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Th� wind oul o/ the West whippt'd across the grassy flanh a/Orl' 
hill. sending shimmu s through the brilliant 'Wildflo ..... ers. WIld and 
unyielding. the gusts drowned out the cries and horn calls/rom fhe 
battlemt>nts atopthe ridge. Afl of the enemies' ralllings seemed like 
rht' empty murmurs of faraway ghosts. 

C"It'clll afDuhnnan knew befler, of courst' ./or Ihe ('hallenge he 
sought so long wasfinolly 01 hand. His/ae was no spectre; he was 
a real warrior born OUi of the cOnslanl fighting rhe /0111 Hued 
clansmen 100'ed so dearly. Now, Ceiec/u rode to ("emf'r stagt'o 

Urmah, the dri\'u, nodded his head us he (wisled Ihe reins and 
brought Celeclu's chariOt in line Wifh fhe opening gate. As the cart 
swung up the (Wisting path, the squire IUrllt'd ond yt'lled: "fie' s 
cominX·out!" 

SlIddenly. Arl lhe fiaed's chariot burst Old of the XOIeway, the 
dril'u scrt'ominX with oll lhe fen'or of 0('),('/0111'. Arfs t'yes 
xlislened with raXe: "Now Celeclli. you COIl losle ),ollr brallll'" S 
blood.'" 

Thl' champion from Dllhnnan smiled with 1001 hy xrin Ihol helied 
his litter contempt for his Hoed oppollent. Brillxinx his ..... eapOll 
about. he mUlierI'd: "Only aft!'r I sal'or my brother's tril/mph, ),011 
boarfaced sht'!'pboy." 

1.0 GUIDELINES 
Fantasy role playing is akin t o  a living novel where the players 

are the main characters. Everyone combines to write a story which 
is never short of adventure. They helpcreatca new land and strange 
new tales. 

This series is designed as a tool for Gamemasters (GMs) who 
wish to run scenarios or campaigns set in J.R.R. Tolkien's Middle­
eanh. The adventure modules are complete and ready-to- run 
studies of very specific areas. and are intended to be used with a 
minimum of additional work. Each has statistical information 
basedon�M;ddle-earth Role Playing(MERP)andRolemoster 
(RM) fantasy systems. The modules are, however. adaptable for 
use with most major role playing games. Creative guidelines, not 
absolutes, are emphasized. 

PROFESSOR TOLKtt:N'S L.:GACY 

Each module is based on extensive research and allempts to 
meet the high slandards associated with the Tolkien legacy. Ra­
tional linguislic, cultural. and geological data are employed. lnter­
prelive material has been included with great care, and fits into 
defined pallerns and schemes. ICE does not intend it to be the sole 
or proper view; instead, we hope to give the reader the thrust of the 
creative processes and the character of the given area. 

Remember that the ultimate sources of infonnation are the 
works of Professor J.R.R. Tolkien. Posthumous publications ed­
ited by his son Christopher shed additional light on the world of 
Middle-earth. These modules are derived from The Hobbit and 
The Lord of the Rings.althoughtheyhavebeendevelopedsothat 
no conflict exists with any of the other sources. 

1.1  DEFINITIONS AND TERMS 
These abbreviations and tenns are used throughout the series. 

1 . 1 1  ABBREVIATIONS 
GAMt:SVSTEMS 

MER,. ........ MIddI�·t("11t Rolt Pltlyl", RM ....... Roltmosltr 
CHARAcn:R STATS 

Ag ..... Agility(RMIMERP) Me .... MeITtOl)'(RM) 
Co ...... Coostitution(RM I MER P) Ig ...... lntelligcnce(MERP) 

St ....... SfIeflglt(RMIMERP) Re ..... Reasoning(RM) 
PR ..... f>rtsero«(RMIMERP) Em .... Empathy(RM) 

1I(1n)lntuition(RMIMERP) Qu ..... Quickness(R M) 

Sd ...... SelfDiscipline(RM) 

Guidelines: Abbreviations & Ddinilions 

GA�n: T�:R.\1S 
AT ..... AnnorType Lvi ...... Levct (exp. or spell level) 
bp ....... bronl.e piece(S) MA ...... Manial Ans 
cp ....... copper piece(s) Mod .... Modifier or Modification 
Crit .... Critical strike mp ....... mithril piece(s) 
D ........ Die or Dice NPC .... Non-player Character 
D 100 .. Percentile Dice Result OB ...... Offensive bonus 
DB ..... Defensive Bonus PC ....... Player Character 
FRP .... Fantasy Role Playing PP ........ Power Points 
GM .... Gamemaster R or Rad .......... Radius 
gp ....... gold pieces(s) Rnd or Rd ........ Round 
ip ........ iron piece(s) RR ....... Resislance Roll 
jp ........ jade piece(s) Stat ...... Statistic or Characteristic 
Ip ........ !in piece(s) 

MmUU:-URTtI T�:RMS 

A ....... Adtinaic Kh ....... Khuldul (Dwal'\'ish) 
BS ..... Black Speech LotR .... The Lord of the Rings 
Cir ..... Cinh or Cenar Or ....... Orkish 
D ....... Dunael (Dunlending) Q ......... Quenya 
Du ..... Daenael (Old Dunael) R ......... Rohirric 
E ....... Edain Rh ....... Rhovanion 
EI ...... Eldarin S ......... Sindarin 
Es ...... Easterling S.A ..... Second Age 
1.A .... First Age Si ........ Silvan Elvish 
F.A .... Founh Age T.A ..... Third Age 
Hi ...... Hillman Teng ... Tengwar 
H ....... Hobbitish(Weslron varianl) V ......... Variag 
Har .... Haradrim W ... Westron(Common Speech) 
Hob ... Hobbit Wo ...... Wose(Droedain) 
Kd ..... Kuduk(ancient Hobbilish) 

1 . 1 2  DEFINITIONS 
A few crucial concepts are detailed below. The majority of 

unique terms and translations from The Hobbit and The Lord of the 
Rings can be found in the text proper. 

AndOI": (S. "Land of the Gift.") Sindarin label for Numenor 
(Westernesse). 

Daen Coenlis: (On. ··People ofSkill.")Ancestors ofthe Dunlend­
ings and (indirectly) the Druedain (Woses) of the White Moun­
tains. The Eredrim of Dor-en-Ernil are descendants of the Daen 
Cocntis. This forgotten race is the indigenous Mannish population 
in most of what is now central and western Gondor. Animistic, 
superstitious and industrious. they leave a wealth of stone carvings 
and megalithic structures in the hills and high vales they find so 
sacred. They trace their lineages through the female line and revere 
the Eanh Mistress (a manifestation of Yavanna) as high goddess. 
Their tongue, Daenael. is often called Old Dunael, since it spawned 
the Dunael speech of the Dunlendings. 

Dunedain: (S. "Edain ofthe West"; sing. Dunadan). These High 
Men arc descendants of the Edain who settled the western island 
continent of Numenor around S.A. 32. The Dunedain returned 10 
explore, tr'dde with. colonize. and later conquer many areas along 
the western, southern. and eastern coasts of Endor during the 
Second Age. Unfortunately, their hubris and desire for power led 
them to attempt an invasion of the Valar's Undying Lands. As a 
result. Ern (the One) destroyed their home island in S.A. 3319. 
Those called the "Faithful" opposed the policies and jealous Elf­
hatred thaI prompted this "Downfall." The Faithful were saved 
when Numenor sank. sailing east 10 northwestern Middle-eanh. 
There they found the "Realms in Exile," the kingdoms of Arnor 
and Gondor. Although sparsely populated. Arthedain (in Arnor) 
contains the highest proportion of the Faithful and the most purely 
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Dunadan culture in all of Endor. Many "unfaithful" (or "Black 
Numen6rean") groups survive as well, living in colonies and 
independent states such as Umbar. 

The term Dunedain refers to the Numen6reans and their descen­
dants in Middle-earth. groups which possess considerable physical 
and mental strength. longevity, and a rich Elven- influenced 
culture. Adunaic is their native language. 

Dunlendings: (On. "Daen Lintis.") A rugged race of Common 
Men who. for the most pan. migrated out of the White Mountains 
in the Second Age. The Eredrim ofDor-en-Ernil are a related folk. 
Descendants of the Daen Coenis. Dunlendings have a medium or 
stocky build, sparse brown hair, and tanned or ruddy complexions, 
Men average 5'10": women sland around 5'6", Mostly mountain­
dweller!; or hill-loving herders, they are known by various names: 
Dunmen, Dunnish Folk, Dunlanders, Eredrim, the Hillmen of the 
White Mountains. etc. 

Eldar: (Q. "Elves": "People of the Stars".) The Calaquendi (Q. 
"High Elves"). who madethe GreatJourneytothe Undying Lands. 

Eriador: All of the territory north of the river (sen and between the 
Blue Mountains (S. "Ered Luin") and the Misty Mountains (S. 
"Hithaeglir"). Its nonhern boundary lies along the highland ridge 
that runs northwestward from Cam DOm and reaches to the Ice Bay 
of Forochel. Some accounts place the southern border along the 
line bounded by the rivers Greyflood (S. "Gwathlo") and 
Swanfleet (S. "Glanduin"). Most hold il to be that area north of 
Gondor's traditional western border. Eriador loosely translates as 
the "empty Lands" and includes the regions of Minhirialh. 
Eregion, Cardolan, Rhudaur. Arthedain. and. by some. Dunland 
and Enedwaith. 

Glade: Generically referring 10 any open space in a forest, this 
word in L6rien also refers to the various craft and service guilds. 

Gondor: (S. "Stone-land.")The great Dunedain kingdom that lies 
west of Mordor and north of the Bay of Belfalas. It includes a 
number of regions: (clockwise from the north) Calenardhon 
(Rohan after T.A. 2510): Anorien; Ithilien: Lebennin: Belfalas; 
Lamedon; Anfalas; and Andras!. Osgiliath on the Anduin serves as 
the Gondorian capital until T.A. 1640. when the throne is moved 
to Minas Anor (Minas Tirith). 

Khazad-dum: (Kh. Dwarf-mansion"; S. "Hadhodrond": W. 
Dwarrowdelf·.) It is also known as Moria: (S. "Black Chasm"). the 
Black Pit. and the Minesof Moria, Khazad-dOm stands as a citadel. 
mansion. and city-hold of Durin's Folk. the noblesl of the Seven 
Tribes of the Dwarves. Founded in the early First Age in caves 
beneath the Misty Mountains, il overlooks and incorporates the 
holy vale called Azanulbizar, Khazad-dOm has since been ex­
panded to include seven principle levels which stretch the width of 
the mountain range and extend under the three mountains 
Fanuidhol. Caradhras, and Celebdil. Early in the Second Age, the 
Dwarves discovered mithril here, and many from the Blue Moun­
tains migrated to Durin's home. Khazad-dOm was abandoned in 
T.A. 1982,IwO years after the release of the Balrog. As a realm, it 
includes the Azanulbizar and all the passages and chambers within 
Ihe mountains. 

L6r1en: (S. "-Dream".) Also known al various times as Lothlo� 
rien (S. "Oreamflower"). Laurelindorenan (S, "Land of the Valley 
of Singing Gold"), Lorinand, Lind6rinand (N. "Land of the Sing­
ers").and Dwimordene(R. "Haunted Valley",)TheGolden Wood 
was fonnally established by Galadriel in T.A. 1375, although a 
number of Nandor Elves preceded her there. 

Moria: (S. "Black Chasm") See Khazad-dOm above. 

Noldor: (Q. "The Wise"; all. '1'he Deep Elves",) The Second 
Kindred of the Eldar. 
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Osl-in-Edhil: (S. "Fortress of the Eldar".)Capitol city and citadel 
of Eregion.It was inhabited until S.A, 1697. when it was overrun 
and sacked by Sauron's annies. 

Silvan: All of the Elves who are nOI Eldar. 

Sind a ... : (S. "Grey Elves", all. "ElvesofTwilight".)The Sindar arc 
neither Moriquendi nor Eldar. 

West-gate: The western entry into Khazad-dCim; also called 
Durin's Gate, the Doors of Durin, the West Door, and the Elven­
Door. Flanked by huge holly trees, this door opened onto a wide 

road which led to Ost-in-Edhil, the Eldarin capitol of Eregion. 

White Mountains: (S,"'Ered Nimrais. ") Snow--cappcd mountains 
which run eastward from thcCape of Andrast and end above Minas 
Anor(MinasTirith),just wesl of the Anduin. The Paths of the Dead 
cross under the White Mountains between Harrowdale (on the 
north) and Erech (to the south). Alpine in character, the White 
Mountains rise to heights of well over 11.000 feel. 

1.2 A D A PTING THIS MODULE TO 
YOUR CAMPAIGN 

This module is designed for use with most major fantasy role 
playing systems. Since the various FRP rules have their own 
panicular approaches to combat, spells. and character generation 
and development. certain common descriptive tenns have been 
selected for the individual outlines of places. people. creatures. and 
things, Unfortunately, slalislical dala such as bonuses and charac­
ter"stats" differ widely between systems; after all. they are keyed 
to specific game mechanics. ICE has chosen to use percentile 
(0 I 00) tenns asa base, since conversion to D20, 0 18, and 0 10can 
be achieved with relative ease. (Note Seclion 1.32 for a handy 
conversion chan.) Player character and NPC characteristics/stats 
are also detailed in one panicular manner; again, simplicity and 
consistency have been emphasized. and conversion 10 your game 
system should be relatively painless. 

Keep in mind that fantasy role playing is by nature a creative 
experience, and the individual GM or player should feel free to 
incorporate his/her own ideas into their game. 

The following steps may be helpful when beginning to explore 
the region here described: 

(I) Read the entire module to get a flavorful idea of the region: 

(2) Reread the sections devoted to notes for the Gamemaster, and 
converting statistics for your game system; 

(3) Choose Ihe time selling for your campaign. Should you choose 
10 run a game at the beginning or end ofthe Third Age, or early 
in the Fourth Age, pay particular attention to the section 
devoted to this region "al other times. "In fact, this section will 

givetheGM an ideaoflhe consideration involved with selling 
a campaign at any date other than that chosen here. ICE chose 
the mid-Third Age as a particularly exciting era. bUI you may 
enjoy another time even more: 

(4) Assemble any source materials you find necessary: 

(5) Research the period you have chosen and compose any out­
lines you need in addition to the material provided here; 

(6) Convert the NPC, trap. weapon, spell, and item statistics 10 
tenns suitable to your game, Note changes in the system you 
are using which must be made in order to keep your campaign 
in line with the flow of life in Middle-earth; 

(7) Create a total selling, using lots of maps to detail pallems and 
provide a creative framework. In this way you will have a rich 
and consistent world, and the foundation data will give you the 
flexibility to detail random areas and events. 
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1.3 CONVERTING STATISTICS 
When using this supplement with your FRP campaign. be 

careful to nole the character statistics before beginning play. 
Should any adjustments need 10 be made. you may wish lo consider 
the following guidelines. The material provided is in terms of 
percentages and is inlended 10 give the reader a relatively clear 
picture of the strengths and weaknesses of the individuals and 
creatures discussed. Most FRP systems will relate to the data. and 
conversion should be simple; remember, however. thaI there are 
dozens of role playing rules and Ihe change-overfrom the statistics 
given here may be troublesome. 

1.31 CONVERTING HITS AND BONUSES 
• When convening �rcenlile values 10 a 1-20 system a simple 

rule is: for every +5 on a 0100 scale you gel a + I on a D20. 
• 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 imponant than those used in game systems where 
death occurs as a result of exceeding one's available hits. 
Should you usea game system that employs no specific critical 
strike results. such as TSR Inc.·s DlIngeons and DragonS®, 
simply double the numberof hits your characters take or halve 
the hit values found in this module. 

1 .32 CONVERTING STATISTICS FOR 
ANY MAJOR FRP SYSTEM 

All the stalistics and numerical infonnalion used in Ihis module 
are expressed on a closed or open-ended scale with a 1-100 base. 
They are designed for use with percentile dice (0100). Use Ihe 
chan below to derive appropriate bonuses or to com'en the 1-100 
numbers to figures suitable for non·percentile systems. 

1-100 0100 D20 3 ·18 2 ·12 
Sla. Bonus Bonus S ... Slat 

102+ +35 +7 20+ 17+ 
'0' +30 +6 19 15-16 

100 +25 +5 18 13-14 
98-99 +20 +4 17 12 
95-97 +15 +3 16 -
90-94 +10 +2 15 \I 
85-89 +5 + 1  •• 10 
75-84 +5 + 1  '3 9 
6()-7. ° ° 12 8 
40-59 ° ° 10-11 7 
25-39 0 0 9 6 
15-24 -5 - . 8 5 
10-14 -5 ·1 7 • 

5-9 -'0 -2 6 3 
34 -15 -3  5 -

2 -20 4 • 2 
• -25 4 • 2 

Ih� -=- =- = I" 
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1 .33CONVERTING STATS 
Ten Slats are used to describe each character detailed in the 

module. Should you use a characler development system with 
different characteristics and/or an alternative number of slats. 
simply follow Ihese steps: 
I) Assign the appropriate Slat from your FRP system to the value 

given beside the analagous characteristic listed in the module. 
If your rules use fewer Slats. you may wish to average the values 
for those combinations of factors which contribute to a charac· 
teristic found in your system (e.g., dexterity = an average of 
quickness .... agility). Should your guidelines utilize more slats 
to describe pan of a character, you may wish to use the value 
provided for more than one "corresponding" characteristic 
(e.g .. you mighl use the value assigned to constitution for both 
endurance and durability). The following isa chart listing some 
examples of equivalent stat lenns: 
STRENGTH: power. might,Jorce. stamina, end,trance. condi· 

lion. physique. ell'. Note Ihal lhe l'aSI majority of systems 
include slrength as an allribute. 

AGILITY: dexterity, deftness, manual .fkill. adroitness. mo· 
neuverability, slealth, dodging ability. litheness. etc. 

QUICKNESS: dexterity. speed. reaction ability. readiness, etc. 
CONSTITUTION: heallh. slamina. endurance. physical resis· 

tance. physique. damaRe resistance, eiC. 
SELF DISCIPLINE: will, ali811ment.jaith, mental slren!:th or 

power. concentration, self control, determination. zeal, etc. 
EMPATHY: emorional eopacity,judgemelll, alignment, wis· 

dam. mana. magical prowess, bardie mice. etc. 
REASONING: intelligence, learninR ability, stlldy ability, 

analysis raling, mental quickness. logic. dedllctil'e capacity, 
wit,judgemenr.I.Q .. etc. 

MEMORY: inlelligence, wisdom, information capacity, men· 
101 capacity, recall. retention. recognition. etc. 

INTUITION: wisdom, luck, talent, reactil'e ability (menlal), 
guessing ability, psychic ability, insight, clairvoyance, in· 
spiration, perception, presentiment. etc. 

PRESENCE: appearance, lel·e/·headedness, panic resistance, 
morale, psychic ability, self control. �'alll·ty. �rceil'ed 
power. menlal discipline. bardic I'oice, charisma. etc. 

2) Conven 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 conversion table. 

1 .34 CONVERTING COMBAT ABILITIES 
Allcomootvaluesarebase<ion MERPcxArms Law/Claw Law. 

The following guidelines will also aid conversion. 
I) S"ength and Quickness bonuses hal'ebeendetermined 

according to the table in 3.42 alxJ\'e. Note that the stats you are 
using and compute these bonuses using the rules under your 
system; 

2) Combat adds based on IeI'l'l includedhereare:+3I1el'f!lfof 
fighters and rogues, +2/1el'el for thiel't's and warrior monks, 
and +1 /level for bards, monks and rangers. Simply /ake Ihe 
lel'el of Ihe character. nOle his character dass (or equil'alenl 
under your system), and compute any offensil'e bonuses( due to 
level) appropriate for your game. NOll' that the honuses other 
Ihan tlwse melllioned under armor type are "offensil'e" odds. 

3) If yollr syslem is based on Skill Lel'els (or Olher sbl/incre· 
ments), use the offensil'e bonus as given, You may ha\'t to 
com'erl the add 10 a non·percentile I'alue, Allernatively, you 
may wish to note Section 1.37. 
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4) Armor Types (AT) arebasedon the/allowing breakdown: 

AT CoveringDescription 
I Skin (or light/normal clothing) 
2 Robes 
J UNht Hide (as part of body, not armor) 
4 Heavy Hide (as part of body, not armor) 
5 Leather Jerkin (pliable leather) 
6 Leather coat 
7 Reinforced Leather Coat 
8 Reinfon'ed Full·Le"Rth Leather Coal 
9 Leather Breastplate 
10 Leather Breastplate and Grea1'es 
I I Half-Hidl' Plate (as part of body, not armor) 
12 Full·Nide Plate (as part of body. nOI armor) 
13 Chain Shirt 
14 Chain Shirt and Greaves 
15 Full Chain 
16 Chain Hauberk 
17 Metal Breastplate 
/8 Melaf Breastplate and Greaves 
/9 Half Plate 
20 Full PlllIe 

Simply look 01 the armor description and subslitute the appro· 
priate armor type/(:Iass/rom your FRP system; 

5) Defensive bon uses arebasedonlhe NPC'squicknessoonus 
as computed 0" the Iable in 132. Where the defensive bonus is 
in paremheses, Ihe value also includes Ihe added capabiliryoj 
a shield (an eXira 20 for non·magic normal shields, plus any 
value for maKical enhancement). In such a case. simply nOle 
that Ihere is or is not a shield, a"d if there is. what rype, 

1.35 CONVERTING SPELLS & SPELL LISTS 
Spell references provided here are in the form of "lists," group­

ingsof related spells, Each list has a common theme and nonnally 
will have a different but related spell at each level. For instance, 
knowledge of "Fire Law" to tenth level would result in the 
acquisition of 10 similar fire-based spells, one of each level from 
one to ten. Whetherthe spell uscrcould effectively cast thesc spells 
would be upto theGM, 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 to those used in this module, 

Many systems, however, dictate that player characters or NPCs 
undertake to leam but one spell at a time, often with no requirement 
thai its subject matter/effect relate to a particular background or 
pattern. Converting the NPC spell lists 10 individual spell counler­
parts will be more difficult, but can be achieved with relative ease 
using the follOwing guidelines: 

1) Look at the NPC's spell lisis and note the l'ariOlls names jor 
Ihe Rroupings, Each name will indicale what type oj spell 
specializatio" the NPC hos fol/owed (e.g" the "Fire Law" lisl 
indicates a preference for fire-oriented spells); 

2) NOll' the NPC's level and delermine the "umber oj spells or 
spell groupings he/she would have under your game system. 
Also consider the [el'eI a/ power of accessible spells Ihe NPC 
would hal'l' (e.g .. a 5th level magicia" under your rules might 
have a maximum of8 spells - two lrd le�'el spells. three 2nd level 
spells, and Ihree lSI lel'el spells). 

3) Select spells from your system appropriatefor a spell user of 
the NPC's level a"d profession, keepi"R in mind Ihat the 
preferences i"dicated in the module should be fol/owed where 
poSSible. 
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1 .36 A NOTE ON LEVELS 
When using certain "level-systems," a GM may find that the 

levels provided make characters too powerful for his world sys­
tem. 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 a 
compilation of level. his weapon and/or other items. the relevant 
stats, and ski1l levels. The nonnal bonus derived from skill devel­
opment has been computed as follows: (a) wherl' thl' skilf lel'eI 
is zero the bonlls is -25: a re/ll'ction of bosie unfamiliarity: (b) 
a bonusof +5 is awarded/or skill lel'elone (a +JOi"creaseJ; (c) 
for each skill level between one and Il'n an additional +5 bonus is 
applied; (d) for skill lel'els eleven through twenty the additional 
bonus is +2 (e.g., skilltl'l'el nineteen yields +68): (e) lor skill 
twe"ry-one Ihrough thirty a" additional bonus of + I per lel'el is 
awarded(e.g., skillll'vel twenryeight yil'lds + 78); and (f) a bo1lUS 
of + 112 is gil'l'n jar each skill levl'l above Ihirtil'lh Inel. 

1 .38 LOCKS AND TRAPS 
The locks and traps found in this module are described in tenns 

of difficulty to unlock or disarm. Subtractions are from the rolls 
representing a person's attempt to find or overcome these devices. 
The difficulty factor may represent a specific column on an actionj 
maneuver chart (e.g.,R olemasler)or an additional subtraction or 
modification to the attempt roll. 

In any case. the terms are descriptive and will help the GM 
detennine whether the trap is of above average difficulty, and how 
tricky it is relative to other devices and the PC's skills. The 
descriptive term is a relative constant based on the following order 
of modification: Routine (+30), Easy (+20), Light (+ I 0). 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 nonnally a" -20" construct, but other factors 
(e.g., dark) make it harder to disarm. 

These additional problems are easier to overcome than the 
intrinsic complexity of the mechanism; this explains why it differs 
from another well-iiI trap which reads "sheer folly (-50)" (to 
disarm). The "-50" associated wilh 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 (DlOO) roll exceeding 100 results in 
success; skills, stats, etc. should be applied versus the difficulty 
subtraction and the roll to yield a result. 
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2.0 INTRODUCTION 
Dunland and the Southern Misty Mountains focusesona 

dramatic and strategic region, the reaches north of the gateway 
between the wide. cool lands of Eriador and the grassy reaches of 
Calenardhon (Rohan). Extremely diverse in history, inhabitants. 
and opportunities. it is an ideal seuing for adventuring and explor­
ing. 

Dunland is the home of the fierce and proud Dunlendings (D. 
"Oaen Lintis"), highland tribes frequently influenced by minions 
ofSauron and Samman. Their Oaen anceslorsexperienced similar 
a similar domination during the late Second Age. and most 
migrated out of the traditional Dunnish homelands in the vales of 
the White Mountains (S. "Ered Nimrais"), These Dunmensettled 
all overeastem Eriador. mingling with older Eriadoran groups, but 
they retained their unique cuhure in the western foothills of the 
southern Misty Mountains (S. "Hithaeglir"). The distinct Dun­
lendings of this region formed an often loose collection of tTibal 
territories, which became known as Dunland. 

Dunland (D. "Dunfearan") encompasses the rugged foothills 
that rise to the north of the Old South Road (S. "Tiar Hariar") 
joining Tharbad in Cardolan to the markets further east. The 
highway skirts Dunland's southern border and runs eastward 
through the wide lsen Gap (S. "Bulith Angren") separating the 
Misty Mountains to the north from the White Mountains to the 
south. Later called the Gap of Rohan, this ponal from Eriador to 
Gondorserved as the most important pass in western Middle-earth. 
It was once the dividing line between the lands dominated by the 
two Dunadan Kingdoms in Exile - Arnor and Gondor - and it 
remains a vital link for the Free Peoples of the West. Thus, 
Dunland 's importance remains sign ificant. despite the reduction in 
traffic along the highway. 

2� 
A turbulent people, the Dunlendings are for the most part 

herders and hunters who jealously guard their independence and 
often raid the lands of their kinsmen. Strife is the rule in Dunland. 
which isjust as well. for the neighboring folk fear the unification 
of the warlike Dunmen. This is particularly true of the Men of 
Calenardhon (Rohan). the Dunlendings' oldest and most challeng­
ing enemies. 

The inhabitants of southernmost stretch of the Misty Mountains 
-the Giants, Dragons. Giant Eagles. Orcs and other creatures of 
the wilds - are also affected by the presence of the Dunmen. 
Although they live at or above the treeline. they invariably focus 
their auentions to the west rather than the east. for they make their 
homes along the western side of the range. The Hithaeglir's 
eastern cliffs of the drop sharply. like sheer fells. making eastward 
land travel exceedingly hazardous. Access to the upper mountain 
valleys is provided by trails that originate in Dunland. lending 
further credence to the old adage that says: "the Daen hal'e 110 
King. no wealth. no capital. and 110 roads-yet they hold a 1:00(/ 
claim to yours and mine." 

Inlroduction 

A BRIEF TIME LINE 
THESECONDAGE 

Naldo kingdom established in Lindon after the fall of 
Beleriand with Gil-galad as king. The Ents migrate from 
Beleriand to various parts of Middle-eanh. 

32 - Numenorfounded. 

600-1200 - Numen6reansexploremuchofMiddle-earthand 
make contact with the Daen Coenlis of the White Moun­
tains. Ports are established on the Gwathl6 by Tar­
Aldarion at Lond Daer and (later) Tharbad. 

750 - The Noldor found Eregion and build Ost-in-Edhi1. 

1200-1500 - Numen6reans begin building fortresses and 
havens all along the western coast of Middle-eanh. 
During this time they begin to use the great southern 
forests extensively for ship building. 

1300 - Treebeard relocates to what will become Fangorn 
Forest and takes up permanent residence there. bringing 
many Ents and Entwives with him. 

1500 - Elves of Eregion begin 10 make the Rings of Power 
under Sauron's ("Annatar's") guidance. 

1600 - Sauron makes the Ruling Ring. 

1652 - Amon lind completed. 

1693-1700 - SauronmakeswarontheElvesofEregion. Most 
all of Eriador is laid waste by his annies. Large tracts of 
forests are destroyed in what will one day be Dunland. 
Sauron is defeated by the Numen6reans and the Elves, 
and retTeats to Mordor. 

1800-2251 - Numen6reans increase their holdings in Middle­
earth. It is during this time thatlhe circle of lsengard is 
smoothed, but the fortress will be built later. Sauron 
begins 10 send emissaries to the Daen Coentis to subven 
their religion and tum them against the Numen6reans. 
Gradually. Numen6rean strength forces the Daen Coen­
lis into the remOter vales of the White Mountains. 

2500 - The Entwives cross the Anduin and make a garden 
paradise in the area that will later be called the Brown 
Lands. They teach the Men of the area much about 
agriculture. 

3315 - Druedain make a final split with the Daen Coentis, 
because ofthe latter' s descent into evil ways They take up 
residence in the deep wooded areas of the White Moun­
tains and the Enedwaith. 

3319 - The Downfall of NUmenor and Ihe Bending of the 
Seas. 

3320 - Foundation of the Realms in Exile. The DaenCoentis 
swear an oath of loyalty 10 Elendil. 

3325-3341 - Religious strifeamongthe DacnCoentisprolif­
crates with the rise of the Dark Cults. Many of the Daen 
Coentis migrate north into Eriador. settling mostly in 
Dunland and Rhudaur. Later groups migrate to escape 
the fear caused by the Oath-breaking. 

3430 - Last AllianccofElvesand Men is formed to confront 
Sauron. 
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3434 - The Oaen Coentis are called by the Alliance; they 
refuse. and thereby bring the Curse of the Oath-breakers 
upon them. 

3435 - The Balt.le ofDagorlad rages and the Entwives disap­
pear. 

3441 - Barad-dOrfallsand Sauron is overthrown after he slays 
Elendil and Gil-galad. Isildurcuts the Ruling Ring from 
SaUTOn's finger and keeps it as his own. 

THIRD AGE 
1 - The tower of Orthanc is constructed. 

2 - Isildur isambushed anddiesat theGladden fields while in 
route to ArnoT. Neither the One Ring nor his body are 
recovered. 

250·850 - Arnordeclinesgradually. 

250 - Calenardhon begins to be settled along the Great West 
Road. Dunnish migrations into Dunland slow to a trickle 
and the clans reassert themselves. The Dunmen begin 
identifying themselves as Daen Lintis rather than by the 
older label Daen Coentis. 

312 - Larach Duhnnan becomes a major trading site in 
Dunland. 

500-1400 - Calenardhon isa prosperous provinceofGondor. 

1000 - Sauron stirs again, and the Istari are sent to Middle­
earth as a balance to his presence. 

1050 - Hobbits migrate from the Anduin valley across the 
MiSty Mountains into Eriador, some settle in Dunland. 

1050 - Gondorat the height of its power expands and builds 
many border fortresses. Sauron reappears and goes to 
Dol Guldur. 

1300·1350 - The Witch-king founds Angmar. The Dunadan 
realm of Rhudaur falls under his control. He begins 
plolting the downfall of the North. 

1409- 1636 - Cardolan is overrun and slowly declines. Thar­
bad becomes a haven of thieves and smugglers. Com­
merce between the North and Gondor declines. 

1432-1447 - TheKin-strifegripsGondor. Civil war rages in 
the South Kingdom. 

1600-1601 - Hobbitsaregrantcd a fiefin Arthcdainand begin 
settling in the Shire. 

1630 - A large number of Hobbits from Dunland migrate to 
the Shire. 

1636-37 - The Great Plague,adevastatingpestilence,sweeps 
through Rhovanion, Gondor. and Eriador. 
Calenardhon's population is decimated and the realm 
ceases to have a distinct identity. Tharbad is particularly 
hard-hit and trade from the North begins a more rapid 
decline. 

1640 - The Capital of Gondor is moved from Osgiliath to 
Minas AnoT. 

1974-75 - TheWitch-king'sarmiesoverrun Arthedain. The 
last King of Anhedain dies, but the Witch-king's armies 
are defeated by theGondorians and their Eriadoran allies. 
By this time all the Hobbits have moved out of Dunland. 

1980 - The Witch-king reenters Mordor, and gathers the Nine. 
The Balrog of Moria comes forth. 

1981 - Amroth and Nimrodel are lost. 

2050 - Orthanc is locked. Onlyasmall hereditary force is left 
to guard the fortress. The last King of Gondor dies 
without an heir. and the first of the Ruling Stewards 
presides over the South Kingdom. 

2063 - Beginningofthe Watchful Peace. A few Dunlendings 
begin to settle further south of Dunland, in the West­
march between the rivers lsen and Adorn. 

2460-2510 - The Easterling Balchoth invade Gondor. The 
Eotheod, led by Eorl the Young, come toGondor'said at 
the Battle of Celebrant. Cirion the Steward grants the 
Northmen the land of Calenardhon as a reward for their 
aid. The Oath ofEcrl and the founding of Rohan follows. 

2710 - Ounlendings take control of the circle of Orthanc. 

2754 - Freca killed by Helm Hammerhand. King of Rohan. 

2754-58 - Wulf, Freca's son. raises a Dunlending anny to 
march against Rohan. 

2758 - The Long Winter grips the land. Easterlings invade 
Rohan from across the Anduin. The Haradrim of Urn bar 
attack Gondor. Seeing a great opportunity to defeat his 
bitter foes, Wulf marches his anny into Rohan. He 
defeats the Rohirrim in the deep snow at the Fords of the 
lsen and beSieges the Rohirrim at Helms Deep and 
Dunharrow. Helm and his two sons perish. 

2759 - FrealM, Helm·s nephew, surprises the Dunlendings in 
&loras and kills Wulf. After routing the Dunlending 
invaders. he is crowned King, becoming the first of lhe 
Second Line in Rohan. The Dunlendings retreat from 
lsengard and Saruman is given the keys to Orthanc. 

2830-2903 - ReignofFolcwineinRohan. TheRohirrimdrive 
the Dunlendings from Westfold. 

2911-12  - The Fell Winter strikes Eriadorand Rhovanion. 
White Wolves appear in force even as far south as 
Dunland. The spring thaw causes floods, forcing Thar­
bad and numerous Dunnish settlements to be abandoned. 

2941 - The White Council drives Sauron from Dol Guldur. 

2953 - Last meeting oflhe White Council. Saruman begins 
gathering his forces (including many Dunlendings), and 
claims Orthanc as his own. Orc raids on Fangom Forest 
become more common after this time. Saruman begins 
sending servants to search the Gladden Fields. 

3000 - Saruman uses the Palan!!r in Orthanc and becomes 
entTapped by Sauron (who uses the Ithil-stone). 

3018-19 - War of the Ring. The EnlS attack lsengard. The 
Dunlendings in league with Saruman are defeated at 
Helm·s Deep but are allowed to return home. The One 
Ring is destroyed and Sauron is cast out of Ea. Saruman 
passes from Arda. 

mid-302J - EndoftheThird Age. 

7 
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3.0THE DUNLENDINGS 

3.1 HISTORY 
The Daen Coentis, or "People of Skill:' lived in the foothills and 

valleys of the While Mountains during the mid-Second Age. An 
ancient and noble race thai crossed westward over the Anduin al 
the end of the First Age, they settled in what would later beGondor. 
There. they lived in peace for many centuries. absorbing mosl of 
the older DrUedain (Du. "Drughu") bands thai preceded them. 

During the middle of the Second Age. however. two things 
happened that would forever alter their way of life. One was the 
coming of the Dlinedain of Numenor: the other was the subtle 
insurgence of emissaries of the Dark Lord ofMordor. Thecoloniz· 
ing Dunedain eventually drove the Oaen into the mountainous 
interior. confining them to the vales of the Ered Nimrais. Sauron's 
agents subsequently subverted many of the substitious Oaen 
Coentis by promoting insidious cults rooted in the Dark Religion. 

The Oaen Coentis were a simple hunter-gatherers who supple­
menled their diet by growing a small selection of crops. Craftsmen 
mined the mountains for jewels and precious metals which they 
made into fine tools and works of an with intricate designs. They 
were noted for their anistry. hence. their name. 

Living in bands. small family units that were loosely associated 
with the numerous clans. the Oaen rarely gathered in groups large 
enough to compose an entire tribe. They preferred a decentralized 
society which was suited their fragmented territories. Although 
some clan leaders vied for the position of High-chieftain or King. 
this was a dubious and constantly-disputed title. Warring accom­
panied any Chieftain's attempt 10 unite the clans;' but these 
conflicts were short. often bloodless affairs. for the Oaen as a 
whole made it clear that they disdained authority. 

Without acentral focus, violence was common means of settling 
disputes. Constant cattle-raiding and border wars kept the Oaen 
Coentis in a continuous state of turmoil. preventing them from 
effectively resisting the advance of Ounadan culture. In the end, 
these proud and passionate folk were doomed to either lose their 
homes or relinquish their independence. 

Daen religion. like their political beliefs. was quite simple. 
superstitious. and disunified. They worshiped a number of gods 
loosely based on the Valar. with Yavanna and Aule being held in 
the highest regard. Erecting megalithic temple observatories on the 
naked peaks that dominated their lands. they paid homage 10 this 
diverse pantheon in accordance with the natural cycle of the sky. 

Oaen temples consisted of a series of standing stones set in 
concentric circles or a spiral. patterns which their Priests used as 
huge calendars and as forecasting devices. In the early days, the 
DnJedain (Woses) composed the majority of these Priests. but this 
special relationship broke down as many Daen Coentis began to 
embrace the evil ways propogated through the teachings of the 
Dark Lord's minions. The rift between these two peoples remains 
until this day. 

As the years progressed. the Oaen Coentis became friendly with 
the Dunedain. despite the threat the more powerful Numen6rean 
groups presented. For those lowland Oaen groups willing to accept 
some of the Ounadan ways, the relationship between the peoples 
grew strong. These Daen folk adopted more advanced agricultural 
techniques. joined in tribes, and eventually succeeded in electing 
a Council and a High-chieftain. 

Late in the Second Age. the High-chieftain of these lowland 
Oaen Coentis swore an oath 10 King Elendil that they would help 
should the Ounedain ever need them in time of war. The highland 
Oaen Coentis were not pleased with this pact. since considered the 
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Numen6reans more as invaders than neighbors. Dissension grew 
and fed on itself. furthering the split between the two Oaen 
factions. At this same time. noticeable changes began to emerge in 
the religion of the Oaen Coemis. aggravating the problem. The 
persuasive innuence of Sauron began to take its loll. 

When the last Alliance of Men and Elves called for the help of 
the Oaen Coentis to overthrow Sauron at Ihe end of the Second 
Age. their High-chieftain refused and thereby sealed the doom of 
his people. The Oath had been sworn and they would not be 
released until they had fulfilled it. if not now. then in the future. 
This was their curse. but at the lime they did not realize the power 
thai lay at the hean of it. 

The Oaen Coentis began having problems almost immediately. 
Ore veins in the mines began to run out. farms became unproduc­
tive. liveslock became sterile. craftsmen forgot important sk.iIIs. 
and some of the women became barren. But the most horrible 
consequence was that the apparitions of those Oaen Coenlis who 
died could be seen roaming aimlessly or near their burial sites. 

After this, the thoughts of the Oaen Coentis turned ever toward 
death. until they became fixated on it. More and more. the Skilled 
People began to include sacrifices in their worship to appease the 
gods. As this progressed. groups of these worshippers would 
occasionally sacrifice human captives in their desperation to 
change their fortunes. These families that did not agree with the 
changes in religion were persecuted and left the area to settle in 
whal is now Ounland. This was the beginning of the migrations thaI 
would slowly move most of the remnants of the Oaen Coentis to 
that area west of the southern end of the Misty Mountains. This area 
was much like their fonner homeland in the White Mountains 
although less productive and fertile. 
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By the second or third century of the Third Age. the Oaen 
Coentis as a people did not exist. Most had moved north to escape 
the terror of the dead and a land now considered hostile to them. 
Over the next Ihree centuries. virtually all those remaining Oaen 
Coentis disappeared or moved north so that only a small group 
remained. The Oaen Coentis had finally evolved into the Oaen 
Lintis. the "Learned People". Others called them Ounlendings. 

Those that moved to Ihe north reorganized their society in their 
new land 10 resemble that of the old. Most of the more powerful 
clans of the Oaen Coentis diminished during the Oark Times and 
were supplanted by other clans. The area they moved into was 
largely devoid of population. and had been since the Mid-Second 
Age when Sauron's annies devastated the area. The Ounlendings 
happened to move into the area at a time of regrowth. and the land 
became fertile again in their early years of occupation. The only 
others living in the area were isolated groupsofOunedain who had 
moved south ofTharbad to acquire more land or move away from 
their enemies - and the Breffraen that live in the heavy forests 
along the banks of the Gwathl6. 

The clans took over most of the lands not already occupied by 
the DUnedain. so thai by the year T.A. 1000 the Ounlanders 
controlled Ihe area south of the Glanduin. east of the Gwathl6. and 
north of the lsen. Some of the clans settled in the lower hills away 
from the mountains in a way not customary to their ancestors. 
thereby using the wide plains that ran down to the banks of the river 
Gwathl6. Prominent clans established holds in various locations. 
mostly near the mountains. Many were Ounadan structures that 
had been in place since the Second Age and were repaired by the 
Ounlendings. Defined areas of control for each clan were soon set 
up. not by verbal agreement but by unconscious consent. Towns 
and villages also sprang up as they settled. mainly near the larger 
clan-holds, where families came together for mutual protection. 

In the White Mountains. the original Oaen Coentis had lived 
very isolated lives (even away from members of their own clan). 
but in Ounland this tendency is not as pronounced. The migration 
forged some strong ties between families groups. On the whole the 
society of Dunland is a faded copy of the Oaen Coentis culture. 
with the same superstitious religion. means of existence. and rules 
for living. In the years thaI followed the migration. the clans of 
Ounland experienced several upheavals and rearrangements. but 
for the last 300 years these fonns remained fairly constant. 

3.2 SOCIETY A ND EVERYD A Y  LIFE 
The Ounlanders maintain a basically isolationist society; the 

clans as they stand in 1640 have only limited contact with one 
another. When Ihis contact occurs, it is generally through desig­
nated people or clan leaders. The individual clans of Ounland are 
made up of3-1O extended family groups (bands) of 5-25 people. 
Some are under the conlrol or guidance of other larger clans that are 
more politically stable. 

The leaders of family groups in a clan compete for the position 
of clan Chieftain by non-monal combal. Once a Chieftain is 
selected. any fam il y head can challenge his right to rule by the same 
system. A minimum ruling period of three months follows a 
successful leader. after which time he can be challenged (which 
rarely happens). When a challenge does occur. it causes a period 
of destabilization and therefore provides an opportunity for an­
other clan to try to take over lands or property. Because of this 
venerability. some of the larger clans (especially some of the 
lowlanders) have taken to using a hereditary lfansfer of power. 
Law is carried out in the clans by the Chieftain. who is the judge 
of all criminals. The warriors of the clan are in charge of seeing that 
the peace is kept throughout the area that the clan controls. 
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Everyday life among the individual families is simple in nature. 
The children reside with their mother and father. and quite possibly 
grandparents. until they are old enough to marry. Al lhis lime, the 
daughters bring their husbands to live with their family; either in 
the same house or nearby houses. The sons move 10 their wives' 
homes and do the same. Marriages are arranged outside the family. 
and usually cousins are encouraged nOI to marry one another. 
Marriages for the most part are arranged by the father, with either 
nearby families in the same clan. not closely related, or with 
families from other clans that are not too distant. In the larger 
towns. marriages are often arranged by the man and women 
themselves providing the marriage is acceptable 10 both sets of 
parents. Marriages are performed by Priestesses or clan Chieftains. 
but are usually held in mass to take care of all the marriages al the 
same time. These marriages are held twice a year at the clan-hold. 
It is not considered bad for the couple to take up residence before 
hand; once that happens the marriage is considered official and will 
be enforced by the girls father and brothers or nearest kinsmen. 

DWELLINGS 
Families usually live in squat, windowless structures with slone 

walls and wood framed roofs that are thalched or covered with 
stretched hides. These houses are round. with a conical roof 
opening in the cenler 10 allow smoke from Ihe cooking fires 10 
escape. Where there has been more Ounadan influence. such as in 
the larger towns, the buildings have a more conventional rectangu­
lar format. This trend is slowly being spread 10 the more remote 
areas. 

Clan·holds are larger structures that the clan can retreat 10 in 
time of lrouble. Some of these holds were ancient border forts of 
the Numen6reans who occupied this area during the Second Age. 
Built as outposts during the expansion of the Numen6rean hold­
ings in Middle-eanh during the late middle Second Age, they were 
of fine construction and most are stili in decent condition. Some 
were abandoned after Arnor and Gondor began having troubles in 
the early Third Age. allowing the Ounlendings to take conlrol of 
them. Others were built by the Ounlendings. but are no comparison 
10 the Numen6rean forts when strenglh and architecture are con­
sidered. The Dunlendings living in them do nOI seem 10 notice. 

Holds usually consist of one or two embankments in concentric 
rings. with a wall on the inner of the two. The wal.ls are made of 
stone or packed earth and may sport a wooden palisade eXlending 
the wall to an average height of 20 ft. These wooden sections are 
either vertical. with walkways for soldiers. or pointing outwards 
with sharpened ends. Occasionally. lOwers are placed at regular 
intervals around the holds and are usually of similar construction. 
i.e .. Slone or stone and wood. 

The insides of these holds consists of the clan Chieftains 
residence piuS residences for about J 0 other families. They are 
interconnected to form a large complex, often beside a barracks 
that houses a standing guard and a stables. Some holds are very 
large and also contain the accompanying village within the walls. 
The village outside the hold wall will have an embankment 
surrounding it for first defense. 

COMMERCE AND CUt.s 
Family units. and indeed the whole clan. mainly survive by 

hunting and gathering. both of which are easier in the high hill 
country than out on the plain. The lowlanders are engaged in more 
agriculture and animal husbandry than the other clans. The clans 
in the hills do have some agricultural works but only on a small 
scale. Thediet of the Ounlendings is therefore mainly meat. Excess 
game is dried. smoked or salted 10 preserve it and then it is often 
kept in separate sheds. Typically these buildings are constructed as 
well as the houses because the food must be protected from 
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scavengers (of all sizes) in the winter. The women of the families 
work as hard as the men, being in charge of most of the agriculture. 
Children are laught at a young age to gather berries and nuts, and 
are also taught which types (in the area) are harmful. By adulthood, 
the Dunlendings know their way through the rough terrain in which 
they live well enough to walk il blindfolded. 

Commerce is conducted within the clan itself. with lillie outside 
trading. Several limes a year the family will travel to a nearby 
settlement or 10 the town at the clan-hold. Market days usually 
coincide with the public gatherings (e.g .• marriage ceremonies), 
Necessities are traded for hand-made goods or services. Money. 
per se. is kepI on hand in small quantities, and is only used when 
purchasing goods from non-Dunlendings. Dunlendings are fairly 
xenophobic, but will buy or trade for items with non-Dunlanders 
if the price is good. On the other hand. they will not invite a foreign 
merchant back to their house for mead. 

Several of the highland clans have a number of people that trap 
animals and sell their fur. which brings a good price in Dunland but 
can be sold for ten times as much in the major cities to the south. 
Banering for price is a matter of pride among all Dunlendings. who 
enjoy dickering for hours. 

Craftsmen among the Dunlendings are either pan of the family 
(accessible to the family group only). or found in the towns of the 
area where they have shops. A clan-hold usually has a largish 
village nearby which supports most of the local craftsmen. Any­
thing that cannot be made locally can usually be bought (some­
times for outrageous prices) from the travelling merchants. Crafts­
men, particularly smiths that make weapons and armor. are well 
respected in most rribes and often serve as advisors to the clan 
leaders. This stems from their ancestors' (the Daen Coentis) 
respect for the crafts. which they considered to be a gifts from the 
gods. Since that time. the craftsmen have lost most of the refined 
skills that the Daen Coentis used. but they are still held in high 
regard by the common folk. 

RELIGION 

Most Dunlendings are more superstitious than religious. being 
devoted to serving a group of vaguely described petly deilies Ihat 
require complex rituals. These deities have their roots in the old 
Daen Coentis gods and are based on the Valar. but they have been 
twisted into smallerentilies that loosely represent the elements. the 
sun. and moon. Most of the rituals require appeasing the gods 
through sacrifices, which usually occur at the solstices and equi­
noxes. Natural phenomenon areconsidered by the Dunlendings as 
actions of a wrathful god, and become the subject of great fear for 
them. In the last few centuries prior to T.A. 1640. the superstitious 
nature of these people has been exploited by one of Sauron's 
servants: Maben. the High Priest of the Temple of Justice. 

MILITARY STRUCTURE 

The military structure of the clans is very loose. The only 
standing soldiers are the young men of the clan Chieftain's 
extended family of their retainers. In threatening times, anyone 
that can wield a weapon will join in defense, including the women 
(often more vicious in battle than the men). Open attacks are rarely 
made, instead they harass others through quick raids intended to 
drive off livestock, trample crops, and scare foes. If open war is 
declared between clans, they usually meet in open conflict on bare 
hillsides. They will shout at each other, saying slanderous things 
about their enemies, while building themselves up by proclaiming 
their former deeds of heroism and strength. This verbal onslaught 
can sometimes lasl for hours before the actual battle is joined. 

Dunlending men are taught 10 fighl when young but training is 
informal and done by fathers or uncles. Typically. the weapons 
they are Iaught to fight with are theaxeand the shortbow. Theclans 

Background: Society and Everyday Lire 

that view the bow as a cowardly weapon which they use only for 
hunting use short throwing javelins in combat. The lowland clans 
are better horsemen and use spears from horseback or from their 
lighl two-wheeled chariots. Swords of good quality can be found 
among heads of families and clan leaders. Others possess swords 
but sometimes they are of such poor workmanship that the blade 
must be slraightened after a few blows in order 10 make the weapon 
functional again. In combat. the Dunlendings are exceeded in their 
fervor only by Dwarves; they become crazy at times attacking 
again and again and rarely taking any defensive measures (a fairly 
scary sight). Armor worn by the Dunlendings is restricted to 
leather jerkins in most cases. Very few own suits of chain armor. 
However. Ounmen prefer light annor or no armor. The standing 
garrisons of some clans will go into battle completely naked 
because they believe that the gods will protect them. This combi­
nation of verbal abuse, berserker tactics and psychological ma­
nipulation. makes the Dunlendings fearsome warriors. 

PHVSICAL ApP�:ARANCl: 

Dunlendings are thickly built. but by no means fat. Overweight 
people are looked down on and warriors that become overweight 
are put on a diet by their fellows until they lose their excess. Men 
are from 5'8" to 6'4" tall and the women average 5'6". They have 
ruddy but smooth complexions, dark eyes and dark hair. and lillie 
body hair. There are a few clans that have fair or red-headed people 
with blue or green eyes. Hair is very imponant to the Dunlendings, 
and is kept well-groomed at all times. Well-groomed for Dunlend­
ing women usually means long locks drawn back in braids or 
clasps. Well-groomed men wear single braids or many small ones, 
while young men and warriors use a lime-wash that bleaches the 
hair whiter. Away from the scalp the wash causes the hair to stick 
together and become stiff. This mixture is usually applied to the 
hair to cause it to stand up on end like a bundle of spears on their 
head. The men also spon long. trimmed, full beards or long 
moustaches that completely cover the upper lip and hang past the 
mouth below the chin on either side. 

For clothing, the men prefer breeches (or short skirts) and short 
jackets ortunics. Overthis, a long coat and hat made offurorheavy 
cloth can be added in cold weather. Women wear jackets and long 
cloth dresses or long. pleated skins. Over-coats are worn in the 
colder months. All Dunnish cloth and clothing are made in bright 
patterns and plaids. which the Dunlendings love. Most arc made 
from sheep wool, but other fabrics can be acquired from traders. 
The colors of a Dunlending's clothes indicate his clan, because 
there are certain colors that signify family lines. These are weaved 
especially for the person. if he can afford it to show his lineage. 

The women, although usually big-boned. are very pretty as well 
as very strong. The Dunlending men are well proportioned and 
muscular. with broad foreheads and definite jaw lines. Overall. the 
Dunlendings as a race are a fine looking and slrong people, 
described by outside observers as "rustically beautiful". 

THE ORAI. TRADITION 

Although the Dunlendings are xenophobic and isolationistic, 
they also have a rich oral heritage. All warriors, in Dunnish eyes. 
are not complete if they cannot express themselves well and hold 
their own in a contest of words. Orators that are particularly good 
are respected as much as or more than great warriors. Bards that 
keep the history of the people draw large crowds wherever they go. 
All of Dun Ie nding history is kept this way because few know how 
to read and write. People that prove to be bad speakers or uninter­
esting are not tolerated, and will be pelted with food or ridiculed 
and harassed until they leave. This emphasis on oration and verbal 
jousting can catch others off guard and land Ihem in deep trouble 
because the Dunlanders are not very tolerant of outsiders. 



TheSouthern Misty Mountains: Climate & Flora& Fauna 

4.0 THE SOUTHERN MISTY 

MOUNTAINS 
The cloud-topped mountain range known as the Misty Moun­

tains is possibly the most formidable barrier 10 cross in all of 
Middle-eanh. The 700 mile long chain has peaks that average 
1O,(K)()-12.(K)() feet and are snow-capped throughout lhe year. 

These mountains were formed by Morgoth before the coming of 
Elves as a barrier to the riding of the Vala Grome across Middle­
earth. They are young compared to some of the other mountain 
ranges and generally have very jagged peaks. Over the lasl three 
Ages. the mountains have weathered somewhat but the sharpness 
of the peaks has changed lillie. 

The Mountains reach their maximum height ncar the middle of 
ilS range at the lJiple peaks of Celebdil (Silvertine). Caradhras 
(Redhorn). and Fanuidhol(Cloudyhead). South of these spines the 
mountain range decreases in average height until very near the 
southern tip where the peaks are very high. Methedras (5. "LaSt 
Peak") is a very wide mountain capping off the range al lhe height 
of 15.987 fl. The southern part of the range is typical of the whole 
range; the western side of the range decreases slowly in height in 
a series of plateaus and broken hills until it reaches the plains of the 
Gwathl6 basin. The eastern side. on the other hand. drops off 
steeply to the Anduin Plain. which is relatively flat. 

The rock types of this lower part of the range are very diverse. 
While the northern range is known for its vast cavern complexes 
(because of its limestone deposits), the features exist in the south 
in smaller proportions. The bases for most of the volcanic southern 
mountains are crystalline. which means that mines in the area 
(much like those of Moria) have rich veins of gems and precious 
metals as well as iron and copper. 

-- �- ----
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The upper vales and peaks of the Misty Mountains are quite 
rocky and prone to avalanches. While the mountains are passable 
to those who know the way. not many people use that route due to 
the inaccessibility of the gap and the danger that lurks in the 
mountains. Higher up, above the permanent snow line ( 1 1 .500 
feet). there are glaciers and heavy build-ups of snow. These 
precipitate occasional avalanches that thunder down the moun­
tainsides burying anything in their path under 10-30 feet of snow. 

Mountain streams. fed by the melting snow. are common 
throughout the area. They drain into the Nimrodel, the Limlight. 
and the Entwash on the east side, and the Glanduin, the Gwathl6. 
and the lsen on the west. These waters are very pure and cold, but 
at lower altitudes they are well stocked with fish (a staple food of 
the bear population). Other water sources in the area include a 
multitude of small lakes and ponds trapped in the mountain 
valleys. These meres are usually ice covered in the winter and can 
be invigorating bath sites. 

4.1 CLIMATE 
The weather in the southern Misty Mountains is  somewhat 

milder than the climate in the northern pan of the range. Overall. 
they follow the same pattern: the winters are very cold (bone 
chilling in the higher altitudes) and the summers are mild to warm. 
Spring and Fall are sudden in onset and short in duration. 

The weather patterns in these mountains are dependent on the 
conflicting air masses that converge over the western border of the 
Misty Mountains. The warm winds from the Great Sea to the south 
and west meet with violent reactions the cooler air that follow the 
mountains down from the north . This impaction of air masses can 
result in very sudden thunderstorms and driving rains or snow in 
the colder months and at higher altitudes. Overall these storms are 
not as violent as those in the north because the temperature gradient 
is not as great (the cooler air fTom the north has time to warm before 
reaching this latitude). The only times that the stonns reach savage 
fury are in late Summer and early Fall, during the hurricane season. 

4.2 FLO R A  
Fangorn Forest runs high into the mountains on the eastern side 

of the Southern Misty Mountains at this latitude. Here. the higher 
mountainsides and valleys are lined with coniferous forests. with 
more broadleaf trees occurring as one progresses downslope. 
Above the tree line travelers find only small scrub bushes, lichen, 
and some shon grasses. After these fade out, the slope becomes 
barren and rocky: only a few plants persist in cold temperatures. 
The tree line this end of the mountain range is significantly higher 
in elevation (9000-9500 feet depending on the location) than that 
of the moun tains that tower above the Trollshaws (4000-5000 
feet). This is caused by differences in average yearly temperatures 
at these heights (and more specifically the influence of the Witch­
king of Angmar on the climate of the area). 

In addition, the tree line in the south is higher because the topsoil 
in the area is richer. Due to the volcanic nature of the Region, 
several sought after herbs thrive at higher altitudes. 

4.3FAUNA 
The southern Misty Mountains are alive with animal life. The 

mountain streams are replete with several varieties of fish. The 
forests are inhabited by many kinds of smaller animal life includ­
ing rabbits, muskrats, raccoons, squirrels. and many others. Bea­
vers are common on the western side of the mountains. Theirdams 
are built across small streams in the mountains valleys and expand 
the ecosystem of the area. making the land more fenile. 
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Larger animals also inhabit this area. The higher slopes are 
populated by Mountain Goals and Hom-sheep, along with a long­
haired mountain bovine called Calfuks by the locals. The predators 
of these mountains are not without representation either. Bears of 
all types roam the area during the spring. summer. and fall. 
hibernating in caves during the winler. Wolves can also be seen 
throughout the lower elevations of the mountains. For the most 
part. these are Grey Wolves thai will not attack men unless very 
hungry or provoked. Only in the lairs of the Orcs and Trolls of the 
area are the more vicious Wolves and Wargs found. Some of the 
more unusual animals of the area arc listed below. 

Giani Vampire Bat: The Misty Mountains are home to one 
unique and particularly noxious bat: the Giant Vampire Bat. a 
black monstrosity. a foot or more in wingspan. which roosts 
amidst its lesser relations but hUnis in swarms. Giani Vampire 
bats have been known to accompany Ore-hosts to war in 
ominous clouds, fastening indiscriminately upon the wounded 
and slain who offer an easy source of fresh blood. In lieu of !his 
source. bats can attack humans in the wilds at night, latching on 
with tooth and claw and feasting on the blood of their victim. 
Since they attack in swarms. as many as 25 can attack one 
person. Attacks of this sort are very hard to defend against. 
because as soon as one bat is knocked off. ano!her will take its 
place. Dunnish mountain men. when out in the mountains at 
night, will rub down their exposed flesh with the leaf from the 
Megill.ios plant. The vampire bats can still attack. but the smell 
of the juice from these plants is evidently very unpleasant for 
the bats and the taste seems to send them flying into objects. 
One side effect of this. however. is that rubbing this on the sk.in 
causes it to be very sensitive to !he touch until washed off. 

The Blue Bears: BlueBearsarerareandreclusive. They arealso 
mon:: commonly found in the White Mountains but do occa­
sionally show upin Southern Misty Mountains. Blue bears are 
unique in nature in that !hey are semi-senlienl and possess an 
innate sense (similar to a continual Presence spell) which will 
allow them to perceive all living creatures around them within 
50 feet irregardless of obstacles or sensory deprivation. Blue 
bears appear to be sinisler in nature 10 some because they seem 
to seek out men to kill from time to time. Although this may be 
the case. it might also be lI'Ue that !heir increased intelligence 
allows them to realize !hat man is a constant threat to their 
survival. They are territorial and will attack trespassers if the 
pany is not very strong. Otherwise, they will stalk the trespass­
ers and auack them individually if given the opportunity. 

The Snow Leopard: This high elevation predator lives off the 
herds of Mountain Goats. deer. Bighorn sheep, and Calluks. 
Thecat is typically 5 feet long and can weigh upt0250pounds. 
Their coat is almost completely white in !he winter wi!h grey 
circular spots scattered all over. During the warmer months it 
turns more greyish. This camouflage makes the cat an ex­
tremely effective hUnier. The leopards are very powerful and 
can easily take down large Mountain Goats. Calluks are also 
fairly easy prey for them but take more time because of their 
size. The paws of these animals are particularly large (to !he 
point of being disproportionate). which allows them 10 travel 
over the snow with lillie effort; !hey also tend to help in killing 
its prey. They rarely interact with !he o!her predators of the 
mountains. Ifa k.ill is not involved. !hey will usually back off 
from bears and wolves. Their coats are considered prizes 
among !he Dunlanders, but only if taken in single combat. and 
theclaws, which can be 2.5 inches long. are used as jewelry by 
the clans. Thisanimal is very difficult to hunt or defend against 
it is totally mute and attacks from ambush. 

DURland: the Climate 

5.0 DUN LAND 
The area called Dunland is topographically very similar to the 

land 10 Ihe north called Rhudaur. 1t can be broken down inlO two 
geographical regions: the Highland 10 the east againsl the moun­
tains and the Plains 10 the west next to the Gwa!h16. 

The Highlands backed by the Misty Mountains rise and fall in 
hills and ridges. which can reach heights of 1200 feet nearer the 
mounlains. These hills lie in a more orderly fashion than those of 
the Trollshaws and EUennloors to the north in Rhudaur. They run 
in fairly regular ridges with a few cliffs and ravines scattered 
throughout the countryside. As one proceeds westward, these hills 
begin to flallen OUI. creating almost mesa-like conditions in some 
areas (with hills having long flat tops and steep sides). These hills 
decrease in size as they move further west unlil they begin to fuse 
into long stair-step plateaus !hat slowly drop down 10 the plains 
over a distance of 50 miles. It is on these plateaus that the great Old 
South Road passes by Dunland. Further west these plateaus break 
up into low rolling hills slowly even out inlo the flat plains that 
make up the wide Gwathl6 basin. 

5.1 CLIMATE 
Like the land in general. the climate of Dunland is simitarto that 

in the North (but much milder). In the Highlands. the winters are 
cold and wei with regular and heavy snowfalls starting in late Fall 
and often continuing until early Spring. In the early Spring when 
the snows from the mountains melt off. flash floods can tum small 
brooks into raging torrents. Fogs also occur during the Spring 
because ofthe increased moisture in the air. These fogs can be very 
thick and can reduce visibility to less than 10 feel. 

The early Summer months are !he most pleasant in the High­
lands, with warm days. pleasantly cool nights and only occasional 
gentle rains. As the Summer turns to Fall. however. the increased 
storm activity off the coasts to the south and west cause the weather 
picture to become more violent. with massive thunderstorms and 
dense fogs covering the area. As the Fall continues, these storms 
usually settle down. bul the colder lemperatures can cause them 10 
tum to sleet or hail. 

The climate in the Plains and Gwathl6 basin parallels that in the 
Highlands but on Ihe whole is less severe and warmer. The winter 
months drop snow on the area but melt-offs occur often between 
snowfalls. In the Spring, rains coupled with increased watershed 
from !he mountains drench the land and the areas near !he Gwathl6 
become quite marshy. For !he first months of summer the tempera­
tures are warm but the humidity is very high while the land dries 
out somewhat. As the summer progresses. however. !he wea!her 
becomes quite nice and holds until early fall. During fall in the 
Lowlands, thunderstorms occur as in the Highlands. They are 
usually less severe being further away from me source of the 
storms. Fogs are also common and cover the land in layers very 
close to the ground; so close on some occasions that a person 
standing on the open plains can be surrounded by fog up to his 
knees and have clear skies for yards above him. 

5.2FLORA 
Dunland was once covered by part of a vast forest that covered 

most all of Mid die -earth. In !he Second Age, this land was rendered 
virtually treeless by the large expeditions of the Numen6reans and 
the devastation wrought by !he passing of Sauron's annies into 
Eriador. Only a few isolated forests in the Highlands survived. 
Now, the Highlands are covered in light to medium coniferous 
forests except where they meet the few patches of older forests that 
remained from the Second Age. There are also stands of isolated 



Dunland: Ihe Flora 

WEATHER TA BLE 

Gwait.ho Ounish The Misty 
Months Plain Highlands Mountains 

I .  Narwain 30-50' 25-45" 15·30' 
(winter) Moderate Moderate Heavy 

2. Ninui 25-45" 20-40' 15·30' 
(winter) Moderate Heavy Very Heavy 

3. Gwaeron 30·50' 25-40' 15·30' 
(winter) Moderate Heavy Very Heavy 

4. Gwirith 35·55" 30-45" 20·35" 
(spring) Moderate Moderate Heavy 

5. l..othmn 40·55" 40·50' 2540" 
(spring) Heavy Heavy Heavy 

6. N6rui 45·60' 45·60' 25·45" 
(spring) Moderate Moderate Moderate 

-Lot!ndt! (intercalary day: Midyear}-enderi (3 middle days)-

7. Cerveth 55-75' 55-70' 30·50' 
(summer) Moderate Moderate Moderate 

8. ONi 60·80' 60·75" 40·60' 
(summer) Dry Moderate Moderate 

9. Ivanneth 65·80' 65·75" 45·65" 
(summer) Dry Dry Dry 

10. Narbeleth 60-75" 55·70' 40·60' 
(fall) Moderate Moderate Moderate 

II.  Hithui 50-65 45·65' 35-50' 
(fall) Moderate Heavy Heavy 

12. Girilhron 40·55' 35·55" 2540" 
(fall) Moderate Heavy Moderate 

-Meuar!:! (intercalary day: Yearsend)-

KEY 
Temperature: Degrees are expressed in Fahrenheit. Note 
that most peoples do not describe temperature so precisely: 
they simply describe the temperature as cold. cool, wann or 
hot. Mountain temperature refers to the habitable regions 
between 1000-3000' above sea level. To calculate temperature 
at higher altitUdes, subtract I degree forevery 300' more above 
sea level. 

Precipitation: Very Dry = less than one inch; Dry = one to 
two inches; Moderate = two to three inches: Heavy = four to 
five inches; Very Heavy = over five inches. 

broadleaf trees. Low scrub brushes and brambles grow in masses 
in some valleys fonning impassable thickets. On treeless hilltops. 
heather. thistles, and other low ground cover thrive. 

The Lowlands and the Gwathl6 basin are still almost devoid of 
any large plant life. with only an occasional stand of trees found on 
the open plains. More trees are found near human settlements 
where they have been cultivated. Virtually all of this area is 
covered by a type of shon grass that is light green to greenish blue 
in the Spring and Summer months. It turns to a yellow brown as the 
Fall and Winter months come. 

In the marsh areas along the Gwathl6, many different types of 
plants grow: reeds and cattails arecommon. In the more open water 
areas. lily pads abound making navigation of any of these smaller 
streams somewhat difficult. II is from these swampy areas that 
several of the most abused herbs of Middle-earth come. These 
particular herbs and other plants of special interest are noted 
individually below, 
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Eorna: This hardy grain is strong enough to be grown asa Winter 
crop. The grain is much like barley in nature and is one of the 
few crops grown in large volume by the Dunlendings. 

Avhail: Avhails are a sweet. yellowish fruit that grow wild on 
bushes in the Gwathl6 basin. They resemble cherries and taste 
similar to port. The fruit is ripe five months out of the year. can 
be eatcn off the bush without preparation and stores well. The 
Dunlendings consider it to be an unmatched remedy for hang-
overs. but it is also the main ingredient in one of their favorite 
fennented beverages. Biotaille. A few attempts to grow these 
bushes as crops have been relatively unsuccessful resulting in 
a smaller bitter fruit than that produced by the wild bushes. 

Tarlella: This much abused herb grows in the swamps along the 
Gwathl6 in great concentration. It is a powerful euphoric· 
relaxant which will induce euphoria for 1-10 hours. The user 
of the drug. however. will become resistant to its effect after 2-
5 doses such that an ever-increasing dose will be needed to 
produce the same effect. The drug is also extremely addictive. 
More than 2 doses in a three day period will precipitate 
withdrawal symptoms if another dose is not ingested within the 
next 72 hours. Withdrawal symplOms include severe nausea. 
headaches. chills and seizures if the addiction is long tenn. 
While under the effect of the drug. the user's stats drop by 10. 
and most activity requiring concentration (e.g., fighting or 
casting spells) will be impossible or at best, clumsy. In the last 
century. a purified fonn of the drug has been made by herbalists 
that has the same effect in one quarter the nonnal dose. If the 
same dose of the purer fonn of Tartella is taken. a deeper 
euphoria can be induced. In this state the user's Slats will drop 
by 20 for 2·15 hours. and pennanent damage to the reasoning 
centers of the brain can result. Addiction to this drug occurs 
more rapidly and withdrawal is worse After using the purer 
dose of the drug. the user's Reason (Role master ) or Intelli· 
gence(MERP ) will decrease pennanently by 1 point forevery 
dose taken. Of course. the user will not be in a state to 
consciously realize this. The herb in this distilled fonn iscalled 
Tartec. Dunlendings rarely use either fonn of this drug. but it 
is shipped to the larger cities for illegal sale. 

Gort: Gort is another locally found herb that grows in or around 
marsh areas. It is found in the fonn of the leaf of a small 
walerside bush. Gon is a euphoric stimulant/ hallucinogen 
which causes an increase in the user's Presence for 2 hours, 
after which time he isal-50 for 1- IOhours. To use the drug the 
leaves must be crushed and inhaled. This drug also exists in a 
purified fonn appearing as a yellowish powder that can be 
sniffed, much like snuff. and iseasiertocarry and conceal. The 
Breffraen are the ongmators of the use of this herb. It is used 
in the ceremonies during which they pick their chieflains. 

Kirlir: Kirtir is found as the bud of a s  piny plant that branchesout 
at the ground and has thick fluid-filled leaves. It grows in the 
sandy areas near the Gwathl6. The effect of these buds, when 
ingested. is that ofa powerful stimulant. The user's quickness, 
when this herb is used, is increased by 10 for I hour. but agility 
is decreased by 5. (Treat stats over 102 as 102 with an 
additional + I stat bonus for each point over 102). Afterthe hour 
is over, the the user's constitution bonus will be modified by-
30 for 1-10 hours and the user will be completely ex.hausted. 
This drug can also cause weight loss without the drastic side 
effects if used in smaller doses and is used by some of the more 
chubby of the Dunlanders to avoid being ridiculed by their 
clansmen. This practice has led to harm in some individuals by 
overdose. which can cause hallucination. mental disturbances. 
seizures and death. 
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Fedullas: Feduilas isalso an intoxicant herb found in the area that 
is abused. although less so than the others. This newer is 
known ror its relaxant effect which will allow the user to resist 
versus Mentalism and Essence anacks at +20 for \-5 hours. 
However. agility and quickness are reduced by 1 0  each during 
Ihis time. 

Phacalus: AnOlherplant found in the area with drug-like effects 
is Phacalus, which was also originally used by the Breffraen in 
their ceremonies. This rOOI is found only in the swampy 
regions on the south banks of the Gwathl6. To receive the 
drug 'sefreel. the root must bedried in the sun forat least a week 
and swallowed whole, if nOl lhe root has no effect at all. The 
original use of this herb was to SlOp bleeding when applied 
topically to the wound (which it does effectively). Later it was 
discovered lhat the root had different effects when eaten. The 
drug will increase the user's Presence. Intuition. and Intelli· 
gence (Presence, Reasoning, Intuition. Empathy. and Memory 
in Rolemasttr ) by I point pennanently (not to exceed 102). 
However, with each dose lhere is a 35% chance that the user 
will have a negative reaction to the herb. Such negative 
reactions are of two types. with a 50·50 chance of either 
occurring. 

The first type of negative reaction is the herb's toxic effect. 
which is completely independent of how much herb the user 
ingested. This toxic effect will immediately castlhe unfonu­
nate user into a 4-d.ay coma. Once he or she awakens. the user 
will have a Presence. Intuition. and Intelligence (Presence. 
Reasoning. Intuition. Empalhy, and Memory in Rolemaster) 
15 points below what they had before the dose. Up to half of 
these lost points (round up) can be regained through magic and 
healing but no more. 

The second type of negative reaction 10 the drug is an 
allergic reaction. because the drug is evidently very irritating 
to the body (in all such cases there is no stat increase). This 
allergic reaction can come in several fonns. A Resistance roll 
versus a 17th level poison is required; if the roll is successful 
lhen lhe user receives a minor rash only. If the user fails his roll 
by 1·24. then multiple blisters form on the elbows. knees and 
in lhe groin area, which cause the user to be immobilized for at 
least 10 days. Iflhe user fails by 25·49. he will immediately go 
into anaphalactic shock and if not treated will die within 30 
minutes. If lhe user survives. he will be debilitated for 2 
months. Iflhe user fails by 50 or more. then over the next 1·4 
days the user's skin will completely slough leaving only the 
bare bone and muscle, leaving the user to die in immense pain. 
The victim's only hope at this point is a high level Channeling 
user with Lifelceepillg or Lifegi\'illg (the body will stan to 
respond after 1 5  days oftreatment) . .  All the effects of this drug 
are not known to most users and it has been responsible for 
many dealhs. not only in this area but everywhere it has been 
exponed by unscrupulous merchants. 

5.3 F A UN A  
The fauna of Dun land is plentiful and varied. The Highlands and 

up into the mountains are alive with animal activity nearly year 
round. Herds of Fiara (Du .. Deer) of several varieties are found 
here as well asCaru (Du .• Elk) in the nonhernmost hills. The Goral. 
a species of golden-colored Hom-sheep. also live in these areas but 
often migrate to the higher altitudes in the wanner months. Smaller 
animals, such as beaver. muskrat, gopher (and its relative the rock 
hydrax), and of course rabbits are found in large quantities 
throughout this region. 

Dunland: the Flora& the Fauna 

Predators of the region include Grey Wolves which the Dun­
lendingscall "Moctire". They run in packs of 1 0-15 throughout the 
Highlands. Dunlendings can gel a good price for Wolf coats and for 
this reason their numbers are not as high as they once were. Foxes 
and Wildcats roam the region as well as a few Snow Leopards that 
range down from the mountains on occasion. In the deep forests, 
Madratine can be found. Bears can also be found in the area. but for 
the most pan they have retreated funher into the mountains as the 
human population of the Highlands has increased. 

In the Lowlands. the animal population is spread over a wider 
area and consists mainly of smaller animals. because the larger 
animals are too easily seen and killed. Herds of Pronghorn (Asta­
banhe) roam some of the area. but not in the numbers they once did; 
hunting has greatly decreased their numbers. Some herds of 
Pronghorn and Fiara now exist in captivity under some of the 
Lowland clans. Because of this protection their numbers may start 
to increase soon. Rabbits are very plemiful on the plateaus and low 
hilly areas. One panicular species is exceptionally large and has 
been reponed to have grown to the size of a medium dog. Some 
have been mistaken as such until they stan to run. 

Other than man. predators are few in the Lowlands. Beasts of 
prey were once more plentiful. but that was easily remedied. The 
Swamps of the Gwathl6 are one of the few areas of northern 
Middle-earth where crocodiles are indigenous. 

Birds of all types inhabit lhe region. The Highland Woods are 
noisy with song in the Spring. The Lowlands and marshes sport a 
variety of cranes and bitterns and other types of "walking" birds. 
Predatory birds of several types are also to be found in the region. 
High in the hills. Golden Eagles and Falcons of several types can 
be seen (although they usually roost in the mountains). In the 
Lower Highlands. Goshawks are a common sight. This infuriates 
the Dunlendings because these birds are often so bold that they will 
steal the game from the foot of the hunter. Owls can be found in 
some of the forests and smaller varieties inhabit the barns and 
desened buildings of the area. Dunlendings lry nOI to hann owls 
because of their superstition that owls are the physical presence of 
long dead ancestors. 

Some of the more notable creatures of Dunland are listed below. 

Highland Nathair: This snake. although very similar in colora­
tion to Ihe Nathairofthe Plains. attains a length of only 2-3 feet. 
It angers easily and will defend itself viciously. Its poison is 
similarto that ofthe Nathair. also but is usually not aseffective. 
(level 5). 

Vereu! Eagle: This variely of eagle inhabits the nonhem hiJlsof 
Dunland and the Plateau regions. It is black in color over most 
of its body and wings bUI reaches a dark purple near the face 
and wing lips. Its beak and eyes starkly contrast this by being 
a bright yellow. When hunting. Vereut Eagles fly silently low 
to the ground to surprise the gophers and rock hydrax as they 
top the hills. This method of hunting has often meant trouble 
for Eagle and Dunlender alike.who have on occasion surprised 
each other at the crest of a hill. Several Dunlanders wear scars 
on their faces attesting that these sudden meetings can be 
dangerous. 

Nathrach: The Nalhrach is an aquatic snake. preferring pools. 
marshes. and lakes. The snake is distinguished by brown bands 
on a rust colored body. and typically measures from three to 
five feet in length. Contrary to popular belief. this serpem does 
not normally strike in water; most victims are on dry land or a 
marsh island when they stray intoa snake run. The venom is not 
very toxic (level 2) but does cause bleeding. bruises. and 
swelling. 
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Nathalr: This Plains Snake is roughly silt feet long. with a thick 
triangular head and a cream-colored body overlaid with a dark 
diamond pattern. The Nathair angers easily. and will vigor­
ously defend itself rather than flee a confrontation. Its venom 
is rather toxic (level 6): symptoms include swelling. weak 
pulse. shock. and wide discolorations. 

Coireal: This small (2"-6") inoffensive snake inhabits forests and 
heavy copses; it can be readily identified by the bright yellow 
bands on its glossy black body. It is generally docile and will 
avoid people - most bites happen to idiots who pick up the 
"pretty snake". The Coireal's venom is one of the most lethal 
natural poisons (leveI ID) in Middle-earth. Symptoms appear 
in one to four hours. resulting in all but certain death from 
paralysis. 

Highland Lynx: These hunting cats. although smaller than the 
Snow Leopard of the mountains. are still effective hunters and 
fishers. Unlike most hunting cats of this size thai are usually 
loners. the Highland Lynx lives in prides of 5 to 8 cats. These 
cats have an intricate social structure in daily life. but they also 
huntas agroup making them fairly unique. Groups ofthese cats 
can bring down large game using similar tactics to those used 
by wolves. If taken young. these cats make loyal pets that are 
very protective of their people. 
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Jatewoone: These Marsh Birds. also known as Cleaverbeaks or 
Swordbeaks. stand some 9 feet lall wilh tong swan-like necks 
and long powerful legs. From a distance they might look like 
a large crane, allhough they are nOI of that family. They are 
white with scarlet legs and a scarlet band that crosses their head 
at eye level. Their beak is a light grey with the exception of the 
sharp. brilliant indigo dorsal ridge from which they get their 
name. Extending from this ridge over their head and thrusting 
out behind is a crest of feathers of the the same color. 

Birds of prey in every sense. their legs end in talons that can 
grip even small creatures tightly. and their beaks are made for 
tearing. These birds live on snakes. fish. and small mammals. 
Their reputation for hostility comes from their protection of 
their nests which are usually hidden in swampy areas. They 
will also attack when they are surprised by noisy people. These 
birds are incredibly strong. and with their superior height. can 
do terrible damage to the normal human. often splitting the 
skull. They can also use their talons with great effectiveness. 

Jatewoones mate for life and produce one or two eggs every 
year orevery other year. Usually only one of the fledglings will 
survive. These young Jatewoones grow at a remarkable pace 
reaching three-quaners of their full height in only one year. and 
are fully mature by two. Jatewoones can fly. but if the need to 
escape danger arises. it is more common to see them running 
at high speeds through the swamp. 

Glulan: The Glutan (wolverine) of Dunland is one of the most 
fearsome predators of the region. There are two currently 
recognized varieties. The Lowland variety is approximately 
two feet /ong on the average. with a reddish brown coloration 
that fades to a lighter color in the winter. They are very 
powerful for their size and will fight long after other animals 
would have fled. These animals are quite temperamental and 
will anack for no reason. A bounty has been placed on their 
heads of 25 gpo but this reward is not one highly sought after. 
Those that do hunt the Glutan can sell the live creatures for 
more to Dunlanders who use the creatures in animal fights 
against Bears or Wolves. The Highland or Mountain Glutan is 
no longer than its Lowland relative. but it is somewhat bulkier. 
They are dark brown to black in coloration. and stalk the high 
hills of Dunland. They are similar in disposition 10 their 
Lowland relatives. but are usually not sought after for bounty 
or capture because cages that will hold them are hard to come 
by and Dunlanders are fond of keeping their limbs. 

Gorber: The Garbe!. or "Trail lizard". is found throughout Dun­
land. It is a dull yellow color with black and blue speckles on 
its head and neck. There isa bright orange patch on the back of 
this reptile. roughly in the shape of an arrow pointing toward 
its head. It typically grows toa length of 12" and can be found 
in the summer months. plodding along through the forest or 
plains oblivious to everything. The lizard has no natural 
enemies because it tastes terrible and secretes a mild nerve 
IOltin from its skin. The poison is absorbed through the skin and 
paralyzes the toucher for a period of 10-20 minutes. Of course. 
for humans this only numbs the hand and arm for awhile. but 
for most animals it is an effective deterrent. What is notable 
aboUl this relatively hannless lizard is its reputation among the 
Dunlanders as a pathfinder. It is believed by most Dunlanders 
that if they are lost and follow a Gorbet it will lead them toa lTail 
orroad. This, of course. is completely absurd. The lizard has no 
notion of what a trail is. and the whole legend probably came 
about from an incident where one of these lizards was seen 
walking along a road because that just happened to be the way 
it wanted to go. 
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6.0 POLITICS AND POWE R :  

THE SOUTH ERN MISTY 

MOUNTAINS 
The southern Misty Mountains area is usually thought to be 

relatively inactive. However. it has enough activity of a unique 
nature to influence the people of the lands below. The presence of 
Giants, Elves, Dragons. Great Eagles. and other individually 
powerful crealuresa]ways has an effect on the DuomeR. ln general. 
the powerful creatures in the southern Misty Mountains are located 
on the western borders because the mountains of the eastern side 
drop off rather drastically. Any interactions with the inhabitants of 
the mountains usually come by way of DURland or the little 
travelled southern pass. 

6.1 THE SOUTHERN MISTY 
MOUNTAINS:T. A . 1640 

Politics and Power in the southern Misty Mountains is a Simple 
and constant matter during most of the ThirdAge. ln T.A. 1 640  this 
situation is unchanged. with the area dominated by the presence of 
a few very powerful individuals and creatures. 

6.1 1 TURUKULON THE WORM 
After the War of Wrath ended the First Age. many of Morgoth·s 

servants escaped to roam free in the world. Of these creatures the 
most feared (besides Sauron himself and the Balrog) were the 
Dragons. The Dragons that escaped the wrath of the Valar jour­
neyed along the Iron Mountains eastward 10 the Withered Heath 
where they took up residence. and there they ate. slept. terrorized 
Dwarves and carried out their bizarre mating rituals. From one of 
thesematings camea special Dragon; one ofthe very few born after 
Morgoth·s defeat. Turukulon was his name and he was stunted. 
being only half the size he should have been upon hatching and 
never growing to a respectable size. Dragons were never known for 
their charity and new Dragons always have to fight for a place 
among the others on the Heath. Of course Turukulon realized after 
a couple of defeats at the hands (and breath) of other Dragons that 
his place was not in the Ered Mithrin. So he decided to head south 
through the Misty Mountains. knowing that the Dunedain and 
Elves were to the west. He walked because his wings never 
completely developed and were not capable of supponing him in 
flight for more than a mile. 

He made a few stopS along the way and had problems with other 
Dragons, Giants. and the Dwarves of the Khazad-dClm. Finally. he 
found a home in aset of caves near the southern endofthemountain 
chain. just above the treeline on the southern side of a craggy 
mountain. Here he had no competition and did quite well for many 
years, living off Horn-sheep and the long-haired cattle that inhabit 
the area. He found that being a smaller Dragon had its advantages. 
for he did not exhaust the food supply of the area. 

Years passed and Turukulon noticed a mountain pass not far 
from his lair. This gap was occasionally used by men and Dwarves. 
Once on this road, he met a pany of Dwarves on an expedition 
looking for Helvorn Wood. Knowing that Dwarves were skilled 
workers. he decided 10 spare their lives in return for enlarging and 
bettering the structures of his lair. As an alternative to death. the 
Dwarves agreed. When they had finished he had a better home with 
lraps to protect him should anyone try stealing his treasure (what 
little he had). Then he killed them anyway. 

The whole experience gave him the splendid idea of using others 
to do things for him. Soon Turukulon had enlisted the aid of some 
Trolls as servants and began trapping Men. Dwarves. and Elves 
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when he could find them. Some he gOI 10 do his bidding. some he 
just killed and ate. and others he ransomed for gold. The ransoming 
was always carried out via his servants so thai it would seem as 
though the person had been abducted by Trolls. By obtaining the 
help of those he captured, as well as the help of his Trolls. he was 
able to slowly change his cave complex into one large snare 
designed to trap intelligent beings. 

Over the years the flow of traffic in his area of the mountains 
began to diminish. Although no one knew why at the time. the 
reason was that people going to that area did nOI come back. 
Turukulon decided that he would have to increase the flow of 
traffic to the atea if he was to maintain his hobby. Hisanswerto this 
dilemma was to use some of his remaining captives. The ones that 
could be bought or hypnotized were sent down into the cities and 
towns to spread rumors. The rumor to be spread was this: '"There 
is a Dragon living in the mountains Ihat has great riches hut is so 
lazy and stupid that he won't wake up long enough to protect them 
and probably won't know that they are gone.'" Along with these 
subversives, he sent a few items of wonh so they could prove their 
stories. These stories. of course. were not believed by everyone. 
but one or two adventurous young souls from each town would 
make the trek into the mountains, and never be heard from again. 
The rumor-s taners would say. '"Well, he is probahly is as rich as 
a king and living away east in Gondor.'" Turukulon paid his spies 
well and kept them in regular circulation in the towns, not only to 
keep the rumors alive but also to gain knowledge of what was 
happening in Ihe world that might interest him. They returned 10 
him regularly and gave repons. 

At the present time. Turukulon has only one spy in Dunland. 
whose name is Purtin. He is a Dwarf of Moria who was exiled for 
seven years for stealing. During that time he met Turukulon and is 

-- -
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now working for him. He travels from town to town working as a 
blacksmith and weapon smith, spreading the rumor and collecting 
infonnation to take to Turukulon. Turukulon pays him in gems or 
gold, but never as much as the Dwarfwould like. Of course, asking 
for a raise is out of the question. 

CONTACTS WITH AMON LIND 
Sulkano (see Section 6.12) met Turukulon in the mountains near 

Turukulon's lair about 300 years ago. Sulkano nearly killed him on 
principle. but during the fight Turukulon asked Sulkano if there 
was not some way that they could come to a peaceful arrangement. 
Thinking that these words were awfully strange coming from a 
Dragon, he SlOpped fighting and listened, making sure nOI to fall 
under a spell of words that the Dragon might cast. After an 
extensive conversation. Sl1lkano realized that Turukulon was not 
like most Dragons, so they made an agreement. Turukulon would 
help Sulkano in his experiments with metals by using his breath to 
fire the forges (instead of natural or magical means). In return. 
Sulkano would teach Turukulon some of the basics of Essence 
Spell use and help him fonify his lair. Through this agreement. 
both have benefited in reaching their goals and both think they are 
gelting the best out of the deal. In truth. Sulkano and Turukulon are 
beginning to see a Jot of themselves in the other. 

11le other lie thai Turukulon has with Amon Lind is through 
Elenril (see Section 6.12). Some 400 years earlier, Turukulon met 
Elenril on a foray looking for specimens for his experiments on 
animals. Upon finding the Dragon sunning on the side of a hill. 
Elenril was bold enough to approach him and ask to study him or 
at least to borrow a loose scale for examination. Initially, 
Turukulon was confused by the existence of someone thai wasn't 
filled with either fear or hostility. but he quickly replaced his 
confusion with plans for the future. At the end of the afternoon, the 
Drake had agreed to supply Elenri! with subjects (including 
animals and humans) in return for tUloring in the field of Channel­
ing magic. This contract also includes a provision that any Elves 
captured by Turukulon will be kept without hann until Elenril can 
take them to Amon lind. Turukulon still doesn't know whether 
they are used in experiments or not. 

Another connection that TurukuJon has made is Maben. the 
High Priest of the Temple of Justice. Since they are both servants 
of darkness and Turukulon is obviously more active than most 
Dragons, Maben persuaded Turukulon to help in Temple ceremo­
nies. He appears to the Dunlendings as "Ihe Spirit of Dunnish 
Juslice" which comes to devour the enemies of the Dunnish 
people. In return. some of the more influential captives of the 
Priest's would be turned over to Turukulon after they had outlived 
their usefulness. Maben plays on Turukulon's ego to manipulate 
him. or so he believes. Turukulon realizes what Maben is trying to 
do and allows; it pleases him to let Maben feel that he is in control. 

Turukulon also knows of an Ore: tribe (the Barz Thrugrim) that 
lives on the east side of the mountains. including the location of 
their back entrance. He considers them stupid and small. pref emng 
to work with Trolls that may be even more stupid, but can at least 
lift more and don't reproduce as quickly. Turukulon does not 
particularly care for the Orcs and would gladly give the infonna­
tion about their dwelling to anyone if he thought it would benefit 
him in some way. 

PHYSICAL APPEARANCE 
Turukulon is now in the prime of his life. He is still not as large 

as many younger Dragons. but he is more agile than larger Drakes. 
Heisapproximately 30 feel long and blue-black in color. His wings 
are small and can carry him for approximately I mile in a straight 
flight or 2 or 3 miles if gliding. He is a Fire Drake with a shon 
ranged breath weapon that is extremely hot and well controlled. 

6.12AMONLIND 
I n  Eregion. during the Second Age. the Noldor reached the 

height of their technology in the city of Ost-in-EdhiL led by 
Celebrimbor. the smiths of the Gwaith-i-Mfrdain were responsible 
for this technology. They created wonderful works of all types, 
some with the aid of Annatar. "lord of Gifts" who was actually 
Sauron in disguise. AI the height of their power, they created the 
Rings of Power, which also proved 10 be their undoing. 

Before the downfall of Ost-in-Edhil and afler the depanure of 
Annaw, a small group of younger Elves decided to leave. Their 
reasons all concern their personal freedoms which was being 
hindered by the society. Several had projects that they wished to 
work on without fear of interference from their masters. They left 
quietly and quickly. taking only close friends and servants. and not 
telling anyone of their departure. For awhile. they lived in a rather 
primitive structure in the low foothills while they designed a keep 
to build in the mountains. They made friends with some of the 
Dwarves of Moria, and staned building a small citadel high on the 
western side of the Misty Mountains in the nonhern area of 
Dunland. They also recruited some of the Giants to help in the 
building process which look some 50 years. 

Feamfre the architect designed the keep at Amon lind (S. "the 
Hill of Song" ) so that the natural updrafts sweeping up the cliff 
face. would pass Ihrough giant collecting ducls under the fortress. 
Subsequently, the wind passes through smaller and smaller ducts 
and tubes that divided from the larger and eventually project from 
points allover the citadel. These pipes and tubes are responsible for 
the name of the citadel; the assoned musical notes issuing from the 
castle depend on the strength of the winds coming into the 
collecting pipes. This design allows the wind to be channeled 
through specific areas so that songs can be played. (See Sec. 8.2) 

For the next 3400 years the Elves at Amon lind worked on their 
own projects and experiments. Even now. they are sometimes so 
involved in their work that they don't see one another for days. 
They govern themselves and their retainers as a group: but because 
of their adherence to a person' s  right to individual behavior. there 
is rarely any disciplinary action taken. 11ley rarely interact with 
other persons in the area, although there are some agreements 
made by individuals for the good of all. Occasionally. they are 
attacked by Trolls or small pan.ies of Orcs, but never in force. They 
are friendly with the Giants in the area. and a few of the Dunedain 
around Tharbad know of the presence of the citadel (but not who 
lives there). Every once in a great while, someone who sees the 
citadel from a distance will be curious enough to want to find out 
who its inhabitants are. More likely than not they will be politely 
turned away by the guard; but depending on the mood of the Elves. 
they may be invited in for a dinner and some entenainment. 
Sometimes they might actually end up being the entenainment 
(See Section 8.29). 

There are a total of 36 free people living at Amon lind. The 7 
founders. the guard captain. 15 men at anns. three of the W�apons 
(described later in this section). and 10 other retainers. All the 
retainers are very loyal to the founders of Amon lind, most having 
grown up with them in Ost-in-Edhil or having served their families 
before they were born. (The notable members of the community 
are detailed individually below.) 

NOTE: It must be rem�mbered that the EIl't's of Amon Lind 
are a "ery powerful. albeil small force. and do not ofit'n 
inrerfere in Ihe affairs of men. They ha"e had 34()() y�ars of 
peace and would nOI mind 3400 more .If the who/� kup were 
ever threat�ned by a force Ih�y could not o�'ercome. Ihey 
would relreat 10 Rivendell or Lindon. There they miRhl Slay 
or sail 10 Ihe Undying Londs. 
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SULKANO 
Before leaving OSI-in-Edhil, Sulkanc was a young member of 

the Gwaith-i-Mfrdain working in the Silver Smithies. He was a 
promising student and was looked upon as onc of the finest 
upcoming smiths when Annatar arrived. Although he disliked 
Annatat. he often listened to him and took. his advice because of the 
knowledge thai went behind it. Sulkano spent his spare lime 
indulged in his hobby, the making of flying things. He had already 
made severa] items that were capable ofnying and controlled from 
the ground. the most notable of these being a full scale model of a 
hawk. The hawk from a distance looks identical to a real hawk 
except for the metallic sheen when the sun strikes ils feathers. All 
these items that he made required magic. He disliked this depend­
ency on magic. but saw no alternative power source that would 
work. He discussed the topic with Annatar who seeded his mind 
with the idea of Mithrarian, the enchanted metal that would defy 
gravity. For Sulkano this sounded like the perfect solUlion. but it 
did not set well with the master smiths. When they told him that he 
could not conduct experiments of that type in the Silver halls. he 
decided to leave. He took all of his personal equipment as well as 
others' items that he deemed necessary for his work. One of these 
items was the amulet of making (Echicerta). a x7 power point 
multiplier medallion worn by his master that allowed a Constant or 
a Daily True up to twentieth level once permonth regardless ofthe 
spell caster's level. 

When Amon Lind was built, Sulkano contributed in making 
much of the metal that went into making the structure itself as well 
as much of the ornamental work of the keep. Since the completion, 
he has busied himself with his projects and has had some success 
on some projects. He had no real success with Mithrarian until he 
met Turukulon some 300 years ago. With his help, Sulkano made 
enough of the metal to plate the bottom of a 20 fool. boat. with some 
left over. He is now in the process of duplicating the procedure for 
a larger vessel. 

At Amon Lind he is considered reclusive by the other residents. 
and although they know him to be a genius. they wonder about his 
obsession with flight. His rooms in the keep are on the lowest level 
(see Section 8.29) and are made so that the walls and floor can 
become invisible so that he can feel as though he is not land-bound 
at any time. He is a moody person that often has fits of depression 
or rage after failures. He not only makes flying things but also 
keeps huming falcons, partially to study, and panially because he 
enjoys hunting them. 

Physically, Sulkano is tall. 6' 9". He is very thin for his size, but 
not to the poim of being skeletal. His hair is very dark and his eyes 
are a very clear blue/violet and he has a prominent nose. Despite 
his thin appearance, Sulkano is very strong from years of smith 
work. Surprisingly enough. though, he is not stooped as are some 
smiths after years of work. In combat he uses an Elvish longsword 
and spear, both of which he is skilled in using. He uses a +25 
Ithilnaur longsword that is of Orc and Troll slaying that can also 
cast a Mass Word spell l/week and allows the user to see through 
all invisibility, illusions, and facades. His spear, Maikarama, was 
made in the Undying Lands, and is capable of being a spear or staff 
on command. In spear form it is +30, has a range that is 10 times 
that of a normal spear when thrown, and will return if not embed­
ded in something or someone. In stafffonn. it is a + 15 weapon, and 
adds +10 to all spell attack rolls (if one could normally use these 
spells. the bonus is +20 instead of + 10). It also allows the possessor 
to learn spells from the Wind Law spell list regardless of their 
profession. It also has a Constant Breezes spell about it. and it can 
cast a Hard Wind spell once per day. 
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HELKAMA 
Helkama was also a smith of the Gwaith-i-Mfrdain. Heorigi­

nally worked in the glass smithies and then in the High Jewel 
works. Helkama is also the oldest in the group. being born soon 
after the Noldor entered Middle-earth on their journey into exile. 
He is very good at his work and particularly likes working with 
laen. He constructed all the laen fixtures for the keep and has a 
small cold forge in the smithy that he uses to occupy his time. His 
sculptures are magnificent and priceless to the right buyer. He is 
hopelessly in love with Teletasare, which is the main reason for his 
leaving Ost-in-Edhil. She is not aware of his love for her but would 
probably return il if she knew. Helkama has a running argument 
with Teletasarlfs brother. Elenril, about which is more important 
in the improvement of an army, the soldier or his weaponry. Elenril 
argues that in order 10 improve a fighting force, one must first 
improve the soldier, and Helkama is of the opinion that given the 
right weapon any soldier will do well. Helkama realizes that 
Elenril is probably right, but he will not admit it because hedoesn 't 
like Elenril's idea of soldier improvement. 

Helkama is shon for a Noldo (6' 2"). but he makes up for his lack 
of height in musculature. He is very broad shouldered and stockily 
built. Feamfre says he is really a tall beardless Dwarf. much to 
Helkama's dislike. He has brown hair, very dark green eyes, and 
is very pale, his skin being almost translucent. 

Helkama personally does not like to fight and only wears his 
sword when out of the keep or when going into combat. His sword. 
ElenrOth, was obtained from his father and Helkama reforged it to 
his liking. It is now a +30 weapon made of silver/gray laen that will 
add an Electrical Critical ofthe same value as any critical delivered 
normally. On top of this, once a day it can put forth a 10'R Death 
Cloud that will affect only the enemies of the sword wielder. 
ElenrO.th is intelligent and its use is limited to Helkama's family, 
so that it will react using the Death Cloud funClion if anyone else 
takes it. 

FEAMIRE 
Feamfre is a Sindarian Elf and the designer of the castle. He left 

because of Lalaith. his wife and because there were no buildings 
left to build in Ost·in-Edhil. He had deSigned most of the keep 
before they left, but many changes were made on site. He picked 
the site for its western view. defensibility and closeness to a water 
source. Now that the citadel has been completed for many years, 
he works to maintain it. writes normal songs. and works on 
developing new songs of power for himself and for use in the Hall 
of Sounding (See Section 8.23). 

Fesmfre is one of the few from Amon Lind that regularly 
interacts with outside people. Feamfre arranged for the Giants to 
help with the building of the castle. He keeps in louch with them 
and another group that he has negotiated with for I ive stock. He also 
makes regular visits into Dunland disguised as an aging Dunnish 
bard. Srrunthor. He accomplishes this disguise with the help of a 
ring (made by his wife) that allows him 10 assume the appearance 
of any humanoid creature he so desires. In this way. he obtains 
news and sundry items. He has managed to influence some of the 
people of Dunland, thereby keeping some of the clans from 
becoming affiliated with the Oaen lontisand the Temple of Justice. 
which he knows to be an instrument of Evil. He has also been 
known to take other fonns while in Dunland. which has resulted in 
some Half-elven children in some of the Dunnish clans. 

Feamfre loves his wife but he becomes bored very easily and 
will do nearly anything for a moment of inmgue orexcitement. His 
wife knows nothing of this. but as of late she has had some growing 
suspicions. 
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F�amf� is a beautiful, well built Sindarian Elf, and he knows it. 
Brash. flamboyant. and possessed of a very quick sense of humor . 
his chann and good looks only add to his ability as a bard. He is 6' 
6� tall, with dark blonde hair and blue eyes. 

F�amfre is probably the best swordsman in Amon Lind and leads 
most of the sorties against raiding Orcs and Trolls. He hunts Trolls 
in the mountains for sport. He uses his +20 longbow when hunting, 
but in close combat he uses his sword. Anannacil. Anannacil is a 
+30, Holy, highly intelligenl Elvish longsword that is made of 
golden laen. It's hiltguard is shaped into a brillianl sunburst and can 
produce a Sun fires True I time/day that can be used in combat as 
a Fire Boll with a +20 OB bonus and a 1.5x concussion hit 
multiplier. The sword can also produce a Beacon or Uuerlighl at 
will (up to 3 times/week). 

LALAITH 
Lalaith left Ost-in-Edhil because they would no longer presenl 

her plays. It seems that many of the townspeople felt that they were 
sacrilegious. Her feelings on the matter were that the Valar could 
takeajoke because they all had senses of humor. Of courseshe now 
has a much smaller audience and they are rarely shown more than 
once. She has written some for the Dunlendings using Feamfre's 
knowledge of politics. When he presented them at some of the 
major towns they were well received. The peopleofDunland were 
never ones to tum down enlenainmenl of any type. 

Lalaith is also a superb musician and holds recitals of newly 
composed works forthe Elves at Amon Lind. Being a bard like her 
husband, she works with him on new spell research and item 
invention. She has a ring identical to the one used by her husband 
and enjoys walking around the keep disguised as other people just 
to see if she can fool anyone. She is quite good at this and can 
ap�ar to be F�amfre. Elenril, or any of the women of the castle. 
Considering her skill, it would not take long before she could 
impersonate a visitor to the complex. 

Lalaith, along with Teletasare. teaches the children of one ofthe 
giant families reading. writing. and elementary math about one day 
every two weeks. She and Teletasare have been surprised by the 
amount the children have been able to learn even though it has 
taken them years to do it. She has decided that they are probably 
as intelligent as a nonnal human. but the learning process is about 
ten times longer for the children (perhaps longer if they are already 
grown). She has her suspicions about her husband's activities in 
Dunland, but she dismisses them since the whole idea is rather 
revolting to her. On occasion she has has been tempted to follow 
him, but realizes that it could jeopardize their relationship. 

Lalaith isa Noldorian women of great beauty. She is 6' I" tall and 
very shapely. Her hair is dark brown and she has dark blue eyes 
with flecks of bright gold scattered through them that cause them 
to be very noticeable and enchant.ing. She tends to wear clothing 
that accentuates her body in order to appear as appealing as 
possible. She says that it is more comfortable. but it is her way of 
maintaining her own bit of control over the men of the citadel. 

If threatened, Lalaith will use her magic. If this is impossible. 
she will retreat to a place where she can. She carries a dagger that 
Sulkano made for her. but she has little skill with it. 

MORANAR 
MOraDar was always a recluse while living in Ost-in-Edhil and 

that has not changed now that she lives in Amon Lind. She left 
because her few friends, Sulkano and Elenril, were leaving. She is 
oneofthe few females that worked with theGwaith-i·Mfrdain. She 
worked with the Keeper of the Fires as an assistant and was being 
considered as his eventual replacement (she would have turned it 
down). She is a mage and at Amon Lind spends most of her time 
researchin� spells and helping Helkama and Sulkano imbed spells 
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in items. She also helps them by providing the magical fires needed 
in some of the processes. She rarely socializes with anyone in the 
complex aside from an occasional dinner. She is fond of all the 
people in the complex, but she has a difficult time demonstrating 
her affections. She has very lillie patience and a short temper, 
which tends to drive people away from her. Lalaith feels that 
Moranar is cold and insensitive, and they have never golten along 
well. 

Moranar is a tall Noldorian woman (6' 5") with very dark blue 
eyes and black hair cut short (she says it gets in the way). She 
dresses primarily in utilitarian dark blue and purple clothing. She 
is a very beautiful woman but tends to let her personal appearance 
take a back seat to her work and research. When she does decide 
to dress up. most everyone is stanled by her beauty (forgonen due 
to the length of time between occurrences). 

If threatened, she will not hesitate to use magic or her sword. 
whichever is most convenient. Considering her capabilities with 
both. she may be the most dangerous person in the citadel. Her 
sword. Raukambar. was made for her by Sulkano and the other 
High Jewel smiths long before they left Ost-in-Edhil. Narrower 
than most other swords of similar make. it is intelligent and made 
of Galvom with Laen edges. The +30 sword can cast Long Door 
(300') twice a day and it delivers an Impact Critical equal in 
severity to any other critical delivered. 

ELENRIL 
Elenril's mother was Noldo and his father was Sinda. His 

upbringing was decidedly Sindarian and shows in the way he 
dresses and arranges his rooms. His mind set. however. is Noldo 
in that he has always been curious about creating and changing 
things. Because of his interest in nature, he became an animist and 
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excelled at all he did. While talking to a smith about reworking a 
weapon to improve it. he realized that soldiers are much like 
weapons and perhaps they could also be improved by 'reworking'. 
He soon began experimenting with animals 10 change their physi­
cal structures so that they functioned differently. He hoped to 
improve the average soldier by improving his physical body or 
instincts. 

Word of his experiments soon spread, and he was strongly urged 
by others to stop his inhumane activities. If they had known that he 
wanted to someday continue his experiments with Humans and 
Elves. they would have done much more. This greatly disturbed 
him and he began thinking of leaving. Soon afterwards, he met 
wilh the others thai were planning 10 leave and decided 10 go with 
them. During this time he was benefited by a strange experiment 
that went wrong at the Smith Halls. While in the process of making 
an item of power. a terrible accident occurred; two smiths died 
honibly with the very flesh of their bodies merged together. Elenril 
found out from his friends in the Hall that a largish gem of irregular 
shape was created by the accident. The gem had a very strange 
ability to merge any two items IOgether. although not always 
perfectly. as the smiths found out. When Elenril took the gem with 
him. the grief-stricken smiths did not notice that it was gone for 
quite some time. 

After moving to Amon Lind, Elenril continued his experiments. 
At first he worked only with animals. usually resulting in failure. 
However, by combining what he had learned about the merging 
stone and spells, he was able to make some combinations of 
animals that lived. His sister Teletasare helped him. in order to 
reduce the pain of his subjects. Over the years he refined his 
techniques and started working with men. He made a deal with 
Turukulon the Dragon to buy subjects. At first. their experiments 
on humans were benign and not very noticeable, but later he was 
able to make more radical changes (described later in this section). 

By the year 1640. he has had several successes, including the use 
of the procedure on hi s first Elven subject. Helkama and Lalaith d id 
not like the direction his experiments were taking and objected 
with little effect since the subjects had volunteered. Teletasare also 
objects, but she is rather subdued and will not act against her 
brother. Elenril also was quick to point out that the reason he came 
to Amon Lind was to get away from close mindedness. The others 
that have a say in the keep do not really care one way or another. 
so long as he doesn't start killing the guards. Elenril is very proud 
of his plot and feels that some day it will be very useful. 

Elenril is 6' 7" tall and slimly built. His hair is light blonde. and 
his eyes are pale grey. If he must fight. Elenril uses his sword. 
Durlachiel. It is an intelligent +30 Galvom Holy Sword with clear 
laen insens on the hiltguard and pommel. On command it will 
create a cold blue flame along its length. The cold flame will 
deliver a Cold Critical of one severity degree less than any other 
critical delivered. The sword also gives the wielder a resistance 
bonus of 25 verses Harne and Heat Attacks. 

TELETASARE 
Teletasart is Elenril's Sindarian half-sister. She is older and 

feels responsible for him sometimes. She left Ost-in-Edhil because 
he was leaving. There. she was in the healing services. Teletasare 
is a very fine lay healer and panicularly good with prosthetics. 
Elenril has often wondered if she could not make a whole new body 
if she set her mind to it. She now works as the healer for Amon 
Lind. Although Elenril also works in this capacity, she makes a 
better healer because she has more compassion for the sick or 
wounded. She loves animals and tries to lessen their pain as best 
she can. She also keeps two hunting falcons that she flies for spon 
and usually goes along with Slilkano when he flies his birds. 
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The others at Amon Lind tend to try to protect her because she 
seems small and weak. Helkama is deeply in love with her and soon 
he will confront her with his feelings to see her reaction. He does 
not know iI, but she has admired him for many years and has been 
waiting for him to approach her. She leaves the castle only for an 
occasional ride with Slilkano to exercise or hunt with their falcons 
or to go to teach the Giants' children. 

Teletasare is striking: 6' 2" tall, with silver white hair that flows 
nearly to her knees. Hereyes are such a pale shade of grey that they 
appear white from a distance. She is not as proud as her brethren, 
but will not back down from a position once she has decided that 
it is right. She very rarely shows any emotions beside happiness 
and love, but if she ever truly gets angry, heads would roll. 

She does not like 10 fight. but she is sk.illed in using the longbow, 
spear, and longsword. If in danger, she would most likely retreat 
to a place of safety and care for the wounded. Ifforced to fight. she 
would use one of her three weapons mentioned, all of which are 
+25 and of Orcslaying. 

THE "WEAPONS" 
Elenril has nearly perfected the physical portion of the process 

and is able to "merge" humans with several differenl types of 
animals. The mental stress of these changes often causes the 
subjects to go mad. Only four of his subjects have adjusted to their 
state. One of these was a Dunlending that Elenril merged with a 
large fruit bat. The man died of old age after serving the citadel as 
a guard for years. He was extremely intelligent. and the procedure 
had given him extraordinary senses of smell and hearing. although 
his vision had been diminished. His reflexes had also been in­
creased so that his reaction time was above that of most Elves. 
There are three other such creatures; two were merged with cats 
and one with a badger. To alleviate the confusion of what they 
should be called, Elenril just calls them "Weapons" 

The first of the Weapons is a Northman mercenary. Eniad, that 
got lost in the mountains and captured by Turukulon 10 years ago. 
He was altered by adding many of the attributes of the great Snow 
Leopard. Although he had initial problems, he now enjoys the 
added strength and agility of his new fOnTl. The next Weapon was 
a Elvish prisoner of Turukulon (Comen), that volunteered to go 
through the process to obtain his freedom from the Dragon. Since 
this was Elenril's first procedure using an Elf, he was quite 
apprehensive. But everything went well. and the Elf was not too 
honified by the results. although the appearance of hair upon his 
face was quite startling. The third Weapon is a Si!van girl. Minel, 
who was a servant in the citadel. Upon seeing the Northman and the 
Elf in their final fonns, she volunteered for the same trealment (to 
become "unusual"). She was also in love with Elenril and wants to 
get his attention. He perfonned the procedure on her using the 
attributes of a Lynx before anyone else knew and was successful. 
In fact. he is almost sure that the procedure would work on Elves 
consistently better than Men. due to their superior healing abilities 
and resistance to disease. He has decided that in the future. he will 
try to find EJvish specimens in preference to Men. 

All of the Weapons are capable of above nonnal feats of agility 
and strength. They also have several of the secondary features of 
the an imals, such as a fine d iSlinctly marked fur covering over most 
of their bodies as well as slightly longer than nonnal leeth. They 
have claws on their hands and feet that can be used to great 
effectiveness in combat Elenril and some of the others have also 
noted the presence of animal-like behavior in both of the subjects. 
manifesting itself in the fonn of extreme unpredictability. a 
quicker temper and quick mood shifts. All of these mental changes 
make the Weapons more difficult to get along with, but they have 
not warranted their being further altered or caged. 
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All have been trained extensively in unanned combat to help 
them cope with their new capabilities and to train them for their 
positions as guards. Elenril also believes that the discipline the 
training requires will help their mental stability. Feamfre and the 
guard captain took care of this training. as both are expens in 
unarmed combat The pupils have shown themselves to be superior 
to their teachers and now train themselves. They include many 
maneuvers in their routines that nonnal Men or Elves could not 
complete. thus giving them a great advantage when in combat. In 
general all of the Weapons are considerably more unpredictable 
than nonnal people. Because of their resemblance to wild animals. 
some would be frightened by their mannerisms, and rightfully so. 

Of course, along with any success there is almost always failure. 
In Elenril's case, he has had many: some have been extreme and 
some mild. At the present time one of his failures is in a cell in the 
dungeon, This once Dunnish man is now partially Glutan. aspecies 
of lowland Wolverine. and completely mad. He has not been killed 
because Elenril still considers him salvageable ifhis insanity can 
be cured , So far, spells have not been effective. Elenril theorizes 
that the mind of the Dunnish man is now fighting with the mind of 
the Glutan for control. If the "Man" side wins, then he will be 
cured, but if the "Glulan" wins then he will probably need to be 
tenninated. 

Elenril's plans for his next few experiments include a merger 
involving a young Blue Bear and one involving a small Ape that 
RamfrC! said he could secure from a travelling merchant in 
Dunland. Oneofhis long-range goals is to locate and use one of the 
huge legendary Cats (Chalamogs) from the hills of Rhudaur. 

6.1 3 THE GIANTS 
While the Giants of the southern Misty Mountains are similar to 

their nonhern Misty Mountain cousins. they are more open to 
contact with other races. trading with humans and Dwarves that 
have the courage to approach them. One of the families even trades 
fairly regularly with merchants from Dunland and the Elves at 
Amon Lind. These Giants are more likely to either ignore or be 
more friendly to non-Giants than their relatives to the North. This 
is probably due to the relative lack of evil in the southern areas as 
opposed to the conSlant presence of the Orcs and the Witch-king 
in the nonhern counb)'. Ifprovoked or threatened. these giants can 
still be extremely dangerous. All Giants. northern or southern. are 
very protective of their propeny and will kill all thieves and 
perhaps suspected thieves. They are slow at making decisions and 
friends. but are resislant to change once their minds are made up. 

6.14THE EAGLES 
Giant Eagles are scattered throughout the mountain ranges of 

Middle-eanh. and the Misty Mountains are no exception. Due to 
their large size and food intake. their tenitories are very large and 
their numbers small. The southern end of the Misty Mountain 
chain is home to some 25 of these majestic creatures. spread fairly 
evenly East 10 West and North to South. They patrol the area for 
food regularly and repon any strange occurrences or sightings to 
a designated Warden of the region. The Warden is given his 
position by the Lord of Eagles himself and is responsible for 
reponing to him regularly with infonnation about happenings in 
his area. The Warden is also responsible for gathering the eagles 
from his area when IheThoronrim (S. "Eagle Host") is summoned 
by the Lord of Eagles. 

In 1640. the Warden of the southern Misty Mountains is 
Dwaithohir and he knows mOSt of what goes on in the area. He has 
talkedon occasion with Slilkano and also knowsSkinbark (an Ent). 
Dwaithohir has fought with Turukulon and has taken prey from 
under his nosejusl for the joy of it. Turukulon would love to roast 
him for dinner. as one might guess. Dwaithohir repons on all that 
happens in the area to his Lord at Eagles Eyrie twice a month. He 
is young. having only been appointed 10 this position three years 
ago. but he takes his responsibilities very seriously. 

6.2THE SOUTHERN MISTY 
MOUNTAINS:T. A . 1 640·3019 

Overall. the situation in the southern Misty Mountains does not 
change much over the years. In the year T.A. 1981. the Dwarves 
were forced out of Moria requiring them to find homes in other 
places. This stopped all trade that had come 10 the Giants and to 
Amon Lind from this area. Around this time. Turukulon captured 
many Dwarves. however not without some pain; one of the groups 
he captured foughl back more than he expected and wounded him. 
He killed Ihem all and laid their bodies OUI in the open to be eaten 
by vultures and wild animals. Turukulon never buried the Dwarves 
because he knew they would have wanted to be underground. He 
sold some of the other Dwarves 10 a tribe of Ores. and gave the rest 
to Elenril. who found them IOOdifficull to work with and set them 
free after altering their memory. Turukulon decided that it was 
lime for a long rest and went 10 sleep for several hundred years. 
Because of Ihe growing unresl in Dunland during this time. trade 
with outsiders by the Giants and the Elves at Amon Linddeclined. 
8y the yearT.A. 2000. the Giants had ceased to trade with anyone 
but the Elves. Ft!am{rl!' still made trips to Dunland. but hisjoumeys 
became less frequent as time passed. 
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In T.A. 2050, Helkama renewed communication with Riven­
dell. Elrond had known of their presence for years bul had left them 
in peace. By this lime, Sulkano had completed the pennanent 
propulsion devices for his smaller airboat and succeeded in dupli­
cating his procedure for making the Mithrarian with the help of 
Turukulon. Sulkano decided, however, not to use them for fear of 
discovery by the power growing in Dol Guldur. During this time. 
Turukulon was content to linker with magic on his own, nOI even 
bothering to deal wilh the people he caught; he JUSt ate them. 
Elenril's experimenls progressed, but his flow of humanoid sub­
jects decreased. so that he mainly worked with animals once again. 
There were only the two Weapons made from Elves left at Amon 
Lind at this time. 

When the White Council was formed in 2463. notice was sent to 
the Elves at Amon Lind. but only Helkama responded. He left 
Amon Lind for two years to consult with the Wise. because he was 
one of the few left that was a member of the Gwaith-i-Mfrdain 
when the Rings of Power were made. Upon his return. he an­
nounced his plans to return to Rivendell with anyone who would 
go. panicularly addressing this to Teletasar!!. by then his wife. She 
alone consented to return with him. and they lived in Rivendell 
throughout the rest of the Third Age and pan of the Fourth. F!!amfre 
agreed to visit Rivendell should the council need advice on any 
matters concerning Dunland or the surrounding area. 

When Saruman took up residence in Orthanc. he had some 
communication with the Elves at Amon Lind. These were kept to 
a minimum because Feamfre did not trust him saying: 

"Saruman is much like a Dragon in that he can manipulate 
a person's thinking with his voice. Any idea he suggests 
seems to be the person's own. Anything Saruman says seems 
perfectly logical. He is e.'ery bit as oongerous as a Dragon." 

When the White Council was a called together again in 294 1 .  
Ft'.amfre and Lalaith left Amon Lind and proceeded to Rivendell to 
help in any way that they could. They stayed there until the last 
meeting of the White Council in 2953. On their return trip to Amon 
Lind. they were attacked by Ores and Wolves in Eregion. Feamfre 
was badly wounded and Sulkano risked the secrel of his boats 10 
fly himself as fast as possible to Lindon where Feamfr!! and Lalaith 
sailed westward. Slilkano made his return trip in segments al night 
to avoid detection. but he became increasingly paranoid about 
discovery. 

Norantir the Eagle became Warden of the southern Misty 
Mountains in the year 2954. taking the place of his forefathers in 
residence on one of peaks near the end of the range. As a favor to 
Gandalf, the Lord of the Eagles instructed Norantir to watch 
Saruman. His presence over the next few years wasa key factor in 
several events. He rescued Isildur's body that had been discovered 
by Saruman's servants in their search of the Gladden Fields. 
Norantir also alerted his Lord to Gandalf's plight on the pinnacle 
of Orthanc. For the first time. Norantir met Turukulon, though he 
had known that a Dragon was in the area. Needless to say, Norantir 
and Turukulon did not get along. crossing paths several times over 
the years. with standoff results. 

During the time of the war, the Elves at Amon Lind were 
harassed more of ten by Orcs and Trolls, making life difficult for all 
those involved. Breaking all fonner agreements with the Elves. 
Turukulon also attacked the keep to get to their treasures. He was 
driven off by Slilkano and Moranar. but several of the Elves were 
killed and others were seriously injured. Elenril had to use his 
merging techniques on three of them to save their lives. The Giants 
were unaffected by the war and virtually unaffected by its out­
come. 

After the war, Helkama and Teletasare returned, bringing with 
them some of the Elves that wanted to remain in Middle-earth but 
with a more secluded lifestyle. Moranar and Slilkano married, 
making both of them happier. 

Now no longer afraid of detection by Sauron, Sulkano is able to 
fly his boats wherever he likes. He has altered them now so that the 
undersides can mimic the surrounding sky (so they are not seen 
from the ground). Alon with several of the others, he leaves the 
citadel for weeks at a time. visiting other places and seeing parts of 
Middle-earth. Of the Weapons made by Elenril during the War to 
save their lives, one was ferried by Slilkano to the Grey Havens and 
the other two remained at Amon Lind. One was given attributes of 
a mongoose-like creature from the South and the other was given 
the attributes of a Snow Leopard. 

Turukulon stayed in the Misty Mountains and now plots against 
the Elves, but it will be a while before he will attack them openly. 
The Orcs and Trolls of the mountains have been driven into their 
holes. and only bother those foolish enough to wander too close. 
Helkama has lead some quite effective sorties against the closer 
Ore tribes. 



Power & Politics in Dunland: T .A. 1640 & The Clans 

7.0 POLITICS AND POWER: 

DUNLAND 
Since the power structure in Dunland is dominated by a short­

lived Mannish race, the political situalion varies during the Third 
Age. This section covers the various shifts in politics and power 
from T.A. 1640 to the end of the Age. 

7.1 DUN LAND: T.A.  1640 
There are 15  major clans that are present in the Dunnish power 

structure. Several have smaller clans under their direct control. 
Each clan controls a given area of land with fairly well defined 
boundaries, borders which are subject to argument al fairly regular 
intervals. 

The Great Plague of 1636-1637 killed many Dunlendings: even 
more died to the north in Tharbad and to the west in the Mihiriath. 
The Dunnish clans lost approximately 20% of their population and 
25% oflheir livestock (more would have died if nOI for the Healer's 
Hall). This tragedy was weathered quite well in Dunland, for the 
Duniendings were quite used 10 hardships. However, they did feel 
that the plague was justly harsher on the Dunedain, who deserved 
it. Some of the clans that hate the Dunedain even went so far as to 
interrupt shipments of herbs that were to be sent to Tharbad. 
Needless to say, after the plague was over, the trade between the 
people of Dunland and those at Tharbad declined. 

By farthe busiest city in Dunland at this time is Larach Duhnnan, 
which is located on the Old Soulh Road about 85 miles south of 
Tharbad. This town surrounds the Feargan clan·hold and is the 
center of trade for the area, bringing in people from all the 
neighboring clans and the outside to trade. Larach Duhnnan 
supports the largest non-Dunnish population in Dunland proper. 
Many merchants that travel the Old South Road have taken 
residence here, alongside some Northmen that migrated in after 
being mercenaries in the wars between Arthedain and Angmar. 

EIItllt/E �� ----- -- -

7.11 THE CLANS 
The following clan descriptions are arranged according to 

population. 

FEARGAN 
Clan Feargan is the largest clan in population but not in the size 

of the area it controls. Its clan·hold is located in Larach Duhnnan, 
which is Dunland's largest town. Because of this commercial 
cenler, its large population, and its central location, clan Feargan 
is a major force in Dunland politics. 

The Chieftain of clan Feargan, Enion, is a calm man and does not 
make hasty decisions, a property he does not share with many of 
the other clan Chieftains. Because he keeps his clan neutral in 
regard to the Daen lontis and the Daen Coentis factions, Enion is 
one of the prime factors keeping the clans from war. He is partial 
to the Daen Coentis faction, but shows no favoritism openly, so as 
not to give anyone an excuse for war against his clan. He openly 
dislikes the Temple of Justice and their priesthood, whom he 
deems an irritant. His attitude has caused the clans aligned with the 
Temple to be cool toward the Feargans. Clan Feargan also controls 
several smaller clans: the Baertins, the Torbets and the Nalhlos. 
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ERASTOC 
Like clan Feargan, clan Erastoc is a lowland clan. Erastoc has a 

smaller population than the Feargan, but of all the clans, they 
control the most land. The Erastocs raise a large number of 
livestock including. sheep, cattle and horses. They have the best 
horse soldiers for the young people of the clan are taught to ride at 
an early age. Because they are located away from where a lot of the 
controversy centers, the Erastocs are fairly neutral in clan politics. 
The Erastoc clan Chieftain died of complications brought on by 
the plague a year after he contracted it. Since that time, the position 
of Chieftain has been shifted back and forth between several of the 
youngerfamily heads. Clan Erastoc also includes the smaller clans 
of Coinrach and Ealsaid. 

ARAtLT 
Clan Arailt is the most warlike of all the clans, and therefore the 

best trained. It is also the lead clan in the Daen lontis faclion and 
the main supporter of the Temple of Justice. The AraBt hate the 
Dunedain. Their young warriors go fully anned at all times, riding 
relentlessly through their territory hunting and perfecting their 
bailie skills. They make trips to Larach Duhnnan to cause trouble 
and carouse with others from clans Madoc, Sonmar. and Dobac. 

Clan Arailt warriors often wear face and body paint when going 
into bailie 10 make their faces look more menacing. The Araill are 
in a 'near·war' with the Daen Coentis clans and their neighboring 
clans, the Ruadh and Trefom. Clan Arailt also controls three 
smaller clans: Grun, Guerd, and Semarg. Clan Semarg is located 
high in the mountains and is claimed by Arailt in name only: they 
really do nOI interact with the clan at all. 

The present Chieftain of clan Araill is Daonghlas. He has been 
Chieftain for only 3 years but has a reputation as a cunning man 
who was prone to filS of anger. He is in constant contact with 
Maben, and considers his counsel over all others. In the 3 years of 
his rule, the clan has become even more war-like and drawn even 
closer in its relations to the Temple of Justice. 

LEONN 
Clan Leonn is one of the large lowland clans. They occupy the 

territory north of the Old South Road and south of clan Erastoc. 
They are a peaceful clan and do not participate in overall clan 
politics to a great extent. They have strong ties to the Erastoc, and 
are not friends with clan Madoc. Otherwise, they are neutral 
toward most of the other clans. Like the other lowland clans, the 
Leonn raise livestock. Howeverduring the plague, their herds were 
hit heavily and after three years they are still quite low in number. 

TREt"ORN 
Clan Trefom is a highland clan that occupies the area just nonh 

of clan AraBt and south of Caerdh Wood. They are the principle 
enemy and barrier 10 clan Arailt. Young warriors of the two clans 
often have minor skirmishes and verbal wars near the boundaries 
between their clan territories. This border is probably the most 
heavily disputed in the whole region. The Trefom clan is the 
leading clan in the Daen Coenlis movement that is opposed to the 
Daen lontis faction led by the Araiil clan. Clan Trefom also 
includes the smaller clans, Marvan and Niald. The clan Chieftain 
for clan Trefom is a middle-aged man named Aonghas. He is 
physically very impressive, being 6 '4" tall and weighing some 230 
lbs, most all of which is muscle. Hc has vivid red hair which has 
faded to white al the temples. A very strong leader and very zealous 
in his ideals of Daen Coentis life, he believes that Ihey can be 
restored by his people. He was instrumental in bringing the 
DrOedain to Caerdh wood and back into the religion oflhe Daen. 
He is particularly fond of the old bard Slrunthor, and enjoys his 
stories and listcns 10 his advice when he comes to visit. (See 
Section 6.12.) 
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M,ooc EocflA1'o'N 
Clan Madoc is located north of Caerdh Wood, along the edges This fairly neutral clan occupies the highlands north of clan 

of the Misty Mountains. They are one of the clans of the Oaen Roth. They tend loward being friendly to the Oaen Coentis clans 
lontis group and are openly supportive of the Temple of Justice. nearby. They have been pressured by the Daen lontis clans to join 
They are not as belligerent as the other clans so inclined. but they them, bUI so far the clan Chieftain has not committed. He is old and 
are warlike and very friendly with clans Araill and Sonmar. They in failing health and the Oaen lontis hope that the new Chieftain 
have a long standing hatred for clan Ewen that dales back to the will be more open to their invitations. The Eogbann have most of 
lime of the early migrations to Dunland. The reason forthis hatred their dealings with the people of Clan Tar Moid to the east. with 
has been lost over the years, but since the Ewens are a Daen Coentis which there are many cross-marilal ties. The village of Cillien is 
clan they still have sufficient reason to keep up the feelings. located in Eogbann territory. This is imponant since the Healer's 
Fonunately, the two clans are separated by a long distance, so this Hall is located there. Derna has been personally visiting the clan 
animosity turns into violence only when clan members interact at Chieftain 8elligel to check on his health because they had become 
other locations. friends when he was much younger. 

CLAN CHART 
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FEARGAN F W CL W W CL W CL W F 

MADOC CL F W A W CL C F H 

TREFORN F A CL W H W CL W C CL W W F 

ROTH W CL A C F CL W W C CL W 

SON MAR F CL F CL W W F CL W C 

RUADH W W H W W W CL F 

ARAILT CL A H C F H F W F CL C 

EOGBANN W W W F CL W C W W F CL W 

OGARON CL CL W F CL CL W W CL W 

LEONN W C W CL W W W W W F CL 

COLGAR CL C W F W W W CL F W 

TAR MOlD W CL W CL F W W CL W 

DOBAC CL F W C W W F CL W W F C 

ERASTOC W W CL CL CL W CL F W CL W 

EWEN F H F W C F C W CL W C W 

H=hatred, C=Cold, CI=Cool. l=lndifference, W=Warm, F=Friendly, A=Allied 
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OGAIlON 
Clan Ogaron is a lowland tribe occupying the area along the Old 

South Road. Like the other lowland clans, they own herd animals, 
bUI their main source of income is grain farming. panicularly those 
grains used 10 make alcoholic beverages. Mosl oflhe area's meads 
and beers is made from grain grown in their fields. Compared to the 
manors of the Olinedain, the Ogaron farms are very crude and 
unproductive; but they make do and are getting better as the years 
go by. They are friendly with most of the clans ofthe Oaen lontis, 
but they are not officially members. 

Included in clan Ogaron are clan Cearn and clan Goirich. These 
clans live in the nonhern areas of the Ogaron land and have 
dealings with the people of Tharbad. This familiarity with the 
Ounedain and their ways has kept the clan from joining the Oaen 
lontis. 

EWEN 
The people of clan Ewen live high in the foothills of the Misty 

Mountains in the northeastern part of Ounland. The other clans 
respect the hunters and trappers of this tribe as expen woodsmen 
(from other Ounlendings this is quite a compliment). Because they 
range funher into the mountains than most ofthe otherclans, Ewen 
is the only clan that ever has any dealings with the Giants of the 
mountains. The dealings are very minimal and the people of clan 
Ewen will usually hide or leave the area when they hear a Giant 
coming. When they do meet, however, the Giants will not take 
action against those who identify themselves as pan of the Ewen 
clan - unless some offensive action has been occurred (e.g .. 
stolen cattle, trespassing, etc.). A few clan members have been 
captured by Turukulon when they wandered into his area (see 
Section 6.11), but so far the clan hasn't a clue as to what happened 
to these unfonunate folk. Since some members of the clan have 
seen Amon Lind from a distance, the Clan as a whole knows of its 
existence but they do not know who lives there. They think it is 
haunted due to the sounds that come from it. Clan Ewen has a deep 
hatred for clan Madoc and is disliked by most of the Oaen lontis 
clans because of their staunch suppon of clans Treforn and Roth. 

DOBAC 
The Dobac are the southernmost of the clans of Ounland. Their 

lands range south past the tips of the MislY Mountains and panially 
into the gap. They are friendly with the Daen lontis clans, but are 
not aligned with the Temple of Justice itself. Using Dobac lands as 
a base, the Madoc, Arailt, Sonmar, and Dobac often join forces to 
make extended raids into Calenardhon. 

SONMAR 
This clan is oneofthe Oaen lontis clans and worships according 

to the Temple of Justice dictates. Since the land they occupy is 
located just east of the clan Feargan's land. clansmen regularly go 
to Larach Ouhnnan to trade. Like the Erastoc, they raise many 
horses and are fine horsemen. They were once the fourth largest 
clan, but they lost a large number of people during the plague. More 
adults in clan Sonmar died of the disease than children leaving 
many orphans. Thesechildren were subsequently taken in by other 
famil ies or taken to Ihe Temple of Justice to be raised by the Priests. 
A few of these orphans have wound up on the streets of Larach 
Duhnnan. where they make a living by picking pockets and pelty 
theft. Some have been taken by unscrupulous men and sold into 
slavery. Clan Sonmar also includes the smaller clans of 
Guemmelon and Mar Hogo. 
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ROTH 
Clan Roth and clan Trefom are the two major Oaen Coentis 

clans. Clan Roth's territory is located in and to the north ofCaerdh 
Wood. They are superb mountaineers and some clan members 
have been within shon distances of Amon Lind. They, like the 
Ewens. feel that the area is haunted and will not get too close. Clan 
Roth also includes clan Trothel. Many of the Priests of the Oaen 
Coentis religions that have been reinstituted have been taken rrom 
clan Trothel. Clan Roth was hard hit by the plague (it was once 8th 
in population). 

RUAOH 
Clan Ruadh occupies a small area of land due east of clan 

Feargan. Clan Arailt and clan Trefom are located on their other 
borders. These three larger clans are the cause of most or clan 
Ruadh's troubles. The Trefom are friendly with clan Ruadh. but 
they hate the Arailt and the two clans often use Ruadh land for 
skinnishes. The Amilt show little regard for Ruadh territory, 
constantly ruining crops and property and trespassing. In the eyes 
of clan Ruadh. the Arailt are evil. In the eyes of the Arailt. the 
Ruadh are simpletons, who are in the way and should be under the 
control of another clan. This hatred is building and the Ruadh want 
to do something about it. 

The Ruadh Chieftain, Rulart. is in negotiations with the Chief­
tains of clan Trefom. Roth. and Feargan. Ruadh is very important 
to the clans, because they have very fenile land and grow many 
crops. These agricultural products are sold to other clans that are 
not so inclined (including some of the Oaen 10ntis clans). lfnot for 
this. the Arailt might have taken control of them already. 

COLGAII: 
Clan Colgar is based in the land nonh of clan Madoc on both 

sides of the river Cilstrem. They raise horses and have probably the 
finest herds of horses of all the clans. However. their low numbers 
have made their lands and horses quite tempting to some of the 
other nearby clans. They are a Oaen lontis clan, having aligned 
themselves with those clans to secure their future as an independ­
ent clan. They are unfriendly with the Ewen because they suspect 
them of horse thieving and because they are Oaen Coentis. They 
also have a growing suspicion of clan Erastoc and clan Eogbann. 
whom they suspect may be planning to declare war on them 
suddenly. Clan Feargan has no intention of dOing this, but the 
thought has crossed the minds oftheOgarons. This paranoid nature 
is apparent throughout the clan. and young warriors in panies of 5-
20 can be seen thundering across the country side in search of some 
unseen enemy that has 'invaded' their territory. 

TAR MOlD 
Tar Maid. the smallest clan. is the furthest to the north and 

occupies a relatively large area. Primarily hunters.they hunt the 
proghom and deer that roam the area in small herds. The hunters 
of the Tar Moid range out for miles from their homes and often go 
as far as the Sirannon and the Glanduin rivers to hunt. They have 
been near the ruins of the Elven villas and the city ofOst-in-Edhil, 
they believe that all these places are haunled. Some have found 
items ofElvish make in the debris. but they have lillIe use for the 
ones that are not weapons, trading them for food or tools. Oue 10 
its size. the Tar Moid would be in trouble if it were closer to the 
political center of Ounland; but because of its remote location. it 
is safe from most attackers and at the moment enjoys friendly clans 
on all its borders. The clan is, however, SUbjected to more trouble 
from Trolls and Wolves in the area. 
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7.12THE DAEN IONTIS 
The Dunael word lontis has no common tongue or Westron 

equivalent. It means: rejected, dispossessed. betrayed. wronged. 
and unjustly punished. A group of aligned clans call themselves 
"The Oaen lentis" to show their displeasure al the way they were 
treated (through their ancestors). The name is also intended to 
indicate that they will nOI stand for the same treatment and thaI will 
not make the same mistakes their ancestors made. To the Daen 
Icntis clans. their anceslOrs' main mistake is thai they rrusted the 
DUnedain. which led to their downfall as a people. They feel that 
the Dunedain living now in the vales of the White Mountains are 
merciless invaders thaI forced their forefathers from their home­
land. They believe that if the Oaen Coentis had risen in anns 
against the Ounedain when they first arrived, then they would be 
living there now instead of in Ounland. 

Their ultimate goal is 10 retake their ancient homeland and drive 
the Ounedain into the sea from whence they came. These clans are 
more war-oriented that other clans, and the young men train 
constantly for the tasks which are ahead. These clans are also 
pushed in this direction by the Temple of Justice and its leader, 
Maben, who councils with the Oaen lontis Chieftains. The temple 
teaches that the Ounlendings mUSI have "justice" from those who 
have wronged them. The lead clan in this movement is Arailt; other 
clans in the movement are: Madoc, Colgar, Dobac, Sonmar. and on 
the periphery. Ogaron. 

The Oaen Iontis name and movement appeared approximately 
300 years ago just before the arrival of Maben and the establish­
ment of the Temple of Justice. The Chieftain of clan Arailt at that 
time (Goiridh) originally conceived the idea 10 increase the morale 
of his people and to discredit the Oaen Coentis movement of clan 
Treforn that had begun some 50 years earlier. Once the idea caught 
on, he saw that this kind of hatred could be very useful in helping 
him gain control of other clans. When Maben arrived, he immedi­
atelyencouraged the movement and Goiridh, and the feud between 
the two factions was off and running. It was Goiridh who hired the 
assassin to kill the leader of the Oaen Coenlis (Oivemal). Maben 
and Goridh believed that once Oivemal was out of the way. the 
Oaen Coentis would return to their old ways and forget his visions 
and speeches. However, this was not to be. 

The Oaen Iontis view the Oaen Coentis clans as a reflection of 
their ancestors: flawed and weak. The Oaen Iontis believe that this 
group of clans are a bad influence on the other clans. and that this 
influence must be eliminated. Therefore. a 'near war' has existed 
for years between these two factions. 

The Oaen lontis clans have begun to relearn the skilled weapon 
making crafts of their ancestors. However, this process is slow and 
the Oaen lontisdonot like to move slowly. So to convince the other 
clans that their way is the 'right' way, they have taken captive 
several wandering Dwarves and forced them to secretly make 
weapons for them. The Oaen Iontis claim these as their own 
creations, thinking that it is only a mailer of time before they can 
produce weapons of similar quality. 

Most of the Oaen Iontis clans worShip in the manner dictated by 
the Temple of Justice, with Maben as their spiritual leader. When­
ever possible, people of these clans go to the temple for the rituals. 
some which involve the sacrifice oftheirencmies. These sacrifices 
are made to gain the favor of the gods of their ancestors, and to 
show them that the Oaen lontis are a strong people who will not fail 
as their ancestors did. 

7.1 3THE DAEN COENTIS 
Unlike many of the other clans, the Oaen Coentis ("the Skilled 

People") clans consider their early heritage as a goal to strive for. 
They are attempting to return to the ways that their people followed 
before the Ounedain sailed 10 theshoresofMiddle-earth. The Oaen 
Coentis' search for this lost heritage began soon after they mi­
grated to Ounland in the late Second Age. Because they saw that 
their fellow clans were turning toward Evil and corrupting their 
religion. these clans were some of the first to leave the White 
Mountains. Aftermigrating north, they spent the first few genera­
tions settling into their new home and just surviving. causing them 
to forget much of their Oaen Coentis heritage. 

After several hundred years. Oivemal came to power in the 
Treforn clan. Divemal was a warrior, but not just a fighter; he was 
also scholarly inclined. He became clan Chieftain al 21  and ruled 
the clan until he was killed by an assassin at the age of63. Given 
great vision and directness of mind. he was a great speaker and 
could turn the hearts and minds of a crowd 180 degrees if given the 
chance to speak. His main conlributions to his clan were the trips 
that he made to the White Mountains to study the lands and ways 
of his ancestors. 

Upon returning from the last of these trips, he brought his clan 
togetherto tell of the proud people that once reigned overthe White 
Mountains. of their wonderful works in stone and metal. and of 
their relationship to the OrOedain and the 'true religion'. This 
speech brought sorrow to the clan that mourned the passing of that 
which they once had. but Divemal was not through. He also told 
them of how they. through hard work and dedication, could regain 
that life and become a better people. Since that time. clan Trefom 
has been striving to become a great and skilled people again. They 
abandoned the name of Oaen Lintis. taking the old name of the 
Daen Coentis again. Soon clan Roth and clan Ewen joined them in 
their journey to me past and the Daen Coentis movement became 
an active part in the politics of the area. 

Since Oivemat's death. the Oaen Coentis have kept his words 
and goals ever in their minds through song and speeches. At the age 
of eight. the young men are required to memorize Oivemal's most 
famous speeches. accordingly many great storytellers and bards 
come from these clans. Over the years these clans have had to 
endure persecution from some of the other clans, particularly the 
Oaen lontis. They have become me best craftsmen of the area in 
wood metal and stone. Some of these skills they learned from the 
Dwarves of Moria who mey hired to teach them, but most have 
been mastered through hard work and trial and error. 

They have built temples similar in design to those found in the 
White Mountains and have dedicated them to the worship of the 
Earth Mother (Yavanna), and Gobha (Aul�), For the most pan. me 
temples are located in Caerdh Wood (D. "Choil Caerdh") and in the 
high mountain valleys of the ridge of the Misty Mountains that 
borders the wood. Priests from the clans live at these temples, 
guarding them from intruders while studying the religion of old. In 
recent years. the Priests have realized that an important part of the 
Oaen Coentis worship is missing. The DrOedain who lived for 
centuries among the Oaen Coentis were an important link to the 
past. but left when the Oaen Coentis wavered towards Evil. 

The present Chieftain of clan Treforn. AonghasTreforn, sent his 
brothers, Padrey and Raonull, to find members of this ancient race 
and invite them back to Dunland. Searching for nearly three years, 
his two brothers finally found a tribe of the DrOedain in the Woods 
of West march. At first the DrOedain were wary. but soon realized 
that the two were sincere. (DrOgs tell no lies and can recognize 
most untruths immediately.) After living with the DrOedain for 
several months. the brothers asked the Onledain to move north to 
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live with the Daen Coenlis again. The tribal head man decided that 
PRICETABLE a small group of the Dnledain would go with the brothers to 

Dunland 10 see the area and meet Aonghas. The small party of Good/Service Cost· Note 
Dnlgs thai came with the two brothers decided that life with the 
Daen Coenlis could be very fulfilling for both races and sent for FOOD AND LODGINGS 
their brethren. The Daen Coentis are planning to send a party south Beer/Ale l/20p pint. 
to escort the DrOedain to Caerdh Wood by a safe and secret route Brandy lop half-pint. 
(i.e., bypassing the Daen lontis clan territories). CiderlMead l/20p pint 

The Daen Coentis are weaker in numbers that the Daen lontis. Wine lop pint 

The only thing that keeps them safe from an overt war is the Light Meal 1/4cp cheese. soup and bread. 
stabilizing presence of the larger lowland clans which might side Normal Meal l/2cp Meat soup or pie. bread and potato. 
with the Daen Coenlis should war break out. Should these clans Heavy Meal lop Steak and vegetables. bread, 

ever side with the Daen lontis, then the Daen Coentis would be in soup, pastry. 

trouble. The Priests of the Temple of Justice are unwelcome on Week's Rations 50p Normal Spoilage ISlb. 

Daen Coentis lands. Trail Rations 'op I wk. Preserved. 141bs. 

The Daen Coentis do not hate the Dunedain as much as the Daen 
Great Bread 'gp I wk. Preserved. 41bs. 

lontis, but they do feel that 100 much Ounadan influence can be 
Waybread 45sp I mo. Preserved. 41bs. 

bad. They trade with them on a limited basis and would support Poor Lodgings l/20p Communal sleeping. 

their right to live in Dunland. However, they would nOI be able 10 Average Lodgings lop Separate bedding. 

defend them openly against the Daen lonlis should the Dunedain 
Good Lodgings 30p Separate room. 

be attacked. 
Stable 1 .5cp I wk. for I mount including fodder. 

7.14THE DUNEDAIN 
ACCESSORIES 
B�" I,p 3.5 Ibs. 

The Diinedain living in Dunland proper are scarce. By 1640. Cloak 'op 2.51bs 
most ofthe Diinedain that lived on fanning or herding eSlates have Coo, l4cp 7 1bs. 
relocated nearer to Tharbad. because of the growing unrest among Clothing 9bp 9 Ibs. cotton pants&shin. wool 
the Dunlanders. This general relocation does not include all of the cloak&hood. 
Diinedain; some still live as far south as 20 miles north ofLarach Bedroll Ilkp 5.5 Ibs; blanket and oiled canvas 
Ouhnnan. These Dunedain are in a stale of constant preparedness ground cloth. 

for assaull from some of the clans that express hale for the Backpack 'Oop 2.5 I cu. fl capacity 

Ounedain, especially those of that call themselves the Daeo lomis. (maximum of 20 Ibs). 

The Dunedain usually travel in large groups. Harassment of Rope 5bp 6 Ibs; 50': breaks 01-02 roll (unmod.). 

Dunadan individuals in Larach Duhnnan occurs. but it rarely turns 
Rope 15bp 3 Ib; 50'; breaks 01 roll (unmod.). 
Pole 4cp 7 1bs. 

violent because of clan Feargan's influence. In other villages the Tent " p  9 Ibs. sleeps two. 
intensity of this harassment depends on the controlling clan. Lantern '2cp 1.5 Ibs.50· d. light. 

Dunadan estates are usually of better constructed than those of Waterskin (I qt.) l/20p .5 lb. 
Dunlending make. The owners of these manors make their living Aint & Steel l2cp ,5 Ib fire in 3 min. 
by fanning and raising callie. Their crops, like the Diinedain, are Lockpick kil 25bp .5 lb. +10 bonus 
subject to assault, causing many fanners to leave the area. Oil flask 4cp .5 lb. 6hr refill .5 Ib 

The Dunedain are hospitable to visitors as long as they know Pitons (10 iron) 'Oop 2.5 Ibs, 

their intentions. Most non-Dunlending races are be welcome, but, T"" l2cp 4 Ibs, 5' x S'; water resistant. 

before they will show unfamilar Dunlending visitors hospitality. Torch 1/4cp l ib; 20' d. light; 6hrs. 

they have to be vouched for by someone the Dunedain know. 
Weapon belt 6bp .51b 
Pegs (10 wooden) l/2cp 1.5 Ibs. 

Dunedain living in areas controlled by Dunnish clans have agreed $c,,,,,,", 34cp l ib. 
to live in peace and not to interfere in each others' affairs. Clans Sack (501b) 'op 2.5 lbs; 3 cu'. 
making such agreements are considered pro-Dunedain by the Quiver I lcp .5 Ib; holds 20 arrows or bolts. 
Daen Iontis clans and are persecuted accordingly. Some of these Arrows (20) 4'kp 3.5 Ibs. 
clans working with the Ounedain are also Daen Coentis and this Crossbow boilS (20) ISbp 3 1bs. 
combination really infuriates the Daen lontis. 

TRANSPORT On their own, the Dunedain still represent a powerful force in the 
politics of the area. since they still comrol large tracts of land and Mature pony 25sp Moves 4-20 mph: can carry 180 Ibs. 
large sums of wealth. Their superior weapons and knowledge of Light horse 35sp Moves 5-30 mph: can carry 200 Ibs. 

magic also enhance their influence and has helped keep them from Medium horse 'gp Moves 5·25 mph; can carry 300 Ibs. 

being openly attacked. Some of the Dunedain in the area contribute "Ieavy horse Sgp Moves 5-20 mph: can carry 400 Ibs. 

to the Healer'S Hall, although it is rare that a young Ounadan is sent 
Mule 5gp Moves 5-25 mph; can carry 300 Ibs. 

Stubborn.tough. 
there for instruction. Wagon 5gp S' x 5'; 2-IOmph. Carries up to 1500lb 

NOTE: In the el'ent that 'he Dunedain were attacked requires heavy horse or 2 light horses. 
openly, they would band together and send for help from Small boat 4gp 10' long, 3 ft wide; comes with 2 oars 

Cardolan or Gondor. The only Dunlending dans that might and small sail. can float 800 Ibs. 

help would he some of the Daen Coentis clans. Although River boat 12gp 20' long. Sft wide: comes with 6 oars. 

these clans dislike tile persecution of the Dllnedain. they are and sails: can carry 4000 lbs. 

not powerful enough to ali[.:n themselves openly against the • - Relative Cost in Dunland (many Dunlcndings will only barter). 
Doen lontis for fear of retaliation. 
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7.1 S THE TEMPLE OF JUSTICE 
Soon after the Oaen lontis sect formed. a man appeared calling 

himself an emissary of the gcxls of the Dunlanders. His name was 
Maben. Such was his charisma and the timing of his arrival thaI 
many of the Dunlanders saw him as a Messiah of sorts, and he 
became a great spiritual leader. This was arranged by the forces of 
evil at Dol Guldur; Maben is an emissary of the Dark Lord. His 
purpose in Dunland is to reinforce the hatred that the Dunlanders 
feel toward the Dunedain and their allies. 

The temple was buill 220 years ago. Men in service 10 the templc 
are taught fighling skills and magic skills. making them a strong 
force in area politics. The temple population is made up of three 
classes: priests. acolytes. and guards. Guards are usually young 
men of the Oaen lontis clans that come to the temple 10 learn 
fighting skills and discipline. Most do not stay to become acolytes, 
but lhose Ihat do are truly zealous for the cause or they are under 
pressure from clan leaders. 

After a period of 1-3 years in the guard. acolytes are chosen by 
Maben from Ihose guards that desire to serve the temple. Trained 
in unarmed combat and in beginning spell use. they are under strict 
observation by Ihe priests and Maben. They can be disciplined, 
demoted to guard, or dismissed at any time for minor slips in 
behavior. Acolytes that maintain their status for five years can 
become priests if Maben recommends them. He is the soul source 
of Ihis promotion, and does not approve half-hearted servants. 
Acolytes that do not make the promotion have the choice of 
remaining acolytes for five more years. becoming officers in the 
guard, or leaving. Because of their superior training and discipline. 
many acolytes Ihat have left Ihe service of the temple have become 
leaders in the clans. Priests are taught more magical skills and 
oration skills by Maben himself. so that they can travel the land 
spreading the Laws of Justice. 

Status in Ihe temple is denoted by Ihe color of the robes and hair 
styles. Guards wear white robes with fine gold trim and they wear 
their hair in warriors braids as Ihe clansmen do. Acolytes wear 
similar robes that are red with gold trim. but they are required 10 
shave their heads for their first year and then wear their hair like the 
priests. The priests wear black robes with red and gold trim. 
keeping their hair very short. They also pUi a substance on their hair 
that bleaches it. and causes it to stand on end. 

Guards are anned with long-handled, wide-bladed axes and 
short pole ann weapons (called derfels). The derfel is 6 ft long and 
has a "U" shaped end that is bladed on the outside edges but dull 
on the inner edges. This weapon can be used for thrusting and 
slashing and as a capturing device. One of an opponent's limbs can 
be trapped by sinking the prongs of Ihe weapon into the ground on 
either side of the limb. Guards are extensively trained in this 
technique and are taught to work. together in combat tocapture foes 
(Maben prefers live prisoners). Guards are also trained to use of 
short, javelin-like spears. Priests and acolytes prefer to resolve 
combat using their unanned combat skills, but Ihey carry daggers 
and will not hesitate to use magic if threatened. 

Patrols of the temple's perimeter are conducted twice daily by 
groups of 6 guards lead by an acolyte. Before public speeches by 
Maben. guards are posted in the area where the crowd stands and 
behind in the hills above the temple. On these days. the patrols are 
doubled and range further out and up into the hills. 

Power & Politics in Dunland: TheTemple or Justice 

MA1:I):N 
Maben. the High Priest of the Temple of Justice, is a servant of 

Sauron sent out from Dol Guldur some 300 years ago 10 infiltrate 
the power structures of Dun land. Enslaved by Sauron through one 
of the lesser Rings of Power, he was originally a Numen6rean 
nobleman from Umbar. 

The Ring does increase his lifespan. but like the other Rings it 
also deteriorates the flesh. Since this is a Lesser Ring. the effect is 
not intense and can be warded off by regularly bleeding energy 
fTom other beings. Ifhe not be able to obtain this energy. his flesh 
would dissolve over acourse of six months until he became a minor 
Wraith. similar to but much less powerful than a Nazgul. To hide 
this process from his followers. Maben drains prisoners about to be 
executed or sacrificed. RegularexecutionJsacrifices are held every 
three months to teach "enemies of the Dunlendings" fear. Only 
priests and the victims allend these ceremonies; they do not realize 
what is really happening. Once a year. the executionJsacrifice is 
held publicly on the Day of Retribution. The sacrifice is supposed 
to symbolize Ihe revenge that the Dunlendings will oneday 
achieve. If prisoners are not available when he needs to feed. 
Maben will leave the temple by the secret way, take his true fonn 
to kill and drain anyone he finds (he looks like a Dunedain). 

Besides these ceremonies. Maben delivers regular sennons at 
the Temple for the guards, priests and acolytes. He also gives 
public speeches from Ihe top of the temple to the crowds gathered 
below. He is not limited to the temple and often makes trips to 
nearby towns. villages. and clan-holds; where he makes passionate 
speeches to the people. Maben is a consummate orator and is quite 
dramatic in his presentations. He has been known to lear hisclothes 
and anoint himself with blood to illustrate a point or to draw 
attention. He plays to the crowd's emotions and can cause riots. 
This can be particularly unhealthy for Ihe Dunedain and their 
allies. Through this policy of persuasion, Maben has attracted 
many people to the ways of the Temple and has more new recruits 
volunteering Ihan he can use. 

Maben appears as a tall (6'3") Dunlending man with long white 
hair and beard. He is strongly built and has deep set bright green 
eyes that look somewhat wild. In his true fonn, he is a 6'6" tall 
Black Numen6rean with black hair. deep-set gray eyes. and a 
perpetually menacing look. Upon seeing his true fonn. most will 
know that he is evil. 

Maben is a skilled fighter with the longsword. short sword, 
spear, staff, and bow. but he will use magic first in a threatening 
situation. If confronted in an open area with others present. he will 
use his powers of persuasion to incite the crowd to attack his 
adversaries. When away from the temple. he is anned with a staff. 
and a concealed +25 short sword. His Ring is a times 6x PP 
Multiplier and gives him useofall the Bard and Sorcerer Base Lists 
to 20th level even though he is a Channeling magic user. 

Currently. Maben suspects that the old Dunnish Bard Strunthor 
is not who he seems and is plotting to find out his true identity. He 
has had repons from spies that the Daen Coentis clans are harbor­
ing the DrOedain in Caerdh Wood. He has considered a raid intolhe 
area to destroy them. but does not know their strength. Maben has 
an agreement with Turukulon (see Section 6.1 1 )  to appear on 
special occasions at the Temple as ''The Spirit of Dunlending 
Anger". These occasions are on dark nights so that Turukulon can 
glide down off the hill behind the Temple without being seen. Then 
he can flame up the area behind the temple. Of course. no one is 
allowed behind the temple during these ceremonies. 
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7.16THE STOORS 
The Hobbits of Middle-earth migrated from the Anduin Valley 

imo Eriador in and around T.A. 1050-1 150. A ponion of these 
Hobbits, primarily StooTS, settled south ofTharbad in the Gwathl6 
Basin. In 1300, many of the Hobbits around Bree were forced to 
move further south, west, or east back ovenhe mountains to escape 
the forces of the Witch-king. This increased the number of Hobbits 
in the Nonhern areas of Dunland. The next major migration 
occurred 300 years later in 1600. when a large number of Hobbits 
from Bree and the surrounding area moved to the Shire. Thirty 
years later. many of the Stoors of Dunland also moved there, 
leaving only a small number of Hobbits in Dunland. 

By 1640, the number of Hobbits had decreased even funher 
because of the plague. The only community of any size left is New 
Maresh. which was originally founded some 400 years ago. It is 
located 60 miles southwest of Tharbad along a smali lTibutary of 
the Dunstrem which they call the Reedwater. about seven miles 
from the Dunstrem's confluence with the Gwathl6. The land 
around the land is marshy and has patches of quicksand which all 
the Hobbits know about. Since the creek which runs through the 
area has a fairly swift current, little stagnation occurs and thus 
insects are only a real problem in a summer after a mild winter. This 
quaint little village is set on a low hill in the middle of this marsh 
area. 11 is fairly self-sufficient; the Hobbits fish extensively and 
nearly all citizens have gardens. When traders come through and 
bring other goods from time to time. the Hobbits trade small 
handcrafts and medicinal herbs they find in the marsh. This is one 
of the prime sources for the herb Reglan in this area. The Hobbits 
also have boats which they use on the stream and in the marshes. 
Sometimes, they even travel down the Gwathl6. 
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The town is slowly dying as each year more of the townsfolk 
leave for the Shire. While the Hobbits here have few enemies. wild 
animals do range through this area at times and an occasional 
ruffian shows up and makes trouble. These Hobbits are by no 
means timid. and will take whatever measures are needed to secure 
their safety. To this end. they use the marsh very effectively . luring 
the unwanted into it and then getting them lost. Many brigands 
have fallen victim to this strategy and found their grave al the 
bottom of a quicksand pit. The Hobbits are all skilled with short 
bows and spears which they normally use 10 fish. Strangers are 
usually treated with kindness. tempered with suspicion until they 
have proved themselves to be no threat. 

One of the major health risks for the Hobbits is the population 
of Jatewoones (see Section 5.3). or Cleaverbeaks as the Hobbits 
call them. These large birds have killed Halnings on several 
occasions. The Hobbits conduct hunling panies when the Jate­
woone population becomes too high. 

7.17 THE HEALERS AND THEIR HALL 
The Healers and their Hall are unique in Ounlending SOCiety. 

The Healers are independem of any clan's control and loyalties. 
allowing them 10 work freely within the framework of the clan 
system. The Healerorganization and the Hall were founded nearly 
500 years ago to provide good health care for all of the people of 
the land. Healers aTe located at each major clan-hold and at each of 
the larger villages and towns. Since its original conception. the 
group has grown in size and in the respeci itcommands. If someone 
were to commit a crime against the Healers, he would be punished 
quickly and severely by any of the clans that caplUred him, 
regardless of who he is. 

The Hall is located in nonheastern Dunland in an area controlled 
by clan Tar Maid. The Hall. also called the Healers' Hold, is an old 
Ounadan outpost tower (built in S.A.) just outside the village of 
Cillien. It was used as a private home, but it has been rearranged 
to suit the needs ofthe Healers and their patients. Young men and 
women that have the inclination and aptilude to become Healers 
are sent 10 the Hall by their clans. There they [rain for a period of 
years before taking up their duties in the world. At the Healers' 
Hold, they are taught to forgel or pUI aside their clan allegiances. 
Early on in Iheir training. the students still have these feelings and 
many times fights ensue. Those headstrong and hostile students 
that actively maintain these allegiances are not allowed 10 stay. and 
may be looked down upon by their clans because they failed to 
become Healers. Being a Healer is considered a noble calling and 
is second only to oration/storytelling. The Healers are sometimes 
called witches (although in a nice sense) by the common folic 

DUN" 
Derna. the leader of the Healers, appears to be a middle-aged 

Dunlending female. She is really the Half-elven daughter of a 
Dunnish woman who used to head the Healer's Hall. Like her 
mother. Dema believes that she has Elvish attributes because of 
some her distance ancestors were Elves. The truth is that while 
Dema's father appeared to be a charismatic young Dunlander to 
Derna's mother. he was actually Feamfre. an Elf from Amon lind. 
(See Seclion 6.1 2.) Subconsciously. she made the choice of mortal 
heritage for herself and is very slowly growing older. Most people 
consider her longevity to be a reward for her goodness and her 
excellent healing abilities. She is 150 years old and has been in 
charge of the Healer's Hall for 76 years. She appears to be middle­
aged. but underneath her makeup she is a much younger. more 
beautiful woman. Her knowledge of the healing arts is extensive, 
she isa fine instructor. she is well liked by her fellow teachers and 
her students. and she is well respected as a leader. Dema lives 
with her son in a small. comfortable house next to the Healer Hall. 
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FROITHIR 
When Froithir was one year old. his mother (of clan Ewen) left 

him wilh Oema, who raised him as her own. His mother believed 
him to be part Elvish and gave him up because he would never be 
truly accepted by the other clan members. She felt Illat life at the 
Healers Hall would negate this problem and provide him a better 
home. 

Froithir has not made adecision between his mannish and Elvish 
heritages. but he is leaning toward his Elvish side. Even at this 
young age 0(25, he has become an accomplished ranger, venturing 
far and wide in the northern pan of Dunland. He has even entered 
some old Elvish dwellingsa\ong the Glanduin River. That is where 
he found his sword (one afthe finest in existence in Dunland) and 
several other Elvish items that he keeps with him. 

He loves animals and keeps many as pets, most of which were 
hun when he found them in the wilds. He has healed them using his 
own abilities and with help from Derna. Some of his pets are very 
unusual and the villagers are happy that they live on the outskins 
of the village. Anyone entering Froithir's and Dema's home 
unasked, will find themselves being "welcomed" and held at bay 
by these beasts. His most unusual pet is an albino glutan (see 
Section 5.3). which he found injured and abandoned while still a 
cub. The glutan. which he calls Wynael. comes and goes as he 
pleases and has been taught not to attack humans or herd animals. 
Wynael accompanies Froithir when he goes exploring or hunting. 
The glutan is very protective and will fight anyone that attacks 
Froithir. Froithir also has a Madratine, a squirrel, and two owls 
trained to the lure. 

7.18THETRADERS 
Since the general decline ofCalenardhon and Tharbad, the trade 

passing through Dunland by way of the Old South Road has 
decreased. With the plague it has decreased even more. Many of 
the merchants that used to survive on this commerce have had to 
find other sources and markets for their goods. The increase in 
inter-channel trade has helped unite Dunland. 

Because of its central location and its position on the road, most 
Dunnish merchants are based in Larach Duhnnan. Because they 
are well established in the area and trade freely, the traders located 
in Larach Duhnnan, although not always full Dunlending, are 
trusted by most clans . 

Starting at Larach Duhnnan and circling through a preset route 
of villages, towns, and clan-holds. these merchants make long 
trading runs that take two weeks to three months tocomplete. After 
each journey, the merchants return to Larach Duhnnan to procure 
more merchandise and bank their profits. 

While the merchants of Dunland are respected by most Dun­
lendings. they are closely watched by the clans. who are sticklers 
for fairness and some of the best barterers in Endor. The merchants 
have become a close group over the years. Although they are in 
competition with each other. they will stick together in adversity 
and hold regular meetings to discuss topics of concern to all of 
them. In the past when a clan did something to disturb them (e.g., 
making them pay heavy tolls, confiscating goods. etc.), the mer­
chants have pressured the other clans for justice by withholding 
trnd,. 
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A section of town in Larach Duhnnan is set up almost exclu­
sively for the use of the merchants: it contains warehouses, shops. 
taverns and inns which are oriented to their needs. Merchants from 
outside Dunland come to this part of town and trade with the native 
merchants, thereby making their goods available to all of Dun land. 
Warehouses in this district can contain a wide assortment of trade 
goods. Where particularly valuable items are being stored, the 
warehouses are kept under lock and guard. Shops in the trade 
district of Larach Duhnnan are the most progressive in the region, 
typically containing the more modem products and best items 
imported from the South. 

TilE SMUGGLERS 
A little known sub-group of merchants in Dunland makes very 

high profits. These merchants' forefathers made fortunes smug­
gling illegal herbs and other contraband into Tharbad before its 
eventual depopulation by the plague in 1636. Afterthe plague. they 
found that the area around Tharbad offered a relatively small 
market for their goods. Many became brigands and highwaymen, 
living off merchants and pilgrims. Others began trading legally 
and eventually became merchants in Dunland. Still others tried to 
find new markets for their illegal goods and services. 

The most successful of these smugglers grow illegal herbs and 
then smuggle them into the large cities to the SOUlh. These 
smugglers reside in a Dunedain Manor house that was abandoned 
100 years ago. Ten years ago they moved into the house and began 
operations. Soon afterward they found a prime market for their 
goods in Umbar. 

Less than 200 years ago. the Corsairs were the minions of 
Castamir in the Kin-strife. When they were defeated and driven OUI 
ofGondor, they took over Umbar, and have fought the Gondorians 
ever since. through open war and subversion. Subversion is at work. 
here; the Corsairs need a constant supply of illegal, highly addic­
tive. and debilitating herbs such as Gon and Tanella. They 
smuggle these drugs into Gondor's major cities to subven its 
people and armies. The smugglers from Dunland are one of the 
larger suppliers of these herbs. 

The herbs are grown in Dunland and sent to the old port by Land 
Daeron the lower Gwathl6, where they are shipped to Umbar and 
eventually smuggled into Gondor. Occasionally some herbs are 
sent through Calenardhon. but this is rare. This operation is 
considered very important by the Corsairs, and they have sent a 
liason to live with the growers. The emissary's name is Tigon and 
he is in charge of all the Shipments from Dunland to Land Daer. 
Tigon is the only Corsair there. but he does have a Haradan 
bodyguard with him named Mungrod. 

The leader of the smugglers is a Dunlending named Cinard, who 
is a shrewd businessman as well asa ruthless criminal. He runs the 
overall operation and keeps others in line, although there is not 
much dissension in the ranks. His wife Adeyn aids him in his 
managerial tasks and helps Voronthor with the agriculture. She is 
considered to be Cinard's equal. They have a naive 1 4  year old 
daughter Neacal. She is being taught business and fighting skills by 
her parents and other members of the group. 

Helin is Cinard's best friend and strong arm. He is a Nonhman 
that joined them several years ago after becoming disgusted with 
the wars in the north. He is in charge of the guards of the compound. 
CHa, his lady friend. has been put in charge of the kitchen staff and 
housecleaning, because Adeyn feels that she is not capable of 
anything else. eila is actually much smarter than most of them 
think and is formulating plans to leave with large sums of money. 



Power & Pol ilics in Dunland: The Bards & T.A. 1640·25 I 0 

Iarless is a Dunlending woman in her mid-thinies, strikingly 
beautiful. but rather cold. She is in charge of the field labor and 
relations with the Breffrin tribes from which they learned much 
about the local herbs. She is a skilled warrior and tracker. 

Voronthor is a Dunedain herbalist that has been with Cinard for 
I I  years. He is in charge of the crops. including growing paltems. 
harvesting, and storage. He also works on perfecting his own 
purification techniques for the herbs. 

A groupofthese people go into Larach Duhnnan every4 months 
or so for supplies. This is the only real contact they have with the 
other Dunlanders. except for an occasional crossed path with 
individual members of clans Erastoc and Leonn. whose territories 
are nearby. 

7.19THE BARDS 
The bards of Dunland are not an organized group. and are rarely 

seen in groups larger than 2 or 3. However. they affect the mood 
of Dunland as much as any of the other political groups. Bards. 
orators, storytellers. and sages are all held in high regard by 
Dunlendings, because the spoken word is most precious to them. 
With only few minor exceptions. all of the Dunlending histories 
are kept by spoken word. In their oral traditions, the use and misuse 
of voice in persuasion, baltle, and the keeping of history is second 
only to battle skills. A warrior is not considered complete if he 
cannot express himself. 

31 

Starting at an early age and ending in theirmid-thiniesor when 
their master dies. bards are taught their skills through an appren­
tice/master system. Once they are out on their own, they travel the 
countryside from town to town telling and listening to stories. They 
also sing and repon news from other areas. Because of their 
privileged Status. they are hardly ever attacked or molested. They 
typically wear no clan symbols. unless they have progressed to the 
point of being an advisor to a clan Chieftain. In such a case, they 
usually stay in the clan-hold as part of the Lords's family, traveling 
only occasionally to the surrounding towns. Sometimes these 
bards act as the messengers for the clans, delivering messages to 
others from the Chieftain of their clan in the exact words voice and 
intonation of their Chieftains. Other bards not affiliated with a clan 
earn their living through donations from their listeners, by carrying 
messages for private panies. and by deli vering publ ic speeches and 
rebuttals for private groups. On numerous occassions, a bard 
delivers a moving speech for a privale party. only 10 tum around 
after being hired by the opposition and deliver a satirical rebuttal 
the next afternoon. Most bards are not politically aligned and will 
work for anyone. The few that become the targets of persecution 
or retribution for their actionsare known 10 be pennanently aligned 
with a certain political group or clan, (Le .. the Daen lontis. Daen 
Coemis). 

Not all of these oral historians. storytellers. and sages make 
public speeches on a regular bases. For example. the half­
Ounedain named Elharian is thought to be a bard, but he is 
primarily a sage/fonune-teller!astTologer. He lives in a shon round 
tower in Larach Duhnnan. and his advice is highly prized. as it is 
well known that he is usually the first to hear rumors. Infonnation 
gained from Elharian is usually correct. but is also expensive, 
although he often takes payment in the fonn of juicy rumors. 

Another bard of note in the area is Strumhor. In reality. he is the 
Sindar bard. Feamfri of Amon Lind. who dabbles in Dunnish 
affairs (see Section 6.12). 

Although seen as a holy man, Maben is also considered by most 
to be a bard in the sense of oral tradition. As the high priest of the 
Temple of Justice. he exens a large amoum of control over the 
people through the power of his voice. which ranks him among the 
top orators in all of Dunland. 

7.2 DUNLAND : T. A . 1 S40-2S10 
AfterT.A. I 640,the Dunlendings remained vinually unchanged 

for over 800 years. Backed by the Temple of Justice. the Daen 
lontis continued to grow in power, while the Daen O>entis contin­
ued to grow in skill and to become more civilized. In general. trade 
through Dunland declined during these years. panicularly after the 
fall of Anhedain in T.A. 1974. 

For the most pan. the clan structure remained the same; dan 
Ruadh was absorbed by the Arailt and a small war was fought over 
the land. As time progressed the Oaen lontis clans. especially the 
southemmostoftheseclans. moved funhersouth into westfold and 
ranged fanher and fanher into what had once been Calenardhon. 
Some of the other clans not completely aligned with the Oaen 
lontis also moved south (i.e .. the Erastoc and some of its sub­
clans). 
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7.3 DUNLAND: T.A.2510-2759 
In 251 OTA.lhe Rohirrim were offered all the lands thaI once was 

Caienardhon by the Steward of Gondor. They accepted and look 
immediate ownership. This meanl that the land the Dunlendings 
had long wanted and waited for. the land thaI they believed was 
rightfully theirs, was now full of rivals. For most ofthe Dunlending 
clans, this resulted in an incredible and immediate hatred for the 
people of Rohan. Many of the Neutral clans became aligned with 
the Daen IOnlis at this point. Fortunately for the Oaeo Coenlis 
clans, the Oaeo lontis attentions turned toward Rohan. They 
plotted and raided for the next two centuries. carrying on constant 
border wars with the Rohirrim. 

Over the years, some of the members of clans Madoc and Dobac 
became friendly with the hereditary force at lsengard. That force 
had been at the circle of lsengard since 2050, when the last of the 
Gondorian Kings perished and the regular garrison had been 
recalled. In 2710 when the last of the hereditary captains of this 
fortress died, the Dunlendings of clans Madoc, Dobac, and Arailt 
took the fortress; first infiltrating as friends and then seizing 
control. This was but a forerunner of things to come; the real war 
would begin in 2758. 

In 2754, the spark was struck that would ignite the Dunlanders 
and send them marching against the Rohirrim. This spark came in 
the fonn of a man named Wulf. Wulf was part Dunlending and pan 
Rohir and claimed to be a descendent of one ofthe Kings of Rohan. 
He was a fine warrior and a charismatic leader thaI only needed a 
push to get started. His father, Freca, was a wealthy land owner 
from Westmarch who fancied himself wellborn. Freca began 
attending the assemblies of the Lords of the RohiITim and was 
finally so bold as to ask for the King's daughter hand in marriage 
for his son. King Helm of Rohan was not a gentle man and 
rewarded Freca for his boldness by striking him so hard on the top 
of the head that he died. 

Wulffled Rohan and for the next four years recruited men from 
the clans of Dunland to his cause. By right of combat, he won the 
Chieftainship of his family's clan, the Madoc. Once in control of 
this clan, he soon convinced the other clans of the Daen lontis to 
join him in defeating the Rohirrim once and for all. Maben, still the 
High Priest of the Temple of Justice, put his voice behind Wulf's 
in this venture. Men from every clan in Dunland joined his anny; 
although few came from the clans Treforn. Ewen, and Roth, who 
retreated to their holds and hoped for the best. 

When the Corsairs invaded Gondor in 2758, and the Easterlings 
invaded Rohan from the across the Anduin. Wulf deemed that the 
lime was right. The Dunlendings auacked Rohan's forces at the 
Fords of lsen. Wulf's forces were joined by a force of Southerners 
that were in league with the Corsairs and had landed on the 
Gondorian coast. The Dunnish anny swept over the Fords of lsen 
defeating the Rohirrim and forcing them to retreal to the Homburg 
and Dunharrow. The RohiITim were besieged all winter. Edoras 
was taken and Wulf set himself up as King of Rohan and Dunland. 

However, his reign was shon lived. In the spring, the nephew 
and only remaining male heir of King Helm, FreltlAf. descended 
from Dunharrow, routed Wulf's forces, and killed Wulf on the 
throne dais of Meduseld. The Dunlending clans retreated back to 
Dunland and the Southerners were all killed. Even if mis reversal 
had not OCCUITed, it would have been very unlikely that Wulf could 
have maintained his 'kingship'. The Dunnish clans thai followed 
him into battle had not had a High Chieftain since the early Third 
Age. The Dunlendings that returned from the wars ofT.A. 2758-
59 were a dejected and demoralized lot. whose hatred for the 
Rohirrim had only increased. 

Power & Politics in Dunland: T.A. 2S I 0-3018 

7.4 DUNLAND: T.A. 2759-3018 
After their defeat at the hands of the Rohirrim. the Dunlending 

clans had a period of reorganiUltion and rebuilding that lasted for 
nearly 200 years. Several of the once prominent clans lost signifi­
cant numbers of men in the war and were absorbed by other clans. 
while other clans disappeared completely. The Daen lontis clans 
were particularly hard hit, but most survived, sustained by their 
hatred ofthe Rohirrim. Raids against the Rohirrim during the early 
years of this period were small and rare. and persecution of the 
Daen Coentis decreased. A few more of the clans even look up the 
ways of the Daen Coentis. The clans also decided that Maben was 
a false prophet and forced him to leave the area. The Temple of 
Justice was closed and sealed with all of its furnishing and 
equipment intact. 

The Fell Winter of 291 1 .  and the floods in the spring of 2912. 
brought further change. The winter saw most of the major rivers 
freeze over. Hungry Wolves from the north moved into Dunland, 
causing many problems among the nonhern clans. Tharbad was 
innundated in Spring and became virtually desened. Many of the 
lowland villages of Dunland had to be rebuilt. Another flood 
eroded the foundations of clan Roth's Keep, which slid off the hill 
where it was located. All in all, Dunland survived the flooding 
quite well and of the towns that were flooded were rebuilt. 

SARUMAN 
Just after the Dunlanders were defeated, Saruman the While was 

given the keys of Orthanc (in 2759). He occupied the fortress until 
the end of the War of the Rings. His presence is the key factor that 
involved the clans of Dunland in that War. 

As Saruman became more and more corrupt. he made friends 
with the clan leaders of several of the Daen lontis clans. By T.A. 
2950. Dunlanders were pan of his standing army. As the years 
progressed, Orcs were recruited and even more Dunlendings came 
to lsengard. By the time of the War, there were 4000 Dunlanders 
within the circle of Onhanc. Before the War, Saruman crossbred 
Dunlendings with Orcs to produce his force of Half-orcs. 

When Saruman used his garrison against the Rohirrim in T.A. 
3018, the Dunlendings in lsengard marched to war along with 
several thousand more from Dunland and the Westmarch. After 
their defeat at Helm's Deep. the Dunlendings swore oaths to return 
to their land and to never again cross the Fords of the lsen for war. 

7.5 DUNLAND A FTER T. A .  3018 
After the War of the Rings. the Dunlanders captured al Helm's 

Deep wereallowed to return home after laying down their arms and 
swearing their oath of peace . Because of the numbers that the other 
clans had lost in the War, only the Daen Coentis were slTong 
enough to exert conlTol. They took control of some of the smaller 
clans and reorganized the clan structure. 

Soon after the War, King Elessar of Gondor rode nonh to set 
things right in the Northem Kingdom (Amor). By royal edict, the 
Dunlendings were granted the land south of the Glanduin, north of 
the lsen, and west of the Gwathl6 to the Misty Mountains. It was 
theirs to do with as they so desired, provided they existed peace· 
fully with Gondor, Rohan, and the other Free Peoples. With no evi! 
influence nearby to twist their loyalties, the Dunlanders prospered. 
To a significant extent, they took up the Daen Coentis life-style that 
clans Trefom, Roth, and Ewen had preserved over the years. 
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8.0 SITES OF INTEREST : 

THE SOUTHERN 

MISTY MOUNTAINS 
There are five major sites of interest in the Southern Misty 

Mountains: the Giants' Homes, Amon lind. the LairofTurukulon. 
Isildur's tomb. and Dwaithohir's Eyrie. 

8.1 THE G I A NTS' HOMES 
Two basic types of Giant groups reside in the Southern Misty 

Mountains: the Miners and the Ranchers. 

8.1 1  THE MINERS 
These Giants mine the caves near their home for gems which 

they trade to Tharbad, to Moria. and to those Dunland traders not 
tOO terrified to do business. Having their own resources. the 
Dwarves from Moria normally do not trade for gems. but the 
Dwarves will buy some gems thai are in shon supply. These trades 
usually take place twice a year at prearranged times and places in 
the lower valleys on the west sideofthe Misty Mountains. For their 
gems. the Giants get cloth. tools. casks of wine, and leather goods. 
At times. the Giants will also hire out as laborers for Dwarvish 
construction, but this is rare. These Giants helped the Elves at 
Amon Lind build their keep in exchange for some knowledge 
about gems that helps them gel a good price for their goods. They 
sell mostly beryls, ememlds, rubies. some star sapphires, and a few 
amethysts. They have struck a very rich vein and would be loathe 
to tell anyone its location or allow anyone to leave if they knew 
where it was. The mine also contains some metal ores. but the 
abundance of such me tals in Moria makes mining them unprofit­
able. 
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The family is made up of 8 members. The two brothers, Sevin 
and TOn. are the heads of the household. The older, Sevin, has a 
wife and 3 children: one son nearing adulthood. one son in 
adolescence. and one near infant daughter. The other members of 
the family are the mother of the two brothers and Tun's wife. The 
Giants live in a stone house in the higher elevations of the 
mountains. near the entrance to their mine. Any visitors will be told 
to leave or they will have to discuss business far away from the 
house and mine. In the house. there will be from I to IOchestsfilled 
with an assonmen! of uncut precious stones. If these were to be 
stolen. a manhunt would ensue with any resulting captives becom­
ing dessen for the evening. This family does not eat other people 
unless they panicularly annoyed by them. 

If the Giants are crossed. offended or attacked, they will fight. 
Sevin has a great sword that he traded for once that he uses as a 
broadsword and TOn uses an 8' club. The children and females will 
also fight ifpressed. and although they will not have weapons. they 
can kick and stomp as well as the next Giant. On occasion. a group 
of Trolls will raid the house, but SO far only the Trolls have had 
casualties. 

8.1 2 THE RANCHERS 
Like the miners, these Giants seem to be more civilized than the 

Giants of the Nonhem Misty Mountains. This family does not 
trade with the world outside. They do trade with other Giant 
families and have recently been persuaded to trade livestock to the 
Elves at Amon lind. The Giants receive tools and reading lessons 
for their children; a definitely ungiant-like agreement for which 
Feamfre is responsible. They live at in one of the mountain valleys 
a lower altitude than the mining family. They herd big-hom sheep, 
mountain goats, and large long-haired callie called Calluks. At 
present, their herd consists of roughly 3000 goats, 2000 sheep, and 
500 of the Calluks. These are spread OUI over a very large area and 
the numbers change daily due 10 loss by Trolls and other predators 
(Giant Eagles. Turukulon. etc.). 

The Giants have several houses spread out over this large area 
so they can more effectively keep track of their herds. The main 
house is set in the side of a hill and is made of trees. The eighteen 
members of the family live in this house and use the others on 
overnight trips. The family consists of a father, (MOnd), mother 
(GrUna), six children (BOnd, Gund, Kena, KOr\

' 
Mote, and, Dote), 

thr�e spouses for three of these children (Mona. Tina. and BOma). 
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and seven grandchildren ranging from 3 years old 10 adolescence. 
All oflhe children and the older grandchildren help with the work. 
The father and the eldest son are in charge of the Irading with the 
otherfamilies. lt was Iheeldesl son. BOnd, that convinced his father 
to accept the deal with the Elves al Amon lind. trlhe Giants ever 
found oul thai some of the Elves have dealings with Turukulon. 
then all relations with them would stop. If anacked, all but the 
smallest of these Giants will fight. mostly with clubs or Slone axes. 
These Giants can be friendly if approached in the proper manner. 
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Amon Lind Layouts: Topo & Gatehouse 

8.2 AMON LIND 
Amon lind is located on a ridge of the Misty Mountains on the 

western side. The location picked by Feamfre to build the citadel 
was at a high elevation and on a protruding cliff. These character­
istics combine to make it very defensible. The rock outcropping on 
which it was built was reinforced by Feamfre before the structure 
was built and although the ciladel appears that it will fall off the 
edge of the world at any time. the construction is actually such that 
it would lake a major upheaval in the mountains to dislodge it. The 
walls of Amon lind are 30' tall with large windows slanting 
outwards and upwards for the last 7'. These windows are hinged at 
the top and can be opened toallow for bowmen to shoot at attackers 
on the ground below. They are made of enchanted high glass that 
is unbreakable 10 normal forces. The walls themselves are made of 
white marble that is polished smooth. 

The onlyentnlnce to the citadel is the main gate which is reached 
by means of a causeway that spans the rift in front of the structure. 
The causeway is fifteen feet across and also made of while marble. 
Throughout the castle are the pipes that gather the wind from below 
the cliff. The pipes that are large enough to allow entrance from 
above or below are lined with spikes pointing in the opposite 
direction from which an intruder would be entering. These spikes 
are very sharp and anyone entering these pipes or even worse. 
falling into one. would suffer multiple +30 dagger attacks before 
coming to a stop. 

The overall layoUi of the castle would make the most agile 
person worry about falling. so Feamfre with the help of Sulkano. 
made small amulets that are imbedded with Oy spells that can be 
activated by thought. Each person permanently residing in the 
citadel wears one of these (usually under their clothes). This will 
also help them in defending the castle as they would be able to take 
greater risks near the edges than their attackers without fear of 
falling. Visitors to the castle are also issued these items if it is 
determined by the residents that the visitors are friendly. 

8.21 GATEHOUSE LAYOUT 
I. Main Gale. Thecausewayleadsuptothisgatewhich is l5'abovethe 
ground. Two steel poncu!li enclose the gate. and will not allow (he gates 
10 be opened if they are in place. The gates themselves are made of the 
same stone as the resl of the castle and reinforced with steel. 

2. Secondary Gales. Doublegale.'.crealelhisspacelouseasanambush 
point were the main gate to be compromised. 1lle.'>e gates are the only 
entranceway to the main counyard. 

3. Guard room. Theseroomsarethepostforthesecondary gateguards 
and also provide access to the upper and lowcr Icvcls of the gatehouse. 

4. 1beseground level lower rooms are usedasannoriesfortheguards 
on duty in the towers and on the walls. 

S. A small walkway along the outer edge of the passage allows the 
defenders to reach these windows for shooting. As are all the windows of 
the complex. these are enchanted to be unbreakable. The mechanisms that 
open thc ponculli and thc galc are located in this hallway. 

6. Gatehouse porlal. Thisarea isopentotheponalbelowandhasanow 
slits on either side for shooting at attackers passing below. 

7. Second Floor Gatehou�e. Theseroomsoci asannorie.�lOtheguards 
in the gate house. 

8. Inner Walls. 1llehallwaysthroogh IhcsewalismnllCCtthegatehouse 
to the front towers. Arrow slits are provided to allow defenders 10 fire on 
intruders thaI have breached the main gale. 

9. Second "'Ioor Tower. Thisareaaclsa�asafelY valve. lrondoorscan 
be used 10 separate the corridor from the towcrs or thc oUler walls if one 
or the other were to be overrun. This is the guard station for the front wall 
and the side walls. Guards walk these levels regularly from the front 
towcrs 10 the nonh and south towers. 
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10. Outer Walls. These wallsaresimilarto the front walls in structure. 

I I .  Murder holes. This room orthe gate house is equipped with holes 
to allow defenders the opponunilY 10 anack those passing underneath. 

12. Kitc:hen and Pantry. These two rooms aCI a.� food storage and 
preparations areas for the guards of the galehouse. 
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13. Third Story Tower. Duelolheslantingoftheroofofthe towers 
these levels are split into a covered and an uncovered area. The covered 
area is used for storage and contains a ballista that can be taken outside and 
mounted on a swivel on the wall of the tower if needed. 

14. Washroom. 

15. Quarters. This is a rest area for guards not on duty. 

16. Stairwell. This spiral staircase leads to the GLlaru Captain's qLlar­
leTS. 

17. Ectheon's Chambers. ThegLlarucaplain (Ectheon)receives visi­
tors and condLlcts business from this chamber. He is a collector of 
throwing knives and has a superb colleclion covering most of one wall. 
They range from pLlrely decorative to a +30 dagger of growth Ihat will 
increase in size as il nies so as to strike as a shonsword at 10.20', a 
broadsword at 20-30'. or a greatsword at 30-40'. Beyond 40' it will fall to 
the ground (as a dagger). Any additions of unique throwing daggers to his 
collection would be well paid for either monetarily or in favors. 

18. Private Chambers. This room Ectheon uses forreslingand medi­
tation. There is a commanding view of the surrounding area to the east. 

8.22 NORTH AND SOUTH TOWERS 
I.  Ground Floor. Thisroomswereuscdforstorage.buthavesincebeen 
convened inlO quaners for Ihe ··Weapons". 

2. Second Floor. The walls to the Gatehouse and the main keep are 
accessible through this room. Doors can be locked from either side 10 aCI 
a� a cut off valve to intruders. Guards posted here patrol lhe wall between 
the here and the main keep. 

3,4. Outer walls. seeG3Iehousc. 

S. Third Floor. Although it is mainly used a� storage area. there is a 
secret door that opens to show a ladder on the inside of the major pipe 
running thrOLlgh the tower. This ladder leads up to a small (3113') platfonn 
almost 70' above the ground Ihalcan be used asa lookout post oras a sniper 
stand when being attacked. 

AMON LIND 
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NorthTower 
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South Tower 
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8.23MAINKEEP LEVEL 1 LAYOUT 
1 .  Entrance. These: polished marble platinum inlaid doors are the anly 
entrance to what the occupams call Nolorond (the hall of knowledge). 
These doors are locked magically at all limes and open only when the 
Quenya word for freedom is spoken. 

2. Hall orSoundlng. Throughoutthisroomcolumnsofv9J)'ingdiame­
lers extend from the floor to the ceiling. These pipes and rods of mithril. 
laen and various other materials are enchamed such that if a vibrating 
object is touched to them. they will hold that vibralion at the octave for 
which they are suited. A device such as a tuning fork can create this effect. 
Alternatively. the lips can be placed against the pipe/rod and the nOle sung. 
The nOle by either method will be sustained until the same vibration is 
touched 10 the pipe/rod again. Due 10 the nature of the magic. any unlrue 
nOle will cause the pipe/rod to make a 15th level RR vs poison. or be 
shallered. The architect of the keep. A!am(ri!. being a bard. knows how to 
program these from another location to play these different songs: sleep. 
fear. holding. calm. or stun. Since these pipes will play until SlOPped. these 
songs will affect anyone in the hall until the songs are stopped by Famiri!. 
Lalaith his wife. or Helkama. and Sulkano the makers ofthe pipes. Anyone 
in the hall when the pipes are played must make a RR vsa 20th level spell 
or be affected in the appropriate manner. 

3. The Great Hall.1bemainmeetinghallforalltheoccupantsofAmon 
lind. this hall has a vaulted ceiling for the first IS'. which creates balconies 
of the twO levels above. In the middle of the hall is a depressed area with 
large pillows for lounging during conversation or meditation. Connected 
to this area at the far end is another depressed area with a pool for bathing 
and swimming. In the back of the room are shelves of books for leisure 
reading. as the technical library is located elsewhere. Several game boards 
are set up on small tables around the room, plants adorn pedestals or are 
hung from the ceiling in various places. and sculptures and paintings of 
incredible beauty can be seen here. Light for the hall comes from a skylight 
during the day and from soft light globes along the tops oflhe walls during 
thedart hours. Twospiral staircases lead up to the second and third levels. 
Access to the control room for the Hall of Sounding and the rooms behind 
is gained by hidden doors. Extremely Hard (-30) to detect. in the back of 
the hall. 

4. Control room.lnthefrontoftheroomalargecollectionofpipes runs 
through the room which A!amLrC! uses to cOnlrol the songs played by the 
Hall of Sounding. These pipes can be played independently much like a 
pipe organ but with clearer and less hmh tones. The air that fuel� the sound 
in the pipes comes from the large collecting ducts under the cliff beneath 
the keep. Fc!amhi! is a master of this instrument and can use this to increase 
the range of some of his bard spells 10 affect an area up to a quaner of a 
mile away from the keep. His playing contributed greatly to the naming of 
the place as Amon lind. The door to the rear of the room leads to the 
elevator access hallway #5. 

5. Ortani access hallway. Doors also lead to Ftamhi!and Lalaith's 
quaners. 

6. Ortani. Controlled by a system of counterweights and balances this 
7x7'. passengercompanment can carry a passenger from the lowest to the 
highest level of the keep. 
7. Fe-mire and Lalaith'sQuarters. Asmostofthequaners inArnon 
lind this large room acts not mainly as a sleeping area as it would for other 
races, but rather as a private living. studying. working and relaxation area. 
In panicular, this room is filled with musical instruments. music sheets. 
and other hints of this couples line of work allCl pas�ion. 

8. Stables. 1'hesetwoareasarecapableofstabling 1 6horsestOlal. Stairs 
lead up to the second level. 

8.24 MAIN KEEP LEVEL 2 LAYOUT 
I. Hall or Sounding. The vaulted ceiling of the Hall of Sounding 
occupies this space. 

2. Balcony overlook. ThisarcaisopenaocishowstheGreatHallbelow. 
J. The Upper Hall. Directly above the Great HaU lies this room. It is 
sometimes used for dances or banquets as the glass area in the front of the 
room allows light to pass through to the hall below. There isa low railing 
made of glass and wood that guards the balcony. Light is provided by the 

Amon Lind Layouts: Main Keep Levels 1·3 

skylight orby globes hanging along the walls. Doors lead to#4 on the back 
wall. 

4. Hallway. This hallway leads back to the onani. The pipes coming 
through from below arecrystaUineand the sunlight they receive from twO 
stories above when they exit the building. refracts down through them and 

creates quite a light show during the morning hours. Occasionally. the 
moonlight is refracted al night and on these occasions this hallway will be 
the focal point of the evening. 
5. Ortani access passage.Sec:MainKeepLevel l #5-6. 
6. Access Passage. Thissc:riesofdoorsallowspassagethroughthelarge 
wind pipes of the keep to the walls or vice versa. The doors are in the walls 
of the pipes and the walkways pass through without railings. A fall from 
these walkways would result in an immediate exit from the castle via the 
large wind ducts underneath, and a drop of some 200'. to the nearest rock 
oUicropping. It is possible to IOSlOp the descent through the pipes at a pipe 
juncture, but it is an Extremely Hard (-SO) maneuver. The only other 
possible hope would be that a very strong updraft could slow ones descent 
enough to brace against the sides of the pipe and then only if ones arms will 
reach because the pipe is 7'. across. This maneuver is Sheer Folly(. 70). but 
in desper.llion. anything can be tried. The possibility of there being an 
updraft of sufficient strength is 55%. The occupants of the keep are 
comfonable with these passages and will not fall unless struggling with 
anOlher and even then their chances of maintaining balance would be 
good. 

7. Meeting Hall. The leadersofAmonlindmeetheretodiscussmalters 
of imponance concerning the keep on a regular basis. usually twice a year. 
Unscheduled meetings can be called al any time if needed. Visitors 
although rare are greeted officially in this room and interrogated in a subtle 
way if their intentions are not clear. This room is used a� a conservatory 
when not used in its official capacity. Recitals of new works are held here 
by the composers and musicians in the group. A large full length window 
occupies the west wall with doors on either side thai open to the balcony. 
The view from this room and the balcony is stunning, panicularly at 
sunset. 

8. Balcony. This large balcony extends some 30'. from the keep and is 
tiled in an elaborate design, and bordered by a3·. railing When the weather 
is good banquets and dances are held here. 

9. Outer Walls. Similar to the front walls. SeeGatehouse 
10. Storage. 

8.25 MAIN KEEP LEVEL3 LAYOUT 
I. Hall of Soundi ng. The vaulted ceiling ends on this level as the roof 
of the main keep slants upward from the front of the Hall. 

2. Great Hall Overlook.SeeMainKeep level2 #2. 

J. Green House. TheroofoftheMain Keepoverthisroom aoci the two 
halls below is nearly all glass, as is the wall that separates the front of this 
room from the drop off. This glassed in area ac�� as a greenhouse where 
varying types of plants are grown. This area is capable of growing much 
of the food for the keep. because advanced technics used by the gardeners 
allow the space used to produce 5 times the amount of which the area 

would normally be capable. Small sections are set a�ide for different 
climates to grow some medicinal herbs that cannOi normally be grown in 
a greenhouse setting. The middle of the room has a glass Ooor that allows 
light to pass to the levels below. There isno passage back to theonani from 
this level. 
4. Reservo! r. This area is sealed off from this level and is the water 
reservoir for the green house. 

5. Ortan! Access Hallway. Thishallwayhasa ladder that allows the 
gardeners to periodically check on the waterlevcl of the reservoir al #4 
through a small door above the waterlevel. 

6. Morana r' s Q ua rle rs. Moranar uses this chamber for rest. study and 
some minor spell research. She is a very private person and has had the 
door made to operate at her command only. There are no locks to pick and 
any use of spells Other than her own within Ihe elevator or her room will 
cause a 15th level Ligh/illK 801/ to strike the caster of the spell. This will 
happen every time a spell is thrown up to 5 times. Spells thrown by items 
however will not affect the trap. She has a small boll. of jewelry in the room. 
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moslly milhril and black pearls wonh IO.()(X}gp. She has a few personal 
spell books with lower level spells in them but keeps mosl of her books in 
the library (see suh level 1 #12). lier sword. Raukambar (Q. Demon 
Doom) is kepI on a lable.'\land against the south wall. If the handle is 
grasped without saying the sword' s name, the pommel of the sword. wh ich 
is shaped as multiple demon heads, will bite the hand that grasped it and 
nO( release unti, the sword is released. The name is nOI written on the 
sword. The west end of the room has noor 10 ceiling windows. with a 
beautiful view. 

8.26 MAIN KEEP LEVELS 4-9 LA YOUT 
I. Eastview Hallway. This founh level room has a slanted skylight 
ceiling through which pass the crystalline pipes of the instrument on the 
first level. The windows at the ends ofthis hall overlook the main halls and 
the counyard. The only use for this hallway is as a lookout or place of 
meditation. 

2. Ortani Acces.<;Hallway. 
3. T elelasa re' 5 Q ua rters. 1bequanersoflhekeep' s resident lay·healer 
is a reflection of her personality. The room's decor puts fonh an attitude 
of openness and receptiveness toward others. The door is never locked to 
her room and many places are available for visitors to sit or lounge. These 
can also be used for those recovering from wounds that she might want to 
have under constant surveillance. Teletasar� has a small box of seldom 
worn jewelry tucked under a pillow on a rarely used couch on the nonh 
side of her room. Several sculptures of fine workmanship that she has 
made are positioned around the room but would probably nOI appeal 10 
someone that did nOI know the anist (Hclkama). 

4. Balcony. Stairs and double glass doors lead up to an elevatcd 
balcony with a three foot rail. The view from here is if possible more 
spectacular than from the second floor balcony. 

S. Eastward View. Thislevelprovidesaviewofthelandtotheeastbul 
is panially blocked by the Gatehouse. 

6. Helkama '5 Quarters. The highest quaners in altitude. Helkama's 
rooms take up IWO levels that are connected by a spiral staircase. His 
quaners are sparsely furnished with many items made of crystal or 
hardened glasses including chairs and lounges. The room is locked. Very 
Hard (-20). and only Helkama has the key although he has a key for 
Teletasar! but has not given it to her yet. He has a small chest made of 
smoky laen that has 1000 mithril pieces in it. It will only open by his touch 
or by destroying the box. His sword. Elenrulh (Star of Anger). which he 
only wears when out of the keep or during an attack. is hung in its sheath 
on the nonh wall. lfit is taken off the wall by anyone but him a Hold Kind 
True will hold the taker in place for to rounds and a lOx 10ft Death Cloud 
will fonn around the sword. The west wall oftheroom is made completely 
of glass and the view is much like Ihose listed on the other floors. 

7. Reservoir Levels. TIlelevelsbetweenhereand thehigh watchare 
closed from the onani and filled with water to provide waler pressure for 
the levels below. Water is pumped periodically from the stream al the 
bottom of the hill torefill these tanks. Thereare actually two tanks; the one 
facing east has a solid stone wall and stores cold water. and the one facing 
the west has a wall made of a black glass that traps and stores the heat 10 
provide wann water. In the colder months this water is routed through a 
furnace in the lower levels to provide the extra heat needed. 

8. Helkama 's Quarters. Thesecond level ofHelkama 'squaner:sha�a 
slanting ceiling that is also the west wall. This walVceiling is made 
completely of glass. His bed is the only item on this level. 

9. RHervoir.See#7 

10. High East Watch. Thewindowofthissmall hallwayprovidesthe 
best view of the east from the keep. Doors to the west open to the balcony. 
1 1 . High West Watch. 130'abovethelevelofthekeepfoundations.this 
small balcony provides a breathta�ing view of the surro:,'l<iing area. if the 
viewer's nerves can manage the strain of the 3' rai ling and the wind. A drop 
of 380' awaits the unfonunate that is not careful. 

Amon Lind Layouts: Main Keep Levels4-9& Sublevel l 

8.27 SUB LEVEL 1 LAYOUT 
I. Guards Quarters. These rooms are the privatc 4uancr� of 2 oflhe 
guards for thc front gate. 

2. Smithy. The normal repairs on annorand weapons arc made here at 
the hands of skilled smiths. Panicularly delicate work is referrcd to 
S(ilkano or lIelkama. These smiths also work as helpers in Ihe smithy on 
sub level 2. Due \0 the low population and the overall qualily of the 
annor and weapons oflhe keep. these smithies are not busy most of the 
time. 

3. Dining Area. All theoccupantsof Amon lindeattogclhcrinthisroom 
regardless of Slatus. Meals are served twice daily. and those thaI miss these 
times are expected to make their own as the cooks have other things to 
attend to. also. 

4. "'ormal Dining Room. Use of this room is reserved for special 
occasions such as when guests are present. 

S. Kitchen. 

6. Maids Quarters. Although they are called maids as a title. these 
Elves are also the weavers of the keep making all manner of cloth for the 
residents. They can weave panicularly fine fabrics from the wool of the 
mountain sheep and from a mountain valley long grass similar to flax. 
They also make tapestries as a hobby. some of which may take over 100 
years to complete due to their complexity. 

7. Cooks Quarters. The cooks are husband and wife and also are in 
charge of the greenhouse on the third level. They have m ueh lodo but pride 
themselves in their results. 

8. .'cod Storage. 

9. Cold Storage. 

10.  Hall orSilence. Ductothemagicusedaboveinthe llallofSounding 
no sound can be made or heard in this room. This means that any spell with 
a verbal component cannot be casl in this room. 

I I  . Lower Hall. Because of itscloscness to the library (see # 1 2). this 
hall is used mainly for study ormeditltion. Tne pool from the Great Hall 
continues down into this level with clear sides. Light from above diffuses 
through the water to give off a dim light. Additional lighting is available 
in the fonn of light globes that can be moved 10 where they are needed. 

1 2 .  Library. All ofthe 20' high wall andshelfspace in this room is taken 
up with books. This extensive collection contains books on most all 
subjects: the largest ponion being related to the field of magic. The books 
containing th more powerful infonnation are kept in the vault (see #13). 
however. 

13. Vaull. This room is lined with lead and protected from detection by 
spells. There is only one key to the door. which is located behind a section 
of Ihe shelves. and it is kept by Ectheon. the guard captain. The items 
contained within the vault are kept there not 10 prevent theft but rather to 
prevent the curiosity that prevails from overcoming someone and causing 
them to 'play' with something they know little about. The items that are 
kept here are: spell books of spells 20+ owned by the higher level users of 
magic. Echicena (the Amulet of Making) owned by SU Ikano. and Elenril' s 
merging stone. Other items are kept here at different limes but these will 
always be here unless they are in use by the owners. 

14. Ortani Access Hallway. 

I S .  Elellril's Quarters. Elenril'sSindarian upbringing innuenced the 
way in which he now live.� and this is evident in the decor of his private 
chambers. The floors are covered in furs and rugs and large pillows are 
used for chairs. Low tables about the room are used for holding lamps and 
plants a� well as eating on and studying. Also preseO! will be several of 
Elenril's successes in his early work. There is a small ferret-like creature 
with bat wings that flies about when disturbed (nicknamed "Thc Winged. 
swink"). a creature that looks like a silver fox with rabbit cars and hind 
quarters. and a large badger-like creature that crJ.ve� affection. The laller 
of these animals will rub up against anyone entering the room to the point 
of annoyance if given the chance. 
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8.28 SUB LEVEL 2 LAYOUT 
I. Elenril's lab. Elenrilcondl.lclshise�perimcnlsherewi'h the hclpof 
Telctasari!. This room is used to refine herbs and analY1.e animals before 
and after the experimenl�. The doors 10 the room can be locked magit:ally 
to prevent dislurbancl! during crucial moments. 

2. Surgical Area. This sound proof room is used during large scale 

experimentation. or when special circumstances warrant the usc of extrJ. 
magical protection. This room is also used 10 work with the severely 
wounded. In case of attack or accident 

3. Specimen Room. Thesecagescontainanimalslhalarewaitinglobe 
used in cxperiments or are currently being used. The cages conlain: 

R. An adult snow leopard (lethargic, posl-c)(perimen1al.) 
b. A homed owl with no eyes. 
c. A 2.5', 30 pound squirreL 
d. A mountain GIUlan (sedated. heavily!). 
e. A young Blue Bear (also sedated). 
f. A 22 year old male Dunlander. 
g. Two flightless bats. 
h. Three white rabbits. 
i .• k. Empty. 

4. Infirmary. This area is Teletasare's workplace although there is 
rarely anyone here. She has plenty 10 do in earing for Elenril's animals. 
The'8' indicates the room in which she store her herbs and tools. The 'b's 
are individual patient rooms. 

5 Smithies. Wort. by Sulkano and Helkama is carried oul here. The 
relatively small Si7.c of the room is not tOO much of a hindrance since no 
real large scale work is done here. Very large jobs are worked on at the 
smithies located in caves about a mile away where they worked on the 
structural fealUres of the castle when it was built. 

6. Cold Forge. A small cold forge foruse by Helkama is in place here. 
h is used to make only smal1 laen items. no larger than agreat sword blade. 

7. Hoi Forge. Magical fire provided by Mor-mar kindles this forge to 
produce the higher alloys. Toworkothermetals Sulkano uses normal fires 
or magical ones he can produce himself. He also receives help from other 
places (See Section 6. 1 1  ) 

8. Containment Room. A set of doors guard the entrance to this room. 
The outer door will not open until the inner one is secure and vice versa. 
This is to allow protection from the dangerous materials kept and worked 
here. A small forge for working with the metals is in the northwest comer 
of the room. 

9. Storage Closet. Thiscompletely lead-lined closet also hasa grid of 
kregora running through the lining to allow for minimal escape of encrgy 
to the outside. In the closet is stored 1 00  Ibs ofCelebur ('"burning silver"'; 
Uranium) ore and in a separate case. which will be floating in the air. is a 
half a cubic foot ofMithrarian (" Abyss of High Silver"'). He has not a.� yet 
been able to reproduce the process by which he made the first batch. This 
metal defies gravity and will float away from its case if opened. The case 
(which weighs 500 lb.) will then fall to the ground giving anyone 
underneath a 0 Crush critical or give the holder an immediate and 
crippling hernia that will have to be repaired before any further action can 
be taken by that character due to the pain. For more on these metals. (See 
Section 6.12) and the ICE campaign module: Loden . 
10. Resl Room. Not only are there hygiene facilities located here. hut 
also a bed for collapsing on after days of work. 

I I .  Stairs to Dock.See# 10 Sublevel 1 

12. Quarters. The guards and retainers occupy these rooms. 

13. Wash Room. 

14. Guard Room. This room is locked and a guard posted when 
prisoners are in the cells below. 

IS. H all of Cold. Forsome unexplained reason this Hall is 30degrecs 
colder than the rest of the keep. 

16. Visitors lounge. When vi�itorsarenotpresenlthis room isusedby 
anyone that wishes for any purpose they choose. 

17. OrtanlAccessHallway. 

18. Vis! tors Quarters. 1lleseroomsarehardly ever used. One has been 
taken overby the weavers asa workshop but the otheris always for guests. 

Amon Lind Layouts: Sublevels2and 3 

8.29SUB LEVEL 3 LAYOUT 
I. Guard Post. Though not normally manned. at Ihis time a guard 
makes munds throu�h here every four hours or MJ \I) ('hed: on the three 

inmates. 

2. Cells. There are presently two prisoners tx.-ing hctd here. In cell ' c· 
there is an Ore caught by a hunting party in one of the mountain valleys. 
F/.!amiri.' is trying IU get information out uf him because he is eom:emed 
about Ore movements in Ihe mountains. tn cell 'h' is a Dunlanderthat is 
being held for Elenril. His brother has already been taken to ElenrWs 
laboratory. 

J. G roup cell. This cell is normally reserved for larger panies taken 
prisoner or larger t:realUres. Present Iy it holds one ofElenril' s experimenl5 
gone astray. The occupant was at one time a Nonhmen mercenary caught 
and sold to Elenril. Elenril experimented with combining the best attribute 
of the Glutan and the human and the result rages behind these doors. 
Elenril hopes to bring it under control. or he would have already killed it. 

4. Stairs. 

S. Hall of Wail i ng. Preparation for sponing events and theatrical or 
musical productions are made here before proceeding to the Recreation 
Room at #6. Mats and other equipment for sporting events are kept here. 

6. The Recreation Room orGame Room.1bc ..... alls.("t.·iling.andnoor 
orthis room are metal and the doors leading from the spiral staircases and 
the Hall of Waiting are flush with the walls to provide a smooth playing 
surlace for games that are played here. Several different games are played 
using tightly wound. covered balls and paddles. 11leatrical productions 
are performed here and an occasional music recital. although those are 
usually held in the Meeting Hall (#7 second level). At times. gladiatorial 
bouts are held here. usually unarmed. When the Elves want to te.�l lhe 
mettle of a visitorthey often have one of their number challenge him to a 
match. They then throw the switchon the wall at #7 and the floor and walls 
tum invisible leaving thecombatants standing over a 200' drop. When they 
are feeling particularly devious they thro ..... a second switch that opens 
holes all around in the noor in different shapes (shown in dotted lines). The 
combatant that falls through these holes however does not fall to his death. 
there is a nel 10' beneath the noor that turns invisihle at the same time the 
floor doc.�. The Elves of Amon lind tend to think this i� very funny to 
watch. bul will show great concern and apologile profusely tothe victim 
of this cruel prank. if they deem him a worthy person. If not they will just 
laugh and go on. If someone were to offend these Elves. they would not 
be past putting the offender in the same situation without the ne!. 

7. Viewin g Balco ny. The ponion thal. o;eparates this bakony from the 
room below can be removed for plays and music produt:tions. Seats are 
provided for all here in an amphitheater fashion �o that everyone has a 
unintcrrupted view of the proceedings. 

K. Sulkano's Quarters. Sulkano 'sobsession with m�ht ha.�prompted 
a strange arrangement to his quarters. The room extends 2S' below tbe cliff 
overhang. The walls and nooring int:1uding the balcony can be made to be 
invisible if he so wishes by a switt:h on the wall. This sudden lack of 
flooring dislUrbs most everyone without wing� and will t:ause most to 
move al -30. The room is furnished with loun�es and tables made of 
shining silver metals with white and blue upholstery and enameled tops. 
On several of the tables he has displayed some of his works. such as an 
artificial falcon that actually nics and is ('ontrolled hy a headband that 
allows the user to see and hear from where the falron b. Thcre are also 
several models of flying ships. 

9. Uock. Sulkano has made this place to hlluse thc air ships that he is 
building. The larger model is 50' long and is almost completed. The hull 
is made from the wood of Ihe Rowan tree and overlaid in a thin sheet of 
Galnin (Shining-white; Aluminum) so that the prOCl;!ss of adding the 
Mithrarian (See sub 1evel 2 #9) will be easier ifand when more is made. 
The other ship is 20' long and has already been cooted with the Mithrarian 
and has the ability to negate gravity and does 1'\) at all times floating at a 
constant height. In order to int:rease or decrease Ihe altitude at which it 
floats a fnrce must move it up or down at which point it will float constantly 
there. Sal Ikano has prepared temporary propulsion devices for the craft and 
they work fairly well but the pernlanent ones will be ready by early 
1641. The ships are released from the dock by a lever that drops Ihe noor 
out of the room underneath the craft. 
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8.3THE LAIR OFTURU KULON 
When Thrukulon first found his lair it was nOlhing more than 

four caves set in the southern side of a sleep secondary peak west 
of the midline of the Southern Misty Mountains. Now that he has 
done remodeling there are three separate entrances and many more 
caves. The main entrance faces south because it was the original 
entrance he found and it has been expanded mOSI. The other two 
entrances are high upthe slope of the peak; one to the northeast and 
one to lhe west. The northeastern entrance is the highest entrance 
and is primarily an escape route, since the altitude allows 
Turukulon to fly a substantial distance beyond his normal limits. 
The western entrance is shielded from view because of several 
boulders around it and is used most frequemly by Turukulon. In 
fact, Turukulon rarely uses the main enlrance except when he is 
baiting his ttap or needs to do some work on its appearance (i.e .• 
make claw marks and leave scales, etc.). The lair is located within 
10 miles of a trail that leads through the mountains. Travellers that 
do not know the area well could easily take a wrong tum and end 
up very near Turukulon 's front door. 

LAVOUT 
I .  Main Entrance. This30'cave openingappears tohaveall the signs 
of a Dragon's front door. Scales are littered around the entranceway and 
large talon marks scar the: floor. There i� a concealed passage going offlo 
the left 25' into thecave that connects to Turukulon's access tunnels. The 
'd' indicates a 2 ton dead fall that will drop on voice command by 
Turukulon. 

2. Branching Cave. This seemingly natural cave has si)( passages 
leading off from il. The largesl of these and seemingly the most travelled. 
is the one leading straight ahead to #1. 

l. Access, This concealed passage allows Turukulon entrance to this 
narrowed tunnel. which is too small for him to enter al its origin. This is 
so he can come in behind lhose going to #4. 

Turukulon 's Lair Layouts 
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4. Quicksand. An illusion ora long tunnel is triggered by the passage 
of anyone from#l to#4, which will cause Ihose coming around the comer 
to make a Sheer Folly (-50) perception check to see that there is actually 
quicksand underlhe illusion if they have not run into Turukulon's illusions 
before. If they have then a bonus of +20 is in order. The hapless victim of 
this ITap will sink in the quicksand until they drown unless Turukulon or 
one of his servants activates a plate which slides through the quicksand 10 
a level just below Ihe feet of the victim so they can stand (but not move!) 
Some shoner people may have to rely on the kindness of friends or beg 
Turukulon to save them. 
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S. l.ower Cave. Thiscaveistheonlyareaoflhecomple)( thatTurukulon 
cannot go. This wa� done on purpose. "What fun is chasing a mouse ifhe 
doesn't have a hole to run to." The stream in the room flows from 
#20. Inside the small cave that it flows from is a reinforced steel grate 
which makes travel up the stream nearly impossible. The grate could be 
forced now. due toerosion. Very Hard (·30), but then the adventurous soul 
wouldhavea 20' swim upstream to anearly venical tunnel. up that for200' 
to a water filled chamber below the pool at #20 and then the swim into the 
pool lhrough a very narrow opening. Absurd (-80). 

6. Trap. At the end of the passage is a widened area with a wall nearly 
closing it off. A 2' wide opening loone side shows a 40' deep. 20' wide. 10' 
across pil with a door and small landing (big enough for 4 people if they 
arecrowded) on the otherside. There is a layer of mud in the bollom of the 
pit that reduces the damage taken if someone were to fall 10 that ofa IS' 
fall. The door is wooden with steel bands and an impressive looking 
padlock which is actually Easy (+20) to open. The door is protected from 
any kind of detection or seeing spell. When the victims open the door 
Turukulon will be on the other side (behind a metal grating, for his own 
protection) waiting 10 bellow as loud as he can, or use his breath if the 
group has been troublesome. The shear impact will knock all on the 
landing off into the pit with only the person standing directly across from 
theopeninggelting the chance to jump to theotherside.and that is an Very 
Hard (-20) maneuver. Once the victims fall into the pit they come under 
the affect of the mud which actually contains Kregora (the metal alloy that 
dampens spells and enchanted items) and the persons that have fallen into 
this mud will remain under the effect of the substance until the person 
washes everything. not knowing why lheir ilemsorspells do "lot work. To 
operate. spells and magic items must resist versus a 20th Ivl .'"ack. 

7. Pseudo l.ai r. At theend oflhis well-travelled pas.�age is what seems 
to be a large room containing a large pile of Ireasure some 50' into the 
room. and beyond Ihat the back of a sleeping Dragon. This is not true 
however perfect lhe illusion may be. The reality (Very Hard. -20, to 
perceive) is that the room is totally empty. Anyone entering 15' into the 
room will cause a poniculli to drop from the ceiling. sealing the entrance. 

8, Trap. At the end of this long hallway is a cave with a metal tube-like 
slnlcture ( I  g' across) stretching from wall to wall. One must pass through 
it to get to the door on the far side of the cave. A low red light i� visible 
under the door, but no magical means can be u.-.ed to see what is on the 
other side (Kregora again). If they could they would see that there is 
nothing beyond the door. The inside of the tube is filled with outward 
pointing spikes and blades thaI leave an area roughly 5' in diameter clear 
in lhe middle of the tube (making the whole apparatus appear to be some 
kind of gianl cabbage shredder), The apparatus does nothing of the son, 
in fact. nothing at all except look imposing and deadly, which is its 
purpose. On either side of the tube are hinged spring-top pits thaI are 
covered by the dust of the floor and Very Hard (-20) to detect on the near 
sideand Absurd (-70) to detect on the farside(unlil someone is on thai side 
then they are just Very Hatd, -20. like the near side). The pits have a 10' 
by 15' activation area next to the tube on either side which will cause the 
lid to lilt down and deposit the person in the pit. The pits are like the pit 
in #6. I fa person tries flying through t he tube they will encounter an area 
of nul! magic once they are 5' into the lUbe (Kregora again. see #6). When 
their spell fails they will be deposited onto and through the fake spikes in 
that area of the tube and then down a chute into one of the two pits 
depending on which is closest. If someone were to walk on top of the 
spikes and somehow avoid the pits then they could gain the other side, to 
have the satisfaction of gaining nothing. Note the concealed entrance to 
the access passages, 

9. Normal Cave. Although this cave appears to be natural, it is not. 11 
was made to Turukulon's specifications right down to the fact that the 
floor is smooth except for some talon marks. 
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10. Round Room. The 4 doors in this room are made so that only one 
can be opened at a lime. Upon closing any door the room wiU spin wildly. 
This iscaused by large weights that drop from under the room into a deep 
crevice and as there are only 6 0fthese weights underneath, the room will 
spin only six times before it has to be reset by hand. Once the room stops 
spinning it mayor may not be in the same place. NOie that the doors oflhe 
room spin with it so mark ing the d()()N; do no good and no seeing spells will 
work through these doors (Kregora again. see #6). 

I I .  Empty rooms. These two rooms are identical. In the back oflxMh 
of them is a concealed trap door thaI leads down to the mechanism of # I 0 
to enable Turukulon 's servants to reset the spinning mechanism. Persons 
in# I 0 will not be able 10 tell the difference between the two rooms unless 
they put something in the room themselves. 

1 2 .  Ou plicate Room. ldentical lo#9 in all appearances(Sheer Folly -
60 to detect), persons coming 10 this room from #1 0 will believe they are 
al #9 for all praclical purposes. Unless for some reason they altered #9 
before stepping into #10 such as leaving an item or person there. 

13. Pit Trap. At Ihis point in the passage a spring lopped pit occupies 
the 1 0 '  in the middle of the passage leaving only a small ledge on eilher 
side. This pil is E)(tremely Hard (-40) to deteet due to the fact that it is well 
concealed and that the adventurers are predisposed to believing that there 
is no trap there since there was not one in the passage to #8. The pit is 
similar to the pits al #6 and #8. 

14. Dead End. The fake passage ends here bUI appears thai il does nOl 
because of an illusion of the cave at #2 that exists here. This illusion and 
subsequent pit trap in the room are E)(tremely Hard (-40) to detect for the 
same reasons that the trap al # 1 3  wa� difficult 10 find, 

1 5 ,  Access Passages. Thispa'iSageanditsrributariesrunthroughoutlhe 
cave system with concealed ponals passing into most oflhc major rooms. 
These ponals are all Sheer Folly (-SO) to detect unless they have been seen 
open before. and have a ponculu); behind the door that can lowered rapidly 
by a lever 10' back from the opening. The 'd's are similar to the one 
mentioned in#l, 

16. Troll Caves, Inlheselwocaves liveTurukulon'scavetrol1 servants. 
He uses these trol1s to keep the trap� operating. to maintain prisoners, and 
to sometimes gather food . 

" . 

17, High Entrance. This passage spirals up through the rock 800' to a 
cave that allows entr.lnce to the lair. This entrance is nearly impossible to 
reach for a humanoid due 10 the stcepnes." of the rock faces. 

18, These rooms are used to hold prisonersaflerthcy an�taken from the 
traps. 

1 9 .  Passage t o  Lai r,  Rising steeply i n  dn.:les this passage leads lothe 
at'tual lair of Turukulon. Along the way at several points like the ont: 
.�hllwn are bouldcrs sel off to thc sides of the passaf!.t' that call be pu.�hed 
into the pa��age and allowed to rull down upun whoml'vcr mif!.ht be 
followinf!.. 
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ZOo Turukulon 's Lair .In this room isadecppooJ on theweslSideand 
a pile of treasure on the right. Turukulon often uses the pool as a resting 
and hiding place. 1be pile of treasure includes: gold and silver coins worth 
10000p. gems andjewelry worth 8000gp in Iwochests, one +20 sword of 
Elvish make with gem encrusted hillS, a sel of 5 matched +10 javelins. a 
helmel lhal allows the user to see as if it were day at night lime and as if 
it were twilight in complctedarkness. and a +25 spearofTrollslaying thai 
in addition to the nonnal critical delivered also delivers an impact critical 
of the same value. The area under the treasure is a pil that is activated by 
a hidden leveron the weslside oflhe room nearlheexil. This pil is 80' deep 
and has mud in the bollom similar 10 #6. The IWO chesls and the belieT 
magic items all have levitation spells that are activated by the same lever 
that controls the pit. Located at the bottom of the pool is another 6QIX) in 
gold and silyercoins. to serve as replacement for those lost in the pit when 
it is opened. Usually Turukulon will ask those in the pit to gather his coins 
up in return for not leaying them there 10 rOl. 

22 West Entrance Guard Chamber. Allthekregoralhat isusedinlhe 
mud ofthe pit traps is mined from this room. Ore is unrefined but no magic 
will work in this room, and any magic user must make a RR YS a 10th leyel 
poison to keep from passing out from the sudden loss of PP. 

23. West Entrance. Although hidden from direct view by a large 
outcropping of rock this entrance is accessible on foot. If anyone other 
than Turuku Ion or his servants enters the cave. however. a bell tone sounds 
throughout the cave complex except for this passage. 

8.4ISILDUR'S TOMB 
Late in the Third AgeSaruman's servants found, in their search 

for the One Ring in the Gladdens Fields, what they believed was 
Ihe body oflsildur. They look il and all that they could find around 
it back to Saruman. When he did not find the One Ring on the body. 
Saruman gave the body to his servants 10 be disposed of. On that 
day, Norantir the Great Eagle happened to be flying above Onhanc 
and saw Ihe body about 10 be thrown on a fire. Seeing the armor and 
trappings of a greal old Dunadan Lord, he swooped down and bore 
Ihe body Skyward. Afterlooking il over and finding no identifying 
marks, he carried the body to a poinl on the sol·them slope of 
Melhedras, dug a shallow grave, and buried the body as it was. 

No one except for his eldest son (who also died the same night) 
knew that lsildur was carrying a seed of the White Tree with him 
10 plant in Annuminas. When the body was searched. this seed was 
not removed because it was of no use to Saruman and he wished it 
burned with the rest of the body. The seed remained in this dormanl 
stale until the year 3000 when il sprouled and began to grow. This 
drew the attenlion of Norantir, who reponed this to Gwaihir, who 
in tum finally gave this information to Gandalf. Gandalf asked 
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Norantir to watch after the grave and tree to see that they are not 
disturbed. After the War of the Rings, Gandalf told Elessar of the 
tree and a seed fTom it was obtained \0 grow the White Tree at 
Annuminas. 

The tree is the only marker of the grave. If a man ofNCimen6rean 
descent comes to this place or leamsof it and comes here he would 
most likely Slay for a while to medilate or pray. After J day oflhis. 
hisSelf Discipline and Presence will increase by one point. This is 
not due 10 any magic but to the intense psychological uplift of the 
experience. 

8.5 DWA ITHOHIR'S EYRIE 
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9.0 SITES OF INTEREST: 

DUNLAND 
This section details seven sites of interest in Dunland: Larach 

Duhnnan (a town in the heart of Dunland), Caedh Wood (the only 
true forest in Dunland), the villageofCillien and its Healer's Hall, 
the Smuggler's Hold, the Stoor Village of New Maresh, the 
Temple of Justice. and Palomire's Estate. 

9.1 L A R A CH DUHNN A N  (see insert) 
Larach Duhnnan is located in on the river Dunstrem, the heart of 

Dunland astride the Old South Road. This area slowly slopes down 
from the mountains and in a series of long plateaus, Larach 
Duhnnan is on one of these plateaus and has a commanding view 
of the countryside. The stream runs through the town and is used 
by some for transponation. The town itself is surrounded by a low 
embankment and the clan-hold of Clan Feargan sets on a hill that 
was raised for that purpose on the north end of town. 

For the people of Dunland who prefer to live in separate family 
groups, Larach Duhnnan is considered a large IOwn and a center of 
trade. The majority (though not a great one) of the people that live 
in the town proper are of Clan Feargan or one of its subclans. but 
there is a larger population of non-Dunlendings here than in any 
other pan of Dunland. Most of the merchants that make trading 
runs through Dunland work out of this small city, and many of the 
better anisans of the area are found here. It is one of the few places 
that members of several clans can be found together. which can 
make for some rowdy times. The standing anny of Clan Feargan 
keeps fairly good control over the area, and the towns remain 
neutral territory even for warring clans. 

SIGNt�·tCANTPLAI.:ES IN LARACII DUHNNAN 
I. Feargan Clan-hold.1bewallsofthisstructurearemadeofstoneand 
are 10 feet tall with a 1 0  foot wooden Palisade on top. The towers are 
similar in nature and will have guards posted at all times. Clan Feargan is 
in charge of keeping the peace in the town and the Clan Chieftain Enion 
maJces all judgements against criminals with the help of his dose advisors. 
1be buildings inside include the Chieftain's tower. barracks. servants 
quaners and stables. 

2. Chieftains Tower. This stone tower with its adjacent vaulted hall 
serves as theQuaners ofEnion and his family. Their actual liyingquarters 
are in the tower. and the hall is used for coun and feasts. 

3. This small amphlt heater is usedby the townspeople and visitors to 
view plays, satires, comedy. etc. as well as a meeting place for political 
groups of the area. This sometimes irrupts into violence if two groups 
schedule simultaneous meetings. Anyone that feels the need to speaJc his 
peace can say it here near midday A crowd usually gathers for these 
forums, but will not stand for a poor speaker. 

4. Common Markel. Thisareaisavailabletoanyonewbowishestobuy 
or sell goods. Sometimes it can get rowdy. 

S. Elharian 's Observatory. Elharian isa halfDlinedain. halfDunish 
astronomer. His business is information. which he gathers and sells for 
profit. Some is gained through his professional skills, but much is gained 
through his "eyes and ears". The.<;e are his names for the Dunlending 
twins that supply him with information that they hear or see on the streets 
of Larach Duhnnan. Elharian has taken care of them since their parents 
died. They are very good at stalking and hiding, and most people do not 
know that they relate everything they hear to Elharian. He is nelllral 
politically, supplying information to anyone with the price, which keeps 
him from being killed. He is one of the prime sources of rumors and 
legends in this area. and welcomes visitors. 

6. The Golden Goat Inn. Afinecslablishment.Theowner'sdaughter, 
Darragh, is the prettiest girl in town, maybe all of Dunland. 

7. Herbalist. The herbalist shares his shop with the healer from the 
Healer's Hall in Cillien. who liyes next door. He is a good man, but has 
unwittingly helped the drug smugglers who I iye to the west by giving them 
advice on purification processes. 
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8. The Merchant District. This area of town contains many ware­
houses. It also has taverns and inns oriented to merchants. 

9. The Bloody Axe. Thislaycm isfrequentoobytheyoungwarriorsof 
the Daen lontis clans. They are usually looking for trouble. 

9.2 C A ERDH WOOD 
Caerdh Wood is one of only two true forests in all of Dunland. 

Most of the Dunish Highlandsare covered in scattered woodlands. 
but nothing that could be considered a full blown forest. Caerdh 
Wood is a place; it is a remnant of the Original forests that covered 
all of southern Eriador. Thisdistinction makes this wood a special 
place in Dunland and therefore a mysterious place to the Ounlend­
ings. 

Clans Roth and Treforn have the traditional territorial rights to 
this area. and since they are allies in the Daen Coentis movement 
they have no quarrels over rights to the area. Other clans rarely 
venture into the wood because there is a superstition about the 
place being haunted. Although the woods is not haunted there are 
some active trees or Huorns in the wood and occasionally Ents 
have becn known to come hcrc. 

Right now the most interesting feature of the wood is the 
prcsence of thc Drucdain that have come to live there in the last 10 
years at the request of Clan Trefom, Clan Roth. and Clan Ewen. 
This was brought about primarily by the Chieftain of Clan, 
Aonghas and his two brothers. The Druedain that moved to Caerdh 
have now set up villages and become pan of the Dunlending (more 
specifically Oaen Coentis) social and religious life. 

The Druedain live in three separate villages in Caerdh Wood. 
40·60 in each village. The villages are about 10 miles apan near the 
center of the forest and each has. regular communication with the 
other villages. The Headman of the tribe. Rh.9.n-guri-rhan, lives in 
the southernmost of the villages and he conducts the regular 
meetings with the religious leaders and Chicftains of the three 
clans. 

Also of note in the wood are the worship sites constructed by the 
Daen Coentisclans for their worship services. Since the advent of 
the "return to the old ways" doctrine nearly 300 years ago, the Daen 
Coentis clans have been building, slowly. worship sites for them­
selves. They are similar in fonn to those of the ancient Daen 
Coentis of the White Mountain Vales. Several of these temple! 
observatories are scattered throughout the wood and the foothills 
that they border. Once the DrUedain came to Caerdh Wood, some 
of these temples were abandoned because the Oruedain felt they 
were not ri!(hf and the Daen Coentis clans look their word on 
religion as absolute. The Druedain take a majorrolc in the religion 
of these clans now and both �roups seem to he benefiting bolh 
spiritually and physically. 
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9.3THEsTOORVILLAGEOF 
NEW MA RESH 

The village of New Maresh is the only Hobbit settlement of any 
significant size left in Dunland. Most oflhe Hobbits have moved 
le the Shire. The Village is sei on theside ofsevcral hills that force 
their way above the waters of a marshy area that drains into the 
Dunstrem near its junction with the Gwathl6. about 60 miles 
southwest ofTharbad. This marsh surrounding is well sui led to the 
Hobbits who (being StOOTS) like the water and use small boats 
driven by poles to get around. The marsh also serves as a natural 
protection for the small people from raiders of various sons. The 
Villagers are visited by merchants like the other villages of 
Dunland. but only a few actually come here and only those that are 
well established with the residents are welcomed. 

NEW MARESH 
o 
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New Maresh & Smuggler's Hold Layouts 

9.4 THEsMUGGLER's HOLD 
I.  Front Gate. Thefront gate ismade ofiron bars and ean be reinforced 
by crossbars. II can also be locked by a mechanism in�ide. but will not 
withstand bauering by a ram. 

2. Rear Gate. Like the front gate. 

3. Barracks. Once the servants quarters. this room now serves as 
barracks for the guard� and field hand�. Beds are located here for 15 beds. 

4. Stables. 

5. Courtyard. 

6. Carriage House. Nowusedasa storage shed. 

7. Living Area. 
8. Dining Room. Since no fonnal Dinners are held this area is now 
u.� 10 houl\e Ihe three serving girls. and meals are served in the living 
area. 

9. Hegli n'S Quarters. Heglin 'speoonal belongs however few are kept 
here. He has a locked strong box under a removable lile in the noor 
containing 30 gold and 20 silver pieces. Moot of his other possessions he 
carries. 

10.  eila 's Quarters. eila. Heglin ·smislress.spendsmost of her nigh IS 
in his room and only uses this room 10 work and dre.�s. 

I I .  Murgrod's Quarters. Murgrod has no possessions of any value 
other than a necklace he wears wonh 10 gold. 

1 2 .  Tigon'S Quarters. Tigon uses this room as an uffice as wt'll as a 
bedroom. lie is orten gone making shipping arrangements funher down 
river. 

13. Kitchen. Tht'siairs lead loa root cellar thai also hascovt'red acct'ss 
to tile well. 

1 4 .  Tower. This towerha�only the ground and top level�.and i� mainly 
used for dry storage. Much of the more expensive herbs are slOred here. 
It is always locked. The top level can be used for defense in case of anack. 
and is accessed by using a ladder on the south wall. 

1 5 .  Tower. This tower has three levels. but they are only accessible 
through the door on the lower noor. 10 guards are billeted on the first and 
second levels and the top level is used as a watch poSI. 

16. Ha1Jway. 

17.  Vart hor's Quarters. Vanhor'sroom is very neat and practical but 
smells of chemicals because he works on some of the refining technics 
here. 

I H. farless' Quarters. larl(ss· room isquite the opposite o(Vanhor's 
being in a constant Male of disarray. She is nOi here OrlCn as �he leaves 
regularly to meet wilh the Chieftains of the Srefen. 

19. Neacal"s Quarter s_ This room is nicely decor8led for Cinard's 
daughter. but contains no valuables. 

20. Cinard's Ornce. Here Cinard keepslraekofsales. �hipmentsand 
payroll for the workers. All business 1ransactions are discussed and 
confimled here. The vault is reached through ase<:ret door in the fireplace. 
This room contains the wealth of Cinard and the shared wealth of the 
panners. I OOOgp are in a chest on a table against the easl wa11 and a small 
jewelled canister ne�1 to il contains 5000gp wonh of diamond� and rubies. 

2 1 .  Cinard and Adeyn's Quarters. This large room is so richly 
decorated that it is almost gaudy. Cinard's wife Adeyn is here most all the 
time weaving and making gannents. Most of their weallh is in the vault at 
#20 but several oflhe fi:'llurcs in this room would bring a good price in a 
major city. 
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9.5 THE VILLAGE OF CILLIEN 
& THE HEA LERS H A LL 

THE V ILLAGE OF C ILLIEN 

The village of Cillien is located in Nonhern Dunland in the 
territory controlled by Clan Eogbann it is much like other isolated 
Dunlending villages with one eltception. Cillien's special claim to 
fame is that it is the home to the Healer's Hall. Consequently the 
townspeople ofCillien are more used to the presence of magic and 
magic users than any other town in Dunland. 

The Hall is located on the outskirts or the town and neltt to it is 
the home of its headmistress Dema. The hall was once a 
Numen6rean outpost but was convened to the needs of the healers 
when established many years ago. It is made of dark granite and 
looks quite imposing compared to the humble structures of the 
village. 
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THE HEALERS HALL & DERNA'S HOUSE 

The: HealersHall Layouls 

THE HEAU:RS HAll 
1. Derna'sHouse. 

a. Livingarea. 
b. Derna's bedroom. Many books {'ontaining. healing spells and 
technics can be found here. 
c. Froithir'sbedroom. 
d. Kitchen. 
e. Animal cages. Twoowls.aMadratine.amccoon.asilverferrct. 
and a gorbel occupy these cages when not roaming free around the 
grounds. This is also where Froithir works leather. His mother 
sometimes makes him go elsewhere 10 work if the smell upsets 
patiems. 

2. Visitor's Hall. Visitorstothehallsofhealingare rIOlallowedbeyond 
this room. This area has been made comfonable for these people. 

3. Visitor's Bedrooms. These bedrooms are usedforguesis visiling 
from far away. 

4. Student Rooms.1beseroomsserveasbedroomandslUdyareaforall 
the students of the Hall they are alw some located on the second floor. 
These rooms are usually all occupied by students. 

S. Student Lounge. Students use this area for recreation and group 
studies. Two large fireplaces run through the central pillar of the Hall and 
have heanhs on each level. 

6. ClassroomsILibraries. 
7. Dinning Hall. 
8. Kitchen. Students rotate kitchen duties. 

9. General Wards. These largeroomsareusedforpatient.�whodonot 
require private rooms . 

10. HerbStorageandPreparation Rooms. 

II. Storage. 
12. Instructors Rooms. Three instructors are now living at the Hall 
besides Dema. 

13. Patient Lou nge. Patients thaI are well enough to get out orbed are 
allowed to leave their rooms and come here a variety of games are kept 
here to pass the time. Books are available also but most of the patienls are 
nOI adept at reading. Patients that need 10 be exercised to restore function 
to limbs are also taken care of here. A door lead� through the large non hem 
window and out onto the balcony. 

14. Individual Patient Rooms. 
IS. Healers Rooms. Whenpatientsarepresenthealersthathavealmost 
completed their training are stationed here throughout the night incase the 
patients need help. 



Palomire's Estate Layouls 

9.6PALOMIRE'S ESTATE 
Palomire, the wealthy Dunadan landowner from western Dun­

land, lives with his family and retainers in a large manor house 
located on his estate 60 miles southwest ofTharbad. The house is 
typical of the Dunedain houses in the area and mosl will confonn 
in general to the same basic fonnat and size. 

I .  Ent ranee Hall. The large front doors open into this hall that serves 
as an airlock to keep out cold air in the winter and as a defensive 
mechanism should the house be attacked. 

2. Formal DinlngHaU. 
3. PaJomire's Otrlce. This largeofflCeiswherePalomireeonduclsthe 
business of the estate. The small room is Palomire's private work area. 

4. Kitchen. 
S. Servants' Quarters. 
6. Living Area. This largearea is used by all formany purposes. Large 
windows let in lighl from the courtyard and a large fireplace serves to 
wann the room. Stairs lead up from this room 10 the second level. 

7. Storage Room. A ladder leads from this room upto the next level. 

8. Carriage8arn. 
9. RetainersQuarters. 
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to. Armory. Stores of weapons are kepi here for the retainers. A 
reinforced door leads OUt of this room 10 the outside. II can be barred by 
two iron poles to resist battering. 
I I .  Courtyard Gates. Thesegatesallowaecesstothe courtyard from 
the corral. 

12. Stables. 
13. Conservatory. This room has large windows and a domed glass 
roof for viewing the night sky. and is adorned with many plants whichcan 
Ihrive here because of the greenhouse effect. A balcony also looksoutovcr 
the entrance 10 the house from here. 

14. Chiidren'sBedrooms. 
IS. Palomire'sBedroom. 
16. Upper Court. This area is used for sunning and relaxation by the 
family members. 

17. Family Living Area. This area is used as a conversation room 
meeting room and privaledining room for the family. There is a balcony 
that looks out over the courtyard from here. and large window5to the upper 
courtyard allow large quantities of light 10 enter. 

18. Upper Tower Level. These areas are used as watch posts and 
defense posts, but are mostly used for storage and work areas when there 
is no Ihreat of attack from the outside. 
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The Temple of Justice Layouls 

9.7 THE TEMPLE OF J U STICE 
The Temple of Justice is located i n  Dunland approximately 25 

miles east and slightly south ofCillien in a long dead end valley set 
i n  lhe woods of the area. The temple stands in lhe valley on a low 
hill foundation which allows it 10 stand above the valley floor and 
give those in oron the temple a commanding view of the surround­
ing area. Direc:Uy behind the temple the valley wall climbs steeply 
up and a watch post is located on a tmil that leads in a winding 
fashion up the 65 degree incline. In the front oflhe temple the wide 
valley floor allows large crowds to gather in relative comfort for 
ceremonies and speeches. Towards the front of the valley entrance 
is a bridge that crosses a stream that acts as a first line of defense 
of lhe temple. 

The temple itself is made from a dark granite from the wall of the 
valley, and is formed into the shape of a large stylized bulls head. 
The structure stands 6{)' tall and is 180' wide across the base. The 
main entrance to the temple is through what would be the bull's 
mouth, although there are secondary entrances under the "ears" , 
but lhese are always locked. 

9.71 ENTRY LEVEL LAYOUT 
I,  Preparation Room, Similar to the room of the same name on the 
fourth level thisroom is used for preparation fortheceremonie.� held in the 
Main Chape1. A secret door leads to stairs leading: up to the prison. up to 
Maben's Chambers, and down to a secret tunnel exiting 1/4 mi. away 
behind some boulders. 

1, Main Chapel, Daily ceremonies fortheguardsandanyoneelsethat 
wishes to attend are held in this chapel most of the prieslS and acolytes will 
be present unless otherdut ie.� keep lhem away. A single door opens behind 
the alter to the priest preparation room. 1be double doors leading to the 
enlry hall swing outward and can be barred if the occasion should arise. 

J. Officers' Quarters. 3 officers occupy the.<;e each of rooms. 

4. Guards' Quarters. 6-8 guards live in each of these rooms. Ifand 
when any high ranking visitors were present one or more of these rooms 
could be converted into quarters for them. 

S. Entry Hall. Theentraoce to the temple is through the 'mouth' and 
is guarded on the outside by 2 guards at all times. 1lIe entry hall itselfhas 
6 guards posted, 2 at the stairs and 2 at the door.> to the chapel and 2 at the 
entry. 

9.72 LEVEL 2 LAYOUT 
I.  Prison, Those being prepared for sacrifice are kept in these 5 '  by 10' 
cells doors are locked by padlocks that are Medium (+0) to open. Two 
guards will be on duty at all times if prisoners are pre.<;ent. which i� m(l.�t 
of the time. The larger cclls at each end are used for groups of prisoners 
or for special prisoner.> who rate more space. Manacles are attached to the 
wall in each room and have locks that open with the same kcy that open.� 
the cell. At prescnt there are seven prisoners. Threeare awaiting sacrifice 
and are non-Ounlanders with no friends that want them saved. One is an 
acolyte that renounced Maben and is paying the price. Two are guards 
being disciplined for speaking to a DUnedain. The last is Kcricl. the 
daughter of a Ounedain noble thal live.� in Nonhem Ounland. who was 
kidnapped by members of a supportive clan and broui!ht to tnc templc ll.� 
agift to Maben. lie planslo sacrirlCe herat the neJtt pt��iblc tlel'asion after 
the r;earch for her has died down some. A �crel door at the rear of tnc 
prison opens to a stairway thot leacls up to Maben's quaners and down to 
the preparation hall behind the main chapel. Prisoners are transported to 
the main chapel via these stairs by ptleslS only the door is locked and only 
priests have a key. 
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2. Guards Quarters. 6 to 8 guards are billeled in each room. they are 
armed with dagger, spear and axe they have leather annor and wear 
helmets that look similar to the temple itself also made of rigid leather with 
bronze strips. Guards do nOl have any personal possessions of worth. 

J, Orncer's Quarters. 2 officers occupy each of these rooms. they 
are in charge of the guards and repon directly to Maben. 

4. Kitchen and Mess Hall. All of the occupanls of the temple eat 
together in this hall. 1l1e priests and acolytes eat at different time:. than the 
guards however. Smoke from the cooking fires are rouled out ofthe room 
through pipes that exit al the 'nostrils' of the temple. 

9.73 LEVEL 3 LAYOUT 
I .  Maben's Quarters. 1l1e high prieM Maben uses this room as his 
private chambers. No one is allowed in the room or llCar the door when it 
iS OperlCd. Maben tells his followers thi� i� for their own safelY, bul in truth 
he wi�hes to protect his idenlity as a servant of Sauron. (See Section 7.15) 
The room is decorated in a morbid style with tapestries and paintings 
depicting the deaths of people in gruesome ways. Maben keep his 
possessions hcre when he does not carry them with him. He has a small 
store of gold. 1500 gp .. that he keeps on hand mostly for bribes, he does 
not need the money for anything else. A secret door in the back of a 
wardrobe on the far wall opens with a stiff push to reveal a spiral siairthat 
leads down 10 the lower levels 

1. Stair Chamber. Siairsare located here that wind up tothe the fouRb 
level. 

3. Acolytes' Quarters. These �ludentsare being taught by the priests 
after graduating from being a guard. There are 60rthe acolytes that reside 
in each of the rooms. Typically they ..... ear rough brown robes and are 
armed with a dagger. 

4. Priests' Quarters. 1l1e Priestshavegraduated from being acolytes 
and now perform the regular rituals and managerial duties of the temple, 
as well as go on trips to other clan-holds 10 spread their message. Status 
as a priest is determined by how long the they have been in the priesthood 
and the favorofMaben the high priest. 2t04 priests will bequanered here. 

S .  High Chapel. Daily services for the acolyte.� and priest are held in 
this room presided over by Maben. Pre-ceremonial services are also held 
here to prepare those involved for the ceremonies. 

6. Guard Room. Noone but acolytes and prie.�lsare allo ..... ed to enter 
Ihe door into #5. Two guards are on dUlY here at all times for this 
pui"pMC. 

7, Eye Rooms. These rooms are open to the outside and form the eyes 
of the lemple from the front view. During I:cremonies acolytes light fires 
in this room to produce the redeyedeITect of the temple. A guard is on duty 
here al all limes. eJtcept for ceremonies. If llet;!Ued to quell dissent among 
an unruly crowd during a ceremony prie.�ls can be .<;ent here by Maben to 
Cllst shock bolts OUI of the eyes at the crowd or specific people. 

9.74 LEVEL 4 LAYOUT 
I ,  Ceremonial Preparalion Room. Thepriestsand acolytes ofthe 
temple prepare for public sacrificial ceremonies in this room. The spiral 
staircase lead.� up through a trapdoor in the roof to allow the priesls to be 
visible to the crowds. On tOP of the roof there is a stone slap that they use 
as an alter in these sacrifices. The trapdoor to tile interio.-canl"lOl beopened 
from the nutside by normal means. l'o unlock it aftcr it ha.� been closed one 
mu�t depress a pressure plale which i.� located behind the alter in the place 
that is normally used for kneelin�. The aCOlytes are taughl lO kneel before 
they enter for this purpose. 
2. Acolytes' Quarters. See 113 on the third level. 

3 .  Priests' Quarter. See #14 on tile third level. 

4. Doors, The.'it doon; open below the 'homs' to a pathway on which 
the acolytes stand in some of the ceremonies and also serve.� a� a lookout 
post in time of strife. 
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10.0ADVENTURE AIDS 
This section provides some helpful Gamcmaster notes which 

relate to running adventures in the Fangom Forest and its border 
areas. The OM should read over these guidelines before studying 
and selecting one of the adventure.� in Sections 1 1 .0 and 1 2.0. 

1 0.1 SELECTING AN ADVENTURE 
Sections 8.0 and 9.0 present specific adventure siles. The OM 

will need to refer to those sections for the appropriate layouts and 
floorplans. All NPC's arc in described in Section 6.0, Section 7.0, 
and Table 1 3.4. 

1 0.2 CHOOSING A TIME PERIOD 
Each adventure is associated with a specific lime period. but a 

OM may modify them 10 fit another time period. Once a time 
period has been detennined. the OM should carefully check the 
limeline (Section 2.0) and notc pertinent events. 

1 0.3 A DVENTURE SUGG ESTIONS 
Once you're acquainted with the general background materia1. 

look over the statistical summaries outlined in the tables of Section 
13.0 Get to know the Non-player Characters (NPC·s). Read what 
the individual backgrounds have to say. and try to think as that 
person would. 

Look over the layouts and note where traps. guards points. and 
weak points are located. Even if a room does not have an occupant 
indicated. consider the possi bi I ity that someone may be there when 
the characters enter. 

1 0.4 TRA PS, WEA PONS, AND SPELLS 
Layout sections include frequent references to traps and locks. 

The following cross-references are provided for GM's using 
MERPorRolemaster. 

In order to compute the success or failure of attempts to disann 
or unlock these mechanisms. simply have the acting PC roll. add 
his appropriate bonuses. and subtract the difficulty factor assigned 
to the lock or trap. Then refertoMERP table MT-2. p. 79 (or RM: 
Character Law). 

Results of FalVCrush attacks and animal attacks can be deter­
mined usingMERP tables CST-2 and AT-S or AT-6. all on page 
70. If you employ Rolemasler. ffeeCla w Law. 

Weapon allacks can be compUied using M ERP table CST - I ,  p. 
72andAT-1 through AT-4 onp. 7 1  (orRM: Arms Law). 

Non-magic bonus items arc only used with R ole master. When 
using MERP, all items with bonuses are assumed to be magical. 

Some traps will not be functional due to not being activated or 
maintained. For each 50 years thai have passed since the last 
known habitation of a location. there is a I % chance that Ihe trap 
will not operate when il would normally be set off (due to disuse 
and lack of maintenance). Such a trap still has a chance of going off 
every time that someone hits the trigger mechanism (e.g .. a trdp 
mighl not go off when Ihe first person hits the trigger. bUI it mighl 
go off later). The GM may also wish to assign a chance that traps 
are not activated (i.e .. not armed or primed to go off). A 10-20% 
chance overall is suggested. 

AdventureAids 

1 1.0 S0UTHERN MISTY 

MOUNTAIN ADVENTURES 
This section presents four adventure.� set in the Southern Mi.�ty 

Mountains. 

1 1 .1 A CALL FROM SINGING HILL 
Setling :  The Southern Misty MountainsThird or Fourth Age 

Requirements: A group of adventurers not daunted by tales of 
haunting. 

Aids: A guide to point the party in the right direction. 

THETALE 
Members of several of the Highland Dunish clans lell of hearing 

strange noises coming from a certain moun tain. Some of these 
people have seen the strange castle that sits on a cliff in the 
mountains and believe il to be haunted. They say. however. that it 
is magnificent to see and must have been Ihe home lo rich or noble 
people at one time. One claims Ihal he saw ghoslly figures Icaving 
it one evening. but was to lerrified to stay and walch. 

THE TASK 
To go to the Singing Hill and invesligall' thc cast!.:. laking any 

booty that can be found. Of course when the player;, arrive there! 
they will find a totally different set of circumstances. Unless Ihe 
Elves of Amon Lind know they are coming. they might just 
decorate the whole castle to appear haunted just to have some fun 
and break the monotony. 



Southern Misty Mountain Adventures 

11.2 TRADING WITH THE GIANTS 
Setting: The Southern Misty Moun tains, Third Age (most likely 
from the DURland side) 

Requirements: A low level party looking for advcnturc. strangc 
places and big friends. 

Aids: Something to tradc. 

THETALE 
A merchant outofLarach Duhnnan named Ulfrisdoing business 

with many of the small villages. survived the plague but now has 
taken ill and can not travel to sell hi�wares. Ulfris' son. Eion, isjusl 
old enough todo the job for him, but is inexperienced and does nOI 
know the people that Ulfris knows. Therefore he will need help on 
his rounds. One ofUlfris' main stops is in a high valley oflhe Misty 
Mountains, where he trades semiannually with two Giant families 
that come down from the high mountains. Ulfris is now looking for 
trustworthy men to send with his son on his trading rounds as 
salesmen and guardians. Ulfris is offering 2% of the profits 10 the 
party ora flat fee of 10  silver/week. The trading run lasts 10  weeks. 

THETASK 
Make as much money as possible, and keep it from gelling stolen 

by brigands or clansmen. Many options are open to the adventur­
ers. They can go along on the whole trip and get their money, they 
can take all the goods from Eion and sell them on their own, they 
can leave Eion after finding the giants and follow them to their 
"treasure", etc. 

1 1.3 ASSAULT ON A LAZY DRAGON 
Setting: The Southern Misty Mountains(stanin Dunland)T.A. 

Req u i re men ts: An experienced stealthy party of adventurers wilh 
good mountaineering skills. 

Aids: A map to the Lazy Dragon's lair, drawn by one of 
Turukulon 's cronies. 

THETALE 
While in Dunland the party hears a story told by a travelling 

Dwarven weaponsmilh. named Purfin. The Dwarf tells the tale of 
how he, after leaving Moria (he won't say why), found the 
mountain lair of a dragon. A quote from his chilling tale: 

"Atfirst I wasfrightened but after mustering my courage 
up I crept into the lair real slow. Once inside I found sel'eral 
different passages going in all directions, one of which lead 
to a farge cavern where I saw the Dragon, and he was 
asleep. 'Pan seeing this I crept over to the piles of treasure 
on the floor and grabhed several pieces of jewelry worth 
thoasands of gold pieces. On my way out though Ifell that 
I was being stared at and turned round quickly! There fay 
Ihe Dragon wide awake staring at me! Well, let me tell yOll, 
I thought J was dead. But Ihe Dragon just /ooked at me. lei 
out a hig sigh, and said, and these are his exact words 
because I'll never forget them, 'Your not el'en worth Ihe 
effort to kill, you repugnant little Dwaif, so just take it and 
get our'. W(>II J was ne' er so happy to he a repURnanl littl(> 
Dwaifin my life. That was Ihe only Dragon J ever saw, hut 
they can'l all he thaI way or none of Ihem would hal'e a"y 
treal'ure, J' d say this one wasjusl lazy. But J' /I tell ),ou the 
truth; I helie\'e if a body was sneaky ('"nuRh he ("Quid drift 
right in there like I did and take somelhin' nice Ihal would 
make ' em rich/or years to rome. J' m not Xoin' hark though. 
If he were 10 see me again he miX/II decide I was wonh 
gerrin' lip ahollt. Unfortunately I was rohhed after I g01 10 
the lowlands hut J hal'e this to rememher it hy." 
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At this point Purfin shows a gold chain necklace which he is 
wearing that has opals and pearls imbedded in it. which appears to 
be worth several hundred maybe even a thousand gold pieces. 
Purfin will supply anyone seriously intcTested in the Dragon with 
a map, for a nominal price. Should the pany ask Purfin to guide 
thcm he will for a larger sum, but will not go within site of the lair. 

THETASK 
To go to Turukulon's lair using Purtin's map and take whatever 

treasure the group can. Of course, once there, the rules Change as 
Turukulon is not really a lazy Dmgon, and all of Purfin 's story is 
a lie. If the party is strong enough it might win it's way free with 
treasure, If not it may end up in slavery, sold to Elenril for 
experiments (cspecially Elves), sold to Maben for sacrifices. or 
dead. 

1 1 .4 FINDING A SOUTHERN PASS 
Setting: Southern Misty Mountains. Third Age 

Requirements: A strong pany capable of travel through rugged 
terrain, and able to handle many dangers. 

Aids: A guide from one of the Dunnish tribes or a panial map of 
the mountains would be of great help. Consider, however, that the 
first might run when adversity comes and the laller might be 
inaccurate, 

THETALE 
Merchants from both sides of the Mountains would like to find 

a passable route over the mountains between Dunland and North­
ern Calenatdhon, mainly Tir Limlight. (These merchants are 
actually in the iJlegal herb business and are trying to find ways 10 
ship the herbs to Minas Arnor, which will not be as closely watched 
as the ports and the Great West Road through Calenardhon, 
Shipments from Tir Limlighl are not inspected as much because 
these types of herbs are not grown in that area.) This band of 
merchants is willing to pay a trailblazer pany 3000 gp to find a palh 
through the mountains that will be usable at least six months out of 
the year, and will also be capable of allowing small carts or beasts 
of burden safe passage. They will pay 30 gp per person 10 a pany 
that tries but cannot find one, 

There is such a pass through the mountains but it is long and 
twisted, running a course near to Turukulon 's Lair. one oftheGiant 
families' homes, by Troll lairs and comes oul on the eastern side 
of the Mountains,within 20 miles of the Caverns of Pain. See 
I.C.E. 'smodule, En's ofFangorn, 

THETASK 
To find a trail like the merchants want and make a map of it for 

them to follow, while avoiding the multiple dangers of the moun­
tains. (This adventure can be played as a lead-in for several others 
in the same area.) 
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12.0 DUNLAND ADVENTURES 
This section presents four advcnlures sel i n  Dunland. 

12.1 A TROLL HUNT 
Selling: Dunland. ThirdAge 

Req ui rem en t s: A groupoflow 10 mid-level advcnlures capable of 
working with Dunnish clansmen. 

Aids: A Dunnish guide is helpful, but nOl necessary. 

THETALE 
Clans Trcfom. Roth and Ewen have SCI a bounty of 30gp. 

collectable by anyone. rcreach Troll. orany type, killed. To claim 
the bounty. the Troll's big toes and ears must be surrendered al 
either Clan Hold loone of the clan guards. II seems the Trefom and 
Roth clans have, as of lale. been plagued by Trolls coming out of 
the mountains and into their territories. The truth behind this is that 
secretly. Maben, Sauron's servant and High Priest ofthc Temple 
of Justice. has been ordering the Trolls into the area to harass these 
tribes because they stand against him. Anyone wishing to hunt 
Trolls. and are not clan members. must lirst ask pennission of thl;! 
Chieftains of the respective clans. At this point almost anyone is 
welcome to hunt. except members of the Justice Priesthoo<.l. or 
members of clan AraBt (and of course other Trolls). 

THETASK 
To hunt Trolls. with clansmen or alone. and to bring proof of 

kills to the clan holds in order to receive payment. Membersof clan 
Arailt may be in the area uninvited supposedly taking shots at 
Trolls. but they may be aiming for the hunters instead. Other large 
predictoN; such as Bears or Wolves might also cause problems for 
the hunters. but the main source of connici will be the Trolls. 

Dunland Adventures 

1 2.2 MISSION FOR THE KING 
Selling: Dunland.ThirdAge 1 640  

Requirements: A group of responsible adventurers wilh good 
investigative and spying skills. Members [hat arc Dunlending or 
know the area would be helpful. hUI nOI nccessary. Knowledge of 
herb lore is almost essential. 

Aids: Elharian the Astrologer has infornlatiOIl about thc drug 
grower's regular visits to Larach Duhnnan. 

THETALE 
While in the south the pany sees a puhlic no[ic(' that reads as 

follows: 
WANTED 

The KillK is 1I0W see/.:illK lI"IlJllI'm'lhy l"il"i/iclllJ 
[or shorr lerm missions 0[(1 military lIolllre. 

P('rsolls muxt h(' ill RMd stQ/I(Ii",� with 11Ie lall' 
(11111 willillR to traw'l. P('I"S/)IIS applyillR should hal'(' 

prior comhal ('xpc'ri(,II("(' [or r('(ISOIlS o[ 
self de [elise. Pay is (Jepelldell/ llpoll serl"icn /"('lI(lered 

and i.l· IIegotiahfe. For mo/"(' ill [ormation cOl/ran: 
Arc-omluI", 
Cf!mmant/I'r O[SpI'!'''"' MisJimll', 
Minas Al"llo/". 

If the party inquires about the positions. the members will be 
asked many questions by Arcondur about their background, expe­
rience.and how much they would be willing to risk for good wages. 
Before they accept the offer. hecan tell them only that the mission 
is secretive. it will be backed by the king's authority, could be 
considered dangerous. il will require the pany to travel and that the 
party will be accompanied by a man that has had some experience 
in this kind of work. 

Should the pany decide 10 accept the mission and ils conditions 
of service, Arcondur will illlroduce them to Mengron. a half­
Nonhman, half-Dunadan ranger who will accompany them on the 
mission. Mengron will then explain to the pany that over the last 
30 years there has been a slowly increasing trade in illegal herbs in 
Minas Arnor and the other southern provinces ofGondor, accom­
panied by an increase in illicit herb abuse throughout the popula­
tion. In Ihe past three years the supply of these illegal herbs has 
risen dramatically. As of late, more and more soldiers are being 
found with an addiction to these agents, a situation which is 
jeopardizing the defenses of Gondor. 

The mechanism by which these herbs enter the area is not clear 
but those looking into the maner, including Mengron and Areon­
dur, believe that the trade is supported by the Black Numen6reans 
in Umbar. The herbs being Shipped are probably not grown there. 
Many believe that the drugs are coming from somewhere in 
Dunland where they are grown in large quantities and then shipped 
to Gondor. The pany was not allowed to have this infonnalion in 
advance for fear of the mission's purpose becoming known. The 
illegal substances that the government would panicularly like to 
see decline in availability are Tartella. (and Tarte<: its derivative), 
Gort and Phecallus. 

THETASK 
The mission is for the pany, along with Mengron. to secretly 

travel to Dunland and try to locate the source of the herbs bcingsold 
and to shut down the operation by any means available or created. 
Triple wages will be given for anyone who accepts thc challenge. 



DunlandAdvenlures 

1 2.3 SACRIFICE FOR JUSTICE 
Selling: Dunland. Third Age 1640 

Requiremenls: A well armed group of experienced adventurers 
willing to risk capture for a damsel in distress. and any money her 
father can come up with. 

A ids: Maps of the Temple interior would beof great help. Elharion 
has enough knowledge of the interior to drdw basic maps. but a 
former or present inhabitant of the Temple would serve this 
purpose much beuer. 

THE TALE 
Palomire is a Dunadan landowner from North Dunland. His 

forefathers once were part of the Heri that met at Tharbad. but that 
has ceased and now he rarely goes there. His family owns a large 
tract of land bordering thc North-South road and strctching oul 
nearly twenty miles toward the Gwathl6. His large fortified house/ 
compound is localed only 5 miles from the road and 50 people 
could live there comfortably. Because of the plague. and the 
subsequent exoousof many of his neighbors. he has only 25 people 
living in the complex al this time. During the plague three of his 
five children died. Only his one son and youngest daughter 
surviving. 

Now his daughlcr has been missing fortwo weeks. with no trace 
of a body. Palomire believes that she has been kidnapped by one 
of the jealous anti-Dunedain clans. and possibly laken to the 
Temple of Justice. He is afraid for her life. but he cannot sO much 
as be seen near the Temple. If captured. he will be killed brutally 
and immediately. If Men are needed he can supply up to 10, fully 
realizing that. although they would have no chance in a frontal 
assault. they might be used to divert auention. His other warriors 
must stay 10 guard the compound. Palomire will reward the party 
that returns his daughter alive with 6000 gpo He will pay 1000 gp 
10 the party for the return of her body. 

THE TASK 
To return with Palomire's daughter. who is currently being held 

in a prison cell in the Temple of Justice. scheduled for sacrifice at 
a public ccremony in one wcck. 

1 2.4 A CL A N W A R  
Seating: Dunland. Third Age 

Requirements: Ahigh level party with adesire to help keep peace 
and thereby win friends and influence leaders among some of the 
clans (and unfortunately enemies in the others). 

Aids: A knowledge of clan politics. 

THETALE 
Enion. the clan Chieftain of clan Feargan. has sent word thaI he 

would like to meet with the party. At the audience with Enion the 
party is informed of several events that have happened. and several 
which are about to happen. 
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Fi".w,clan Trefom has brought several Druedain 10 live in Caedh 
Wood over the last few years. Theirexistcnce in thc wood was not 
revealed to anyone outside of dans Treforn. Roth. and Ewen. 
except for Enion and a few close people to him. The Arai1(, and 
Maben also know of the Druedain through spicsS('nt into the area. 
S('("(md. although clan Feargan is olX'nly neutral towards the 
Temple of Justice and the Daen lontis dans as well as the Daen 
Coentis clans. in reality. dan Feargan. mainly because of En ion. is 
covertly aligned againsl lhe Daen lontis and the Temple. The clan 
maintains an outwardly neutral front only in the inlcrest of keeping 
peace. Third, the Chieftain of dan Trefom. Aonghas. has sent word 
to Enion thai he has good reason 10 believe that a small party of 
Arailt warriors. along with Priests from Ihe Temple of Justice. are 
planning to raid the Drlicdain villages in Cacdh Wood. with the 
objective of killing every one of them or. al Ihe very least. 
permanently driving them away . Clan Treforn is asking for help 
in the mailer. Fmtrlll, should the Arailt allack and suc(';ced in their 
purpose, clan Trefom would have 10 retaliate. with clans Ewen. 
Roth. Madoc, Dobec, Ruadh. Son mar . Eogbann. and Colgar would 
probably join in on their respective sides. 

Should clan Feargan intercede and stop Ihe raiding pany, then 
it would have declared itself and war would stan almosl immedi­
ately. Larach Duhnnan would cease 10 Ix· a l'cnll'r of trade for all 
the clans. thereby diminishing clan Feargan's power. If Clan 
Trefom rides in force against Ihe raiding party. Ihe Temple of 
Justice will accuse that clan of persecuting ils priests with the same 
end result; war. The only bid for peace availablc is for the party 
(since its members are not clansmen) to intcrcept the Arailt raiding 
party. and stop them from killing the Drliedain. The Drucdain of 
course have been notified and will protect themselves as best they 
can. but they are few in number. (They will probably be much 
harder to kill than the Arailt believe.) 

Enion stresses one other point. At least one or two of the raiding 
party should be allowed to escape in order to convey the message 
to clan AraBt and the Temple that their attackers were not clans­
men. Even considering this precaution. a clan war might ensue. 
Enion, however, believes this the best hope for peace. The only 
other thing that Enion might suggest is that the party leave the area 
!fthey are successful. because many of the Daen lontis' clans will 
be looking for people filling Ihe party 's description. 

THE TASK 
The party should stop the Arailt riding pany before il reaches the 

Drliedain village and kills some of the Druedain. This will not be 
easy fora small party unless they are very strong. The priests ofthe 
Temple have magical abilities and the warriors of Arailt are among 
the finest in Dunland. The party could opt toallack Ihem frontally, 
which would be inadvisable, or it could attack by ambush utilizing 
hit and run tactics. Consider, however, that the Arailt probably 
know the land much better. The party might prefer to wait with the 
Druedain for the Arailtto arrive in the wood. laying traps for them. 

THE REWARD 
Enion, will give the party an old Dunadan dwelling in northern 

Dunland (to which he owns the title). the land around it. and SO 
horses iflhey succeed in theinask. If they donot succeed. then they 
will probably be dead. They must lry the mission once they have 
heard the story or Enion will tcll his warriors to throw them in his 
dungeon. The beginning of the clan war will cause Enion 10 offer 
them to the Amilt and the Temple of Justice as appeasement. Enion 
is a fair man, but he will have his way or someone will suffer. 
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1 3.1 Master Encounter Table 
Gwaitho 

�ncounler Plain 

Chaoce (%) 20% 
Disfance (mi1c.�) 10 
Time (hours) 4 

Inanimate Dangers 
General Trap 01 
Avalanche -
Flash Flood 02-04 
Grass Fire 05·06 

SilesIThings 
Cave/Cavem/Lair 07-08 
Dunedain Site 09-10 
Calenardhon Site -
Dunlending Site 1 1- 16 
Druedain Site 1 7  
Grave Site/Tomb 1 8  

Dunlendings 
Common Folk 19-26 
Warriors 27-31 
Healers 32-34 
Bards 35-31i 
Priests 39-40 

Calenardhons 
Common Folk -
Soldiers -

Other Men 
NOr1hmen 41·42 
Easlerlings 43 
Travelling Merchants 44-47 
Bandils 48·50 
Dnledain 5 1  

Orcs 
SCOUIS 52·53 
Small Patrols (2-6) 54 
Nonnal Patrols (6·1O) -
WarbandlCaravan (12-30) -

Other Non-Manish Races 
Dragons -
Dwarves 55-56 
Elves 57 
""" -
Giants -
Great Eagles 58 
Hobbits 59·60 
Huoms 61 
Troll. Cave 62 
Troll. Forest 63·64 
Troll. Hill 65·66 
Troll. Stone 67·69 

Animals 
B" 70 
BOM 7 1  
Bees/Homets 72·73 
Eagle 74-76 
Boo, 77 
Glutan 78 
Lynx 7' 
Jatewoone 80-82 
Herd animals 83-87 
Poisonous Snake 88-90 
Snow Leopard -
Wolf/Warg 91-92 
Other Animals 93-100 

DlIni�h TheMisly 
Highlands Mountains 

15% 15� 
5 3 
4 4 

01 01 -02 
02-03 03·06 
04-06 07-Og 

07 -

08·10 09·12 
1 1- 1 2  1 3  

- 14 
13-17 15·16 

1 8  -
19-20 17-18 

21-26 19·21 
27-3 1 22·24 
32-34 25 
35·37 26-27 
38-40 28 

- 2. 
- 30 

41 3 1  
- 32 

42-44 33-34 
45·46 35-37 

47 -

48·50 38-43 
5 1-52 44-47 

" 48-50 
- 5 1 ·52 

54 53·54 
55-57 55·56 

58 57 
5. 58 
60 59·60 
61 61 
62 -
63 62 

64-65 63·65 
66-68 66 
69·7 1 67·68 
72·7) 69-70 

74-75 7 1 -73 
76-78 74-76 

7' 77 
80-82 78-80 
83·84 8 1  
85-86 82-83 
87-88 84-85 

- -
89-90 86·1:17 
91-92 " 

.3 89·9 1 
94-96 92-94 

97-100 95-100 

Master EncounlerTable 

Use ofthe Encounter Table and Codes: 

The GM should determine Ihe group's localion and the appro-
prialc column and Ihen Toll for a possible encounter. The period 
of lime covered by an encounter roll is either the Time given 
on the table or the time it takes the group w eover the Dista nee 
given on the table, whichever is shorter. If an encounter roll is 
tess than or equal 10 the Chance of Encounter given on the 
table. a second roll of ( 1 - \  00) is made 10 determine the nature 
of the encounter. 
An encounlerdoes not always require a fight of similar activity: 
a group can avoid or placate some of the above dangers! 

mcctings with proper action or good maneuver rolls. This lable 
only gives the GM a guide for encounters with unusual or 
potentially dangerous sites or crealUres. 
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1 3 .2 Master Beast Table 

(Primaryl 

S«ondaryfftrl iary) 

.., .. L.I #fEnc Silt S"" Hils AT DB AUack 
." • 1 · 1 00  S VF/VF 4 No/I 60 2STi/-I- WilI llOI I\(Innally atlack unless provoked, 
Bal, G. Vampire I 12·30 S VF/VF 24 No/I 40 4OSBi/4OSCl Will cause 1·5 hies/rod aftcr a critical is achieved, 
Bear, Black 4 I·' M FIF ISO SLJ4 30 6OLGrnOLCV30MBi Wi11 1lO1 nonnally auack unless provoked, 
Bear, Blue 7 I·' L MF/MF 200 SLJ8 2S 80LGrnOLCVJQMBi Semi·intelligent; uses "Presence {50'R}", 

Bear, Brown , I·' L MF/MF 170 SLJ8 \0 10LGr/60LC1/20MBi May charge (tiOLBa); mean ... 'hocn pro'·oked. 
Bear, Cave 12 1·5 H MFIF 300 S1ffl 40 95HBa/90IiCV30HGr Usc Large Crcalul'c Criticals, 

Big Hom Sheep 4 4·40 M M/MF 7. N0/4 3S 6OMBa/40Mli0/20MTS Only malts have horns. 
Eagle, Golden 3 1·' M FIF 30 No/I 30 45MCV35SPi/-- Rarely anacks larger creatures {unless helpless}. 

Eagle, Grcat , I.' L VF/VF ISO No{) 40 80LCV6QLPi/ Intelligent & good: Usc Large Creaturc Critieal�, 
Eagle. Vernn 2 1-3 M FIF 40 N0/2 3S SOMCV40SpiJ- Bold anod ternlOrial. 
Glutan 4 1 S FIVF '0 N0/3 SO 50Mbi/45MCV- Extremely aggressive. Will auack ..... ithout re.uon. 
(iQats. Mountain , 3·36 M MF/MF '0 N0/4 3S 50MHoI45MBa /30MTS Only males have horns. Aggressive, 

Goats. Wild , 1 · 12 M FIMF '0 N0I4 30 40MHoI40MBa/lOMTS Only mal� have horns. Mildly aggres.�ive, 
Gomet. Trail Li1.3rd 4 1 ·' S SIMD " N0/3 40 IOTBi/speciaV- Sem:tcs poisoo through skin, see 5«. 5.3. 
Highlanod Lynx 3 I·' M VFNF 70 NoI3 55 45MCV30MBiJ- Lives and hunlS in groups. 
Jatewoone 9 1 L FIVF 120 N0/2 3. 80LPi!70LCI/50LBa Huge bird of prey, rarly nics. "Cle3vcr BC3k", 

ProngOOm 1 I ·SO S VF/VF " N0/2 2S 3OSH0/2OSTS Curious. oot skiuish. 
Snakes. PoiSOTlOUs I·' 1·' S S/VF 10·20 Noll 40 4OSSI/-/-- Nathair. N3thrach. and Coireal; sec Sec. 5.3. 
Snow Leopard , 1·' M VF/VF 120 N0/3 4S SOMCV40MBiI-- Unpredictable. has been kl\(l ..... n \0 help men, 
Troll. Cave 12 1 L M/M 175 RUll 2S IOOHCII8SWe/-- Usc urge Creature Critieals, 
Troll. Forest , I·' M M/MF 100 RUII is 80LBa/6SLCV- Found in the woods. 
Troll. Hill 10 I·' L SUM iSO RUII 20 9SLBa/8SLCV- Use Large Creature Criticals. 
Troll. Stone 7 1·' L SUM 120 RUI I 10 45LCV3SMBiI- Use Large Creature Criticals. 
W.� 6 1·10 M VF/VF iSO N0/4 SO 7SLBi/60LCV- Operate in packs anod ..... ilI ..... am Orcs of imru<lcl1l. 

Wild Boar , 1 M FIMF 120 N0I4 30 40LH0/30MBa/20MTS Mcan·tempered and solitary. Vicious if comc:red. 
Wild Kine , 1·10 L MIM 200 N0/3 30 80LBaJ90LCr/- Hugc ox·like animal. 
Wolf , 5·15 M FIF 1 10 N0/3 30 65LBiI-I- Will nul a1!ack groups unless provoked. 
Wolf, Grey , 2·40 M VFNF 1 10 N0/3 '0 6OLBi/30MCV- Rarely anack humans. 

Codes: The statistics given describe a typical creature of that type. Most of the codes are self-explanatory: l. ... 1 (Level). #/Encounl (number 
encountered), Size (Tiny, Small, Medium. Large. or Huge), Hils. and DB (Defensive Bonus). The more comple" 5tRIistics are described below: 

Speed: A creaturt's speed is given in tenns of "Movement Speed! Attack Quickness"): C = Creeping. V S  = Very Slow. S = Slow. M = Medium. 
MF = Moderately Fast, F = Fast, VF "" Very Fa�t. BF "" Blindingly Fast. 

AT (Armor Type): The two leller code gives the creature's MERP amlortype(No = No Annor. SL = Soft Leather. RL = Rigid Leather, Ch "" 
Chain, PI = Plate): the numher is the equivalent to the Roltmarttr numeric annortype. 

Allack: Each attack code s tarts with the attacker's Offensive Bonus, The first Jetter indicates the size of the attack = T = Tiny, S = Small. M '" 
Medium, L = Large. and H = Huge. The last two letters indicate the type of attack = Ti = Tiny, Pi = Pincher/Beak, Ba = Bash. Bi:: Bite, CI "" Claw, 
Cr= Crush. Gr = grapple. Ho = Hom. TS = Trample!SlOmp. St = Stinger. and We "" Weapon. These codes may differ slightly from the MERP 
aodRolemasltrcodes. 
(Pri rna ry/Seco nd a r  y IT erl i a r  y) ::: Each creature usually initiates combat using its "Primary" attack, Depending upon the situation or success of 
the Primary attack, it may laler use its "Sttondary" or "Tertiary" attacks (all in the same round if previous attacks are very successful). 
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13.3 Master Mil itary Ta ble 
Misslel MOl-

Namel# Race ",I Hits AT D8 Sh G, Melee 2ndary M NOles 
08 08 

The Dunlending Clans 
Clan Feargan 
Chieftain (Enion) see Master NPC Chart 
Clan Guard/50 Lesser Men 1 2  140 RUIl 35 Y N 125ss lOO;b 1 0  Chieftain's body guard 
Elite Waniors/400 Lesser Men , 120 RU9 30 Y AIL 95pa ,o.b 5 War group commanders 
Adull WarriorsJ2 l00 Lesser Men 4 70 SVI 25 Y A 75ha ""b 0 Average clansmen: some use poleann!> 
Young WarriorS/750 Lesser Men I 45 SU6 30 Y A 45ha 40sb 5 Some use SS, 51. or. ja 

Clan Erasloc 
Chieflain/I Lesser Men 1 5  155 RI19 45 Y AIL 16Om1 lOOsb 15 lias + 10 equipmcm USC.� bs nn fuot 
Clan G uard/30 Lesser Men 1 2  130 SVI 35 Y AIL 130ml ""b 10 Chieftain's body guard. always mounted 
Elile Warriorsl300 Lesser Men , 1 10 SVI 30 Y A lOOml 75sb 10 War group commanders 
Adult Warriors/I 900 Lesser Men 3 60 5V1 25 Y A ""p 40sb 5 Average clansmen: some use ha 
Young Warriors{700 Lesser Men I 45 SU6 30 Y A 40ha 40ja to Some use liS. sb. sp. sl 

ClanAralit 
Chieftain (Daonghlas) See Master NPC Chart 
Clan Guard/80 Lesser Men 14 ISO Non '0 N N 150bs 100ja 20 Chieftain'S hody guartl. fighl likc madmen 
Elite Warriors/400 Lesser Men 9 12' SU' 40 Y N 105ba 95sb 10 War group commanders. ride together on raids 
Adult WarriorsJl600 Lesser Men 4 70 SU6 30 Y A 80ha ""b 5 Average clansmen: some use sp. ba. or bs-5 
Young WarriOrs/650 Lesser Men I 50 SVI 30 Y AIL ,o.p 45s1 , Some use ss. ha. sb. or.ja 

ClanLeonn 
Chieftain/I Lesser Men 14 145 ChlI3 30 Y AIL 145bs 105sb 10 Uses +5 equipment 
Clan GLlard,l20 Lesser Men 9 120 RL/9 2' Y AIL 100ha ""b 10 Chieftain's body guard 
Elile Warrion;,l200 Lesser Men 5 90 RL/9 20 Y AIL 75ha ""b 5 War grOLIp commanders 
Adult Warriors/I 200 Lesser Men 3 60 SVI " Y N 60ha 50s1 , Average clansmen: some L1.'ie :.pear 
YOLing Warriors/400 Lesser Men I 45 SU6 25 N N 40ha 20ha 10 Some use sb. sl 

Clan Treforn 
Chieftain (Aonghas) See Master NPC Chart 
Clan Guard/40 Lesser Men 1 2  140 RLJ l l  35 Y5 AIL 140ba ''''''b 10 Chieftain·s body guard: use +5 weapons 
Elite Warriorsl250 Lesser Men , 120 RL/9 30 Y A 100.. 95sb 10 War group commanders 
Adult Warriors/l600 Lesser Men 4 65 SLI1! 30 Y A 75ha 65sb 5 Average clansmen: may use ss or �p 
Young Warriors/600 Lesser Men I 45 SVI 25 Y A 45sp 45s1 5 Some use ha, sb. or ja 

Clan Madoc 
Chieftain/I Lesser Men 14 150 RL/9 40 Y AIL 155ba II00b 1 5  Uses +10 equipment 
Clan GLiard/50 Lesser Men I I  13' RL/9 35 Y AIL 130bs 90ja 1 0  Chieflain's body gLl3rd 
Elile Warriors/300 Les...er Men 7 1 10 SLI1! 30 Y N 9Oh, 75ja 1 0  War group commanders 
AdLiit Warriors/1500 Lesser Men 3 60 SVI 25 Y A ""p 45sb , Average clansmen: may L1"-C ha 
YOLing Warriors/500 Lesser Men I 45 SU6 30 Y N 45sp 40s1 5 Some Lise ha. sb. or ja 

ClanEogbann 
Chieftain (BeHigel) See Master NPC Chart 
Clan Guardl20 Lesser Men 10 130 RL/9 35 Y A " "'" ""b 10 Chieflain·s body guard 
Elite Warriors/I 50 Lesser Men 6 100 SLI1! 30 Y A 85sp 65sb , War group commanders 
Adult Warriors/I 300 Lesser Men 3 60 SVI 25 Y A 65ha 40sb 0 Average clansmen: may use �p 
Young Warriors/350 Lesser Men I 45 SU6 30 N A 40ha 35s1 , Some use sp, ss. ja. or sb 

ClanOgaron 
Chieftain/I Lesser Men 1 5  15' Ch/14 35 Y N 150bs 105sb 15 Uses +5 equipment 
Clan Guard/40 Lesser Men I I  135 RL/9 30 Y AIL 125ha 95sb 10 Chieftain's body guard 
Elite Warriors/200 Lesser Men 6 1 00  RL/9 30 Y A 85s5 6O>b 5 War group commanders 
Aduh Warriors/I 200 Lesser Men 3 60 SVI 2' Y N 60ha 45sb 5 Average clan:.men: may usc ,'pear 
Young Warrior:tlSOO Lesser Men I 40 SU6 25 Y N 40ha 40sb 5 Some use ss.ja, Of. 51 
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Misslel Mo' 
Namei# Race L,I Hils AT DB Sh G, Melee 2ndary M Notes 

OB OB 

ClanEwen 
Chieftain Lesser Men 1 7  160 Ch/9 45 N AIL 160'" 1251b 15 Uses ... 15 equipment 
Clan Guard/40 Lesser Men 1 3  145 RLJ9 35 N AIL 145ss 1201b 15 Chieftain's body guard. uses + 10 Ib 
Elite Warriors/400 Lesser Men 10 130 SLIS 35 Y A 1 15ss 95lb 10 WaJ group commanders: excellem trackers 
Adult Warriors/I 200 Lesser Men 4 65 SL/7 35 N N 75sp 65sb 5 Average clansmen: may use ss. or ha 
Young Warriors/400 Lesser Men I 45 SL/7 30 Y N 45ha 4o,b 0 Some use sp, ss. or sl 

Clan Dobac 
Chieftain/I Lesser Men 14 140 RLJ9 40 Y AIL 140ba 105ja 15 Uses ... 10 equipment 
Clan Guard/30 Lesser Men 10 130 SLIS 40 N AIL I ISba ""b 15 Chieftain's body guard: usually mounted 
Elite Warriors/250 Lesser Men 7 1 10 SLIS 35 Y N ,""p 75sb 10 War group commanders: may u� ha on foot 
Adult Warriors/12oo Lesser Men 3 60 SL/7 35 N N 6Oh. 40ja 10 Average clansmen: may use sp 
Young Warriors/350 Lesser Men I 40 SL/7 30 N N 45sp 40,1 10 Some use ha. ss. ja. or sb 

ClanSonmar 
Chieftain/I Lesser Men 1 3  140 ChlI5 35 N AIL 145ba I l 00b 15 Use + 10 weapons 
Clan Guard/25 Lesser Men I I  135 RLJ9 30 Y AIL 1 1 5ml 95sb 10 Chieftain's body guard: use ba on foot 
Elite Warriorsl200 Lesser Men 6 100 SL/7 30 Y N 80ha 70sb 5 War group commanders 
Adult Warriors/I ISO Lesser Men 3 60 SU6 25 Y N 6Oh. 45sb 5 Average clansmen: may use sp while mounte<! 
Young Warriors/350 Lesser Men I 45 SU5 30 N N 40ha 4o,b 10 Some use sp. ja. or sl 

Clan Roth 
Chieftain/I Lesser Men 15 150 ChlI6 40 YI5 A/L. I SObs 1 1 5sb 15 Uses + I S  weapons and ... 10 annor 
Clan Guard/20 Lesser Men 1 2  140 RLJ I I  30 YIO AIL 13"" loo,b 10 Chieftain's body guard. use ...  Sss 
Elite Warriors/ISO Lesser Men , 120 RLJ9 30 Y A 100>< 90ja 5 War group commanders 
Aduh Warriors/I 200 Lesser Men 4 65 RLJ9 25 Y N 70ha 65ja 0 Average clansmen: may use sb 
Young Warriors/3oo Lesser Men I 45 SLIS 30 Y N 4Sha 4S51 5 Some use ss. sp. sb. or ja 

Clan Ruadh 
Chieftain/I (Rulan) See Master NPC Chan 
Clan Guard/20 Lesser Men 10 130 RLJ9 35 Y AIL 10Sha 90ja 10 Chieftain's body guard 
Elite Warriors/ISO Lesser Men 6 9O SLIS 30 Y N 85ha 6Ssb 10 WaJ group commander.; 
Adult Warriors/IOOO Lesser Men 3 60 SL/7 30 N N 6Oh. 50sb 5 Average clansmen: may use spear 
Young Warriors/300 Lesser Men I 40 SU6 25 N N 4Sha 40,1 5 Some use sp. ss. ja. or sb 

ClanColgar 
Chieflain/I Lesser Men 14 145 SLIS 45 N N 14SOO lOOja 20 Uses ... 10 weapons 
Clan Guard/30 Lesser Men 1 1  140 SLIS 40 Y AIL I I OmI 90ja 10 Chieftain's body guard: very good II. calvary 
Elile Warriorsl200 Lesser Men , 125 SLIS 35 Y A 9Sba 7Sja 10 WaJ group commanders 
Adult WarriorsJI050 Lesser Men 3 65 SL/7 30 Y N 6Oh. 45sb 10 Average clansmen: some use sp when mounted 
Young Warri0rs/300 Lesser Men I 40 SU6 30 Y N 40ha 40sb 10 Some use sp, ss. ja. or sl 

Clan Tar Maid 
ChieftainJl Lesser Men 15 145 RLJ9 35 Y AIL I SObs 120sb 10 Uses +S equipment 
Clan Guard/20 Lesser Men 1 2  140 RLJ9 30 y AIL 120ha 95sb 5 Chieftain's body guard 
Elile Warriorslloo Lesser Men 7 1 10 RLJ9 25 Y AIL 9Oh. ,o,b 5 WaJ group commanders 
Adult Warriors/lOoo Lesser Men 4 65 SL/7 25 N AIL 70ss 50,1 5 Average clansmen: may usc ha. or sp 
Young Warriors/300 Lesser Men I 40 SU6 30 N N 4Ssp 40,1 to Some use ha. ss.ja. or sb 
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Misslel M" 
Name/# R.� L,' Hits AT DB Sh G, Melee 2ndary M Noles 

OB OB 

The Temple of Justice 
PriestS/I 2 Lesser Men 13 120 Non " N N ,5<1, "'d, 25 +15 da; uses magic as a first allack; Spell 

Lists: 3 Evil Cleric base 10 H)[h; 4 Open 
Chan. to 20th; 2 Closed Chan. to 10th. 

Acolytes/36 Lesser Men 6 70 Non 40 N N 600, 45<1, 20 +5 weapon: Spell Lists: 2 base Evil Clerk 
lists to Slh. 4 Open Chan. 10 10th: 
2 Closed Chan. 10 5th. 

OHicers/8 Lesser Men 10 125 ChiI3 30 N AIL 120ba 95ja " OB is J 10 with a"Dcrfd" (see Sec. 7.15), 
SoldierSJllO Lesser Men 3 60 RL19 25 N AIL 65'" 45ja 10 OB is 60 wilh a"Derfel" (see Sec. 7.15), 

Palomire 's Home (Atypical DUnedain Estate) 

Guard Caprianll Lesser Dunedain 10 120 Ch/14 40 N AIL 1 1 5bs 95cb " + 15 equipment 
Men at armsl20 Eradorian 3 60 Chll3 30 Y AIL 65ss "", 10 +10 equipmenl 
Medium Horses Horses 3 100 SUl 35 - - 35LTr - 35 One per warTior 

Druedain (Woses) 
Chieftain (Rhan-Guri-Rhin) see Master NPC Chan 
Elite Warriors/4 Oniedain 10 1 10 Noll 45 Y N "Xl., I I Sbl 20 Each leads a group of 10. 
Warriorsl40 Dnledain 5 '0 Noll J5 Y N SOha 9Ob1 10 Border Guards. 
Watchersl5 Dnledain 10 100 Noll 50 YlO N 9Oh, I lObi 15 Chief Scouts; Rangers. 
Hunters/SO Dnledain 4 65 Noll 30 Y N 70ha 'Obi 5 Less-ellpericnced. 
PUkel-menf! Special 10 200 PL!20 30 N N 100m, 120bl 0 Ignore bleeding and stun.�. 

Amon Lind 
Guard Captain (Ectheon) See Master NPC Chan 
Officers/3 Noldor 14 155 Ch/1S+ 90 Y AIL 16Ob, 140cb 20 +20 equipment: other magit- item�: spell users 
Retainersll 2  Various Elves , 1 10 Ch/J5+ 70 Y AIL 130sp 1 151b 20 + 15 equipmem: may use b� in dose combat 
Light Horses Horses 3 100 SUl J5 N N 35LTr - 35 One per warrior 

KEY 
CODES The statistics given describe each NPC: a more detailed description of some of the more irnponam Npc·s can be fOUJld in the main Ie)!;!. 
Some of the cooes are self-explanatory Lvi (level) Hits, Sh (shield). and Mov M (movement and maneuver bonus). The more complex codes 
are listed below 

AT (Armor Type) The two letter code gives the being's MERP armortypc(No= NoArmor. SL = Soft lcather. RL= Rigid Leather. Ch =Chain. 
PI = Plate): the number is the equivalent Rolemasltr armor type. 

DB (DefeRsi ve Bonus) Note defensive bonuses include statsand shield. Shield references include quality txmuse.� (e.g. " YS"" indicale� ··Yes. 
a +S shield"). 

Gr (G reaves) ""A"" and ""L" are used to indicate arm and leg greaves respectively. 

08 's (Orrens! ve Bonuses) Weapon abbreviations follow OB's fa-falchion. ss- short sword. bs - broadsword . .sc -sdmitar. th - twO-
handed sword. ma- mace. ha- hand axe. wh -war hammer. ba- bailIe axe. wm -war mattock. cl -club. qs-quaner staff. da -dagger. 
sp- spear. ml- mounted lance.ja -javelin. pa-pole arm. 51- sling. eb- composite bow. sb- shon bow. lh- Iong bow. lcb- light 
crossbow. hcb- heavy crossbow. bo - bola. wp - whip. IS - throwing star. hb - halberd. Melee and missile offensive bonuse� include the 
bonus for the combatant's best weapon in that category. 

Slals: Ag - Agility. Co- Constitution. SD - Self-Discipline. Me- Memory. Re - Reasoning. St- Strength. Qu - Quickness. Pr-
Presence. Em - Empathy. I n  -Intuition. For MERP. average Re and Me for Intelligence. 

Skills: Most skills are self-explanatory: S/H - Stalking and Hiding. Per - Perception. Amb - Ambush. Acrob- Acrobatics. etc. 
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3.4 Master MPC Table 

MlssIei Moy 
LYI Hitl AT DB Sh Gr Melee lDdary M Noles 

Misty Mountains 
25 295 RlJI2 80 N N Special Special 20 Adult Winged Fire Drake (Black/BlueGreen). 

Attacks: 8SLBi/IOOHCV70LBaJ90FBr; each round may use I head allack (Bi. or FBr). CI allack. and Ba attack (fail). FBr = Aame Breath (I  x/ 
Min. 20x/day): Boh, OB90. 70' range. +1010 heat crilicals due 10 intensity of Ihe flame; Ball OB4S. SO'. 20' radius. Spell Lists: Open Channel· 
ing Lists; Concussion Ways. Sound's Way, Light's Way to 10th Level; Open Essence Lists; Spell Wall. Rune Mastery, Essence's Perceptions, 
I...esser []]usions. Unbarring Ways, Detecting Ways to 20th level; Closed Essence Lists; Spirit Mastery. Invisible Way·s. Lofty Bridge. 
Dispelling Ways to 10th; 90PP x3PP Multiplier Belt (Worn around his left fronl leg. Use the Super Large Critical Table. 

9 lOS Chl3 35 Y AIL 120wh 90hcb 5 Dwarf Warrior/Fighter 
A&84.C097.SD62.Me74.Re72.Sc95.Qu89.Pr70.Em7S.ln59. Climb4S. Smithing35. Trickery1O. Act45. Mason30. +15 War Hammer. +15 chain. 
+IO beavy crossbow, +S bolts, !i smith lools 

Dwallhohlr 25 27S RlJI I 85 N N I I0HCl 90LPi 45 Greal Eagle. Warden of the S. Misty Mountains 1640TA. 
Criticals. 

1:��:�,1�lIoo��!7S��:�J;"';�Q.��.i.�" ���:88 .. s:;��. 
20 Noldo Mage/Alchemist r i S/H3O, LocksSO. Runcs80. Sl/WndSO. Dir Spell 40. S�

:
;:l �;:

l��,... 1 
Ride20. Pa65, 'The Echirena. Maikarama, +25 Broadsword of Ore & Troll slaying, +25 chain no penally to movemem . 
boilS, boots of windwalking/nlnning. headband of longearllongeyelpresence 50'. set of +20 forging IOOls. 8OSPP. See Sec. 6.12 for 

more information. 

Fiamirf 25 170 Ch/19 85 N N 1 8Sbs 17SIb 25 Sinda Bard 
Ag97,Co95.SD82.Me78.Re93.St98.QuI01.PrI0I ,Em88.1n91. S/h6S. Amb60, Trap20. Singing70. Music40. 5educt40, Act40. Per90, Track­
ingSO. PblcSpeak60. RideSO. Trickery4O. MA SI I :  I 00 2:80 3:S0. Sw 1:60. Anannacil. +20 chain no penalty to movement. +20 longbow. +15 
aJTOws. +5 bowstring-unbreakable. +20 light helmet rranslates any language into Sindarian. ring of Facade ll. belt xS PP. 375PP. See Sec. 6,12 
for more infonnation. 

1 8  130 Noll 70 N N 65da 
AJ96.Co",sD92.Me93.Re94,st60.Qu99.PrIOI .Em79Jn99, Music80. Per 70. Dance6O. Singing90. Act90. Scduct 80. 2 Amoves +30 MA Sw 
1 :.$0, +25 . !!D8  of ade n. anklet 4pp, braceJelS +3Odb fueumor, Reverse S lis ring 21day, 216PP. Sec Sec. 6.12. 

30 170 ChlI8 70 N NL 175bs ISOhcb 1 5  Noldo Mage/Alchemist 
Ag90.CoIOO,SD98.Me84,Re8S.St98.Qu95.Pr97.Em96.In72, MathSO. Smithing80. St/WndSO,Runes70. Per75, Elenruth. +20 chain. +20 helmet 
with laen visor which allows Darkvision. and Sidevision. x6pp annband. Boots of Fast Sprint. + 10 crossbow with + IS bolts, 360PP. See Sec. 

50. Ride30. Dir Spell8O, Pa'70. 
arrows, collar 1t6PP acts as a full helm, boola 

ForagingSO. The merging stone. 
and Nature's Eye, ring x5PP, 

TrackingSO, Ride 30. Woodcraft20. St/WndSO. DirSpell30. Per90.Rope< 
i������' 1 

Control I and Plant Growth V. soft lealher annor that acts as Ch 16. ri . 280PP. See Sec. 6.12 for more information. 

Fak:onry20, Dance8O. Music50, 2 AmoYes. +20 
+3008 and ProIccbon D, rilll of sbockbolls. earrings 1 of Calm I and the 0Ib« of 

I I 
(Ag98.Co97.SD82,Me66.Re86,StlOO,Qu96.Pr98.Em76,1n73, Climb40. RideSO. Swim30. 
tion30, Trap-building20. First Aid20. Acrob40, MA St I :  120 2: 100 3:80 4:60 Sw 1:60. +20 
+lOhelmit that negales 30% of all head criticals. a crossbow ofTrollslaying. See Sec. 6.12 for more 

+IS 

Dance 40, Trrdins 40. Climb 50. 
Kala: 511ff. bite. + I 5 

50. 40, Tracking 70, Amb 70. StH 75. 
2:70; 4 Katas: Staff, Knife, Broadword. Throwing 

. 6.12 for more information. 

65. , DivlnS S5, Climb30'
�:�I ,,

1 
+40. Adefense +30. MA 51 1: 100 2:80 3:60 5w I:  3:100 4:80; l..ongk.nlfe, Fl&htina 

+ 10 arrows. + 300B ring. Cloak of Camouflage. See Sec. 6.12 for more information. 
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Misslel M .. 
N .... L,I Hits AT DB Sh G. Melee 2ndary M Noles 

OB OB 

GIANT RANCHERS: 
MOod 24 400 RUI I 40 N N I80HB. lOOHRo 10 Slone.<iianl Warricw/Fighter. The Pattiarch 
!WM 1 7  340 RUII 30 N N 150HBa 9!5HRo 0 Stone-Giant WarriOl'/Fightef. MOnd's wife 
Blind 20 380 RUII " N N 175HBa I05HRo 10 Sione-Giani WarriorIFighler. MOnd', eldest son. 
Glind 8 360 RUII 30 N N 165HBa 95HRo 5 Stone-Gianl Warrior/EightCJ. MG.nd's 2nd son 
Ken. " 300 RUII " N N 130HB. SOHRo 0 Slone-Giani Warrior/Fighter. Mund's Daughter 
Ktirl " 330 RUII 25 N N 145HBa 9OHRo 10 Slone-Giani Warrior/Fighter. Mllnd's 3rd son 
Mote 10 240 RUIl 40 N N 105HBa 70HRo " Stone-Giant Warrior/Fighter. MOnd's 4th son 
Doc, 10 240 RUII 40 N N 105H8a 70HRo " Sione-Giani Warrior/Fighlcr. MOle's twin 
01 .... 16 330 RUIl " N N 145HDa 9OHRo 5 SlooeGiant Wanior/FighleJ. BGnd's wife 
Tina 14 3 1 0  RUIl 30 N N 135HBa 8SHRo 5 Sione-Oiani WarriorlFighter. Oand's wife 
.- 13 270 RUII " N N 12OHJl. 8OHRo 10 Slone..Gianl Wanior/Fighter. KOrI's wife 
"'""'"" 1-8 60-200 RlJII 40 N N 3O-9OLBa 20-60LRo 20 Sione-Qiani Warrior/FighleJ. Grandchildn:n too 

GIANT MINERS: 
Sevin 22 380 RUII 40 N N 1751h I05HRo 10 Sione-Giam Warrior/Fighler. Head of the Household 
TOn 18 360 RUII " N N 165HBa 95HRo 10 Stone-Giant WarriorlFighter. Sevin's brother 
TOP; 20 360 RUII " N N 165HBa 9OHRo 10 Stone-Giant Wamor/Fighlef. Sevin and Tiln's mother 
N ..... I. 340 RUII 30 N N 155H8a 85HRo 10 Stone-Giant Wamor/FighteT. Sevin's wife 
Jani IS 31.0 RUII " N N IJOHBa 70HRo 10 Stone-Gianl Warrior/F"tghlef. Tiln', wife-Io-be 
Nib 14 320 RUI I " N N 135H8a 7SHRo 10 Stone-Giant Warrior/Fighter. Sevin's 1st son 
Mild 10 255 RUI I 40 N N I JOH8a 65HRo 10 Stone·Gianl WarriorlFighter. Sevin's 2nd son 
Tiki I " RUII 20 N N 30HBa 15HRo 5 Sione-Giani ToddlerlFighter. Sevin's young daughter 

NOTE: G�IIUt" R.l�s /qr Gill"'s: Melttattock ila club (we Huge Bmh), Ro (rod indicattla thrown obj«1 allack(any large object ..... il/ 
do,; treaJ m Lorgt Crwh anael (Ler'. rangt il 300' for MfJnd. BUM, Stvin. and Tan and 200'for tht rtlt. All of the gianu Clln alJ() Itomp 
OfJIKIMIIlS as a lecondary anack. we r�ir Itandard OB on 0 Hugt Cnuh ol/ock dtlil·ering double damage. Treat all of t� Gianll OJ "lArgt� 
CrnltIlTtl for the fNTPOStI of en·rleafJ. 

DUN LAND 
SIGNIFICANT CUN LEADERS 
..... 18 170 ChlI3 50 y NL IIi("" 130.. 20 Dun1ending Warrior/Fighlef Chieftain of Clan Fearpn 

A&9O.C097.sD90.M�.Re82.sr95.Qu96,Pr88.Em84Jn89. Ride50. Clirnb20. Swiro20. Music20. PbkSpeaking60. Per3O, I Amove +20, MA 
Sw 1:70 15 shield. + 5 Broadsword. +10 chain. +20 DB ring, +30 M&M boolS. 

Aonghas 16 165 Ch/16 40 Y NL 17"'" lOOja " Ounlending Warrior/Fighter Chieftain of Clan Trefom 
Ag70,Co99.SD89.Me60,Re85.St99,Qu87.Pr9S.Em86.ln93. Ride40. PblcSpeakingSO. ActJO. SeductJO, Singing20, Per40. Tracking30, I 
Amove +30. MA SI 1:90. +20 Broadsword. 3. +IS javelins. +IS chain. +1008 headband. belt that allows +50 to any OB I/daY. 

... .., 12 130 ChlI4 40 N NL ""'" 85ja " Dunlendlng Scoul/Rogue 
A&95.CoSS'sD92.Me89.Re70.St85.Qu89.Pr85,Em91.ln82. Ride30. PbkSpeakingJO, Singing 10. Per5O. Ciimb20, +15 8roadsword. + 10 chain. 
3 +10 .i!velins. 

Raonull 1 3  140 ChlI 3  " y L IS"'" 90ja 20 Dunlending Ranger 
Ag87.Co9O.SD60.Me71 .Re63.SI95.Qu92.Pt92.Em60.ln75. Ride20. Climb40. TrackingSO. Amb20. S/H20. Per3O. +10 broadsword. 2. +S 
javelins. +10 shield, 8001S of Traceless Passing. 13PP 3 speli lislS 

hi .... 17 160 ChlI3 " N N 165bs I IOja 20 Dunlending WarriorlFighter Chieftain orCtan Anil l 
-

Aa92.Co75.SD15.Me68.Re82,St90.Qu94.Pr96.Em56.lJ187. RMie40. PbIcSpeaking4S. Act35. SeductIO. PcrJO. AmbIO. SlHIO. Frmzy30. MA 
St 1:90 2:70 Sw I:SO, +25 Broadsword of Limb Pain; the vi<:tim muSi make a RR YS 10th level or have the spell effecl the limb hit. +15 chain 
thai <:MCds the effecrs of 20% of all torSO criticals. + 10 Helmit !hat increases the morale of his JOIdiers in 'banle to near berserker pmportionl 1 ...J;::ulttoJ.OO:. m �er� 3 -t.IS javelins. NecJd� of Prorections U. (ruou. of these ilems were given 10 him by Mabce.n. 

Selllge! 14 90 ChlI3 20 Y NL ","p 80.. 10 Ounlending Bard 
Ag55.Co4Q,SD95.Me80.Re7S,St60.Qu60.Pr92.Em91.ln80. Ride3O. Ruoes20. PblcSpeaking60. Per5S. +20 chain. +15 DB helmet. +10 spear. 
+5 shortbow. +10 shield. 14PP. 4 spell lists. +2 spell adder -

.... I I  1 1 0  RU9 30 Y NL 120HA 9SJA 20 Dtmlending WarriorlFighter Chieftain of Clan Ruadh 
AJ89.C080.SD60.Me70.Re83.St90.Qu92.Pr85.Em7S.In66. Ride20. Climb30. HJSJO. PbkSpeaking20. +10 rigid Leather, +10 Hand axe +15 
.... Id 

LARACH DUHNNAN 
Elharian 20 120 N0/2 50 N N 100" 51"" 20 DilnadanIDunlending AStrologer 

Ag82.C070.S085.Me92.Re IOO.St5S.Qu8S.Pr9S.Em80.ln9S. St/Wnd60, Runes62. PblcSpeaking40. Trickery25, Per40. Seduct50. Adefense 
+20. medallion x2PP. total 80PP +300B robes. +20 dagger. x4 range multiplier mirror for use with asnologer base lislS. Wand of dual 
ShockbollS. 

- 3 " SV4 " N N .,,, ,,'" " Dunlending Fighler (Trader) 
As93.C093'sD40.MeS7 .Re69.St84.Qu87.Pr67 ,Em89.ln7S, Ride I 5. TradingS. SwimS, Malhemalics20. PerIO. +10 shonsword. 



MaslerNPCTable 63 

Missiel Mo' 
N .... L,' Hits AT DB Sh G, Melee 2ndary M Notes 

OB OB 

C·P-WOOD 
__ '5 '00 NoI' 40 YS N 70.. SOb! 30 Wose Ranger (Chieftain of the Druedain in Caerdh Wood) 

�.C094.sD60.Me8S.Rc69.5r93,Qu99,Pr65.Em8 1 Jn92. Ride70. Swim78. CJimb56, Trackingloo, Per68. SlH82. Amb74. 2 Amoves +30 
MAo Sw I�, +IO lbort swonL k2PP Sbing of claws. 6 lilts 30PP 1otaI. 

HEALER'S HALL 
v..-.. ,. '3S NO/' 40 N N S"'" 3"'" 2S Half-elf Animsisl/Bealer (Master of the Healer's Ball) 

Ag92.Co9O.SD98.Me92.Re8S,St6S,Qu7S.Pr93.Em99.1n97. Ride lS, StJWnd30. Music2S. Dance30. First Aid54, Singing20. Pen8, Rope 
Mastery20 Adefense +3S, All Healer base spells to 10th, all closed Channeling Lists dealing with Healing to 20th. broach +7 spell adder, +15 
dagger, +10 DB robes, ring of leaving. Wand of Injury Assessment. 32PP . 

....... ,. '20 RL'O SO N AiL ,- '2O<b 2S Half-df Ranger- (Dema's adopted son) 
Aa96.coeo.sD69,Me10.Re89,Sl92.QuIOO,Pr92,Em87 Jn95, Ride4O, Climb30, Swim20. Fine Aid20. Amb4S, SIH30, TrackingSO. PerS4, 
le e WOItinJlO, Name', WaY'. and Movins Ways 10 10th Inner Walls. Nature's Ways, and Path Mulei)' 10 5th. +25 ltbilnaur� 
+, �", 20, +1.5 bolts. ring +20 bonus on Trad:ing. Amb &SIH. +10 rigid Iealher made from alligator skin. +10 D8 gRaves, +4 speD 
addIIr bdl t.:Ir.le 2OPP. 

TEMPLE OF JUSTtCE 
M .... 2S '80 N0/2 '00 N N , 2{1"  'OOd. 2S Black Numen6rean AnimistlEvil Cleric 

Ag90.Co4O (98),SD94,Me83.Re98,St8S,Qu91 .Pr94 (101),Em90.ln lOI, TrackingSS. $educI80. PblcSpeaking7S. Per60, St/wnd50, Runes50, 
Dir SpeIiSO. Subduing40, All Evil Cleric Base Lists to 2Sth. most Open and Closed lists to 10th, +2S Dagger that gives cold criticals of equal 
value and returns if lhrown. +20 Staff of Fire that will Casl any spell below 10th level on the Fire Law List at the level of the wielder, +5OD8 
robes with pennanen! Essence Shield. Glove of Tongue Rot l/day. Headband wilh Mind Shield thai acts as a full helm. lesser Ring of Power, 
45OPP. See Sec. 7.ISfor more infonnation 

• II I I  9 'OS Ct/'S 3S Y AiL 10Sbs 8S .. 'S DDnadan Warrior,IFilltaer, l...andowncr 
Aa75.C089,5D94.Me86,Re1t.5l92.Qu93.Pr9I.Em86Jn64. Ride4O. Ptr25. Swim20, Mathemarics3O. +20 chain. +20 BroMiword, +10 SbWd. 
+10 Sbortbow +.5 arrows. +15 08 !'ina 

Klrell 2 'S NO/' 20 N N 3"'" 2"'" 2S Dunadan young women 
Ag90,CoSO,SD6I .Me70.Re91 .SI48,Qu93.Pr90.Ern6I,1n93. Ride20. Dance2S, Singing30, Weaving IS, + 10 DB earring, +20 dagger 

SMUGGLU'S HOLD 
� 8 1 1 5  SU7 3S Y N 105bs .... IS Dunlendinl Scoul/Rogue 

Aa85.C090,sD92.Me9I.Re95,st82.Qu89.Pr92.Em82,1n87. Ride25, Swimmina:20. Tracking3S. Herblore20, Locks20. Traps2S. Foragina:30, 51 
1125, Ma1hcmadc12O, Pel45 • .tIO broadsword. +5 soft leather. +S shiekl. +10 helmet with Presence 25' 

Helin 10 130 Sl)8 30 Y AiL ,- 900b 10 Nonhman Warrior/Fighter 
Ag79,C09S,SD72.Me70.Re84,St96,Qu87,Pr86,Em92,1n94, Ride40, Swimming 10, Tracking30, HerbloreS. Foraging lS, Cookery 10. + I S  
broadsword, +S soft leather,+S shield +S DB greaves, +S crossbow that recocks automatically to allow twice the fire rate. 

� 9 '20 CIt/'S 4S N AiL ,- OS,b 's Corsair Ranger 
Aa89,C086.SD95.Me7�'I

St8I .Qu93r;:��:;ln91, Ride20. Swim40. Sailing30il
��.

Per40. Malbemarics25, + 1 5  chain, +20 
il&bo<tb<!!Y, +  ........ , �l S  _ "";00 S._Iioq ..... ' 3/$y,9 , 3)P1s. 

MUDlrod 9 '40 Ch/13 25 Y N 13"'" ,,",p ' S  Easterling Wanior/Fightcr 
Ag8S.Co 101.SD78.Me86.Re56.St94.Qu82,Pr78.Em76.ln6S. Ride30. Sailing20. Per20. Tracking 10. + IS similar, + 10 shield, +10 chain. 

A*JII 5 . �_ . . S�_ 40 Y N Mas 60Icb IS Dunlending Scoul/Rogue 
��=3.Me89.Re7�.st65,Qu92.Pr89,Em89.ln91. Ride20, Swim 10. Herbkm20. Agricutrure30, LocksIO. + 10 sbonsword. boocs d 

laritess 8 1 10 SU7 4S N AiL 90'" 8S1cb 20 Dunlending Wanior/Fighler 
Aa:96.C085,SD82.Me84.Re8 1.St7S,Qu98,Pr8S,Em9I ,1n94. Ride3S. Tracking40, Swim20, ClimblS, Per40, Traps30, HerblorelO. PbIcSpeak. 
ing20, + IS Broadsword, +S light crossbow. + ISDB annband. boots of Walerwalking, ring Ihat rranslates 8reffren, and DrUedain into Dunal I""" ..... ".oM.� ,. NoI1 15 N N 2Sda 1000b 20 Ounlending Scout/Rogue 

.li"',Qul3�1!S"'23, ..,;s: Sw;m'�, H""'...s, i:.<j,,2S, �bs, +S du"" 
Vorontbor " 9S N0/2 20 N N "'" ""'b 'S Diinadan Animist/ Herbalist 

Ag76,C08S,sD90,Me93.Re94,SI82,Qu8S,Pr87,Em89,1n93, Ride20, Swim lO, SailingS, Herblore60, +10 Shonsword caslS Light 1Jday. +3 spell 
adder ring. rod of Plant Growth III, I I  PP 

Anu"r �!. 14S CblI6 40 YIS N 14Sbs I lOeb 1 0  D4nadan RanIer 
�t!,"!.�7 • .Re94.s"',Qu88.Pt9 ',",::�""3. R�t�imb20'

,
S
.�

�S:;�=T,,:�, ""S.Amb2S. +20 d_+,. 
+ • ' Sb.ield. 0 cr, 15 X , 32PP, 

MeDgron " 130 Rl)9 40 N N 140sp 8Ssb ' S  DllnadanlNortllman Ranger 
Ag84.Co9O,SD78.Me6Q,Re8S.Sr93.Qu93,Pr72,Em81.In81, Ride40, Climb30, Swim20, Tracking4S. Per30. + I S  spear wilh the pennanent 
illusion of a walking stick thrown on it. +10 Rigid Leather Annor. +S Helm, Ring of Nature's Awareness 100'. 






















