Rammas Farmen), the 
great ridge/plateau which leads into the Witch-king's icy realm. To 
cross the Downs, an army must ascend and descend, working their 
way around the steeper, guarded peaks. 
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The Arthedain military also scanered numerous fortresses and 
observatories throughout the chalky Downs. Perched on the crests 
of the hills, which seldom rise above 250', these frontier forts were 
built with westward entrances on the steep cliffs facing the North 
Kingdom. 

8.0 THE NORTH AT 
OTHER TIMES 

The three hundred and thirty years following the Great Plague of 
T.A. 1636-7 are marked by constant skirmishing along the vague 
borders of Arthedain. The waning of the isolated North Kingdom 
proves tragic in light of the continual armament in the Witch-realm 
of Angmar. With each passing year, it becomes more imperative for 
the Kings of the North to acquire outside support. 

8.1 TENUOUS TIES TO GONDOR (T.A. 1640-1974) 
After years of trying, the Arthedain finally reach a solid military 

alliance with Gondor in T.A. 1940, sealing it with a royal marriage. 
It is in this year that Prince Arvedui, the man fated to be the last 
Arthedain King, weds Ffriel, the daughter of Gondor's King On
daher. JUSI four years later, Ondoher and his IwO sons arc slain in 
battle with the Wainriders, bUI a Gondorian army led by Lord Ear
nil crushes the invaders at the Banle of the Camp and successfully 
drives the Easterlings out of Ithilien and into the Dead Marshes. 

After Ondoher's death, Prince Arvedui of Arthedain, a dire<:t 
descendant of Isildur, has the audacity to claim the crown ofGon
dor, the Stone-land's line of kings being broken by Ondoher's fall 
and the death of his sons. Arvedui's hopes of reuniting the Realms 
in Exile are dashed, however, when the victorious and popular Edr
nil, a descendant of Umbardacil, is crowned Earnil l l  of Ga,ldor in 
1945. The Guardians of the Palantiri of both nations keep busy 
relaying contentious messages of state between the two Dunedain 
kingdoms, but finally Arvedui acquiesces. When the Council and 
Steward ofGondorsupport their new King, theArthedainciaimant 
gives way, for he lacks both the strength and the wil\ to press his 
stand. Arthedain and Gondor continue to be ruled by two lines, 
although Earnil l l  pledges military support to his conlender as a 
means of reducing tension. 

In T.A. 1%4, at King Araphant's death, Arvedui grasps the 
Sceptre of Annuminas, becoming Arthedain's fifteenth and final 
King. As prophecied by Malbeth, last in a long and distinguished 
line of Seers residing at Fornost, Arvedui is doomed to bethe"Last
king" of his country. The Shadow of the North is dark, and the host 
of Angmar is poised for ils final onslaught. Malbeth foresees many 
years of great sadness and suffering before the Dunedain will arise 
and reunite under a single banner. 

After years of bal1ling Angmar, the Arthedain during 
Araphant's rule (T.A. 1891-1964) are weary and outnumbered and 
increasingly cut off from quick and direct assistance from Gondor 
and the Elves. Gondor is embroiled in wars against Easterlings who 
have swarmed across Ihe South Kingdom's eastern territories, and 
the Elves of Rivendell and Lindon are concerned with their own 
threatened borders. Brutally persistent, the Witch-king increases 
his harassment after Arvedui assumes the throne, all the while 
massing for a great attack. Ten years pass, the war clouds gathering 
each hour. Then, tipped off by agents and the Seers' warnings of an 
imminent invasion by the Witch-king's forces, Arvedui sends 
urgent pleas for aid to Gondor via the Palantir. Sadly, with the time 
of doom at hand, he acts too lale. 
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LEGEND 

Adminisrration 

Alchemist 

Armorer 

Asrrologer 

&rracks 
Brewer 

Cobbler 

Cooper 

OikeIDry-rntJal 

Fletcher 
Foodmerchant 

Granary 

Jeweler 

Lz:y Healer 

Mason 
Metalsmith 

Miller 

Mone,lender 

Papmnaker 

Pipe5hop 

Potter 

Residence 

Ruin 

Seer 

Smith 

St4ble 

Tanner lLeathersmith 

Tavern 

Theatre 

Tomb 

Wainwright 

Wareh.ou.se 

WtatIeT 

WeUISpring-spout 

Woodcrafter 

Th£ Chieftain's Hall is 
the ;"z., su!Viving stn<cture, ·
since it was the only stone 
building. Within its floor 
lays a steep stair entry to 
the subterranean chambers. 
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8.2 THE FALL OF ARTHEDAIN (T.A. 1974-1975) 
Gondor's Earnil responds, sending his �on Earnur and a great 

neet to the Grey Havens in the late fall of 1974. At the Havens, Ear
nur gathers Elven aid before crossing the Lhlin to march to Fornos! 
and meet the Witch-king's soldiers on the field of bailIe. Yet, as 
Earnur and the Elves of Lindon march out of the shadow of the 
Blue Mountains, the Witch-king's horde is already ravaging the 
once-proud capital of the North Kingdom. 

By early winter thaI same year, Ihc Witch-king unleashes his host 
in a final bid 10 crush the Jast vestige of Dunedain in the North. 
Small armies sweep across the new ice on the rivers, driving into 
northern Cardolan and across the northern North Downs. 
Simul1ancously, the main body of the Angmarim, led by the Olog 
warlord Rogrog, strikes directly at Fornost Erain. Overwhelmed by 
the seemingly endless onslaught, Crown-prince Aranarth resolves 
to lead the army in retreat toward the Elven al1ies in Lindon, allow
ing his father Arvedui time to slip out of the Naz.giil's vise. 

The plan is adopted. and Arvedui gathers the Ireasures of the 
Northern Line before fleeing for his life. But the Witch-king's 
horde proves more deadly than assumed. Aranarth's retreat is swift 
and costly, and Arvedui and his small band of rol1owers are forced 
to escape far to the northwest, to the many abandoned tunnels of 
the Dwarf mines in the Blue Mountains. All they carry with them 
are their weapons. the two Arthedain Palantiri and a few precious 
heirlooms. The Kingdom of Arthedain is no more. 

I n a rare display of poor battlefield judgment, the Witch-king -
his pride swollen with the complete destruction of the North 
Kingdom of the Dunedain - marches to meet Earnur and Cirdan 
and their Host of the West on the plains below the Hills of Even
dim, in the heart of fallen Arthedain. On the rocky rolling land be
tween Nenuial and the North Downs, near the northern meander
ings of the Brandywine. the armies meet, clashing with apocalyptic 
vigor. Incensed and well-organiz.ed. Earnur sends his cavalry into 
the Twilight Hills, where they outflank the northern wing of the 
Angmarim. The Men ofGondor, the remnants of Aranarth'sArth
edain army, Cirdan's Elves, and Elves of Rivendeil led by Glor

Jindel join to win a bloody, hard-fought victory. Later in the day, as 
Angmar's forces look to relreat, riders of the Rhovanion sweep 
down from the north and cut off their escape. Thedark blood of the 
Witch Realm's minions stains the plains and gathers in pools, but 
the Witch-king. dressed in black and riding a black steed. escapes 
into the falling darkness. His realm, however, like that of the Ar
thedain, is forever lost. So devastating is the carnage that it is said 
neither Man nor Orc nor Troll loyal to Angmar is left breathing 
wesl of the Misty Mountains. 

The .-light of the King 
But what of Arvedui and his men and their escape? Driven by 

hunger and exposure 10 abandon their cold and dark refuge in the 
Blue Mountains, Arvedui and his gaunt contingent ride north to the 
Wastes of Forochel to ask help of the Lossoth, the isolated and 
solitary Snowmen of the Forodwaith. There, they hope 10 remain 
until word comes that Gondor and Lindon have driven out the 
Witch-king and regained Fornos!. Totally unsuited to life in the icy 
wastes of the tundra, Arvedui and his men face difficult decisions. 
How much should they trust the Lossoth, who both fear the Witch
king and bear no affeclion for and swear no allegiance 10 the Arthe
dain? (As a rule, the Lossoth wisely grant the Witch-king wide 
berth, believing him able 10 order frosts and thaws at will, a great 
and fearsome power in Forochel.) 

But the Lossoth. however primitive in lifestyle, are no fools. 
Moved a little by pity and a great deal more by fear of the well
armed, battle-tested and half-starved warriors accompanying 
Arvedui. the Lossoth enter into an uneasy and brief alliance with 
the Arthedain. How odd the two groups of Men appear side by side: 
the highest of Men at the mercy of the most primitive! The Lossoth 
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THE LINE Of DUNEDAIN KINGS 

Amandil (Last Lord of the Faithful on Numenor and 
father of Elendil and Anarion) Died S.A.3319. 

KINGS OF ARNOR 

Elendi](leader of the Faithful) 
S.A.JJI'7l441 

bildur(firSi ofl� Unbroken line) 

S.A.l44I-T.A.2· 
Vallmdil 

ANDGONDOR 

Antrion 
S.A.JJ20-3430 

'''' 
, 

(The Une of Gondor's Kings is derived 
Eldacar 
249-ll9 

, Arantar 
JJ9-(]� 
Tlrcil 

4H-�I� 
, 

Tarondor 
jlS-«l2 

, Valandur 
.... " 

, 
Ekndur 
652-777 

, 

from Is.ildur's rcpuled ""nl of an 
indcpcR<knt South Kingdom 10 Mekndit, 

Anarion's son.) 

Elrendur 
777·86t(Lw Kinll of Amor) 

I 
KJNGS OF ARTHi:DAIN 

Amtaith 
861·946 

, 
"' .. 

946-1029 
, 

Mol"" 

t029·1110 
, 

Cdtplwn 
1110-1191 

Cek�rindor 

1191·1272 
M.lvqiJ 
t272·I349 

, 
ATJCkb I" 

t349·13S6 
, 

....... ' 
IH6-1409 

, 
Araphur 
1.09-1389 

, 
ArllC'kb II 
Ij89-1670 

Ar!t.u 
1670-114J 

, 
Arvdea ll 
174).1811 

, 
Araval 

11I)·I89t 
, 

Araphanl 
1891·1964 

, 
Arvedui 

1'164-197. (Last Kina or Anhedain) 
I 

CHIEFTAINS (RANGERS) OF THE NOKllt 

conc:]lIIlina with 

Alqom lI(Sixttenth OIicftain and R..,.er of the North) 
29JJ-F.A.I20 

'AU dales IItrtafter mer to the Third A&c un\Qs othcrNi$C HOted. 
" from lhe man of ArIlC'Icb I f,-,""ard. Anhedaill's Kinas claimed 
dominiOll over aU of .. hat .. as Amor btfore T.A. 861. Note: data 
diaested in this tabk IIpJIQf ill Tolkinl'\i IAtR, III. AppcndiK A. (ij), 
p.l94. 



share their Losrandir stew, whale fat, and ghastly brew with the tall, 
fastidious Dunedain, building snow houses for their guests and 
anxiously awaiting their departure, for the Snow-people fear the 
Witch-king will get wind of their aid and send them sill more 
months of winter Storms - and worse! 

News travels slowly in the North, but by March, as the ice of the 
Bay begins to break up, a great ship appears, sending the LossOIh 
into spasms of fright. Who but the Witch-king could mount such a 
mighty sea-steed? Instead, the ship is that sent by Cirdan to rescue 
Arvedui and his royal party. 

Thl' Ic)' Unth of An'edui (T.A. 1975) 
Before lea\ing Ihe Lossoth, Arvedui gives Iheir leader his ring, 

the honored Ring of Barahir, nOlhing but a useless trinket to the 
Snow·people. His gift is a gesture born of the doom in his heart, a 
feeling he refuses to yield to despite the unusually brutal nature of 
the weather and Ihe signs that lhe hand of evil is at work in the sky. 
Ignoring the warning of Broka, the Lossoth leader, Arvedui sets 
out to sea immediately, eager to reclaim his devastated homeland. 
But at the mouth to the Cape of Forochel a great snowstorm arises, 
blinding everyone and driving the Elven rescue ship back upon the 
ice, y, here it founders in the night. Ar\'edui and his kinsmen perish, 
and with them sink the Palanti,i of Amon SUI and Annuminas, and 
any Arthedain hope for a speedy resurrection of their once·great 
land. 

News of the shipwreck reaches the Lossoth weeks later. Their 
leader, Bruka, shakes his head, recalling his warning, remembering 
his plea that the tall men postpone their journey until the passing of 
the long winter, when the Witch-king's power will wane. Quiet 
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homage is paid the dead and hardly a month passes before the 
spring thaw comes. History turns its back upon the Lossoth, who 
seem happier ignored than examined. 

8.3 THE LOST KINGDOM (l.A. 1975-3021) 
After Angmar's defeat. the Hobbits of the Shire and the 

Rivermen of the North come OUI of hiding to resume the building, 
farming and trading interrupted by war. (It must be said that a few 
Hobbits and a bold handful of Ri\ermen chose to fight y,ith the 
Arthedain, but most judged warfare a soldier's duty, not theirs.) 
No longer overseen by the Arthedain, the Hobbits sellle into a 
democracy, electing a Thain from their Chieftains to rule them; the 
first is Bucca of the Marish, who becomes Shire-thain in 1979 (in 
Shire Reckoning, the 'lear 379). Soon the Hobbits' insistence upon 
order assertS itself politically: the Shire is neatly split into four Far
things, or Quarters, Southfarthing being the warmest, sunniest and 
most productive. Villages and lOy, ns sprout along trade routes and 
.... herever there is money 10 be made, many ncar the Pipeweed farms 
owned by the Tooks in Southfarthing. Least inhabited is the rolling 
down-land of West farthing, the area bordered by the Far Downs. 
The center Shire, where Hobbiton and Bywater lie and The Water 
no .... s, continues to be the densest settled region. To Ihe west. 
tucked about the chalky White Downs, stands the capital, Michel 

Delving, the hub of western progre�s, trade and gossip. 

8.4 THE RANGERS 
No longer rulers of a nation, Arthedain's Princes miraculously 

manage 10 carryon the Line of lsildur. Now called Chieftains, the 
Princes are raised and educated by the Elves of Rivendell (5. 
"Imfadris'�, led by Elrond. Arananh's family relocates to the Elf
haven tucked between lost Rhudaur and the western spires of the 
Misty Mountains. There they are reunited with many of the heir· 
looms of Arthedain, those carried in secret to Rivendell before the 
death of the North Kingdom. Thus, the Sccptreof Annuminas, the 
Star of Elendil, and the shards of the magic sword Narsi! reSI in 
safekeeping under the eye of Elrond. the immortal Half·elven 
brother of Elros, first King of the downfallen Numenor. Soon :tfter 
the Crown-prince's arrival, the Elves also recover the Ring of Bara
hir, that was given the Lossoth in thanks. Some say il is ransomed; 
others speak of a bond between the Snowmen and the kin of 
Arvedui. Amidst the treasures of their forefathers, the legacy of 
their kind, the Chieftains and their fellows prepare for the long 
road to renewal and assume the guise of the noble and time
honored Arthedain frontiersmen - becoming the Rangers of the 
North. 

The Schoolin� of Ihe RanKers 

Traditionally, follo ..... ers of the Chieftains gather in and around 
Ri\'endell to prolecl and support their Prince until he reaches 
adulthood and is able to lead them. In Elrond's fair realm, the 
young Dunedain Prince is instructed in Elven ways ofthoughl and 
behavior, although his true heritage is not revealed to him until he 

I comes of age. Throughoul lhe Third Age, Rivendell is a haven of 
learning and quiet jo)', a shelter in a forested valley surrounded by 
darkness and the forces of terror. 

When his studies arc complete, the young Dunedain Prince is 
ready to guide his people in their wandering yet purposeful fight to 
protect and preserve the Shire and ..... hat remains of Eriador. He is 
also expected 10 find a mate and to produce an heir, as well as take 
on the responsibilities of a King in exile: to inspire confidence in his 
followers, and 10 confirm their faith in the promise of a reunited 
Dunedain Kingdom. That it will takemorelhan 1000 years from the 
timeofthe fall Qf Arthedain \0 resurrect a united North Kingdom is 
unknown to these Princes, but even if they should learn, the), are 
possessed of an Elven manner and a noble cause and have the pa
tience to persist. 



CHIEFTAINS O"- THE RANGERS 

Arananh 
1974-2t06 

, 
At ....... 

2106-2117 
, 

Af.null 
2117-2247 

Ar!vir 
22-47·2319 

, 
ArlllOl'n J 

2319-2327 

,..\w 
2)27·2.m 

, 
"""" , 
2ooIl$·2523 

I 
' ..... 

2�23_25&R 
, 

Ar.vom 
2�88-26j4 
Arah1ad II 
2654-2719 
",.!wit 

2719-27'" 
, 

Aralhorn I 
n ..... zsq 

, 
Araonui 

2&48-2912 
, Arador 

2912·29)0 
, 

Afathorn II 
NJO.29lJ 

, 
Ar.,orn II (Ekuar) 

2931·F.A.I20 

Notf: all dat(5 OrlM Chieft';",' rn,.u indicate the Third Ate 
una 0I1>crwi$c noted. 

THE RANGERS OF THE NORTH 
Formed after the fall of Arthedain and King Arvedui's 

death in T_A. 1974, the Rangers carried on the unbroken 

Line of Isildur throughout the chaos of the Third Age and 

into the promise of the Fourth. Although they lacked a 

state to govern, the leaders of the Rangers, who caUed 

themselves Chieftains, were nonetheless royal in bearing 

and breeding, regardless of their woodsy apparel and 

suspicious demeanor. Besides battling Orcs and other 

servants of evil, the Rangers established and maintained 

watchtowers and observatories in the frontiers and 

sheltered the heirlooms of the Northern Dunedain at the 

Elven haven of Rivendell. (In fact, the Eldar gathered at 

Imladris sometimes rode with the Rangers, risking their 

lives as well.) Granted a longer lifespan than that of their 

brethren in GondOl, the secretive Rangers persevered and 

overcame, preserving themselves as a political and mili

tary enlity for a millenium. 

In the trying era during which the Rangers organized 

themselves and carried out their guardian mission, most 

male Dunedain of the North Kingdom joined the group, 

auaching the telltale silver brooch (shaped like a six

pointed star) to the left shoulder of each Ranger's grey, 

hooded cloak. Each Ranger swore unswerving allegian« 

to the Chieftain, the unquestioned authority in all matters 

political and military. At no lime were there more than 

several hundred Rangers in existence. 

As the following chart shows, the Line of Chieftains 

began with Arvedui's elder son, Aranarth, just after the 

King's death and continued into the Fourth Age, can· 

c1uding with its greatesl hero, Aragorn II, "Strider." All 

Chieftains used the prefix "Ar," indicating their royal 

status and their intention to reunite the sundered Dune

dain Kingdoms under one ieige. 

Each Chieftain possessed the Sa:ptre of Annuminas, 

the Ring of Barahir, the shards of the sword Narsil, and 

the silver circlet called the Elendilmir. 



The Years in Ihe Wild 
With the fall of Fornost and the passing of the Anhedain 

Kingdom late in the Twentieth Century, the character and actions 
of the surviving Dunedain change. As the Rangers of the North, 
they become a secretive, wandering people, as skilled in Nature's 
ways as their Elven friends. Fearing Sauron's obliteration of the 
long-preserved and deeply-cherished Line of Kings, the proud 
Rangers find it necessary to hide in Ihe woods and to dress in modest 
cloaks, like woodsmen. Able to converse with birds and beasts, 
who act as their agents, the becloaked and high-booted Rangers 
become a powerful if mysterious force in the North, and largely 
unbeknownst to the Hobbits, guard and prote<:t the eastern borders 
of the Shire from Sauron's encroachment. Tutored by Gandalf and 
Elrond's folk, the Rangers' leaders are among the wisest of Men, 
however diminished in lifespan and influence from the days of 
Arthedain's greatness. All that identifies the Rangers for who they 
are - and few they are - are clasps like silver stars on their shirts 
and a lean Elven appearance. Traveling unseen, like Wood-elves, 
some Rangers carry bags with vials of a sustaining cordials and 
wafers much like the Elven-made fembas. Throughout the Age, the 
Rangers did battle with Orcs in and around the MislY Mountains, 
and in 2747, they ally with the Hobbit-warrior Bandobras Took and 
the Elves of Rivendell, beating back a major Ore-invasion launched 
from Mount Gram (above the Ettenmoors). After their defeat at 
the Battle of Greenfields, the Orcs leave the Shire alone for hun
dreds of years. 

With the unveiling ofSauron and the Nazgfil around T.A. 2951 
and. the coming War of the Rings, the Rangers face their greatest 
challenge: to protect the Ringbearer, and toovercome the treachery 
of Sa rum an and the evil genius of Sauron. That they are victorious 
is something of a miracle, or a quirk of fate, or both, depending 
upon your viewpoint. Regardless, theirs is a striking accomplish
ment. 

Amgorn II and the Ring Quest 

Fifteenth and las! of the stateless Chieftains is Aragorn II, who 
assumes leadership of the Rangers in 2933, at the age of two years. 
As is re<:orded in The Downfall of (he Lord of the Rings and The 
Return of the King, Aragorn is the chief Mannish hero of the War 
of the Rings, and in 3019, as King Elessar Telcontar (Q. "Strider 
Elfstone"), he fulfills the undying Arthedain longing when he 
reunites the Kingdoms of Arnor and Gondor after the War of the 
Ring. It is amazing that throughout an Age which sees the Arthe
dain defeated, scattered and finally homeless, they nonetheless 
manage to carry on unbroken the succession of Kings and are able 
to maintain their traditions and Elven ways. No matter their losses 
in number, their battered and shrinking spirits, a keen and supreme 
Arthedain pride in the long and uninterrupted tradition of blood
purity sees them through. In Aragorn - singer, poet, King, healer, 
warrior and visionary - a man who leads Men into the Fourth Age, 
the predestined hero appears to complete the Arthedain dream of 
one, united Kingdom of the Dunedain and to raise high the banner 
of peace and hope for all people bloodied and bewildered by the 
War of the Rings. 

8.5 THE FOURTH AGE 
As the Third Age closes, the Scouring of the Shire is complete: 

the oppressors Sharkey (Saruman) and Wormtongue (Grima) are 
killed, their despised regime overthrown. Brave Hobbit-heroes 
return triumphantly to claim their rewards; the Shire returns to 
peace and fruitful greenery. All is well, at last, in the land of the 
Halflings. 

But far to the north lie the weathering ruins of Annuminas, and 
to their east, the fallen towers of Fornost, now called "Deadmen's 
Dike." Thorns and weeds gather in the courtyards where Kings and 
Seers once conferred; a solitary raven lights on the crumbling por-
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tico of a vast hall before flying off. There, in the cool hills, people 
wonder if anyone can rebuild or respark the beauty that once shone 
a light for all. As Elessar prepares to resurrect Arnor and its capital 
Anmlminas by Nenuial, the scattered folk of Eriador summon 
hope. Still, the Kings of High Men seem to belong to the past now. 
To come is the age of the common Man, the age of Everyman. 

8.6 A DUNEDAIN TIMELINE 
(Second and Third Ages) 

S.A, SECOND AGE EVENTS 
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600 

ca. 1000 
1200-1800 

ca. 1590 

ca. 1600 
1693-1701 

ca. 2000 

ca. 2251 
3261-3262 

The island Kingdom of Numenor (Anadune) is 
founded by the Edain. 
Numen6rean explorers first sail to Middle-earth (En
dor). 
Sauron slips into Mordor. 
Numenor founds colonies on the coasts of Middle
earth. 
Elven smiths in Eregion complete the Rings of 
Power. 
Sauron secretly forges the One Ring. 
War between Sauron and the Elves rages across 
Eriador. The Dwarves dose Moria. A fleet brings a 
Numen6rean army to Endor and the combined army 
of Men and Elves defeats Sauron. 
Greed and envy begin to take hold in Numenor; 
Kings no longer take Elven names or surrender their 
Sceptre to healthy heirs before death. 
The NazgUl first appear. 
King Ar-Pharaz5n (the Golden) of Numenor lands at 
Umbar and marches on Mordor. 

3262 Sauron surrenders and is taken in chains to 

3262-3310 

33\0-3319 

3319 

3320 

3325-3441 

3430-344 1  

T,A. 
1-500 

2 

250-850 

Numenor. 
Sauron convinces Ar-Pharaz5n that the Ban of the 
Valarisa ruse to protect the Elven " Lands of Immor
tality" from Mannish invasion. He notes that Aman 
(the Undying Lands) will confer immortality on any 
resident. 

I 

The Great Armament of Numenor results in the crea
tion of the greatest fleet and army ever assembled by 
Men. 
Ar-Pharaz5n's host invades Aman and is destroyed 
by Eru. The Downfall(sinking) ofNumenor follows. 
The island is swallowed by the sea, but the Faithful 
(Exiles) escape to Middle-earth. 
The two Realms in Exile, Arnor and Gondor, are 
founded by the Faithful. Their leader Elendil is made 
High King. 
Dunlendings migrate northward into Dunland and 
Eriador. Bree is founded. 
The Last Alliance of Elves and Men overcomes 
Sauron. King Gil-gilad of Lindon and King Elendil 
perish and Sauron passes into shadow with his 
NazgG1. Isildur be<:omes King of Arnor and Gondor 
and holds the One Ring. 

THIRD AGE EVENTS 
Mosl of the Eriadoran Northmen migrate eastward 
into Rhovanion. Some, like the Rivermen, remain. 
Dunlendings continueto move into Eriador, in some 
cases fighting, displacing, or merging with in
digenous Hillman tribes. 
Disaster of the Gladden Fields; Isild�r is slain by 
Orcs and loses the One Ring of Power in the Anduin. 
The capital of Arthedain is moved from Annuminas 
to Fornost, on the North Downs. 



II 

861 

ca. 1000 

1050 

1100 

1 150 

1300 

1301-1350 

1356 

1409 

1499-1500 

\432-1448 
1601 

1630 

1635-1636 

1436-37 

1856-99 

1940 

1944 

1974 

1975 

1976 

1979 
2063 

2340 

2463 

Eiirendur dies; Arnor splits into Arthedain, Car
dolan and Rhudaur, each ruled by a Prince. The 
Palantir of Anmiminas is moved to Fornost. 
Sauron stirs once again. The Wizards (Islari) are sent 
from Arnan to Middle-earth. 
First mention of the Hobbits in Elllen records; Har
fOOls move west into Eriador. 
The Istari and the Eldar discover that a Dark Power 
(the Necromancer) has built a stronghold al Dol 
GulduT, in Southern Mirkwood. 
Fallohides follow Harfoo\s inlo Eriador; StoOTS 
enter Rhudaur and settle in the Angle, between the 
rivers Bruinen and Mithcithel. 
The Witch-king establishes Angmar; Hobbits 
migrate westward from Rhudaur to Bree. 
Rhudaur gradually falls under the Shadow. Finally 
Dunnish Hillmen allied with the Witch·king seize 
control. 
Argeleb I of Arthedain is killed battling treacherous 
Rhudaur. 
Angmar's forces invade and overrun Cardolan, raz
ing the Tower of Arnon SUI (Weathertop). The great 
Palantir is moved to Fornos!. The Arthedain 
gathered at Fornost beat back the barbarians. 
Many of the Stoors head east and recross the Misty 
Mountains, settling by the Gladden Fields of the An· 
duin Valley. 
Civil War erupts and divides Gondor (the Kin-strife). 
Year One of the Shire Reckoning. In a bold move, 
Argeleb II grants to the Hobbits the Shire, in 
southern Arthedain. 
The remaining Stoors leave Rhudaur to join their 
brethren in the Shire. 
During winter, the Great Plague sweeps into Rho
vanion from the East. 
The Great Plague devastates Gondor and some of 
Eriador; Hobbits suffer greatly. 
Easterlings called the "Wainriders" invade Rhovan
ion, driving Gondor's armies out of the southern 
plains. A Wainrider kingdom is established. 
Arthedain and Gondor form an alliance against the 
Witch.king; Prince Arvedui marries Gondor's Prin
cess Firiel and claims lordship over all Dunedain 
states. 
Gondor battles the Wainriders in her eastern pro
vinces; King Ondoher and his sons fall in battle. 
Arthedain falls to the Witch-king; Arvedui nees to 
the Blue Mountains, then to Forochel, with two Pal
antiri. An army led by Earnur ofGondorsailsto lin
don. 

In March, Arvedui and his men are drowned; the two 
Northern Palantiri are lost at sea; Cirdan's Elves of 
Lindon, Glorfindel's Elves of RivendeJl, and 
Earnur's Men of Gondor combine 10 defeat the Ang
marim at the Bailie of Annuminas, but the Witch
king escapes. 
Aranarth, surviving Arthedain Crown-prince, lakes 
the title "Chieftain of the Dunedain." Elrond keeps 
the Arthedain heirlooms at Rivendell. 
Bucca of Marish becomes the first Thain of the Shire. 
Gandalf goes to Dol Guldur but cannot diS\:over the 
identity of the evil force residing there. 
The thirteenth Thain Isumbras is first of the mighty 
Took clan to rule the Shire. 
The White Council is formed and includes Saruman 
and Gandalf. 
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2480 
2670 

2740 
2747 

2758-2759 

2850 

2911 

2931 
2933 

2941 

2942 
2949 
2951 

2953 

2956 

2980 
ca. 3000 

3001 

3004-3008 
3018-3019 

3019 

3019-3021 

Orcs bar the passes over the Misty Mountains. 
Tobold grows Pipeweed in Southfarthing; pipe
smoking is the rage among Hobbits in the Shire. 
Orcs again invade Eriador. 
Bandobras Took leads the Hobbits against an Orc
tribe invading Northfarthing; Rangers assist the 
Hobbits and the Orcs are defeated at the Battle of 
Greenfields. 
The Long Winter. Five months of icy, freezing 
weather chill the hearts and more of all in the Shire, 
Eriador and Rohan. Gandalf helps the Hobbits en
dure. 
Gandalf enters Dol Guldur and discovers that 

Sauron is the Necromancer. 
The Fell Winter. Rivers freeze, including the Bran
dywine. White Wolves roam Eriador. 
Aragorn II (Strider) is born. 
Aragorn II is taken to Rivendell for tutoring and pro
tection; his royal heritage is kept secret. 
Quest of Erebor. Gandalf visits the Shire and aids 
Bilbo Baggins. Later, at the Battle of Five Armies at 
Dale, Bard slays Smaug. 
Bilbo returns to the Shire with the Ring of Power. 
Gandalf and Balin the Dwarf visit Bilbo in the Shire. 
Sauron openly declares himself and rebuilds Barad
dur. AI Rivendell, Elrond reveals to Aragorn his 
ancestry and gives him the sacred shards of Narsil, 
Elendil's magic sword. 
Saruman the White, noticing Gandalrs interest in 
the Shire, sends spies to BTee and the South farthing. 
Aragorn I I  and Gandalf meet and befriend each 
other. 
Aragorn and Arwen are engaged to marry. 
Saruman uses the Palantir of Orthanc and is entrap
ped by Sauron. For the first time, Sauron learns of 
the Rangers guarding the Shire. 
Bilbo leaves the Shire for Rivendell; the Shire guard 
is doubled. I 

Gandalf Visits the Shire to see Frodo. 
The War of the Rings rages and the Company 
engages in the Ring Quest. Saruman is killed, the One 
Ring is destroyed, and Sauron is cast out of Middle
earth. 
Aragorn II, " Strider", leader of the Rangers, is 
crowned King Elessar of the reunited Kingdoms of 
the DUnedain. 
ArnOT is refounded and plans are developed for the 
rebuilding of AnnUminas. 

9.0 PROMINENT 
PERSONALITIES 

In addition to the two most extraordinary figures of the War of 
the Ring, Gandalfand Aragorn, other important Men and Hobbits 
have made their homes and their fortunes in Arthedain. 

9.1 T.A. 1409 
Arveleg I 

A haughty warrior famed for wielding his White-bow, Arveleg I 

is the eighth King of the North Kingdom. A mighty warrior, he 
leads the Dunedain against the invading armies of Rhudaur and 
Angmar in 1356 after the death of his father, Argeleb I, in battle. 
He fears dissension and military weakness in his Kingdom and is 
fond of pomp and splendor. Arveleg I falls in the struggle for Arnon 
Sfll in 1409, at the hands of the Witch-king's forces. 



Malborn 
Malborn, the tainted Seer, rises quickly in the organization of the 

Stone-Users, maintaining the trust of his King for all of his long and 
prosperous if deceitful life_ Famed for his flowing scarlet robes and 
flashing gold ring, the tall and elegant Malborn is swayed by wealth, 
power and the promise of tutelage under the Witch-king himself 10 

join the fon.:es of Darkness around T.A. 1400. His personal library 
of sorcery is unmatched in the North Kingdom. 

9.2 T.A. 1640 
Mareho and Blam'o 

As a race, the Hobbits produce a surprising number of heroes. 
The adventurous and well-spoken Fallohide brothers, Marcho and 
Blanco, gain with their IOngues what Hobbits might never have 
claimed by force: a permanent homeland for their kindred, the 
Shire of southern Arthedain. Typical of the Fallohide strain, they 
arc fair-colored, taller, slimmer and more skilled in song and argu
ment than their other furry-footed brethren. As Chieftain of the 
fallohide tribe, Marcho would grant himself the honor of leading 
his kinsmen across the ancient Bridge of Stonebows inlO their new 
homeland. 

Arl:t'leb II 
Anhedain's tenth King, Argeleb 1/ spends much of his eighty 

years of rule in distinctive deep-blue armor, fighting back Angmar's 
cruel hordes. A patron of the arts and devoted tender of the Royal 
Herb Gardens in Fornost, he grows weary of war, and some nobles 
say, weak with age and disinterest . Granting the Shire to the Hob
bits is the boldest political act of this most-martial ruler. (See Sec
tion 10.2.) 

Marl Tarma 
Never a King but born eager 10 rule as one, handsome, witty and 

sly Marl Tarma grows up listening 10 tales of the martial ac
complishments of his great family. As a Captain of the Rangers, he 
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proudly wears royal dark blue chain and a Ranger's ring. If Tarma 
has one failing, he is impetuous and inclined toward military action 
to address political problems. Songs and poems rcrall that Ihis hero 
never failed 10 woo and win a local maiden, no matter where his 
travels took him. (See Section 10.2.) 

9.3 T.A. 1974 
Ar"edui 

The last King of Arthedain, Arvedui rules but ten years before 
foundering in the ice. Typical of t he haste with whieh he is forced to 
make de6sions about matters of state, his escape 10 Forochel 
fulfills Malbeth's darkest prophecy. For most of his brief reign, 
Arvedui relishes court life, music and flowers and unlike many of 
Arthedain's Kings, has little interest in physical contests and 
military training. A brooding figure during the last few years of his 
rule, he takes 10 heart the ambiguous but glum predictions of his 
Seers, as if he has no way of influencing events and no hope of 
changing them. 

Malbeth 

Keenest of the Royal Court's Seers, Malbelh prophecies in dark, 
poetic and sometimes puzzling language the collapse of the Anhe
dain Kingdom. His second great prognostication, the '"Long 
Shadow" poem recounted in The Red JJook, remains unexplained 
for a millenium after Malbeth's death. An aesthetic being, he has 
lillIe contact with anyone but the King and the other Seers during 
his long service to the Crown. 

Aranarth 
Arvedui's son, the Crown Prince Aranarlh, rules as the first of 

fifteen Chieftains of the Rangers of the North. Renowned as a 
slayer of Trolls and "the man who leaves no footprints," Aranarth 
leads the Rangers for over one hundred and thirty years, a trying 
period during which the Dunedain had little reason for hope. In
spirational to his followers, he is bold as a Riverman, crafty as a 
Dwarf, and woodwisc as an Elf, the penultimate Ranger. 

Kucca 
Bucca of the Marish - that territory which includes the marshy 

farmlands on the western banks of the Brandywine - stands a� first 
Thain orthe Shire in T.A. 1979. Until the rise of Buckland and the 
mighty Took clan, all Thains are descendants of this unique Hob
bit, founder of the Old buck family. A lover of pipeweed and 
political argumem, Bucca stands up to Men who threaten the Shire 
and bravely represents his folk at great risk. 

9.4 LATE THIRD AGE 
Kitbo and Frodo 

Heroes and villains abound in the chaos and treachery that ended 
the trying Third Age. The scholarly Hobbit Bilbo Baggins and his 
literary and adventurous cousin Frodo complete the arduous od
dessey of the One Ring, thus denying Sauron mastery of Middle
earth. After his Journey to the East in T.A. 2941-2, Bilbo writes a 
stirring account of the decisive and ncar-disastrous Battle of Five 
Armies in his book, There And Back Again, a bestseller in the 
Shire. Longest -lived of all Hobbits, Bilbo is granted the rare honor 
of study and solitude at Rivendell (where he produces the three
volume study, Translations/rom the EII'ish) before passing over 
the Sea at the end of the Third Age. 

Another bearer of the One Ring, Frodo Baggins, hero of the 
Quest of Mount Doom, surrenders the Ring and saves the Free 
Peoples in a remarkable act of courage and clear thinking re
counted in The Fellowship u/lhe Ring, The Two Towers, and The 

Return o/the King. Lessacademic than his famous cousin, Frodo is 
no less determined and just as inspirational to his race and to all 
others who celebrate freedom and cherish justice. 



SharkI') and Lotho 

Together. the pimply-faced and financially overextended LOlho 
Sack \'ille-Baggins and his cunning blll malevolent mentor Sharkey 
terrorizc the oppressed population of the Shirc ncar the end of the 
Third Age. A Wizard. Saruman the White is stripped of his power 
and thrown out of the Order of Istari following years of deceit and 
the defeat of his army at the BailIe of the Hornburg. Under sway of 
Sauron. who uses the Palantir of Minas Ithilto snare him, Saruman 
searches unsuccessfully for the One Ring throughout the War, hop
ing to rule all Middle-earth. Foiled by the Fellowship, he returns to 
the Shire an old man with a new name - the Orcs call him "Sharku" 
- determined to spite and punish the Hobbits who had foiled his 
grandiose scheme. He eventually drives his right-hand man, Grima 
Wormtongue, mad with spite and in a tragic but just act, isslain by 
him at the end of New Row street, a place marked in infamy as 
Sharkey's End. 

LOlho serves Sharkey, posing as master of his domain while he is 
in dced but an agem of the fallen Wizard. Trapped by his own 
greed. Lotho never rebels - even while his fellow Hobbits suffer 
humiliation and wam at his hands. At Sharkey's orders. the useless 
and exposed Lotho is murdered by Wormtongue in 14)9, Shire 

ARAGORN II 

STATS 
RM MERP 

St: 101 Co: 102 Ag: 100 
Qu: 101 Ag 100 Co: 102 
Em: 100 SO: 96 Ig: 97 
In: 102 Re: 97 In: 102 
Pr: 100 Me: 97 Pr: 100 

St: 101 

ca. T.A. 3018 (Pre-War of the Rings) 

Level: 27 
Hits: 

Melee Bonus: 
Missile Bonus: 

Armor Type: 
Spell Bonus: 

Race: 
Power Points: 

180 
185 shortsword 
ISO longbow 
None/AT I (-60) 
20 
High Ounadan 
324 (3x27x4) 

As Elessar, the Elfstone, of the line he names Tel
contar, Aragron wears the mithril helm of Gondor, black 
mithr;1 mail, and a black surcoat emblazoned with the 
symbols of the Two Kingdoms (Gondor's White Tree, 
circled by Arnor's Seven Stars, and topped by Elendil's 
Silver Crown) in silver-white thread. When presiding over 
affairs of the Realm, he wears the Ring of Barahir and 
also bears the Sceptre of Annuminas, the royal symbol of 
Arnor. 

Elesssr. King of Arnor and Gondor (Latter 3019) 

Level: 36 
Hits: 185 

Melee Bonus: 
Missile Bonus: 

Armor Type: 
Spell Bonus: 

Race: 
Power Points: 

200 broadsword 
ISO longbow 
Chain/AT 1 9  (-75) 
20 
High Ounadan 
648 (3x36x6) 

Aragorn, being a Ranger, has access to a number of 
Channeling related Spell Lists: all Ranger Base Lists 10 

20th; all Animist base lists to 10th, and all Closed Chan
neling healing lists to 10th level. 

3l 

Reckoning (T.A. 3020). He remains forever a deep blot in the 

remarkably successful history of the Sackville-Baggins family. 

9.5 FOURTH AGE 
Merry. Pippin and Sam 

But for Aragorn II, a trio of Hobbits comprise the surprising 
chief heroes of the dawning Age of Men. Meriadoc Brandybuck 
and Peregrine Took, called "Merry" and "Pippin" respectively. 
come from great families. Unlike the Oighty Pippin. the more 
studious Merry spends hours pouring over maps in Rivendell's 
libraries before beginning the Quest for the One Ring. He is by far 
the more mature of Ihe two adventurous HalOings. An aristocrat, 
Merry rides with the Riders of Rohan in Gondor and is later 
honored by them. As Captain oflhe aroused Hobbitry�in·arms, he 
engineers the Scouring of the Shire, overthrowing Sharkey and his 
like. After the War, he retires towrite aSludyof Hobbit and North
men tongues, a piece on calendar reckonings and his most popular 
book, Herblore of the Shire. With Pippin, he travels to Gondor, 
where the old Hobbits are feted and al their deaths, accorded 
burials worthy of the Stone·land's own heroes in the House of the 
Kings. 

Items: 

Cloak of the Valacirca: + 30 to DB (worn as Aragorn 
only) 

Shards of Narsil: (pre-3019) + 30 Short sword (broken) 

Anduril: (Narsil, re-forged by the Elven-smiths of Riven
dell) 

+50 Holy Blade - Will Oame on command: 

Burns HOI: delivering a Heat critical, as well as Of 
Slaying Orcs. 

Burns Cold: delivering a Cold critical, as well as 
Of Slaying Undead. 

Longbow: Elven design, fashioned in L6rien 

+30 
Can be fired every round without penalty 
Extremely lightweight (V: normal weight) 

Star of Elendil: (Given by Galadriel in 3019) 

Continuous Clerical Base Prayer 
x6 PP enhancer 

Bone Ring: Before Aragorn was given the Star of Elendil, 
he wore a simple bone ring, which acted as a x4 PP 
enhancer. 

Ring of Barahir: (Given Aragorn as his birthright by 
Elrond) 

70th Ivl Ring of Dragon-warding; Drakes who fail an 
RR return home for an indefinite period, fearing the 
place where the ring is so used. 
x6 PP enhancer (non-cumulative) 

Mithril-mail: (a black IIhilnaur alloy) as Elessar only 

Encumbers as Chain/AT 14 - Protects as Platel AT 
1 9 (-35) 

Crown of the Reunited Kingdoms: (Milhril inlaid with 
gold) 

+ IO IO OB 
Receptacle for Star of Elendil to be set in the brow 

War-helm: (Milhril inlaid with gold) 

+ 1 5 to OB 
Receptacle for Star of Elendil to be set in the brow 

Shield: (Black with Milhrilrim and inlay) +25 

Elendilmir: (Mifhril inlaid with silver) 



GANDAU' 

STATS 

RM MERP 

SI: 96 Co: 102 A, 99 
QU: 100 Ag: 99 Co: 102 
Em: 102 SO: 103 Ig: 100 
In: 101 Re: 99 In: 101 
Pr: 100 Me: 100 Pr: 100 

SI: 96 

CII. T.A. t640(Mid Third Age) 

Level: 35(70) 
Hits: 200 

Melee Bonus: 140 broadsword 
Missile Bonus: 

Armor Type: 
Spell Bonus: 

Race: 
Power Points: 

15 spear or dagger 
Rigid leather/AT 1 2  (-120) 
+ 50/ + 90 Firebolt 
Maia (Istar) 
945 (9x3x35) 

ca. T.A. 3019 (Late Third Age) 
Level: 40(80) 

Hils: 200 
Melee Bonus: 

Missile Bonus: 
Armor Type: 
Spell Bonus: 

180 broadsword 
15 dagger or spear 
Rigid Leather/AT 12 (-120) 
+ 50/ + 90 Firebolt 

Race: Maia (lstar) 
Power Points: 1080 (9x3x4O) 

GandaU the White (Latter 3019) 

Level: 50(120) 
HilS: 300 

Melee Bonus: 
Missile Bonus: 

Armor Type: 

Spell Bonus: 

Race: 
Power Points: 

220 broadsword 
15 spear or dagger 
Plate/AT 20 (-150) 
(See 'Robes of Aman' under 
'Items,) 
+60/ + 120 Hand of Fire 

True (30001 range; + 90 
Firebolt 
Maia (Istar) 
1350 (9x3x50) 

Gandalf is most easily considered a Magician: All Base 
Magician lists (to his current level); all Open and Closed 
(to 20th level). In addition, due to his Valinorean origins 
he also possesses many inherent Mental powers, such as 
seeing truth, and the mental speech: Mentalist Mind 
Speec:h and Seer Mind Vision, each to 10th level. As the 
White he has useofthe Mentalist Brilliance list (50th level) 
and Astrologer Way of the Voke (20th level). 

Pippin too serves his homeland and the Fellowship, killing a huge 
Troll-warrior at the Black Gate and enduring the many tests put 
before him, Merry and Frodo. After downing a drink from 
Treebeard the Ent, both Pippin and Merry grow to what Hobbits 
would call enormous proportions, and each enjoys his slatus as 
local hero. 
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Syslem Notes: 

Level designations: The number in parenthesis is the 
Power Level, used mainly for the purpose of resistance 
rolls and as a gauge of internal strength, rather than as a 
working level for calculation of skills, combat bonuses, 
etc. 

Use 0/ Power: When one reads the level designations, 
spell knowledge and implied power of a being such as 
Gandalf as presented here, one understandably may have 
problems reconciling this with the image of Gandalf in 
The Lord o/the Rings. Why does he not use many of the 
spells at his disposal? When the context of the time is con
sidered, though, the reasoning becomes clear. Earlier 
Ages in Middle-earth were times of much greater use of 
Essence, but with the reign of Sauron, magicians have 
taken to hiding, concealing their powers for fear of 
discovery and punishment by servants of the Dark Lord. 
The Istari especially must take care, not only because of 
their oath to the Valar, but simply to avoid discovery and 
death. Gandalf, when he lit a lire for the Fellowship at 
Redhorn Pass, voiced this everpresent concern: 

"I/thereareany tosee, then I at least have wrillen Gan
did/ is here in signs that can be read/rom Rivendell 10 the 

Mouths 0/ Anduin. " 

So piercing is the of the Eye of Sauron that even such a 
small display of power could be detected. Of course, as 
the White, Gandalf uses a freer hand, not only because of 
his heightened power, and to divert the Eye, but simply 
out of desperation. The time for subtlety has passed. 

Gandalrs Items: 

Robes or Aman: As Ihe Grey, Gandalrs clothing was 
fashioned in the Undying Lands and granted him AT 12 
(-30), and are no hindrance to his movement (i.e., no en
cumbrance). When Gandalf returns as the White he wears 
robes made by the Lady Galadriel. These are not en
chanted except in that they are beautiful and durable; 
Gandalf the White is almost beyond harm in his new tn· 
carnation. He is AT 20(-60) intrinsically, as well as receiv. 
ing critical hits as a 'Large Creature', and can only be 
damaged by an enchanted weapon of surpassing power. 

Stan: x9 PP enhancer; + 30 to DB; + 30 to all spell rolls. 
Polished, gnarled wood with a small crystal globe held 
tightly (0 the tip by gold prongs. The globe can be made to 
glow any brightness or color (up to a Beacon or a 300' 
radius Utrerlight spell) on a mental command. 

Glamdrlng: ("Foe·Hammer") Made by the Elven-smiths 
of Gondolin, Glamdring is a sword of power rarely found 
in the latler days of Middle-earlh. During the Thu� and 

B«k Again (Erebor Quest) adventure in T.A. 2941., 
Gandalf claimed the sword as his share of Troll-hoard 
loot, and Thorin Oakenshield claimed its mate Orcris/. 

Its powers follow: 

+30 Mithril alloy (lthilnaur) Broadsword 
"Holy" weapon 
Glows cold blue in vicinity of Orcs (dim within 1000'; 
very bright within 100') 
"Of Slaying" Orcs 

Sam wise Gamgee is a Halfling of another color. Born of a 
humble but capable family of gardeners - Sam's father grows 
potatoes worthy of commemoration in Hobbit lore and song -
Sam is intrigued by the elderly Bilbo Baggins' tales and indeed 
learns to write under that well-known Hobbit's watchful eye. 
Chosen by Gandalf to accompany Frodo, Sam proves himself 



Yigilant and faithful at every turn. Like Frodo, he uses the Ruling 
Ring to escape the servants of Sauron and understands and over
comes its evil attraction. (Wearing the Ring, Sam envisions himself 
the Great Gardener lilling a vast garden where the blight of Mordor 

lies smoldering.) And like his master, he renounces the Ring and all 
the power it bestows. Afterthe War, Sam helps the ravaged Shire to 

bloom, an act that gives him more pleasure than the honors granted 
him by kings. Elected Mayor of the Shire seven times, he becomes 
Frodo's heir when his master joins the Elves of the west, far over the 
Sea. After a long and fruitful marriage, Sam leaves the Shire and at 
the age of 102, passes west to the Havens, the lasl of the Ring

bearers 10 make that hallowed journey. 

9.6 ARAGORN II 
AHAGORN II son or AMlthorn; Dunadan Ranger 
(''Strider") 

Aragorn is born in T.A. 2931, the only son of Gilraen and 
Arathorn II. He is raised in the haven of Rivendell by Elrond until 

his twentieth birthday, at which time his noble lineage is revealed to 
him: he is heir to the combined kingdoms of Arnor and Gondor. 

For the next eighty years Aragorn travels the roads of Middle-earth, 
often serving in the armies of Rohan and Gondor in the guise of a 

lesser man. Much of his time he spends also commanding the Dune
dain Rangers who patrolled the North, keeping it safe for unsus

pecting peoples such as the Hobbits of the Shire. He walks e\'ery

where he gOC's, and because of his height - 6'9" - he hasa very long 
stride. 

In appearance Aragorn is tali and relatively slender; though he 
possesses the strength of a Numenorean heir, it is well concealed. 
His hair is dark brown, and he is clean-shaven, also after the man
ner of the Numenoreans. As Aragorn he normally wears clothes of 
green and brown color, very worn boots and a dark cloak. As such 
he is often considered a 'shady fellow' by the many who do not guess 

his purpose or identity. 

9.7 GANDALF THE GREY 

"Olorin I was, in the Wes/ /hal is/orgo/len". 

Indeed, Gandalf is one of the lstari, Ihe elite order of Wizards -
Maiar in human form - sent by the Valar to aid the Free Peoples of 
Middle-earth in opposing Sauron and his minions. The Wizards are 
not permitted to use their true powers and are tied 10 their physical 
bodies. They appear as old men, and seem 10 age - though slowly. 
They can be injured or slain; slain of course being a relative term. A 

IINARYA 

Narya Sttms not to have Ihe same power as the other 
two, but this maybedue simply tothe fact that Gandalfis 
ever in motion, and the Red Ring is never tied to a specific 
place (After leaving Cirdan in the Orey Havens - which 
WQs considered a place of sanctuary). Either the powers of 
the Ring are capable of altering to the needs of the 
wielder, or perhaps Narya is not even designed 10 perform 
the same functions as Nenya and Vilya, for it is dear that 

each ring had powers differing - yet complimentary -

with the others., 
Narya is also(of course) the Ringof Fire, andassuch its 

association with fires and flame cannot be denied. The 
fire of Narya is the 'Secrel Fire', the Flame of Anor, by 
which all the !stari swore allegiance. II is the fire of Men's 

hearts, the flame of passion, which Narya kindles most. 
Narya's powers could nOI be bener suited to GandaJrs 
purpose, which is to inspire and rally the Free Peoples 
against the Dark Lord of Mordor. The Red Rinl's actual 

power ov� fire is a secondary abili! y . 
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Wizards' body can be killed, bUI his powerful Maiar spirit returns to 
the Undying lands. Saruman is an exception: in T.A. 3019 his soul 
dies with his body because he has been thoroughly corrupted and 
debased, thus sacrificing his spirit. 

Gandatrs Maia name is Olorin. The Elves call him Milhrandlr 

(5. "Grey Wanderer"); the Dwar\'es TharkUn. Gandalf is ac

counted by many (including Galadriel) wisesl of Ihe Five Istari, and 

perhaps the only one who does not fall from his purpose in one way 

or another. He tirelessly pursues his mission, despite the ridicule of 

his peers and mistrust of many whom he is !Tying \0 aid. In the end 
he outwits The Dark Lord Himself, and it is primarily due to Gan· 

dalrs machinations that Sauron is overthrown. As Aragorn, prince 

of the Rangers, points out in his Coronation speech: " ... and let 

Mithrandir set (the crownl upon my head, i f  he will; for he has been 
the mO\'er of all that has been accomplished, and this is his victory" 

(LotR Book VI, Chap S). 
While the Grey, Gandalfwears taltered, worn robes of indistinct 

color, a tall pointed hat with a wide brim, and a silYer scarf. Hecar

ries his staff with him everywhere, and at times appears to actually 
need it as a walking stick. As with all of the Wizards, he came to 
Middle-earth as an old man. They resemble each other, but can be 
easily told apart by their appearance alone. Mithrandir has long, 
strawlike grey hair and a similar beard and bushy eyebrows. His 

slate e)"es burn like fire when he is angry. He stands about 6'6" tall, 
though he of len walks wilh a SlOOp which conceals his height. 

After passing through the Fire in his battle with the 8alrog and 
returning as the White, Gandalf has changed, and as he said, he has 
become what Saruman should have been. Many of his !Tue Maia 
powers are returned to him, and he is given a freer hand 10 use them: 
the crisis has come and the Valar recognize that it is time for bold ac
tion. 

NARYA (S. �-Red") or Fire; ONE OF 
THE THREE ELVEN RINGS 

Of all the twenty Rings of power only the Three Elven Rings, 

forged by Celebrimbor alone, are unsullied by the evil hand of the 
Dark Lord. Like all true artifacts, Narya's power is a function of its 

wielder, and certainly it could hardly have found a more worthy 
master than Gandalf. The powers of the Fire Ring are difficult to 

ascribe \0 specific spells or even lists, but in general Narya - like 
the other two Elven Rings - aids in learning, healing and 
understanding, not only for Ihe wearer but those around him. II 
was given to Gandalf by Cirdan the Elven Shipwright upon the 
Wizard's arrival in Middle-earth around T.A. 1050. 

A more specific delineation of some of Narya's powers: 

Continuous Mystic Base Hldl_. Unpresence; 
Nondetect; Mentalist Inner Wall. Doubles RR level 

of wearer when resistinl the Dark Lord's detection 

powers. 

Continuous Firearmor 

Continuous Prayer(RR and maneuver bonus): + 30, 
all friends within a 30' radius 

Free Use of Closed Channeling Lore to SOt.h 

Free: Use of Base Mqician fire lAw to SOth 
+ 30 to Constitution Bonus 

Reacneration 3 hits/rnd 

Wearer cannot be stunned 

+ 30 to wearer's DB 

NOTE: SIrould SIlUroli hQ!It reeowrrd lhe Olle, NQryll Qnd QIf 
thill,s tOuched by it would hQW bHII re_Ied - Qlld thus 
VIII_bk /0 tile l)Qrk Lord's ulidolll,. Willi the des/�eliOll of 
lhe O� Rill,. QIf of Ille OIlier Rill,s losl lheir potWl'$, Mllill, 
b«n ulIO'IOidtlbiy fjllked lO il. 



With Narya's help, Gandalf heals King Theoden of Rohan, nOI 
only in body but in spirit. In the presence of the Red Ring people are 
often moved to acts of courage and selflessness Ihat they might not 
otherwise consider. But the Ring does not inspire empty bravery; 
the powers of resistance and agility which it conveys are quite real. 

Nenya and Vilya, the other two Elven rings, held by Galadriel 
and Elrond. respectively, also have the power to hold off the 
Shadow, and in fact keep at bay the decays of Time itself. Each ring 
is the center of an Elven haven where Time nows in strange ways. 
This is especially true in LoTien, where Galadriel holds sway. She is 
of the Noldor, and has lived in Aman (the Undying Lands). While 
she wields Nenya time passes very slowly in the Golden Wood, and 
the forest is shielded from the Eye of Sauron. While the Dark Lord 
lacks the One Ring, she has the power to hide her land from him. 

10.0 ADVENTURES IN 
ARTHEDAIN 

The five adventures that follow are set in four different time 
periods. Garners would be wise to peruse the appropriate sections 
of Politics and Power (Section 6), The North at Other Times (Sec
tion 8), and Prominent Personalities (Section 9) to prepare for their 
forays into the Northern Kingdom of the Dunedain. 

NOTE: Refer 10 Ihe Mosler £ncounler Chart, Sec. 12.4, for a ran

dom encounler wilh beings and/or beasts in Ihe region. 

10.1 TERROR AMONG THE TOMES: 
THE LIBRARY OF ANNUMINAS (TA 1409) 

Setting: The vast halls and chambers of the Royal Library 
of Annuminas during the Witchking's offensive 
against Arthedain. 

Requirements: A band of experienced fighters and magic users 
eager to battle, sneak by or deal with Malborn and 
the Witch-king's rampaging forces. 

Aids: Inside information and assistance from the trai· 
torous Seer, Malborn, would be most useful. 
Malborn knows the locations of valuable texts on 
magic and spells and commands seven personal 
guards who know of his treachery and profit by it. 

THE TALE 

A Master set of Spell-texts and Rune-books or 
150 gold pieces per volume, if the books are de
livered intact to the King at Fornos\. (Other less 
reputable buyers may pay even more.) 

In T.A. 1409, great hordes of Orcs from Angmar swept down 
from the Witch·king's realm to overrun Cardolan, toppling the 
Tower of Amon Sfil and threatening the survival of Arthedain. The 
Dunedain gathered at Annuminas were soon overwhelmed, and 
any hope of saving the records and documents residing in the old 
Royal Library at Annuminas was abandoned in the slaughter. 
(Other DUlledain forces stood together at Fornosl Erain, the 
capital, to make a successful last·ditch stand against the rampaging 
army from the East.) 

Surviving the onslaught of the Orcs is a Master Set of Spell.texts 
detailing and describing all known Essence, Channeling and Men· 
talism Spell lists in nine large (20 pounds each) volumes, perfect for 
students of magic. In addition, six bound books bearing actual 
runes have survived, for they are hidden and protected by a cover 
which dampens power emanations, thus avoiding "Detection" 
spells. All of the books are made of materials which are virtually im· 
possible to burn or destroy. For this reason and the fact that they 
weigh so much and do not appear to be magical, the Orcs have not 
disturbed the books. 
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The Tunc· bearing books, each of which weighs 10 pounds, con· 
tains runes that may be used only once a year. The books include 
runes for each of the spells on the following lists: 

For MERP: 

I. Open Essence fisls 

2. Mage Iisls 

3. Bard !ists 
4. Ranger lists 

5. Open Channeling lists 
6. Animist fisls 

For Rolemaster: 
I. Seer Base lists 

2. Animisl Base lisls 

J. Alchemist Base lisls 

4. Astrologer Base fisls 

5. Mystic Base fisls 

6. Sorcerer Base lisls 

An especially valuable find is a bound volume entitled "A Seer's 

Guide to Using the Stones". It contains twelve runes, one usable 
each month for a period of only seven hours, and allows someone 
with little or no formal training to use a Palantir. I fthe same person 
uses a different rune each month for a year, he or she will be able to 
use a Palantir with no further assistance. 

Additional hidden texts describe healing herb and poison lore 
and animal lore as practiced on Numenor and brought to Middle· 
earth by the Faithful. 

THE ENEMY 
Like the se1f·innated and grasping person he is, Malborn (who 

calls himself "Ar-Elon") the Seer is determined to get his hands on 
the Master Set of Spell-texts and the Rune·books hidden in the 
Library before they are lost to the pillaging invaders. He could then 
become, for a limited time - but for the Witch-king himself - the 
most powerful spellcaster of the North. 

Malborn plans to extend his fields of knowledge and power and 
to raise himself in the eyes of the Witch· king, his secret mentor and 
benefactor. Malborn knows of many of the traps set by the Arthe
dain to discourage the looting of the Library. Should he succeed in 
getting his hands on the books, the Seer would return with them to 
his residence 20 miles west of Fornos!. 

Orcs of the Umghdsh tribe led by Slmfug and evil Hillmen roam
ing the area in search of booty present additional problems to 
fortune·hunting adventurers. Those wandering 100 far may meet 
formidable foes in the Cave·trolls of the Sharkai band. 

THE TASK 
The choice facing the daring is dear: will they attempt 10 seize the 

fragmented records on their own, avoiding both Angmar's Orcs 
and Malborn's vigilant eye, or will they offer the Seer assistance, 
taking the chance that he might say "No thank you" and have them 
put to death? (The very bold might strike a deal with Malborn and 
doublecross him, neeing toward Fornos\ with the records. How
ever, they had best arrive first!) One complicating factor is that 
Malborn cannot be seen consorting with Arthedain's enemies. (Of 
course, he can explain to Arthedain's King and court that he and his 
men were risking their lives to rescue the valuable records left 
behind in the wake of the battle.) Adventurers had best have a glib 
tongue to explain what assistance they can offer Malborn, for he 
takes no unnecessary risks and would shed the blood of others with 
little compunction to protect his own precarious position. 

Should [he evil Seer succeed in returning to his residence. 
Malborn High, with the texts, audacious adventurers may attempt 
a raid or a burglary. The books could then be returned to the King 
for the stated reward. 

In any case, a visit 10 the Seer's home could prove useful, for on 
the second noor Malborn harbors jewels, magic weapons, gold 
pieces, and his own set of Spell texts and rune books. The vain 
Seer's wardrobe alone is worth 50 gold pieces. 

10.2 INTRIGUE I N  FORNOST (TA 1640) 
Mlling: The Arthedain Royal Court and the capital tity. 

Requirements: A small, wily group willing to risk their lives for 
gold and a King's good will. 



RrwMrd: 

THE TALt: 

Kno"ledge of Court gossip (purchased from 

underpaid Court servants) and a map of the city, 

obtained from Scribes at the Royal library of 
Fornost for fi\'e silver pieces. (Such maps are 

notoriously unrdiable,) 

1000 gold pieces for the party, if the mission 

succeeds and they survive to claim it. At the dis· 

cretion of the King, each loyal adventurer may 

also be given a silver Royal eket worth IOgp; such 

a Royal sword guarantees safe passage in all lands 

friendly to Ihe Arlhedain. 

Argeleb II, King of Arthedain for fifty years and hailed by most 
of his people as a "i51.' and fair ruler, is despised by some nobles, 

"ho find him " eak and unyielding. They remain particularly upset 

by his granting of the Shire to the feckless Hobbits in 1601,  for to 
them Hobbits arc lillie better than rodents with spee<:h and farming 

skills. (M"rcho and Blanco of the Fallohide tribe would forcefully 

disagrcc.) The rebel nobles also want to join their private armies 

wit h that of the Crown and strike at Angmar's border forces before 
the Witch-king again invades the North Kingdom. The Tarmas and 

the Eketlas ha\e no illusions about marching upon Angmar in full 

force: rather, they want to harass and confuse the Witch-king's 

troops, hoping 10 delay an invasion until Gondor can offer the 

North Kingdom substantial military assistance. 

THE ENEMY 
Two powerful noble families, the TOf//las and the Ekt'flos, arc 

scheming to dcpose Argeleb and to put forth one oflheir own, Marf 
Torma, as King. 

To complicate matters for the King, young Marl Tarma is a 

popular political figure who in his official capacities acts as both a 

Captain of Arthedain's Rangers and as a court advisor in matters of 

state. The hero of several border skirmishes, Tarma is counting on 

his OVerwhelming appeal to the military, the nobility and to the 

common folk of Fornost to calm their fears after the rightful King is 

forced to yield the Sceptre of Annuminas to him, the first time in 

Arlhedain's 800 year-old hislory that such an abdication will have 

occurred. Thc rcbcls plan to strike against Angmar within a year of 

Tarma's ascension to the throne, and with Gondor's assistance, to 

harass the Witch-king in the hope of discouraging another invasion 
from the East. Argeleb II,  on the other hand, is content to let Arthe

dain's border palrols maintain order: his is a defensive position. 

Tarma's faction also plans to assume control of the military and 

the governmelll during the annual mid·Summer celebration, the 
Erulu//afe. AI the royal festival, the King "ill be seized and "pcr· 

suaded" to give his blessing \0 the new reign. Tarma will be crowned 

immediately, in front of the cheering crowds. 

THt: TASK 
Hearing of the plot, Argeleb II has decided not \0 round upand 

try the conspirators in open court, for many of the Tarma and the 

Ekella family are popular and powerful figures in Arthedain. Also, 

all of the information the King's agents have gathered \0 date is 

hearsay: nOt one shred of damning physical evidence exists. Thus, 

the King has de<:ided to foHthe plOt as it hatches. To do so, he needs 

agentsofhiso"n, lesser known or unknown folk whocanremainin 

the shadows until it is time to strike, to infiltrate (or spy upon) the 

rebel ranks, Quickly gain their confidence, and at the last moment, 

to betray them. 

The King will provide \0 willing and loyal adventurers (who 

understand that they will be put \0 death if Ihey betray his con· 

fidence) maps and time schedules of the rebels' rendezvous points 

as they meet in the weeks before the £rufailate to plan their over

throw of the monarchy. (These valuable facls were obtained from 
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Jo.nog, the owner of the $e\'en Stars, "ho pretends \0 be a sup
porter of Tarma and his clan.) The secret meeting points include: 
The Seven Slars, a tavern in the heart ofthe city; Ihe Royal Armory 

within the walls of the King'seastk, where Marl Tarma himself will 
lead the discussion; and the Royal Dining Room within the King's 

chambers (where Argeleb will await and confront the trailors). 

Those accepting this dangerous task might employ tactics as dif

ferent as persuasion or I)OWer, but Ihey must not fail. And they 

IIlUSt swear themselves to silence unto the grave. 

10.3 A FRONTIER FIGHT: TO STRIKE 
A BLOW AGAINST ANGMAR (TA 1640) 

SettinK: Northeastern Arthedain bordering Angmar. 

Requirements: A medium to large party of fighters and rogues 

spoiling to foil the Witch-king at his own treach
erous game. 

Aids: 

Reward: 

THE TALE 

Knowledge of wood lore, tracking, and combat 

akin \0 that of the Rangers. 

100 gold pieces each plus the promise of future reo 

munerative service 10 the crown. 

The Royal Arthedain outPOSt nearest Angmar is often attacked 

and threatened by Orcs of the Urolh-burm tribe and other kna\es 
under the Witch-king's command, a bad situation the King's 

soldiers have learned \0 endure. But recently, supply wagons 

carrying arms and foodstuffs have been waylaid by bandits with 
alarming frcquency. The local Captain of Ihe Royal Arthedain 

Guard, Bondan, suspects thaI one of his own supply agentS, Fefdus, 
is spying for Angmar and supplying them with information about 
the movement of supplies and Iroops to and from the outpOSt, both 

to enrich himself and because he secretly despises the higher Men. 

Thus, Bondan wants to set a trap for Feldas. The state will pay "'1.'11 

to catch such an infamous betrayer. 

THt: t:1"UtY 

Both the traitor Feldas and his conspirator, the renegade Ranger 

DongorUlh, present severe difficulties to those who would foil their 

plans. Feldas is wily and refuses to be caught in any wrongdoing; 

thus he never actively participates in the raids. A superb archer and 

sword fighter, Dongorath leads the attacks. His small band of 

devoled cunhroats would follow him inlO the black heart of 

Mordor if he so commanded. 

TtIE TASK 
Bondan cannot afford to simply pack a supply wagon with his 

soldiers hiding inside, for such orders would reach the ears of 

Feldas hours after they were first spoken. What the Captain has 

decided to do is to hire a band of fighters to follow the supply 

wagons and \0 banle DOllgorath's raiders when they strike. This is 

no simple task, for Dongorath was trained as a Ranger and can 

smell trouble in the air. Captured agents from Angmar can be 

persuaded to tell whal they know, should Feldas himself deny 

everything, demanding proof of his culpability to cast off the 

shadow that has fallen across his once-good name. 

In an attempt to discourage further raids from the East, Bondan 

has offered - with King Argeleb's approval - IOO gold pieces as a 

reward for those bold enough to capture or eliminate Dongorath. 

Those looking to claim Ihe reward must furnish the captured raider 
- or a telling part of him - as proof of their mission. Bondan has 

obtained a rough sketch of Dongorath's hold bul cannot provide in
formation on its interior layout or how many men are there at any 

given lime, In addition, the Crown will pay onesilver piece for each 

bandit or Orc captured or killed. the claims checked by spe:l1s when 

evidence is lacking. 



10.4 DEFENDING THE FRONTIER (TA 3019) 
Selling: The eastern border of what was Arthedain during 

or soon after {he War of the Ring. 

Requirements: A band of adventurers with horses and weapons, 
eager to exercise both. 

Aids: Fighting experience and knowledge of the land 
and woodlore of the Northeastern frontier. (See 
THE TASK below to see how such knowledge is 
obtained.) 

Reward: Ten gold pieces plus one· half of all the loot and 
salvage taken in the area, and the promise of fu
ture service under the returning Aragorn. 

THE TALE 

In Aragorn's absence, scattered bands of Orcs and debased Men 
have resumed raiding and pillaging border settlements near the 
ruins of Fornos!. Those few Rangers remaining in the area are over
whelmed and have sent out a call for help. Other forces loyal to the 
Arthedain of old are similarly undermanned and in danger of 
falling to the bloody axe of the enemy while the last of the Dunedain 
fighters concentrates on the Great War. A reward often gold pieces 
is offered for service and should the Rangers succeed, those who 
have volunteered will find themselves much-appreciated by the 
returning Dunedain_ 

THE ENEMY 
The dissheveled but vicious remnants of the Uroth-burm Orc 

tribe and various bands of roving Hillmen looking for trouble 
represent the enemy in this risky adventure. Cave-trolls of the 
Sharkhai dan may well be encountered in the wilds also. 

THE TASK 
Adventurers are asked to serve a brief apprenticeship under a 

Ranger and then to patrol and protect a chunk of the highlands near 
Fornost. Bloody battles with the enemy are likely, and fighters are 
left to their own resources to survive and claim victory over the 
Witch-king's scattered forces. 

10.5 THE QUEST FOR THE LOST STONES 
(EARLY IN THE FOURTH AGE) 

Selling: The Bay of Forochel, near the village of Mulkan. 

Requirements: A small, experienced band able to survive in the 
frozen wastes of Forochel. Means of travel in the 
winter tundra or summer bog-lands, and weapons 
and strength enough to overpower the Lossoth 
and any others seeking the legendary Stones. 

Aids: 

Reward: 

THE TALE 

Knowledge of the Lossoth language and culture; 
contact with the friendly frontiersman Larlh 
Dubad to serve as a guide. 

Possession of the two legendary Seeing-Stones of 
the Northern DUnedain. 

More than a thousand years ago, in T.A. 1914, Arvedui, the last 
King of Arthedain, fled his homeland to escape capture and death 
at the hands of the Witch-king's minions. Arvedui journeyed to the 
land of the Lossoth carrying two great treasures: the Palantiri of 
Amon Sfil and Annuminas. Arvedui and his men set sail for the 
West, but a great storm arose and sent them crashing into walls of 
ice. Both stones were lost; Arvedui and his men perished. 

Word has reached northern senlements that the Lossoth have 
miraculously recovered the stones and have erected a monument to 
hold them. Yet they have no understanding of the power or the 
worth of the stones; to the Snow-men, they are simply mysterious 

and precious objects and utterly useless. A fragment from the jour
nal of Thelas Bro, a wandering trader, trapper and failed historian 
related by marriage to a Northern Ranger, describes his discovery 
of the stones in a Lossmh village on the icy shore of The Bay of 
Forochel: 

I have seen wifh my own eyes the terror inspired by the 
greal demons of Ihe NOr/h, the Ice-drake, whose brealh 
freezes one to Ihe spot where he stands, and the Demon
whale, jrom whom no fishing boots escape once he has 
sighled them, and nightmares haunt me yet. Near lhe 
village that took me in as one of lheir own, I with my own 
eyes saw two grand and unusual SlOnes, one huge and one 
qui/e manageably small, bOlh clouded and resting inside a 
crude rocky mound on a narrow strip oj land at lhe 

water's edge. Two men alone could nOI budge the larger oj 
the Stones, which could nOf bul be Ihe greal Palantirlost 
in another Age by Ihe highesf of Men. r long to return with 
a parlY and sieze the glorious andfabfed objects, but I am 
old now, and lhe Snow-men, who saved my life, deser"lle 
better than deceit and sorrow. There is reason to believe 
fhat should Men come to take the Stones, the Lossoth 
may well dump them infO Ihe Boy again and return them 
10 Ihe icy mother who once yielded them so surprisingly. 

THE ENEMY 
The natural elements, fearsome beasts of the Bay of Forochel, 

pugnacious remnants of the Dark Lord's forces, other greedy for
tune hunters and the suspicious and dogged Lossoth themselves all 
present formidable obstacles to those who would journey here to 
make a fortune. 

THE TASK 
PC's must try to find and either barter for the Stones or grab 

them. The Lossoth are many but peaceable and little-skilled in com
bat; however, the Stones are theirs and they will fight 10 keep them. 
Led by the bold bear-hunters Gromk and his son Grimk, the 
Lossoth, who have grown to value the Stones and to seek their 
blessing before a hunt, will track and confront those allempting 10 
nee with the Palantiri. Forochel is the home of the Snow-people, 
and no one else can travel as fast and as silently as they. 

And other darker forces also seek the lost Palantiri of the North, 
so adventurers must be careful whom they trust. Also, they must be 
prepared to carry away the heavy Stone (of Amon SUI) and the 
smaller one (the Stone of Annuminas), and 10 use them or to deal 
them off for a fortune. Remember too that the surviving Rangers of 
the North view the Stones as theirs, and are unlikely to sanction 
payment for their return. Indeed, they may snatch the Stones from 
under a careless fortune-seeker's nose and leave a lump on his head 
10 remember them by. 

For all their mystery and power, the Palantiri have brought little 
good fortune to those who have held them. May you fare bener, 
bold ones! 

10.6 A ROOD ADVENTURE 
(EARLY IN THE FOURTH AGE) 

Setting: The riverside village of Rood, located halfway be
tween Fornost and the ruins of Anmiminas. 

Requiremenls: A band of adventurers who relish risk, solving 
mysteries, and a good fight. 

Aids: Weapons, stealth and the help of Lencasee the 
Healer. 

Reward: Ten gold pieces and the opportunity to grab much 
more. 



THE TALE 
After the War of the Ring, pwple slow!y began to resettle the 

frontiers of the reunited North Kingdom. Unfortunately, some of 
these folk were no more honest and kind than their ancestors, who 
included thieves, highwaymen and other greedy scoundrels. In 
Rood, never a genteel community, leading a quiet, normal life 
remains a chancy proposition, especially if you have money. 

Over warm ale at The Midge and Maggol, several drunken neer
do-wells discuss in voices much too loud to be ignored the wealth 
and vulnerability of the aged and withered widow of the once great 
Eketta family, Lel/u EkeI/o. Rumored to be mad, the widow lives a 
reclusive life in her decaying mansion overlooking the main road. 
Somewhere hidden in the house is a chest of jewels and other trea· 

sures rumored to be worth thousands of gold pieces. 
But Linkan, a pig farmer living on a ramshackle farm just behind 

the widow Ekena, boldly stands and speaks his mind. He defends 

the old woman's sanity and says that her life has been threatened. 
Livestock have been poisoned, including his favorite sow, Shelley, 
and the widow's prize lamb, Baaaabs. Linkan adds that the Lady 
Eketta is offering a reward often gold pieces to anyone who catches 

the killers and brings them to justice. 
Adventurers who listen to Linkan and decide to help the widow 

will be taken to the Eketta house. There, lena will show them the 
crude note she received the morning after her lamb was poisoned: 

last night lO'e kill your elO't'. 

lomorrow we might poison you! 

lea VI' your house and all its gold 

or you will lay forever cold. 

Linkan, who sincerely cares about the widow and has served her 
faithfully for decades, will then tell those pledging to help two 
interesting but little-known facts. First, working in secret (by 
candlelight) out of the ruins adjacent to the widow's property is an 
evil apothecary, Zellcoe, a master of poisons and potions. Oinkan 
observed Zevcoe consulting with a known thief and thug, 
Bomaynee, the night before the poisoning of the ewe. Since 

Linkan's outspoken protests and pleas for assistance, he has been 
threatened and beaten. 

The only resident of Rood promising assistance is the crazed 
healer Lencosee, once a friend of the Rangers and an associate of 
Aragorn's. After a knock on the head and one too many cups of the 
herb Merrig, Lencasee is but a shadow of his former self. Only 
Linkan can make sense of the healer's babbling, but Lencasee's 
knowledge of poisons and antidotes remains encyclopedic. 

THE ENEMY 
Bomaynee leads a small band of cutthroats, mostly soured and 

evil Rivermen, who prowl the roads and countryside around Rood 
in search of booty. Bomaynee himself is an experienced fighter of 
mixed Dunnish blood who has all but claimed Rood as his own 
personal fief. No decent pwple will move to Rood until Bomaynee 

and his men are captured or killed. 

THE TASK 
Adventurers might lay a trap for Bomaynee, pretending to have 

taken over the widow's house. They could make a show of tearing 
the place up, and lencasee could announce at The Midge and Mag
got that they had located the room in which the chest lies but hadn't 
dug it up yet. Then comes the tough part: bauling Bomaynee and 

his men. 
Alternately, lencasee might cook up a potion to put the thugs to 

sleep, if someone is bold enough to administer it. 

10.7 OTHER ADVENTURE SCENARIOS 
- It is just after T.A. 1050, and you and your band have heard 
stories ofa Wizard (Gandalf) walking the land in disguise. You wish 
to meet him and learn what he can be persuaded to tell. 
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- In TA 1601, you hear of King Argeleb's granting of the Shire to 
the Hobbits and wish to cash in. You approach the Fallohide 
brothers, Marcho and Blanco, and offer them your services, but 
they decline to hire you. Angry. you decide to foil the Hobbits' 

plans by stirring up trouble around the Great East Road, which cuts 
through the newly-formed Shire. 

- In TA 3019, you hear of an evil Spellcaster in the Shire, one 
Sharkey. You are contacted by the Heathenocs, a well-to-do Hob
bit family of Bree, who ask for your assistance in ridding them of 
Sharkey and his bullies. The Heathertoes offer a substantial reward 
for your help. 

- Early in the Fourth Age, Orcs ofthe once-mighty Urughhh tribe 
have kidnapped Peppa, a cousin of Pippin, a hero ofthe War of the 
Ring, and are holding her for ransom. Presumably they have taken 
the unlucky Hobbit into the foothills northeast of Fornost and may 
be holding her in a cave there. A reward is offered; the chase is onl 

1 1 .0 LAYOUTS AND FLOOR 
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1 1 .1 THE SEER'S OBSERVATORY: 
MALBORN HIGH 

Visible from the town of Fornost, yet some distance beyond, the 
observatOry stands atop a hill to snare the least distorted view 
possible of the stars. A slender tower of translucent, white stone 
capped with a sectioned dome of steel, its beauty blinds under the 
hard brilliance of sunlight, but comes gently alive to bewitch and 
captivate under the softer rays of stars and moon. An unfinished 

dirt path travels through the herbs, mosses, and grass carpeting the 

hills to connect the tOwer with the town. 



The interior of the lOwer is lit by numerous oil lamps, elegant 
vessels of richly wrought metals resting on side tables or bracketed 
10 the walls. Small perfumed braziers bring warmth to the rooms. 
Ornately worked steel strengthens the locks of the polished oak 
doors (all interior doors are secured by very hurd, -20, locks unless 
otherwise stated). Steel shu\lers, recessed into the stone walls above 

the windows, roll down to protect the fragile glass in the event of 
attack. 

First Floor 
I. Main �nll'}'. Two broad, .ton� Mep, I�ad up to doubl�. ironbound door,. An 

eXIrt'mely hard (-lO) lock s«uros them again't Intruders by e,>;lending the sted 
rod, ,h.athed "'it hin each door into matching sockets in t h� threshold and linlel. 
Should th. lock b(: unsuccessfully picked. an �Xlrem�ly hard (·)0) ,pike trap 
,ke"ers anyone 'tanding (or kneeling, siuing. etc.) on Ih. SlepS. Hundreds of 

,liicnO·lhin. very sharp 6" spikes sprins from the ,tone conc�aling Ih.m to pier", 
Ihe feel, knees. or Olh�r available anatomy of th�ir victim ('1·1'1 strikes On the 
dagger IQbl� at + 2'1). libe.,ally dispensing Ih. poison (yregemor) with whiCh 

th.y are coated. 

2. Subsidia., .ntry. Les, g�nerou, st�p' l.ad up toa 'ingJ�, ironbound door locked 
and Irapped lik� Ihe main entry. 

•• 

,. 

Enlry hall. A semicircular spac •. el.gantl}' tiled in ,late with rich. bright 
tapemie, hung from the'tonewall,. Aspiral 'tair, panial1yenciosed. leads uptO 
th.library. An arched door" ay. oppo,ite. gi,·., acce" 10 th. chambe.rsal ground 
icvel. 
Cnlral hall. A ,impl., circular chambe.r topped by a shallow dom •. Mosaic, 
covoring th. floor depict intrkate arrangmentS of local flora. Mosaics adorning 
the dome portray Ihe stars shining through the pa,tels of dawn or dusk. By 

applying pressure to a specific sequence (absurd. · 70. to deduce/of floor tiles in 
the adjoining hall. a ,pell trap is disarmed or armed. Whcn armed, any person 
entering Ihe chambe.r will be. subjCl:led to J.lOshockboll$d�livered by Ihe mosaic 

>lars. 
Dining hall. A thick carpet hides most of the elaborate parQuct of the floor. 
Ornate furniture "tighs upon both to provide a luxurious atmosph.re for 
dining. !-Ita,y drapes cover Ihe paneled walls during the day and ,hi�ld the 
",,,,do,,, al nighl. Thi. ,,·all of glas< is composed of lall. thin panes (each a 
sandwich of t,,·o layers of glass separated by air). wrapped by a steel frame 
Hinges and loch bring the outdoors in or s«ur. the inlerior against il 

. �  
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Sittin� room. A scallering of ar�a rugs reveals more of 1 he gleaming "ODd floor . 
Comfortable furnishing' encourage .. laxation and .njo),ment. Windows similar 

to those in the dining hall. a f.at ur. found throughout th� .ntire to" ... prm'id� a 
"iew 10 the outside. 

Kileh.n. LIght. air),. and conduci'·e to producing magnificent, la"ish f.am . •  

SO ... _nls· Quar' .... , Comfonable. attraclive (ivinll 'pa", for Ih. coupl. who 
prO"lde the amelllti�, of housekeeping and cooking for the Secr. The discerning 

might nOle that the garb ""om b) ther.c servants. loose trousers and a short 
kimono. i. som."hat ullu,ual for their Slat ion. In fact. both are trained. level 6 
warrior nlOnks. possessing considerable personal loyalty to ,\!alborn. 
Spiral " air. Slab, of marble cantil .. ·.r.d out from the "'all comprise the tread. of 
the sta;,. Polished Sled banni'lers pro,·,de handhold •. A large sphere of crystal 
punctuates (he be.g,nn,ng and end of each bannlSl.r. The.IC spher., are keyed to 
the identities of Ih. Sttr and hi. two se"'ants. arming an eXlremely hurd (·30) 
spike trap wh�n an)'one .Jse (unaccompanied b}' Ihese person,) p",se, be.t"'rttn 
th. ,pheres to a�nd Or descend Ihe'lairs. When the trap i, armed. a horizontal 
spike springs oU! from the wall heart height abo"e each step a, ",.ight i, placed 
upon it. delivering a 'C. puntture critical to any on. In ils path. Whon "eight is 
removed from th. step. lhe spike rCtraCts. ready to strike agam. 

Second I-'Ioor 

10. l.ibllll'}·. The aforemen(ionedspiral ,tairend, in thc lush carpeting of the library. 
Clust.rs of book<h�he'. w�ighled "'ith valued books from Numenor and 

Eriador. occupy th� many windo",ed room. R�ading chairs "'th additional oil 
lamps fill in r�maini"i spac�,. Along the inner ""all a narrow ,laif(onnCl:ts th� se
cond noorto thethirdand topmost floor. Ikyond the stair. doubl�doo"l.ad in
to the s'cr', pri"ate chamb(:rs. 

II. Ikdruom, A well appointed room with glass doors opening OntO t he outdoor ter
rae •. A maSM .. canopied b«I dominates much of the space. At its foot. a 
generously caned wooden chest holds valuables (lock. shffr jolly. ·SO): 

125 gold piCl:es 
+ 15 dagger. all werJpons carried by "ielde' are r.ndered m"isible xl/day 
( +  2() first slrike) 

+ 10 dagger. confers iIIusionsighl upon wielder xl/day 
-+ 2() dagger. + (0 to wielder's ambush 5kill lel¥I 
-+ 5 dagger. allo""s wielder to rt'1¥f$t' spells x51day 

'I matched rubies. '10 ilP cach 
n. 8athroom. Black marbk fixtures. Sophisticated facilities. 

13. Stud). A secrct door (,wy hurd. ·20. to find) pro>'ide, acce" to the rOOm. Lock
ed cabinel' wnh gla"-' doo" and a huge des. occupy this hidden mncr sanclum. 
Stored in the desk i, some personal correspondence as w.1I as incomplete 
floorplan, oflh� Royal Librar}' at Anmiminas. Each draw.r is secured by a I¥ry 

hard (-20) lock and an extremely hard (-]0) poison needle trap. The ulfortunate 
who ",tS off th. trap fe,:,,"e, a hea,,}' dose of Ancalthur. One of th. cabinet' 
(double tocked. bolh fXlrtm�ly hord. ·30) holds four broodswords: 

". 
". 

-+ 2'1, of ,harpne .. 
-+ 1'1, deltCI delecllofU continually 

+ 1'1, chill mtlul xS/day 
-+ 20. gives wield., fir>! ,trike in melee. 

Asecond cabinet hold, rar�. but non.magical boox. (.l.C\:ured byoneexlremely 

hard. -30, lock). Within th� last cabinet. locked and trapped (both sheer/oily, 

-50) are,ix ,pcll te�tsand stX runo books. The trap isa spell lrap affCl:tingall pre
sent in the room if an attempt to pick the cabinet lock is unsuccessful, All failing 
to save suffer a MIND BLANK: mmd blank lasting 5 hours. The spell text, 
wil hin describe. in detail the bo.w 1<Sls fo' Seers, The rune books conlain runes for 

each of the spells on these IISIS. Each run. may be. used only once. 
Cto",t . • \Ialborn's extensiv. and �xpen'i'" wardro� is sto .. d in this room. 

Stair 10 thin! noor. An arrang.ment 'imilar to that d..-ribe<l for the spiral 'tair 
(19) arm, the trap guarding this stalfway. When triggered. the individual. 
reachmg Ih. middieofthe,tair n,u,1 sa"e vs. a CONFUSING WA YS: .• pm 'pell 
while. ,imultanwusly, the tread, reiraci into the".11. Theunfortunates fall onto 
a b«I of spike, ,p,inglng from the noor to deli"cr S·IO 'C' punl'lure I'rificuiJ. The 
,pikes ret tact and the Iread. re·appear. re·armlllg the trap to ;nconv.ni�nc. th� 
nexl intruMr. 

Third Floor 

16. Ob"' ... ·aIOf}. Thisehambe.r occupiestheentirethird floor. Around itspe,imeter. 

a '1,",,\ track guides the tel..-ope (wilh liS ad)ustablechair)employed by th� Seer 
tllgaze at the ,tars, Topping the low peripheral wall. se"eral It,""ltradseonla

i
n 

the fou, ...:tio", of the great domed roof. Each section may be. rotated untiltho 
proper portion of th. night ,ky is ""caled for 'tudy. The dome rna}' be r.caicd 

compl�t�ly dunng incl�m.nt .. ·.ather Or attack. At Ih. center of Ihe room, 
.mbedd.d in a marble dais ",ing l' from the marble noo •• gl�am. th� mithril 
cradle for the p.;Ilantir of Annumina>. A fan·shaped mesh of suPerb craft,man
ship. it is wonh\' ofallemion and admiration b)' itself. "'hieh i, fortunate since it 

remain,empty, 
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11.2 THE ROYAL LIBRARY AT ANNUMINAS 
A vast pile of carved marbles, quarried stone, and ..... orked 

metals, the physical structure of the Royal Library once rivaled the 
\alue of the kno",ledge stored within. In the days since the capital 
was moved to Fornost Erain and Annuminas abandoned, its 
crumbling walls and fallen pillars evoke linle save memory and 
grief. The grandeur of the towers, the buttresses,and the extensive 
halls has fallen into ruins overgrown by brambles, mosses, and 
grass. One precious noor beneath the earth has survived the pillage 
of Orcs, outla .... ry. and time. A small fraction of the original 
collection of tomes. scrolls, and artifacts remains intact within the 
fastness of this concealed stronghold. 

The trampling of Cardolan and the fall of the Tower of Amon 

SU) provided an insufficient, yet crucial warning to the forces in 
Annuminas of the carnage to come. The city would fall. yet time 
remained to salvage a few treasures from the wreck. The mOst 
valued records and documents were removed from their ordered 
resting places to occupy the largely vacant shelves of the buried 
lowest noor of the library. Hasty but deadly traps were contrived 
and armed \0 protect the wealth so carelessly assembled. Theil these 
last, brave, hopeless men turned to fight and fall to the hordes of 
the Witch·ldng, 

Thl' Huril'd lo"'r�t "'Ioor 
I. �:ftl,., ,I.i" A maM"'C sl.irCl§c of "h"c marble ,,',nds down into a sun�cn 

t"tuIJ' thambel ronmuc'� from the !;lImc malcrial. 1'010 roof shellc', 'he !,one, 

and ,.ngk<! 'Inn 8'0" from belw�n c�k� �'·'n,. The founda1lon of lhe 
(,II" hl$ �n dellbera,ely "uke....ct, and 'he enme slruc,ure ,,',II rollJI'§C 'f 

more than ,he "'e" hl of 'h'� ..... n is ptacnl upon n. Any fallinl "nh 'he tlair art 

.ubJc.:1 ro 3-6 'D't'rUJil rmK'tlJs. Thi. trap ..• "ry II,m/(·20) ,0 delC'C'l and .J/tNr 

lolly I-50) 10 d,sarm. Any mnuder'S reach"" lhe noor are ,mmed,altl)' 
,rw;'neral� by the HHl:: LA 11'; firt/1Qll !;('r off by rhelr presence in 'he room 

Doubk door� On 'he "'� walt llotk: �ltNr lolly, -SO) Ir.od ,mo 'M Wh'te Room 
1, t:al<} �'.ir, tdfmocal lo the chamber d"""ribcd alKne, nCq>l lhal lhe .11" is nO 

Ion,C! ,mact. Thf "." hlofmore lhan Ihrecmen On 1M noor,,·,llcau§clhe .. ,all$ 
10Cll,'f m, bury",. I hose present m Ihe room " hole deli'·fnn, 3·7 'D' cTWhrmrah 
10 rach, (tltlrtmtly ll",d, .3O. !O delC'C'l and sllrrr lolly. ·50. !O d.loarrn.' Doublc 

doors on ,h( SOUlh ",all (lo.:k: "bsurd • •  70) optn InIO rh( Chamber of V(,ls. 

3. CUl .. 1 dOffi(. Archway. from both enlry slIir chambers providc accns 10 thIS 

m3,,,,rlC(nt 'Iull. J'IIodoors impcdt pUs.a&( in,o it, bill portculli (we" h,n1or' 
a IOn) art poi§Cd 10 crash do"n .hollid all)'one paM under 'he a",h�, d.h.'enn, 

2·S 'C' punrru" rrirK'll1s ,0 tho§c p",,..,d benea,h. (Mt>drum, ..o, 10 d�Ic.:1 and 

(xtrtmtly IIord. ·30, '0 dIsarm.) Black marbl. clo,h� ,h. column" wall., and 

dome of lhl> under,rollod space. I\.",hrilgilds Ihe wrnicn and lhe capl'als oflhe 

colu",n) �nd lrac($ lh( outl,nt of fantastic beaslS on 'he shado ... of,h� dome, A 
pool, once a fOllntain. d,splay. a naked youth frozen in the triumph of an al hlel ic 

.... ory. AI h,s m"blt f«I, lhe .1,lIed walcrs remain S1.anRely dear. (RQlhm 

renci(fI lhe h(ju,d �r)'.'.lhn( and poiSQnollS '0 il� 'mbiber.) All of ,h,s wealth 
rema"'i un.\<'Cn �inc. lhe "",,� "rad ... ,,·rought for j�w�l� lanterns ar� 

empty. 

4, II.II .. ·.,'!, four ".al hall. of .. I.'er·.'elll� "hi,. marb). flo ... ' from tho �ntr.1 

dome. Ornate p,last ..... dabofll( PO"'I� archeo. and ll1accful "aluary adorn 

Ihe .. c.:hollli lenllh., roml� .'aull., reol ur� b)' marble �ines, ,�il' ,he mass of 

� .. th .I«j)ln, abo,e, Ye1 1hedlf�n(SS of,lla, s.l«pdulls rhe IU" Cf of Ihe pollsh� 
IIOrw;, The h",l, 10 "hoch the � �nd Wnt aardens surrender. hu no foo'hold 

e'§C"h ... � 

5. 

C.I "HI lilli, four statun, d,smbul� III the: mchn of ,he hall. appear 10 toe 
<mn ... bed III full plale armour. Each �a"on a gtu's""o<d, They are acruaU)' 
&Olcm� "ho ",II anao;k �ny ORC enlerin, 11K halt, �,",ml only ... hen 

d�fO)·�. 

Cbl t:.sl IIIH. Tile enllfe area follo"·,n. Ihe lhr« d"""endm, �tePJ 'i m!o;nbed 

"'lIh 'IUM aH«lin,only Iho§c ... ho Imend '0 damage or >leal po"ionsoflhe 

Iib'Jry. Ind"Hluabm ,his ,a'ago<y mu�' ""'e >'S. a MIND CONTROL:ltDr 

spdt or 10 runn,n, b-.:k ,he ... 'a) they came. 
lei (\urlh II_II. All ond",duais (nt("n8 Ihis hall must !;lI'e " •. a CONFUSING 

14' A rs; hul/U(InUIIQn �pdl. Those ... ·ho fa;I,o saH mu�, vanqu;,h ,h�;r 'mq· 

in .. ) foe befor. P,ocrnllnl funh .. . 
Cd) S<>ulh It III, Each IIld"'idual emcrm" ht hall §clOoffa WIND LA 14'; ,,·h,,/· 

.. 'I�dlhal laSlJ for to rounds, mjuring any hnger;n, in Or �sin, Ihrou,h il$ 

�rr� of crrrxl, 

",tsl (:Irdrn. Illue ma.ble p,lasters .lrelCh up 10 supporl a ><.:uI'pIUr«! [ricl.e of 

lhe �am� matcrial. Springing from ,h� uprai§C<l arm$ of lh� dance," POrlray�, 

an DfChing Sk)'liahl of brok.n gla" allo"', the filler...! rays of Sun Or moon 10 il· 

luminalC lhe alabaslt. wall., Ra",waler. caplur� by a di><.:olored marble bum. 

iJlds Ihe Slone hmbs ofl ... ·o n)'mphs ca.on,ng m lhe m(mo.y of founlain �pray. 
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Prolific greenery has overflowed iu OIon. urns to flood the courtyard. Anyone 

moving acro:>! the area is subject 10 6-12 attacks on Ih. ,rapple loble by Ihi. 

hostile foliage. Prolonged occupation of Ihe area invites funher atlacks. 

The 8luc Vaull. Three massi". stone doors ,uard the way into thi, chamber. 

Carved in bas ,elier upon them is a map of Numenor. Th. middle and the riaht 

doors have fallen from their hinge,. irreparably skewing Ih. map, and im

movably blocking the way. The lert door still functions. but ;s l<xked (eXI'f'mely 

itard . . )(1) and trapped (sit"' jolly, -30). Seuina offllle (rap rcquirn all wilhin 

Ihe adjactm lIarden (osav. vs. PHYSICAL EROSJON:/il? IItrwS. Behind the 

door. liesachiseled vaui( of blue porphyry. Receffiing moldings. carved inlo th. 

walls. ornament and ,{Iuctu/tlh. space. Small reading rooms. furnished com· 

for1abl� wilh �xp"nsive tabl�. and chairs (Ihe lamps ar� missin&), Op"n off of the 

norlhand south .... alls. Originally. thousandsoflomes rtsided in thisvaull. Time 

has luched mosl of th�m from their haven. �et a fraction .emain 10 safely galha 

dusl. Pressed betwe.:n covers of ivory. kat her, o. jade, Ihe gil ded p�es recount 

the lore of Numenor, its geography. its peoples. th.ir customs and hi.lory. 

Easl Glrden. Jade pillars climb jade .... alls to Ihrust allhe sky, visible through the 

broken panes of the skylighl. A r<:/lt<:ling pool. filled with rainwater and lilies. 

skelchily mirrors the g.ccn splendor ourrounding it. Pale rerns, contained .... ithin 

their jade urns . •  mil noxious fumes. All enteri'4lthe gard.n muSI save "S. poison 

or succomb to slumber, lasting 6-12 hours. 

TH Row VIUIt. ThIee h.a,·y stone doors also guard Ih. Ihreshold of Ihi, 

chamber. A ca ..... ed jungle of foliage adorns Iheir .urfaces. They are not trapped. 

bUI Ih. correct Kquence of inanimale leaves and petals must be id.ntir>ed and 

louched to unlock Ihem (absurd. ·100). Within. pak wine porphyry fountain, 

from Ih. polished floor in pilast.rs and bultf= to tinl Ihe hijh. cOIbelled 

arches of Ihe c.iling. H.rblme. delailing Ihecultivation. harvest. and medkina' 

use of Ihese magical plants, rep<ISCS within the tomes housed in this vault and th 

adjacent reading room,. 

Till' 0.1< Libn,,". A pair of chamMrs paneled entirely in oak. Each is secured 

by coffered oak doors. doubk:locked (vrry Irard. ·20) against invad.rs. 

(a) The books in Ihi. rOOm explore the evolutionary d.velopmenl of Ihe Masts 

and monsters of Middl.,urLh, Their various physical and magical 

characterislics and abilities ar. also .nlarged upon. 

(bl The ttological and .nvironmenlal .. pe<:ts of animal life are ITeated in Ih. 

l.xlS of this room. 

10. The 0.-.1 Room. Doubl. oak doors (lock: shnr joll), • .  �) sparkle .... ith sapphires 

inset to form a rune. MIND VISIONS,' inner though.s, Those faili'4llo save, 

upon l.arning Iheir comrades true int.nlions, may w.1I faJl to quarreling if self· 

interest isthe primarymO!ivator. Within th�room, palecreamstone undulatesin 

frozen .... a.es around Ihe .... alls and skims the cu ..... ed ceiling, The lor. of Secrs 

d ..... lls in the books here: hi.tories of famous people . .... ho inv.nted or .xlended 

Ih� 'p"lI li'ts; delailed instructions conccrnin8 .pe<.:ifk 'p"lls; and a rune book. 

conlaining runes for each sp"11 found on the b;u(: Secr hsts. Opposil. Ihedouble 

oak doors .tands another sel (lock: absurd • •  70) providin!! entry 10 Ihe Gall.ry of 

Mirrors. 
II. Til. Glftn Room. Emeralds trace a rune in the douhle doo .. (lock: ext.-emel), 

hard. ·30). requirin8 vic ...... s to save vs. CHANNELS: blinding. Smooth walls. 

inlerrupted by niches and dad in grccn porphyry, give Ih. room it' name, The 

book. conlain Animist lore. including a rune book with runes for each spell on 

Ihe bas.c: Animist lists. Locked doors (ab.urd, ·70) on Ihe west wall open on Ih. 

Indigo Dom •. 
11. Th. IndilO Dom •. A cryslalline dome. dccp blue in tint, rests upon .... ork.d 

mithril walls. Astrologer lore fills the books. indudi'41 aset of A.slrologerrunes. 

The north.rn doors ale faced in mithril. and locked (absurd . . 70). 

13. CII.mbe. of Mystery. An ameth�tine rune. CONFUSING WA YS; fumble, 

adorn. the doors onto th� Nonh Hall. They are also locked (shttr jolly • .  �). 
Purple stone inlaid with white "'ood ornaments all surfaces. Its boohconlain Ih. 

lore. ,pells, and rune. of My.tics. 

14. The Galk:r), of Mirrors. T .... o runes ornament Ihese black. iron doors: FLESH 

DESTRUCTION: limb pajn and break limb. An absurd (·70) lock funher 

securesthem. Insid •• every surface of the rOOm i,covered .... ith mirrors. Even Ih. 

books are bound "'ilh mirrored covas. making id.ntificalion of ,ubjttl material 

difficult . Ov.r half display a rune from Ih. MIND DESTRUCT/ONor FLESH 

DESTRUCTION lists on the litle page. 10 di.tress incautious readers_ Among 

thesei.a book of runes. indudingalloflhespells from theb;u(:Sorce ••• lisli. for 

use against the enemie. of its finder, 

15. The Gny Room. Thedoors ar. secured by an UNBARRING WA YS: lrurlock. 

Inside, slate floors and granite wall. are softened by gray vel"et hangin". 

Lealhnbound books preserve obscur. and unique fa,.1S of Alchemist lore. 
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16. Tilt Red Hoom. T .... o .word, are carved in thelinlel O.er the ston. door, (lock: 

eXlremelyhord, ·20). Tapestries portra)1ng shccts of flam. hang from Ihe walls. 

The booh, bound in gold·plated iron. preserve ..... apon lor. on Ih.ir brilliantly 

illuminated page,. 

17. Cb�mlltr uf Srrpcllb. Larg. stone snakes cird. Ihe pillau on each side of the 

doors. The� come 10 life and aLlack anyone attempllng 10 pICk the locks ( .. ry 

hard • .  20) or to fOTl:e Ihe doors op"n. Bookshelves. set into the .... alls, hold lom.s 

conlainin!! m«Iicinal lore; remedies and P'ocedure, for disease. injury. poison· 

ing. and innum.rabl. other difficult ie, are d.lailed thtr.in. The carv.d stone 

ceiling appea .. toseelhe wilh a mrusof.nlanglcd serp""ts_ Mosaic, on Ihe floor 

mirror th.m, adding .010' 10 the undulation,. 
18. Chamber of Oanu ... Mosaics inlaid on the ceiling portray Nllmenoreans sway· 

ing in a cird. dance. Shel"e. hold booh documcming Ih. CUMom,. danc.s. and 

rilual. pr...,rved in the fOlklore of Eriador. The double oak doors onlO the Norlh 

Hall have been forced open. and many book, have been stolen or d.stroyed. 

19. Th. Whil. Hoom. White marble staluary occupies Ihe 'hallo .... ni,hes placed 

around Ihe ivory chamM,. Porcelain bookshel"es hold tomes of ,tone lor •. 

Many types of stone are li,led and Ihe mel hod. employed 10 "'or� il are ex· 

haust,"dydescri�, Th.doubledoorsonto the West Hall arc carved ofmarble, 

po.lraying a pro«ssion in bas r.li.f on their surfaces (lock: shnr jolly . • �). 
20. Tilt Cr),Slal Chambe •. White marbl� veined by Iraceries of gemslones lines the 

"'t.rior of Ihe room. Book>. bound in pear].sludded co,'eT!. r..:ord Ih. in· 

tricacies of gem lore. Marble doors prot":l Ih. chamM' (lock: eXlrrmeiy hard. 

·30). 

21. Chamlll'rofllll' Sun. A crystal globe. golden and scintillating. set into Iheceiling 

.... ilh topaz ray' reaching for Ihe comers gIves tile room its nam •. IIluslrated 

book, e�plaln the nalure of eanh lore. d",.lIing e\pe<:ially on the mm'emenl of 

cominental masses and Iheir possible locations far in Ihe fUlure. Oa� doors 

secure the chamM' (lock: .. ry hard. ·20). 

ll. The lefCh.mbe •. H ..... n ofblui,h.",hne Iran.lucent 'lone, Ihedocuments.tored 

h.r. arc bound within th� same sub'tance. C�talogued on Ihese unadorned pag.s 

are Ihe locations and characleri'lies of e"ny slar observed during the past 

millenium. The double doors on the south wall lead into th. Galleries of Ih. Wesl 

and those on the cast ... all l.ad inlo Ihe Slar Dom._ Both are locked (sheer jolly. 

.�) and .ubjecl Ihose .... ho mwdle unsuccessfully wnh Ihe lock to a LIGHT 

LA W; s;,ock bolt. 

23. Th�St .. Dome. Allsurfaces are faced in blue·black Ilon., Thedom. is.ncrusted 

with thousands of large. dear gems. A fraClion. "'hose identity vatiesover lime. 

glo .... to r.present Ihe,tarconfiguration.present inthe.ky. mom.nt by mOment, 

The stone doors to Ihe west and south ar� locked (shnr jolly • .  �) again,t in· 

Irude ... This is oneoflhe few chambers in which one can sec without bringing a 

lighl source. the arlificial stars providing sofl illumination , 

24. The Chlmberol Silrn«. The nonr i, IhicklycarpCltd in blood red and the .... alls 

and ceili'41 are covered with sponge baffles that swallo .... sounds almCIS! Mfore 

they are born. The bookshelves are CO"ered in scar lei quilLinil and hold books 

describing the hislory and m..:hanlCs of lens.gnndi'41 as it "'as practised in 

assembling th. grul telescop'" through "'hich the I.arned obse ...... d Ihe slarS, 

Crimson ,tone doors guard the chamber (lock: vrry hard. ·20), 
15. Th� Cllamber of Veils. Aquamarines. no .... ing in a�tracl cu"'el. spangle 

go.samer ,'.ils thaI scrccn cr.amy ,lone walls. Leal he. bound books. brighlly il

luminated and illustrated, reveal the lor� of the sea and ilscreatures to the reader. 

Locked Slone doors on Ihe north .... aU lead into an emry stair. Similar doors con· 

necl to the South Hall. 
26. Til. Chlmber 01 Cluud •• Thrcc sleps in a sid. hall leadin!! to double oak doors 

connect the South Hall .... ith thischamMr. (The lock is V/'ryhard • • 20; setting off 

the Irap requires all in Ih. sidehall to savevs. CONTROLLING SONGS:jorge', 

ti�g song . .... ith the immedialely previous hour as the time pCriod rememMred as 

"now"). Oak pan�lin8 and shdves co.er Ih.walls. A painting ofcloudssuppon. 

ing fanta'tic castles occupies tht ceiling. Page upon page of music pr...,rves Ihe 

son" and ballads of Arnor. 

21. Chamlll'. of TIft'!I. The .... ali. and ceiling are carved 10 repr...,nl a glad. IIl lh. 

fortst. Rack. in Ihe cemer hold delailed political and geographical maps of Ar· 

nOr. Oak doors secure the ,oom (lock: nt.-emeiy hard, -30). 

lB. The SlI ... Hoom. A mirrored dome di.lOrt5 all Mlo ... in its concav. surface_ 

Black .... ood. engraved with !il'·er. ouppom racks of geographical maps of all 

Middle�arth. Black wood doors connect the room to Ihe Soulh Hall (lock: ex· 

tremely hard. ·JO). Picking Ihe lock unsUCCC&Ifully selsoff a MIND A 1TACK: 

s;,ock C. directed at Ihe individual fiddling with Ih. lock. 

29. Gal"',," of tho WcM. Thrcc SI.pS initiate a sid.hall ieading uplo double Mithri! 

doors. They are locked (nlremely hard. ·30), and Ihose .... ho meddle with the 

lock unsuccessfully are subjected 10 a CIIANNELS: holy shaUl. Th. aulhor of 

the trap was a religious man po�ing consid.rable awe and ttveranc. for the 

V alar. Such p"rson. remain unaffected by Ihe shout, Beyond the doors lie a series 

of connect in!! chambers. l'alLerm of blond wood co,'.r the noo .. and wall., 

Elaborale scrollwork and engra,'ed Milhril further beautify the rOOmS, Th. 

doors dividing the I!8l1efie. ,wing frccly on Ih�ir hinges. unlocked, Th. book,. 

resting within the shelved walb. carry the lor. of Aman. Tales luch as Ihe 

Ainullndali' and Ihe Quenla Silmarillon. as ..... 11 as account, from Elvish 

t.av.lers, reside M!\\'..,n the co,'.,s of precious wood. 
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THE VILLAGE OF ROOD 

11.3 THE TOWN OF ROOD 
Throughout the Third Age and into the Fourth, Rood declines 

and diminishes, a river town undone by war, the Plague and its own 
lack of faith in a better future. Located al a bend in thc 
Brandywine, the town once thrived with river commerce. In Ihe 
middle of the Third Age, goods from Fornost and furs from the 
North bound for Bree filled the Rivermen's rafts. But by Iheend of 
that Age, Rood surrendered any pretense of being a business 
community and opened its arms to scoundrels and scaJiwags of all 
sorts. 

The town grew first around the River and then near the old King's 
Road, which leads to Fornost. Many of its buildings are decayed 
and abandoned. (To adventure in Rood, see section 10.6.) 

The Layout of the Town (Fourth Age) 
I .  Til. Bau • ...-d Cock. lar�, disr.putable and airy inn, es�iaJly.inc.the collapsr 

of the roof. Corral for hor",s, nea, fur all. 

l. N.lorn's h,mhou",. A good but simple man. Nalorn tends to his shttp (,ome 

would say 100 closely) and minds his own business. 

Squall ... ' .hack • . Abandon� and falling aparl, Ih� Iwo hou"" .h.lt.r� 

families when Rood was a safer place. 

4-1. Wlr.hou," "'ilh docks. l<><:al� along a g.nll. bend in Ih. Brand)",'ine, Ih� 

abandon� building' once h.ld furs and food galore. Hundr�' of rodents no'" 

claim Ih.", a, Ih.ir o"n. 

8. Hed8. Ind dilch. 

9. Gllo,dhou",. Abandoned since Ihe fall of Arlhedain. 

11).13. Hoorno •• All are deca)'ed; .squall.rs have claimed .', I I  and 12. 

14. Crafls Shop ond G.n.ral Sin ... Run by Ihe Sillit""., a diminuli>'ecoupl. said In 

be as much 1·lobbil as anylhlOg .1",. Ih. ,lOre carries moldy bread and grains. 

'pOil� wine, and beer. and soil� dOlhing. Service wilh a grimace! 

IS. Th. G",al !kud. One. an inn ofsomequaluy \lhe While Woln. il now caters to 

Ihe e�·Ri,'ermen and olher rowdies who prowl lh. countryside nearby, 

16. TheSunSfI. Thisinn takes Ihose "hocan'tafford IheGrUI &nd. Meals here are 

so bad Ihal linhn', pigs decline 10 eal leflovers. 
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n. Siobl ... Run by Bolog, a bluSlery scoundrel. these ,Iables deal in slolcn horses. 

Bolog is known 10 Ix in the "-,,,ice of Bonla)'nee. 

18. Dlarksmith. Na"ir Ihe smith hesand worls here. A huge pOw'erhousepfa man. 

Na"r i, hon .. 1 bUI "er)' pri,ale. 

III. Smukehou",. Operaled b) linkan, 

2(J..ll.Shops. General 'lore. speciah)' ,hop for ri,.r·!ra,'.icr, run b)' Grandon Ihe 

Ri"erman, and abandoned dislill .. ies. 

:0.24. Ab.ndun�d "�r.hou ..... The small.r ma�.s a neal hidinj! or mttllng pia ... 

IS. Pig ro.m. Run by linkan and his famll)', Ihe farm is reno"ned for its succulent 

pork and corpulent bUI kind owners. 

26. Tho MidKr Mnd Mauo_. formerly the Silver Tr..,. Ih" i, th. SPOI 10 mttl in 

Rood. Everyone who'sanyon. shows here wmellme. if only 10 g.1 drunk Or plOi 

some bad deed. Boma�n..,openlyboasls ofhisacconlfllishm.nlshere. The \)un· 

nish owners, Gara and Roysl Sligmud, reporl ali lhey hear 10 Bomayn.." 

n. Metal Shop. Inferior wupons and 1001 work is done by Ih. drunken owner. 

Aldan, a fornler winelasler from I:Iree, 

11. Arm, Shop. The ,razed Owarf Begli runs Ihis operalion by himself. A superb 

craft,man. Bej!1i ,tttrs d.ar of trouble and livrs in Ihe cdlar beneath his Slore. 

211. Tho King's Buo.d. One. a King of Arth�ain re"� here. Ih. rumor g""s, bUI 

non. can agree on Ihe name of th. king Or Ihe year of hi, ,i,il. Thi, inn holds 20 

and is Rood', IxSI and most expensiye. Formerly a favorlle oflhe Rallgers "ho 

palroll.d Ih.", land" Ih. King" Board is duot)' and worn. 

30. Sr .... n!", QUlr1 .... Th. )'oung men and "'omen "ho work al th. King', Board 

Ii,'. h ... . 

J!. Unca..er\ Home. The healer hes in .squalor here. surrounded by 'hel"e, full of 

dusty. dim POliO", and herbsdryingon racks, Many Ihink Lenca'tt mad; OIhe" 

find him amusing if difficult 10 understand. for h. romelim .. speah IwO 

language> al once. 

32. Apolhnolf} Shop. ;u,.'Cot'S fillhy shop and residence. Poi:;ons are ,Ior� in Ihe 

.ellar. behind a curtain. z.>'Cot will decei"e and abu", an)'on. excepl Bomayntt. 

J3. Th. "koUa H')\I"'. On.� a mansion of 'laleJ)' propOrtions. th. hou", is collal>"'

.nginloilself. ilS l .... ·O noorsofeleganl art and furnitur.co" .. rd bya layerofdusl 

and grime. Only Ihe wealthy and secreli,'e "'idow, lelia, now Ii"os here, Ihe si1e 

ofher gold andj.",'els unkno"'n. Many believr Ihe hou,,-, haunted. pr01ecl� by 

Ihe martial spirits of long·dud Ekeua warriors. vi,ilS from her family at 

aarekella. Ihe main house and .,Ial. oflhe greal family. arc rare, for Ihe trip 

from Ihe shores of Lake Nenuial is long. and lelia wmelim.s cannOI rememlxr 

w'ho is "'ho. even in Ihe presence of her Own fam.I)'. 



34. !!ol.blf>. A�donw bm usable. 

35. "n.h ........ Abarnlonw mn can M UloW :U �hccller. 

lII. 8ridlt'. C''''ln a b.anch of 1M B.and)·",,",. 

31. S'Orf�OM"'. Abandonw, .oof and floo. Inl;loCl 

11.4 THE LOSSOTH VILLAGE OF MULKAN 
The village of Mulkan is a simple galhering of 10snow houses in a 

genlle depression of while thai promises protection againsl Ihe 
wind. A narrow sled track divides I he cluster in IwO. The five houses 
nonh of Ihe Irack are laid oul in a cramped manner. Clockwi� 
from the enlrance. the �mplc sno\.lhou� contains: the family 
sleeping platform, a small storage chest, a drying rack, a food 
preparation area, and an area co\ered with hides for a visitor to rest 
on (see inset). Some of Ihe snow houses on the other side of the 
Irack are organized differently. 

I .  CII'm,"!". II"I. The la'KCSI hUI belonas 10 Iht sledm:Ule •• Culmom. or �f.o,en 
doa�. ln.ide one "ill find th.� or four sled. In 'anou, lIages of .epai •. A�ide 
f.om his sl�p",g plalfo.m and a fe" pt'$Onal ll�m,. the a.u i, jamm«l ""h bili 

of bone. le .. her Ihongs. and .mpl of .011 ina hide. Durinll the mne "·,,,te. momh, 

h� also assumes the imporlant POSIIIOn of humma,t •• - o.pnlling tht m.n. 

p.epaflnll thc dOj.$, and on the" fClu.n. M'e"" 10 Ihe diyision of Ihe meat and 
'kins. 

l. t"tnnlrd·. 11111. Th. olde .. and "''>CII In lh. ,;lIage. F.nnard lmeam"3 IlIe.ally 

.,.� of t he norlh,. hold, ,,.ayo, cr all d«ilions and di,pult:§. Tradniooally, h. 

resKks In 11K hut lmmC"dlalel) In from oflhtoommllnat fi.e. Deci.ion, a •• mad. 

In fronl of a blaLmK bonfire. ,h. anlmaled '·I."·PO"' .. n)�rli �k and forlh as 
t ... nard >lIS passl\'ci), ab.w<blnl_ HIS icdlOli1e 's th. bnt Lallioul. Th. La'It ptal' 

form " �OH.nt ",lh much 'alunt beall�ln. A sironi ... ·ood.n chesl held shul 

""h a h�,d 1·lOj lock holds a hua. ooll«I;On of Pflled hunlinl knivt:§ "'Uh 

handles fa�hloned f.om the ja"boncs of Whllc Wohn. ThC'!e have been 

pr.scmed to fennard by lh. men oflh. " lIag� "" hlnlajudlmem in thei. favOl, 
3. RumlMm', Hul. Rumla.d OCCUPies Ih. ciongaltd hut on the .dlle oflhe ,·iUag •. 

1111 "Or�III' nUld •. d.ri,ed from th. urine of dOiS. h ... helped foret Ihls loca· 

fion Oil hilll. V. hen IIot "eatinll hldtslhe '·fll�,crscncou.al!. Rumlard to bury his 

acid, do"n"ind. Hi, hUI i, lim.ed "itft w.a�lnl ,'.f. Ind drying rach. 

•• Amlh •• d·, Il ul. Amlha,d IS I h. ,.talesl humcr In Mulhn, al ... 'ays bnnlln, In Ihc 

m"'l meal. His hUl holds I 0011«1100 of hUnll"ll bo,,'o and Olle larle cla ... ·lIlc 

bea. trap. asilk f.om lhe A«nSlh .. ofbf •. 

11.5 DONGORATH'S HOLD 
The hold lies on the edge of a sparsely wooded fcll in an isolated 

region along the ROIl1I11QS Formen (5. 'North Wall"). The enclosure 
itself was built around what was originally a stone house and out· 
buildings. The main house with its affixed tower once served as the 
hold but the growth of the band demanded larger quaners. In )'cars 
past they were occupied by as many as 15-20 men, but fewer now 
paSli between its .... alls. When first enlarged the two towers \.Iere rais
ed and connected by a thick Stone wall. A similar wall joins the 
north tower and stable. Across the rear, which is prolected in the 
main by the steep fell itself, t .... o outbuildings are connected by a 
rough log wall. 

I .  Main Hou",. The main hou'>Ci,acurioul ml\lurc ofopuicnceand di� •• p,alr. Th. 

ftouse mca,u.es 20' X 27" and i, t"O ,tOfles hilh (iU,1 o,'.r 20'). II boam 4' thld 

.u.rior \lone ,,·alls. mak"" II particularly eff«li"e as bolh quane ... nd k�p. 

EnlranlX is pined Ihrou,h a lar,. ,.·oode" door on the .ide oppowe Ihe lo .... r. 

Sc<:ured ,.ilh a loel of mtd,um (-0) dlfr",,"lly. Ih .. hu,), door i. abo tn..,nt ",lh 

a beam durin, Ih. nl&ht. 

Tl'w: do"'n\la"s hold. Ihe knchen and can", arta. and i, al.o u">Cd .... mttltn, 

.oom. A huge wooden Ilble surrounded by 10 ,hon .. um", dominates the 

cmte •. A large box beneath lhe lablt hold, a eompr.hensi,.�oll«uon Of mapS 

oflhe .elion. On. of the 'tum", ;� hollo,," and hold. a lealh.r pouch contaln"'g 
un'>Ct g.m. "onh 14S gpo lioo�s on all ,.al!� hang h.avy "uh thick Oule. 

",rm.nIS and fighnngacal. T"o 2' X 2' "';ndow, (one lookina lowa.d, the mam 

",te. Ihe oth.r lo"ards the !;(luth to"e.) ha,'e yea .. since bttn blocked ,,"h y, .• 
iron bar.. Each "ali i, supplied ",Ih 1,",0 fiflng pOnal,; n� .. ow slil) "'hieh "iden 

to Ih. outsid •. Th. fi.eplac. i,oft.n Slo�ed to billm, 10 counl.racl lh. fr�lln8 
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drifts. Just 'O .M """, of Ihe dOOf hints ... ha, appears .o tit I "til c.lf.ed 
IonlS"'Ofd enc� m I scabbard ofsludded It;uhcr. I .. ,,6alll pulls on I smiJlt" 
"'OO<kn PCI. Whcn hncd f.om Ih'$ PCI, "'h>eh IS "" "ally a k"el, a 4' X 4'Irap 

Ih�rd, ·10 10 find or di!<lrm) opcns 'mmedl�ltly underneath. dropp,n, thc 

haple" "jellm imo a 10' pn, the bonom of "'hieh is hned "ith ten 2' 'p,kcs I' iellm 
lak ... onc tOltn .. 7S broad,word allaeks). To relrie"e Ihes,,"'Ofd thc I'tll musl tit 
held dO"n a> n Ii remo"cd. Shppm, ll from Ihe !<Ifdy of liS 5nul ca$e rt"uls a 

fiercc blade ' Inches Ionl. broken 10 ballk lon, before .eccnt memOfY tor remam, 
((IUl\·a!tnt to • •  IS .horu,,·ord). 

The up'tall, IS rfilc� ''''' a nar.o .... sta ... Pneuurt on the bottom Ilep wu a 
lrap half,,_y up, A for"" of 0'''' SO ItIs. (lUloe$ a S<'<lion of 4 step' 10 collapw 

und ... pr ... IUrt ,ntO a dusty do.c., used for storr", hunlln' .pc .... and halberd" 

all of "hICh ha"c the,r sharpened ends po,nlln, skY"'ard lvie,im recti�n onc to 
ten .. IOOpoie arm attach). TheS<'<ond floor hold.,hesletpingQuarten. Really 
ju .. onc lUKe room, small wooden pana'ons endow the men's pJlvalc arcas. 

Some are supplied ... IIh WIS, other. 'Ietpon I hc floor usin,laYCfI ofbl.nkeU and 
fur. tn" floor is ... ell supplicd "'uh firon, pon.H. In fact, 1M build,n,can tit 
eastly defended should an memy !otLle 1M enclosure. The upstarn is a JOld m".c 

of Uitful dothrn, and ((Iu,p"",,,,, A eMst In the far COfnn hold" 
a -ery fine broads"ord ( +  10) 
a pall of boon ,nsulaled agarnst the I'/onh ( • 20 ,0 RR \"S. cold) 

a KI of ma"hed thro",nll dagger. ( .. ,; no ranle pcnalty) 
4 bonlt!. of a thkl, foul_,mellin, and ,nto .. ,at,n& liQUor 

A ca,.full)' orgamlt<l,letprnlcompartment prom,ses rich ... bUI ""hen tlU,led 

"'nh any "eight a, all deposns the un ... ar)' OntO a food preparation Wu",er ,n the 
kitchen alea do ... 'OStalfs. TIli. parrICular \able ,I alway, "'dl laid ... ·nll cutkry. 

TManached 10"n riK'S,'abo,·c the slate toof Oflhe malO hoUK. Each oflM 
, ... '0 �'eh aOO>'e Ihe ,"ound i. floored ",nh ",00II. A narro'" ladder " 'M only 

mean, of reach,n, tM top. TM 110'0 bonom It"els can be enlnt<l from lhe wr

r ... pond,nl hou$e kvell. Ad"enturen ",·"h,n, 10 reach Ihe lOp of Ihe tower mUlt 
be",.ryoflhtKCOnd le'·e!. The boardshtreareroned and "'ill nOt suppon more 
lhan SO Ibs. of "'e" hl, EntcronK the to",er on Ihe second I •• 'el ,..ill nt<:t$iital. a 
morllum (.oj manue'.r jump of 2'10 Ihe laddet. In order to provide for escape, a 

""all cra ... l tunnel from the inside Oflh" lo,...t runs in. SQulheUlerly d1fetlion 
101heciump oftrtuSO'a ... ·ay. From the 10"ertop, the sloteroofisanN3Y( + 20) 
jump."'.y. Flom ,herelhe roofofthesht<l ,u 12·drop. Succeed;n._t lhll,One 
� Ihe ,round only 9' a",·ay. 

,', 
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CUTAWAY VIEW OF THE CHAMBER 

2, The NorthTo"ef. Th� nonlt 1O"'�r (= illumalion) houses Ihe main enlrance 10 

lite hold. Tlti. mong ,,'ooden door is always barred wilh a h�avy �am; brule 

m�nitlt alone will force Ihis portal. Insid., a Slrong m�lal gate l�adslO thecourl' 

yard. This passage is held lighl "ilh a lock of hard (-10) difficuhy. A I \Ii' wid. 

wooden Slair dimbs 10 Ih� sc<:ond slOry. The ""mer ofthi, floor feal ures a gaping 
hoi •. A large pil�ofrocks r�'" r�ady lO flyomo lhe headsofun,.'.kome ,-isilors. 

Careful .xaminalion of Ihis pile will .. ,eal a buried ",ooden box holding gold 

J.  

•• 

,oins ,,'onh 255 gp. 
Th, Soulh Town. Th� south 10"er i. of similar conSiruction. Th. sc<:ond I�vel 

here, howe"er, hold, thr .. finng slilS, one of which aimsoul ac"'ss Ihe outside of 

the log wall lO"'ards Ih. Slorage shed. A ladder, Ihe only mean< of reaching Ih. 

lOp leveis, rises Ihrough openings CUI out of Ih. floor boards, 

Th, SIIIIif,. The-llable measures25' X 15' andean hold IOhorses. T",02' X)',,·in . 

dows fac� nonh. The", are both 8' off the ground and are shul with roUlon� 
( +  1O) locks afler dark. Thelargedoorway isin Ihecenler oflheshon .ide facing 

Ihe endosure. In Ihe ""Hler stall against Ihe in'ide "'all "'ill be found: 

a beautifully adorne<! saddle wilh Ihe .. "on 5Ilrs of Arlhedain on .ach -lil,·.r 
stirrup. When the ,ilver clasp of Ihe cinch is lighlened, il .... a 'pring 

mechani,m in the saddle. Anylhing over SO Ibs. of pressure dri"es a cun'ed 

spike up through Ihe .. al into Ihe rid.r/victim (+ 100 Ian"" anack). 

_ a "'Om and lorn magic saddle which "ill rot any animal of large size. When us· 

ing thissaddle lhe beast's s� is increased one level. It also allo,.-s Ihe rider a 

+ 25 08 in mounled combat. 
S. The SIOI1lK' Shed. The smaliesl building is a siorage shed mell5uring 20'X12'. 

Thi. shabby "'ooden 5Iructure usually holds grain and oth�r foodsruffs Slacked 

careless I}' about in 50 lb. sach. Thesmall door ... hich sit< in Ihe middleoflhein· 

,ide ",all is unlocked. There ar� no window •. In onecorner ,ilS a rather large and 

.... n.mad. barr�1 ... �ighing 400 pounds. The lid is filled snugly bUI can be ... edg�d 

open ... ilh a ,word or dagger blade. The curious " ill discover Ihe lid allached 10 a 

pm thaI disappears imo Ihe cenl.r oflhe barrel. Al lhis poinl hi, desliny and thaI 

of Ih. barr�1 ar� hopelessly intermingled. Any funher lifting of Ihe barr.l lid, or 
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any all�mpl lo move Ihe barrel, trips a "erypo" .. ful spr
i
ng "hich forces 1'I0nil 

iron spikes Out Ihrough all oflhe ",am. bel .... n the Slaves (vrry hard. ·20. 10 
disarm: on. 10 five + 100 spear altacks). The barrel sils �IOP a wood.n hatch 

opening inlO a 5lon. shan conltruCled long �fore Ihe building. Adventur ... 

must first drop 10' Ih�n scurry 15' along il5 slimy bonom to a small (IO'X 12') 

chamber holding one cedar and brll5s ch .. 1 containing 8SO gpo 

6. The Wall •. The Ihr�S1one wallsar. 120:, high. Two oflh�m (=illuS1ralion) are 

pro"ided wilh l'wide firingplalforms, 7'offlh.ground. The .. are reached from 

Ihe courtyard ,,-ith ladd.rs. Th� Iwo r.ar walls average only 8' high and consist of 

trtal('(! log ... t J' into Ih� hard eanh. 

The COIml.rd. The courtyard i. usual!}' a mOraSS of broken bo�es and chesls. 

Ben��th Ihe "'ood pile is burie<! a large chest conlaining 10 broadswords of a par

ticularly fine nalure ( +  10. non.magic) hidd�n Ihere by Dongoralh. 

11.6 SITE OF THE PALANTIRI 
The Palantiri rest in Ihe crudest of structures on a slender, rocky 

peninsula. The pile of boulders guarding the Stones was once a 
natural breakwaler; the LOSS01h buill an earthen walkway to pro
vide access. Nexl lhe Snow-men stacked and balanced huge rocks to 
creale the rough mound which protecls Ihe precious Stones from 
the wind and weather of the cold north. Some of the rocks were then 
carved out to enlarge the irregular chamber. 

Visitors to the site cannot see the chamber entrance from the 
shore. To reach Ihe chamber one musl traverse the finger of land 
which stretches 80' from Ihe coasl and spans from 10 to 20 feet in 
width, Halfway OUI, one musl scramble over two rather large 
boulders, From there, the adventurer veers to the left to arrive at the 



A Berut Lair 

5' wide by 6' high entrance. This rough doorway (unbarred) sits in a 
defile between the high rock wall on the left (the other side of which 
is a sheer 30' drop to the water) and the great cairn-like mound on 
the right. 

The Chamber 

The chamber ilJ.elfis narro". onl)' IS' ",de. !Xep, chiseled troughs down lhe right

hand .. aU indicate the .... ork n«:e,,,,ry loean". a room 1hi' size. Th. PaJanliri s;t al lh. 

far end upon a larg< 'lab of marble 1ha1 casually rtslS on a )' h,gh pile of fiSHi,cd roch. 

T"'o bowls ha". tJe<.n gougo<! from th. marble 10 cradle Ihe See,ng Slones. Here lh. 
room is bm to' a.:ro .. , The three walls Immediately around Ihe globes are carved .. ith 

curious pictograph, punctuated by V, � holes drilled deep into 1he .\ttmingly solid rock. 

These form a 2' band of ,lIuStralions beginning 3' above the cham�r floor, 

The Palanl iri arc tlO! oflhe >lime si�e _ The smaller (I' in diam.-ter) can � lifted by one 

man, The larger of Ihe 1"0 is twice Ihis si"" and ""ould .. quire Iwo Or Ihree individuals 

10 mo.'e il. The marble sland appea" 10 � hasilly cOmtucled bUI aclually conceals a 
d.-'er m�hanism, Each oflhe Siones silS alop a carefullY !oC1 uiggerdevice. Ufling or 

jmlling a Palantir will sel offa barrage of IS cros;bow boilS fired Ihrough Ihe hoi .. in 

Iht rock (Ihe '-,ctim lalts Ihree 10 fifleen -+- 100 hea"y crossbow allach). Th..., bolts 

are ca".d from bone and have serraled lip' prom,sing (0 horribly mangk anxious 

im.rlope". An)"one below Ihe )' poin! will e>eape harm_ Moving Ihe globes 

simullaneously (�xl'tmtly hurd. -30) i, (h. only ,ur. melhod of removing Ihem from 

Ihe chamber ,,;,hou( gwing perforale.;!. 

1 1 .7 BEAST LAIR 
I, c.,. eOlnone •. This ralher small ca"e was Once uS«l exteo,ive!y by a small band 

of Rangers who lende.;! a n.arby Dlinedain oul post, bUI has since bttn laken Over 

b)' a family of North-bears. Th. right-hand wall of the .ntran""way appears to 

have crumbled imo a small pile of skulbile.;! rocks. If soned Ihrough, this pile 

will )';eld up a small melal box holding Ihe following ilems of value; 

a gold "ng .. 1 "';Ih multicolore.;! gems "'onh lMgp 

a small handful of gold nuggets wonh 24Sgp 

a liny vial of rich perfume wonh 35gp 

a choker of beautifully imri,'ate lace wonh ISgp 

• 
- -- - -

,. 

J. 

•• 

s. 
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Main ChamiH' •. Entering th. main chamber, one " pr...,n,e.;! wi,h Ih. :riuJy r.· 
mains of 'he previous visitor, Sc.-.rcly wounded and belitvinghimselfsafe from 

del�tion, he made the bad mistake of passing oUi just before Ihe present oc

cupant, returne.;!. The bac�side of !lIis rOOm is raised 6" above 'he chamber 
noor. Thewid .. , se<:tion of (hi. platform, lyingbenea,h thes,,-o,d in Iheil!uSlra

tion, i, aClually a 4'X4' hole (hard, ·lOto find) '''''e,ed by nims)' branche" cloth 

and eaflh. Anylhlng o .. r 4G lbs, of pressure ""ill dep05it Ihe ,-jClim in a 10' pit (a 

+60 larg. fall/crush allack). An advemurer sun'i"ing ,he fall will find the p" 

bonom lil!ere.;! ,,-i,h weapons of varying quality. 

a f 20 war hammer 
a + S IlIro" 109 knife cov.re.;! "" h p,ctograph, illustraling a ,hip going down in 

a ,.rrific StOrm 
a + 30 cros,bow and IS bolts ,,;th .. rrated lip' carvcd from bone. 

L..ft Ch.miH' •. To the l.fI hes a smaller rOOm (8'XIO') ,hrough which passes a 

,mall stream. Comingoul of Ihe wall on Ihe right, (he S"eam ,piU, across !he 

room and fillsa hok 2' deep. From here Ihe ,,'atcr pi .. ,e, the ""all and burst' oul 

near !hc entrance_ The liquid has mixed with wale" of fir. underground and 

mUlt no! be,wallowe.;! (see Things Thai Hro/and Harm), Thebear,can sniff out 
and 3\'o;d Ihe danger. A, 'he bollOm of the pond, a nletal container is bur;e.;! 

which holds a quantity of silvcr wO<lh 4SOgp. The "'-aler IS '-cry a,idi,; normal 

clo,h garmelll' ar. ealcn Ihrough in I minule, luther boots are dissolve.;! in 3. 

Mijtht Pa'-'iOIjtn,a)'. A shon pas>age""ay lead, '0 a wall of me.;!ium-sited rocks, 

Th. Bears h3\'. not discovere.;! Ihe rOOm ,hal h., �yond. Removing thc rocks 

discloses a narrow stair leading dO"1\ 10 a small compa<l",.nl. 

lIiddrn Ch.miH' •. Again" Ihe far ,,-all sits a 3' long wooden chest and 5 large 

hea.·y bags ufsewn leather. Across from Ihe bag, ,i!, anempty wooden box. The 

bagsac' asa coum.r",eigli, ofa <a'efully balance.;! plate. These<:tion offloor be· 

tw«n Ihe square ch..,1 and bags rests on on. pin running leng,h..-i!oC do"n lh. 
cente', lknealh lhc empty box hangs an iron "eight; ,h. bag, outweigh il by IS(J 
Ibs, forcing their e.;!ge of Ih. plale 0010 a ,mall le.;!g., A visilor must stand over 

Ih. pin in order 10 lifl ,h. hta,y bags (very hard, .20). Lifling or moving mOre 

Ihan 2 of ,h. bag, (I SO Ib,.) .halle., the careful balance and nips the plale o,-er, 

Ihrow;ng the grecdydo",n a lS'shaft omOa noorofjagged rocks and burst bag. 

ofkad (a + 80large fali/crushallack). The J'longboxcontainsasU,I Of + 5 plate 

armor (AT 2(1)_ 
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12.2 THINGS THAT HEAL AND HARM 

I'I'AM[ 
II .. ", 
A,randos 

A,'an 

",ltd .. 

�,� 
fhh Roo-, 

�.� 
MellL� 

To_'"'' 

.-. 

""""I,hu, 

Car<aie-n 

Fol,.«! 

R"'�on 

"'-

"-Ofkh,", 

-
W .. .,sofFit< 

couf.S i'ORM/PRt:P 

<·�·lN" S .. m/opply 

,.'1 .;1" L.alfoP!'ly 

,--("·1"- L •• f/b .. � 

,-C-4NW 8&rk/apply 

c·H-f>NW Fiooo' .. I1""uMl 

,·U·'NW Mu.hroom/inaa1 

,·�·8M Thorn/b .. ", 

c·S--IN Le.f/b,.", 

o-S-1NW G, ... l1iqtt kl 

,·U4NW MoooIliquid 

,·G·7N 8100d/p.". 

I·U·7NW Ct)'''"l/hq",� 

,·H-6NW F1ow .. /pa>t< 

<·(H:'IIW L,eh.n/pas" 

f·U·�NW "o:id/liquid 

(1'l1.''11 
SKo_.,.fTl'l"llu)"l 

" ' Au .. k NOla 

" IOOHCI18lW.I- (�. "Groloro,"I_ U .. La" , CHlle.I ,.bl",. Habitually oo'".ry 
� 25M Ho/21.'1 rSt20Bo. " -B,�,a,,-), Ton," ,ummor; hgh' 1.'<)' in "'lnlo.. 
" lOOLHo/90LB.o/- ". "Arb,.",�"; D�" If" "C�,""J. <;roy in ,urn mer; ",h". In � In'.,_ 
'" 9lLBa/8l1.cI/XlW. " HTo'o,�m"n'!_ U .. L.r�. Cri(;cal ,obi ... l,,-< in remOl, u<a,. 
" 'RBa/1SLTSI- ". "Nno",if"j. A<kpo. _. and .... immers f""nd in bop Of ... eam 

.Ilkys . ...... ally .round woods. 
., IOTBiI-I- rs. "GwiHd"" . Noqymosqw">-�kc boaou. Gm<rllly """,u,,,,,l: 

"""""""Ok iOOII oft .. d ... k ot j .... t..rart ......... 
" ISLBi/�""a/_ IS. "HIIQ"'I-; Hi. "Oq.Jic? Cunnin,and..-il. Thrir b<>diei disappear 1·10 

�,, "ft ... <In.\h. 
" IOOW.'$jMBa/_ Foond ncar ba,,'didd, III bo,ill ,,,,,", Remain, of body "", .• ,«1 .. i,h 

.h.do ... ·y illu"on, "ppea' " d .. k fo,m, ",t. 'Y" ."on '0 f.in, li,hI,. 
In .. II" .n' bu, H«I to I'Om' of "po<.<. Tho>< "n.m 10' must make RR or 
b«om • •  nlt.n,«I.nd led 'o""n PO'"" The,e, 'ho W,gh, ",II drain 5 Co 
PI,I,d un,iI """'" 0 .... /HI Tn>' v 

� 6�LB,I-I- (S. "H�Qr'o, "Bla"�'; HI. "Dqmu,,'). Hun' in p.acho''''p«if,.'mi'o,)·, 

� ISTBi/_I_ 0 -C ........... "/. 60S lb. nyi ... ..... p-�k< irur<t •. 
" 7OCIf6OLBi/- 0 "&:/WlrJroI" tN -r."m"",,"). CoofillCd '0 woodod ........ 
" .o5Bi/Losat_ 0 ""CftI1»,. WfIfd" '" "G<N<tfII>tM"). La ..... black .pecin of C"-;�. 
" 5Ow.nIMBi/- 0 "M",,,,�iu"l. Cannibaliltk Spiriu, dark fonru .h,oud<d In >Iu.d.ow. 

"Thoo< "";thia 10' mu,' make lUI RR or f&ll ;,lto a ,...- for 1·10 t<b. dIIli .. 
wh"'h Mnolipo "";l 1 drain blood .l l·20hiu/r<l. RMType II. 

" HB.llO//lB,,50/- IS. ""'SCIl,o,"I. U .. , LO'l' CnHoal tabl«. Too'h«l. "hn. d ... ",n. 01 ,h. 
1« Bay. 

ro /l Sa 180IIlO/200/H S, 180 (S, "/Wok,,,"j. U .. Super·l." . c"""I<abln. A, hom. in �"<f or on k., 
" 4(l1 /lo.4(l I.TSI)(IMIIlt I'L "II,,,,,",,": HI. "Fmhon"j. Eas,ly dom«,ie .. «I. 
" 1SHO/IIO/lGo-/9OLBi (S. ""'"",,","). U .. lOll< Crilk:aI .0""'. s.. .... b .......,. or I>e&ri ... 1Id 

.moll; •• cdlenl .... lm ......... 
» 100HO/IOHBaf- (S. -r"""Ios"). U .. lOll' C,i,i<;lI .abld. PIefer icy 0.-R\O"Wy ,.,..aill. 

ron un,:cr 

'" A paul'k. 01 d,t<d "...." I,om ,n" y.lio,," no�'" doubl« h<>"nl ,a" fOf froc,u,.,. 

" Poul,k. of .. ,Id plan' h .. !, '-f> h,,,; dom«,,, h.�I, 4·9. 'Th. ,oot (11 CP) '" d«on� .. tan' .. h"h 
add, +20 to RR ,., cold. ond ,p«d. ,,,-pi,ato,y r«o"e,y b) S" 

'''', Capo.bl. 01 ,u"n. any!.io, ... ·hoI. po.".n, ,,;11 .h,· •• bu, h.ahoi " only .. err«';.e a. ,!\e heal.,. 
�·ull.rl<Ct only ,«01" from oppitcotKm by "o,d .. n«i lo,d." 

-. I" lOIioo1 ;sa �fuJ i1\Ka ,eprlkn'. ""ack; .. illK<:!' m .... .... k. Rit. .. 7,b Ivl lhr<>u<t. 10' ,ad. 
,,� OItnniolt lIr<kn now ... ... h"'h ..... a IS .  12110 M an,idot. foo- 1I1 n<1"V< poi"""(�.I .• C.,.""l<n). 

.� Culli •• ,«1 by Ow"I.-.nO,,1>e ill ... Moun'al .... .  pound "'I"''' I mo. olp ....... "" rolions. 

.... :'IIon'noti," , bu, commonly u..., in Rood. [)a,ly � .. '"CI ...... I', by l. Efr«, ""cu" of .. , to do)', 
.nd addiction u,ually mul" af'« 1 ".<k" RR ... 20th 1.1 �'i'h elt<. 0'" afte, 10). In'n,up(ion 
of ul< .... ," n", ,e,e, .. addie!i," ,«i"ane •• bu, n,e'n, 10 .. of benef,t. Wi'nd' ..... 1 "'e.n, 10 .. of 
10 ffom Co. U ffom Re and Me (or 'I>. 

1l,p A "'P'" commonly lound '" !\e,""',,,,' ,",den" n >lop> all 101«<1,", ,n l·tO ,d, ott., inl«"on 

' .... fl.1 2) VioIim·s ...... 01 " .... 's ... arpod. leao'" h,m uI>OOOfd' .... «I ond " n  ... lly ineoPKi'.l<d lot 
1" boo". An ItR f.Uut<ofO'·50 I<a.a ...... im.' -7l: .,..;,10 . faihuo of" +, victim io ." IOO. 

' .... 1t-14)Ca� ....... mo,«I ,o 0«/.".. It, moiot .UlI .... embodin a4th Iv!...,.... �: vi<.1i .... 
fOllin, a lUI by 01·50 101< '""hnl in. ond .... of. 1_2 .,Llr<m<Iia (lIa ...... 1Id feel) fot 1·100 day.; 
"iLh . failwe of51" 00, , ... ..",« in , ... . xtr<m'LY ar. <<<IU<<d '0 """" pull': f.Uwe of 100+ 
,«uJ" in "'a,h, IS .i<1im� ncrva limply dissoI •• i".o a hot pink liquid. 

"', Il.·' I) Venom ",.<Ie from fL,h b'ood, Vktim·. ,k,n pe." a .... y eon>lan" 1 lor L·'OO .. ' .... , ... ,,� 
RR fa,'u" 010,·)0: "'''m a' ·2� ond .o< hol.«I «mp. p, "at. Wi,h on RR fllilute of �I + .  
v","'" 01", bl«d. ,h,ou,h pa,,,. .. . rote of 1 hi15/td "!\en .... he mo, .. 0" '�te fa"., 'han . 
�.lf ",'.,k Ih.lf , ... ). 

�'" 1,,1 1) RR f.,lu'e f«ul" ,n "c"m', >10m"". eonten" ,u,n'"l1 mtojop<d .hard, of ,10" (d •• ," on 
1>-12 ,d.). No .ffee' if stomach =pty, 

' .... (t-! I) V"",int� blood ,, "mporarily ,lOIWItu,«I iRtO KtlIino.., a black liquid wlllcb "",form ... 
im .... f ... blood. ","aininl H. bu. ""u'ina i""""";ly; 1.",1'. """'101 "alO (Mt.·RP: ,.. I •• PI; 
RM: Em. In. Mo. Pro R.) flll by 50. bu' 10"'" leu Lun J .  1-10 """,,, 10, .. ,"""im '<tu'ns 10 
t><>m>lI, bu' It ... rUe b.oo:k ., a ro" of I .... doy. 

tJl,p (L.1 2) V"um fo,)m, on RR by 0,·)0 i. bhnd«l in I e)'e (and at ·W) fo, '·100 ",in"tt>; """'" 
foilin, by J 1-60 i, ,ubI"'" '0 rondo", 'Y' .po.,,,,. for 1·100 d.Y' Ion .ny '011 of 0' ·2l ,,,,hm', .y« 
fl"" .. for ,·10 ,d,. durin, "'h,,h h< i. at ·1j): ,·,ct,m lo,hn, b) 61 + i, bl,nd '" both .y« 1·100) 
10' 1·100 ,,·co'" Ru no", .. lu"e" It-I II pOi"''' 

"'" Il., J) Victim flili .. on RR byOI-j() '<aioa. + 50 r"ebaJl ."loCk (I>eai ,.,..,1" _ bu,os, and 10<.0. 
'ions 1ndb .. Involun...,. 1Ct""'" 0.- "".y). FoiLu" of 51 + ruuL" in a + 100 fueb&ll l.llO<k. Roll 
IIIl nb iD ...... '" aft", tlIn",«I ,"",,",,' di..."...,.. o;lu,«I >lcrsion in /1.1 .. 'l is buI L>ll I. 

51 



12.3 MASTER MILITARY CHART 

... 'C. .... ARI... IM,n Of "",mor) 

'" ." AT .. "- " 

T '00lI0''''''" fr(Hn " rlO<!. aU," and sub}Ort poop.. rompos< Anarnar\ .... r>del ."" .... \_ of .sooDalld rho of 10001 II •• ·Io<d ... ho .. , ..... ""ly .0.11< .... ",b·k,,,, and b" l<naolu.lf., Cal. 
Dolm dll"" ,11<1< t"' ..... If ,hoy ...... ,h<1. o"'n rIC!""". The .mI""'.,< ..... lIy <><pn,""lCCOtd,", '0 I.n,,"I" of 100. ucb 110_ 0,.' 7,b k"d H,adman Tbn< are formed ol.m un.<. of '''', 
" " h  ...... IOId .. " rommanlk<l by • ltd", "" loti f,.h, .. llIeso: UD".<aJI b< .... LIDO '''''' liv< M ....... "" ... ,I>e \a.o.t< ..... rorwrolk<:l by . J,<I It\·01 ""IUlIn, In PI""ooc. _ ... ·Cf. ,b" Ofp"'''''''''' 
b, .. h _D, 'Of ...... " .. bon. of An,,,,,,,,,,, If, r.Itaa .... '" prn..,.. du.y """" j<alouuy p-:iy o ... lo<d,. """" N" aU ,ho ('IU'es 'Of , ................... and Or« ."""_ ,hot .. halro' ,I>< \\ "ell· 

�, ....
. ....... manyol .. _ .r. bot"" ........ """ro!. n.n. \\lrrn't .... . .,...., all ..... .".. _I ..... ' ... 101'- and _lh .. � .. n R""'anlOll 

H..nJ" ", .. or""", U ." Plil9 JO V (Nl.) 16GIooo. lolOc:p 10 Warriors. 
Tloey , ..... .... _�d _""" io --,. (I) COOtlaal lO <l1li1 al c.. 011 .. , (2) pooIOCI1nl 1Ioo WOIdo-\iaI Of ... W ...... do., Of (ll paf_ I YU)' ddioc:Iu ...... TIoar .... k ...., 
__ io ... w...o.d WII� , •• ,...,.01. ,H"'_ \!Icy"'" _ • ....J W ... ___ .. filled _ , .... --'lIOOdllod ...... 
H ..... 1 1...... • <>lot."", I' 11(1 RlII2 60 N N p,n ISOlI S .... arnon. 
n" T.oIl ....... d _ail) oprn .... '" III< Honk· • ..,.hl ",,'eh. TlIcy." ,'<T)" Clooo< 'O ,II< .... "'_·k,n. 

............ 101 .. 01 Mea ' lOS RL19 1O' N N .,.,. 7Jcp lO Ila/Iarm. 
TIor 8Iorc:k 1_ au Ifar_ 10 .... , ;a ""'1 � 00 .. ""1 '_. Moo! � orr .. .... _ -'*'" N ...... Sipo. I ..,. 01_ ......... EIdr .. oq"'P!'<d ...;.Jr., � 10 ......... 
br-..p/lou _ P"*Nft .... 1edF 01 , boror ___ .... II .. IOt� M). 

T'o<ken 100 o.. .. "h H,lIm<n 7 6S RU� 20 N N Mila ''''p 20 R"', .... 
T_ InIf. " .. 11«1 .... 111 ...... _ .. pnfoom p&,toI ,nd "ad,,.. d�, ... aloft, '''' ,,"", .. , Tlrty • ..., ... . Ra..,.. bo.If Ir ... II .. 100h ,.1) 

_/JIII EaII .. h.... , 6! WI' 30 Y (AIL) ,,_ "lit 10 Warrion. 
nr .. lot .. IIIi.rr 01 EuI .. ""' .... Nortboau uibarnao .. oop.nia<l _du.. 10 ,rn.! .... oIaMJ pOrrr�. "' ...cII. ,bon .... ..,._fod.""iOIII .,..-: A ...... /Iqp,It. 0.'''_. 
0tI1t, ... "pM"' . .. s.,.clt. MOOI ndo.....u. "�nIJ. '*" Ilona. b<aW rdI,ed 10 ,_ f.nd "" ,''' -.hna plaiN 01 Rhlo. TIley .... _....n.d 10 ,110 dim.olrt of ...... 1Itn E.IacIo<. 

t ......... /IOOOO M"af M<n 2 rIO Chill l:O Y '" lObo JOob 0 WI"""'. 
NUll"" b", POOrly ".,nnl .nd I" hll)' """" '1''''' ,nflnllY 

VRV"·Y.NGMAIR {AIr ....... '100 ... ) 
n.. .... "".lorl.y 01 ,,,, Wi,.h.klna'l",, "'" is mack up ofOra (S. "y,.-/t"}. This i ... Ioosc<Ollc<lionof "b .. Yrch uibal t'OrIIfnlnlcics which conlains r:>Vef 'hlny tribes. many of whom 

.. 0" ...... .. " h one anaIlI< •. Twd •• "t .... )'Cd """" ,heAflhodaJn f''''''ier: Ask_i . .... roM .... Drorl*ot. F ... t, .. ",,,", " .. rlr"",,,,. LM,IrIJI". s...,..,It. T/ll'llkbor"M"" UI."....l"". 
V"""·bormo. 1/"",.. •. 0lI<l ,''' ,h .. Vrvk.....,.,. 
A ... �.lIll00 Orch 3 .5 "'013 l! Y '" 6'.. 200p 5 W.rrior., 
Man)' Ulf '""I" 'n m.'" 

...... kuil. "'" , " "" U , . " .. "' . , Warrion. 
A ..... bvI pOOr ,"bo. 
0." .10. IIOG o..h , " ,,� " , , . ,. � . , "_. 
TIr<} fa"" lamb .bo .. III deh ....... 

,.. ......... � "'" , � """ U , M' .... "" ., Warrion. 
Sonot .... opoan iII __ . Tlrq� ... u_, _willi dro � 
11."" .... .. "''' , � Ch/.to M , IA L) ... "" • ... ·ar .. ., .. _ 
Sonot �If 2·1wrd ''''<>rob. TIr<) " •• , '"&I .. "h , ... "sitka.. 

.... - ""' , " -, " , , "'" - , w_. 
11wy .... k_. 'Of �J WioocIItoI pr-... 

!r&a •• " ,. M , " OIl] M , , ,,� "" , \Ioar".,1<_ Sonrc .... ___ .... 

-- "". , " �" U , "" - "'" , W_. 
S-b..--ffl.. ....,. IM .. _ ....... 101_ 0.-.,.. -u.0IR-.., 

l'I ....... II'. "'" • � CIolll " , , _. n,b , I'rar.wn. 
A po,,,e,,'.,,y brulal ",be �_n foo M.cann,"""'" "'j">, 
1I--.n» om. • 7' WU 30 Y (AlL) .:Jot Mop i Warrion. 
Hip/J ...... lhat WoII·oid ... l*t ... " .... .. �",,_ f __ An/IrodaoII. n.oy .... .... _ ......... of Ar.-..� nil ....... """. 
(Wei, � ""'I'Iu,,""" 1 "  SUJ lJ N - 1Ot.BI - )(I 
v...,. , ... : "riddtn 00 ia _. r ... 

lI"I'l""/� Orch 1 '5 Sll7 , "'. • w.,,;o, •. 
I'lI<y "., ... """' p.one '0 '"'' I .... , 'h< ",,"horn Arllrcda,n " on, .... 

1.1nrl .. n../* U.uk·1IaI • 110 PIli' rIO , (AIL) ,�. .," " Warrion. 
TlIry ... , .... local w •• _� .. i,. ,_and 't)' '" i ....... otOn ......... 1I .. 0II>n !libel. 
I""'/ID "" '1 ! 150 $1.14 )0 8(lLI:I, "'" � 
lI",y f ... . nd ,,<rOo, 

n:RI;G FOR. ... Y./Ii ITrvll.of.1rc North) 

HiIl.1ot<t/1<I TOtOfIorI .& III RUII lS N (AIL) 16Oao1 IlOop '" Warrion. 
J\kreIu, .. 1 s..a....1folb. _1M. of the W�ch·kuta. � ... in co .... ..... '" of til< ,.,. Boy. U .. ....... CmrI ..... OhonJ T'bIn. 

SIolrUIIlr6 T""'IIfIIOII 11 m IIUIl 10 N {AIL) IlOd loottoct , Warrion. 
Siupid. bon bollio-iraiarrd Hm·uolh. """ au dl"oct, ..... .... Irt. U .. 1...-.. er. ..... c Crill ..... Tab .... 

,- I." Hili .. 

O,"GARIM A)tAS (!toy .. A''',I 

n.. • ..,... A,.,., _ _  ,.0 t<IIcIion ...:I IloId � .... .........,.s ..- U. K ...... CrowIoopr..-• ...:I 1IIrr.","" ""ff t-$eo. 6.01. nrio ........ ,,0 ... .-rion. 90 Ie ......... 
INII00rldrn "IIIIM<OI'I-ndm. TIre _ _  • is I '0_ Dq:ir�of'W ......... _ IotI Ir7  . ....... N.. Ottlr f_ . 90_ � ..-io .-_ b7 MOld KlIra/II, 
"-"it"'" .-:10 � .. . ... of llIr ... e.vaky Dr,JIr ...:I ... iaf......,. Dl&Ir. -.... ,be ... ...u.:.I tInlbIIIo,. 1lIriI io .......!. """'" .. AfIIoorWoo No ..... _a117 .wdoa ..... ..., o/\aI 
_ .... _ft � foou. 0iYftI 1IIepeMlIoO< __ "" It"'"" "'-Y. it,.....,. ... full .......... """'at ....... "..... il6ca. � _ ... NaoodiI;. lo _0(_ 
qroicI oaIy "lIrinIof -at �Io. _dorIJ{'" Dq:ir"" __ .woof 1_). 

Royal ........... __ . ....... _ I _ -.- _.;,� .. .so.... SlanolllM ........... no.. _ .. ...... ·f.c.l oMcIdt ........ ........ boft! _ .. l]"lllbolof _Mdaior • 
......... .... ·pmlllrod II .. ","""",, ... <irdr • ....,. 10 drr:t......:I by .... r;cb of .  _'I _ • .-." ...:I bMMrcII •• l","" WIfl'O"O ."" bIorI:k -. I .... black ....... -piuIfo . .... _ 
_ or 1MerI --.." .... _ .. _,.,. """"' .- r.....,._ .. oraI bipu _ tIat . ...... wIIP< ..... OW loJal " __ --' ...,Idcncd ___ . TM ...,... ....... 01 .... 
...... C.-a._ ....... ....... __ olio _ouapcaolMr '0 ....... ___ !I.e. Pr-. or_ ........... �diIllorcI --.. ....... _ ..... 11 __ • 

C ....... , l' o..nadan IJ 16' Pl/19" 4' YIO (All) I(!OW IIo"'p' .0 ...... ,,"" •. 
p"",," IS ·1,�II"I an.l .... ,j.< "n" h" (s. "1I<"q,,",n H.d;_ Each l...,..� one ba>< ........ , .. I ... HO 10th "n. ho. JO PP (>l .U). Ind ....... . R ...... ·. II'n' ( . 2  >;><11 _1. Thn • •  5 WId 
pi ... "'0,1 ...... .. Ar lO TlI<Y ""1 • 10 ""ai >I'Ir<Id •• • 10 Shot"",.""" I,l") of Ooe-"'"n,. ""Io«d I",,",. Iorol: .... 0. ... {on.III. &lid h.a,·o four Ioyaf '" ar·hor"" lonI� '''0 of .. hrch 
K<"OIIlpan)' '''''''. """ onl, one of .. hrch ... . ,,,,,,,n1 a1 . .... n ''''If)_ 

("0<'-";" 0.............. • 170 SU) 30 - - LTt"lO HOI.,. 1IDnt. 
VOl ....,. f .... .......... ...-cd IIwJ arc -m,. f ... and ... .., • •  10 MIroI -... boll ,boy der_ at "T U 4-10). 

A ........ I.I •• ,". O"; ....... a'n II ISO ChIJ" SO' YIO (Alli 145IK' IJ.lkp' 15 ..... m""_ 
r .. h ,ommanlll a "not of 90 ,"Iltd • ..... Qrodq (plu., ..... Q�d,r). TIl<y art old Of "pnlfnoc-d Kn'al"'. mon .,," r., Ind 'O,ly . ...... ..... ,ilvc, holm. and earf)" • 10 .ound-.h"ld, "nd 
, 10 ..... � •• ,,,,,'OII,n, . l.,,,, •. >",,11. Ind ...... " .. OId (."<11_ M"" ... n�, ,n lou. Ilnlu ..... , ..... """on. So"",,,n. AdOn.or< • •  nd o..n.<I, 

I .... '·� ....... .)01 O,.,,·hQ... • 160 Sll) 2! _ _ L T.65 - 2' It .... y ....... _ 
["" moly dUIIIII. and f." Onl� a .... " ,"k,n an <amp&i.tIn, 0 .... i, ... bIO<l ...... fon",,, .nd , ... "' ..... " ".bl«l .. ,II< Kni,h,., Mmo 

A ........ ".. DIl_ ,0 IlO ChI." '" 'i, {AIL) 1:IObI' lJ"'p' U w ... ion. 
IIuic loral ...... hll. ,hey COIIIIUnd ., ... 0I>tari • •  uM oalled • 0.,;'-(pi .... -0.,,,,. Tbrty ore dllllnqub/lfd f,om '''' AI ...... I. '"W bf'hcir ..... � lid .... 0lI<l iIfl« +, "",nd·oludd<. Eao:/I 
_ b." 1100 hrof�. 

l2 

-

• 



._, 
,-, - ,., "'" .. D. .. ... .- ,..-, .�" ,-

no.,,",," I., (;r ... '·ho<� • '" SL J " - - lTr60 - " lin.) hor>e 
Uurat>!< and 10>1, o..l} OIl< lO<>onampmp .. "b" .. "�I"'" 

0IIuri 1lJ�'" ....... • n "' .. " " " .- .... " w ........ 
A ... 01 DII-.o ___ � ... r ..... SoopnbIJ 1f_.1hoy ... n.. _ .. *'" ___ . T1oew.....,k dI&bo ....... ...... .-IoIn ..... ...... �r� ..- '" 
....,1Ion. 't1wy ""� doll, """ ... ,1ou4 of It... •• 0 OhtN' � -'Pod 10 lhr c:ovolfy rOluri It""", ioo • llva _, A _«I Ohw ....... .......... I looopwwd tuk", II Ills pr;� 
10010. 't1wy c:arT)' two daUft' .ad • .-. ....... " (d .. ). 
(I'''''''''''' H...,.M""-'t , 'U 'V, M - - LTr50 - M Mal,,,,,, 1Iotv. 
T""", _ r .... . hty ........ 'cdfo>i>ti.dy In ,be Not1�. A !hl.d of ,_ horses on kept ... � mcrv<. 

1)1".rl·� [".doro" • n nil] � " , Ih' �, " II.",,,,,, 

A m .. of Uun«l.,n and "'''«l-bIOO<l E"ad.,r." f"l� Tiloy are equ,pp«! .. , .. " "'011,(<<1 ,,,,,,n' •• p&n.. b., carry I .pta, ,"".ad of. 10""<, ","ke (1«1"0.' .>< ,,1 ,h,,, 1>o�, • •  "<1 1" 0, 

>M",�u'd .. ,he, In." 10000.�o,d lac'", 

ou .. t:ltl!ol Ol�'Tl:Jt ,1'IobIo AnIo ... , 
t:.cb Dqa r  •• At .... is I __ �, s.- If. -', ....... """ _ ........... II '110 1l0Jlll "'-" .. 11110 DlIoon M. li .... .au IlwI """, ..... ty _roUN ""-budo. n...., lhoar 

"' ....... , �. _ I.O<U<S ...,.. alI"'*tIo _ ,..-bIr .... Ro,aJ ,...., ioo _ ,",yo EKlI .... ,.. l/Ic s...... Stan or Anhalauo II ...... of loyall,. UId , ...... ............ lilt 
l}'IOtIoIo- ,Iot.- 01' ..... dun", ....... ,jodI .. .;,� ,lot K"'\'_ III __ .-Iyeolor�. r,.J!lor .... NobIo "'-' f ... .... 1to,.I-.."..rt. no. ElClUL H ...... , 
r", �. 1Idch .... .,. ... 1IicIL _ .", .. _COM, � ... iLJO reoIlIan t-...... an), ,... ..u.....-porf«Uy __ ,lot...,. 0I,1ot � "' ... 

M ......... J [)Unadan " ,� 1'1 19" M '" IA U 16JIK" It.Ocp' " .... ar .. ., ... 
The K> •• k.,..-.... cS -!l,p .....,.,..,,'."10 'lI< C..II Hou ... ,.r,lI< A,,_ •. 1:.Kto "  «Lu,pptd ,n a "',_I) ma� .... . nd ICJI<'f.U� � ........ ",..09<" 0 ........ ,"'1". \10 \,10 k>.11 \1 .. " ...... 
• Ma ... ,\ 11,,,. .. 1o",1I ,..,J "",11 muiL,pCL<f. 10." .. , ...... .. "Io!lO PP (Al <.l AISI. Occa_"'I�. ,he) <O<runand , ... ....... ,&JL<'t of ...... '" """,. In ... �obln 

( ..... ,·.,..-. 111 G" a,·I10 ... , '" SL J M - - LT,'lO - M H.,,) hOf" 
\ .. , .. , "". II...., ',morn! ,he, a .. m ... I, la" 0"" h., • •  " 10 M.\I boou,. "'" ,hey ddrnd ., A'1 I' (·101. [ .. h of ,he G .. a, Lord. ha. (ou" '''0 01 .. 10,,10 ,0 Oft a ,,,.., oampa'i • 
• :.....1,. �- " .. , 1'1119" � "" (AIL) ,_. loMkp" , War.i"' .... 
"',he<Io,.', Nobili',, 'he)- <\I1o.he fif') .... L,a..,. Howa. Thq ar. " pic.alI, «LU,,,,,",, In 'lI< f&rhlon or,he A,." ... in (au. ,.r,he Royal A.ml. 

( ............... 111) O ... ,·hon< • '" 'V, " - - LTr60 - " IC ••• , ""' ... 
[)u.ablc a .... fall. Onl' .......... 00l oamp&lan .',h b .. Knilh" 

"", •• Ia 110 U,,""�." , '" ("h.-II" � " (A I )  1 I(Ib," I�<p" " "'.,,""'. 
1)",,-.1 Anheda," ),." "". ,he) oomm.nd f""",."o •• of .. , ..... n, ... (I� u","lor .. ,h' .. " (70 "n,h) f" h, ... (S. "Mh,,,',,,,. Th<y .... 1<1 .  • , ".f·"''''' • •  tId • """" .. ",d ('�<L). on add".on 
'" ' .... f ""'I,,,,..-d 

....... ·_ .MoII1 G, •• ,-hor>< • '" " , M - - U� - M H,a,.hOl>< 
[)u,.bIc and rbl. On!) DO< ron "" ta"'palP """ b" ),,,,,,,, 

a.m_,. ....... , " "' .. G " ." "" "'" " W_. 
T,-poc.oI _'" r .......... !hoy -.1. wp ___ � of .... w'" 01 ,lot 1IhrriIooo. EIdt <ama I fOUd.-w .... oI.he iaf ... "l' _-OILOdd 0IId ..ok .. _ 01 Ill< _ .. Ill< po-,. 
_ ..-_. no., ..... <Mt')' I ....... _ C ... � .. ) ..... I ....... _ C,tel). n..y..., "'pIIiMd tit, ,lot foouol<bon. 0IId � ;,. rare f'" ..... . """ I ,Iurd 01 , .... '0 boo "" "",� d"" g_ I 
WlfIoI,hMd 

(11"'-" .' " .... , Shott ....... , '" "" " - - LT.50 - " Modi ..... ........ 
r ... ..... ,dau..ty ruu<d. ,hew """ ......... ..,, _k off�'vdJ ia Ill< North. A .. """ .. '0 I ,h,rd or ,line hoor ... Or< kept .. a �, , ........ 

II�,,!I .. ' 11I0Il I",ado,.n , " Ch 13 " , , 71 .. �, 00 '" a"IO<' 
I " h'." ... d,.,," hom ,he" lIom. ,.""o'L<l. 'lI< land. o"r.nl 01 d.,m<d by 'lI< Hou .. '0 .. hkh 'hey pIod,. loya"y. Th.) 'f< o" .m,<d 10'0 un". of n,,,. (a Dq.,,) o . .. ,h, ... '.n 
i\dh'I,,1 0... ,n ><, en ., comr<»«l of ", .I,�."n (1ft 01>0 .. ) In 10m .. of ' .... ".e qU1<l. i. " '"" f .. , mo., ,h.n I ,h"d of ,h.m '0 "" on a<"" du'Y 

/It ..... , 
110_" - C., H� AT � " ... "- --� "�" ,-

l.AlMI101H·I· ... I\lA" U I_a) ....... ....... " •• 
M ...... ' .. . 100nbnYJI • " Nod M ., , lJ�. l!lb M 11", ... """''' 
(' ... , .I/�".,,' 00 ..... """' ... 'onhm<". ' .... """,,01 ,t>< ,U .. " """"y .. ouL><! Rood ,n II .. '�") f ..... "" AF. 11"", Iead« .. ,II< 'hul C ...... )· ..... 10'" """ IPP, r. .. "" .. 4PP, alt 
p.»><>' a >1 .",,1 mul"pC ... « Ioa�1"nl. 1UI<J 'II<)" ... h �""'" ont 0IL<fI CIIaMd,,,, "",II ... U" \,h "I) IS« So< 10.'-'.' 

GAUIlIIOTH.I.IJ()"OOIlATH (1Jooni<nIh\ _,") 
{, .. _/4 �u • " '00> M , , .... 7J1b � ROIUC/"""'lt. 
(0\1. 01.1. "0_'. Not." ...... """ 0\1"""" (ca. 16010). '1I<J ...... onoc !llerCCftarJ .nidmto .. f""" ...... An""""". E.,h ..... PP Ind • •  ! "",I ..rder (btx<i<t). and '1I<J _h know ..... 
0p<fI CIoIont><l,nl _" I;" ('0 $I" I •• ). (S« 5«. 10.3.) 

T_, �u , " RV'O " , . " " ... - " w ......... 

DILn""'" and DIonrW.io Hil""", f."", Ill< II" ........ ..... Jhe)' (like 'heo-ddo) ...... ,"" _k Jtantor DootoLOlh. ""-' .... Iow ivl poIIOIIIOIId ...... , . ,  , ............ ..,.... (s.. 5«. 10.1.) 

1.1I�'''·I·\I''1.1I01l.'' C"alborn', �I.n) 

"'"''''''' .......... I �-. • " � ,  ". , N .,,, ,� " "'.,,"'" 'I .. n� """''' 
I..., ... \1.lbor"·, ..., .. hocIu .... d Each loa< Il 1-'1' (.2 .6) • ...r a � 1 .p<II add<r l_ktNondl .. h"" .... . !G" , ... """ oIf ....... I ..... � <fn",.b. Tilt) �""'" I 0JL<fI [h.,"" '1""11 1 ... I''' !'" 

.... 11 'llI<) "" .. 9Lb ,.,,� .m"">It >l,I" Is.. 1 1  I .. . 8 • 
""""''' ........ • � "''' " , • - "" " "' ......... 
Loyal, .. M ... bono, ""' .... f_oIIy 10. EIdt QI"l'ia a ,1,,,,,,--, 0IId ,_ ., ......... in ...... ,_ '0 "'" ....... _d (uk .. ). (See So<. 10. 1 _ 11.1.) 

I l):.!O(lI II 

� ...... � Lo .... dan , " SL·'" � , (·ILI .�'P" ,,,,. " A.,m,,,, 

1 lin< holy ... "m,n ... '"U«l on<l.,,"«1 ,p""u.1 ... <Ie". TlI<)' 1><1 .... 'no� can"", I>< ,,11«1 "nd '"""'" b< ,,""r.nl ("" n mo,,, <>r ,he" "",nl. lno) ,,"",. "un ,","II>. bu, no' 'h< ",h .. 
,,,,- ,",.It.,. Th,)' Of' ,h. o.b" ... of, ... " i>«>pl.·, «1M'''''''' f .... ".y •. Each w •• " m ... 'cal w.hk,. I,mor (Al 4) and <a",.,. . " 2()  ''' .... ,. •• "",n .po" (of ",),., 1<t-.d" �<>1 .. h"h .. n 
"" ,h.o .. n .. ,,""", • ,"nl' ponal,)·. E.a<h kn"'" 6 1>1>< An1m,,, 10m 110 JllLh 1,1) and 1 ,10>«1 C .... n ... hnl 1,,,, (10 lOon 1.1). 111<)' n ... I j PI' 1>3 ,,) • ...r. '. ,poll .dd .. ( .. ",,,.1. C>« '0.'.1 

11 •• 1""'" � , " .en " , (AIL) ... .... '" w_. 
That ... porlt hun' .... ... .., • $(I lr.,k" Irooouoro. Tha. ",,1fJ _ U ..... _ whid! " ... inlo I TOor '" hio pooI«l'" =01.", ... ,111 ... , cnlical ........ (aan opecifiod .. oarrytb ........ or 
..-: f .... '_ .. ·$(1 ...... _"' .... _ ...... ' l·lOrdI , ... _). M<lOl.....,. ·10 ............ 0IId..,. u.., .. , boIu.. Cs.. 10.'.) 

1101111111> 

,� '" )'uduk , H .CO ., , N �. - " II,,,", .. 
Ih" I00.) .. ... ..., on , ............. , Hou><&uard", 1I'-'''"lor,lI< ,h, .. 'nil<>. ...... 011,. " ...... y ..... ·bod .... f.llo .. 

" - "'_ '" w_ " _ ... D< lJ><ri&Ily .... 

Co<Itf: TIle .... ;"i<:Lt 1i • .., ......... ""' ...:It ')'JI< .. r ............... $oDw of ,be codn ar. tclf_pI&notory, Raft. L.I C ...... ). Hlio. sr. (SIIidd), 0IId M..- M (1)10-_ 0"" /It __ boll ... ). fOl 
docKripl ...... Of ,he """" complu .. " ",ito ... '!"he M.II .. NPC Chan. 11.1. 
10 .. ., Unlk·hoi _ 0I0t"'"' """ opofO" T.edy in .,1,1101. Lnoor Or<l(Yrdl) rlllt. wi.h a .ubl ......... of ·100 In """ .,Iip, one! .l! in mqIcaI or mchan, .... ,ljal,,; __ anirlriaf 1iJh' will 
"'" bot ..... ,hem. H.""" 0«0 .... y ... ,lot _, .....,'" '''''' OWn dead. 51.-... 0li0 '",n ' .. " ..... in ,a! '" ......... . ,liIht. 01 ..... Iaorr T.oII, opofll' .. Iaorr On:s. 



12.4 MASTER NPC CHART 

,- ,., 1111. " "' � G< M_ � M.,JOoI 'nn 
� "' 

'0'" � ,-
Urd .. W 'W ,"0_ I '  ,ro 'w , 1l0<p" .... W An,m." 
"'Oil>r ,hlp"",h, .nd I.Ofd !>I ,II< c..IO) It .. ,n, P.,.,,,.� .II ""'" Anlm," 10 .... or<" .n<! ,khft/ """nl><j,", I"" too 10th I> II. ,Oil b<oo< A" ",I,'�" I"" I,,, 10th I,ll ('"d,n', -.;.1.« " .  
" I'P '1"'11 m"'''pll<' and h. h •• 1260 p p  1,1 ,) ,(IOj 
G ...... , 1S(71l) '" IlUU· '00 , , ,_. U$p/da " M� 
MalA< W,zard U ... ,). carr ... ... 1f: .9 PP • •  )0 08 • •  )0 for .peU otla<ko. and oll'lbio olol."nl I 11< ...... Of lOO" R. Untrllah, .pell H . .... 1/01, pp (.9 .lJ .)!). Abo ... ieId. +)0 
b<OHd .... ",d Glimd.in •. ""' ..... It.,.,.. <>f Aman. Poun ... ,,�of III 101 ... ij".(lO XlIh 1.1), 01><" .""dosed s..._ �." (I" lOIh 1.1), 101<1 .... ",nh MlI>d Spm:h and MOllo(! V"k>n. 
" "  10th ,.1). Is.. s..;. 9.0 far nI<>f< lItu,l, PI,,", .. l&rly lar 1&,< Th"d A.< .... ta.) 

\\".�·l,", � ,� 1'1 20' ,m , , 180<." �, � s<",,'" 
I '''� ol 'h< ... .,,�I."d ",,.,th_l,", ,,) An,mar ,0"" I.A IJOOI. Ln<i<ad lila<. N"rntn(\<._n I.,n._ U .... . 11 b_ SorC<f<f 10m 10 60Ih k .. 1 .nd .11 ba" Mo,. oDd boo", It ... ,<f \,," '� I()h 
�" II. 110. 1080 PP \,6 ,J ,601 Ind .. at' '''0 �"""r) """",,0: \1,& • JO flamr"1 ""'" '''Ofd. "hlCh <l<1i .. " In «1.".1<", 11<11 <"r "M" " <1<1",1> I <II' ."rl.. oDd al", "'." .. , 
."1'<1'" ,ha' ,,"") '" �I""'\ (RR .. , foOIh 1111; oDd (ll a • JO ",,:< 01 Elf- an4 M.o_,I,,'nl .• h� 0"0 \ltt, .. " a 60lh I.I "'SI"", o..,h·,.r", (."1,,,, �on ,n 1-100 ... 1.., 

T.A.I_ 
� ... , � 'ro P1119' � YU' , ,_. '''''. " V. .. IlOI . 
foP,h KJO\II of Anl><da.rft. Y, odd. ,lit ""'h" ... _. a _( .D) __ .,...poo.". bow; lias I '*' of .101IIiIh'� U,IliItwl,)oI>on· • ..."..I .. "'. "Etn;" pI"r. "lUI;' y,' .... .. _ of 
blKk lair pill ... reI mall ""h .... <1. of ..... '" whll' ... ·pooaled stors <IIl\>Iamned ()Or Ihulltsl 

H.,",,,,, " '" n'lI � , I'" I I  l'IO\oh' '00" • "'.,,"" 
(.,.·,,<>11, n,d'a,n 01 ,h. Sh.rl.h., ", .. Id, • I I  "" bamm<l, U .... Lori' Crn,u" l',,""I, I�!O,I,J 

MalbOr. " ro ,�, � , , ". - " SenlOnimi". 
Th .. va," Sen .. II. h,mself ",·EIon a"" favOf. bri."Uy coIor«l I" "I robes. ,Ii. r«l Under·robes ofTyrn"""';n add �-O '0 h" DB l<>nly wl\tn WOfn wilh <>Iller robes. i .... AT 2). ",.lboIn 
.. "in 03' Wan4 off...- ",hirr:h ._"1 1m""" of Dta.h in.o .1>< mir><bof_1I ""hin 0 )0' R. (.<)/doy). II .. IOId IInl i. irtS<1 "'i'h a red CfY'Iol and _ .. both . .. 1 and .  >J PP <k>ke, ", 
r ....... "' H,." Malbo.-n U« 10.1). H. M. llI PP \.l d all). Is... 10.1) 

'Inrlu_ • '00 " .. � ' "  " 103", �. , '" OJ"'" 
I ,.1. ,h .. ltarn o. ,I>< L'r.lhJlh ,,,b< IS« 10 I I 

,- ,., "� " � " c. .- .- � . .  ,-
.. .. 

I.A.lf1.1O 

",,_.Iob 11 " '" " ". ". '" , 17"" , IH<�' .. " .",or 
1 ,nth ",n, 01 A"hruam L.", .. "'�r'n" ,,[ tho I In. 0[ ,1>< N"" h 15<'< A".kl l, . .... �, ,ha, hU armor " o[ dcq> blu< 

.. - S " SU' � , , ". .... " Wa",Of. 
"'d'on"lfo", Hobbi, of FaUolll<l< IIlbe, YOl.lI\I<f _lin of Ma",ho and r:o-f<>llndrr of.1>< Shll" 

I\Q""". , I�I  (h __ 11 .,. 110 I" I I  ,�. IJOr,:p " "" "'Of, 
A ( ."'''" '" ,he Mo)'.1 Gu"d al\lll><ll ", '''' r!on"" H< "<0" ·3 <h"" m.,1 "h�--h " •• " .. "'T il (S« 10,J, 

,_. • " "" "" '" , .* ... M '-. 
........ OIl ..... ioo ,he ""y of,. Wotdo·k, .. _ H ....... .. 101&rJft oIoir<\rI .. _ . ... --..reI (.I/� " 1 IIIiII.IM). _lIobpl .-..hill )' _ _ _  rdIca io _t. � 
_..,.. Iar .. �t. D DB . .. ", DB .. rqhol f, ___ he """ .. iII .... QuO of. H .......... -. ... _ <IIut ...:l lit loa ."I>"u ... a<eIn ..- .. 0.02 PP iP<II _,pba. Ho 
�_� _ � bioi. 1.0 IOtb M) .... 1oa Jl PPtll.02 >II. (Ser 10.1.) 

t.w .. , " Ml ! � " , _. allb , R", .. ,.,,,.,, 
1 .. ,,,,,Ol.l' Dunn,;Io ,uppll >.fft" . "" ,,,,ally from Iloud, fC'l<1a, ,,<ai, a Clool of fru. )n" .. I>oI.I) "h .. h ,�" !upon ,.,bal rommarod) .hroud booh h" 'l'J'<ararrrc< and h .. Pf<><1><' I", 
I "" n  1,1 <b, Ih • •  l .1>0" ... ord (dn,,, f"'«1 .. "h. 1 • .,11., .. "'hKh """oa,n •• hr .. Jrd 1,1 do!<1 of.1>< pot"'" "I),' d_" ......, ,I. ''', .. " .. 'u<�. and tn,":1<'11 ifa m', "<1<1,, .. «1 t� 10.l' , 

'- • • OW .. , , .- ... " WatllOl. 
DIIfl_ Hill .... ". __ of s..-... 51 ... to,.,n ioo f",_. W .... """'y ibin. hio ....... of old. _ ..... ia .. aM""" ""-. botb .-:-d .0Ut LOIV"';', 
".,.' ... • .. SI ! " , , .� 61,b � Il"'''''''''"t 
( 'h .. ".", 01 hlloo,<I< ",b< of ilMob,,,, (',,·found.r of ,h. Shll., 

M .. I T  ...... " '" CII/ll' �. '" , 12' .. ' '''''. " ..... 
C'p'.in of II>< Ron�. Coun Advi..,. • •  nd ...... ber or,heTarma """>C. H, _. dar� bh .. �lr.ai" .hirr:h _ "'" in,.,.f ... wl.h ..,..IIIond '" a Hlih R ......... Ri", III PP mulrJpI .... ). 
Tlrma knowo ' boo< R ...... Iio" 10 Dh loot! and lias 161 PP l>..I ll xl'). HII iii ... IlIlaid. black Slm helm iI...."..., lik • •  Bn.·b< ... """ hao .  Jewd ofSOunni,.. ... in...,h .,.. tOclo'.i"" 
abo ... hi. _II .irr:"",'.d "'..., mak. RR .... !o.h M..,.u; ...... 10'; i"""'ll)' .lIokyl. ts... 10.l.1 
1I."�.� • � C�--" " , , , - - " '" .",,,! 
I ,ul �'na "I ,he L'fOlh·burm Or. ",.". 

,- 1 •• 1 H�. " "' � G< - ..... _ .  S .... 
O. � 

1'.". IOU 

"' .. a .. h .. ' " '" ". .,. '" , ,w.' Ill<�' " Ran,., 
Ct�" n·p" ...... of A,nh«lam and Lord C""'m'm)", 01 ,h. koyal Arml" <>1<1<>, "'" of � Inl "',«Iu, F "" Ch,ef,.,n of .h. RanI''' 01 'lie N"" h Po."" "" a • 10 black ad .. «r Troll .• I.),", 

,h�"'''o,d. amj . + 10<""''''''''0 " .. I """ "'nf> • lO blacl. m.,1 ,hi .. b<n'alh dcq> ,r .. n •• rb, II, ",,,,ff. al Ih . ... of kl l"O't\, Aran."h ,no,,'o b boo .. R.n�" Ii ... (ro w," hI) .nd 1 
�r<n Ch.n""l,n� 10" 1'0 100h k"IJ, II>< ,.h,,. S'o .. of Adlmon'. "h",h I"'m, ''''' «n,,, SlOr of ,h. s. .. n SII" on ,h. looolle� of h" bl"l 1><101. " ••• 'r<1I mu'''p' .. r and 0110'" him I"� 
"""0", III II< <an mo .. ""h",,' 10.""1 fOOlI'''"'' .. h.nc>.r II< <k>ir .. : and 1lJ lie can .," .. h."«I. mu"n. ,,.,,, "",mal .p<"<d .. ,,",,", pon.lt) 100 I rd --I.-Jiday, H, h .. I'" PP I " ,� 'I�, 

,- • N CII/Il' � " , ... ",. " ,-,. 
T ....... _ Anlr.aclors. a ....... ber oflhe RUI&Of1oftllr Nonb. Wean. � Rmc.' • 3"'"" ........... _ I. PP (a.!A7). H ......... ....... .. ilorpnit:. Ho knowo l_ Raaaerlioll (10 Io.h hl)_ 

A"",. " '" .. ". � '" , 161"" 17Ocp" '" "0,,>Or 

'",,,okI robt ,lie I .. , "' .. 0/ Art""' .. n "''''' • $ bla<� I><lm ."" • 10 br .... rb' •.• a<h .... bluol><d ."h ,I>< s.. ... "'all 0/,1>< '-or.h 11<0" ""rr'"" of h .. II".. 15<'< A"rk& I abo,,) 

- • • RUIO � , , - ... " \\'1fnOf. 
Ooe/l .... of oM ManoIr ... Euol ... b ..... f_ of OItibuck /K. �Hi ramily 
" .11 .... " n 1'0 t .,. , , _. lId.· " Sen arum ... 
D1rn..do" l",d S«<. 1I" h �""n .. 1 '0 'h, ",n, . •  "" m," .. 01 proplr«y_ '" '0" • JO bl.d ,gbn ombtlh."", ""h ,lie ,)",boI of ,lie Yo h". Orb. on .... bI<m ,.1,,,<'11 '0 both ,h. p.lon,;" ."" 
'h. ""0110_." of Mando.,· �I.lberh ,.,,"" • •  2! bl",,� ,,«I and m" h,,1 f"h,lna." "'or""."d a"" a • I I Da .... of Rnurn,nl (100' ranl<; no r.nl' prna.I'I'j, H. III< � PP (,J ,!�) .nd a 

• 7 'r<1I ad<kr. ,lie R,n, of 1>0<>",. I '<lftf) ,nl �O'KO .. h",h .110_. Malltnh '0 <aU darl. Il0l11 of Doorn h a day I 100" "n,o), Til< bla<l Ofb ... ,n ,II< "n, .... ", a "'odo-oo'y p'o,",",," 
''''',m, OJ, '''''''k .. nlr a .11 "Ih'n,n, bolt. b., ,I'''r doon' 1".«1 one: (""h,n 'lOCI mil .. ) , ... W .. ,lie �am ... . nd ,I>< ,,,,ltm roc.,,' .. ,1\0 ,m ... of ,I>< ''' ....

. ami<.i"", ,h. 'Kit'" mUll .1", 
rnal.. "" RR. ""h on 01-10 f.,I.,. ,",ul""1 ,n I.IO .�, 01 ,,"n (no """y) .ff«1. and I $1 • f.,I." r".I"nl In ,,,,,im', """OR"'-"",'''''' r", I 100 dal�' " M  .... ' "ftll< I'lla"ti". " .Ib<,1r 

,no", I� Ol"'n lh,""olm,. do!.t!.l Clran",lm,. a"a ba", S«, (Imm"O Ii ... ('0 100h hll. and 7 ,u,h "," 1'0 100h 1'1), 

'- M no RLJll � , (AIL) ,..... , .... " W.,tiof. 
VerY I"'.u�, OI<>a..-ho ......... Warlord of Wilch.ki .... O ... 'm .... Emplo)<l .lOIod�m MItt"f t1r�hDh. 4Il1Y,_; >..lIdo,) U ... Lor .. ern!",. Cnlical •• 
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,- ,,' llib " O. � Go -- -- . � .  1'0' ..... 
.. O. 

r."'. l'Nl 

II<I ... hU'ft, • " " ". " , , '1J,,- - W Thoof''''''''l 
0... ..... or !b'lM .... ' 11.>.,1> .. "". In ,1\0 �h". It<>bbOl •• h.,uu .. , � "" <att .... [If -day" ' ... Sun .... ' <Qu".kn, '" • • U ... .. h"h ,kwo. ""h . 1>1 .. "'hi ... "h," IOOO'"f�n Oro. tTIM: ,101m " 
"'0011 up '0 I1XI", oI" h. It"'" 101 �> an<! QU". dim., )OJ.!!':O)".) .". .... \lLlh"'_m.,IIAT 11, • 2006) MIn'b..," ..... '<1 .... of, .. 110.,," of .". Arm .... ,AI! dOl. f'''''' 1'0>' Eft"'" 
Qun',1 PI"" ,., b.b<>o Q..nI I>< .. ,nod k,.I.,,� ',,'00,,' 1IIa&" ........ 
-... • '" 00/16' m , w, , .... ' ..... " \Ii .. ...,. , 
Unok K.,.or lhr U ... h ..... ,ri .... Irao • u odarca «I"'�' 
I_.U " ,ro eo". � '" I" l) 19' ... • lolOhcb' , "" "'0'. 
0.. •• 1 lIn,. ""'" l ... � of Dull""' jolt Ind ,.Ie< 01 ,,,ltd [)v" " .. In '1It �  ... \I"",,,., ... "tal . ........ ' ... 'n .... d ... � •• " .... . .  ound·.h .. 1d 

T.A.lI'l-. 
""'" " " ,� ,." . � , N ,,,.. IlOIb" W ...... 
Clurft ... af ,,,. Ro ..... of ,lie Holik. V._k .•. "SI..w., 50<> .. ,,,,, ... . 0 ..... -..... ,_ of A..-ud Gooodo<. 11> .... _. _ ...... PlI>. _ CIoIok of ,lit VaIIOpco \ + XI DB) 
Bears_do or __ d _ 1  __ , • JO .. )lUIId T.A. JOII, ....... llIcr", .d ...... ... " + 5O ..... d AIIdwo/\ .. horlo..adl • U _'0 1nt 0B. and "�01 both a <Cd 
On:""� n.-and a .. hut U ....... ,' ... tIomt. � rih a • 20 odd 10 tbt <ric roll). Kllo ... nll � _liM. (.0 20Ih M). <bed d ... ".oIi ... 1IeaI, .... I;'" ('0 100h 1<>'01) and A" ....... 
Ibu(,o lOUt 1>11. H .. bonoo' .... II u4..,.u ",g�lplin and lIt""')l<I PP (Il <4 >.27). (Sft5o<1_ 9.0f.,. _601 .. 10.) 
11111 t ... ) • .. Sl I ., , , 61., .... ro �OC""'''''ou', 
8,<<·101l<kf of Dun ..... d,nl �IO<HI """"" '0 floqufn, ,a'<rm and """ ... 11) fall in'o bod rompon) 

I't .. H IagIIII " N 0'17' ., , , '''''. "". " ROI""/SCOII'. 
Sial ... "" H_'. )'OII .... <011>[11 .. f 8dbo 8qaJ ... and , ..... , ofllq EIod Ileal Hobbit"" (in ,lit ........ f .. 'h, .... oI,lIt SIlI,"I. C .. riof r .... ily llou ......... ( .... Bilbo .Ix".-.). RI ... lIt .... and 
"",un of,lIt w .. or ,lIt �II", (All do,. r,,,,,, pool RlnaQueol.1 J>riQr to RIll, O<><sl M i> ),d � 
l.<r'bo , .. " " � , , '0" l(kp " Rocu, >coul. 
P'p<-,,=I I.,,,,., hom !wu,h,."h'"1 ,n II\t �h"f. Hrobb" ofSa.,."II<·I!au,", famIly "h"" pro". ,,, plmpln lnd .",n '0 bou" ... fl'=I .nd .n') 
SII •• �.,. �Il) � �" � , , , .... 2'.p " M .... 
�·al ..... lol, .. , ..... iu'd (SO'u...."l. Plpew«d oddicl. Nooo' .Oflu,ed by h ....... 11 fallur.:and mrbit,tr.,hbo." h;'dtl .. ,. lit is. ,,,,lined .onionofhio pHI.nd luIu .. of ""Iy 12 (11 x I )ofbi> "' ... , I � 
PPI Ulh. 10). Sh" �"'ICO'''<OI\'roI or,lIt Slti .. ;n T.A. 3019 by b.di .... 'berisoof Looho5a<:k.;IIt·BaaaI .... H. pounHI.nA>lroiotet and AIt ....... ; .. ba .. II .... u ... <lI,"11< M .... _I ...... 11cd 
Fl,. 1.. ... and Willi Lo .... H • •  bo lou u .. 01 Calm Spirill. In",lons • •  nd Spirl, Macery Ii .... H, <.m.. . ... fl ... hOCh "lOa' .)0 '0 hi> OB • •  nd II ...... , a � 20 bonu, f", _II CUllnl. 

\\111 "�IU...,' , � U,IO " , , "", "". " KOI""''''''"' 
(''''pul,., m'l'" of \11,11<1 )"'hlnl alO<l p,«mln<n' SI",<Chl.ft.,1I f",,,, T.A .IOIJ 'hrou,h f.A. ,. D<po><d .. � ,"'p"",ned by 1.0'110', h.n<nmfn ,n T,A �" 

,,- '" III" " M � .. .- ..... 101".101 ,-
M '" 

A" .. I.A. , 
,-- , " " , , , , ,� 'do , I .• ) h •• I", "mml>l. 
A "Iled .nd .buotd Ia) lit ..... ... " .  """n ' .. ""'" of h .. for.....- .. II. H< <aD u .. l>u' 1001 h""'l.Ilnll l1 PI> .. 2 ,j). bu, lI< lilt, a • •  '1'<11 .dolcJ Ib'''''<r) H<.ho_� 1.1""""of 
.-",h "f,"" ...... I I>nl'n. 11<, .... II. k"", ... S ....... I.a) II ...... I �ER" ADlml>lll ... , 110 lOt.h 1,1) and l..,.n ".,,,., ..... t \/' Rl'optI>Clulnno/,nll l ... , �IO lOt.h I,ll. (S« 10.6 ) 

-.,- • " """ � " , ,�. , ... " �OJKIoc:oor,· 0.."""'" ..... 0/ ...... of ,""" beo<d _lid loocl. H .. ........ WoocI-doel ....... h ... '0 I&�' 011 ,110 _.""" of ... , ...... to. ,�. ooloat .. "" 00II«II'''''' (I nI prep.); .. Ilea 
__ a lot.,. ...... _1_,Il10 .......,. ........ . . . .  let ... ..... � ___ H. �, I ....... Essaa .... (1051_ ,,")ud 11M. Pp; ........ _ . ... 1 1pdI _1""'-I. IS« 10_'.1 

1Jn>a. � '" Ch,19· ". '" , , ,.... '''''''. ro ��n 
�, .... ol'''' R ... n"od I.,n,_. "I A,_.nd GondOf. lit ha. adoped '''''Que")'' mini< r_,,,, [Of h" fomll). tA 1 I. AI ....... II Sudn-. ,lit R ......... " .... _,""'. and Lo""I"m�'.1 
\Ie ... bl ... � \jo,h"I'moll I ..... umh AT" , • • •  IJ &old uoIlud .. h .. 11<1", «t ... ,n ....... ,... .... (111< 10'1"" btrlll ''''' lkIa;habl< �., 01' U.fId,I In><l ., 'M b"''''I • •  nd. bl.d ",.,-001 
<mbl",,,ned ... "h ,II< .�",bo>I ,,( ,lit 1'00 ",nl"""" lGor<dor� While T,«. ""cud." by. " .... ,,,>l0III 01 A,nor', s.. ... Soar ••• AIi ,QPPt<I b)' lilt ... 1 .. , «0". of [I<.-.dlll. HI> �"' .. of 
IYra/", ,,.,� 1'1' ,poll mul"plf<1 Ind " . 1OIh hi K,nlof Or�-... ""nl • •  ""bll". hIm to forcr Dra� .. (,,110 ( .. I .ft RRI ,o ... u'ft hom< ,""'Ii"".I) and r.ar ''''' pix< ..... ,k</ H<ha, 
to-t.a PI' I» ,6 " bl ('\« !)«""" '1.0 10< mor. d<t�,I •. 1 
� , " ... " , N (A/LI .,., ... , ............. 
A L.ooudan �Uft'" He ""'l _�I"'" _·.klll ,",-. (5«10.'.) 

(,.u"'� • " �l,1 " , lA I.) '5<p .>" " lIarr;'" 
I."'�" hu"to' I .,IIt. 01 vllmk. H" 11><0' " ""'_ ... lIh ,,,ts.t,,,. (S«: 10,5.1 

'-1k 0._ , U ChIll' .,. m , " ... , ..... " ROIl'eISCOII'. 
Doinlmdo", f,o,"ltn", .. ... 1Ioca.r ..... . . "' ..... and ,",uttl __ (07lday; 10 '  .... " DO penol,�). He knows ..... Open O ....... U'" b .. 1'0 "h 1.1)."" .... 7 PP (.oL .1) • •  1l1><>uP< h .. 
... d ..... tI • • •  J -,L oddn. H .. < .... n .,,;n . ...... f'"", I wounded A_,..., Ranaer. """ "'" .rr"", -,I •. (Set 10.'.) 

h"h,., , " Ch-I) " , , ... �. " W.IflOf. 
Y""nl. btu •• 1 ,hld" ,n "1 ,h . .... m'. ,.mn,n" or 'h. l),.,hl,h Ore 'nbe. 

- • " Chill M , , ". .... m 1I00,../SCOII'. 
Mac .. of Ih><kland (t".A. IJ-64)."" COII-.... IJorof ,II< K'". of A,,,,,, (f.A. 14+1). His .... 1 no .... Is Mniodo< 8 .. ""�b.d (,.. "".''- S",-,.",,,,,"). �, of B"""" OIdbu<k. 
f,iend oIffOdo 8qaJ ... M 10 .  tOIl-lit. ad .... ,"'''''' Hollllh lrom Buckland i. ,lit Ea., M.f<h of"'" SIt" •• V ..... n of'lIt w .. oflbe Ri"l. (All ...... f,om ..,.. IIi", Qual.) Prior '0 RI .... 
O<><sl M .. .,. i> ....., 2"" "'d. 
�IHln • " (b lj � , , .,. '1"b � R"' .... ,"'o." 
fram � 1\ )' ,h,oulh � A 6-1. "",, ,,,",h"'p,,<>nd Th.,nol , ... SI", .. nd t'ounl<llor 0(,11< " .""ed N""h �1"ldom 11. .. 1 ",,,,,, P"'f,n" Too� fA -T�l"l • ... " a  <unou, "'" � ho h.,I, I,,,,,, 
T ",,�I."d In ,,," Shit.', II "".flhrnl II. " • <I<>« It .. "" or M .. ,y and F,edo. �n ... n of ''''' "or 01 ''''' RIIII. (AU diI'. (rom PVO' Klnl Qunt.) I',.,. to I,," R'"I Q ..... , PIPl"n i. 0lI1� 2nd 1.,.1 

�- , N ,." " , N ,.,. ''''. " La, healtr/ ... im ... . 
A _ .... ofl<ll .... � ...... bKor)' .. bo ........... I·' dooaol� of,1It local podcm. He .... I' PP tu "''' and . ... ..,.u ....... t_1 .. """' .... bow"". IS por_ DIUU of 
Rotu ..... H� k-. , '" La� H .. ..,. I/>I£R,. ........... ) Ibu t.n lOtIo ivI)...:I 2 .,..... _ .... 1/>1£,""""'" Cloan ..... I111 ..... ('o IOt� MI. (Se< 10.6.) 
Ih .... 1 " ,.. Rl-II " , (A l) mn' ",,,, , 
OIof lutln-ol'II< ...... .nI .... l''''h "",m �''''f Sau,,,,,', po, ....... he: "'" h.tI trouble "" ... "'" 11110 ,lit tIa)l"h,. It� " .. kI •• , 10 flaIl of Elf ,Ja)' ... . nd u ... L.o, .. O .. ,.,. ('<MICa", 
.... ...... • n """ ., , N ". ",. m Thirf/_ • 
M.,...of ,'" Stu .. (f.A, 1·)6) """ ........ of", EIod. , ... BaaiM ..... �_ to _ b7 "'" f","", f.-. A .... _ uti Y<lCfaJIof 'M W. 0I .... 1lq. 11< .. �_ r .. lois 
.... lIver ... ......... '. IorM'. uti u"""'�. A .......... "",..-. SIIta,"""coma r ... "'" � r .... ilyofOam ...... (iC. �., andT>&brodd ;, ''''�'1 W ... f ... bo ... I. 
K_ Iw "caII<rI _tt-�. IADdateo r, __ ..... Quat.j PrIrtr tolboQoal s.. io . 2nd  � � ..... 
I· ...... 11<. " " � ,  .,. " , "., jollb " Ba,tI '"lm,,' 
Strt1,-"",tr1 [._an ;-."" hTlUln ,,_ It, .f ... I ,2 SC><II R'''I.nd ....,,4-0 PP (.<1>2 ,III ,."'.., .... l"" ........ of S ba .. I .... ('(l IOIh hI) 
....... ,0.' 1 

'- A' ..... .. ..... .,.,. iI ...,..,.J .. opcaoll, ...... 
� Tho OIItIOloa,;VCtt dnmiJr -" NPC; • _ 60Ialltd deoniplion of _ 01 .... ....,.. imponlnt NPC'I <110 bo obi.' ..... from ,lit mala I." •. Somo 01 ,Iw coda .... tdf<q>lorlatClfy' 
l.1 I ... d). H .... SII (SIudd). and 101 ... 101 (104 ... .-. . ..... Manouver bonus). Tho ...... """,pia .... illa .... dna, ..... bdow. A pv ....... itaI .. f ....... indieota ,IIa, .... NPC ........... an 
o:jw,..ItrtI � .. opdl 

AT (Ar .. ", TI ... )' ,.. .,," Iot«, cod< I""" "" « .. 'ure·, \If.N,.,,m,,, 'YI>< (No • No A,mot. Sl • Suf, lei',,"'. Ml • K,.Hl I.<",,"', Ch t�,n. PI _ PI ... ); , ... numbe, " ,he: 
<qu".I.n, Nolmt."" "m'" ')1'< 
IlII u .. r,n>! .. Bon.,I' N",. II<ff"'''f bnnu, .. IIl<lull< >tll> .. d ,h«ld. Slllold ,<f< .. nc", Include Qualll)' bo"ull •.•. "Y'" m�.", ") ... . .  S .hl.ld"l, 

(,., 1(, ........ ): .,," ond "r. -IIf ul<rl '0 Ind"" f >1m and ... I,.a, .. ''''I'«'",oIy. 

0IJ'I10ff_. ___ I, W" poII .bb' ...... ' ...... lotto... 080: fa_f.lchion ... _>lion .""'d. bs _ _  ... ",d. oc_O<imi .... lh_' ..... ""nd ....... tI. rna_no_. "" __ .... 
"h_w .. ham""", "'-balll<"., .. m_ 0111, rnallo<k, d-<Iub. q.-q .......... ff, da-......... 'II-'P"'. ml-moun'trI l1 ..... ja- ja.<lill, po.-poIt Ifm, II-.(i ..... <p-rompoohf _ • 

... _ ...... Of ""' .. _. Ib-Ion& bet .... Icb- liaIt' ....... bet .... IIc-b_ .... ...,. ... ""'_. bet_boLo . .. p_"hlp. ,,_,hrowlnililr. hb_ltIlbartl. rO-�lXk (Lar:", C" .. h). Anim&I and �narmnl 
It.ach .. � .bbr .... lllod uoi", <od< f,om The MUItr" Ikut 0... •. Combo, ... " ..... Ii ..... in • typo of ..... poNy \�.I .• Ora unital...., in ",;.,;It comba'l ... If ..• penaIt� 01 ·lS ... tIm ."actln,. 
MeIee....r m""k (lff.ftIi.� boIt_ intI""" ,lit boD", I .. ,Iw """,ba'anI'I bno ..-upon in .,",,, .. , • ..,.,.. 
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12.5 MASTER ENCOUNTER CHART 
- Tolo •• � .. .- .... - 1Ii __ .- ,-

.-. .� c- ,- At!_ 
f_IK ..... '., 

(h�",,< of E"'''''�'., '" ,,. ,,. " 10", ,. ,-. ,-, 
D,,, •• ,, " n  m'�1 m , " , M m , , 
I,m. " n  nOUI» , • , • , • , , 

ArlhtdaJn Sil': OI�l ,,� ,,� - " '"'' 01·10 01·20 

aar.-....... • � ru � ,,� m� 00 I l·12 -
Ooannnll Si�' ru - " .. - 05·10 - 1l-1. 21·2$ 
Edam R  ..... • � � 111.11 00 II_U "" 1�17 • 
It-rn Su,' - � - - " " .. " " 
["",,Qun So .. ·, " .. " .. " � "·Ij ,O-n 19_12 ll..joQ 
La,,' �" Il'I 12 )j-U �-IO 11»1' .. " " 
l",""" s. ... - - 11-10 - - -
o..,dooI' T",p· I2-U 1),,4 .. 21·24 " 11·11 U -
�" .4-n " 17·" - ... , " " -
8""� Ikon 16-19 16-21 ... " " 1)·26 ... " ... " -
C •• �roILo ... " n-21 U.U ... 27-19 • ... -
�. " :�·21 2!-26 " "',. n·ll �-JI 

IXmon·"h.k" - - - 28-JO - -
o..mbltdool." " - " l,_n " l:-JS 
['� 1�-16 lI19 ... J)')''' ,." 12-Jj ,.,. 
fClfUl-uollr.lt 1l·1I • N " ..... ,. ,. -
....... ,." l,·n ,." ,. .,.4J " �, � 
HlII-I,oIIo Jl-4, ".,. " ... 11-3. - ... ..� -
I� .. htl - - - ,.., - - - -
l"" • ..J" �2-<il J9-1! • ,.4) ..... " J9-1! ""' 
M ... h",,, - - " bl-6l .. 8 .... ' '"W 
"000< 48-SO .. ., ,,� SO·" "" II ·11 -
:-,,,,, ... b,,,,,''''·' \,-,; ,." ""' .,� 12-S" " 16-58 
Nonb·-. S)·'IS n·", ,,� �N " S).$01 " -
Snow·uollott ,." ''''9 .. .... - " .. -
... .. , .... 1I·'l .� ,." � " -
'"" P" \" ... " 6HoJ " H·�! " <I�I " 6:�J " 

,�- M M � - .. � " M " 
'Ia)OO''' - " - " .. - " -

.. - M·U "·74 ...., �" '7·72 � .... ., 
OIbn .... 'u, .. •• ,.n U·?6 .. � " " M " 
lII""il> ,.� n " ... - '"" " � 41.$0 
Normal Or< Pa.roIlI "'" n ... �" " 71·1'9 " " -
l" I" 0., G,ouP!1 iH6 " 7'_76 - � - -
-..",,,,,1 P.""I!" 87-'lO 12-501 11-82 % 1 1 8 '  M " 
o;.,'ou",'" 91·% gs·9' 8)·904 97-\/S ... � 67·7(1 'J-lIO 11-<) 
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IRON CROWN ENTERPRISES 
CATALOG 

MIDDLE-EARTH 
ROLE PLAYING 
A COMPLETE SYSTEM FOR 

ADVENTURINO IN MIDDLE-EARTH 

I'IIDDLE-EARTH ROLE PLAYI!'IG (US) $ 0.00 
I'IERP (BOXED EDlTIO!'l) • . • • •  (US) $12.00 

MIDDLE-EARTH 
ADVENTURE 
MODULES 
ADVENTURE-SIZE SUPPORT MODULES 

fOR MIDDLE-EARTH ROLEPLAYING 

THAT ARE ADAPTABLE TO MOST 

fANTASY ROLE PLAYING SYSTEMS. 

BREE and the Barrow Downs • (US) $ 6.00 
DAGORLAD • • • . • • • • • • • • • •  (US) $ 6.00 
CIRITH U!'IGOL and 
SHEWB'S LAIR • • • • • • • • • • •  (US) $ 6.00 
HILLI'IE!'I OFTHETROLLSHAWS (US) $ 6.00 

MIDDLE-EARTH 
CAMPAIGN MODULES 
CAMPAIGN·SIZE MODULES 

fOR MIDDLE-EARTH ROLE PLAYING AND 

ADAPTABLE TO MOST FRP SYSTEMS. 

POSTER II'IAP (TUBED) . • • • •  (US) $ 5.00 
POSTER II'IAP 
(FOLDED FACE-OUT) • • • • • • •  (US) $ 5.00 
GUIDEBOOK TO 
IIIIDDLE EARTH . • • • • • • • • • .  (US) $ 9.00 
A!'IGI'IAK • • • . • • • • . • • • • • •  (US) $10.00 
UI'IBAR . • • • • • • • • • • • • • • • •  (US) $10.00 
THE COURT OF ARDOR . • • • • •  (US) $10.00 
!'I0RTHER!'I I'IIKKWooD • • • • •  (US) $10.00 
SOUTHEKI'Il'IlKKWooD • • • • •  (US) $12.00 
ISE!'IGAKD • • • • • • • • • • • • • •  (US) $10.00 
I'IORIA • • • • • • • • • • • • • • • •  (US) $10.00 

THESE PRODUCTS AVAILABLE AT 
BETTER RETAIL OUTLETS WORLDWIDE. 

DEALER I!'IQUIRIES WELCOI'IE. 

MIDDLE-EARTH 
BOAKD GAMES 
MULTI·PLAYER BOARD GAMES 

SET IN TOLKIEN'S WORLD. 

THE FELWWSHIP OF THE RI!'IG (US) $25.00 
THE BATTLE OF FIVE ARI'IIES • (US) $14.00 
W!'IELY I'IOU!'ITAI!'I • • • • • • • •  (US) $10.00 

THE ROLEMASTER 
SERIES 
THE ELITE FRP SYSTEM WITH GUIDELINES 

IN CHARACTER DEVELOPMENT, MAGIC, 

ARMS, AND COMBAT. 

ARI'ISLAW/CLAWLAW • • • • • •  (US) $12.00 
SPELLLAW • • • • • • • • • • • • • •  (US) $14.00 
ROLEI'IASTER • • • • • • • • • • • •  (US) $34.00 
CHARACTER LAW • • • • • • • • • •  (US) $1 0.00 
���::����ESTIAiiY' (U�;,;,..!�:�)
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THE LOREMASTER 
SERIES 
ADVENTURE AND CAMPAION·SIZE MODULES 

DETAILING A UNIQUE FANTASY WORLD 

CREATED BY I.C.E. 

THECWUDWRDSOFTA!'IARA (US) $10.00 
THE WORLD OF VOG IIIUR • • • •  (US) $ 6.00 
THE SHADE OF THE 
SI!'IKI!'IG PLAI!'I • . • • • • • • • • •  (US) $10.00 
THE IRO!'l WI!'ID • • • . • • • • • • •  (US) $ 0.00 

THE MIDDLE-EARTH LINES WILL BEAR 

THE COPYRIOHT OF TOLKIE!'I E!'ITEKFRISES. 
A DIVISION Of ELA!'I I'IERCHA!'IDlSI!'IG. I!'IC. 




