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Gllitldint'.�: Ahhrt'l'imioll.l· & /)'1il/iliOlI.l" 

Armla.\' .flop/Jed 10 r('st, IInIJII/'{Jt'lljn� "imoW'lf of his heo!'y .�ack 
and hedmfl. The (lay was lIot. alld 111(' (llickly knit ,,','!!S 1I!!ld the 
dunk air dosl' to the �ro/llld. "£0('/, ),(,{Ir flit' .wmnlt'r,l· �Pf wor.l·p," 
palldl'I"l'(/lhl' Wood-elf .. "(1l1d the fOfesr !!,ets dark{'/'." 

As he openl'd his .wick. he Wtl.\· SIII'pri.W!IJ tojimJ his 11001 emt'.I·lIed 
in aftl/t'. silky weh. A sllar,J Y(lIIk ,,"IIN/himfree. hili seemed to 
sfilllll/a/(' II I'lIstlillX Ihal broke' Ihe eerie sill'lIce. ami u weird cry of 
aflprehension arose. SlIddellly, to lii.f from alld riRlir An'1I1as .I·UII' 
IWO 11IIf!,!!. diskllStillg c/,eallfrt·s. ,Teallln'S OI'el"!:rown alld Iwisted 
far he)'muJ Iheir hitJnlll.l· hirtlll·;1!hr. Theil" .I·i:e. /iowel'l'r, had I/O 
bead"k 01/ Ih"ir aXilir), ill 111,· wood. The)' wert' Oil lIim in an 
ill.l'lol1l. Bill 111m IJrel'lOu.f /I10ll1ellf .1"/wI'et! Ilim. tiS hI' deftly drew 
his ellchallfed Made. Th" slI'ord stllltmolled mort' Ihall lllere anf!.e,. 
or fear in lIi.f foe.f. III(JIf.�/I.j()1" ill Ihl' e)'e.f of IIII' while """. fhe Elf 
saw (I glill/lller;lI!!, of ill/elli�elln'. a /'eco!!,IIiliOIl of Ihe 1Iw.�ic 
s/Iillillf!. ""/"(' IIl1del" the dark ,'tII·n·. 

1 .0 GUIDELINES 
Fantasy role playing is akin 10 a living novel whcre Ihe players 

are Ihe main characters. Everyone combines to write a story which 
i� nevershon of adventure. They helpcreale a new land and Sirange 
new l:lles. 

This series is designed as a tool for Gamcmaslen; (GMs) who 
wish tonm .scennriosor camp;ligns SCI in J. R.R. Tolkien's Middle
earth. The adventure modules arc complete and rcady-Io- run 
sllJliies of very specific areas. and arc intended 10 be used wilh " 
minimum of additiollal wurk. Each hm. slatistical infonnulion 
based on IheMiddle-earlll Role Playiflg (MERP) and Rolemaster 
(RM) fantasy systems. The modules arc. huwever. adaptable for 
use wilh mOSI major role playing games. Creative guidelines, not 
absolules. arc emphasized. 

Plwn:-;suM TUI.KU:N'S Lt:(;,\I.;Y 

Each module is based on exlensivc research and attempts to 
meet the high siandards associaled with Ihe Tolkien leg:lcy. Ra
tional linguislic. cullum!. and gcological data arc employed. Inter
pretive material has been included wilh greal c:lre. and illS into 
defined pallems and schemes. ICE docs not intend il lo be the sole 
or proper view: instead. we hope to give the reader the thrust oflhe 
creative processes and the cholraeter of the given area. 

Remember thai the ultimate .�ourees of infomlation arc the 
works of Professor J.R.R. Tolkiell. Posthumous publicalions ed
iled by his son Christopher shed addilional light on Ihe world of 
Middh,!·eanh. These modules arc derived from Tile Hobbit and 
The Lord of tire Rillgs. although Ihey have been developed so Ihat 
no connici ex iSIs wilh ;my of Ihe OIher sources. 

1 .1 DEFINITIONS AND TERMS 
These abbreviations and lerms arc used Ihroughout Ihe series. 

1.11 ABBREVIATIONS 
GAMIC SYSTEMS 

Mt.·,W .......... Middle·eanh Hole !'Iay;"x 
CH,INAL'Tt:M STATS 

Ag .... . Agility(RMIMERI·) 
Co ..... Constitution(RMIMERP) 
SI ....... $trcngth{RMIMERI·) 
PR ..... Presenee(RMIMERP) 
ItOn) .. imuilion(HMIMEHI') 
Sd ...... Self Discir/ine(RM) 

HM ......... Holemane,. 

Mc ... McnlOry(RM) 
Ig ... .. lruclligcl1cc(MERP) 
Rc .. .. Rcasoning(RM) 
Em .... Emp:l.IhyCRM) 
Qu ..... Quickncss(HM) 
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G"i\lt: T�:II.M.� 
AT . ... Annor Type Lvt ...... Level (ext). or spetllcvct) 
bp .. .... brOIll'·.e piece(S) MA .... Mat1iat Arts 
cp .. .... copper piccc(s) Mod .... Modilieror Modifk-.uion 
Cril .... Critical .�lrike mp ....... miThri! piece(s) 
D ........ Die or Dice NrC .... Non-player Char-Jct er 
DI()() .. PercenTile Dice Result on ...... OITcnsivc nonus 
DB . .... Dcfcnsiw Bunus 1>(' . ..... I·layer Clllllilcter 
FRP ... Fanl:lsy Role Playing PI' ....... Power Points 
GM .... Gamemaslcr R or R;1d .......... R;1dius 
gp ....... g\Jld pieces(s) Rnd or Kd ........ Kuund 

ip ....... iron riece(� ) RR .... .. Resisl:u\cC Rnll 
jp ....... j:ldc piecc(s) St:ll ...... St:ltistic ur Characteristic 

tp .. Iin piete(s) 

Mlt)f)U:-�:ARTlI TERMS 
A ....... Ad,lnllic Kh ....... Khuldul (Dw;1rvish) 
BS ..... Blud: Spcedl l.otR .... The Lord of the Rings 
Clr ..... Cirth or Certar Or ....... Orkish 
D ..... .. Dunae! (Dunlcnding) Q ......... Qucny.1 

Du ..... Dacnael (Old Dunacl) I{ ... ..... Rohirric 
E ....... Eduin Rh ....... Rhoyunioll 
El ...... Etdarin S ......... Sindarin 

Es ..... Eilstcrling S.A ..... Sl'\:ond Age 
I.A .... First Age Si ........ Sitvan Elvish 
F.A .... Fourth Age T.A ..... Third Ag\' 
'·li ...... Hiltrnnn Tl'ng ... Tcngw,lr 
II . ..... llnhbili.dl(Wcslron v:lri:Llu) V ......... Varillg 
Har .... Haradrim W ... Wcstmn(Common Sp'ccch) 
Ilob ... llobhil Wo ..... Wo.-;c(Drut)dain) 

Kd ..... Kuduk(aneicnl H\Jbhiti�h) 

1.12 DEFINITIONS 
The majority of unique tenns and translation.� from Tile Hobbit 

and Tile Lordoftlle Rings apPcllfin the text proper. Here:lresome 
critical definitions relaling to particularly imparlant concepts. 

Angmar - (5. "Iron Home.") Angmar is founded around T.A. 
1300 by Ihe Witch-king. the Lord of the Nazgul. An evil realm, it 
lays nestled in and ;llong the icy flanks of the northern Misty 
Mountains (S. "Hilhaeglir"). in Ihe high plateau of northeaslem 
Eriador. TheGundalok shelf above the norlhwcSlenl Anduin vales 
and a nelwork of undergroun<1 sirongholds (nolably Mouni Gund
abad) cut bcnealh the Misty Mountains form the eastern boundary 
of Angmar. Armies muslered along Ihis line of defense conslanlly 
Ihre;llen Ihe peoples of Rhov;miOIl 10 the ea!-.1. 

Arnor-(S. "Land of the King"or"Royal L;lnd.") Encompassing 
most of Erhldor. Arnor is the /1orthcOIlI1ost of thc two "Realms in 
Exile." [I conslilules the North Kingdom, while Gondor - ils 
siSler land - is the South Kingdum. Founded by Elendil the Tall 
in S.A. 3320. Arnor is seUlcd by the Faithflll NUll1enoreans who 
!led The Downfall of N(imenor. These D(inedain dominate Ihe 
indigellous Eriadoran groups untillhe collapse of Ihe re;)hn. In 
T.A. M61. Amor splils into three sun'essor slales: Anhedain. 
Can..Jolan. and Rhudaur. 

Bcijabar - Beornin�s. A dispersed collection of Northmun 
bands associaled wilh Ihe;lndentl.3ear-cult ofEriador and weSlem 
Rhovanion. Rehlted to Ihe Woodmell and (to u les:.cr degree) lhe 
olher Nnrthmen of Wi Idcrland.they Ix:clIme a distinct. mysterious. 
and highly revered group in elder times. They reside in The Anduin 
Vales. the wcSlcm ei\ves of Mirkwood. IUld along the castern nunks 
of the MislY Mounlains. Some. likc l3eom. cnjoy Ihe power of 
shal>c-changing. 
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Corsairs - Originally descendanL>; ofCastamir (" the Usurper") 
of Gondor and his followers, the Captains who tled Gondor in the 
latter days of the Kin-strife (T.A. 1432.47). 111is group seized 
connol of Umbar in T.A. 1448. Thereafter, they became associ
med with maritime raiding and were labeled "Corsairs." The feml 
later became associated with any pirates based in Umbar or along 
the coasts of Harad. 
Dalemen - The Nurthmcn of Dale. 
Dike - An urtil1ciul embankment such as a man-made earthen 
wall: also an excavmion. 
Dunedain - (S. "Edllin of tile West:" sing. "Dunadan"). lllcse 
High Men are descendants of the Edain who sell led the western 
island continent of Numcnor around S.A. 32. The Duncduin 
returned 10 explore. trade with, colonize, and later conquer many 
areas along the westem, southem, and eastem coasts of Endor 
during the Second Age. Unfortunately, their hubris and desire for 
power Jed them to auempt an invasion of the Valar's Undying 
Lands. As a result, Eru (the One) destroyed their home island in 
S.A. 3319. Those called the "Faithful" opposed the policies and 
jealous Elf-hatred that prompted this "Downfall." The Faithful 
were saved when Nlimenor sank, sailing east to 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 ofthe Faith
ful and the most purely Dlinadan culture in all of Endor. Many 
"unfaithful" (or "Black Nlimen6rean") groups survive as weU, 
living in colonies and independent stutes such as Umbar. Adunaic 
is their native language. 
Dunlendings - (Dn. "Duen Lintis.") A rugged race of Common 
Men who, for the most part, migrmed out of Ihe White Mountains 
in the Second Age. Most settled in Eriador, with the heaviest 
concentration in Dunland. 
Eldar - (Q. "Elves"; "People of the Stars;" sing. "Elda.") The 
Calaquendi (Q. "High Elves") who made Ihe Great Journey 10 the 
Undying Lands. The Vanyar. Noldor. and Teleri kindreds com
prise Ihe Eldar. 
E.othCod - (R. "Horse-folk.") The descendants oflhe Northman 
refugees who migrated oUI of Rhovanion between TA. 1856 and 
TA. 1 899. Heirs of the horse-loving Eothraim.lhey first settled in 
the western vales of the Anduin (near the Gladden Fields) after 
being forced out of their homeland by the Wainriders. In TA. 
1977, they migrated northward, this time to the upper vales of the 

Anduin. There, they became known as the Eotheod. Later, in T.A. 
2510, they moved south to Calenardhon in Gondor, where they 
founded the Kingdom of Rohan and became known as the Rohir
rim. 
E.othraim - (Rh. app. "Glorious Horsemen.") The six tribes of 
Northman horsemen who occupy the southern Rhovanion plains 
until T.A. 1856-99. Actually called Ihe Gimuteothraim, or "Gath
ering of the Glorious Hurses," they are the ancestral culture of the 
Eoth�od and the Rohirrim. 

Esgaruth - (S. "Veiled Foam"?) Lake-town. A greut commer
cial town and freshwater port. Esgaroth is located in the midst of 
Long Lake. It is the chief center of trade for goods passing between 
the Wood-elves of Mirkwood and the Northmen of Wilderland. 
Erebor - The Lonely Mountain. An isolated peak, Erebor is 
located in north central Rhovanion. It isjusteast ofMirkwoodand 
due north of Long Lake. The River Running (S. "Celduin") begins 
beneath the mountain. spilling out onlO Ihe plains of northern 
Wilderland by way ofa waterfall issuing out of Erebor's southern 
flank. 

Guidelines: Definitions 

Eriador - All of the tcrritory north of the river Isen and between 
the Blue Mountains (S. "Ered Luin") and the Misty Mountains (5. 
"Hithaeglir"). Its northern boundary lies along thc highland ridge 
that runs northwestward from Cam Dum and reaches to the Ice Bay 
of Forochel. Some accounts place the southern border along the 
line bounded by the rivers Grcyflood (S. "GwathI6") and 
Swanfleel (S. "Glanduin"). Most hold it to be tilal area north of 
Gondor's traditional western border. Eriador loosely translates as 
the "Empty Lands" and includes the regions of Minhiriath, 
Eregion, Cardolan, Rhudaur. Anhedain. and. by most, Dunland, 
and Enedhwaith. 
Gondor -(S. "Stone-land.") Also known as the South Kingdom, 
Gondor is the great Dunadan realm Ihal lies west of Mordor and 
north of the Bay of Belfalas. It includes a number of regions
(clockwise from the nonh) Calenardhon (Rohan afterT.A. 2510); 
An6rien; Ithilien; Lossamach. Lebennin: Belfalas: Lamedon; 
Anfalas (including Pinnath Gelin); and Andrdsl. Osgiliath on the 
Anduin serves as the Gondorian capital until T.A. 1640. when the 
throne is moved to Minas Anor (Minas TiTith). 
Gramuz-(Rh. " Plainsmen") The sedentary Northman fanners 
and herders of the Rhovanion prairie. 
Great Plague-Awful plague that struck Rhovanion inT.A. 1635 
and swept through Gondor in T.A. 1636-37. 
Uhilien -(S. "Land of the Moon;" R. "Moon lending.") Although 
technically a province, Ithilien ;sessentiallya royal fief in northern 
Gondor. Founded by Isildur, its capital is located at Minas Ithil 
(later called Minas Morgul). !thilien encompasses all the lands 
north of the river Poros, south of the Dead Marshes (Nindalf), east 
of the Anduin, and west of Monlor. The river Ithilduin flows 
through the celller of the province, dividing it into two pans: 
Forithilien (Nonh Ithilien) and Harithilien (South Ithilien). 
HarOld - (S. "South.") The vast region located below the river 
HOlmen, south of Gondor and Mardor. Although (periodically) 
autonomous, Umbar is in Harad. (See Umbar below.) 
Khazad-diim - (Kh:'Dwarf-mansion"; S. "Hadhodrond"; w. 
Dwarrowdelf'.) It is also known as Moria-(S. "Black Chasm"), 
thc Black Pit, and the Mines of Moria. Khazfid-dum slands as a 
citadel. mansion, and city-hold of Durin's Folk, the noblest of the 
Seven Tribes of the Dwarves. Founded in the early First Age in 
caves beneath the Misty Mountains, it overlooks and incorporales 
the holy vale called Azanulbizar, and extends beneath the three 
mountains Fanuidhol. Caradhras. and Celebdil. Early in the 
Second Age, the Dwarves discovered mithril here. and many from 
the Blue Mountains migrated to Durin's home. Khazad-dCim was 
abandoned in T.A. 1982, two years after the release of the Balrog. 

Kin·strife -The Gondorian civil war. The Kin-strife look place 
between T.A. 1432 and TA. 1447 and pitted the forces ofCastamir 
"the Usurper" against King Eldacar. 
Lakemen - The Nonhmen of Lake-town (Esgaroth) and the 
settlements surrounding Long Lake. 
Linda l - (S. "Mere's End") The waterfalls at the southern end 
of Long Lake. Lindal marks the exit of the lakewaters, as they spill 
over a eighty-foot cataract and reSUllle their course as the River 
Running (S. "Celduin"). 
LondarOlh - The ruined Northman town standing below the 
Long Lake by Linda!. 
Long Lake- (S. "Annen") A long, deep lake located on the River 
Running, Long Lake is situated jusllo the east of Mirkwood and 
south of the Lonely Mountain. TIle Taurduin, or "Forest River," 
meets the River Running al Long Lake. Lake-town rises out of the 
lakewaters near this connuence. 
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Long Marshes - (5. Aelinann") The wetlands surrounding the 
lower ponion of the Forest River (5. "Taurduin"), east of Mirk
wood and west of the Long Lake. 

LOrien - (5. "- Dream".) Also known at various times as 
Luthl6rien (S. "Dream flower"), Laurelindorenan (S. "Land oflhc 
Valley of Singing Gold"), Lorinand. Lind6rinand (N. "Land of the 
Singers"), and Owimordene (R. "Haunted Valley".) The Golden 
Wood was formally established by Galadriel in S.A. 1375, al
though a number of Nandor Elves preceded her there. 

Misty Mountains - (S. "Hithaeglir.") Snow- and mist-capped 
mountains which nm southward from the upper Anduin Vales to 
the Isen Gap (Gap of Rohan). The daunting Misty Mouniains form 
the western boundary of both the AnduinValley(S."Nan Anduin") 
and (according to some) Rhovanion. 

Moat - A defensive ditch. 

Mount Gundllblld - The greatest massif in the nonheastern 
Misty Mountains. Mount Gundabad commands Ihe narrow gap 
between the Misty and Grey Mountain ranges. Thus, it is the most 
strategic height overlooking the northern Anduin Vales. A huge 
Orc-hold is situated beneath the mountain, an Orc-kingdom that 
pay!> tribute to the WitCh-king of Angmar. Orcs issued forth from 
this stronghold to assail Erebor in the Battle of Five Amlies. Azog 
and. later, his son Bolg are Ihe two most famous Lords of Gund
abad. 

Noldor - (Q. "The Wise": all. "The Deep Elves".) The Second 
Kindred of the Eldar. 

Numenor -(S. "West-land" or"Weslemessc. ") The large. fertile 
island continent located in the middle of the Great Sea (S. "Bele
gaer" ) from its creation at the beginning oflhe Second Age until ils 

destruction in S.A. 3319. From S.A. 32 until its Downfall (A. 
"Akallabeth"). Numenor was occupied by the High Men (Edain) 
of the West, who became known as the Ounedain (Nlimen6reans). 
These proud Men were the ancestors of the Olinadan race that later 
dominated western Endor. 

Osgiliath - (5. "Fortress lor 'Citadel' J of the Stars.") Originally 
founded as the capital ofGondor, Osgiliath is silUated on both sides 
oflhe Anduin,just north of Ihe connuence of the Great River and 
the ilhilduin and a shon distance nonheast of Minas Tirith. 

Osl-in-Edhil - (S. "Fortress of the Eldar".) Capitol cilY and 
citadel or the Elf-kingdom of Eregion. It was inhabited until S.A. 
1697. when it was overrun and sacked by Sauron's armies. Oro
pher and Thranduil briefly resided there during the Second Age. 

Pellirgir - (S. "Garth of Royal Ships.") Great pon cilY on Ihe 
Anduin. Founded by the FaithfulofNlimenorin S.A. 2350, it is the 
oldest city in Gondor. Pelargir is the capital ofLebennin and serves 
as the home for the Royal Fleet. 

Portcullis - A vertical, sliding grill with spiked tips that serves 
as a barrier gate. 

Rohan-(S. "Horse-land.") Calenardhon afterT.A. 25 10. Called 
The Mark or Riddennark, it is a fertile. gmssy region granted to the 
Rohirrim (a semi-nomadic Northman race) in return for their aid 
against the Bakhoth and their oath of loyalty to the Kings and 
Stewards of Gondor. Rohan's chief lown is Edoras. 

Rhovanion -(5. "Wilderl:md: " I iI. "Wild Place.") Traditionally, 
a vast region encompassing all lhe land south of the Grey Moun
tains (S. "Ered Mithrin"), north of Mordor. cast of the Misty 
Mountains, and wesl of Ihe river Redwater (S. "Camen"). This 
area includes Mirkwood and the northem Anduin river valley. 
Some scribes coutll the whole of the area belween Mirkwood and 
the Sea of RhOn, save Dorwinion, as part of Rhovanion. 
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Slivan Elves -Also called Avari (Q. "Refusers"). the Silvan 
Elves include all of the Quendi who arc not Eldar. 

Sindar - (S. " Grey Elves", alt. "Elves ofTwiJight".) The Sindar 
are ncither Moriquendi nor Eldar. 

Woodland Realm - The Elven kingdom in Greenwood the 
Great. Founded by King Oropher, the father of ThranduiL it is 
ruled by Sinda Lords who left Eregion or L6rien und settled 
amongst the Silvan (Avar) Elves in the forest easl of the Anduin. 
The majority of the realm's people. however. are Avari or Silvan 
Elves, and it is their culture lhat predominates. 

The Forest-folk of the Woodland Realm retreated nonhward 
soon after the founding of their domain. Even though Sauron was 
ovenhrown at the end of the Second Age and they enjoyed over a 
millenium ofpcace, the Wood-elves failed to reclaim the southern 
part of the forest. AfterT.A. 1050and the arrival of the Necroman
cer in Dol Guldur, their realm shr.mk further. By T.A. 2900, the 
Woodland Realm was contined to northwestern Mirkwood. 

W(Hwmen - A distinct group of Nonhman clans who reside in 
lhe deplhs of Mirkwood. They are a loose lribe ofhunter/gatherers 
who live in or below the trees as extended families. Their chief 
senlement is at Woodmen-Iown in southwestern Mirkwood. 

1 .2 ADAPTING THIS MODU LE 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, statistical data such as bonuses and charac
ter"Slats" differ widely between systems: after all, they are keyed 
to specific game mechanics. ICE has chosen to use percentile 
(0100) terms as a base, since conversion to D20, DIS, and 0 I 0 can 
be achieved wilh relalive ease. (Note Section 1 .32 for a handy 
conversion chan.) Player character and NPC characleristics/slats 
are also detailed in one particular manner; again, simplicity and 
consistency have been emphasized, and conversion to 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 10 
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 navorful idea of the region; 

(2) Reread lhe sections devoted to notes for the Gamemasler and 
convening statistics for your game system; 

(3) Choose Ihe time setting for your campaign. Should you choose 
to run a game at the beginning or end of the TIlird Age, orearly 
in the Founh Age, pay panicular anemion to the section 
devoled tothis region "at Olhertimes.'" In faci. this section will 
give theGM an idea of the consideration involved with selling 
a campaign at any date other than that chosen here. ICE chose 
the mid-Third Age as a panicularly 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 OUI
lines you need in addition to the material provided here: 
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(6) Convert the NPC. trap. weapon. spell, and item sunistics 10 
[crms suitable to your game. Note changes in the system you 
arc using which must be made in order 10 keep your campaign 
in linc with the now of life in Middle-e�lrIh; 

(7) Create a total seuing. using lots of maps IO de!ail pallcms and 
provide a creative framework. In this way you will have a rich 
and cnnsi.�lcnl world. and the fuundalion<ialll will give you the 
nexibility [0 detail random areas and events. 

1 .3 CONVERTING STATISTICS 
When lI!�ing this supplement with your PRP campaign, be 

careful 10 note the character statistics before beginning pluy. 
Should any adjustment); m:cd 10 be mmlc. you nllly wish Iu cunsider 
the following guidelines. The m;lIeri;11 provided is in tenns of 
percelltages ami is illtended to give the reader a relatively dear 
picture of the strengths ;md weaknesses of the individuals and 
creatures discussed, Most FRP systems will relate to the data, and 
conversion should be simple: remember, however, thai there ,He 
dozens of role playing rules and the change-over from the statistics 
given here may he trouhlesome. 

1 .31 CONVERTING HITS AND BONUSES 
• When converting pcrccntile values to a 1-20 system a simple 

rule is: for every +5 on a D I UO scale you get a + I on a D20, 

• The concussion hit numhers found in this [11(x1ule represent 
general pain and system shock, They cover bruises and small 
t:U\s rathcr [han woulllls, Critical strike damage is used to 
describe serious wounds and fatal blows, The hit figures shown 
here are It:ss important than those used in game systems where 
death occur.; as a result of exceeding one's availahle hits, 
Should you use a game system that employs no specific critical 
strike results, such as TSR Inc.·s Dungeons and DI'axolI.\'®. 
simply double the number of hits yourcharaeters take or halve 
the hit values found in this module. 

1 .32 CONVERTING STATISTICS FOR 
ANY MAJOR FRP SYSTEM 

All the statistit:s and numerical infonnalion used in this module 
,Ire expressed on a dosed or open-ended scale with a 1 - 1 00  base. 
They are designed for use with percentile dice (DlOO), Use the 
chart below to derive appropriate bonuses or to convert the 1 - 1 00 
numbers to ligures suitahle for non-percentile systems, 

1-100 I> I tlO 020 3-18 2-12 
Sial lion us Bonus Sial Sial 

1 02+ +35 +7 20+ 17+ 

1 0 1  +30 +6 I. 1 5 - 1 6  
100 +25 +5 1 8  1 3 - 1 4  

98-99 +2. +4 1 7  1 2  
95-97 + 1 5  +3 1 6  

90-94 + 1. +2 1 5  " 
H5-H9 +5 + 1  " 10 
75-84 +5 + 1  1 3  • 
60-74 0 0 1 2  8 

40-59 " 0 1 0- 1 1  7 
25-39 0 0 9 6 
1 5-24 ·5 · 1  B 5 
1 0- 1 4 ·5 · 1  7 4 

5-9 · 1 0  ·2 6 3 
3·4 · 1 5  .) 5 -

2 ·20 ·4 4 2 
I -25 ·4 4 2 

Gliideline.�: Cnnverring Suuisrics 

1 .33 CONVERTING STATS 
Ten stats are used to describe each character detailed in the 

module, Should you usc a character dcvelopment syslem with 
diffcrent t:harat:tcristics and/or an alternative number of stats. 
simply follow these steps: 

I) Assign the appropriate stat from ynur FR P system to fhe value 
given beside the analagous characteristic listed in the module, 
I f  your rules use fcwerslals. you mOlY wish to averagc the values 
for those combinations of factors which cOllfribute to a charac
teristic found in your system (e.g .. dexterity = an average of 
quickness + agility). Should your guidelines utilize more stats 
to describe part of a character. you may wish to use the value 
provided for more than onc "corresponding" characteristic 
(e.g .. you might usc the v'lluc assigned to constitution for both 
enduruncc and durability), The f�)llowing is aehan listing some 
examples of equiv;,lenl st;n tenns: 

STRENGTH: pOll'I'I', lIIiX/II ,force. ,I'/umilla, null/I'w":e. COlldi
riml, physiqlU.'. ('1(', NOTe ,11(11 'he ,'(IS' nwjority of systems 
indude stn'nXlh fI,l' un ullrihull'. 

AGILITY: d{,Xf(,l'iIY. (/('ffllf'.\'s, lI1alllla/ skill, adroimess, ma-
1/(!III't'mbility, Sicaflh. doclJoling ahililY. lilht'IIf'�'s, elt:. 

QU I CK NESS: deXleri Iy, ,�/Jl'('{/. I'caNion ahiliry. readi lIess , ele, 
CONSTITUTION: heallh, stamilla, clldul'am:e .physical /'f!sis

tallce, /Jhysique. llanwge I'l'si,wlIIwe, elC, 
SELF DISCI PLIN E: will, alignmelll,Ja;rll, mental slrell8111 or 

powcr. cOfl("elllrarion. �'df control, delel'minalion. zeal, elc. 
EM PATH Y: ('moriO/wl W/)(lci'Y, jud�eml'lII, alignment. wis

dom, malia, m{,,�kal '}f'ml't'.u, b(ll'llil..' l'oil..·l'. I'lc. 
REASONING: illll'lli�l'IIl·(,. le(1I'II;lIg ability, sllldy abifilY, 

an(llysi s ral illg . lIIelllal quickllt' H. loXic, deducl jill' capadlY, 
wil.jlldxelllt'III, I.Q" e/l', 

MEMORY: iIlfCIliJol(,lIce. wisdom. infol'mOlioll capadlY. men
tal ('apacity. recal/, l'l'lell/ion, I'ecognitioll, etc 

INTUITION: wi.fdom, flick. talent. reaclive abililY (m('ntal). 
xucssiflX aIJiliIY, p.l'ycllit, ahility, illsight, c/(lil'l'O),al/ce. il/
.\'piratio/l, pel'Cel)t;oll, pl'e.\'(,lIIimelll, {'IC. 

PRESENCE: (I/'I)('(lr(fll('{" 1{'\·t'l-he(ldedlleH. panic I'e�'iSlatICe, 
morale, psychic abilily, .H'if cOlltrol, v(llIiIY. perceived 
/JOWl'I', IIIl'fllal discif,fillc, hlll'llic I'oi('e, (.'/wl'isma, l'le. 

2) Convert the statistical value of the a.5signed characteristics to 
number.; appropriate for your game. If your FRP system uses 
percentage values. no t:hange should be necessary. If not. usc 
the conversion table. 

1 .34 CONVERTING COMBAT ABILITIES 
All combat values are based on MERP or Itrms Law/Claw Law. 

The following guidelines will also aid conversion, 

1) Strengt" (llId Quickttess bOl/llses hm't' bt't'll de(el'mined 
according 10 Ihl' whl(' ill 1.32 ab{II'(,. Not(' Ihlll lhe .'ifat.\' you (ll'e 
IIsill,� (llId ('01ll1JUle Illesf' b()lIlIse.� IIsing Ihe r/lles /If/del' yO/lr 
,fYStPIII; 

2) Combat adds based 011 lel'eI illcfluled hel'e are: +3I/eve/ for 
fighlel's alld rOXlle,\', +2111'1'1'1 for tltie" (',� and warrior monks, 
am/ + I " el'eI for bal'd.�, monh (llId rangers. Simply /(lke the 
levd of Ihl' d,ural..'/('/', 110/1' Iti.,' dwr(l(:I('/' class (or eqllil'alellf 
III/del' yOllr system J. and complllt' allY offellsive bonllses (due to 
11'1'1'1) appropriat/:' for your XliiI/I', NOlt: thal lhe bmlll.�es oilier 
titan thm'e lIIelltiOlled ulltIer armor Iype art' "offel/sive" o(Ms, 

3) If yoUI' sySIt'1II i�' IXlsl'llon Skill Levels (or olher .�k;// illere
ments). lise tile offensil'/! hflllll.\' lI,� �iI'el/, YOII may have ro 
COIII'el't tlte add (0 (t II01l-P('I'('t'lIlik "allft', Allcl'lwliI'eiy. you 
may wi.l'li 10 /lotI' Seclioll 1.37, 



GuiJdilll'.I': COII\'erlill� Stllli,I'lif'.� 

4) Armor Types (AT) al'l' hm'ed tlll ihe fn//oll'iliK hreakdowl/: 

AT Cover",,/,: Descriptioll 
I Skin (or IiKhtlnorllllll d(J(ltin�) 
2 Robes 

J LiJ.:"t NidI' (a.l' fl((rl oj hmiy, I/of arn/or) 
4 H(,(II'Y Ilid(' (as IXlI"( of hody. 1I0t ar/llor) 
5 Leuther h'rkill (pliaMI' kalh('/") 
6 tear"('/" ('oar 
7 Rein/onw/ Lt'tllher Coat 
8 Rein/orr'ed Fu//.tengtfl tearfwr Com 
Y Lelllht'l" Brt>flstplare 
10 Ll'luJwl' nrell,l·tl,lme ami Gl'l'lII'e,� 
/ / Nalf-Nide PI(/(t' (as pari offJOdy, nol armor) 
/ 1  FIIII-Hiele Platt' (us parr 1if /Jmly, I/of armor) 
J3 Chain SIIi,., 
14 Chain Shirt alld G,"('(II'I'S 
15 FilII Chaill 
16 C/win /-Iaul'I'rk 
17 MI'fal arell,I'II,lllIl' 
18 Metal Breaslpl(Jft' ami Gn'(l\'es 
19 Half Plaff.' 
20 F/lII IJ/me 

Simply look at Ihe armor ("'scriplioll oml sl/h:uifl/fe tilt' apl,ro
priule armor fJpe/('/u,u/rolll y01l1' FRP sYS/{'II/: 

5) OefetlSi,'e bOl/llses arc Imsl't/ oil lhe NPC s qlli('kl/e.�s bVllIIl' 
Ul' ("()fIII'ufed 011 the whle ill 1.32, Wh"I' .. IIJ .. d"fl'lIsil'l' Iwlltls is 
ill parl'lIIheses. the I'OIIIC ol.WI in("/I/(!t's the added capahilily of 
a ,�hield ((III eX11"l1 20 [tlr IIml-mllKi(' lIorma/ .�hil'ld.I·. p/II.� oily 
I'(IllIe for I1U1Kica/ ('lIh(lI/("e11l('II1). III SlIch (f caSt', simply 11011.' 
II/at tlwn' is or is lIol ll shit'lli. lIml if tltere is, whol tYI,t>. 

1 .35 CONVERTING SPELLS & SPELL LISTS 
Spell references provided here are in the foml of "lists," group

ings of related spells. Euch list has a COOllllon [heme and nonnally 
will have a different but relmed spell a[ each level. For instance, 
knowledge of "Fire Law" [0 tenth level would result in the 
acquisition of 1 0  similar fire-based spells, one of each level from 
one to ten. Whether the spell uscrcould effectively cast these spells 
would be up to 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 systcms, however, dictate that pl:lyer characters or NPC!> 
undertake to learn but one spell at H time, often with no requirement 
that its subject matter/effect relate to a particular background or 
p�tlem. Converting the NPC spcll iists 10 individual spell counter
P.1rts will be more difficult. but can be achieved wilh relative case 
using the following guidelines: 

I) Look at thl! NPC s SI)('1/ lisls aml ,w/(' II/I' nlriOI/,I' f/aml',IIor 
tlu:, Xi'OUpiflK,\·. Elich f1a11le 'II'i// il/{Jicfl/e 'II'/rm tYI'e (if spell 

spccialiwtioll the NPC IllIs fo//o'll'ed (('K, thc "Fin'Law" fis/ 
i",Ii('alf.',� a I'rl.'fi're1lf'e for [ire-ori..,/fnJ '�I'pf/s); 

2) Nolf.' the NPC's lel'eI (111(1 determine lite IIlIIuha of Sl)c/ls or 
spell RrOlipillXs hd.�hl' wOllld have III/lil'/" 'jollr gtmw syslem, 
M,m cmuider llle lel'el 0fl'0wer of (lc£'e.Hibie spells lilt' NPC 
would IWI'e (e.R., a 5111 lel'('1 maxicial/ IIIIde,. 'jour nt/ex mi�/ll 
"avea maximllm of8 spells - tll'o 3rd lel'e! spells, tllree 2ndleve! 
spell.f, and three I sl lel'£'l spt'lIs), 

3) Selel:1 '\·I'ell.�/I'f)m YO/lr .�ystem apl"'oJ'riale for (I spell llser of 
tile NPC's 11!1'e! and profession, kupil/g ill mind IIwl lite 
prefcn'I/ces i",li(:all.'d in Ihe modlile .\·Iw/lld he follo .... ·e(J where 
po.I'sible, 
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1 .36 A NOTE ON LEVELS 
When lISing certain "Ievel.systems," a GM may find Ihat 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 1 2th level charactcr respectively. 
Remember 10 reduce appropriate bonuses accordingly. 

1 .37 SKILL BONUSES 
General skill bonuses can be obtained by t:lking the level of the 

character and calculating the apprOI)riate bonus under the syslem 
being used. An NPC's add, as nOled above, will be based on a 
compilation of level, his weapon and/or other items, the relevant 
SlalS, and skill levels. The nonnal bonus derived from skill devel
opment has been computed as follows: (a) where the skill lel'el 
i.s zero thl' hOll/ls is -25, a reflectinn of hasic IIlIfamiliarity: (b) 
a bonlls of + 5 is awartledfor skill h'1'I'1 one (a +30 in{Tl.'as!'): (c) 

for eaclt .I'kill ievel helween flI/e amI tell aI/ additiol/al +5 hmllls i,\' 
applicd: (d)for skill h.'l·eIJ e!cI'ell tllroll,�" twellty Ihl! additional 
IJOnlis is +2 (e,J.: . . .  I·kill h'I'el llinefeel/ yield.l· +(8); (e) [tJl' skill 
t""'cmy-olle Illro/lgll thirty {III (f(/(Jiliollal bO///IS of + 1  per ll'l'('/ is 
(lw(lnled (e,g " l'kill il'l'ellweflt)' eiKhl yield,� + 78): and (j) a Imnll.l· 
of + 1/2 is Rivl'1I fo" c(lch skill lel'e! a/Jol't? Ihirtielh level. 

1 .38 LOCKS AND TRAPS 

The locks and tmps found in this module are described in temlS 
of difficulty to unlock or disarm. Subtractions are from the rolls 
representing a person's al1empt to find or overcome these devices. 
The difficulty factor may represent a specific column on an action/ 
maneuver chan (e.g., Ro[emaster) or an additional subtraction or 
modification to the attempl roll. 

In any case, the tenns arc descriptive and will help the GM 
detennine whether the trap is of above aver.lge difficulty, and how 
tricky it is relative to other devices :md the PC's skills, The 
descriptive tenn is a rclativcconst:lnt based on the followingorder 
of mod iii calion: Routine (+30), Easy (+20), Light (+ 10), Medium 
(0). Hard (-10). Very Hard (-20), Extremely Hard (+30). Sheer 
folly (-50), Absurd (-70). Poor lighting, one's physical condition, 
nearby activity,ctc, may affect the l<.X:k/trap modification number, 
but nOi thedifficulty category. Thus, a trap might read "very hard 
(-50)." indicating it is normally a "-20" construct, but other factors 
(e.g., dark) make it harder to disann. 

These additional problems are easier to overcome than the 
intrinsic comp1cxity ofthc mechanism; this explains why it differs 
from another well-lit trap which reads "sheer folly (-50)" (to 
disanTl), TIle "-50" assuciated with the "vcry hard" trap can, with 
thought, e:L"ily be reduced 10 "-20," but no more advantage is 
nOnTmlly attainable, short of disassembling the mechanism, We 
suggest that a modified ( 0 1 00) roll exceeding 100 results in 
success; skills. stats, etc. should be applied versus the difficulty 
subtraction and the roll 10 yield a result. 
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2.0 INTRODUCTION 
NOTE: Mirtwf/od/omu thehearto/Rhm'ollion. Thi.f "'ork 
COI'('rs all of this dramark domai", 

Rhuvuniol1, orWildcrland, is hOllie 10 TImmduil's Wood-clvcs. 
the Dwarves of the Iron Hills, and various Nonhmen groups oflhe 
mounlains. woods and plains. It is a rugged region untamed by any 
dominanl civilization. EncomJXlssing the ancien! forest of Mirk
wood. once called Greenwood the Great. this wild country is also 
the abode of Gianls and Dragons and Olher powerful beasts. 
creatures who inhllbil lhc mysterious Mountains ofMirkwood lind 
Ihe cold bUi serene Grey Mounlains. 

Rhovanion is vast, varied. and strategically located. The rich 
Anduin Valley comprises ils wcslCnJ nunks. II border fronted by 
Ihe sheer cliffs oflhe mighty Misty Mounlains. To Ihe north, Ihe 
Grey Mountains stand alollg the frontier, separ.lting the area's 
cool. wooded highlands from the bleak Nonhern Waste. 
Wilderland's vast plains burder the greal Kingdom of Gondor to 
the south and the wide. unfriendly country of RhOn to the east. 

2.1 A VARIED LAND 
The Nonhmen of Rhovanion reside amongst others who ordi· 

narily shun the Secondborn. Wuod·elves live throughout nonhern 
Mirkwood, particularly in the east· 
em eave.ti where the Forest River 
feeds the Long Marsh. Immortal 
minsu-els, linguist.ti, lovers of the 
good life. Ihese Silvan Folk cast 
their spells as they hllve for centu
ries - albeit in an ever·.tihrinking 
domain. Meanwhile, to the en.'''. a 
small group of Durin's Folk mine 
the Iron Hills. These Dwarves, 
relatives of the masters of Moria 
(K. "Khazad·dOm") and Dwarf· 
smiths of the Blue Mountains, also 
covel the riches of the Ered 
Mithrin. 

What of the Northmen - what 
are they like? Wild men live here, 
not many. bUI a few genuine wild 
men of the woods, men of little 
learning and culture who live 
closer to beasts than to other men. 
(Some seem more bearlike Ih:1II 
human.) Other bands of more· 
sociable Northmen have seuled in 
larger numbers along the vales of 
the Anduin and on the wide plains 
of Rhovanion to the east and south 
of the forest, tn farnl amI hunt and 
loa small extent, trade. These men 
maintain bonds. however loosely. 
with their kinsmen in Gondor. 
Bound to the soil and woods of the 
region, these proud and indepcnd. 
ent descendants of the &lain lead a clannish existence. answering 
to no one but themselves. 

2.2 A LAND BESIEGED 
Never a eenler of govemmem or a cultural magnet. Mirkwood 

is recovering from the recent Dark Plague. a pestilence which 
stmck down half nfthe men and heasls nfthe lIrea lind led 10 fllm· 
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ine and great suffering in the winter that followed. To add to the 
region's ills. Smaug the Destroyer and his winged cousins make 
their humes in the frozen wastes nonh of the Grey Mountains and 
breed in the Withered l' leath of Desolation. a forsaken zone that 
testifies to the Dragon's powers of ruination. Far tu the south. 
below Rhosgobel and the Narrows of the Forest,jutS Dol Guldur. 
lois gloomy. mist·enshrouded fonress stands as Slluron 's outpost 
in Mirkwlxxl, his stepping-Slone between Mordor and Angmnr. 
From there. the awful Necromancer has cast his sickening and 
slmngling Shaduw across the game and primeval greenery of what 
was Once Greenwood the Great. 

No one travels ur lives in the region without falling under Ihe 
shadow of Dol Guldur. While only the wise have any nOlion of 
why this moun tain sheds such a ghastly spell, all can sense the the 
foul stench of evil and death Ih3t surrounds Amon Lane (S. "Nuked 
Hill'"). Most hardships that befall one in Rhovanion can be traced 
back in one way or Olher to the influence of that accursed craggy 
peak. 

Y CI conflicts have arisen thm apparemly have nothing todo with 
the Evil of that mountain. Rhovanion, the pastoral gateway 
between tin: West and the rest of Middle-eanh, has become the 
warring ground of forces beyond its bounds. The great Kings of 
Gondor. in their quest for empire and the subjugation of the 
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ElIsterling tribes, have brought constant conflict and bloodshed to 
a land which was once liule more than a.corridor for wandering 
folk. While few grcal wars originate in Wilderland, many ballies 
scar the hills and plains of the region, forcing Rhovanion's inhubi· 
tunts to tuke up ItmlS to prolect and defend their homes and fragile 
resources. This is a country under siege. a beautiful and bountiful 
domain gripped by the omnipresent threat of war lind pestilence, 
droughl and deluge, and insidious Evil. 



RhOl'aninn Hi.�tory 

3.0 RHOVANION HISTORY 
NOTE: Where necessary, tile material in this work is set in 
T.A. 1640; however, we /rave foken care to delete time
specific references where",er possible. 

3.1 THE THIRD AGE 
THt: Flit.!>, MII.U:Nn.)M T,A., A QUIt:r TI"n; 

For the men of Rho van ion, life during the first milleniurn of the 
Third Age was prosperous and happy. Predictably good weather 
and copious harvests marked those happy times. The (now
abandoned) terraced fields below thc Undccps date back to this 
placid era, when the Elves and Men of the region enjoyed comfon
abl\! lives and traded thci.rbounty for a wealth of other goods from 
Gondor. Eriador, and Dorwinion. Many came to senle in Rho
vanion, hoping to share the modest wealth born of its fenile 
landscape. From Eriador there came rugged Nonhmen, friends of 
the Dunedain of Gondor. Qut of Gondor nowed a steady stream 
of fanncrs who crosscd the Anduin in seareh of free, open land. 
These folk overwhelmed the indigenous folk (who wcre largely 
"common men") and blended to form the core of thc Plainsman 
civilization ofTalath Harroch (southern Rhovanion). Differences 
in their lifeways, language, and outlook intially kept lhe two 
groups apart, but trade and the common selling of their new homes 
eventually eroded most of the cultural barriers. 

Some Northmcn, however. remained apart. The insular 
Woodmen who entered Rhovanion soon after the end of the 
Second Age travelled soulh of the Old Forest Road and settled in 
relative isolation in the deep woods nearlhe Gladden Fields. Their 
eccenlric Beijabar brethren, scattered families tied to the mystical 
Bear Cult. helped guide the Woodmen clans across the Great 
River. Like the Woodmen. the Beijabar kept 10 themselves and 
clinged to their ancient tradtions. Residing in manors scattered at 
the edge of me woods or along the flanks of the MislY Mountains. 
these stalwan Northmen insured Ihat the new roads remained safe, 
but they rarely mixed with others. 

All the while. the Silvan Elves, or Tawarwaith (S. "Forest
folk"). lived happily in Greenwood Ihe Great. Angalaladh, their 
"Elven Ring." dominated the depths of the Forest and served as the 
heart of their Woodland Realm. They remained fast. albeit 
competitive, allies of their Elven neighbors: the Galadhrim (S. 
"Tree-people" ) of L6rien. (L6rien was, after all. once home to 
King Thranduil and his Sinda retainers.) They also tolerated the 
Northmen. Despite incursions of Plainsmen into the Forest for 
lumber. the mostly Avar Forest-folk coexisted with the newcom-
"'. 

Nonetheless. Thranduil felt compelled to reduce Ihe size of his 
kingdom as the influence of Men waxed. llle retreat of the Wood
elves left the southcmmost pan of the forest open. Into this void 
came Ihe Shadow. 

THf. COr-liNG 0.' Tin: SIIAOOW 
While the fertile hills by the Undeeps became known as the 

Brown Lands during the Second Age. the changes that transformed 
Rhovanion into Wilderland began taking place around T.A. 1000. 
The greal Lady Galadriel, whose innuence spread outward like a 
halo from L6rien, even into and over Greenwood the Great. saw the 
first clouds from the East. In time, those clouds begat great rum
blings, and new enemies came fonh. 

Galadriel could nOI explain what she felt. but she slowly realized 
that another forcccntered the forest. Soon, King Thranduil did as 
well. 1·lowever, as the songs of the Woodland-folk inexplicably 
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took on a quieter key and the crops mysleriously dwindled. the 
Elves could do nothing to stay the tide of Darkness. By the year 
TA. 1 100. Thranduil's people had removed themselves to the 
northem reaches of Greenwood, and Galadriel found herself 
without power beyond the western edges of the forest. Many Elves 
moved back across the river to L6rien. while others ned nonh to 
refuges near Ihe Aradhrynd (S. "1'lalls of the Elven-king"). Little 
did they know that they were easing the way for the spread of their 
worst nightmare. The Evil thai had come to Dol Guldur WitS the 
Lord of Ihe Rings. 

The Elves date Sauron's entry into that mountain at about T.A. 
1050. No one knew it then, though. The Dwarves who had lived 
within Amon Lanc and mined its volcanic depths at the leave of 
Thranduil's falher Oropher had long since departed in search of 
greater riches. No one lived near the Naked Hill. No one noticed 
the dark-robed figures lurking in the caverns' comers. preparing 
Ihe mount for the coming of their resurrected master. 

TH�: Rls�: {W RHllvANlnN's NnKTHM�:N 

The years surrounding Ihe beginning of the second millenium of 
the Third Age mark the height of the Northmen's civilization on 
the Plains. Gondor's empire (after 750) stretched across the Talath 
Harroch to the western shores of thc Sea of RhOn (the area 
corresponding 10 the Gondorian provinceofDor Rhunen), and the 
varied Nonhman groups resided throughout Rhovanion. Al
though their loyalties were divided between their own ChiefTains 
and Kingdom of Gondor (which held titular control as far north as 
the forest edge). no conflicts arose that were serious enough to 
threaten the bond between Nonhman and Dunadan. 

The Nonhmen who lived in Dor RhunclI prided themselves on 
being able to combine the best of both worlds: they had security, 
and learned much from the Dunedain; they were independent. 
They traded with the Nonhmen outside the borders of the Gon
dorian empire: the Woodmen of Mirkwood. lhe tribes of the East 
Bight and the Celduin Valley, and Ihe entrepenurial folk of Lake
lown and Dale. Thus, Dunadan knowledge passed northward and 
sowed the seeds of the fledgling Northman Kingdom. 

Numerous individual homesteads dolled the eastern eaves and 
the plains to the cast of the great forest. Mosl sprang up along the 
great highways. notably the East Way (5. "Men Ramen"). the 
Horse Road (5. "Rathon Roeh" ), and the Way of Araw ("Men-in
Araw"). The greatest concentration of Nonhmen, though, was in 
the hills and breaks of the East Bight. There. a budding but crude 
urban subculture grew up in towns like Buhr Ailgra, Buhr 
Waldlaes (Strayhold). and Buhr Widu. The Waildung tribe 
dominated this area. and Iheir Prince. while not recognized as King 
of the Northmcn, became an increasingly important figure in trade 
and politics. AftcrGondor's overlords established an embassy in 
the Waildungcourt at BuhrWidu. Olher Nonhmen began to see Ihe 
Prince of the Bight as u symbol of the land's prosperity and 
progress. More imponantly, they found themselves forced to 
reckon wilh lhe more sell led Waildung. 

Finally, around T.A. 1248. Princc Vidugavia. the Huithyn of the 
Waildungs. proclaimed himself King of Rhovanion. His self
styled Kingdom included all of the lands north of the line stretching 
easlward from the southern boundary of Mirkwood and roughly 
corresponding to the territory above the East Way. Vidugavia 
respected the borders of Dor Rhunen, which remained the province 
of his friend and supporter, King R6mendacil l l  of Gondor. 
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Although resisted by many Northmcn, Vidugavia's risc pruved 
fortuitous for the Gondori:m King. His united Nonhmen :lilies 
provided the strength ne('esSllry for R6mcndacil to defeat the a 
great Sagulh Easterling invasiull. Wen: il nol for the aid. :111 of 
eastern Gondor might have been losl to Ihe barbarians. The 
alliance insured the survival of a free Wilderland. 

Sudly. Vidugllviu's Kingdom pruvcd shon-lived, and lhe paci 
that afforded safety and momentary peace 10 thousands soon 
resulted in bhxxlshcd. The ullion of Rhovanion dissolved in the 
wake of the inter-tribal disputes following Vidugavia's death. 
Meanwhile. Vidumavi, Ihe Nnrthman King's daughter. m:lTTicd 
Valacarand became Queen ofGondor. Her marriage served as Ihe 
unfortunate catalyst for the tragic Kin-strife. 

TH.: (;(INIHIHIAN KIN-,,-rHln: 

Valacar. blonde-he:lded son ofR6mendacii. was sent with glad 
tidings into Rhovaniun soon aner the Easterlings had been re
buffed. Indeed his move into Rhov:lnion marked a minor migra
tion ofmcl1 und women frum Gondur into the pastoral lands 10 the 
east. He fell in love with the beautiful dark-eyed daughter of 
Vidugavia. TIley married, and Ihe alliance between the two lands 
seemed safe forever. 

Eldacar, son of Valacar and grandson of both R6menducil and 
Viduguvia. took over rule ofth;s greatly extended realm ofGondor 
in T.A. 1432. His ascension sparked rebellion. Many of his 
subjecl�, particularly tho:re in the southern or "seaward" provinces, 
chafed in the face of another monarch whom they perceived to 
favor northern interc.�ts. The powerful Sea-lords of Lebennin, 
Harithilien. Harondor. and Anfalas had long assailed " impure" 
Eldacur's lineage. Citing thai their families were pure in Dunad:.m 
blood - unmingled with the blood of the Northerners - the 
southerners voiced concern Ihat Eldacar was unworthy of the 
crown. When King Valacardied, the Sea-lords and theirfollowers 
offered their own c.lIldid:.te for Ihe throne: Caslamir of Pelargir 
The unrest thai tarnished the last pan of Valacar's reign erupted 
into biuer civil warfare. 

Too weak 10 resist the rebel urnly. Eldacar fled to Rhovanion in 
T.A. 1437. His riv:ll ruled the South Kingdom for the next len 
years. These wcre dark ycars in Rhovanion, for the Gondorians 
stopped trading with the Nonhlllcn and persecuted thc non-Duna
dan residents or northem Gondor and those of Dor Rhunen under 
Castamir's yoke. All the while. the rightful King mustcred his 
ailies in the Nonh and laid the foundation for the reconquest orhis 
Kingdom. In T.A. 1447. Eld:lcar retumcd to Gondor al the head of 
a h.rgely Nonhmun anny and crushed the Usurper's forces at the 
Battle of the Crossings of Erui. From this point onward. the 
Northmcll and DUlledain grew closer. and relations between 
Gondor and Rhovanion were never quite Ihe same. 

1.;� I. 
) 

R/rol'{lninll History 

TH�: GIU:AT PLA(;Ut: 

Nearly twO centuries passed before the next great tragedy struck 
the peoples of WilcJerlund. In T.A. 1 635. during Ihe second year 
of the reign or Telemnar. a terrible wave of darkness cUllle out of 
the east in the fonnoftheGrcat Plague. Rhovanion was devastated 
by a wide v:lriety of unprecedented :lnd unspeakably terrible ills. 
No plague before or since rivals the scale and horrurof this awful 
holocaust. Men died in many Slr:mge ways. 

The following year the Evil spread across the Anduin and 
northward beyond the Celduin. There, the symptoms look fewer 
fonns, but the effect was almost as great. Gondor and her allies 
reeled. and the King I>crishcd wilh all of his heirs. Symbol of 
Gundm's mighl. Ihe While Tree withered and died. Osgiliath 
suffered the most, prompting the new mllnarch. Telemnar's 
nCI)hew Tanllldnr. to lay plans to move the government from lhe 
half-desened cilY 10 Millas Anor. F()ur yeurs later the coun 
transferred til the fortified summercapilal :li the foot of the White 
Mounwins. 'I'he Watch on Mordor wus abundoned Ihat same year. 
Nonetheless. the young King vigorously re.�lOrcd order, Tarondor 
replaced the White Tree with a seedling planted in the citadel of 
Minas Anor and gathered Ihe shards uf a shallercd society together. 
insuring the recovery of Ihe Sotllh Kingdom, 

After the Plague, however, Ihe GondoriaTl King could no longer 
rely on duties and t:lxes tn fill the treasury. The economy became 
more feudal as the old impcrial tax programs waned ill the face of 
the massive tIelJOpulation, displacement. and financial depression, 
This change affecled Rhov:mion, for Ihe Kings of Gondor quit 
laxing their subjects cast of the Anduin. Incentives were necessary 
to keep the populalion of the strategic province of Dar Rhunen 
stable, Many of the Nonhmen reseuled on the plains of southern 
Rhovunion lit this time. pmviding the Soulh Kingdom added 
military assislance in relum for gra7.ing and fanning lands. 

Tm: WAtNitlllt:HS 

Although trade in and through Rhovanion recovered during the 
two centuries aftcr Ihe Plague. many of the region"s towns re
mained in ruin. The population, p:.nicularly in theCelduin Valley 
and on the ea.�tem plains, never again reached ils pre-Plague Icvel. 
Towns like LondarOlh Below the Long Lake were forever aban
doned. The numbers ofNonhmen climbed, to be sure. but the are:1 
was slill sp:lrsely-sellied when another devastating blow slmck. 

Summoned out of the East. the next ill wind struck Rhovanion 
in T,A, 1 854, It callie in Ihe foml of hordes of migrating Easter
lings. Ihe SO-called "Wagon-folk" or "Wainriders." These fierce. 
sW:lrthy nonwds were .. cwally of the Sagillh confederalion. Ihe 
western branch of Ihe Logalh peoples of Rhlln. Pressured by Ihe 
their relentlessly bloodthirsty neighbors. the Asdriags. the Wain
riders poured OUI of western RhUn in countless numbers, Thcy 
overwhelmed the Gondorians and Ihe Eothraim Northmen of Dor 
Rhunen at the Bailie of the Plains and swept across the Talath 
Harroch like an unbroken stornl, 

Once more, the Dwarves and Elve.� retreated into their well
guarded bastions while the Nonhlllen fled or suffered the ravages 
of war. The Wainriders crushed Ihe relatively disunified Nonh
men in shan order and. for the next fony-three yeano. the Wainrid
crs ulternately brutalized and slaughtered most of Rhovanion's 
inh:lbit:lIlts. Many of Ihe Nonhmen escaped into the Vales of the 
Anduin with Marhwini and the remnants of the Eothraim tribes, 
but many more perished. 

TIle cnmage endcd in T,A. 1899, when the Northman Princcs 
and their men arose in revolt and toppled Ihe brulal Wainridcr 
Kingdom. However. for the next 600 years the Wainriders. the 
Asdriags (aka "Ralchoth"). and the Orcs of the Grey Mountains 
tcrrorized Rhovanion and insured that Gondor would never again 
lay claim to the lantls once called Dor Rlulnen, 
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NOItTIIWK'>T ENU(Ut, T.A. 1600·1900 
Arrows depiel lhrusl of Wainridcr inv:lsion, T.A. 1 854. 1 =  
Arthedain: 2= Angmar: 3 =  No Man's Land (Rhudaur): 4= 
Cardolan: 5= Core Territory of Gondor: 6= West Gondor, 
including the Weslfold; 7: Calenardhon or North Gondor: 
8= Gondor's Eastlands, weakly ruled after Great Plague of 
1635-37, relinquished in 1 �54-55; 9= Harondor, contesled 
by Gondor and the Cors<lirs of Umbar: 10= Wuinrider 
Kingdom in Rhovanion 1 854-99: 1 1 =  Umbar. 

Tm; DWARv�;N MIGRATIONS 

But not all b<ld luck befell ihe Men ofRhovunion Illone. In T.A. 
1980. Dwarves mining for mithril in Moria acciden\;llly released 
a Balrog. an awesome and abhorrent "Demon-of-Might" who lmd 
been entrapped in the Underdeeps since the end of the Elder Days. 
Fleeing the belluty iUld protection of their subtemmcllll city, the 
Dwarvcs wandered for years before Timlin I, King of Durin's Folk. 
led his people to Erebor (5. "Lonely Moulltain") in northern 
Rhovanion. There. al the headwaters of the Celduin (5. "River 
Running"). they founded the Kingdom under the Mounlain in T.A. 
1999. Soon afler, Thr:'iin discovered the priceless jewel called the 
Arkenstone in the he:.rl of the sol itary pcllk. Thrain's prize became 
the ,"louse of Durin 's mosl-revered heirloom. 

Shortly after its founding. the DWllrves abandoned their King
dom Under the Mountain in favorofa new seUlement to the north. 
The discovery of gold and gems in the Grey Mountains spurred 
Thorin I to lead his folk out of the Lonely Mountain to found 
another colony and tap this immense lode. The new Dwarf-hold 
prospered for nearly six hundrcd yellrs hut the i'>uccess of its 
industrious inhabitants eventually proved to be ils undoing. In the 
course of mining, the DWarves stirred the long.dumlant Dragons 
residing in the heighti'> nCilr the Withered Hcath. Cold-drakes 
assailed Durin's Folk. TI1C greatest of these beaStS, Ando-anca, 
slew King D�in I in TA. 2589 and c�'ptured the Dwarven treasury. 
D�in 's son, TIu6r, rallied his people, bUl lhe Naugrim lost any hope 
of reclaiming their stronghold. King Thr6r led the majority of the 
Dwarves back to the Lonely Mountain. while his youngest brother 
GrOT took a smaller party further ellsl. Gror founded the realm in 
Iron Hills, which. albeit poorer. proved safer than the refound 
Kingdom Under the Mountain. 

" 

Tm: emUN(j 01' S�1AU(j 
Smaug Ihe Golden, the greatest winged lire-breather\() reside in 

the Grey Mountains, new southward OUI orlhe Withered Heath in 
T.A. 2770. Smelling the newly-mined wealth uf Erebor. the 
covetous Drake sacked the Mountain. roasted or drove off the 
Dwarves, and .�eltled into theGreal Hall ofThror. There, he m:sleu 
upon an inestimable bounty of gold. silver, mithril, and gems
nut tOlllentionjewelry andllnnsdefyingdescriplion. Forthe belter 
p:m of two centuries Smallg ntled his roost in Erebor as Ihe 
Dwurves licked their wound.� at Gror's court in the Iron Hills. or in 
the Blue Mountains beyond Eriadnr (where they worked disheurl
edly as smiths and iron-mongers). 

Smaug also Illid waste 10 the entire upper Cekluin Valley, 
including the Northman town of Dale. The Dragon left a barren. 
blackened wasteland where there was once a pleasant. profitable 
(and unprotccted) town on the banks of the River Running. The 
few surviving Dale-men ran south 10 Esgaroth un the Long Lake. 
Most became fishermen. None sought to resenle Dale for the next 
170 years. 

"1'I/£R�; ANn /JACt< AGAIN" 

In the middle of the twenty-eighth century. the btar Gandalf 
reentered Rhovanion's history. Seeking the dying and tornlented 
Dwarf-king Tlm'lin II. the Grey WiY .. urdcntered the Ne('romancer's 
dungeons in Dol Guldur. Whilehe failed tosaveThr�in I l ,Gandalf 
secured the Dwarf's magic key to Ereborand a long-secret mapof 
the Lonely Mounlain. More imponamly. he discovered what he 
feared most: that the Necromancer of Mirkwood was in faci 
Sauron. 

Gundalf's discovery prompted the White Council to act in 
unison. Sauron fled in TA. 2941 and reentered Mordor. leaving 
Dol Guldur temporarily unoccupied. For only the second lime in 
nearly nincteen hundred years. the Evil One left Mirkwoud. 

That S:IITIe year. the Grey WiZl1TC1 persuaded Thrain's heir. 
Thorin II (Oakenshield). tojoin him on an expedition back illlo the 
Lonely Mountain. Gathering other Dwarves-aal in. Bifur. Bom
bur, Dori. rili, Gl6in. KCli. Nori. 6in, and Ori - and the Hobbit 
Bilbo Baggins. Gundalf ,md Thorin set out on seemingly hopeless 
task of retaking the Lonely Mounlilin from Smaug. 

As recounted in Bilbo's narrative, TIlt'/'(' and fJack AR(lill (also 
known as The Hohhit). the unlikely adventurers achieved remark
able success. Bilbo secretly entered Erebor lind. after stirring 
Smaug. indirectly led to the Dragon's demise. When the golden 
Fire-drake subsequently allacked Lake-town. Bard slew him with 
a bowshol. Thus, the Lonely Mountain was open toThorin'sclaim 
and the Dwarves refound Thr6r's rellllll. Their celebration. 
though. was exceptionally brief. and it took a great victory at the 
Battle of Five Armies before the Kingdom Under the Mountain 
could be reestablished. 

Tin: llA'I-I'U: (W Flv.: ARMIES 

This fateful clash transpired at the b.lsc of Ercbor. and the 
fighting raged across the waste between the Moum"in and the ruins 
of Dale to the south. Thorin and his Dwarves. many of whom 
marched to his aid from the Iron Hi1L�. counted Wood·elves of 
Mirkwood and the Men of Esgaroth and D(lle oshis allies. The Elf
king Thranduil and Bard the Dragon-slayer led theirforceslIgllinst 
the dreaded Orcs ofBolgand (\ horde of blood thirsty Worgs. while 
Thorin held the gate into the Lonely Mountain. The Frec Pcoples 
prevailed and. aided by the Great Eagles and the mighty l3eijaba 
Beorn, routed and slaughtered the Goblin-host and cut down the 
foul Wargs by Ihe score. 
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I n  the aftermath of Ihe battle the Dwarves' new King. D�in 
lronfOOI (King of the Iron Hills) wisely gmnled the Wood-elvcs 
and the men of Esgarolh and Dale generous compensations for 
their efforts in retaking Ercbor. TIlen Ouill buried his slain 
predecessor with Ihe honors he so richly deserved. The fallen 
Dwarf·king 1l1Orin Oak.enshield was laid to resl

,
with I�e �rken

stone on his breast and the magic Elf-sword Orclsl at Ius Side. 
Meanwhile. Thranduil returned 10 Aradhrynd and Bilbo wen( 

home to thc Shire in Eriador. Bard the Bowman, slayerof Smaug, 
resolved 10 rebuild his ancestor's home in the shadow of Ihe 
Mountain. Bard ruled as King of Dale and restored the once
thriving lrade of Ihe upper Celduin Valley. 

Till:: SPREADING SIIAOOW 

With each passing year the strength of the Dark Lord grew and 
his enemies beeame fewer. By the end of the third millenium the 
Shadow of Mordor extended over most of Middle-eanh. Arnor. 
lhe North Kingdom. had fallen ami Eriador became 

.
Iarge�y de

serted as a resull oflhe constam fighting between the Dunedam and 
the Witch-king of Angmar. Evcn Saruman, the Master of the 
White Counci l. had fallen prey to the Evil woven by the Lord of the 
Rings. The White IstM began to embark on his own dark course. 
vainly seeking the lost Ruling Ring. 

Gondor remained Ihe chief obstacle in the palh ofSauron's plan 
to become KingofMen. However. the South Kingd�m was gn:atly 
weakened: its line of Kingsended. its DLinadan anmes were dnven 
out of the Easl and South. Gondor's sparse allies in Rhovanion 
were forced to rely on their own resources 10 survive the dep�a
tions of Orcs and Easlerlings. The Woodmen retreated deep IOtO 
Mirkwood, and the Beijabar j.trcly strayed from their scauercd 
homesteads. Only the Celduin Valley stayed clear of the Shadow. 
With tht: aid of their Elven neighbors in northern Mirkwood. the 
Men of Esgaroth and Dale retained their freedom and fostered 
trade in the North. 

So mueh ohhe rest of the story has already been told: the young 
Stoor from the Gladden Fields who rescued the One Ring from the 
depths of the Anduin and died at the hands of his jealous cousin; 
Sauron's fear Ihal another great lord would employ his precious 
Ringagainsl him: the long search. and thecomingofthe Nazgt1l t? 
the Shire of Eriador. Then came unleashing of the forces of EVil 
-as Saruman's servants assailed Rohan and Gondor from his hold 
at Isengard. and Sauron of Mordor sent annies into the uncon
quered lands east of the Misty Mountains. Hordes Of. Orcs �nd 
Easterlings, Trolls and Haradrim. Wolves �nd MOmak

.
11 as�alled 

Gondor and Rhovanion as the War of the Ring reached Its climax. 
The Shadow grew stronger until the I-Iobbit Frodo took the Ring to 
the Crack of Doom and (with the "help" of Gollum) sealed the fate 
of Sauron. 

During this dramatic and apocalyptic struggle. the Elves 
.
of 

L6rien and the Woodland Realm crushed attacks from the Anmes 
of 001 Guldur. Bard II of Dale and the Dwarves of Ere bora Iso beat 
back SlIvage a.�saulls, withstanding 11 fierce host of Easterlings and 
the Orc-hordes of Mount Gundnbad in the three-day Baule of Dale. 
When the forces of Darkness took to flight. Celebom and King 
Thranduil marched to take the citadel of Dol Guldur. TIle vast 
complex fell after a brief fight and Galadriel cleansed its halls of 
Sauron's legacy. At last. Rhovanion was once again free of the 
great Evil. 

INTO TUE FOURTII AGE 

With the Ring destroyed and thc Evil One forevcrcast into the 
Void. the Fourth Age dawned. Good feelings stirred throughout 
Wilderland us the Age of Men began. TIle forest for so long called 
"Mirkwood" now j.tng with thc songs of the birds who hud lived 
through nil the sadness with unwavering help of Radagast the 
Brown. Many Elves returned across the Anduin from L6rien and 

RhOl'a,,;un History 

THF. TALE OF THE ENTWIVES 
There once was a time when birds sang sweetly and 

newers bloomed throughout this realm. We must remember 
that Southern Rhovanion was once the happy home of Ihe 
Entwives. the keepers of small growing things and the 
teachers of agriculture. During the Finll Age - no one is 
qui Ie sure when-the ElliS and Entwives left their ancestral 
home of Beleriand and moved ellstwllrd into Eriudur. They 
roamed these reaches for cenluries. slowly moving TO the 
south and east until they passed through the mountain gap 
below Iscngard and came ncar the shofC.'i of the Anduin. 
Strangely. they separated. and the Ents remained to.t::nd the 
Ancient Forest (where they cared for the Tn:e-splnts. the 
Huoms) while the Entwives chose to cross Ihe Anduin River. 
There they planted gardens morc sumptuous than any known 
before or since. Luscious (nlils hung on the vine. The sweet 
scent of nectar wafted through the air. Hamlonies between 
the earth. the water. and the air could almost be heard. and 
could always be seen, thanks to the special touch of the 
Entwives. Those few Men who lived in this region leamed 
the art of agriculture from the Entwives. These Men revered 
the mothers of the soil. 

The Entwives dwelt in the region now called the Brown 
Lands. but those lands were far from brown in those years 
gone by. When Ents and Entwives (S. "Enyd" o� "On
odrim") lived togcther. a hannony was formed much hkethe 
partnership of Heaven and Earth. and their paning was 
sorrowful. Nonelheless.cachgave his owngifttotheolvara. 
The Enls secured a link with theelemenls of air and firc, and 
spoke to the winds and Ihe birds in the skies. TI1C EllIwivt:.s 
provided a link with the elements of earth and water. and It 
was their way to sing to the rivers and the stones. and order 
their plentiful gardens. Ents favored greater trees, the tallest 
of the Olvar; their Wives looked 10 all the other plnnts. JUSt 
as the Ents saw to the healthful growing of plan Is upward to 
the sun and sky. the Entwives perfonned a complementnry 
task by seeing to things closer to the soil. and to the 
underground necessities of the olvar. They created intricate 
underground networks of chinks nnd holes. tunnels and 
waterways. and their needs were lovingly served by earth
womlS. moles. millipedes lind grubs. 

Once the Ents had abandoned their Wives, they began to 
dwell on their own passions and slowly took TOOt in the Great 
Western Forest (which once stretched from Fangom and the 
Field of Celebrant to the reaches of the Old Forest in 
ETiador). In their absence. the Entwives gradually forsook 
the bond they shared with the Ents. No one knows quite 
what became of them, not even their husbands. Many speak 
ohhe ··moving trees" periodically sccn in Eriador; others say 
(hey fled to the E.1St when Sauron of Mordor laid waste to 
their home. Some conjecture that they migrated under thc 
earth, to mingle with their own elements. Indeed. one might 
delve beneath Brown Lands today and still find evidence of 
the Entwivcs. although the traces of their gardens are now 
lost in the parched hills along the Anduin south ofMirkwood 
and east of lhe Limlight and the Wold, a region made 
"brown" in Ihe 1aSl days of the Second Age. Only theeroded 
hill-folds that were once terraces give one II hint of the green 
plots that once graced this land. Without the deft touch and 
gentle love of the Entwives. growth could no I�nger �rosper. 
Some say that if only the Ents would return with their songs 
to the sky and the wind. the Entwives would also resurface. 
and the Brown Lands would grow green again. 

• 
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reclaimed their ancient homes. They renamed Mirkwood, recall
ing its old name: Eryn LasguJen -Grecnwood thc Grcal. Reopen
ing ils leafy shades, the Elves brought lighl into the primeval forest. 

The Northmen of the Plains prospered as Lhcy moved thcirherds 
into lunds long threatcned by thc spectre of Easterling barbarism. 
Farmers began enjoying plentiful harvests. The Woodmen and the 
Beijabar rejoiced. no longer in fcar ufOres attacking out of their 
myriad lairs in the Misty Mountains. 

The hold in the Hill of Sorccry hud been ruined, the walls cast 
down by Galadriel, although it took the Elves and Men long 
months to cleanse the mountain. Indeed. legends say that the 
minions of Darkness have reclaimed the caves underground. But 
servants of Evil have (at least for now) greatly dwindled, and the 
harm they can inflict, now that Sauron has been overwhelmed, will 
amount to very liule compared to the past horrors. 

3.2 THE TALE OF YEARS 
THt: Sn,:oNu A(a: 

ca. 1 - The Entwives cross the Anduin and settle in eastern vales 
around the fords known as the Undeeps. They tcach Men of 
agriculture. 

? - The Entwives mysteriously desert their gardens, which fall 
into ruin. Their farmland eventually becomes known as the 
"Brown Lands" (5. "Dor Firnen"). 

ca. 225 1 - After adisputc with the Noldor. Oropher leaves L6rien 
and enters Greenwood the Great. A small group of Sinda ex iles, 
including his son Thranduil. accompanies him across the 
Anduin. Uniting the Silvan Elves (Avari). he founds the 
Woodland Rcalm. 

ca. 2500 - DislUrbed by the rising power in Mordor. and the 
closenessofCelebom and Galadricl in L6ricn and the Dwarves 
of Kha7ild-dOm. Oropher moves his people away from their 
senlements around Amon Lanc (5. "Naked Hill"). The Dwar
ves abandon their mines in the great. extinct volcano. 

3434- Oropher is slain in the Warofthe Last Alliance. Leading 
a large contingent of his Forest-folk during the first assault on 
the Black Land, he prematurely rushes the Mordorean defenses 
and dies in the fighting beforeGil-galad's forces arrive to stave 
off disa'iter. Thranduil succeeds Oropher as King of the Wood
elves. 

3441 - The forces of the Last Alliance enter Sarad-dOr. Elendil 
the Tall and Gil-galad die fighting the Evil One, but the Dark 
Lord is overthrown when Elendil's son Isildur cuts the Ruling 
Ring from Sauron's finger. Sauron and the Ringwraiths pass 
into the Shadows as the Second Age ends. 

THE TIIIRD Am: 
ca. 1-500 - Migrating in waves out of Eriador to thc west, the 

Northmcn arrive in Rhovanion. The Beijabar occupy the area 
around the Misty Mountain passes. while Woodmen forge a 
new life beside Thrdnduil's Elves in the southwestern part of 
Greenwood the Great. later. the Northmen entering southern 
Rhovanion through the Gap of Rohan settle the open lands of 
Talath Harroch. Most become Gramuz or Plainsmen, but the 
six semi-nomadic tribes ofherdcn; cvolve into the Eothraim 
the Horse-lords. Others push northward, building towns along 
the highways and riverways of central and northern Rhovanion. 
These groups become known as the urban Northmen. and 
include the Lakemen and Dalemen of the Cclduin Valley. 

ca. 1-1000- Loosed from Sauron's grip, Easlerlings stage erratic 
attacks on southern Rhovanion. Galadriel extends her influ
ence beyond the borders of L6rien into the southern caves of 
Greenwood. sen ling many of her people in the area by 
Thranduil's Wood-elves. 

1 3  

2 - Isildur, the King of the Realms in Exile. leaves Gondor and 
heads northward up the Anduin Valley toward Arnor. His party 
is attacked by Orcs near the Gladden Fields (S. "Loeg 
Ninglor"). During Isildur's flight across the Gladden Rivcr(S. 
" Sir Ninglor"). the One Ring drops from his finger. The Orcs 
slay Isildur but the Ruling Ring is lost in the depths of the 
marshy river delta. From this resting place the Ring begins 10 
exert an eerie influence on the nearby lands. 

379-89 - King Anardil of Gondor sends his son to claim great 
tracts of land east of the Anduin. The Gondorians call this 
region Dor Rhuncn (5. "Eastern Land"). 

411 - Death of Anardi!. His son is crowned Ostoher, "Com-
mander of the East." 

420 - Ostoher rebuilds Minas Anor. 
ca. 500 - Easterlings invade Gondur. 
492- Death of Os to her. His son Tarostarimmediately drives the 

Easterlings back. and with the aid of the Northmen. crushes 
them. Tarostar takes the name R6mendaci l  (I), the "East
victor." 

541 - Tarostar is slain in a skirmish while trying 10 drive a new 
Easterling horde out of Dor Rhunen. His son, Turambar, 
ascends the throne and quickly avenges his father's death. 

748 - Atanatar I dies after subduing the invaders. His son 
Siriondil takes the Gondorian throne. He officially exacts a 
tribute from the Northmen and absorbs Dor Rhunen as a Royal 
Territory of Gondor. 

ca, 1050 - Sauron secretly enters Amon L'\nc, renaming it Dol 
Guldur (5. "Hill of Sorcery") and making it his refuge. 

1050-1100 - Thranduil builds the l'lalls of the Elven-king (5. 
" Aradhrynd") in a hill overlooking the northern bank of the 
Forest River (S. "Taurduin"') in northeastern Mirkwood. 

1050-2063- 111e Shadow grows ovcrGreenwood the Greal. The 
forest eventually becomes known as 'l'aur-e-Ndaedelos, or 
"Mirkwood." The power in Dol Guldur is simply called the 
"Necromancer," for no one save the (Hairi (NazgOI) know that 
the Lord of the Rings resides in the solitary volcano. 

1149 - Death of Hyarmendacil J. Peace settles upon the Talath 
Harr<>ch. 

1248 - Vidugavia, the Prince of the Waildung tribe of the East 
Bight. proclaims himself King of Rhovanion. He helps the 
Gondorian Crown-prince. Minalcar, defeat the EasterHngs of 
RhOn. This valiant stand cemenls the ties between the 
Dunedain and the Northmen of Rho van ion. Minalcartakes the 
name "R6mendacil ll." 

1253 - Valacar, son of R6mendacil II and emissary to Rho
vanion, marries Vidugavia's daughter Vidumavi. Soon after, 
their son Vinitharya (Eldaear) is born. 

1253-1432 - The Sea-lords of Gondor grow discontented with 
the King's apparent favoritism toward the North. DistuJ'l:)ed 
thai King Valacar's heir has mixed blood. they begin challeng
ing the Crown. Lcd by R6mcnducil's grand-ncphcw. Castamir, 
the Sea-lords question Eldacar's loyalty. They fear that he will 
serve two masters: both Gondor and the Northmcn of Rho
vanion. 

en. l300 - The Witch-king founds his realm in Angmar. in the 
northern Misty MouOIains. Members of the last Hobbit tribe to 
leave Rhovanion. the Stoors. begin departing from the Anduin 
Valley. Many Stoors enler Eriador and resettle in the Angle of 
Rhudaur. Thus, they join the Harfoots and Fallohides west of 
the Misty Mountains. 

1300-1975 - The Witch-king wars on the Amorian successor 
states: Arthedain, Rhudaur, and Cardolan. 

1432 - Death of Valacar. Civil war breaks out in Gondor. 
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1432-37 - The KirJ-:..lrifc rage:.. nle King'sallies in  Ihcsparscly
scltled non hem provinces siruggle against the Sea-lords' (orces 
(rum Ihe dcnscly-scl1ll:d southcm regions. Caslamirof Pclargir 
Icad.� Ihe rchcls. who hcsicge Eldac .. r in thec:lpil:11 ofOsgilimh. 

1437 - Osgili.uh falls. ElrJtlcar is forced \0 nee to Rhovunioll. 
Omcmlil, his ddc:.\ SOli. is captun.:d :Lml pul lu death. 

1447 - AfTer ten ycar.� ;n ex ile. Eld:lC:lr rclUnts 10 Gondor at the 
head of u largely NorthnulII urm)'. The rigillful King slays 
Ca.�lamir and (Icreals the rebels in the U;\Uleoflhe Crossings of 
Erui. The rcbel :-our; ... ; ... urs nee III Pclargir. where t.hey seize the 
Koyal Fleet. 

1448 - TIle Gondorian rcbch laud at Umbar and lake Ihe grellt 
IXlrl. llu:rc they found the Corsair stale. 

1490 - lX;uh of King Eldttcar of Gondor. 
1635-36 - The Great Phlguc i'>trikcs Rhuvaniun. 
IH54 - The Wainriders. a confederation of Sag:uh Easterlings. 

sweeps into southern Rhovanion. They defclIt llcumbined anny 
of Nontuncn and Gondorians in the U;1II1e of the Plains. 

1854-1855 - Gondol' rclin4ui.�hes il.� dominiun over Dur Rhunen 
and abandons Rh{)v:lninn. 

1854-1899 - W:linridcr Kingdom in Rhovanion. 
1856-1944 - R(."(;urrcnt b;llIlcs hetween Ihe Wainriders of the 

E.ast and Gondor. 
1857-99 - The Eothraim ;lIld other rcfugl,.-c Northman groups 

!c;,ve the open country of Rhovanion and senle in the middle 
vales of tile Alllluin: the ilrel.l octween the Athr..td !aur (S. "Old 
Ford") and the Gladden Field:.. 

1899 - The Northlllell revolt mil.! overthrow the Wainridcr 
Kingdom in Rhov:mion. Nenedan Nonhmen found the hill
town of Macthclburg all thc banks of the river Sirros. 

1977 - Two years after the departure ()f the Witch-king from 
Angmar. the Eothrttim :Ire led northward by the Althuyn 
Frumg;lr. The Horse-lords. who are now called the Eothcod, 
sellie near the sources of the Anduin. Their new domain is 
northwest of Mirk wood and south of the Ered Mithrin (S. "Grey 
Mountains"). 

1999 - Leading refugees from Khaz;ld-dum (Moria), Thr.1in I 
founds a new Dwarf-hold in Erebor (S. "Lonely Mountain"). 
The Dwarven King discovers the priceless Arkenstone in the 
hC:lrt of the solitary peak. 

eu, 1999-2200 - Dwarves settle in the Grey Mountains. 
cu. 2000 - The Althilyn Fram. son of Frumgar, slays Scatha the 

Cold-drake. He d:tims Scatha's hoard in the f:lce of DW:lrven 
prolests. When Fr:lm is murdered. the Northmen of the Eoth�od 
aceu!iC the Dwarves of the dilrk deed. 

2001-05 - Fr.lI11 rcbuilts the hillfort of Wr.tecaburs above the 
river Langwell. He createi'> a new capital for the wthcod lind 
names it Fr.lmsburg. 

2050 - l11C Witch-king :-.luyi'> Eimur. This is the end of the line 
of Kings of Gondor. and beginning of the em of Ruling 
Stewards. 

2063 - Allcmpting to discover the nature of the Necrom:lIlccr. 
Gand,llf enttrs Dol Guldur. Sauron eludes him by necing inlo 
the East. 

2460 - The Dark Lord returns to Dol Guldur. 
co. 2460 - Tht Bulclloth, another Eastcrling eoofedenttion. 

invade Rhovanion. They sweep ;\eross the Talath Ham>eh and 
raid against the Nunhmen of the Vales of Anduin. The 
Easterlings threaten Gondor's border outposts. 

246.' - [)Cagul. a Stoor living ncar the Gladdeo Fields, discovers 
the One Ring in the murky river waters. Smeagol. his cousin 
(later known as Gollum). :.Iays [)Cugol and takes the Ring. 

Nhnwllli(m I-listory: The Tule o[YelJrs 

2510 - The Balcholh eros:. the Anduin and invade Calcnardhon. 
With aid frum Eurl llnd his Eothcod. Cirion of Gondor annihi
hues the Easterlings and theirOrc allies at the Field of Celeb runt 
(S. "Parth Celebrant"). Cirion grams Eorl :tll ofCalenardhon. 
which is known thereafter as Rohan. The Eolh�od. or Eorlin
gas, migrate south ;lIld sell Ie in what is later Rohan. 

2589 - Antlo-llnea the Cnld-drake slays the Dwarf-king Ddin I 
and captures the Dwarven treasury. 

2590 - Dragons tlrive the Dwarves out of their holds in the Grey 
Mountains. Many of the Naugrim return to the Lonely Moun
tain with D:i;n's son TIlror. Thror's younge.�t brother, Gr6r. 
leads others into the Iron Ilills, where they found tl new realm. 

2770 - Smaug the Golden nics out of the Grey Mountains and 
lays waste to the upper Celduin Valley. He destroys Dale and 
drives the Dwarves out of the Lonely Mount;tin. The terrible 
Fire-drake uceupies Ercbor, using Ihe Hall ofThr6r as his lair. 

2841 - S:lUron coptures Tlmiin 11 and imprisnns him at Dol 
Guldur. The llist of Seven Rings is taken from the doomed 
Dwarf-king. 

2850 - Gundalf again enters Dnl Guldur. this time discovering 
Sauron in its depths. The wizard speaks with Thrtiin before he 
dies. 

2941 - The White Council drives Sauron from Dol Guldur. 
Sauron reenters Mordor, leaving Dol Guldurlemporarily unoc· 
cupied. Later, the Grey Wiz:lrd persuadesThrain's heir, Thorin 
II (Oakenshield). to join him on an expedition back into the 
Lonely Mountain. En mute, Bilbo takes the One Ring from 
Gollum. The I lobbil later enters Ercbor. Stirred. Smaug the 
Golden allaeks Lake-town. There Ihe Dmgon is sloin by Bard 
the Bowman. The UOllle of Five Armies follows. and the 
combined forces of the Men, Elves. and Dwarves defeot the 
Orcs and Wargs led hy the Unlk Bolg ofGundabod. TllOrin I I  
is slain but his heirDain I I  (Ironfoot)reestablishes the Kingdom 
Under the Mountain. Bard begins rebuilding Dale. 

2951 - The Dark Lord sends three of his NazgUl back to Dol 
Guldur. Khamul the E:.tsterling be(..'Omes Lord of the Naked 
Hill. 

3019 - After the Warofthc Rings. Celcbom and Galadriel lead 
an :tmlY out of L6rien and :lIIack Dol Guldur. Their Elvcn 
forces destroy the fCmnant of the Orc populmion. Galadriel lays 
woste to the myri:ld halls of the cursed volcano. cleansing it of 
Sauron's Evil. 



TJII' UIllIi: Nortlll'rI/ RI/(}I'{/I/iol/ & MirkH'(lOfJ 

4.0 THE LAND 
Rhovanion is called Wildcrland in Lhc collllllon Longue for good 

reason. No race h:l1) ever t:lmed or claimed dominion over the 
elllire region. and nu place in Endur marc cOlllpletely recalls the 
ElderDays. Rhovanion is a geographical :lnd racial microcosm of 
Middle-earth. Here live creatures thai many Men consider merely 
legendary: Gianls, Snow-trolls, Dragons, Greal E.1gle.�, GianI 
Spiders. among others. From Ihe deplhs of Ihe ancienl forest of 
Mirkwoud to the heights of the Grey Mountains. from the golden 
steppes of the Talath Htlrroch to the steaming fens oflhe Withered 
Heath, the terrain is immensely varied. Few lands offer such 
excitement to the lraveler. 

4.1 NORTHERN RHOVANION 
Northern Wilderland traditionally comprises all the lands north 

of the Men-i-Naugrim (S. "W;IY of Dwarves:" al,::\ " Old rarest 
Road·') and the lower Cclduin Valley. 

Tlu: N()IITm:IIN W Asn; 

The Northem Waste (Forodwaith) stretches north of the Grey 
Muuntains. Full of rocky hills ;lnd barren IUndra. it is seldom 
visited by Men or Orcs. being of little value toeitherrace. II is also 
one of the 1I10St dangerous places in Middle-earth. since it is 
inhabited by huge Bears. Snow·trolls. and Drakes. Morgoth's 
ancient legacy still touches this n:giun and ils wcather. 

Snow-covered for most of the year. Ihe Northern Waste is 
exceedingly cold. Worse. it is windy. for it offers no burrier to stop 
Ihe icy galesscre:tming southward from the Ekkaia(S. "Encircling 
Sell") in the Utter North. While some silvery pines nestle behind 
the cliffs and hills 10 survive Ihese blaSls_ most of the vast Wasle 
is home 10 lillie more than lichens. scrub cvergreens, mosses. and 
hardy grasses. 

However, there are Irails here. some m:lde long ago in the First 
Age, but most ilre Plllhs used by wandering Snow-trolls and rare 
bands of lce·orcs. Even the Lossoth (Snowmen) avoid travelling 
ncar Ihe northern edge of the Ered Mithrin. 

TIn: EII�:I) MITIIHIN 

While hardly the mightiest of Middle-earth's mountain ranges. 
thcGrey Mountains(S. "Ered Mithrin") are nonethelessa d:mnting 
wall. By the lOCal st:lIld:trds they risc like jagged peaked Giants. 
.wllle reachingover6000 feet in clev:ltion. All aresnow,clIpped in 
winter. and some ret:!in their while crowns throughout the year. 
The southern face of the chain is virtually sheer. making entry 
difficult for the traveler. Virtually untouched (except by Dwarven 
miners) the region abounds with wildlife. 

On Ihe northern side, lhe Ered Mithrin rises relatively gr:tdually 
from the rolling plains and bmken hills of the Waste. Unlike the 
.'illuthem f:tce of the range. this side presents no sheer mountain 
wall. Instead. gladers cascade down narrow U-shapcd valleys and 
spawn tumults of cold water whieh lind their way nonh [0 the 
Encircling Sea. Stands of silvery firs line the middle slopes of the 
more sheltered v:llleys. Deep glacial lakes dot Ihe countryside. 
while loose scree - the crushed rock churned up by the seasonal 
movemcnts of icenows - impedes travel in  many areas. 

Tm: IliON Hlt,t_� 
The Iron Hills (S. "Emyn Engrin") may once hilve been an 

extension of Ihe Grey Mountllins. Both chains share it similitr 
appcanmce. caeh having a precipilnu.� fllee lOOking sOluh. and both 
align readily. suggesting thm the Valars' destruction of the great 
parent chain was incmnpletc. They simply scattered the foothills 
of the bygone Iron Mountains like links tossed from a broken 
chain. 
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The Iron Hills havc an apt namc, for the ridges appear barren and 
inhospitable. offering lillIe of obvious interest to the prospective 
scttler. II is poor in pn..:cious minerals but conlains a wealth of fine 
iron. Thus, the Dwarves have mined the hills for centuries. 

Tilt: WtTm:H�:1) H�:"'TII 
As the name implies. the great basin tucked in the eastern side 

of the Ered Mithrin is hunJly hospitublc. Dry lukebeds,dehydrated 
or steaming swamps. and scorched moors mark the Withered 
Heath (Q. " Sarch nia Linquelic"). a notorious breeding ground for 
Dragons. For thousands of years. the Great Wonns have claimed 
this valley as a vast abode for their nesls. Some, panicularly the 
lordly Fin:-drakes. inhabit the many cuvems and hollow hills 
found in the Hemh. The more prevalent Cold·drakes, on the other 
hand. prefer nearby homes. 

4.2 MIRKWOOD 

" 

Dominating Rhovanion is the forest of Mirkwood itself. Once 
called Greenwood the Grcat, it is all that remains easl of the Misty 
Mountains (S. "Hithaeglir") of a vast. largely-coniferous forest 
th<ltcovered muchofnorthem Middle-earth in ancient times. Now 
it is dense with oak and beech as well as innumerable varieties of 
evergreens. 

The forest of Mirkwood is over 400 miles long and 200 miles 
across at ils widest point. where the old Forest Road cuts west 10 
east from the Anduin to the River Running (S."Celduin"). The 
trees provide shelter to man and beast and stand as a natural barrier 
10 sweeping invasions from the East. After all. in the heart of 
Mirkwood. the hollows and wide valleys are lined with tall oaks 
standing almost trunk to trunk. 

The Emyn·nu-Fuin (S. "Mountains of Mirkwood") provide an 
ideal locale for adventure. Girdled by stmu..ls of tall conifers, they 
rise 3-4.000 fect out of the sea oflrees like gianl. bald. rugged hills. 
They are covered by various grasses. scrub trees. and bushes in the 
higher reaches, where high winds. shallow soil. and tortuous 
inclines have prevented more eXlensive growth. Here lie the 
sources of the G(Jlduin and Emynen. substantial springs fed by 
generous rains and considerable groundwater. Despite the 
Necromancer's dehydrating spells, enchantments that sap strength 
from the forest. these streams make this one oflhe wettest parts of 
Rhovanioll. 

These mountains dominate much of Mirkwood and command 
the north·central section of the fores!. The once bustling Men·i
Naugrim lies like a ribbon in their southern shadow. The uplifl's 
strategic value, together with it generous offering of mineral 
deposits, make it an important target for forces seeking to control 
Wilderland. 
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'flrl' L(/ful: Dol Gltltlltr. The Alldlli" Vale & Tlte Plains 

4.3 DOL GULDUR (AMON LANe) 
Dol Guldur stands a day's walk into the forest: yet its harsh. 

black. jagged ringers of rock thre�lIen the heavens from such 
heights thal lhe mountain can be seen for scores of miles. To the 
fllr-sighted Elves, there is no pillee IIi0ng Ihe Anduin River valley 
- not ull1il they pass beyond the South Undeeps. nOI unlil they 
cross Ihe Grelll River along the Silverlode into Uriell - where 
their view of the bright blue southern Rhovanion sky isn't punctu
ated by the needle-sharp erags und crevices of Hill of Sorcery. 

Once called "Amon Lanc,"'he"Naked Hill," Dol Guldurwasan 
active volcuno. All thut remains today is a frightful empty cone. 
,I circle of sharp edges jutting up into Ihe sky. Iron-clad fortress 
walls weave in and OUI around the heights halfway up the moun
tain. making the threatening summit seem cven more immnnount
able than in its natural state. lllis bastion is shrouded in foul 
douds, as if a perpetual stonn engulfed the hill. Behind this 
omnipresent facade is the lair of the Necromancer. 

To trdvel1crs unschooled in the secrets of this awful IIbode, the 
dense gloom of Mirkwood appears almO!H cheerful compared to 
the imposing. impenetrable heights of this cruel peuk. Magic is 
thick in the air here, defying all explanation. For those foolish 
enough to embark on (and lucky to survive) a visit to the Naked 
Hill, it is a place of mystery. To someone peering down into its 
depths. it appears abandoned. but rumors suggest that a ruthless 
hand of Orcs led by an evil Magecalled the Necromancer make the 
rouing fortress their home. Cracks in the fortress walls and rotting 
limbers in the scaffolding visible from thc outer rim make the 
ancient mountain-citadel appear vulnerable. although this outer 
appcamnce of decay is merely a deception, a ruse created by the 
Dark Lord from deep within the cinder-cone. 

The thick. sometimes choking .:Iouds and occa."ional rumblings 
from deep within the earth under Dol Guldur have made Elvesand 
Men steer clear of the stem peak. Even those who believe il is 
10lally deserted stlly away from the hill and the open ground 
nearby. Now, few d11re sing of the primeval spiril lhat fashioned 
those jagged mountain peaks in times long past. While a source of 
b311ads in the past. songs about Dol Guldur arc so frightening that 
they scar the dre"ms of children. This music came 10 be sung less 
lind less during the last century. and today has been all but 
forgonen. 

4.4 THE ANDUIN VALE 
Not all comers of Rhovanion 100m as evil as Dol Guldur. 

Indeed. even within the shadow oflhal dread peak friendly. fertile 
valleys streIch oulward 10 the west. Wherever the river Anduin 
curves around. embmcing some ann of land between the water and 
Mirkwood's edge. there is a lush, green pocket of land. In the 
northcrn Nan Anduin (5. "Anduin Valley''), these areas are prime 
pastureland, especially in the cooler months. The scattered resi
dents to the south employ the bouomlands and the adjacent open 
ground for farnling. 

NOTE: 5n! ICE's sIIP/)h'flIf!!lIS ('lIfifled Tile Riders of 
Hohan alld Goblin-gate and Eagle'.f Eyrie/or more in/or
matioll n'xaN/iIlR 111(' 1101'111('1'11 !)art o/tlll' Nail Allduin. 

Four areas of the middle pan of the Anduin Valley deserve 
particular note: the Carrock Vale. Thorl6rien. and Ihe twO Un
cleeps. 
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The Carrock Vale extends from the confluence ofthe Sirros,md 
the Anduin in the north In the Old Ford (S. "Athrad laur." or"lach 
laur" ) in the south. Nearly eighty miles in length, it iS:l particularly 
rocky area containing very little aruble I"nd, at least down by the 
river. Here the Anduin contains thousands of small rock outcrop
pings, the largest of which fonn the tcn-mile long Isle of Bears and 
the huge stone a\ Carrock Ford (S. "Athrad Gynd," or "Iach 
Gynd"). Travel on this pan nfthe Great Rivcrcan be exceedingly 
hazardous. 

TIIORLbRI.:N 

Thorl6rien. largest of the three, ranges westward 10 where Ihe 
river Silverlodc (5. " Celebrant") joins the Anduin. The Rild 
Angalaladh (see Section 10.1)  runs through this area tn LOrien, and 
was once a well-used Elvcn that brought a lighter load with every 
weSlward step. With the closing uf the Golden Wood, howevcr, 
few joumey beyond the Great River. 

NOTE: AP('/' FA. I .  ThOI'Mril'l1 (·nmpri.\·f!.{ ,Ill' ""l'.�t('m 
portion 0/ a /lew E/I'ell realm/mllldal by C('lelwl'll. ("(Iff('(/ 
East Ldl'ien (5. "RII/I/6rien '·). IIIl' I'l'Ritm inc/lUit's 
TJwr/6/'ief/ alld aff oj Cn'ell .... ood hdoll' til(' Narrows. 

TII�: UNnn:t'S 

South ofThorl6rien range two pockets that have crucial strate
gic value: the North and South Undeeps. These regions are an 
extension of the porous, down-like folds of the Wold. ,lIld are laced 
with long exposed ribs ofsedimcnl;lry rock. The great fords oflhe 
Undeeps are located where the Anduin crosses shelves of such 
rock. In both places. the river widens and rushes forth in the (onn 
of a vast, shallow tumult before sweeping into the narrows down· 
stream. 

The North Undeeps liejusl below Iheconnuenceoflhe Limlaith 
and the Anduin and above the junction point of the arid Brown 
Lands and the Wold. The South Undeeps, where the Men Romen 
crosses the Great River, are just beyond the Brown Lands and 
above the mgged Emyn Muil. Both points en;tble travellers to 
cross Endor's mightiest waterway. 

Accordingly, many folk have passed over the Undeeps. The 
fords serve as the traditional communication and invasion route 
into Calenardhron and Gondor proper. It was for this reason that 
R6mendacil II fortified the heights above the crossings. His 
engineers erected Tir Limlailh (5. "Watch on the Limlight;" "k" 
Tir Limlight") west of the North Undeeps and Tir Anduin enst of 
the Soulh Undeeps in order to protect hi.� two principal routes into 
the Enst. 

NOTE: Ramel/dan'1 ('I'e(·ted tll(' ArWJllmll (S. "Royal 
Siol/es")  - the regal pilfar.f ",lIie/i !)n'.�f!n·(' l/if! '-mag!'s 0/ 
/sUdlir and Anarilll/-lIhm'{' Nen llill/(I('I ill ,hI' Em}'11 Mltil 
to mark r/i(' lIorlh('1'I/ bOIllI(/ari('$ o[tltt' KiIlR(!om 0[G(1IIdol' 
pl'o/,,'r. Cal('!wrdlu/ll and Dol' Rllllnell Imlh ('XI('IIc/ccl 1)('
yond his mark. 

4.5 THE PLAINS 
The eastern slopes of the hills in Mirkwood descend rather 

gently when compared to Ihe dropon the western side of the forest. 
In the north Ihey fan out tofonn Ihe nat plains and widely separated 
ridges thai characterize the land around the rivers Celduin and 
Camen. In the south, they eventually give way to the grassy prairie 
of the Talath Harroch. Other thnn a few little streams and patches 
of rolling hills. vcry few discemible lopographical features inter
rupt this pmirie, hundredsof squnre mi les of gent Iy rolling hills and 
wide, grussy stcppclands. 
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5.0 CLIMATE 
The seasons tum in Nan Anduin, yet for the mOOI pan nOI with 

the extremes of winler and summer that inflict other parts of 
Middle-cllrth. Particularly in Ihe pa.'!t, weather in the river valley 
has been pleas.1nl and reliable. Recemly. however. it seems to have 
been gelling much colder in the wintertime. 

NOTE: Tht' Nail Alldllill traditiol/ally l'IIjoys /l'mpel'O/Ures 
h('/H'I'('" a minimllm 0/75 "E anda maximllm 0/225 'E. Tht'st' 
re(lr/illRs ('(lrrl'SpOIUI IO 30 'F alld 90 'F, (llId -I t: and 32 t', 
/"I'.\'IU'clil·dY./(J1' Ihl' Norllm/I'II Ill'j, tlll' ullcinl/ £lIi"ol' red
(ll/ill8 when ('(lI('IIImi,,!: ",emileI'. DefVl'(,S "E" (Ire ('qllal fO 
2.5 lim('s the same Fahrellht'it reoliillR (80 ' pillS 225 ai'('/" 
125 li",('.� til(' Cdl'ill,I' /'f'adinx), 

The same change seems to be occurring in Mirkwood, lllere. 
the density of shadows keeps summer tellll>t:rature from rising 
nlllchabove 175" or2oo' E: but in winter. when the deciduous trees 
have lost their leavc�, the increllsc of sunlight filtcring tlown to the 
forest floor is more Ih;1I1 offset by the increasingly icy winds 
blOwing down from the mountains to the West and North, While 
the region's prcvuiling winds have always come out of the south
west, weather p.1l1ems are no longer predicltlble, 

As far back as living memory reaches, the Talath Harroch has 
always suffered through snow-blown. freezing cold willlers. since 
no great mountains or stands of wood bar the winds and snows 
from whipping across the lands. Snow drifls pile up over the four 
months of hard winter. Soon aflerthe thaw, the spring rainscomc. 
Nativcs of the Plains clIll thcse springtime downpounl Fonwindar 
(Rh, "Fang-winds"). for the winds that regularly sweep the fields 
in mid-April or early MlIY bring torrents of nonstop precipitation 
for days on cnd. Some slUnns last a,� long a,� two or three weeks, 
In order to protect their homes and croplands from thc watcr surges 
and to collect some of the water for their cisterns, the Gramuz 
Nonhmen build extensive ditches and construct water-troughs on 
their homestead.'!, As devastating as these Fonwindar might seem, 
thc)' are in thcir own way a merciful gift. for they are the 
Nonhmen's only reliuble source of water in the Talath Harroch 
during the hot summer. 

Until rcccllIly the Tallith I-Iarroch W:IS the only area in southern 
Rhov:mion that was consistently smothered in snow during winter
time, Now. though, frequent snows fall upon the forest, Dol 
Guldur shined receiving heavy snowfalls in the late eleventh 
century of the Third Age. und with each passing century since 
silent, secret ch:lIlges have gripped the woods 10 the nonh. 

This phenomenon magnified the devastation of the Plague 
Yeurs (T.A. 1635-36), For the first time in the recorded history of 
southern Wilderland, snows fell and stayed on the ground and in 
the brunches of the l1Ilcient trees of Mirkwood - not jusl for days 
or w\..'cks but for months, and well into the spring. Biting wind.s and 
shifting snows besieged the Brown-lands as well: and there only 
those who had discovered the region's numerous underground 
caverns survived the winter of the Plague Year. 

Meteorological prcdictions have ncver been of much usc before 
in Rhovanion, but now Seers find themselves in great demand. 
Today rumors proclaim th:1I if the winter was so wretched. the 
coming summer could only be worsc, 

CUlllali' 

RHOVANION'S WEATHER CALENDAR 

Months 

I )  Narwain 
(Winlcr) 

2) Nfnul 
(Wimcr) 

3) Gwacmn 
(Wimer) 

4) (iw;rilh 
(Sprin!;) 

5) I..olhrol1 
(Spring) 

6) N6rui 
(Spring) 

7) Ccrvclh 
(Summer) 

8) Urui 
(Summer) 

9) IV3nneth 
(Summer) 

10) Narbcleth 
(Fall) 

I I) Uilhui 
(Fall) 

12) Girithron 
(F311) 

Mirkwood lowl:"lnds HighlurIlb 

-Yt!.(f{m� (i/llt>/'nl/ary ""y: YukI 
10-45' I().4Cr ·]U·30" 

Modenlle Mo(k-ralc MoUcr,lIC 

I tJ-40" 5-15' - 1 5-25' 
D" Dry Modcr:l1c 

20·50' 1 5-4:;' ·5·30' 
Modcr:lIc Dry Moderate 

10-60' 25·55' 5-40' 
l lcavy Moderate I !cavy 

40-65' 30-6U' 1 5·50' 
Modcnllc Moder.!l!: Modcr.llC 

50·70' 45·65' 25-60' 
HC:1VY '-!cavy Heavy 

---Lnl!nd(! (illll'rm/ory day: Midy('(//'s) 
50·75' 50·�O· 25-65' 

Vcry '-Icavy Very Ilcilv)' Ikavy 

55-IW 55-90' 25-75' 
Vcry I-Icav), lIe3vy lIeav)' 

55·80' 55-!W 20-65" 
Moder:l.Ie MOtIer:ue ModeralC' 

45-65" 30-6.5' 15-55" 
Heavy Moderate Moderate 

3S-60' 25-60' 1 0-50' 
Moderate Moder.tle o.y 

20-45' IS-4S' 0-40' 
Moderate Moderate Dry 

-MelUlrii (il/lel'm/ary (/ay: Yearsclld) 

N. Waslc 

·25·25' 
Dry 

·25·20' 
Vcry Dry 

- 10-25' 
0., 

O·lO· 

�'ludcr:IlC 

5-40' 
Dry 

10-45' 
Moderate 

10-50' 
Ilcavy 

1()..6{j' 
Moderate 

5-4Y 
0., 

0-35' 
Moder3t!!: 

-S-30' 
"" 

- 10-25" 
Very Dry 

Clima/e No/e: TIl(' l1Ieall (1IIl11wl teml'erall' .wmlll o/rlll' Grey 
MOlllllaillS is 40-50 ': Illert' rht' 0111/1/01 p"l'cipilllrioll m('(111 is 
20-40 illcl'e.I', III II/e Gr('y MOl/l/wins IlIl' ml'all ""'''1(1/ relll

I,cr(/fllre i�' 25-35 ', alld rhl' 1111'011 wlllllal precil'il(lfiol/ is 20-
40 i lU.:he,�. Nol'Ill 0/ lire /l/O/II/Illi II barrier thl' allllllal U't1/pl'I'a
IIIre meall i,f 15-25 ': rlre "'NIII/or precipitatioll ihere i.f 10-20 

inches. 

Precipitation Codes: Very Dry ,.. It'ss Ihal/ 0111' il/ch: Dry ,.. 
olle 10 IW(I im_'he,f: Modemit' ,.. two 10 1III'('e il/ches; /'/l!aI'Y '" 

flU/r tofil'e ill('IIt'5; Vt'1)' lIea,'y = overfi\'e illdl('s.Climote 
NOte,' '/1,(' mt'ltll lilli/lUll lemperatul'e Oll ihe Dai!,or/aJ Plain 
is 50-60 ': IllerI' ,Ire allllllal pn'cipilariol/ "'('(III is 15-35 
;IIchl's. Oil rhl' SOurllel'1I Rllol'alliofl Plain 'he meall al/lmul 
tempe'l'Otlll'e is 45-55 '. (1m/ the' ml'all alllli/ol precipitatioll ;,f 
20-40 ; fiche's, W ithill M irkH'uod ilul! Ille amma/lemperaturt' 
mNm is 45-55 ': IIII' IIIt.'UII for prec:iIJitalioll Ihere i.f 20-40 
illCht'S, /" Ihe Nail Alldllill. lhe a I'erage temperature is 45-55 " 
(1II(l lhe I1Il'all Ulllllw/ /Jrer-ipiIUlioll is 25-45 i/lcht's. 



El'llloRY 

- ' 

6.0 ECOLOGY 
Wilderland is blessed by a temperate climate. plenty of fresh 

running water. and the protection of the Grey Moumains to the 
nonh and the Misty Mountains to the west. Here. the dense woods 
and grassy plains nonnally abound with a great variety of plant lind 
animal life. Unfortunately. the Great Plague, while mostly a 
memory. has len its mark. The forest is ;1 quieter place: the grass 
is higher. the thickets wilder. 

NOKTlIEKN RunvANloN 

Along the Long Lake. lhree distinct types of vegetation illustrate 
the inler,lclion of water and land upon the growth and distribution 
of plants: the aquatic community of the Lake; the shoreline 
eOnlmunity ofgrasses; and the mixed. sub-boreal forest. largely an 
extension of the cathedral-like woods nearby. This balanced, 
M1und ecosystem. provides rainfall. nomlaJ temperatures and 
possesses Ihe stamina to continue nourishing indefinitely. 

The soil of the plains of Rho van ion is rich. and once again with 
nonnal minfall and kind ternl)Cratures. vegetation thrives. In tum, 
the vegetation - grasses to suppon sheep and canle. crops -
holds the topsoil. thus preventing erosion. However, Sauron's 
innuence. or a Drake·s. can easily reverse in little lime growlh that 
has thri ... ed for hundreds of years. am.! reduce to cinders and smoke 
a living green ecosystem that appears indestructible. The Desola
lion of the Dmgons provides gross. vivid proof of the delicate 
nature of plant growth and survival in Middle-eanh. 

In the mountains nuts. blackberries. and hawthorn berries grow 
and prosper. bUI nol so abundantly as before, while in Ihe bushy 
grasslands thyme. sage and marjoram sprout. I n  oak-lined dales 
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patches of clover, purple 
and white. permeate the air 
with their scent while bees 
bigger than hornets con
linue their sweet labors in 
the upper vales of the An
duin. ncar Ihe Carruck. 
Deep in the forest grow 
fungi - some of it edible 
-and pale medicinal herbs 
with unpleasant odors. In 
thc Woodland RCi:llm, ncar 
solid stands of mighty oak 
and beech trees, the sweet. 
pungent aroma of the heal
ing Athelas (Kings-foil) 
plant is in the air. 

SCII.rI'H�:KN RllOVANION 

The clans of Northmen 
whodwcll in the northwest
ern regions of Ang;1!aladh 
in the south of Mirkw{)(xl 
-the Woodmen and the 
Beijabar - now worry 1I0t 
aboul Dragons. but about 
the effects of an unusually 
long. hard freeze upon the 
forest's limber. Fully a 
third of sC)luhcrn Rho
van ion is densely wooded. 
and for most of thc peoples 
living there. the trees are 

essential to life. The nonhern reaches of Angalaladh. up to (and 
even beyond) the Old Forest Road. grow predominantly in decidu
ous hardwoods and bro:td-Ieaf evergreens. but along the edges of 
the forest :tnd particularly in its southern end. tangled thickets of 
deciduous shrubs and needle-bearing conifers grow. 

Til" SIIAI)()W ON Tilt: Fmu.:..'..-r 

Only around Dol Guldur does the vegetation deviate from this 
natural patlern. Although the forest edge once crept up on the 
mountain slopes, trees are 1111 but absent from both the hill lUld the 
surrounding waste. The renlllins of these tall. mlljestic pines now 
stand like bare :tnd ragged driftwood, and bencath them gnarled 
scrub-trees circ;le round this dire spot. Elves who venture into the 
forest reaches tell tales of times within their memory when yellow 
rose bushes. not na"ty scrub. circled round the peak of Dol Guldur. 

Amon Lanc rises from ;1 circle of barren hills, never offering the 
rich. fertile ash that spews from other volcanoes. Instead. the 
Naked Hill Slandssilent. Yet the Hill affecls the forest in insidious 
ways. as ifsome foul polion leaches through the earth beneath this 
pan of Wilderland. The Necromancer's poison permeates all of 
southern Mirkwood and threatens to strangle life on the nearby 
plains. 

At first glance all appears normal. l3ut the trunks of the oaks are 
torturously gnarled, their branches twisted ill pain, as if arthritic. 
Leaves darken and lengthen in Iheir struggle. Ivy slr:mgles the 
trees and trails to the ground like a serpent. Mirkwood has survived 
the pestilence. true. It is a deeper. darker pl:lCC than before; noone 
goes to the woods for a picnic anymore. They are afr:lid. afraid of 
what's happened - and what is yet to COllie, for thc shadow of Dol 
Guldur is ever-lengthening and unrelenting as delllh. 
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7.0 PLANTS 
As its name suggests. Wilderland is a relatively untouched 

selling. It is the home 10 countless fomlS of plantlife. many of 
which can be found no where else. 

7.1 FLORA OF THE FOREST 
The dark and dingy almosphere of Mirkwood began to develop 

when the trees that now predominate the forest claimed thai 
domain. Once feather-leafed locusts and low-spreading chestnuts 
grew here, grncefully spaced so that the sunlight sifled down 
through their shifring leaves, giving the forest ils name, "Green
wood the Great." When the shadow fell upon these lands. gnawing 
insects invaded the locusts and the thousand-year blight struck 
down Ihe chestnul.s. The Furry Oak, conifers, and the Chap-beech 
remained unscathed. growing in dense. overpopulmed thickets, 
trunks often .�tanding not thrce fect apart. TIIC trees grow tall and 
branchless. with Skinny trunks and a parasol ofleaves and branches 
forty feet above ground level. making such a forest prone to just the 
kind of dim. dark. moist. and foggy wood we know Mirkwood to 
be. 

FUiUlY OA" 

Despite the dampening effect it has on a forest. the Furry Oak is 
a benign and valuable tree. Related to the White Oak. its round� 
lobed leaves. deep red throughout the summer, have a quarter�inch 
of soft fuzz on their undersides. A bed of these leaves is comforting 
and warm. Furry Oaks grow very large acorns. fat and round and 
big as plums, Ihcircaps growing fuzz like the leaves do. They ripen 
in late aUlumn and often all fallon the very same day . Squirrels and 
the Woodrnan�wives scramble to gatherthe harvest each year. The 
Elves of Urien frequently send sorties across the river to gather 
acorns sweet enough 10 eat, even raw. Baked into bread or 
dumplings. they taste even beuer. If harvested quickly. they can 
be stored for excellent food value lasting indefinitely. Occasion
ally hollows and burrows of furry acorns can be found throughout 
southern Mirkwood, and as long as they stayed dry after burial. 
they offer sustenance equal to a fresh harvest. 

CHAP-Bn:CII 
The Chap-beech, though at first glance beautiful, is considered 

by many to be a haunted tree. Its bark gleams an unearthly white 
color, particularly under the phase of the new moon. Its papery 
leaves grow so close together that the slightest ruffle of wind 
causes a chain reaction of endless hissing, produced by leaves 
rubbing against nearby leaves. In midsummer. Chap�beechnuts 
tumble down. Numerous and nutritious, they mature in spiky seed 
pods. and when touched by bare skin. they produce a stinging 
venom which can immobilize the victim. "Walls" of these trees 
guard the paths to Dol Ouldur. Only if one finds a way 10 remove 
the stinging husks can he enjoy the pleasant flavor ofChap-beech� 
nuts. Only the Beijabar (and Radagast) make use of this harvest. 
sending out their raccoons. creatures whose leathery paws are 
immune to Ihe Chap�beech venom. The raccoons bring home 
sacks full of nuts. which Ihe Beijabar roast by the side oflheir great 
fires. Fire cmcks open the stinging husks, and the toasted kemels 
inside arc easy to pick out without danger. 

Plants: Flora o/the Forest 

GRAPE-LEAF MAGNOLIA 
The most abundant of the broad�leaf evergreens growing in 

Mirkwood is called the Grape�leaf Magnolia. Its bark is soft and 
pined. its growing shape slender but not as tall as the oak and beech. 
11 does not compete with the larger trees, but forms ils own pockets 
in the forest. Its leaves grow dark green and leathery, almost as if 
you took a holly leaf and expanded il to five times its size. Its 
flowers open up in summertime with blood-red petalS, blooms 
hanging downwards. At the peak of thdr blooming - through the 
month of July - groves ofGrape�leaf Magnolia are unapproach
able. so swanning are they with the bees raised by the Beijabar. 

Honey made from Grapc�leaf Magnolia nee lar is colored dark 
red. Not only is it SWeet and nutritious; it can also have an 
intoxicating effect if ellten to excess. The Beijabar make Magnolia 
Mead from Ihis honey and drink it only at the most solemn or most 
festive of their feasts. 

ROSE TRu:s 
Mirkwood is known for two characteristic shrubs, aile very 

beautiful and one very deadly. The famous Rose Trees of southern 
Mirkwood grow dense and tall like a hedge of lilacs. Rose, 
burgundy. and pure white blossoms duster together over almost 
every inch of these trees as they bloom. As beautiful as the flowers 
are, blooming from Lothron to Ivanneth (May to September), the 
hedges themselves puncture any skin with needle-sharp thorns. 
making a Rose Tree hedge-row impervious to all intruders except 
the wild goats, which cat right lhrough them, thorns and all. 

Legend has it that an ancient Elf-maiden concocted the nectar of 
these beautiful trees, and that whosoever succeeds in extracting a 
vial of their nectar, called "Mir�melellen." has a potion of great 
value in enchantment. Such tales have merit. for the Rose Trees 
were planted by Elves long ago in an eHon to mark the boundaries 
of their realms; and even today. the healers ofL6rien use the trees' 
precious gift to cleanse the body of any foul poison. The highest 
concentration of Rose Trees still can be found in the deeps of 
Ang:Ualadh, near the Great Elven Circle (Cor Angalaladh). but 
chance hedges can be found throughout the wood. 

DEADLY MILK-WHITE TRUMPET 
No plant grows more perniciously in Southern Mirkwood than 

the milk�white trumpet, or "Datura." A shrub that reaches up to 
twelve feet tall, its every growing part exudes a sickening odor 
when bruised. Huge. pale trumpet flowers. some a foot in length. 
bloom in late summer. If one happens by during pollination 
season, one risks being overwhelmed by this odor. multiplied 
many times over. for the flowers eject their silky while pollen 
forcefully. Contact with milk�white trumpel pollen has been 
known 10 produce blindness and nausea lasting a week and, in 
extreme cases, madness. Cruel Northman assassins have em· 
ployed a paste derivative as a means of securing infonnation. since 
the delirium acts to release one's innermost lhoughls. 

But the flowers aren't the worst of the milk�white trumpet. By 
mid-autumn it produces a prickly seed (XXI quite as big as a Hobbit 
hand. Inside grow black and bitter seeds the size of a raisin. One 
seed, when dried over three days and pulverized, gives a sense of 
euphoria and false firmness in battle. More than one seed will kill 
a man or Hobbit swiftly; three seeds will kill a Dwarf. It takes ten 
seeds to kill an Ore. Only Elves are immune to the deadly Datura 
poison. 

No one knows how the Milk�white Trumpel made its way inlo 
Mirkwood, but it is known to be a botanical late�comer. Some 
surmise that seeds came inlo Mirkwood via the exodus from the 
South during the Plague. Whereas this same Datura plant grows 
10 be only len inches tall on the banks of the river, in the shadows 
of Dol Guldur it seems to find ils element, growing to its full 
twelve�foot height. 



Plallts: Flora of/he Pluim' & Anduin Vulley Floru 

DIN FUINt:N, THt: Dt:AIlI.Y Moss 
Many rocks and forest slopes of Mirkwood seem carpeted by a 

thick ilnd temptingly restful moss called Din Fuinen (S. "Night's 
Silences"). Any passerby would gladly take a moment's rest on 
such a cool and comfot1nblc bed. But beware: when this moss is 
HI its ripest. the pressure of a human body causes it to exude a 
volatile oil known to cause amnesia that lasts anywhere from 
overnight fO a week, depending on a victim's imellectual strength. 

A MIRKWOOl) Wn.IlFUlw"-:R 
The most common flower now found in Mirkwood is the so

called "Sllrah-pokes-hcr-hcad," distantly related to the "Jack-in
the.pulpit." Dramatic in ils bloom, this fooHali plant holds a 
purple-colored sheath around its bright red nower. It can bloom 
even in the darkeSI of places: its usefulness as a food occurs only 
outside its blooming. however. When it blooms, its egg- shaped 
root would prickle and bum on Ihe tongue. If gathered and carried 
with one for the cycle of one moon, the root becomes sweet and 
tender. A single root can sustain three people for one week. 

LICUt,;N GLORIOS,., (LOTII-NU�FUlN) 

One cannot forgel to mention, when discussing the plants of 
Mirkwood.the lichens for which this forest is famous: the Lichen 
Gloriosa. (The Elves call them "Loth-nu-Fuin," or "Aowers
under- the-Night.") Growing out of rocks and stumps like under
water coral, these finger-like clusters of bright orange and green 
literally glow with life and arc used to illuminate dark places. In 
the moonlight, they often move and sway. They are becoming 
more and more rare, since invaders from the South have discovered 
their fine navor. 

The hidden value of the Lichen Gloriosa is not in its edibility. 
They taste good, but they do nol provide enough sustenance for 
someone wilh a difficult path to follow. They do contain secret 
magical constituents, however. which serve to sharpen any blade, 
enabling it to even cut through Stout rock without need of subse
quent sharpening. For this purpose. the Lichen Gloriosa must be 
used immediately upon gathering. It cannot be picked and stored 
for later use as a blade-sharpener. 

7.2 FLORA OF THE PLAINS 
Sparsely treed, and watered by generous rains, a variety of 

grasses and flowers flourish upon the plains. The soil is fertile. and 
farmers have been very successful in growing plants impot1ed 
from the south and trees about their homesteads. 

Toucu-(;N.I\SS 
Although its numerous growing patterns make it seem to the 

uninitiated many different plants, one single gnlss dominates the 
prairies of southern Rhovanion. II is called "Touch-grass," be
cause a touch from any passing creature makes it change its shape. 
Curiously enough. this plant has the uncanny ability to distinguish 
races and breeds. so that the shape it takes can be used by an 
infonned scout to discover what sot1s of travelers have come 
before him. Since the Touch-grass retains its shape for one hour 
after being touched, it offers quite up-to-date infonnation. 

Forexample. lhe Touch�grass shrivels to nothing when touched 
by an Ore. It flattens to the ground when touched by humans. It 
stands straight as a tree when touched by Dwarves. It tangles into 
curlicues when touched by a Wizard. Only when louched by Elves 
does it regain its naturally graceful, simple draping shape. 
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At a certain harvest lime each year, Elves make a trek OUI of the 
deepest forest to gather the nutritious gmin of the Touch-grass. At 
Ihat certain t.ime of the year, the touch of an Elf makes the plant 
gather all its seeds at the end of a tall cluster, allowing forquick and 
easy harvest. Atthe same time of year, however, if an Ore or Man 
comes along. Ihe Touch�grass falls and ils seeds rapidly burrow 
into the earth, seen by only those with the quickest vision. 

BRIGnT BLUE EYES 
Early springtime can be a beautiful lime in the plains of Talath 

Harroch, thanks to the little wildflower called Bright Blue Eyes. 
This tiny nower sprouts and blooms ahead of the grasses, some
times making its way up OUI of the last of the snow. It tranforms 
the steppes intoa sea of blue under the first full moon of springtime. 
For those who have the patience, great good can come of a 
gathering of the flower of Bright Blue Eyes. Gather twenty-five of 
these flowers under the full moon and brew a cup of tea with them. 
They will ensure enhanced vision, vision as !lharp as that of the 
most observant Hobbit or far-sighted Elf. for a period of three 
hours. Unfortunately, like the Lichen Gloriosa, it cannot be stored 
without losing its potency. 

BO(;-I.ANII GRASS 

One pernicious weed has recently begun 10 invade the Plains, 
called the grass of the bog�land. It originates in the swamp-like 
bowls sel between the ridges of the Wold and Brown lands. along 
Anduin within the area of the Undeeps. Since T.A. 1000 these 
marshy plants have migrated eastward. bringing with them miring 
bogs and their accompanying ills; thus. the label " Bog-Iand 
Grass." 

This species seems to need less standing water than other 
marshy Undeep plants, so already it has overtaken the Anduin 
Valley pools in and around the Brown-lands and threatens to blot 
out all diversity remaining in the Plains as well. II grows Ihick and 
mailed. creating a ground cover easy to walk and sleep on but 
useless for food or sustenance. Even the wispy leaves of Touch
grass or Bright Blue Eyes can be chewed on for a thirst-quenching 
nibble, but Ihe Bog-land Grass grows dry and hollow. Its only 
value has been discovered by the Northmen of the Plains, who have 
passed on this knowledge to other neighboring tribes and races. 
After a considerable struggle necessary to pull the bog- land up by 
its roots. the tough fibers can be woven togelher to make water
proof ropes and baskets. 

7.3 ANDUIN VALLEY FLORA 
Willows and alders dominate the banks of the River Anduin to 

the not1h, cross-river from the region called "Stoorharbor." (This, 
the home of the Hobbit tribe called Stoors. is located on Anduin's 
west bank jusl south of Ihe Gladden Fields.) Neither tree grows 
edible nuts. But moving eastward, toward the edge of the forest 
which houses the Tree-town of the Woodman tribes, Smooth Oak 
and Curly-bark Hickory grow more and more abundantly. Each 
grows edible nuts. although the smooth oak acorns take one full 
day of laborious processing before they can be eaten. (The nuts are 
boiled. crushed. and then soaked.) Fut1hermore. both oak and 
hickory provide excellent firewood for Beijabar and sturdy lumber 
for the buildings central to the Woodmen's society. Some disputes 
of territory and ownership have arisen between these two groups 
over the use of forest trees now dwindling along the western edge 
of soulhem Mirkwood. 
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HERB EFFECT CHART 
Formal: wealior!; Name; EffecTs ami dosagl!. 
Localiml Abbreviatirllls: F -Forest, V-Vale.\'. P·Plaills. 
R-Rhosgobel. 

E[)IIII.�; I)L.ANTS 

-F. R: Furry Oak Acorns: Harvest immediately. 10 acorns. raw Of 
cooked '" I meal. 

- V; Smooth Oak Awms; Prcx:css 1 full day before eating. 
12 acorns" I meal. 

- F. R: Chap-beechmlls; Slinging husk must be removed by 
roasling. NILIS small but nutritious. 25 nut� = I meal. 

- V; Curly-bark Hickory Nuts; Small but ilutritious. 
50 nuts'" I meal. 

- F, R; Grape Magnolia Honey & Mead; Deep red honey. highly 
valued among Bcijabar. Magnolia mead (3 honey wine) highly 
intoxicating, used only on feast days by Bcijabar. 

- F, R; Sarah-pokcs-hcr-hcad; root, gathered when plan! nowcrs 

but carried for one munth, provides 1 week's sustcnul1t.:e for 3 
people. 

- F, R; Lichen Gloriosa; Tasty but not nutritious. Of grt.:uter value 
in weapon and 1001 maintenance. 

- V; Carefree MuslaTd; Leaves edible before nowering, up 
through mid-summer. 

- V; Wild Pcrsimmons; Ripens at New Year. Must be harvtmed 
(rom river. Tasty. but nOI nutritious. 1 00  fruits ", I meal. 

MEDICINAL PLAl'o'TS 

- F; Mir-melellen, Ncctarof Mirkwood Rose; Ripens in midsum
mer. Dirfieult lo collect and storc. Useful in enchantment (+25 
10 spells on object so covered). 

- F. V; Milk·white Trumpet Seeds: Poison. Ripen in midautumn. 
One seed gives euphoria and false firmness (-25) in b:mle. 2+ 
seeds kill Men and Hobbits. 3+ seeds kill Dwarves. 10+ seeds 
kill orcs. Elves immune to poison. 

- V, F, R; Athelas; Legendary healing herb whose effects 3re 
kcyed (othe user. A knowledgeable, "rightful" K inge3n employ 
it to CUTe the worst ofmal3dies, so long us the patient still live.� 
(for it will not keep or give life), while a " Iesser" Man will find 
more modest uses. 

- F; Dinen Fuinen; Volatile oil causes aml1esia for 1-100 d3ys 
(rarely perrl13nenlly). Usually contactc<i by sleeping upon muss
covered banks. 

-P; Bright Blue Eyes; Essence of nower enhunces vision. Gather 
25 nowers under fuJI moon to brew I eupoftea. Enhnnccd vision 
lasts three hours. May no\ be stored. 

- V; Carefree Mustard; Soothing poultice made from sced.�. ripe 
for harvest in 3utumn. I le,lIs superfiCial w(Jund.�, sOOlhcs more 
serious sounds in 10-60 minutes. Mill I cup set.:ds + water .Hld 
pound with pestle. Mustard mUSt be u.sed immediately upon 
preparation, but set.:ds lIIay be stored. 

- V; Splayfoot Goodwort; Seeds, ripe mid-aullllnn. mashed to
gether and mixed wilh water to drink. In�ti11sconfidence in good 
men. causes dil'.7.illt.:SS and cunf usion (-50) in eYil Mt.:ll. Efret.:(s 
last I to 4 hours. 

Usn·ul. PLANTS 

- V. P; Tuut.:h-gruss; Inedible reed. but sh�pe repre�cnt� r�cc 
passing by plant within last hour. 

- F; Lichen Gloriosa; Usc upon gathering lo sharpen nletal blades. 
Glows sufficiently for one ounct.: to illuminate 30 cu. ft. area. 
May nOt be stored for future usc. 

- V. P; Bog·13nd Grass: Watcrproofm:llcri�1 uscd for ropes, mats, 
and baskels. 

Plants: Allauin Vallcy Flora 

WtUI P"RSIMMONS 
One other Lree of note minglt.:s in among lhe Anduin Valley 

region running weslward from the forest, and that is the Wild 
Persimmon tree. In Middle-earth the persimmons grow as largeas 
a tomato. They stay green until the rirst of the new yetlr, when 
ripencss comes upon them and they glow a coral red. Those 
persimmons Ihal grow at the edge of the riverside have always been 
counted by tltc Hobbits of Stoorharoor to be a special feast. The 
trees bend down over the river. so Ihey mus! be harvested either by 
someone good al climbing trct.:s or from a boat on the river. 

CAR.;.·R.;.; MU!>"rARI} 

Since the fields of Gladden. Thorl6rien. and !he Undecps once 
were cullivatcd. nllttly plants still thriving there arc offshoots from 
vegetable crops of years gone by. Perhaps most prominent is Ihe 
Carefree Mu�tard. Its blue-green leaves branch from a stalk 
standing two feellall, and they have a sweel taste like broccoli until 
they \lower in late summer. Th!!y produce purple seeds the si7.c of 
pinhcads. small and difficult 10 collect, but valuable as a mustard 
plaster. Place a cup full of Carefree Mustard seeds in a mortar, 
pound with a pestle. adding a few drops of water, and you have 
created a plaster that will he:ll .';uperficial wounds within an hour's 
time and soothe. if not heal. morc serious pains. The seeds can be 
harvested lIIld stored for later usc. bUI the plaster must be used 
immediately upon preparation. 

SPLA VFOOT GOOOWORT 

Wild reeds and irises crowd inlo Ihe marshy Anduin riverbanks. 
not ollly at Gladden Fields but also in the rare bogs nestled within 
the arid UIldceps. If one can discover Ihe abandoned causeways of 
earlier days, or if one can maneuver a river boat through the reeds, 
one may also discover the bellericellt marsh plant called Splayfoot 
Goodwon, one of the only blessings one could claim for the 
development of wetlands where farmlands once held sway. 

The S])layfoot Goodwon is a tall. water-dwelling plant. Its 
slender upright stalks are anchored in the water by adventilious 
roots that emerge as high as one foot above water level. The plant 
itself can stand rive to seven feet tall. branching inlo delicale stalks 
with paper-thin, scalloped leaves and dangling, delicate lavender
colored nowers. When the seed pods ripen in mid-autumn. they 
HIke the sh:lpe ofcurved pea pods, like little green crescent moons 
d:lI1gling over the marshes. Each pod carries three or four shiny 
black seeds. When mashed and mingled into any drink. these seeds 
instill conridence and singleness of purpose into the hearts of the 
good and honest. I[fed to Men orcreatures ofcvil, the seeds bring 
on dizziness :md confusion. lasting one to four hours. 

ATtlEI.AS 

Clumps of Athclas, or "Kingsfoil," nestle in dry and fertile 
regions of the eastem Anduin vales. marking spotS where long ago 
Numen6rean travelers camped for a season. Radagast's herb 
gltrden, which circle.� round RhosgobeJ, also contains a pa!eh of 
Athelas. as well as samples of jusl aboul every olher medicinal and 
magical herb found ill Middle-earth. Radagast has long been 
keeper of the original rootstock of magical herbs, although he 
rlIrely harvests them mld never gives permission to anyone. friend 
or foc, to pick his herbs, unless pickillg them would mean saving 
life or limb. He takes very seriously his lask of conserving samples 
of every herb, many of which arc becoming rare in gardens and in 
the wild. 



Allimols: F/ll/I/o il/ Mirkll'ood & "·(1/111(1 011 lIlt' Plaills 

8.0 ANIMALS 
TIlc faunllofRhovanion isdiversc. Here, Dragollsarc no longer 

"comfonably far off, and therefore legend:lry:· bUi a very real 
danger. GrOlcsquc Spiders spin their webs in the forest in hopes of 
capturing the unwary traveler. Indeed the region abounds with 
enchanted creatures. many of them distinctly unfriendly. Even the 
"ordimlry" animals arc unusual and notcwonhy; among others 
Rhovanion is home to the Wild Kine. hunted by the Vala Orome 
(Rh. ··Bcma; S. " Ardw;" aka "The Hunter") in the First Age. 

8.1 FAUNA IN MIRKWOOD 
Although the insidious inlluence has been ever increasing upon 

Mirkwood over the past five hundred years of more. lTIany of the 
animals that live in the forest here are still gentle and benign 
creatures, frightened of hU1l1!111 intruders. Chan:oal·grey s4uirrcls 
jump from branch to branch well above the heads of humans, trying 
to gel to ripening nuts before they fall to the ground. Bears, Wild 
Cals, Wolves and Giant Spiders abound. Cuckoos seem to enjoy 
the growing shadows of Mirkwood. for their numbers have in· 
creased noticeably in the past ten years. Their song,� echo back and 
fOr1h through Ihe woods al dawn and sunset. 

BE,\I!..'; 
Consider the mighty monarches of Ihe woods, the Great Bears 

and their lesser brethren the black Bears. Unlike the covetous 
Dragon or the wily Great Spider. the Great Bear feeds himself on 
a diet consisting largely of nuts. fruits, berries, roots and insects. 
although like Man and the Rat. he will cat anything to survive. A 
Bear's only "crime" is raiding the Northmen's precious honey 
bee's hives at every oppor1lmity. Omnivores. Bears enjoy fishing 
and eating fish; the Giant Bear's six-inch claws and steel-trapped 
jaws more than compensate for any disreg:lrd of poles iUld b .. il. 
With such a varied diet. he has adapted v:lried teeth for survival: 
strong, conical canines up front. grinders for cheek leeth, :tnd 
molars in the rear for crushing nuts :md berries. 

The Great Bear's senses - hearing. smell, taste and vision 
are extraordinarily sensitive. An opportunist adaptive in diet and 
prey, hecan hunt and enjoy Mice, Beetles,Ground Squirrels, Boar, 
Elk. Deer, and Olrrion, all of which flourished i n  Mirk wood before 
the Plague and most of which survived in subSlUntial nulllbers the 
di�casethal so weakened the Northmcn. And unlike Man, the Bear 
passes the wimer alone, hibernating. thus resisting the spread of the 
Plague by the very nature of his more solitilry existem:e. 

With agalloping stride ofscvcnteen feet and acommon walking 
speed of six miles an hour, the Great Bear is difficult toclude in his 
home, the thickets of the. wilderness. When cncountered, the Bear 
will most likely rise tohis hind feet-a Bear's fcct arc nut and have 
non·retractable claws - snilTthe air and scurry off. However, in 
mating season the male Bear will chase his chosen mate for miles; 
through. over and around any obstacle. It is unwise 10 ask a favor 
of him :11 this time - you may be met by a bawl like a Bull's. and 
worse! 

23 

Black or Lesser Bears maturc at fivc or six years of agc and can 
grow to be seven feet tall and weigh over 400 pounds. (If you're 
thinking ofcluding one by climbing a tree, consider that the Black 
Bearean scurry up a tree faster than a Squirrel.) Lesser Bears have 
been known to live over forty years: they do suffer dehydration in 
the heal and often require (\ good de;tl offrcsh Water in the summer 
months. 

It is no accident and no insult that Men living in Ihe wilds of 
northcrn Mirkwood are rumored to be Bear·like: in fact. when 
nayed. lhc txxly of a Bear-but for its size- looks very much like 
a Man·s. And like Man. the Bear is a survivor, a generalist in a 
world of specialists, detcmlincd tn he lTIasler (If all he surveys. 

MlltIi.W()()O SQIJIIUI.�:U; 
A fricnd and ally of the Elves and the Beijahar, the Black 

S4uirrel is often a source of unellsincss for visitor�. Newcomers 
assume Ihal the S4uirrcls arc evil on account uf thcir color, an 
assumption which is patemly f:llsc. Centuries ago the Squirrels 
were likc UIlY other: howevcr, us the forest durkcned, their coats 
gradually grew darker. Mirkwood Squirrels often act as eyes ;md 
ears for the Wood·clvcs. 

MmJNl'Atl'O HATS 

TIle Mirkwood or Mountain Bat is annlhcr animal whose nasty 
reputation is undeserved. Living in the Mountains of Mirkwood. 
these smull Bats roost in caves and emerge in the evening to feast 
on such delicacies as in.�eClS and ac()rn.�. Though they are com· 
pletely harmless. and even beneficial. the haunted reputation orthe 
ancien! mountains has rubbed of on Ihis small crealure. 

8.2 FAUNA ON THE PLAINS 
In addition to the anim:lls under harness !I11101lg the remaining 

Nonhmen of the Plains. wild hcasts still w:mder over the Talath 
Harroch. These animals maintain themselves on the rolling plains. 
surviving on wild grains and grasscs, taking rcfuge either in Ihe 
forest or underground during snows. Seven dominate the scene; 
( I )  Wild Horses. the very herds from which the Nonhmen of the 
Plains have been selecting the finest :tl\d fiercest for their own: (2) 
Wild GOats, carefree herds that ro:nn between plains and forest. un· 
doubtedly the vestiges of herds raiSed for mC;lt and milk by 
Nonhmen of years gone by; (3) clusters of Culc:trnix, a wild 
though docile bea.�t found nowherc but in these plains: (4) occa· 
sional herds of the White Kine (wild Oxen), which are native tothe 
lands by the Sc:t of Rhun and wimder the e;tstenl grasslands of the 
Talath Harroch: (5) the heinous �gil's Viper: .lIld (6) the foul 
Uindarlaif. packs of Jackals which appeared at the time of the 
Plaguc·s coming ( WintcrofT.A. 1635·6) and still haunt the hills; 
(7) :lIld of course. p:tcks of Wolves. 

\VII.O ilOWSE,'; 
The Northmen of the prairie. particularly the Eothrain or 

"Hor.�c·lords." have always becn accomplished brecders of fllst 
and beautiful Horses. animals they ride at top speed without 
sllcrificing maneuverability. Many of their herds. however. have 
escaped over the years. Domesticated Horses regularly join their 
wild forebearers. who had alw:lYs ro:lmcd these pluins. (Fortu
nately, fate and a C:lreful eye see to it Ihal some of the stronger 
steeds stay behind to provide ready stuck for Ihc future.) 

The Horses of Talath I larroch are I'lrge and heavy, colored 
either while 01' grey or (I mottled combinillion of both. They are 
skittish when approachcd by strangers: but if one feeds them flIW 
furry oak :tcoms, they quickly becomc docilc, for the nut holds 
strange sW:lY over thcse swift animals. 
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WII..I) GOATS 
The Horses' sometime companions are the Wild Goals. also lerl 

behind by Nonhmen. The Goats are not as docile as the Horses. 
Their horns grow to be two fecI long and they have learned 10 use 
them not only to butl. bul also to Slab a thrcalcning foe. Only the 
Elves seem 10 quickly befriend Ihem; all other peoples evoke an 
unfriendly response. 

Goats eat anything and are impervious 10 poisons except those 
concocled by an evil Animist or Mage. Their one vu.lnerability 
comes from an unquenchable desire to be scratched on the head 
between Ihe horns. If a person manages 10 sneak upon a Wild Goat 
from behind and gently scrnlch between its horns. thai Goal will be 
ever loyal -as long as il gels plcmy of leaves and bark 10 eal, and 
suffers no abuse. 

CULCARNIX 
11le mosl curious beast of the Talath Harmeh, the Culcarnix 

burrows into the grassy plains just likea giant rodent. In elder days 
these magnificently furry beasls were raised in great fenced 
colonies by furriers among the Northmen. who favored their thick. 
silky, chestnut-brown fur above all other. Reddish-brown and 
often growing as large as three feet tall. the animals are harmless 
and .... lhcrcute. It seems a shame to hunt them. so easily are these 
trusting beasts taken down with bow and arrow. But trade in 
Culcamix pelts is rare indeed these days. and among the seltle
ments of Northmen throughout Rhovanion, an extremely high 
price (as much as 5gp) will be paid to anyone offering to sell 
Culcamix fur. 

Animals: Falllla on lhe Plains 

WILD KtNE (KINE OF ARAW) 
TIle white Oxen of the eastern Talath Harmeh. Dorwinion. and 

RhOnnish coasts is considered by both the Northmen and Dunedain 
to be a gift ofBtma or Araw (rcspectively), the "Hunlsman of the 
Valar." TIley are huge bcasl�, often standing six feet at the 
shoulder and weighing as much as one and a half tons. As work 
animals they are unparalleled, so the Easterling tribes use them to 
pull their chieftains' Great Wains (wagons). Theirlonggrey horns 
are pri7.ed as instruments by the DUrK.'dain, and are used by both the 
Easterlings and Nonhmen formaking (afler being ground) healing 
potions and superb (+10) composite bows. Only Dr.tgon-hom is 
llIorc valuable. The Kings and Regents of Gondor have hunted 
them since the time of Ostoher. 

Ec'lI.'s VU'�:k 
Before the coming of the Uindarlaif, the huge tgil's Viper stood 

as the Plainsmen's greatest nemesis. During the early days of the 
Third Age one of these serpents slew the first Rhovanion Nonh
man Prince - tgil Eohari - by striking him from the high grass 
of the East Bight. Following Egil's death the Northmen drove the 
Snakes eastward into the Talath Harroch. TIle men used Dogs, 
bows, and Boar-spears to hunt their fonnidable foe, one they 
named for the founder of the first Northman settlement east of 
Mirkwood. 

The Egil's Viper is a quick. grass-dwelling predator who feeds 
on rodents, eggs. small cattle, and occasional mannish fools. 
Stalking in the late afternoon orearly evening, these yellow-brown 
beasts quietly follow the scent of the chosen meal: they then strike 
in one of two ways: ( I )  by immobilizing the prey with a precisely 
aimed spray of venom which can be directed into the target's eyes 
from a distance of up to 30 fect; or (2) by biting the unwary victim 
and injecting a deadly poison into the wound. Their 3" fangs have 
been known to penetrate rigid leather and chain mail, and their 
speed and size (up to 20 feet) allow them to reach bewildered 
Horsemen. Fonunately, however, they hunt alone or in pairs. and 
are rarely sighted west of the eastern Talath Harroch. 

UINDARLAt�- (JACKALS) 
During the early days of the Great Plague a new danger came to 

the Talath Harroch from out ofthe East. Packs of black Jackals now 
inhabit most of the hill country not regularly patrolled by Gon
dorian troops or &'thmim outriders. There are actually a number 
of types, but the most prevalent group is the Uindarlaif (Rh. 
"Undcr·lcavings"). These dog-like predators are the largest of 
their kind (often as long as five feel and weighing as much as 120 
pounds), and are quite capable of eating right through the body of 
a substantial "kill:" thus their name. Uindarlaif hunt mostly at 
night- in groups of 4-20 -traveling quietly and virtually unsecn. 
Their black coloring is ideal for nocturnal prowling; only their 
bright blue eyes and scarlet ear naps act to break the darkness. 
With tremendous night-vision and a kecn sense of smell. they kill 
two-thirds of their prey. This is largely due to the manner in which 
they strike: first they circle in small groups; then decoys draw off 
the strongest defenders; finally, pairs or trios allack choice targets. 
When food is scarce they scavenge (even in daylight hours); when 
there is famine (us now), Uindarlaif have been known to approach 
selliements. These Jackals are exceedingly swift and. as of latc, a 
number of weak and unwary folk (particularly children) have 
disappeared. 



Aninwl.f: Fa/lna of Ihe Nonh & Crell1ures of Note 

WOLVES 

While the Bear is the loner in the societies of the wilderncss, the 
Wolf is the most communal of Rhovanion's beasts. (These 
opposite lifestyles arc especially interesting because the Bear and 
the Wolf apparently share a common ancestor). Wolves travel. 
hunt. feed and rest in bound by a oond of attachment and a well
developed social system. Order is established and maintained by 
dominance; a preeminent pair rules with the assent and coopera
tion of the rest of the pack. The toughest. wisest. largest male 
of len approaching 90 pounds in weight - and the female most 
likely to pnxlucc pups cxact.ly like the falher mate and form a ruling 
family. Should a rival male displace the leader - usually by 
chasing him off after a fight- he will k ill the pups of the ex-leader 
and mate with the dominant female himself. Juveniles join the 
pack as full-ncdged members of the hunt at two years of age. The 
pack is not a true autocracy: leaders are replaced by duel. and it is 
the assent of the members that determines who IC<lds them. 

Some Wolf-packs contain as many as forty members. but the 
size of tile pack -usually between two and eight -depends upon 
the area of the territory they roam (which is often more than 100 
square miles) and the abundance of prey and olher Wolves i n  thc 
area. Pack size is nalUrally limited by mortality. disease and 
reproductive rates; the Plague decimated the Wolves of northern 
Mirkwood, but they certainly survive in numbers large enough 10 
prove a Ihreat to the Men. Dwarves. and Elves of the region. 

The pack communic<lles through smell. hearing. vision and of 
course. speech and howls. The larger Wolves of northern Mirk
wood speak the language of Ihe Wargs and are large enough to be 
ridden like Horses by Orcs. 

8.3 FAUNA OF THE NORTH 
LnSHJ\NOUl 

These animals are much like reindeer and spend their days 
foraging for food in lhe Nonhern Waste. Once hunted by Men in 
the First Age, the Losmndir herds have now swelled to enormous 
proportions. The herds are always on the move. searching for the 
best grdzing. They are hunted by Snow Wolves. White Sears. and 
an occasional Drake or Snow·troll. 

SNOW WOU' 
Named for their snowy coats. these elusive creatures are larger 

and tougher than their brethren who prowl the plains. Snow 
Wolves are truly independent and steer clear of Orcs and Men. 
Their thick coats are superbly adapted to handle the icy winters of 
the Northern Wruile. and their coloring makes them virtually 
impossible tosee in the winter months. During the brief Spring and 
Summer. the coats of the Wolves darken to a greyish brown. The 
favorite prey of the Snow Wolf is the LOSTandir, bUlthey have been 
known tohunleven mice during lean years. Snow Wolves will not 
attack Men unless provokcd or threatened. 

Wurn: Ur,;J\)I; 

The undisputed ruler of the Northern Waste. the White Sear 
rivals the Great BearofMirkwood in size and strength. While the 
Bears ofMirkwood are primarily omnivorous. lhe Whitc Bears are 
almost pure carnivores wilh tempers to match. Oneswipe of a paw 
can effortlessly bring down a fuJI grown Losrandir. Their appetites 
are voracious, and Ihese Sears will attack anything thai looks 
edible. including Menor Orcs. Fortunately forthe lraveler, White 
Bears arc solitary animals who roam within a set terrilory. They 

25 

will confront intruders who invade their "tur[," If the intruder 
leaves, then the Bear will not strike; however. failure 10 leave the 
Bear's territory will invite allack. A single While Bear is a 
terrifying, relenlless opponenl whose fierceness is legendary. The 
pelt of such a Bear can easily fetch 100 gpo 

SNOW LION 
The Snow Lion is a rare animal native to the high vales of the 

Ercd Mithrin. Smallcr and more compact than a Mountain Lion, 
the coat of the Snow Lion remains white throughout the year, and 
its eyes arc a beautiful shade of azure. It favors small gliOle, 
although it will occasionally prey upon mountain Goats and Deer. 
Snow Lions mate for life, and both parents raise the single cub. 
Occasionally. a bold Seijabar will ascend the Ered Mithrin to 
befriend a Snow Lion. Those who succeed in such a quest have 
won a faithful ally for life. 

8.4 CREATURES OF NOTE 
Rhovanion is the home to many rare and magical creaturl!s of 

SIOry and song. Many are the foul creations of Morgoth. left to 
trouble the world after his demise. Since the Plague theirnumbcrs 
have increased. for Men lack the slrength of anns to hunt them 
effectively. Many of these have also grown boldcr, and will now 
auack fannsand homesteads in search offood. something unheard 
of prior 10 the plague. 

GMt:AT EJ\{;u.:s 
Beginning at the sky and working our way down, we first spy the 

Great Eagles, absolute rulers of the air in Ihe northern mountains 
(barring only a Dragon in full battle dress). These greatest of all 
birds are Ihought 10 be of divine creation. Legends state that the 
Eagles to be direct manifestations or tile Thought of Manwc, Lord 
of the Valar. In Inuh the mighty and majestic Eagles seem worthy 
of such worship. Neverevil. indomitable as the spirit. Eagles lived 
in the treetops of the world until Manwe ordered them to build their 
eyries in the peaks and cragsof Middle.earth·s greatest mountains 
and keep an eyeon the MOr1al Lands below. reponing to Him what 
they saw and heard. 

NOTE: During the ElderDays, these winKed reporters were 
even greater in size than their Third Age descendants: 
Thorondor, Ihe first King <if Ihe Eagle.f. i.f .raid to have had a 
wingspan of 180 feet. 
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In the lumlOil of the Fi rM Age the Eagles served the Eldar 
valiantly: :lncr Beleriand was swallowed upby the Sea. lhe Eagles 
flew cast. S\lmc III sellll! in the high peaks of the Misty Mountains 
(then a home to the inhospiwble Orc. .. ). ;Ind some 10 the Grey 
Mountains. where Drugons skpl. mated and slept some morc. In 
Ihese high snuwy peaks the narum! rivalry nctween the giant beasts 
sh:lrpened ils talons. 

The Greal EuglcsofM iddlc-carLh arc princely birds. Imperious. 
swift and proud. these grem hUnlcrs show no mercy to foe or prey. 
Claslx:d in the ElIglc's lulol1s. nne lIluy as well shut his eyes :lIld 
prepare for eternity. be he un,tllied wilh the princes of the sky. 
Anncd with a hooked lx!ak and viM:-like, four-toed talons to clutch 
and enlsh nr impale its prey. :111 E:lglc cannot be overcome by 
stnlggle or deceit. They nuely intervene in the dOings of Men. but 
despise all the creations of Morguth. particularly Orcs. nle Great 
Eagle.� can. and usually do. plll ;1I1 end to :my Ore mischief that they 
are aware of. 

One nfthe Great Eaglcs' most wondrous gins is its eyesight. A 
soaring Eagle can perceive details in a IlIndscOlpc eight times beller 
thlln II 111110. Fnr example. the Lord of the E:lgles can spot a Rabbit 
dashing for covcr a mile below him - in the moonlight. There is. 
therefore. little which escapes the notice nf the Great Eagles. 

The great nmur;ll gifts of the &1g1es make !hem vaiullble allies 
in war: however domincering and lacking ill sentiment, the Eagles 
lire well-spoken :md rationaL Unlike Dragons. who have - one
on-one - greater de!>tructive I>ower, the Greal Eagles uf Middle
eanh opcrllle as a S(luadron. and their wisdom and knowledge 
make them II Ilmtch for almost llny evil furce SauTOn can gill her. 
excluding the awesome B;llrog. 

/llIimll/X: Birds of HIIII.fJ:oht!{ & Allima/.t tllltl lile Bl'ijahilr 

8.5 BIRDS OF RHOSGOBEL 
Many other birds make their homes in the trees of Mirkwood, 

but nowhcre dn they congregate in such great numbers as in the 
are:1 at Ihe western edge oflhe forest where lhe Wil.ard Rndagast 
the Brown mOlkes his home. Called Rhosguhcl, this comfonable 
residence is like a w()ndrOll.� aviary. There, not only lire the trees 
hung with every vllricty ofbird's nest illlaginah le. bllt :llso the outer 
walls uf Rad:lg'lsl's own woodland home arc constructed, 4uitc 
;,nfully, with Wizurd-wrought bird huuse�. feeders. rooSIS. 
perches, lind huths. At sunrise :lnd sunsel lhe sound is deafening 
and yel magical in il� natural hamlOnies. Many of the birds seen 
in the southwest reaches tlf Middle-canh. even as far soulh as 
Umhar, make a summer pilgrimage home to Rhosgobel nt leust 
once in their live:., causing the Great Migrations Ihat sweep 
through - millions ofbird� coming nonh during each Spring, and 
scanering to the soulh. west. :md ClIst again under Ihe Harvest 
Muon. 

8.6 ANIM/�L::; AND THE BEIJABAR 
The other settlement lhat harbors animals is (of course) tlmt uf 

the 8eijabar. Their relationships with the fauna of Wilderland is 
legend. Few :mimals are at odds with the Beijabar, and most beasts 
count them as gre:1I friends. This is I:lrgely due to their ancient 
cultural emphasis on the ways of nature. panicularty the mystical 
delvings which gave binh to Ihe Cult of the Bear(Rh. "B;lirakyn"). 
;lnd the associated ritual called "Skuiftlaikan" ("skin" or "sh;lpc
ch:lnging"). 

Only a few handfuls oftoday's Beijabar pructice the ancient an 
of skin-ch;lnging, us it is said that all their foref.llhers could do
shifting from human foml into an OInimat. prowling in the night as 
lordly Bears. The two most prominent in the region, Beorabom 
(Ihe current leader or "Waildanbair") and his youthful son 
Bornbeneor. are both gifted with thcskill: yet Ihey use il sparingly, 
only in rituals or when their kinsmen's lives are at stake. 

The vestiges of the Beijllbars' skin-changing heritage remain. 
however, in their kindly interaction with ;lnimals. Because they 
still experience the empathy with animals thut arises from a racial 
memory ofbcing une with them. they can communicate by words. 
thoughts, looks and gestures with the animals around them. Their 
rustic homes arc shared with Dng.�. Opossums. R'lccoons. Bears, 
Wild Cats. Sheep, .tnd I'onies. all of whom perfonn household 
chores. TIle Dogs and Rllccuuns gather, prcpare, lind serve food 
(which is exclusively veget:lrian). Opossums keep the nocturnal 
watch. The Bears and Snow Lions serve as guards and messengers, 
while the Sheep ;lIld Ponies help in hauling lumber and tending 
children. 

In exchange for :111 these services. the Beijabar offer their 
animals food, warmth. and shelter, Thus. the animals live among 
the Beijabar as if all were members of the same family. They wilt 
not hesitate to strike ifan intruder threatens. TIley also stay 4uite 
close to home, although Beijabar's Snow Lions and Bears have 
been seen as far south as Nonh Undeeps and as fareas! as the inner 
edge of the EaSI Bight. 



Dark Creall4res: Dragun.f 

9.0 DARK CREATURES 
The coming of the Nccromunccr upset the delicate balance of 

nature in WiIderland. Foul creatures began to invade the land. 
increasing in numbers and haunting the livcs of Rhovllnion's 
inhabitants. Packs of unusually aggressive Wolves began 10 
appear; huge Spiders began preying on Imvclcrs; Orcs und Trolls 
haunted Ihe edges of nearby settled lands, Worse. the Dragons of 
the Nonh began to stir. 

9.1 DRAGONS 
With a roar like a full-force hurricane, a flying Dr:.lgon can set 

a river steaming like hOI tea and reduce to cinders and blackened 
stumps a thriving settlcment of men. Dragons firsl "ppeared in the 
late First Age when Morgoth, intcnt upon destroying the Valur. 
unlea. .. hed a host of winged. fire-breathing monslers led by Anca
lagon the Black, mightieslofull thc Drakcs ofMiddle-earth. These 
Great Wunns. while unwise. are cunning and cmel creatures who 
can reason. dream and even prophecy; they are always ready 10 
suspccl lhe worst of others since they thcmselves are always up to 
the worst. Nothing pleases a Dragon more than sacking a town of 
its treasure, gathering the booty into a golden heap and nesting 
upon it for a t:entury or tWO. 

NATURE 
However. Dragons do have 

genuine weaknesses: they tend to 
grow complat:ent and vain if un
challenged, giving themselves 
away in riddling talk. and each 
seems to have a vulnerable spot, a 
naw whcre iL" annor is weak. Thus, 
a lucky foe can pierce the Drake's 
hide and damage or destroy its vital 
organs. The dreadful shriek of a 
mortally-wounded Dragon is a 
sound not-soon-forgotten by those 
within earshot. 

Dragons generally take but one 
mate for a lifetime. but choose to 
live alone. visiting only during the 
rare mating seasons. Legends 
originating with Ihc Silvan Elvcs 
indicatc thai such courtships occur 
no mort than once a Y �n (Ihe Elven 
year. equal to 144 of mankind ·s.) 
The favored location for this ritual 
is the Withercd 1·lealh. 

V ARt.:TIFS 
Dragons come in a variety of 

types. The original, and generally 
older lineages are nighlless. alto
gether lacking wings. These land
bound beasts are amazingly nimble 
and exceedingly quick when they 
lind thc effort nccessary (approx. 
30 mph or48 km/hr). Usually thcy 
rely on sheer force. fire or frost. 
The majority of Cold-drakes are 
wingless and cmploy their consid
erable strength and whip-like tails 
to demolish an obstacle. Winged 
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Dragons on the other hand, are usually "bremhers". Their mobil
ity on Ihe ground is somewhat less hemlded than that of their 
brethren. but nonetheless more than adequate. The ability to fly is 
�till their grcatc!>t gift: their 20 mph land speed pales .before thc 
speed they achieve in Iheair-5U mph in levei llighl and upto 100 
mph when diving. (Some, like Smuug, can tmvcl considerably 
faster.) 

It should be noted that thc Cold-drakes include all those who do 
nut have the ahility 10 hreath fire. Many have no breath weapon, 
while others employ exhaled streams of frigid moisture laden air. 
somcthing analtlguus III a blast of icy sll:cL Thcir habits are much 
akin to Fire-drakes (although few can Ily). except that they shy 
away fmlll cxtreme heal. such as that of a lava field. 

DEt'.:�sK" 
The scaly annur-likc skin of Dragons provides two principal 

functions: ( I ) it enhances their inherent resistance 10 spells: and (2) 
it makes thclIl llcarly invulncrdbll: to weapons. Due to diffcrences 
in skin texlUre. their head area remains somewhat unguarded. In 
addition 10 this weak I>oint. most Illature Drakes have one or more 
areas where their sC<lles have 1:111en off or failed to develop. This 
Iype of flaw has bcell attributed to hard campaigns of relribmion 
for the evil Ihat gripped the entirety of the race. Whatever the 
reason. makers of "Dragon-slaying" anns learncd carly thai the 
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beastS could be felled ifhit in the proper place. Young Drakes, of 
which there are few. have scales which are softer and less devel
oped: thus. they are accorded less protection. AnnoT made from 
Ihis skin is extremely rare. but affords superb protection from the 
elements as well as from weapons. The hom found on some older 
beasts can also be valuable. The substance is hard enough to baiter 
slone, makes II fine signal hom, and can be used 10 construct 
composite bows of unparalleled quality. 

The Dl1Igom; of the Withered Heath and the Ered Milhnn are 
loners Md repose upon their hoards. Only on rare occasions do 
they sally forth. When they do, they respect each other's territo
ries. preferring instead to feast upon simpler. more palatable prey. 

9.2 FELL BEASTS 
In recent years the old legends of cruel Dragons coming out of 

the depths of Mirkwood have been panly confinned. Large, black, 
nying beasts with whip-like tails and great bat-like wings have 
been sighted in the night skies; and some herders in the East Bight 
claim that these creatures have cillimed more than one of their 
strays. The reports have given binh to a revival of the old, doom
saying tales of the coming ofa great Darkness. Few have failed to 
suspect Dol Guldur as the source of the unsettling events. 

In recent years, "Fell Beasts" (Rh. "Winanbanar," or "Friend
slayers") have made their home in the highlands of Mirkwood, 
usually in high caves oron shelves beneath overhangs of rock. A 
numbcrofthem are spread throughout the Emyn Guldur(S. "Hills 
of Sorcery"). These creatures grow to lengths of30 feet (with 30-
35 wingspans) and may bedistant relatives of ancient Cold-drakes. 
Morgoth seduced their kind in the Days of Ire, so hatred and the 
curse of Darkness runs in their hot blood. Unlike the great Urul6ki 
(Q. "Hot-serpents" or "Fire-drakes"), they cannot breath fire. but 
they nonetheless remain fonnidable. Their huge claws (up to 9") 
and awesome jaws (which hold modest 6" fangs) have persuaded 
more than a few that death can be a swift affair. In addition, their 
love for the dark sky - together with uncanny ability to quietly 
glide - allow them to strike al night with utter surprise. During 
daylight hours they favor the direct approach; using their consid
eroble speed, they simply divc upon II foc with outstretched claws. 
The impact alone can be devastaling. Perhaps worst of all, they 
often stalk in pairs: for unlike Dragons, they are relatively "coop
erative" creatures. 

Large Fell Beasts can support the weight of two strong men and 
are frequently used as mounts by Sauron's NazgOI. Occasionally 
the Olog-hai warlords employ them as well. Their coming may 
have coincided with the opening of Angmar, since communica
tions with Ihal remote nonhern realm are tenuous. Even as 
messengers-bearers, however, they have adisquietingeffcct on the 
neighboring countryside. 

Dark Crt'olllr�s: "-ell Beasts & Spiders 

9.3 SPIDERS 
The nastiest beasts one might run into while traveling through 

Southern Mirkwood arc the Spiders. Two distinct varieties of 
Spiders spin their sticky weh.� in southern Rhovanion. One variety, 
those moving southward from the northern Mirkwood oemss the 
Old Forest Rood. grows large (up to eight feet across, including 
legs) and black, and spins webs from tree to trec in the nonheast 
comer or the wood, lIluking one's passage through thm region 
particularly sticky. 

These Spiders live and attack as u group. apparently cooperating 
amongst themselves to a remarkable degree (considering their 
appetites) debating in thin creaks and hisses how best to age their 
drugged prey. Spideo> can only hunt living beings: their digestive 
systems are too specialized to deal with vcgetation or dead crea
tures orany kind. Actually, Spiders are not blood- suckers (as are 
the vampire bats of the region). Spiders inject into the victim a 
poison which turns the innards to a delectable jelly which the 
Spider then pumps out (with the aid of a "sucking stomuch" ) and 
consumes. leaving its prey liule more than an empty carcass. For 
the diny work, a Spider possesses a pair of fanged mandibles 
connected to a poison gland: another pair of clawed appendages 
manipulates the prey as need be. Spiders are vulnerable to attack 
from below and possess eight primitive eyes. 

Most impressive of the Spider's effons is of course ils web, 
madeoffine silk proteins which emerge through minute nozzles or 
spinnerets at the rear of the lx>dy. The proteins solidify in the air. 
fonning wrapped fibers which the Spider shapes into a distinc
tively patterned web. So sensitive to stirrings in its web is the 
Spider that it can discriminate between the wind blowing through 
the web and a fly -or something larger - landing on it. (Built
in vibrntion rect:ptors in the legs en:lble the Spider to interpret the 
web's movements so aptly.) 

The other variety -concentmted in the southwestern leg of the 
Miricwood Forest and more abundant as one approoches Dol 
Guldur - is native to the southern region. These Spiders are the 
many offspring of the white Spider Enna San S:lrab, eldest off
spring of She lob. The child now makes her home in the depths of 
Dol Guldur. while her mother prefers the bi:.r.arre comfons of 
Mordor's Ephel Dumh (S. "Dark-shadowy Outer-fences"). Every 
thiny-six days she hatches a new filmy egg case full of Spider lings, 
which scatter from within those volcanic depths out into the 
Mirkwood Forest. They rarely grow to the size of their mother 
who. since she has not moved for hundreds of years, now has 
attained gigantic size: ten feet to the top of her body. thineen feet 
from head to hind, each of her six hind legs measuring at least 
twenty feet long. her two forelegs measuring only 6 feet. but 
equipped with stinging pinchers at their tips. 

Her offspring (Enncrlings) ordinarily remain small enough to 
hold in a human hand - and are white colored, with u blood-red 
dimple on their undcr.;ides. They spin dewy Spider webs among 
the trunks of southern Mirkwood. which can only be seen (and then 
only dimly) under full moonlight. Othcrwi�c. it i� all too simple to 
walk straight into an Ennerling web. Theysting fiercely ifhandled 
or stepped on, but will not allack without cause. Ennerling stings 
do not kill. unless inflicted in numbers greater than a dozen within 
one hour. They do debilitate men fortwclvc hours, but they do not 
slow down Elves. 
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9.4 GIANT RACES 
TMOI.LS 

Trolls (S. "Tereg;" sing. "Torog") are another creal ion of 
Morgoth, bred it is said in mockery of Ents. Trolls vary in height 
bet,,:een seven and ten feet, and 3re exceedingly tough and strong. 
havlOg been made of stone. Trolls are omnivorous, but their 
favorite dish is man. Fonunately. for all their strength. they 3re 
very slow-witted and can be tricked and outwitted. In addition, 
Trolls tum to stone in the sunlight. 

The Stone-trolls of Rho van ion are the traditional Kind. usually 
9to 10feet tall, perpetually hungry. stupid, and greedy. The Snow
trolls are smaller, rarely taller than 8 feet. They are also more 
reclusive and generally content with hunting game. Snow-trolls 
� distinguiS�ed by their grayish-white hide and the fact that they 
hibernate durmg the warmcr mOnlhs. The brief nights of the 
nonhem summers make this necessary for their survival. Snow 
Trolls prefer to hibernate in carefully sealed caves or snug burrows 
of their own construction. They emerge from their hibernation in 
the fall ravenous and prepared to prey on the terrified Losrandir. 
Like their southern cousins, Snow-trolls arc indiscriminate caters 
who have even been known to feast upon Orcs. 

GIANTS 
The origins of the Giant race are clouded; it is not known if they 

��recrea�ed by Morgoth or merely corrupted by him. They arc if 
It IS poSSible. even stupider than Trolls, though Giants are not 
always evil (just hungry). Whereas a Troll can be stealthy and 
quiet. Giants can be neither. A person can always avoid a Giant 
simply by getting out of the way. Also since their eyesight is poor, 
it is very easy to hidc from a Giant. 
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A Giant's primary interest in life is II steady supply of food. A 
troublesome Giant need not be slain; simply provide him with 
regular meals. and he will become your friend nndally for life. Due 
tothis intense competition for food. they arc generally solitary. but 
will sometimes get together for a rousing session of boulder-and
tree-hurling. Giants are naturally indolent and not inclined to 
m�yh�m unless infuriated .. (The destruction that accompanies a 
Giant IS usually purely aCCidental.) Some particularly wicked or 
desperate individuals will eat Men. but most preferbeeformullon. 
Though stupid. the Giant race has learned that preying on the 
Sec?ndbom generally brings trouble. If caught in the right mood. 
a Gmnt can even be friendly and inclined to chat with a passing 
stranger. 

Giants come in two varieties: Greater and lesser Giants. Lesser 
Giants are usually about 10 feet in height. while the Great GianI.'; 
are between 1 5  and 20 feet in height. The latter tend to look down 
upon the Lesser Giants. pitying their puny strength and size. 

Acnn: Tit.:.: ... 
The Active Trees of Mirkwood may be Huoms. but only an Ent 

could say for sure. The Silvan Elves will tell you that there have 
always been Active Trees in the forest. offshoots of the trees 
awakened by the Elves in the Elder Days. The trees ofMirkwood 
an: allies of the Wood-elves, who tend these trees lovingly. An 
AClive Tree can sense passer-bys and will report the presence of 
slmngers in the forest. They can also move their branches and 
roots. entangling and waylaying travelers who have displeased the 
Elves. 
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9.5 OTHER EVIL CREATURES 
GIANT BATS 

The Giani Cave B'lts of the Iron Hills arc large. carnivorous 
predalors. Ranging bel ween 3 and 5 feel in length.lhe bats emerge 
from their caves al twilight to hunt small game. They arccxccllcnl 
huulers, paralyzing !heir prey with their venomous bile. and Ihen 
carrying it off to their lair. (Their poison is a fifth level nerve 
poison that will inCUI)Ucillllc a mun for approximately 10 minutes.) 
The bats rarely attack Men, unless a passing siranger disturbs their 
roosts. TIle poison can be falal in large doses. 

Wl(al"l's 

Wights are undead spirits who inhabit ancienl lombs. They arc 
drawn by treasure, gn.:ed. and violence, and they have power onl), 
in darkness. Wighls appc.:lr as dark, Shadowy human fonns with 
eyes akin to faint lights. TIley inhabit the same world as the 
dreaded Ringwrniths lind are difficult to perceive :15 anything other 
than dark shapes. If seen with the power of the One Ring or with 
other special magics. Wights seem to take on the tallered forms of 
great lords of Men with cold. cmel eyes. 

Those encountering a Wight must resist versus the terror of their 
presence. If they fail, they arc liter-Illy paralY7.ed with fear and 
unable to move. Only great power. luck. self discipline. or 
presence of mind can save such II victim. Flighl is often the beSt 

. recourse. p:lnicularly since the touch of a Wight is much like that 
of a Nazgul: cold. lifeless. and deadly. II yields a deep sleep that 
Clm only be magically broken: otherwise the victim will never 
aWllken. When stricken. the unfortunate victim dreams of the final 
hours lind mml temhle moments of fhe original inhabitant of the 
lomb. Wights normally curry their victims into tombs or barrows 
deck them with jewels. and then perfonn a rilual sacrifice. 

Wights are extremely difficult to maim or kill. A Wight cannot 
bleed to death. and CUlling off a limb only hinders il. They can only 
be "killed" by impaling them in the heart. CUlling off their heads. 
or giving them over the maximum numbers of hits. To destroy a 
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Wight. the spcll iaid upon the tomb must be broken and the Wight 
dispelled. If the spell remains unbroken. the tomb will shonly be 
reoccupied by another Wight. 

To break the spell ofa Wight, the treasure within the tomb must 
be left free for all iinders. although the slayer is pemlilled to take 
a few items from the huard. Treasures in haunted tombs are cursed. 
and 10 lake them for oneself invites a terrible d\XlIll: the thief will 
gradually be transformed into a minor Wights. To take all of the 
treasure for a purely good purpose would also break the spell. 

WAHI;S 

Wargsare huge Wolves endowed with strength and intelligence 
that far exceeds that of their brethren. An evil fUce spawned by 
Morgoth, they come in many subforms. Thus, Men have long been 
confused with regard totheirlme nature. NonhmCI1 call any large 
Wolfa Warg, but they ure inaccunlte, for Wargs are al ways cursed 
(or enchanted) beasts. Immonal. they are undead crCllturcs whose 
bodies disappear soon after they arc slain. 

W.:H.;WOl.V.�� 

Werewolves (S. "Gaurin:" sing. " Gaur") arc special servants of 
the Necromancer who are often confused with Wargs. 'lbey are 
larger than Wargs. though. and Ihey are not true Wolves. Although 
undead (as are Wights and the Nazgul), Werewolves are spirils Ihal 
shape-change. They tlike on a tangible, physical presence for shan 
periods of time. A Gaurcan take on the shape ofa Man or a Wolf. 
When in the fonn ofa Man. they are tall and slender. their skin has 
agreyishcast. andlheireyesareblack. When in the fonnofa Wolf 
the Gaurin stand 6 feet at the shoulder and have black pelts. 

. 

Werewolves rudiatc a spell offear akin 10 thm of Wights, though 
they can clo:tk this spell if they choose. They C11n only be h:lrmed 
by magic �r silyer weapons. and can never be killed pennanently 
unless slam by a blessed object driven through their hean. Other
wise. a "dea�" Gaur returns after nine days lime. Occasionally. a 
Werewolfw,1I take on human form for a prolonged period and ael 
as a spy for the Necromancer. 
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1 0.0 AVENUES OF TRAVEL 
Numerous roads and trai ls crisscross the length and breadth of 

Wilderland. Like the waterways. Ihey bind this wide and varied 
region. 

10.1 THE ROADS 
Since the Plague. there is relatively liltle travel on many h igh

ways, particularly in northern Wildcrhmd. but some routes never
Ihc1cs.� deserve mention. 

M.:I'H-NAlJtilUM 

The most famous of these is the Men-i-Naugrim. Ihe "Way of 
Dwarves," one of the most ancient paths in all of northwestern 
Middle-carth, Actually a combination of a number of linked Ir:lils 
and highways, the Mcn-i-Naugrim begins in the Dwarf mines of 
Ihe Blue Mountains, crosses Eriador and the Mi.�ly Mountains, and 
runs Ihrough Mirkwood, There it is also called the Old Forest 
RQad. East of the great wood, it crosses the River Running al Iaeh 
Celduin (:lka "Athrad Celduin") and then CUIS northeast IOward 
D�in's Kingdom in the Iron Hills, 

MAJOK NOMTln;RN RotIn:.s 

Aside from the Men-i-Nougrim. three olher major routes con
verge atlach Cclduin. TwoenTerthe area from the South: the Men 
Dorwinion (S. "Wineland Way") and the Men Celduin (S. River 
Running Way"). The Men Dorwinion. or "Horse Road" (S. 
Kmhon Roch"). links northern Wilderland with the 10werCelduin 
and Carnen vlll leys and the wille CUUnlry of Darwinion. A major 
trade route for both Men and Elves. it runs alongside the region's 
major rivers and passes through the rivcr pon.� of Buhr M:!hrling 
:md llanin. The Men Celduinjoins the towns of the East Bight with 
Ihe markets of northern Rhovanion. It runs from lach Celduin 
almost due south through AUf Esgalabar to Buhr Ailgra. where it 
meets Ihe Men-in-Araw. 

The Men-in-Ercbor connects lach Celduin to Ihe towns of the 
nonhern Celduin Valley, This road's surface is frequenlly 
plunked. since it cuts Ihrough or beside Ihe myriad marshes that 
nank the river :!nd the Long Lake. Passing between Ihe lake and 
the Long Marshes. il swings through O'lle and ends at the b:!sc of 
the Lonely Moun!:!in. 

In Dale. the Men-in-Erebormecls the Men-i-Mithrin. the "Grey 
Road" of the North thllt sweeps around northeastern Mirkwood 
and brings travelers within sight of "Dragon Country." The Men
i-Milhrin bisects Ihc dangerous highway linking norlhern RhGn 10 
Ihe Wilch-realm of Angmar. Called the Men RhGnen (S. "Eastern 
Way") or Ihe "RhClnnish Road." this roule is used by the Witch
king's Men and Orcs 10 Cllrry supplies and fresh troops westward 
rrom Rhun. II runs north of the Iron Hills and along Ihe southern 
edge oflhe Ered Mithrin before meeting the Grey Road in the gap 
nonh of Mirkwood, Further wcst, il passes aix)ve Ihe greal foresl. 
across Ihe river Mithlin (Greylin). up the L:.lI1gwell Valley, and 
Ihrough the MislY Mountains at Gundalok. eventually reaching 
Cum Dum. 

M,uOR SOUTIIERN Roun:s 

Southern Rhovanion contains two major East-West highways 
and a network of lesser roads. TIlc greatest was built by the 
Gtlndorians. who joined a nurnberof :!ncien! caravan paths to make 
a highway capable of quickly and efficiently moving annics and 
goods between the Anduin Valley and Rhun. This is Ihe Men 
Romen. or"Easl W:IY," a route beginning al lhe South Undeeps in 
Ihe west and breaking into two forks <It the town ofOhtalepct (Q. 
"WlIrfinger") in lhe mid.�1 of the Talath HarToch. Sometimes paved 
and always marked by cairns or signposts, the Mcn Romcn is onc 
of the IIImt strategic roads in all of Endor. Its nonhem fork 
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connects southern Rhovanion with the Donll and Celdllin valleys 
and marches northeasl from Warfingcr to 11anln ("Wain-Iown"), 
The southern fork dissects Warfinger's "Tent QU:lner" and winds 
across the Talath Harroch toward thc southwestern tip or the Sca 
of Rhlin. Since rhe rise of the E;lsterlings. the latter road has been 
dc,:otcd morc to local trade and the movcmcnt uf garTisuns than 10 
major commerce. 

The Men-in-Araw. the region's secund major highway. serves 
us thechiefllvcnucortmde in eentTllI Wilderland. Bcginningatthc 
Waildung capital of Buhr Widu (Rh, "r:orcst Hold") in Ihe East 
Bight. this curduroy (wood-plank) road also forks. The northern 
branch continues eastward out of Buhr Waldmarh. meets the Men 
Cclduin outsidc Buhr Ailgra. and thcn descends Ihrough Ihe breaks 
and ridgelands above the river Ardruigil beforc merging with the 
Horse Roud at Buhr MlIhrling UII the river Cdduin. Meanwhile. 
the southern fork swings somhw;lrd from Buhr Waldmarh. passes 
by Buhr Waldlaes (Rh. ··Lawless Hold:" W, "Strayhold"), and 
skirts the edges of Mirkwood umil it runs into the Men Ramen. 

An ancient road. the Men-in-Amw cuts straight through the East 
Bight. up into the Mirkwnod Narrows. Locals call ilthe Glorious 
Road. for it leads to the Hill-citadel of Buhr Ailgra. Vidugavia's 
capital. Although panially ruined. Buhr Widu still stands strong, 
not five miles from the Wood. The settlement remains the center 
of Waildung culture as well as Ihe focus {)f a rich lumber trade. 
Northman ax.emen still harvest limber in the sUrTounding woods. 
using teams of mammoth work-horses to drag the ancicnl logs out 
of Ihe foresl. 
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AI't'nllt'.f a/Travel: The Waterways 

ROAIlS IN MUtKWOOf) 
The shadow of a roadway - still visible today, although it is 

little traveled -leads beyond the forest edge to the Nonhman ruin 
at Cor Angalaladh (S. "Long-laughing Light Ring"). A ring of 
ancient oak trees and a circle of stone graves. this exalted site is the 
burial place of Waildung Princes. II is tucked in the forest about 
a mile and half north of the trail. 

The forest path, which is called the R.ild Angfilaladh (S. "1..ong
l:lUghing Light Path") continues southwestward and then splits. 
Continuing almost due west, the main tnti! weaves through the 
Narrows of Mirkwood, past Radagast's home at Rhosgobel, and 
then southwestward across the Nan Anduin to L6rien. 111is route 
was once the principal Elven highway in Mirkwood. 

An intricate web of trails connects Thranduil's Woodland 
Realm in the North to the Old Forest Road and the Riid Ang:Ualadh 
further south. Aside from some Elves and Woodmen and a handful 
of the Necromancer's guides and trackers. ulmost no one has hope 
of navigating this arboreal ma:r.e. The dreary light filtering through 
the twisted trees offers little aid, even on a clear afternoon. 
However well-worn at times, the paths seem to lead nowhere, or 
they disappear amidst the sandy beds of nOw-dry streams or in the 
rocky crags and dense foilage of the deep wood. 

One trail in northern Mirkwood is relatively well-marked. 
Known as the R5.d Annan (S. "Gate Path"). this long path links 
Thranduil 's capital at the Aradhrynd with the Carrock Vale and the 
Northman hill-town of Maethelburg in the Anduin Valley. En 
roUie westward from the bridge al lhe Elven-king '5 Halls, the truck 
crosses the Gulduin, passes the Avar ruin at Caras Amanh, and 
leaves Mirkwood via the Forest Gate. 

ROUTt;!) IN TilE NAN ANOUIN 
Numerous tracks parallel to the banks of the Great River, but 

most of the secondary roads in the Nan Anduin stay close to the 
forest eaves. Even these, though, are linle more than intenninent 
animal trails. The Woodman Trail, which runs from Woodmen
town south past Rhosgobel to the Punh Celebrant, is the sole 
exception. Navigation on the eastern bank of the river is difficult, 
for the ground constantly rises and falls across countless stream
beds. Generally, the only easy means of nonh-south travel is by 
boat, using the Anduin it. .. elf. 

On the other hand, east-west routes are quite prevalent, since 
most follow the courses of the Anduin's shrinking tributaries. Of 
these, the Men-i-Naugrim and the R5.d Angalaladh are the most 
important roads. Two others -the Men Rhunen in the Nonh and 
the Gladden Path between Rhosgobel and the Gladden Fields 
are also significant, although the fonner is quile dangerous and the 
laller is rarely used nowadays. 

TUE NECROMANCER'S OkC ROA" 
The Orc Road is actually a crude Ir'dil thai winds southward 

through the Nan Lolhanduin and leads to Morannon and Ihe Gates 
of Mar dar. Ostensibly an animal track and hunting palh, this Irail 
holds increasing importance, as Sauron's forces begin migrating 
between Dol Guldur and the Dark Land. None of the Gondorians 
or Nonhmen who have discovered the nature of the route have 
survived, forthe Evil One and his minions have been careful. Orcs, 
Wargs, and Trolls travelling along the rude highway move only at 
night and in small groups, and generally during stonns. Their 
camps are confined to pre-selcctcd caves and marshlands located 
off the palh. Since the settlements in southwestern Rhovanion are 
concentrated along the Men Romen on in the Anduin Valley, these 
foul servants of Darkness are rarely discovered. When they are, 
they invariably hunt down the unfonunale witnesses. slaying them 
before word reaches anyone conccming the presence of the 
Necromancer's forces. 
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10.2 THE WATERWAYS 
Three major rivers - the Anduin, the Forest, and the River 

Running -bless the region with fresh running water and provide 
transportation for commerce and adventure. 

TilE ANDUIN 
Mightiest of all rivers in Middle-earth, the Anduin flows south 

for almost 1400 miles from its origins in the mountains of the 
nonhem Wilderland. 11le Anduin alw serves a. .. the principal 
obstacle and commercial avenue in western Rhovanion. 

Til.; FOIU: .... T RI\lt;II. 
The Forest River (S. "Taurduin") riscs in Ihe Grey Mountains 

and races east and south through Mirkwood before feeding into the 
Long Lake (S. "Annen"), a small but significant body of fresh 
water lying beyond the eastern edge of the forest. Low hills line 
the non hem and eastern shores of the Lakc, obscuring everything 
beyond from view except the peak of the Lonely Mountain. (It 
takes about two days to row up the Lake and the River Running 
from the point the Forest River spills into the Lake to the Lonely 
Mountain.) 

11le Forest Riverempties slowly into the Lake. Although it cuts 
through low, stone cliffs - coarse, wmerwom, glacial gravel 
called "shingles" -the widening river picks up only a lillie speed 
after virtually stopping in the Long Marshes (5. "Aelinann") 
between Mirkwood and Long Lake. 11le Marshes' pools of 
brackish water and weiland islets seem to swallow the river after 
it leaves the forest. 

An eighty-foot waterfall called the Mere's End (S. "Lindal") 
stands south of Long Lake. The Lakemen of Esgaroth hear these 
tumbling waters as "a distant roar." Once the site of the Nortitman 
town ofLondaroth, Mere's End is now only a portage point marked 
by IwO great mills. 

TilE Ct:t.DUlN (AND C.O\KNEN) 
TheCelduin (S. "River Running") flows through the Long Lake, 

where it mingles with the cool, green water of the Forest River. 
Originating amidst smoke and steam in the bowels of the Lonely 
Mountain, it flows south past the eastern eaves of Mirkwood 
before turning east to join the River Carnen (S. "Redwater"). It 
Ihen passes through Dorwinion and empties into the Sea of Rho.n 
near the city of RiavOO. Togcther. the River Running and the 
Forest River wind for more than 800 miles through the woods and 
plains of Wildcrland. 

O"rllt;W. NOTABt.E WATERWAVS 
Mirkwood possesses two great creeks worthy of mention: the 

Enchanted River and thc Mountain Water. Both are swift-moving 
runs that rise in the Mountains of Mirkwood (S. "Emyn-nu-Fuin"). 
The fonner cuts nonhward and feeds the Forest River just west of 
the Halls of the Elven-king, while the laner flows eastward into the 
swamps that surround the River Running above the ford at lach 
Celduin. 

A magical water polluted by the Necromancer's Evil, the 
Enchanted River contains spells that confer forgetfulness and 
drowsiness on anyone who samples the stream's waters. 

NOTE: These waters be/uddle Bomhur auring the journey 
recorded in Bilbo's tale "There and Back Again," 
Northmcn refer 10 the creek as the Sorcerer's Stream, while the 

Wood-elves call it by itS Sindarin names: the "GUJduin,"or 
"Gulhir." A black, swift stream some twelve yards wide, the 
Enchanted River lies in the bowels of the forest, a good four-day 
hike from the eaStern edge of the woods. Like the Mountain Water 
(S. "Emyncn"), it is rarely encountered by anyone other than the 
Forest-folk or Sauron's minions, and even they consider the 
waterway more of hindrance than an aid to travel. 
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1 1 .0 PEOPLES AND 

CULTU RES 
Great changes have overcome this region during n:ccnl years, 

changes most drammically observed in the shifting communities 
of Wildcrland's inhabitants. For nol so lI11my years ago, Rho
vanion W:IS the bro;ld :md thriving homeland of Nonhmen. mer
chams. fanners. agriculturalists. and breeders ofhorscs -many of 
whom who proudly t�lccd their lineage back TO the greal Prince 
Vidugavia. Despite its loose-knit social orguni:t..ation. lhccornmu
nily of Nonhmcn of Rhnv:mion pl:iycd a crucial role in the vast. 
centuries-long struggles between the Kingdom orGondor and the 
threat orille Easterlings who lived nC:lr the Sea ofRhiln and fun her 
east. Noorganized military scheme held Ihe Easterlings back from 
allack. but the very fact lhut Men sympathetic 10 Gondor inhabitcd 
southern Rhovanion - both the impenetrable Mirkwood Forest 
and the Pluins - discour:aged incursions from the Eust. 

Since the Plague Years (T.A. 1635-36). al1 lhal has changed. 
Once paslomi neighborhoodsand fruitful farms within view of one 
anol.her, Ihcy IOSI their carelakers and Ihc :mimals they housed so 
swiftly. so mercilessly. th;lt m.my selliements are lillie more than 
ruills. ghostly rell1imli!rs oftlie cUlIlnlunitiesof Men Ihat once lived 
here. KemmmlS of houses. barns. sheds. storehouses. tumble down 
in the snow IlIId wind. Food stores. fine leather work. ropes. and 
farming 100[S remain behind. often in tidy order in the wooden 
outhouses thlll crumble all around them. 

Despite the dwindling of Nonhmen in the Plains. the Plague 
brought inhabitants into the region. as wel[ as striking them down. 
Linle order. or politic:11 organization rules today. but life goes on. 

Elves and Dwarves have of tell ocell called isolationists. with 
[illie interesl in Ihe affairs of Men. II should be pointed out. that the 
reverse is also true; Men have little interest in the affairs of Elves 
and Dwarves. except when they think they can gain by it. Rho
vanion is filled with new dallgerssincethe Plague: incursions from 
the East. bandits. Ores. Trolls. and Dragons. Such conditions do 
not encourage intenningling: mther. they encourage the inhabi
tants 10 seek places of safclY whcre they Cltn. For the Elves and 
Dwarves this sllrety is in isolation. 

1 1 .1 THE WOOD·ELVES 
The forest ornonlicrn Mirk wood is home 10 the immortal Wood

elves. whoare immune 10 bul not untouched by the shadow thai has 
fallen upon the fares!. Reclusive. with lillie interest in the outside 
world. the majority or the Forest-folk make their home in the 
Woodland Re:thn. in and around the Aradhrynd (5. "Halls of Ihe 
Elven-Idng"'). These lovely caves ofrer them a safe refuge in times 
of trouble. 

The Forest-folk are comprised of Grey Elves. or "Sindar." and 
Silvan Elves, or AVllri (Q. "Refusers"). The fonner compose the 
arislocrJ.cy. while the laller make up the bulk of the population. 
The A vari are sma[lerth"n their brethren. with sandy hair.although 
both groups share fair skin lind blue eyes. 

The Wood-elves are wise in the w:tysofthe forest and the natural 
world. Aloneofall who venture into Mirkwood.only the E[vescan 
tread the forest tmils in safety. for they knuw its dangers and can 
avoid them. Forlhe Forest-folk. Mirkwood is nOt a perilous forest. 
but a friendly fair home. with dangers that can be avoided easily 
enough. Indeed. for the Elve.'i the perils of the forest are somelhing 
of a blessing. for they discourage travc\ through their realm and the 
incursion of men. The Wood-elves spend most of their waking 
hours in the forest hunting. singing, spealcing to the trees. feasting. 
or keeping thc borders of their relilm safe. 

P{'(ll'ft'.\' (111(/ ell/rll!"!'S: '1'11(' Wood-Eh'(,.\, & T11l' DlI'lI/"I'1'J 

While nOI hO)'lile towards Men. the Elves prefer to avoid their 
company and enjoy thc rorest in peace. Dealings with Men are 
limited to trade with the NorthlllCII of the Celduin Valley lllld thc 
Men uf the Land of Muidens (Oorwinion) through Ihe Raft-elves 
ofCeleb;lIInon (on the Forest River). 

NOTE: Tltl' EII'I's KlfCmllhl' 11(Ird('r.� o/lll('ir rl'lIlm jl'lIlr",.r/y 
IIl1d (·lm.fi(ln a/l 11'110 /i'(lI"(' lite /orl!SI mad Ire.�/)(Jssl·"S. 
Tnll·('I/·r.�· IIImllx" Mirkll'(Jot.J may I'all'" II nlimp.w' Il/ rhl' 
Wml(/-,,/I'I'.f III" "t'lfl' r"l'i"/I'(I.�rill1: IIInm?II ,III! Irl!/'.f. lml lhl'Y 
would do '11'1'11 10 1.1'1'1' Iheir cli.,·llfll'·I'. WIII'II opr/"(KII"IIt'r/. rllt' 
£/I't'.\' 'I1'iII simply fIIt'lr illT" rill' .flltuloll'.f al/d \'IlIIish. /em·ill.1I. 
rile ,,"(we/('r loSI amI nm/II.\·I'cl. For Iho.\·(' who wi.�" 10 (I('{I/ 
willi TllI"(lIItillil' .\. Fo/l;. rlll'ir m'.w 1101'1' lin with (,nll/(IClill/: III(' 
Ralr-t'II'I's 0/ ('asrull MirkW(lod. 

1 1 .2 THE DWARVES 
Called "Naugrim" (S. "Stunted Peop[e") by the Elves. Ihe 

Dwurvcs ofRhuvaniondwcll in Ihe Iron I lilis. Likelhe Elves.they 
avoid dealings with Men. except in trade for foodstuffs. Small. 
broad, bearded. secretivc folk. Dwarves :Irecunning workmen and 
fierce wllrriOrs. Dwarvc.'i make valiant and loyal allies and terrible 
unrelenting enemies. Genemlly Dwarves arc hOllor.lble. except 
when blinded by gold lust. They are, however. touchy and quick 
to take offense and alway), ready to espuuse the CllUSC of l\ fellow 
DWllrf. Though some Dwarvc.'i have turned toevil, most arc filled 
with implacable haIred towards Orcs and thc creations of Mnrgoth 
and SlIumn. 

They spend their days at mining and at smith-craft. crcllting 
ubjects ofmre and wondrous heauty. The Elves may dispute il. but 
the Dwarves have a keen :lppreciation of bcauty. and conslantly 
work 10 beautify theirsurToundings. The Dwarves of the Iron Hi[ls 
have spent centuries enh:lllcing Ihe natum[ beauty of their holds. 
Theircnverns arc 1101 dark and gltXmlY. hut filled with the magiea: 
[iSh1 of Dwarven lamps. 
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1 1 .3 THE NORTHMEN 
The hardy folk now considered indigenous to Rhovanion arc 

colk'Ctively called the "Northmen" by the D(inadan scholars in 
Gondor and Arthedain. TIley arc fair and tall and strong, noble by 
the standards of Men. Their fierce sense of independence, how
ever, has led to a splimering of the ancient ways they brought with 
them from Eriadorduring the first centuries of the Third Age. Five 
sub-cultures have emerged, groups bound by their way of life and 

THE EOTHRAIM 
Racial Origin: A Northman group - actllally a collection of 
clans who share a similar sub-culture bal>cd upon an exh:nsive 
use of the hor.;e. The tenn "Eothraim" is one of convenience 
and is derived from the label used during the brief period that 
these scattered clans broke tribal boumls and were united as one 
"G�at Tribe" or "People" (Rh. "Uillthuid"). The six "tribes" 
(Rh. "Thiud" or "Thcod") of NortiUllilII Horse Lords arc the 
descendants of Eriadoran groups which migrated through the 
Misty Moumain Passes or through the Great !sen Gap in six 
waves during the first six centuries of the Third Age. These folk 
served as infantry and (later) cavalry in the annies of Arnor and 
Gondor and were the first Nnrthmen tomake widespread use of 
the horse. The lack ofEriadonm hor.;e herds and opportunity 
to secure vast pasture land made Gondor's offer of Rhovanion 
tcrritory exceedingly attractive. 
Home Region: RollingplainsofRhovilnion, with primary con
centrmions south of the Celduin and north of central Dagorlad. 
Hellviest numbers easl and southeast of Mirk-wood's East 
Bight. 
Ecosystem: Cool regions which contain vast expanses of open 
grassland. They fllvor areas marked by long grasses, scanered 
woodlands, rolling hills, and plentiful water. 
Political Structure: Basically a clan-based society led by 
Chieftains ("Thynas" or "Eorlas"). The clans generally occupy 
specific territories and jealously guard their boundaries. Those 
near the East Bight. however, often live beside one another in 
the same village or on joint land-holdings. The clans are 
grouped in six "tribes" (Rh. "Thiud or "Theod") which meet 
thrice yearly. Tribal leaders(Rh. "Huithynas")arechosen from 
the strongest of the lllymls. (Gondor calls them "Princes".) 
Between T.A. 1 000 and 1500 the clans were loosely governed 
by the Thyn of the Waildungs. who wa.� overlord of Ihe East 
Bight and oversaw a unified council (the Frmhing) which 
settled inter-tribal disputes and dealt with neighboring Gondor. 
Social Structure: Strictly patrilineal (traced through one's 
father) and patrilocal (the wife resides with the husband's 
family). Marriage can occur outside of the clan and, particu
larly in the case of "royalty,"outside the tribe. 
Settlement Pattern: The fortified village, a collection of long
houses surrounding the ceremonial Hilil (Rh. "Saicghuil") 
serves as the center of clan territories. Most able-bodied Men 
arc away managing Ihe clans' resources (e.g .. Horses) and the 
borderlands during the non-Winter months. These groups ride 
aeircuit and occupy semi-pennanent camps. Constant cOnlact 
with the home village is the noml, for good horses and an 
intricate network oftruils afford swift communication. Certain 
clans and someoflhe wealthier nobility among the others live 
on fortified "manors" during the winter and retreat 10 the village 
only in cases of outright war. 
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not through any sense of political unilY. Common enemies and 
unique Men of great stature have occasionally forged alliances and 
welded necting kingdoms, but the Northmen have always moved 
their separate ways. Even the mixed Northmen citiZenry of the 
towns along the Cclduin and in lhe Easl Bight have generally kept 
10 themselves. Nonetheless, they ilre ilware of their common 
ancestml bond and relllain brethren in the struggle against the 
Shadow. 

Military Structure: All m:lles above the age of seven receive 
training ill survival ilnd hunting skills, and all those fourteen or 
older receive training in weaponry and rudimentary tactics. The 
whole of the clan's able-bodied male population servc.� as the 
primary levy (Rh. "Faird"), while the remainder is schooled in 
the arts of stationary defense. The clan chieftain maintains a 
standing "house-guard" (Rh. "Kuzdrauht;In"), p;\n of which 
accompanies him; the remainder guards the village ilnd/or the 
lord's manor. Fighting is exelllSively from horseback. except 
where the enemy has driven theelan's forces inloa surroullded 
defensive sile. Family IC'ldcrs serve as sub-colllm.mders of the 
faird, while the overall structure is keyed to the seniority of the 
knights (Rh. "Driug") nf lhe Kuzdrauhtan. 
Currency: None. Gondor's currency i,� quile commonly used, 
and clearly precious melals are readily llcCepted, but the society 
is nonetheless keyed to barter. 
L.nnguage: Variations of the Rhovanion tongue Eothrik. Use 
of West ron is widespread, particularly in commercial circles or 
in areas in close proximity to Gondor. 
Appellrllnce: Generally blond, blue-eyed folk. They are tall, 
the men avemging 6' I ", the women 5'5". They huvecol1sider
able amounts of facial hair. but are not otherwise hairy. They 
wear linen and/or woolen shins, medium-length pants, and 
leggings. The Driug sport chain or scale mail shins and open 
helms. The Eothraim usually have an avemge to stocky build. 
Housing: Depending on locale and social status. the Eothrailll 
live in wood or stone "Long-houses" (Rh. "Lainghud'IIl"), 
Roofs are of woven grass over a light wood or twig fmllle and 
have a smoke-hole. The interior is nonnally one room with an 
associated storage area ancl/or loft(s). The few high windows 
can be covered with shutters, and the walls are insulated with 
earth lind wool blanketing. Entry is via sloping ellrth ramp. for 
the noor.; are set 2-4 feet into the ground. Light wood or twig 
fences surround manors or the garden areas of the more promi
nent villagers. 
The nobility live in sprawling homes whieh nlay have ten or 
more rooms. Their noors may be carpeted or have u covering 
of stolle. Generally. however, they :Irc nothing more than an 
elaborate variation on the basic theme. 
Diet: A mixed diet prevails. with heavy leavened orunleavened 
breads providing most of the bulk. Wild or domestic fowl, 
fresh-walerfish, lind game are in abundance, and dairy products 
(e.g., Goat or Kine milks and cheeses) arc usually available. 
Spiced or watered wine, beer. and imported meads are the 
favored potables. 
Worship: The structure is Iypically Northman. The Cult of the 
Stag (Rh. "Ailgrakyn") is central to this group's ritu'lls, al
though the Cult of the E.1.rth (Rh. "Uerdakyn") maintains 
significant sway. 
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THE GRAMUZ 

Racial Origin: A Nonhman group whose sub-culture is based 
on agriculture. TIley beclimc a dist;m;{ unit (tribe) during the 
first millennium T.A. The urban Nonhmen sub-culture found in 
nonhem Rhovanion at Dale. Esgaroth. wld Londaroth has often 
been associaled with Ihi!,; group, bUI is in reality quile distinct. 

Home Region: Rolling plains and river valleys of Rhuvanion, 
with primary concentl';:lIions nonh of the Nan Celduin. They 
generally prefer sheltered luwhuu..l arcas where the soil is rich 
and the winds subdued. 

Pulitical Struclure: Esscnliatly a clan-based society led by he
reditary chieftains (Rh. "Thynas"), The twelve (Rh. "Twa- lir') 
Thyoas compose the traditional tribal Council of Elders (Rh. 
"Fadanhing"), which meets three times a year or during periods 
of great emergency. Their sacred meeting site in the ruins cast 
uf the laeh Cclduin has never moved. 

Social Structure: Strictly patrilineal (traced through one's 
father) and patrilocal (the wife resides with the husband's 
family), Marriage can occur outside of the clan or tribe, but 
unions with non-Nonhmen are extremely rare, 

Settlement Pattern: Scattered fanning units are occupied by 
one 10 Ihree families. Generally, a number of these household 
groups compose a son of loose villagc (Rh, "Alanburh") 
located by a protected refuge - such as a terraced hill sur
mounted by 11 modest wooden wall and sUfTQunded by a moat. 
These "fons" are nonnally used to confine domestic animals. 
Aside from the urbun Nonhmen. Ihis is the only lnlly non
nomadic Nonhman group. for the residences are permanent 
sites which are occupied on II year round basis. 

Military Structure: All males above the age of seven receive 
schooling in fanning skills, but training with weapons does not 
begin until a youlh has reached the ageoffouneen. All residents 
of the Alanburh are taught to use the traditional 8' spear: cenain 
able-bodied males learn the use of the shon or long bow. and 
most folk are skilled with a hand axe. shon sword, or broad
sword, Essentially, the Alanburh acts as a military sub-unit of 
the clan's Faird. No standing amlY exists among the Gramuz, 

1 1 .31 THE NORTH MEN OF SOUTHERN 

WILDERLAND 
One hundred years ago, southern Rhovanion was the prosperous 

homeland of agricultural Nonhmen whose farms clustered along 
the southern eaves of Mirkwood, panicularly in the clearing called 
East Bight. But the Plague swept through, bringing illness and 
death, and in its wake bringing vagabonds as well, who combed the 
countryside looking for any place and any way 10 live Ihrough the 
difficult years. This sequence of hardships cut deep into the 
Nonhmen 'sculture. leaving only the toughest families alive on the 
Plains. One out of three homesteads still houses some Nonhmen 
who trace their ancestry back to Vidugavia, but whereas these 
people were once peaceful fanners and trainers of horses , I  hey are 
now fieree defenders of what little remains. They have developed 
weapons far beyond the ordinary in their ability to fire true to the 
mark, and these Men rarely speak before shooting. They have 
chosen 10 lei the outside of their farmhouses fall to ruin. Ihinking 
that then invaders will pass them by for abandoned. Bul this 
decision means to any trdveler through Talath Harroch and East 
Bight thai no mailer how abandoned a fannhouse may look, it 
might well harbor a Northman with weapon in h�nd. 

and the elite warriors are an infonnal grouping of men recog
nized for their lIoble blood or bailIe experience. 

Currency: None. Gondor's coinage is accepted in most 
Alanburh and clearly precious metals are always acceptable. 
Barter is still the norm, although garnet jewelry is often in 
circulation as u son of quasi-currcncy. 

Language: Variations of the Rhovanion dialect Gramuik (from 
which we derive ··Grdmuz"). the "Tongue of the Open Coun
try." Westron is prevalent along major trade routes. 

Appearance: Genel"3l1y blond, blue-eyed folk. They are taller 
than "common men, " the men averaging 6 '0". the women 5 '4". 
TIlcirgr.tin-oriclllcd diet has resulted in a group which is shoner 
than other Nonhmen. Although they are not panicularly hairy, 
men usually sport ncards. They wear cloths of linen or wool: 
palllS or (for women) short shifts with leggings, medium length 
shirts, fabric cloaks, and soft-solcd shoes. Wealthier warriors 
may don chain or scale mail shirts. but the noml is leutheramlOr 
- generally II rigid leutller breastplatc. a soft leather jerkin, or 
a long leather hauberk. 

Housing: Most of Ihe Gramuz live in rectangular structures 
which are lillie more than shon versions of the typical "Long
houses" (Rh. "Lainghudan") of their Northmen brethren. These 
are one-room structures (called "Bida-hudan") set two to thn..'C 
feet into the ground. TIley have high roofs, wooden frames 
covered with layers of grass. which often have a storage loft. A 
small gmin room is allached to the side of the house and is 
entered via a separate door; it doubles as a pantry of sons. One 
enters through a low doorway, and descends into the main room 
by way of a ramp or stairs. 

Diet: Generally grain and dairy oriented, with occasional small 
ponions offish orpoultry. Red meat is relatively rare except at 
festival time. 

Worship: Typical Nonhman holidays and clerical structure. 
TheCull ofthe Eanh (Rh. "Uerdakyn") is predominant, but the 
Cult of the Growing - a sub-cultural equivalent of the tradi
lional Cult of Trees (Rh. "Alanakyn") is common in cenain 
areas. 

1 1 .32 THE URBAN NORTHMEN 
The "urban Nonhman" of Rhovanion occupy the principal 

towns of the Nan Celduin and Nan Annen in the Nonh. and 
Mirkwood's East Bight in the South. The Dalemen, Lakemen.and 
Waildungs are all urban Nonhmen. No monolithic sub-culture 
exists among these folk; instead. they enjoy a relatively advanced, 
mercantile- flavored lifestyle which is colored by the more distinct 
ways of their rural neighbors. 

Northern Rhovanion's townfolk migrated from Eriudor at a 
relatively early date. making their way across the "High Pass" of 
the Misty Mountains. The first groopsettled at Dale. The founders 
of Londaroth, Esgaroth. and the smaller towns of the Nan Celduin 
(S. " River Running Valley") followed later. These people had 
been at the center of trade before the migrations and left behind 
modest towns in Eriadorwhen the landsofRhovanion became safe 
for settlement. Opponunities in the "new lerritory" were appeal
ing, und pressures from the Witch-king, migrating Dunlendings. 
and the omnipresent Dunedain made the journey even more 
attractive. Most of the citizenry remaining followed during the 
next two hundred years. 
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THE BEIJABAR (Bajacgahar or Bcornings) 

Racial Origins: A collection of small Northman groups. 
generally family groups. which compose a loose clan. Their 
social structure. physical type und nomlS are radically different 
from their Northman brethren. so much so thai they are consid
ered to be culturally distinct; they arc not simply a Northman 
sub-unit. Originally they were the masters of the Northman 
CUlt of the Bear (Rh. "Bairakyn") and became increaSingly 
isolated from the other North man of Eriador as the Second Age 
)h1ssed. By T.A. I they had retrealed into Ihe high foolhills and 
passes of the northent Misty Mountains (S. '·Hithueglir"). 
During this period the Bairakyn splintered and Ihe Beijabar 
assumed Ihe role of" protectors" of the cast-west trude routes. 
When the Northmen migrated across Misty MOllntains during 
the firs! part of the lllird Age, their passage was guarded by 
these hardy folk. 

Home Region: The NUll Anduin (S. " Anduin Valley") and 
highland passes of the Misty Mountains, Most lowland (val
ley) groups reside along the western edge of Mirkwood. while 
the highland families stay close to the refreshing headwaters of 
the Anduin's numerous small tribUiaries. The highest concen
trations are found in the Nan Allduin between the Gladden 
Fields (S. ·'Locg Ningloren") and the Carrock. These folk help 
guard the Old Ford (S. "Athrad laur") and make the valley safe 
for modest traffic and commcrce. 

Favored Ecosystem: Well-watered highland areas which 
comain substantial stands of primary forest and have cool 
weather. They favor rugged places, rushing freshwater 
streams, and plenriful animal popUlations. 

Political Structure: Although they arc widely dispersed and 
seemingly apolitical. the Beijabar are a remarkably unified 
clan. The hereditary leader - the High Shape-changer or 
"Ruling Bear" (Rh. "Waildanbair") - is Ihe religious and 
political leader, and acts an intennediary with other folk. He is 
generally the closest eldest male in the lineofthe last leader ,but 
there is no finn principle of primogeniture and further removed 
men of exceptional ability have been chosen as successors on 
at leasl one occasion, One absolute prerequisite exists: the 
Waildanbair must have the power to Shape-change (Rh. 
"Skuiftlaik"). This ability is central to both the leader's 
political and religious roles. Upon the death of his predecessor, 
the new Waildanbair removes himself from his family manor 
and takes up residence at a traditional site near the Carrock. 
From this point on, he lives alone and visits his family only 
periodically. His word is absolute, although he frequently 
consulfs with his hand-piCked advisors. 

Social Structure: Sirictly patrilineal (traced through one's 
father) and palrilocal (the wife resides with the husband's 
family). Marriage is outside the family but within the clan. 

Settlement Pattern: Extended family units live on isolated 
'·manors" (Rh. "Haiman"). Each Haiman has an associated 
territory ofsubstanrial size (often 400 sq. miles), and the family 
maintains and utilizes this fief's resources. The eldest maie(s) 
frequently leave the Haiman in order to maintain contact with 
other members of the clan, or participate in extended hunting or 
fishing expeditions. 

Military Structure: The oldest male in Ihe family is called 
"Frathaguim" (Rh. "Wise One") and is responsible fortraining, 
maintaining, and leading warriol1i who serve the clan during 
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times of need. The whole of the male population fonns the 
Faird (levy). All males above the age of seven learn military and 
outdoor skills. By Ihe age of ten, Beijabar youlhs are skilled 
trackers. superb bowmen, and animal masters. Men above the 
age of fourteen are eligible to serve in the main body of the 
Faird. Nonnally, this force is assembled al one often meeting 
places in the Misty Mountains or northwestern Rhovanion. The 
Waildanbairtruditionally initiates theeull through a network of 
"messenger beasts" (Rh. "Haurnwinar") and heralds (Rh. 
·'Haurnwair"). 

Currency: None. Trade is strictly by barter: and since the 
Bcijabar have an insulated culture and are essenrially self
sufficient. interaction with other groups is on a relatively 
modest scale. Only the Wood-men and Wood-clves have 
regular exchanges with Oeijabarfamilies. A close friendship is 
a prerequisite. 
Language: The Beijabaremploy twO fonnsof communication. 
Their standard tongue is II derivation of ancient Eriadoran 
Northman Speech and is called "Atliduk". (The word 
"Beijabar" is the Atliduk equivalent of"Bajaegahar," the latter 
being the standard label used among olher Nonhman groups 
living east of the Misty Moulltains.) Eachofthe Beijabur is also 
capable of communicating in "Waildyth," a system of signs and 
equivalent "nature signals" which can be used in the wild 
without betmying OIiC'S presenec. 

Appearance: Physically, the Beijabar are the largest of Ihe 
Northmen. Men average 6'4", women 5'7" . They are uni
formly strong in build and bone structure. Their complexions 
are fair; but unlike most Northmen, most folk have reddish hair, 
and considerable amounts of it. They wear fur lunics and capes, 
woolen pants with leggings, and no annor. Warriors often fight 
in hardened and reinforced leather helms which are covered 
with fur and/or the horns of fallen beasts. 

Housing: Bcijabar live in relatively comfortable long houses 
which they call "Laenganhuida", These are usually onc-roam 
structures made of beautifully filled wood. Unlike other North
man buildings, they are raised above the ground on pillars. 
They have high ceilings which have substantial rafters and 
occasional lofts. Huge cooking pits are set into Ihe center of the 
house floor, and smoke holes are cut into the roof peak in order 
10 assist ventilation. Most Laenganhuida have one or two 
covered porches. The manor itself is called the "Muidwe'" and 
is typically the site of numerous bee hives. gardens, and feeding 
structures for forest beasts. 

Diet: An exceptionally balanced bill of fare which includes 
fish, poultry, red mead,cheeses, fruits, berries, a widc varictyof 
breads, numerous honey-based dishes, and thousands of edible 
plants and spices. These folk enjoy a good meal. 

Worship: The Cult of the Bear (Rh. "Bairakyn") is the center 
ofBcijabar worship. The Waildanbair is master of the cult: but 
he is assisted by lesser lords or "Waetan", some of whom can 
Shape-change. Ceremonies occur in well-defincd, proteetcd 
glens and involve Men costumed as beasts. The Waildanbair 
and any other Shape-changer(s) take the fonn of bears and 
recreate ancient cpics (e.g. depicting the origin of the Beijabar. 
the Creation. the Ancienl Wars, etc). Other religious rituals 
surround the burial of the Waildanbair at the Holy Carrock (one 
of many river rocks which is nonnally labeled simply "the 
Carrock"). 
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0 1 937, 19.51. \966, 

This second wave of Eri:.dor:m lownspeople migrated to Rho
van ion by wlly of the "Great Road" or "King's Way", through the 
Greal Isen Gap (Gap of Rohan) south of the Misty Mountains and 
across the Undccps. They sculcd soulh of the Cclduin. where Ihe 
vast open pl .. ins were occupied hy scattered clans of Horse Lords. 
Still. their pcnch:mt for cool hills :md prolcclcd town sites resulted 
in a rem:trk:lble degree of concentrmion, :md nearly all of the new 
urban groups gathered in the highlands of the East Bight. There 
they built their lowns - Iargc collcctions ofwoodcn long-hou"cs. 
surrounded by palis:ldes SCI atop greal w:llls of c:lnh. 

The townsmen maintain closccOnlaC\ wilh Ihe great kingdom of 
Gondor (0 the immediate south, for a healthy portion oftheir tr.lde 
is derived from Ihe neighboring Duned .. in overlords. In .. ddilion. 
Ihese Northmen have a mercanlile p .. st: when they still called 
Eriador home, they were in close cnntact with the High Men of 
Amor and leamed the benefits of dealing wilh others, particularly 
the rich and puwerful. Their contacts have k"t..l to Gundor's 
recognition of the Princes orthe EoISI Bight as Ihe rightful m:L"ters 
of tlte "Kingdom of Rhovanion:' even though lite Nortllll1en 
themselves recogni7.e no onc :nllhority, onelheless, lhe lowns
folk are the focus of If'.lde and act to tic together the marc 
independent groups of their brethren. Their preoccupation with. 
and talent for. politics al. .. o give them the ability 10 organize and act 
as intermediarie�. Such a foundation allowed Prince Vidugavia 
and his immediate descendants to call themsclves "Kings:' 

P('lIpit'J (li/d Clfflllr('.�: TIll' Rl'ijahm 
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1 1 .33 THE BEIJABAR 
Along tbeeastcm banks of the River Anduin. the benign race of 

Men cltlled the Beijabar have Imide their homes for who knows 
how long. Theirdwcllings c:m be found from the point where the 
River Silverlodejoins the Anduin. nonhw:lfd even beyond the isle 
later called the Cilrrock (not f:lr from the greatest of all the 
Bcijab:lr: Beorn the Big.) One might wish to c:III their loose 
gathering a community. but to bctrerdescribe it une must borrow 
a tcrlll like "pack" or "den" from the world of animals. For the 
Bcij:tbar. Men though they are. live together in that SOrt of 
languagelcss. rulelcs .... instinctive way Ihal a p:tck of beavers or a 
den of be:lrs might live. 

Leadership rests with the oldest male member of each family 
I1l1il. Because of their ... kills in Skin-Changing, Bomabeor and his 
son Bombeneor were well known and held in highest regard by all 
the Bcijabar. Ifany crisis required le:tden;hip among Ihe Beijabar. 
those two would "Ike chllrge. Otherwise. no ideas of government. 
of power by one Man ovcr another. or of dominion by the l3eijabar 
over other races have ever cros.-.cd their minds. 

TIle Beijabar's daily cuncerns remain focused on the rigors of 
d:lily sustenance: gathering the fruits and nuts on which they live 
exclusively. tending to their homes of earth and woud. Thcirgreal 
strength is in animal hu},handry. for they raise animals so shrewd 
and gentle. from Cows ltnd Bees to Benrs and mountain li()n.�. thlll 
they have cume to Ix: ahle In depend on those :tnimals for the cart 
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of thcir hUllles. their household tasks, ,lilt! their children. A 
Beijabllr household is a bustling menagerie of animal workers. 
none speaking in an articulate tongue. but all moving IOgether 
intuitively in productive hamlony. 

llle Beijaoorspcak a curious language. distantly related touther 
Nonhman IOngues. but enhanced by sounds learned from the 
animals with which they dwell. They have "Iso h:arned to dress 
themselves through lessons from their animals. for they gmher 
shedding fur and spin and weave it together intodcnse. thick cloth. 
TIIC Beijabar mate for life. They raise their children together as a 
couple. and as a couple they also tend and train Iheirown household 
beasts. ulthough no Beijabar would consider thaI he owned his 
animals. 

THE WOODMEN 
Racial Origins: I\. collection of wandering Northman bands 
which compose a small. loose tribe. These hunter/gatherers 
adhere to a relatively " primitive" lifestyle which reflects the 
state of greater Northman culture as it was prior to the mid
Second Age. 

Hllme Region: Mirkwood. Most can be found in the western
most section of the forest. just north and SOUlh of the Men-i
Naugrim: but m:my bands room the northwestern section of the 
wood. 

Favored Ecosystem: Dense. mixed primary forest found in 
cool climates. Area must supporl large popUlations of Elk 
(St:tg) and other sizable herd animals. 

Political Structure: No overall unity. Theclans are composed 
of bands which gather three tillics a ycar (at caeh equinox and 
during mid-summer) for purposes of trade and religious rites 
and ritual�. The Starend ("summcr solstiec") gathering takes 
place in Ihe northern part of the forest and serves as a union of 
all theel:lIls. II is at this lime that the annual political assembly. 
the "Motadan" meets to decide inter-dan di�putes. Each dim 
council is represented. Band leaders comprise the clan's 
council ("Aldiarthing"). and clcct an elder to preside over the 
dan until the next g:lthering. The political center is the 
tmditional meeting place. but this focus remains unoccupied 
during much of the year. Clans rarely de:ll with eilch other. 

Sodal Siruciurc: Slrictly p:ltriline:ll (tr:lced through one's 
father) and patrilocal (the wife resides with the husband's 
family). Marriage is outside of the band hut within the clan. 

Selllement Pall ern: Groups of two to four families live and 
cr. lVel cogether itS "bands." Each band maintains its own small 
territory and maintains a numocr of � .. mp.�itcs within that area. 
TIleir existen�e is essent ially a nomadic one. based on hunting 
:md gathering. Weaker men. women (lnd children reside in l.he 
camp while the strougcr mcn pursue the hunt for one-three week 
periods. A number of the c:mlps are occupied over the course 
of the year. The whole bandjuins the rcst of the clan during the 
spring. mid-summer. ilnd fall. One clan. the Sainheod. lives in 
a seulement at "Woodmen-town" and enjoys a unified struc
ture. (Sec color insen and Seclion 1 3.4.) Theirs is an abnormal 
existence which has been derived from clu.�c contact with the 
neighlxlring Elves of L6rien. 

Military Structure: All males above the age of seven arc 
engaged in training wilh weaponry and possess skills in track
ing. stalking. and anything else assuciated with a hunting and 
gathering cxistence. They make fine w:lrriors. but have no 
formal military truining. 111e clan's military structurc is infor
mal: the council can call upon the bands to provide Men for the 
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TH�: CULT In' "l"H.: O.:AII: 

11le religion of the Beijabar is puntheistic. worshiping the forces 
of Nature in every fonn that manifests its overwhelming powers. 
from lightning to sunshine. frolll the full moon to thc ever-running 
watcrs of the Anduin. Only one force ise.�teemed above all others. 
thm of the Great Bear Spirit. sacred to the pre-eminent Cult of the 
Bear (Rh. "Bairkyn"). for the very being of the Bcijabar is 
associated with Ihe blood of these awesome beasts. 

The focus of this cult is the worship of Bctml (Oromc) in rites 
involving elaborate dancing accompanied by skin-changing and 
costumes. 11le5e riluals commemorate thc gin of Skuiftlaik (Rh. 
Shapcch:mging) bestowed by Bema upon the Beijabar in Ihe Elder 
Days. 111C Bear slmpc is said to bring the Beijabar close to their 

defense oftheir tcrritory. Accomplished warriors command by 
virtue of the authority they maillt:lin in everyday life. Ar
mor eonsislsof helms with leather jerkins or hardened lemher 
breastplates: round wooden shields covered with leather :lnd 
reinforced with iron are the nonn. All warriors are proficient 
with long bows. and shon swords :lnd h:lnd axes serve as the 
principal hand anns. 

Currency: None. Barter is the nonn. and precious metals are 
prized primarily for their value in m .. king ornaments. The use 
of coinage is virtually unknown outside of Woodmen-Town. 
and it is extremely rare there. 

Language: Rhovanion sub-group Nah:liduk. West ron is spo
ken by few oUlside of Woodmen-town. TIle Woodword is their 
secret tongue. 

Appearance: Gcncr.JII y blond. blue-eyed folk. They are 1:111-
the men being 5' 10" to 6 '4" . the women averaging 5'5" -and 
ha ... e large amounts of facial hair. Their build is aver:tge to 
stocky. They wear crude woolen IUnics :md short pants with 
leggings. and favor coats. doaks. and hats of fur. 

Housing: Primarily long. rectangular. arched structures of 
woven wood covered with hides. The single-room interior is set 
approximately three feet illlo the ground and is entered by a 
sloped opening. Smoke from the interior fireplace finds ils wlly 
out through the one or two window openings or via the door
way. Woodmen-Town is ;1I1 unusual setting -the houses are 
set up in tall. stout trees and built upon platfonns of wood. 
nonnally elevated 15-20 feet. Most have but one room. and are 
composed of small wooden planks or sections set over an inner 
fr.une :lIld chinked with mud. The roofs arc ofwoveil hide and 
arc secured to the trees' trunks (which USUillly run up through 
the center of the abode). Open platfonns scrve as meeting 
places. and communal cooking areas have walls bUI no roofs. 

Diel: Generally meat in thc fonn of frc.�h or dried and salted 
game. Fish is einen on occasion. Berries and wild grains 
supplement the c .. rnivores· bill of fare. 

Worship: Each band hasa member who is formally desigllated 
as one of the "Wuitan" (Rh. "Knowing Ones"). These folk are 
generally women. shamans who act as healers. seers. and 
spiritual lcadcrs. They unifonnly adhere to Ihe nonns accord
ing to the tribe's ancient "Alanakyn" (Rh. "Cull of the Grow
ing"). All of the Wuitan belong to the Alanakyn. but the cull'S 
leadership resides in a band of "I\.rivwiutan" (Rh. "Ever
knowing Ones"). 111is grouping of four family units maintains 
its own through rigid tmining. and enjoys a relatively sedentary 
existence. Olher bands help support thesc shamans through 
constant contributions, particularly at the times of the great 
tribal gatherings. 
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beloved Bema. for Ihe great Vain is a hunter of fuul beasts llOd 
master of changing ways. (All Valar. of course, possess the laller 
trait.) In the Elder Day:.. the Beijabar. in the shape ufGrcal Bcars. 
accompanied Ofma inlo b:mlc againsl lhe :lnnies and servanlS of 
the Ulack Enemy. Now Ihey gather in one of their traditional 
glades to dance and commune wilh their FaltH.:rs. Then they go 
fOrlh in search of the creatures of Darkness. hunting and killing 
with brutal determination. This instinctive slaughter rUlls deep in 
thcir blood, and in limes of war, or al lhe sighting of one they Call 
a "monster" (e.g .. an Orc orTroll), the Bcijubur lord might sec fight 
10 rcvcn to the ways of his venerated bear-cousins. 

1 1 .34 THE WOODMEN 
Unlike otherNorthmen who shun Mirkwutx..l.the Wutx..llIlen are 

at home in the gre:1I forest. In f:lct. they live in trees. much like 
Thranduil's folk. 

The community of Woodmen long :Igo reflected the same 
animal-like panerns of organi7.ation still found among the 
Bcijllbar: individual families lived in theirown houses in the trees. 
gathered and hunted for lhem�elves. and quietly subsisted. In fucl. 
examples of thi.� son of primitive Wc)()(lmen settling still :lbound 
in northern Rhovanion. from whence this more sophisticated 
southern tribe of Woodmen migratctl. Fur whether through intel-

THE SETTLERS FROM GONDOR 

Racial Origins: "Lesser Duncdain," a varied mix of folk who 
are in part Nonhmen. derive some blood from the indigenous 
"Common Mcn" of Second Agc Gondor and are directly related 
to the uriginal Ounadan selller.� who arrived from N(imenor 
after T.A. I �OO. 

Home Region: The plains. rolling hills. and scallered wood
lands east of the Anduin. north of Mordor and south of Mirk
wood - stretching as far as the 5ca of RhOn. The highest 
concentmtions are along the Anduin. The larger settlements 
further cast are concentrated along the Men Romen (5. "E.,sl 
Way"), the road which serves as the principal communications 
link with thercgion. The hlrgestconcentr.llionsofDunedain are 
near Tir Anduin. Thorontir. and Warfinger. 

Ecusyslem: Largely varied. 111C Men of Gontlor prefcr mild 
winters and wann summers. but these hurdy refugees h:tve 
become used tothe coolertempemtures. Most of the folk prefer 
well-wooded hills which overlook a source of freshwuter. 

Political Structure: Gondor's eastern territory. generally 
called Dor Rhunen (5. "Eastern Land"). is officially :l royal 
holding administered by a Regent (5. "Namion." or "Ordained" 
is the litle. and the prefix "Nm" is affixed to his name). He acts 
lIS military and civil commander. Like the first official Regent 
Minalcar (R6mendacil ll). this Lord also serves as an ambllssu, 
dorto neighboring peoples. not:lbly the Northmen and tribes of 
Dorwinion. The locals call him the "Mund" (Rh. "Guardiun"). 
Regents usually act through the military structure. but are 
empowered to work with the retired "Requain" (5. "Knights") 
who make up the aristocracy and are the area's chief freehOld
ers. Each Roquen who has scnled in Dor Rhunen maintains a 
fief of up to I(X)O acres and is responsible for all the citizenry 
located within its bounds. He is also bound to provide levy 
troops and/nr "Ohtari" (S. "Warriors") in time of need. 
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ligence. mutual enemies. or learning gained by COl1lact with the 
Elves. the Woodll1cn of�oulhcm Rhovanion.even back before the 
tum of the Third Age. learned the benefits of an organi7.t:d 
community. 

Today the sophisticatinn of their woodland society can be seen 
reflected in the network of houses that they have built at 11 height 
of twelve to fifteen feet lllx)ve gmund level. among the trees. The 
cmnplcx of tree-buildings began centuries back as children mar· 
ried children and wished·fur passageways between their old 
homes and their new. withoUi descending to ground level. Today 
no Woodman house stands alone. and ingenious methods of 
carpentry provide both solid support and also artful walkways 
from dwelling to dwelling. all in among the ICllves and branches of 
the wutx..ls. 

The roles of the �exes arc 1>hnrply divided. :tlthough without 
billcrness. amollg thi.� trioc. But so important to daily life are the 
responsibilities of both Woodmen and their wives th:lt marriage is 
essentiul by the age of fifteen. From the time of marriage QII. the 
Woodman must :'Iways tend to the safety. comfort. lind bc:tuty of 
the home in which he and his family live. The wife of the 
Woodman. benefiting from his labors. docs hershnre by seeing th;1I 
the family cats well throughout the year. Both wife and husband. 
therefore. must sometimes sojourn outward from the community. 

Social Structure: Descent is bilater.J1 (tmced through both 
father lind mothcr). Marriage must occur outside of the family 
and can involve "non-Dunad:m" (this has gcllt:rdtly meant 
Nortlum:n). Rcsidency is hilacal: one might live with either the 
wife or husband's family. 

Settlement P:ltlern: Most settlers reside in very small lowns. 
some of which are fortified. Outside the Nan Anduin area. 
scttlement is sparse and long distances scpar.lle town siles. The 
Great Plague has compounded the problem. and a number of 
towns are entirely ab:mdoned. Few exist with beller than half 
their pre-Plague population. Most of the towns are located 
along the Men Romen beside military outposts and/or the 
fortified manors of the Requain. In fact. the Men Romenserves 
as the main or only street of the majority of towns in the Dor 
Rhunen. 

Military Structure: The organi7.ation of Gondor's E<lstem 
Anny is unique. Wide distances and tenuous communication 
lines make any reliance on a levy·based force unfeasible; the 
limited resources have dictated that an elite. semi-mobile anny 
serves better than the usual men-at·anns. The Targacn serve as 
the sub-commanders directly beneath the Regent. They com
mand Ihe standing army of over 2.000 warriors housed in a 
series of outposts by the Anduin oralong the Men Romen. This 
field force can be supplemented by retired Requain and Ohtari. 
liS well as by allietl Northm:m cavalry. E::lch Targen commands 
a unit of 500 Men called an "Ohtarrim" (5. "Warrior Hllst"). 
which is in tum divided into five "Falmamdak" (5. "Battle 
Waves"). The Falmendak contains 100 troops commanded by 
11 11langon (pI. "Thengyn") lind organized into live 20 man 
Falmareel (S. "Running Waves"). An Ohtarin leads this. the 
smallest ofGondor's battle formlltions. 80th the elite Requain 
(5. "Knights") and the noble Ohtari (S. "Warriors") are organ· 
ized according to this structure. although the Men are segre
gated according to rank. Thus. a Falmecel of Requain will be 
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he in search of useful lumbcr, she in search of food not found in 
forest eaves. Usually men or women travel together in groups on 
these outings. and usually they do so during different seasons: the 
men travel out in search of wood during spring and winter. and the 
women forage regularly logetherduritlg sUllllllerand fall. meaning 
lhalillany time of the year one or the other adult within a Woodman 
family can slay home and tend the fire and the children. 

Religious myths and beliefs among the Woodmen center re· 
volve around the seasons of the year. For them. each of the four 
seasons is a goddess. CHch bringing good as well as bad. Necessary 
homage must be made by seasonal meditations. performed to
gether by the cntire community. reflecting upon the powers of 
Namre lind expressing thanks for the world of trees. 

Most Woodmen and their wives are proficient in three lan
guages: Naihaiduk, their principal dialect; the ancient Woodword. 
which they shared with more primitive Woodmen to the north but 
with nootheOi around them; and the Common Speeeh of We sIron, 
which they had learned during the influx of groups of Men into the 
Vales of the Anduin. Children arc trained in Woodword early. but 
upnn reaching the age of founeen they spend a year learning the 
geography and language of Wilder!and in a forest school. 

This Woodman community is fairly well self-sufficiellI. iso
lated as it has been from many other societies. But over the last few 
cellturies and particularly during the last few years when fugitives 
fleeing the pains of the Plague have been passing through their 

used differently from one composed ofOhtari. Dunadan tactics 
are based on widespread usc of wcll-tmined heavy infantry; 
although the Eastern Army has an unusually large proponion of 
mounted units. for half ofGondor's cavalry is deployed Oil the 
plains. The typical .mack involves drawing pan of the line into 
a '"Dimaith" (S. ··Man-spearhead"), or "wedge," which is used 
to sever an enemy line or disrupt an assembling foe. A 
'111angail" (S. '"Shield-fence") is employed in times of trouble, 
when defensive emphasis is crucial. The Thangail can bend 10 
fonn a circle of steel which dissuades even the most detemlined 
charge. Outposts are manned by 60-100 men. The command
ing Thangon -who may be either an infantry orcavalry Icader 
(depending on locale) - will have varying proportions of foot 
and horse soldiers. but no more than onc Falmecel of Requain. 
And. since a Roquen is allowed to live in privale residence on 
a small fief. the Knights require mustering and are used only in 
limes of great need. The Ohtari perfonn the palrol and relay 
duties. Gondor's banner of royal blue faced by the image of the 
White Tree is carTied into the deepest outland nooks.Gondor's 
troops favor the broadsword and composite "steel bow" - the 
latler being an effective weapon, but nonetheless a pale shadow 
of its Numen6rean ancestor. A numbcrofthe mounted Requain 
and leaders prefer two hand weapons. Lances and spcars arc the 
province of others, for the Men of Gondor rely on their silvery 
chain or scale mail and heavy mounts to great effect in close 
melees. and have no qualms about fighting in close quaners 
when a charge fails to break a foe. Afler all. Gondor's cavalry 
is in many ways "mounted heavy infantry." 

Currency: The settlers usually baner with their neighbors. 
although coins minted at the royal treasury at Minas Anor are 
in wide circulation. The silver piece is the standard. allhough 
most folk deal mostly in bronzc ( 1 0  bp = I sp) or copper pieces 
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lands, the WOIxlmen have found that their facility in whittling and 
joining fine woods has provided them with items wonhy of trade 
with others. They are especially known among Rhovanion and 
Gondor for their intricate boxes, called "Inerenerabia·' (pro
nounced like "inner-enner-ah-bee-a"; singulHr: "Inerenentb," 
pronounced "inner-enner-ab") by those who constnlct them. No 
wider than a foot, no deeper than eight inches, rarely laller than si;t; 
inches, from the outside the.�c Woodmen bo;t;es look like "imple 
oaken constructions. only occasionally decorated with inlaid orna
ments of other types of wood. 

Open an Inerenerab and inside one sees numerous compan
ments. Even more cOlllpllrlmenlscxist within the boxes, hidden to 
the intruder's eye. Magical powers reside in these boxes. powers 
reined in by the Woodmen's skills ill harvesting and curing woods. 
Food put into an Inerenerab stays fresh and nourishing for one 
month. Herbs and roots put into an inerenerab retain theirmedid
nal potency: needless 10 say. poisons main lain their powen:; there 
as well. If one obtains an Incrcncrab from a Woodman with good 
will. then the secrets of the hidden compartments work to one's 
everlasting advantage. allOwing one to hide preciOUS ilems like 
rings or bracelets out of view of robbers and thieves. But if one 
obtains an Inerenerab without the good will of the Woodmen who 
mude it. none of these exceptional qualities hold true. 

(5 cp "" I bp). A sprinkling of gold (20 sp:: I gp) can be found 
among merchants or Ihe wcalthy. Duc to Gondor's economic 
impact. these exchange rates and coins are respected in border
ing areas. The images of Ihe While Tree and the King (later 
Steward) are widespread. 

Language: Westron or the ··Common Tongue" is the language 
of the citizenry throughout Gondor. and Dor Rhunen is no 
exception. Labels and place names are often in Sindarin, and 
personal names frequently take older AdCinaic fonns. 

Appearance: The Dunedain are generally dark-huired and 
fair-skinned folk with grey or green eyes. They aretall, the men 
averaging 6'2", the womcn 5'6". Most have liule or no facial 
hair. They wear brightly colored, elaborately trimmed tunics of 
fine linen, cotton or silk. Leggings arc preferred over pants. 

Housing: Thecolllmon folk live in reclllngular sione structures 
with thatched roofs. Most <lrc onc story buildings with two 
rooms. one for sleeping and the other for general use. The main 
floor is level with, or slightly raised above. the surrounding 
terTain. Chimncys with cooking niches are universally ulil ized, 
and shuuered windows provide thorough ventilation. 

Diel: Dor Rhunen's widely varied bill of fare which includes 
fish, poultry, game, a few hearty vegetahles, and numerous 
breads. The Dunedain arc superb gardeners. 

Worship: Most worship revolves .. round the numerous holy 
days. The Dunedain have no formal organized religion per se: 
rather. they conduct quiet and highly personal ceremonies 
which largely involve meditation. TIley respect the Valar and 
the dead Heroes of old. but avoid dogmatic texts. discussions, 
or inscriptions. Much of the ritual life centers on elaborate 
burials. After all the yean; since the Downfall.the Dunedain are 
slill somewhat preoccupied with death and the afterlife. 
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1 1 .4 THE DUNEDAIN 
TIll; vasl Talath Harroch has always bcCIl a land of changing 

lides. Residents moreoftcn Than not roam wilh Ihe se:lsons or move 
when Ihe land has been exhausted. Frequent visitors lind the 
lightly- guarded expanses ideal for travel, fur few obstacles lie in 
the,way oflhose seeking richer lands on the olhersidc. Thc grassy 
plums ami gently rolling hills sland us 11 wide highway for wander
ers and invading hosts. Not invllders. Men from Gondor naturally 
settled upon Ihe empty plains of Dor Rhuncn when hllld became 
scarce in the South. The fenile plains made ideal sites for 
farmsteads. und Gondor peacefully annexed the region. Over the 
centuries the lesser Dunadan sClllcrs inlcnnarried with the NOrfh
men of the region. and customs and cultures mingled. Militarily. 
Gondor built wa\(;htowen; and patrulled the region's bonkn; tn 
protect it from incursions from the east. 

This chunged drmnutkully during the Plague. Dor Rhunen was 
devastated; more th,1Il half the population was wiped out and many 
of the fanllSteads abandoned. Military control lapsed. and survi
vors returned south. where there W:IS s.afety and space a plenty. A 
few tenacious and hem1y souls have remained however. and it is 
encouraging In nnte that Gondor is onee more reasserting coniroi 
over the region. 

1 1 .5 THE EASTER LINGS 
The racial and cultur:ll links between the Men descended from 

the Edain have forged strong bonds. and the relationship between 
the Northmen and Duned:!in has been based on more th:1Il mere 
political convenience. Scattered Northman folk in both Eriador 
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and Rhovanioll have always looked 10 the lords of Gondor and 
Amoras military. cultural. and trilding partners. This link hasbcl"n 
further sirengihened of latc. parfiL'ularly !x:twecn the Men of 
Wildcrland and the South Kingdom, for both have experienced the 
tumloil and terror associaled with the Grellt Plague. The comlllun 
experience of witnessing fllilen hrethren hurning or rotting in the 
streets and fields has created new grounds for understanding. 

On the other IHlnd, the Nurthmen of R hnvlInion have generally 
turned their backs on the E..'tst. Vast dist:lnces, ethnic barriers. ami 
the lack of dear political channels makc deal ing with Easterling 
groups difficull. dangerous. and unprOfitable. Regular bartering 
wilh those ofRhun and beyond only occurs along thcCclduin and 
Camen corridor - where Ihe watery highw:ly :lffords swifl pas· 
sage, and the partnership invol ves Ihe relatively sell led inhabitants 
of Darwinian. (The fact th:.!t Nor1hmen enjoy the stupifying elfe<:t 
of fine Derwinion wines is also a factor.) 

Nonetheless, there arc substamilll numbers of people living to 
the east ofRhovanion's NOflhmen. Semi-nomadic tribes reside in 
the wild reaches of the eastern Talath Harroch. More sedentary 
groups occupy the great river valleys ,IS far west as the lower Nan 
Celduin. Northmen and Duned:.!in alike usc the collective label 
"Easterlings" [0 describe these folk, but while their communities 
a� .all. located to the geographic east, they arc oftcn largely 
{ilssmular. The nomadic groups sh;lre like settlement and migra. 
lion patterns. and collections of tribes are mcially and cultumlly 
related. There is, however. more than one unique Easlerling race. 

Dorwinion's residents differ as much from their neighbon; as they 
do from the Norlhmen. 
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1 1 .51 THE ASDRIAGS 

TIle high grasses ami rolling hills of thc eastcrn Talalh Harnx:h 
have been recently invaded by a nomadic race migrming westward 
out of the plains cast of MordoL Pressup.� from the Variags and 
Nllriags (ofKhand and NOrad respectively) has forced the smaller 
Asdiag tribes to journcy to sllfcr ground. and the first few tribes 
have sought refuge in Rhovanion. The Asdriags are related to the 
dark. unerly brulal races which drove them out of their most recent 
horndund. peoples who equate compassion wilh painless execu
lions. Nonetheless. they arc relatively gentle. not unlike the olher 
Eustcrlings (i.e .. Sagalh) they have encountered in easlCm Wilder
land. 

Sagalh tribes hail from the region by the Sea ofRhOn ami enjoy 
quiet pastimes like shooting scurrying rabbits from horseback as 
the bowmen ride away. On Ihe OIher hand. the Men of Khand and 
NOrad (Variags and NOriags. respectively) find spun in burning 
villages or making clevcr decurations out of the skulls of thcir 
vanquished foes. Other limes. these tribes engage in truly perverse 
or bloodthirsty practiccs. Thcir Asdriag brethren. being fcwer in 
number and less w(lrjike.qu1ckly took the him when a large Nuriag 
anny slaughtercd a IUllf-dozen Asdriag dans wholesale. New 
pasture land was ab;mdoned to the NOriags. as the Asdriags !led to 
the nonh and then westward. 

Dcspilc Ihcirinability to de;11 wilh the incursions inlO their home 
Territory. the Asdriugs rell1uin line warriors. Lightly armored 
Asdriag horsemen ride lean. swift mOUnTS and c:trry shon horse 
bows and long Osriev. eight foot lon£ weapons which look like:t 
cross hctwecn a spear and thin Two-hand sword. Theiropen b:tttle 
fonnations either circle an enemy while pePI>ering them with 
widc-tipped arrows. or sweep along the foc's !l:lIlks. lIsing their 
razor-sharp Osriev to impale or gently relieve their victims of 
various exlrancous appendages. Asdriag fighTcrs also favor 
bri.g,h�t'j-co\Ot�d bca�t motih on t\\�i.t �m,\\\, te\n{mced ov:\\ 
shiclds and adorn their layered leather hclms with brillianT plum
age which suitably complements thcir equ<llly g<ludy capes and 
cloth saddles. An Asdriag w<lrband rarely escapes notice. 

Although the whole of the able-bodicd m:lle population is 
trained for combat beginning at lhc uge of six. the Asdriags enjoy 
more pcuceful pursuits. Womcn actually dominale religious and 
domestic life because property and desccnt are traced along their 
line (i.e .. thc tribes arc Illiltrilineal). Thcy are the ntlers of the 
household. which nomlally consisls of thc family's women. their 
children. :md thcir brothers. Men live with their sisters and hclp 
raise the women 's children. not lheirown. One Icarns from his/her 
1l10lherand uncle. Single-roomed homes arc shrouded in one layer 
of heavy felt. which is sewn to an outer laycr of tanned hide lIIld 
stretched over an interlocking wuod fmme; !loors and doors arc 
covered with thick blankets. The priests :md chieflains live in 
mulli-roomed monstrosities of the samc fundamental design. 
Sincc the covering is tied together in sections. :1 whole Asdriag 
house (As. "Arshe') can be broken down <lnd moved in a remarka
bly shon timc. Theonly olherstruetures theAsdriag depend on are 
equally mobile. Outdoor cooking areas - uccessiblc through a 
nap opening in the household wall -consisl of thin Slone I1re slabs 
placed in pi IS besid..: Ill..: I\rshl. ;tllll smaller frallles of wood pro
vide shelter ill jncklll�llI wcutIK'''' Slmrp. iron-reinforeed stakes of 
varying sizes :Ire driven inlO the soil in a staggered pattcrn which 
surrounds the camp and slows the charge of enemy horsemen. 

When a camp is moved. the Slakes. frames. wall-shrouds. and 
fire-rocks are loaded into specially designed hide saddle bags lind 
packed by horse 10 the neXT sile. E;.lch eXlended family owns five 
to ten horses suitable for bearing large burdens. and mainlains 11 
number of mounts for riding. Nonnally. a group will possess 
approxim:nely two horses per person. TIlere arc ninc small 
(approx. 750) Asdriag tribes which fonn an occasionally close-
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knit union under the leadershipofa I-Ifirdri:lk (As. "King of All the 
Tribes"). a man is generally ehusen frulll one of a few respected 
families in the largc Kus tribe. 

Asdriag religion centers on the remale prie:.ts. older WOmen who 
lIrc thc matriarchs of specific "cxaltcd families." Pricsts train thc 
tribal healers and anoint cenain warriors who have distinguished 
thcmselves in bailie. The healcrs in turn act as prophet" and 
physicians. while the cliosen tighters (Huka) form an elite class of 
cOJllbutunts exempt frorn llsual dOUleslic duties: instead they guard 
Ihe camp' perimeter and act as scouts. trackers. and light cavalry. 
II is they who lead the churge or cover the relreat. Like atl Asdriag 
fighters. the HOb believe that death in bailie will result in glorious 
reincarnation. This belief is tied to the binh ritual. which is 
essentially a "reunion" with a "returning" warrior ancestor. All 
wumen who have given birth to iI child who survives pubeny will 
also be reborn, while fallen 1- IOrdriajoin the tribe's overpopulated 
pantheon of GUllrdian spirits. Most of thc rcligiuus rites concern 
interaction with the dead who have not yet been. or c:lllnot be. 
reincarnated - since they "can sec the futurc" - or sacrifices 10 
Ihe Guardians (As. "HUr-hudria"). Associated rituals involve the 
whole community (excepting the Huka): dancing and drinking and 
song dominatc ceremonies which often last for days on end. (The 
best time to auack an Asdriag camp is during the week-long 
recuvcry period aner a good religious gCI-together. 

1 1 .52 THE SAGATH 
Like Ihe Asdl'iags. the Sagath arc also nOlnadic "Eastcrling." but 

unlike Ihe other inv;tders, Sag:uh tribes migr:lled westward from 
the castcrn shores of the Sea of Rhun. These people are related to 
the r;"e the Wood-elves call "'I'al:llhoth " (S. "Plains Host"). a huge 
tribal nation whose culture is bilscdon the horse and wilin (wagon). 
Thus. they are considered "Wain-eas.terlings." 

There are three Sa�alh �ribe!;. in Rh<.wani<.m: two Q\\ the nQtth
eastcrnTalilth Harroch ,LIld one locatcd on the nonhem nank of the 
Iron Hills (S. "Emyn Engrin"). Many more Sagath and Logath 
reside on the plains just 10 the ells\' Mos.t of these Iribes arc S11Iall 
(approx. 250-500) or travel as (;Qllections of chllls.joining togcther 
only when a semi-perm:mclll campsitc is established. Great wains 
built of hlvishly dccorated but stout wood (reinforced with iron) 
serve as the principal modc of transponing goods and families. 
although sturdy pack horses are in good supply. Warriors own al 
least TWO small. tough mounts. 

\YARt:ItAn 

Sagath fighters operate from horscback in five-m:m units called 
"Yunovi" (sing. "YunOIll"). A skilled tracker leads three moder
:uely-.. nnored speamlen and a lightly anned horsc-archer. Field 
fonnations of Yunovi are commanded by the clan headmen (Sa. 
"Lywir·). whu arc in turn oversecn by the tribal chieftain (Sa. 
"Lyhud"). Thc Lyhud also fewin:. Ull elite bodyguard (Sa. 
"Yunovas;" sing. "Yunuvadi"), 1 0-20 Men selectcd from the 
veteran ranks of trackers. Shon throwing spears (Sa. "Yurgol:" 
sing. "Yurgas") and finely crafted short bows scrve as the principal 
weaponry. Morc hCllvily-annored Yunovadi often employ long. 
curved swords and colorful. elliptical shields decorated with 
spikcd bosses (center-plates). Most S:lgath tribesmen prefer to 
harass an enemy before closing on the foc's brokcn ranks, so light, 
accuratc missilc weapons serve them well. Few races count so 
many rine mounted bowmen. and olle pursuing fleeing Sagath 
horse-archers should take cafe to avoid arrows fired from the 
perculiar "backward" riding position perfected by the warriors of 
Rh(in. The Yunovas present an cllt.ircly different danger: each 
carries a Yurgas which appears exquisitely pedestrian. but is 
actually cunningly-crafted: the grey-stecl tips break off upon im
pact, exposing a well comaining a strong dose of the poison 
Pursrak. 
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SIU:LTER 
Sagalh communities in Rhovanion are no more than camps set 

atop small hillocks. In the more temporary camps the wains are 
drawn around in ucirclc to protect the site as sort of a mobile wall. 
Those settlements which arc considered scmi-pcnnancnt are usu
ally surrounded by a low, wOCKien stock.ade which is occasionally 
used in conjunction with a dry ITlOOI and earthen rampart. Like all 
Sagalh sites. they are filled with low one-room homes which are 
shaped like 30' Iong rcctungles-6' wide at the ends and 12' wide 
in the middle - and are conslmcled of layered hide "shingles" 
drawn ovcr a wood and sinew skeleton. One enters by way of a low 
hidc-covcred duorway at one end. Windows are exceedingly nlre; 
when they are present. they consist of no more than a narrow 
opening in the wall JUSt below the roof line. The peaked roofs are 
completely shrouded in thick thatch, although a "smoke hole" is 
often CUI in the center (along the upper spine). Residents sleep on 
grdss and fur-covered earthen ledges, alongside the usual comple
ment of fleas, miles, and olher friendly venn in. Cooking fires are 
built inside in a sunken hearth. Horses are kept outside the eump 
except in times of war or stress. 

KINSIIII' 
The Sugulh count their descent through their father's line and 

revere the patriarch of the extended family above all but the Lyhud 
(who is essentially the patriarch of the whole tribe). One becomes 
patriarch by virtue of age and competence; the oldest male who is 
considered sound of mind holds sway and is entilled 10 carry the 
family's gamet-encrusted, gold "blood knife" (Sa. "Nolusav;" Rh. 
"Domecg"). This blade serves as both a symbol of the line and as 
a sanctiried tool of enforcement. It is frequently employed by the 
patriarch. whose word is law within the family household, so much 
so that he can order the execution of a family member with no more 
than a word of "banishment." Accordingly. the Lyhud can dictate 
the life or death of any tribal member. It is he who decides inler
clanal disputes and acts as the ultimate arbiter. The clans' Lywif 
serve as his councilors and act as the clan patriarchs in limes of 
disunity; but they never question his final decision. 

WORSIlll' 
Sagmh religion is a curious combinmion of animism and rever

ence forthe Black Master. Daily life centers around the beliefthat 
certain objects are "alive" and have souls.just like plants and ani
mals. Red stones (e.g .• gamets) are thought to be particularly 
strong animals who do not get around very well. During the night, 
however, the donnant "beasts" ure about. and traditional Sagath 
priests note (with considerdble fear) that the quiet spirits dominate 
the darkness. Up until recently this meant that the Sagath rarely 
ventured outside the protective mantle of the rire-light during the 
night. but this hal, now changed. Warriorpriesls now pass most of 
theirwaking hours after dark. forit is the timeofthe Black. One. and 
his scrvanL" are then strongest. After all, lhe revelations spread by 
his servants (i.e., the agents of Sauron) have shown thai the 
powerful "quiet spirits" which abound in every rocky hollow. 
thrashing stream, and wine-swept field are his minions-captured 
souls of Men who did not serve him properly. The priests respect 
their new-found ma."ter's needs and take great care to perfonn 
quaint sacrifices during each night where no moon can be sec.n. 
Perplexed Northmen rarely understand the niceties of these cere
monies, although they capture I.he overall thrust of Sugath stone
blades. Perhaps it is for this reason that the sight of brightly
colored. dyed-fur and steel Sagath war-helms have been unpopular 
around isolated Northman villages and homesteads. 

1�C'oplC's al/d Culfllres: Tile Sa,l{Glh & Orc.\' of Dn! Gnlt//lr 

CLOTlIING 

CloHks spun from vividly-pattemed linen serve to protect 
against harsh winds. Most folk also wear fur hats with ear-naps, 
or fur-covcred, skull-cap helms. 

These fine Easterling folk wear woolen tunics and rough-leather 
pants which cover the leg to jusl below the knee. Boots made of 
fur and wrupped with leather and sinew help protect the lower leg 
from the ravages of riding. 

SAG .... TH WAINS 
Sagath Lywif fighl from rugged war chariots drawn by two 

horses. Rare four-wheeled chariots are occasionally employed by 
the HOka as mobile archery platfonns; these are drawn by two or 
three horses. Both varielies are square or rectangular and built of 
oak and ironwood. and reinforced with leather and sleei. Painted 
inlays adorn the (3'-4') sides of those used by the more privileged 
Lywif. When they are not being used, the wurriors' shields are 
slung over the side of the side walls on specially designed hooks. 
A warrior/driver handles the horses and carries a spear for emer
gencies. The passengers simply innict pain on neighboring foes. 

1 1 .6 ORCS OF DOL GULDUR 
Dol Guldur's hulls. some of them once tended with care by the 

very Dwarves who carved them, now house only one horrifying 
race: Orcs. With the arrival of the Necromancer came the hateful 
Orcs. Sauron himself did not cail ihem to the mountain, but Orcs 
have a way of following Evil. They smell it through their skin. 
TIley feel their ringers tingle. They l;(:ck out stinking, overheated. 
airless dwellings, and once Sauron inhabited Dol Guldur. the 
mountain became JUSt that. 

No one would try to call the Orcs who hover in Dol Guldur II. 
society or community. They owe allegiance to tribes that disdain 
each other's company as much as any other race·s. Only in bailie 
can they agree 10 any fonn of societal organization. Even then, no 
leaders or rules hold sway;just the shl::crdesire for blood. gore. and 
destruction motivates every Ore no mailer where he may be. Most 
items of medicine or trade these Orcs have gathered within the 
shadowy piL'i of Dol Guldur are nothing more than booty from 
countless raids. 



p(}lilil'.� and Powpr 

1 2.0 POLITICS AND POWER 
Rhovanion is too wild and sparsely-populated to contain a 

viable political state like Gondor. No lasting dynasty of rulers has 
evcr controlled Ihe region or ils diverse peoplcs. The powerful, 
closely-knit society of Wood-elves at nlTanduil's Caverns pos
se.�scs all thc lools of domination and dominion except desire: the 
clannish Northmen - loosely confederated by Vidugavia in the 
13thccntury -havesplit into splinter-groups scauered across the 
mountains. woods and plains of Rho van ion. These Men ask only 
to be left alone to fish. hunt. tend their animals. grow their crops 
and to some extent. trade with Thranduil's Elves and the merchants 
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of the East. Wh:uever drive toward union that existed before the 
Great Plague was thoroughly s4ue\ciled by the gruesome suffering 
and death which raced from trading seulemcnt to clan to family 
with dizzying, deadly speed. 

Thus Wilderland, once and always a sprawling, sparsely-settled 
land. remains essentially unchanged at the time of our concern: 
Men and Elves eye each other with suspicion and tend solely to 
their own needs and desires: scattered enclaves of Dwarves hide 
away in the Iron Hills; while along theeastem andsouthcm borders 
of the forest. gathering forces of Darkness loom and threaten. 
Bailie is inevitable ... and all t()u ncar. 
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1 2.1 POLITICS IN THE NORTH 
One obvious exceplion 10 Ihe Nonhmen's anli-sociel:ll senti

TllCIlIS is fhe InKling cUlIlITlunity rebuilding itself on the shores of 
the Long 1_1ke. where L:tkc-Iown would later arise. Here, entre
preneurs buill and maintained a cenler for Ihe exchange of hides 
uml Elvcn-guods fmm the West for the highly-admired wines of 
Ihe E.'St. uuill upon b.1ner and banler. the community flourished 
so long as nil groups cal'ril,.-d on good relations and the sleepy 
Dragons of the Grey Mounlains dozed on. Ideally located 31 the 
mCcling O[lwO rivers lll1d upon Ihe shore of a calm. wide lake, the 
trading ccoler mighT have quickly grown inlo 3 hustling village but 
for three strokes of doom: the spread of Ihe Plague: the growing 
threat or invasion rrom thc East: amI most importuntly. the long
fallen Shadow ot'S,lUfon (which h:ld soured and darkened the fr\lits 
of the forcst for the pa:>I six centuries). 

Thus politics in northern Rhov:mion arc in nux, Men scallered 
about and distrustful of each other and everyone else. the Wood
elves secure in their own kingdom bUlunintcresled in anything and 
anyone else, and the Dwarvish popUlation - however small -
living in their comfortable underground halls, forging swords und 
axes and things of beauty. awaiting their time to rise and act. 
Unfortunately. the ravage of the Plague spawned the seeds of 
distrust :lIld disunity in the already-richly-suspicious soil ofnonh
em Wilderland. 

Only Thranduil, Oropher's heir and the King of the Woodl<lIld 
Realm, possesses the power and vision to unite Wilderland's 
peoples: however, he is concerned first and solely with his own 
Forest-folk. TIle Elven-king possesses little empathy for the 
Nonhmen and disdains the Dwarves. United. Men and Elves 
might more easily discourage the Necromancer, bUl lhe Elves are 
the Fiflitbom, the 1n1lnol1als. and Men are the Secondborn. and the 
two peoples have yet to harbor the same priorities and passions. 

1 2.2 POLITICS IN THE SOUTH 
Over the coul1ie of the l1lird Age, Rhovanion has seen numerous 

skinnishes and conniets. Powerful annies from Gondor and the 
steppes of the Vilst E:lst have used these gmssy plains. broken 
woodlands, and tumbling hills to play out their own games of war 
and power. The Northmen living on the plains and in Enst Bight 
came 10 the aid of their allies to the southwest when they had to, 
finding themselves in eloser tunc with the moral and culluml 
philosophy of the Dunadan Kings of Gondor than that of the 
stmnge. ""bar�aric" Easterlings from beyond the Sea of RhOn. 
Today, Gondorrctains a weakened hold over all the territory below 
Ihe line that runs along the southern borderofMirkwood eastward 
IO lhe shores of the Inland Sea. Some NOl1hmen live as vassals, 
others :IS allies, of the glorious South Kingdom: but deep down in 
their hearts, the Men ofSl)uthern Rhovanion would prefer to be left 
alone to tend their land and animals in peace. 

The Great Plague uf 1635-36 changcd everyone's picture of 
power in the south of Wilder land. Suddenly Gondor was stricken 
helpless: suddenly the people found that they must fight for their 
own land and lives. not just for others. Waves of fugitives from the 
southwest struggled across the wide Undeeps, avoiding the 
parched and mangled Brown Lands that divide Gondor from 
Rhovanion. They found what food and shelter they could, often 
bringing disease with them into the Anduin VaHey. an area which 
suffered as badly as the lands they fled. Sodifferent from the noble 
Dunedain were thcse suffering Northman refugees thatlheir long
Standing reputation for power and majesty crumbled quickly to 
nothing. 

Power and Polilit',\': Till' Nflrth, The SOlllh & The Woodland Realm 

TII� GK�AT I'l.AGUi:: I N  WIl.OERl.AND 

1635 THt: Gllt:AT Pu.GUt: (Ot' GONIKllI) 
spreads through Mirkwood, killing 
man and beast in large numbers. Trade 
is disrupted. Wood-elves lay low, 
offering no help to the suffering 
Northmen; the DWarves hide and wait. 

1636 Rn·ul;t:t.:s nt· THI: PI,AGU}; LEA VE 
Mirkwood. heading west or 
north to the Mountains. The 
bitterly-cold Winter sends man 
and beast indoors, spreading the 
pestilcnce faster (although the cold 
itself destroys the Plague genn). 

1637 CONTINUED CIIAOTIC n.1GIIT 

1638 

1639-40 

to avoid the Plague. which by now 
had killed about one-half of 
Mirkwood'S inhabitants. 

Tlu: Pl.AGm: SUBSlln.:s, 
but its ghastly effects continue to haunt 
the living. Men slowly rebuild their 
abandoned homes. 

THt: PI-AGU.: 1J:i NOW A RAt) MEMORY 
to Ihe survivors. The bodies are burned 
or buried, the disease at rest. Men return 
in numbers to the woods and resenle the 
plains cast of the Celduin. Commerce 
resumes along the rivers. 

1 2.3 THE WOODLAND REALM 
The northern section of Mirkwood proper includes all the 

densely wooded territory north of the Men-i-Naugrim (S. "Way of 
Dwarves"). Within this area lies the Silvan Elf-kingdom of 
Thranduil, the Enchanted and Forest River Valleys. and the wilds 
of the nOl1hwest forest. 

Thrallduil's folk enjoy loose dominion over all the forested 
territory nonh and east of Ihe Taurduin (S. "Forest River"). This 
is the Woodland Realm proper. although the Elves rdnge to the 
south and west as well; a considerable number spend time in the 
glens south of the Taurduin and cast of the Gfilduin (S. ';River of 
Sorcery;"" aka the "Enchanted River""). 

Within the Woodland Realm there is a myriad of paths penetrat
ing even ttie densest sections of Mirkwood. and the elves can relay 
infonnation at an amazing rate by utilizing sounds, lights, and 
occasional runners. Treehouses constructed of living wood. and 
impossible for outsiders to see, are located at strategic intervals. 
These ""guard towers" arc generally contain three Silvan bowmen 
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a piece. Thranduil's bird-friends supplelllent these tools. Thus, 
despite the faci that t.he bulk of the population lives along the 
Taurduin in the eastern end nflhe wood, till: Wood-clf territory is 
well-guarded. The occasional groups of the Cuivclpel ($. "Awak
ening IOuterl Fencc" )-units ofninc warriors (one 5th. three 3rd. 
Mnd five 2nd Icvcls)-- follow ever-changing circuits and arc 
capable of covering the bulk of the woodland. 

AdvcnluTcn; will be hard pressed to enter, much less abuse a 
..... elcome 10. the Halls of the Elven-king (S. "Aradhrynd" or 
"Amon Thmndui'''). There Thrandui1 maintains the Tirduin and 
an additional standing force of regular warriors: a royal guard, a 
gimison, four brotherhoods of infantry (Gwlldor), and thc Wood
l�nd Warder!>. Org;lIlized i n  the favored nine-Elf unit!> called 
Uiaku (S. "Twilight Bows"), thc Warders patrol thc forest from a 
network ofTrce-fons. Thr:mduil's young son Legolas commands 
one such Uiaku. the Tauranca. 

NOTE: Set!' ICE's Hillis of,IIc E/�'c"-ki"gfo" mo/"(' (/t'lelit 

rl'gw·,Jjng Thrw"tllir.\· ("alliral. 

One of the most noticeablc fcatures of the Elf-Iunds in northern 
Mirkwood is the apparent lack of activity. There are occ:lsional 
nighl-lime festivities in the more scenic glens (even tllOse which 
sccm quite relllote). parties which the Nonhmen of the region 
consider oddly frivolous or outright silly: but most of the elf 
occupation is heavily dispersed and seems rare and r:.tndom. The 
few Elves around are maslersofthe wood. however, and are skilled 
trJckers. 

Adventurers spotted by these Silvan folk are either captured and 
taken 10 Arildhrynd, or trailed carefully. In either casc. word 
spreads quickly through the forest. and the Elves lake care to 
remain conceilled uillii they wish to ··strike." One should always 
remember that moonlit nights '!nd holidays are favorite times for 
Elven activity. 

12.4 THE IRON Hill DWARVES 
SinceT.A. 927 thc Dw:!rves of the tribcofBalli Stoneh;md hllve 

mined ponions of the valleys which arc the source of the Carnen. 
(The river is so named for the reddish iron dust which colors its 
water.) Balli's folk arc part of an eastern Dwarven group. Their 
leader Full:l the Second (the 14th level "Demon-slayer"), led them 
to the Iron H ills after a great journey which took over a century and 
carried them across the northern pan of Endor. His son. Fulla 11.1 
(the 1 8th level "Hammer of Fire"). presides over seven hundred 
hearty Dw:uves who now work the land. The main site and capital 
at AZllllulinbilr-dum (Kh. "Red VaJ1ey Mansion"). c"l1ed "A7 ... 1n" 
by most knowledgeable folk in Rhovilnion. houses three quaners 
of the population. The rest live in Barak-shathur (Kh. "Axe 
Mountain") and are led by young Az:tghal. the ( I I  th level) great
grandson ofFulla's brotherZigli (Ryk). It WIIS At.aghal who acted 
usun envoy 10 Durin's Folk and made the pilgrimage to Khilzad
dum (Kil. "Dwarf Mansion") in T.A. 1 5�O. thus establishing a 
tmde link :md bond offricndship which was to last overa thousand 
years. 

Dwarves have no interest in wurld domination. :md little in the 
affairs of Men. They do. however, hate Ihe Necromancer and his 
servants fiercely. as Easterling Raiders in the Iron Hills have 
!camed, much to their di.�tllay. The Dwarves of the Iron Hills 
would never take sides in a war hctween Men, such as a disputc 
between Northman clans; however. they will intervene if the 
Necromancer shows his hand, :!lId they arc a force to be reckoncd 
with. 

1 2.5 NORTHMAN POLITICS 
The [>Cople ufRhovanion are led by a number of different lords 

and princes; they owe their loyalties to varying masters. Those 
who reside in the region Gondor calls "Dor Rhunen" pay homage 
to the Dunadan masters in Osgiliath and Minas Anor, but generally 
deal with the King's Regent (Rh. "Mund" ) Vagaig. Woodmen and 
Beijabar look totheirclans' headmen orThynas for guidance. The 
"Plains Northmen." the Eothraim and Gmmuz. also follow their 
local lonls (Eorlas or Thynas), although a few "Princes" (Rh. 
"Huithynas") have risen of late; they control a numberof clans. and 
count their followers as true "tribes. Among 1111 these independent 
Nonhman groups, unions are struck only of great need: war. rare 
charismatic lords, and brute extenllli force (e.g .. the Plugue or 
"Easterlings") act to cement usually neeting ties. All of these 
factors arc nnw present ill Rhovanion. 

Only one prince of the Northl11en. Atagavia. has the :l.Jl1bition to 
unite the people of Rhovunion. If thc IXlpulation were greatcr he 
might succeed, but the inhabit:mls of Rhovanion are roo f;lr flung 
to unite under :! single ruler. Nor could Atagavia muster a 
sufficiently large fighting force toconqllcrthe region. Only a huge 
scale invasion by the Easterlingscould unite the scattered tribes of 
the Nonhmen; nothing less could shake them from their insularity. 

Politically, the IXlwer and influence of the vilriOUS Northman 
faelions is Ihereforc limited. Militarily. however. it is another 
story. Though widely scattered. (Ill of the clans are superbly 
trained for warfare. and all enjoy a good bailie. Never a group to 
takea challenge lightly. the Nonhmen have managed to hold down 
Easterling incursions 10 iI minimum since the Plague, acting 
effectively as a b:l.rrier between the east and Dor Rhlinen. 

-

1 2.6 THE GONDORIAN PRESENCE 
The powerofGondor has waned considcmbly since the Plague. 

Vagaig, Condor's overseer. simply lacks the forces to establish 
control over Dor Rhunen. Thedccline in population has also made 
this unnecessary. The "government" of the region is primarily 
military: bureaucracy is virtually nonexistent and taxes are col
lected at irregular intervals. The focus of V:tgllig's efforts have 
been to keep the peace. Since he hilS come to power. banditry has 
virtually ceased, and Easterling incursions arc pursued more ag
gressively. The peace of the region is shaky. however; the forces 
of Dor Rhunen. while capable of dealing with raiders. could not 
stave off a large scale Easterling invasion. 

1 2.7 EASTERLING POLITICS 
It is fonunate for the inhabitants of Rhovanion Ihat the Men of 

the East lack effective organization; otherwise, they would have 
swept through the region long ago. Tribes such as the Asdriags, 
however, are most interested in lightning raids that result in booty 
and personal glory rather than massive conquest. AS :I warrior 
society . they are also frequently diverted from Rhovanion by blood 
feuds lItllong themselves. Only a tremendously charismatic lind 
powerful force could unite these scattered tribes. 
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12.71 THE SAGATH TRIBES 
The firsl and largesl Easlcrling group is Ihe Sagath confeder-tl

tion. a tribal grouping Easterlings associated with the Talalholh (5. 
"Plains Host") ofWood-elftulcs. The Sagalh are actually from the 
eastern shores of the Sea of Rhiln. They serve a number of roles 
in lhe conleXI of local polilics. including acling as guardians of 
Sauron 's precious supply road funning from Rhun to Angmar. Lcd 
by the fierce (12th level) Huz of Arnoy, these mounted warriors 
patrol lhe lower hills along lhe northern flank of the Emyn Engrin. 
"Imruding" parties areeilhcr killed or blinded and sen! home. The 
Jailer practice is used to Slay further incursions. and has been mosl 
effective. SlIglllh horsemen are most active during the wamlt:r 
months, when the wagon trains are on the road westward; but their 
vigil is conslanl enough to make any lime dangerous. Huz's Men 
opemte in units of five called "Vunovi" (Sa. sing. "Yunom") 
traditionally a force of three (2nd-3rd level) moderately armored 
spearmen, one light (2nd-4th level) horse archer, and a Ord.5th 
level) tracker. Theyusesmall, bUi rugged mounts. A tOlal of about 
forty Yunovi reside with a fifty·man support force al the rude 
ci tadclofLar-huz(Sa. " PlaccofHuz"). Few speak any Rhovanion 
or Elven Tongues, for diplomacy is nOI a pan of Iheir lifestyle. 

12.72 THE ASDRIAG TRIBES 
Even compared to the Sagath, the exceedingly brutal Asdriags 

are relative latecomers in the affairs of Wilder land, They haveonly 
recently begun migrating out of Iheir old pasturelands and into the 
southeastern portions of Rhovanion. Scattered Asdriag groups 
occupy the foolhills of the Ered Lilhui (S. "Ash Mountains") and 
the rolling highlands of the southern Talath Harroch and now 
threalen the Sagath, Gondorians, and Northmen alike, but none of 
the Asdriags has reached as far north as the Men Romen or as far 
west as Thorontir. 

Although dominated by Sauron's machinations, the Asdriags 
are not allied with, oreven aware of, the Necromancer. They came 
to Rhovanion as a rcsult of war. Theirclanscame westward under 
pressure from the NOriags of NOrad, who were in tum incited to 
attack asaresultofYariagmovements. The Dark Lordcontrolsthe 
Variags of Khand, and thus set in motion the chain of events thaI 
brought the Asdriags to Wilderland, 

The Asdriags seek rich prairies. secure watersources, and 
mobile wealth (booty). These needs spur them westward and 
northward, but they have yet to organize sufficiently to mount any 
sort of migratory offensive. TheirdisunilY keeps them challenging 
the Gondorians or Nonhmen. while their lack of numbers prevents 
them from assailing the Sagath. Raiding remains their primary 
source of pleasure, income, and survival. Still, the numbers of 
Asdriag horsemen grow and, with each passing year. they present 
a greater danger to their neighbors. 

1 2.8 THE NECROMANCER 
Few had any inkling of it, but all these changes could be traced 

to one great event: the coming of "the Necromancer" into Dol 
Guldur in the winter ofT,A, 1050. As secret and invisible as this 
evil figure remained, for well over a thousand years after his entry 
into the Naked Hill. no one can douhlthat from that cursed moment 
on, all vectors of power in southern Rhovanion could somehow be 
traced back 10 the Shadow in Dol Guldur. After all, "the Necro· 
mancer" was Ihe Evil One: Sauron of Mordor, the Lord of the 
Rings. 

Po/irks alld Powe,.: The Nec:,-omum:er 

1 2.81 THE SHADOW ON WILDERLAND 
It was Sauron's influence - even in his absence. fallen as all 

believed him 10 be - that stirred the barbarous Eustcrlings in the 
early years of the Third Age and led them to plot westward attacks 
through Rhovanion. It was the Dark Lord's influence Ihat casl the 
Shadow on the great forest, changing it in more than name only 
from Greenwood to Mirkwood. What once was an enchanted 
forest, full of the music of birds and Elves. became a dense and 
gloomy region which evoked fear and suspicion, wearines� and 
travail, Some even venture to say thar it was Sauron's influence 
Ihal brought fonh the Great Plague upon Rhovanion and Gondor, 
Thousands of Men, beasts, and Hobbits caught chill. and watched 
as first the young and weak. then their neighbors, then their own 
elders and children, then their stronger loved ones. and finally they 
themselves, experienced boiling glandular growths. uncontrol· 
lable draining, scaring fevers, disfiguring pustulcs, and agonizing 
weakness, Half of Wilderland was stricken senseless with the 
Plague. The Nonhmen ofsouthern Rhovanion were in many ways 
the worst hil, for the disease and pestilence manifested itself in 
many ways. Parasites and water, even the very breath of life, all 
carried some form of death. Some passed slowly: others found a 
l..Juick and hideous end. Sauron's Evil carried with it a terror of un· 
precedented magnitude (at least for Rhovanion), and even those 
who had felt the occasional "ordinary" plagues of old could only 
muster feelings of horror and disbelief. No one can argue with the 
fact that Darkness had touched the whole of southern Rhovanion. 
ByT.A. 1636, the Lord of Dol Guldur had infiltrated every part of 
every life. 

Everyone knew that some change toward the worse had taken 
place as the first millennium of the Third Age passed, but no one 
knew quite how to explain it. The Beijabar sought reasons in the 
forces of Nature. The Woodmen looked for changing patterns in 
the leaves of the trees. The Nonhmen, wiser in the ways of the 
world, knew that influences from the East carried some ill wind 
with them. But no one seemed able to explain or counter the 
change that occurred. 

What indeed happened was thai the Prince of Evil, who had nOI 
been thrown down for good as was believed, singled out the 
dormant, naked cinder cone called "Amon Lanc" for his new 
abode. Although by outward appearance it did not lake on any 
changes forcenturiesafterT.A. 1050, inside Sauron built upon the 
natural lava channels and Dwarven tunnels and halls. creating the 
most dreadful edifice, an underground complex of cavernous pits 
and crevasses in which only Evil could thrive. From these pits he 
sends out constant emanations of Darkness; on and on these clouds 
of sorrow have spread, bringing suffering throughout Rhovanion. 
His terror is omnipresent, but since his powerdwells in his secrecy, 
the ways and means by which he deals his blows are difficult to 
detect and harder still to counter. 

1 2.82 THE NECROMANCER'S NATURE 
The Shadow that arose in Dol Guldur during the dawning days 

of the second millennium T.A. could not be explained: even the 
!stari and the noblest Elven and Dunadan masters believed it to be 
an insidious legacy of the downfallen Lord of the Rings. Their 
fears and suspicions yielded a number of disturbing answers, but 
noone perceived that Sauron of Mordor had indeed arisen from the 
ashes of his defeat al the hands of the Last Alliance, The Dark 
Lord's guise as the "Necromancer" was adequate enough to hide 
his nature and true purpose for many lifetimes. for his subtle 
mastery of Evil brought destruction without openly tying him to 
the sources. His hand, his Eye, was everyWhere, and yet always 
unseen. Even today, over five hundred years after the "reg3lhering 
of his spirit," only the effects of his haIred have manifested 
themselves 
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As the Necromancer, Sauron is ever-growing in power but must 
constantly restmin any obvious outbursts ofirrcsistible horror. He 
acts solely through his agents, and only those captured unfortu
nates who are destined for certllin extinction in the pits of Dol 
Guldur gaze upon his awesome presence. His Shadow confines 
itself to the depths of his temporary lair. There he continues to 
gather the might that he lost in the last moment ofthe Second Age. 
when the One Ring was cut frum his " body" by the deft blade of 
Isildur. His power is such that he has been able to "take shape" 
again, an act crucial to his involvement with those of Endor- for 
as a Maia or "Lesser Vala" he is not truly of Middle-earth, not in 
the sense of the beasts or Free Peoples created during the Song (Q. 
" Ainulindale" ), Sauron has no innate structure: instead he is of a 
spirit which assumes a necessury shape according to his desire, 
within one restriction: since his envelopment during the Downfall 
ofNumenor in S.A. 3319. he has been unable to take fair-seeming 
form. Physical tools. including a body and all that surrounds it, are 
pre.requisites to his dominion. A certain sturdiness of soul is 
required to complete this transition. and without the Ring which 
embodies much of his essence. Sauron regains his strength less 
quickly than in Ihe days before his laSI passing. Now he stands as 
the greatest of the lords in Middle-earth, but he is still but a part of 
his whole self. acquiring more and more of the lost force with each 
day. Since his reawakening in the Third Age. Sauron has chosen 
the One, red Lidless Eye to be hii'> symbol and focus of form. He 
is of both this and the "shadow world·· and is therefore wholly in 
neither. He :Ippcars as an inexplicably elusive image, with a black 
and monied "surface·· which bums with an intense but often 
invisible fire. The naming Eye. however, is always there, be i t  in 
mind or onc's clear. unbelieving view. 

The Abhorrent One is as ever a servanl of the Darkncss that is 
the gift of his maSler. Morgoth. He and his followers. and those 
they dominate. worship the Black Enemy in many ways. and it is 
this reverence of Evil incarnate and the promulgation of over
whelming terror that makes Sauron so dangerous. He preys on the 
souls of Free Peoples and remolds whole societies. Like his lord. 
he perverts the living erelltions ofEru and his Valar, breeding Orcs 
and other crippled denizens of Darkness. The Evil One feeds on 
misery and the unbridled anticipations of pain and suffering which 
grip each of his countless victims. Through his minions he has 
strangled nations and culturei'> all over Middle-earth: in the East 
and South his whip is gre:nest, but in the West the lands of 
Rhovanion and Angmar are plagued as well. His agents use sheer 
force and silvery ploys toachieve Sauron 's goals in many ways: so, 
although the ends are one and the same, the overseer is not 
revealed. To the Wise. Sauron is simply ··the Necromancer," a 
dangerous thrall of the Evil who has scarred Endor since its first 
days. a sore in M irkwood who is bUI an impurity to beexcised when 
the opportunity presents itself. 

1 2.83 THE NAZGOL 
Although the Orcs throng around and inside Dol Guldur, slav

ering and slobbering about and hoping in their black hearts to 
become more favored servants of the Dark Lord. he in his 
wickedness neglects and debasei'> them. II  is the NazgOI (Ulairi) 
that best serve his vile ways. 

Almost certain is it that Sauron ordered these nine wretched 
lords to dwell :tnd rebuild in Dol Guldur. When he fell at the end 
or lhe Second Age, they retreated into the cinder cone. there to 
reside and tonnent the Elves who lived nearby until Iheir master 
arose in power and form once again. Upon taking his place in the 
mountain. Sauron empowered the greatest of the Nazglll to go 
further north and establ ish a realm tocontest and ultimately destroy 
the Dunedain's North Kingdom of Arnor: he became the Witch-

49 

king of Angmar. Of the other eight Ringwrniths. most wellt to the 
East or South to do his bidding. Two. KhamOI and AdOnaphel. 
remained by his side in Dol Guldur as his immediate tools. 
messengers and envoys to serve his will and spread the clouds Ihat 
would beset the great Wood. Of that pair. Sauron named KhamOI 
the Easterling, the second of the Nine. to stand as Keeper of Dol 
Guldur. 

The Dlher seven were free to make the Naked Hill their home 
when they were summoned to Evil One's side. so their quarters 
remained ever-ready. These chambers were constructed 10 renect 
their vague, remaining ties to their Mannish source: since most 
were once Dunadan lords, a peculiar opulence was reserved within 
the black depths of the accursed caldera. Today as seemingly 
always, the few wanderers in the area often feel lhe cold chill. and 
hear the sickening cries of "dying" thaI carry on the winds that 
surround their coming - strunge winds which rush by bUI move 
no leaf yet stir fear in the bravest of souls. 

The Nine themselves fear only their master. for it is he who 
enslaved them with the Nine RingsofPower, and it is he who holds 
those rings. Their power, even before their corruption, was 
considerable; now it is far greater. After all. they are in a sense 
immortal lords who have rools in the Second Age ofMiddle·earth. 
Like their Dark King. they are of both this world and the realm of 
the shadows, but wholly in neither. What they have gained, they 
possess because of some loss. They speak as those who have seen 
death and are in a sense perpetually in their last throes of life, but 
their tonc can cause hardy Mcn to cringe or flee. Thcy an: virtually 
blind, but Iheir"dark-sight"· and sense ofsmelJ enable them to find 
things which would be invisible to others. Great and terrible beasts 
do their bidding. but they trust nothing and call no one friend. 
Armies of Men will die for them. but they cannot step without 
Sauron's favor. Nonnal weapons or spells do not effect them: yet 
at the same time. they are upset by what would seem common
place: water, natural fires. and the name of the Vahl ··Elbereth" 
(Yarda). 

Wise observers have reason to believe that monstrous changes 
are going on. emerging from the depths of the Hill of Sorcery. For 
Sauron is in the midst of preparing his takeovcrofthe vast East and 
South. and continues to plot against the remnants of the Dunedain 
in Arnor and Gondor. While the Witch.king is crushing Cardolan 
and closes thc vice around Arthedain, the Dark Lord is sapping the 
strength from the peoples and plants of Wilderland. The gloom 
which has been ever-growing since T.A. 1050 is now spreading 
with increased vengeance. Fewer travelers brave the roads and 
trails in and by Mirkwood. and those that do must keep constant 
vigil or be swallowed by the Shadow's reach. NazgUl now move 
with less fear of discovery. The road from Dol Guldur to Moran
non has been quietly reopened 10 secretive but dangerous traffic. 
Any day this trail may once again present the vicious threat of 
Ringwraiths or their minions. waiting to grab an innocent soul. 

1 2.84 THE NECROMANCER'S TROLLS 
In building his kingdom of awful ire. Sauron has carefully 

selected capable instruments of terror. Just as his master Morgoth 
once molded peoples into mockeries ofEru'schiidren. Sauron has 
sought to develop new warrior stock from those creatures he has at 
hand: and. although he cannot create life, his mastery of breeding 
and manipulation has enabled him to forge stronger �rvants 
through selective spawning. The Dark Lord has forever sought 10 

increase the wits and strengths of the Orcs and Trolls who have 
composed the bulk of his armies since his rise in Mordor around 
S.A. I OOO. 
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Like the Orcs, the Trolls or Tereg were originally bred by the 
Black Enemy (S. "Morgoth ") during the First Age ofMiddlc-curth. 
They wtrecreated as hideous renections orEn/so At firsl lhey were 
as stupid as the stone from which they came. allhough later Ihey 
becume able to speak in dull, guttural ways. Nu intelligent aclioll 
could be associated with their kind, bUI il did not matter; they were 
huge (up to 10' tall). broad. and sirong like rock, and were capable 
of crushing their focs wilh brule force. Subtlety was not Iheir marie 

Sauron sought a beller breed. however, and with his rise in the 
Sceuml Age he rcsulvcd to forge un unstoppuhlc Troll.hn.�t. Since 
tll:\I lime he has remolded the works of his master. With his lasl 
coming he rcllcwcd his dfons in secrecy. Now he has begun 
fielding a small bUl growing foree of " Monereg" (S. " Ulack 
Trolls" ) who are relatively quick, capable of makingdccisions, and 
call opcr"tc at any hour. Unlike the sluw hill and i'>lone·lrolls which 
arc Ihcir more numerous kin, Ulack Trolls can operale on their own 
and i'>urvivc the light of day without fear (althnugh they despise il). 
Should they become exposed 10sunliglll, Hill-trolls become blind, 
while Stone-trolls rclurn to thc rock frolll which thcy were madc. 

A fewofthe finest Ol:lck Trolls in Sauron'sserviceact as an elile 
guard or (more rarely) lords of selected Orc-groups. TIlcse 
underlings arc called ·'Olng.hai'· (B.S. ''Troll-people'') by the few 
who understand the Dark Lord's longue. They are kept secluded 
from the view of Sauron's enemies. for the Evil One plans 10 
unleash their might only when he ha. .. them in sufficient numbers, 
and only when the apl>ointed day has dawncd. 

1 2.85 THE NECROMANCER'S ORCS 
Originally bred by Morgoth in Ihe First Age, thesc creatures 

quickly became servant of Darkness: it is likely lhal they were not 
inherently evil. bLII were culturally and menially predisposed 
toward Ihc"foul life." Legend has it that thciranceslOrs were Elves 
who were twisted in mind and body by the Bhlck Enemy. 

Orcs arc of two types: the lesserorcOlllmon Orcs which average 
about fourto live feet in height and span grotesque, fanged fllces: 
and the greater Orcs or Uruk-hai. who reach heights of six feet and 
have more "Mannish" features. All arc heavy of build and have 
long, thin anns and thick hides. 

Bred as laborerslUul warriors, Orcs respect little but brute force. 
and are mOSI potent when serving under a focused will. They are 
without exception cannibalistic, bloodthirsty and cruel. and care 
little for social organi:wtion. Genemlly, smaller tribal/clanal units 
arc the nonn. based on a slrong lellder: each employs its own 
dialect. Most are stellar smiths. Their ability to work with metal 
is hurdly paralleled. Although the appearance of Iheir items is 
often poor, the pcrfonnance is excellent. They mreJy make items 
unassociated with lighting. however. 

LesscrOrcs are born, live. light, ;md die in darkness; they abhor 
light and are blinded by the unshielded sun. Greater Orcs nre a 
recent phenomenon: they arc most carefully bred and can operate 
in daylight. Theirabilities to speak, organize, reason, and light are 
higher than their brethren. They lire called "Uruk-hai" (B.S. "Ore
race") by the few that know them as anything more huge lesser 
Orcs. 

Some claim Ihe Uruk-h;li lire prodUCIS of Saruman's White 
Hand and were first spllwned from Orcs and Men. It appears, 
however, that they first arose in Montor, and that their lineage hilS 
nothing to do with the Secondbom. Sauron is breeding them in 
hopes of eventually procJueing a great umlY of foul warriors with 
which 10 defeat the tall Men oflhe Dunadan Kingdoms. While the 
lesscrOrcs favor curved scimitars and wicked axes. the Urub bear 
strdight swords and a wider variety of superior arms. 

Pulitics and Power: Tilt' Nt'(Tomallc�r 

1 2.86 THE WITCH-KINGDOM 
The power of the Witch·king is curtailed in Rhovanion, and 

centered primarily upon the RhOnnish Road. Occasionally, upon 
the instigation of aspy, Easterlings will be incited to raid NOr1lumm 
sites or Orcs from the Ercd Mithrin sent to allaek towns and 
farmsteads. TIle spic." of Angmar prefer to work in secret, 
spreading lies. sowing the seeds of distrust Nmong Nonhmen. 
staning dark rumors. and passing infonnation to the Necromancer 
and his servants. Using the chaos of the times to their advantage, 
the servants of Angmar have contributed to the disunity of the 
Nonhmen and conlinue to work 10 keep the people of Rhovanion 
divided. 

1 2.87 THE CULT OF THE LONG NIGHT 
The terrihle CuI! oflhe Long Night lives in a secluded vale north 

of the Iron Hills, some len miles southeast of Lar·huz. These are 
II secretive 101 comprised of ten animistic Northman shamens. 
Servants of Sauron, they preside over the tellching of the Dark 
Religion in eastern Rhovanion. Their adherents journey into the 
highlands about Ihiny miles to the southwest 011 the nights of no 
moon to learn ways of mysticism, lL"trology, and sorcery at a place 
called Nan Morsereg (5. "Vale of Black Blood"). Woedwyn of 
Lindal and Sulwyn of Dale have often been among these followers. 
TIle Nan Morsereg is only a place of learning, and the real hold of 
the Tell is located in che cliffs above: it is a grouping of twelve 
dOllIe-shal>cd "Hives" of stone SCI upon a ledge beneath an over
hang of pitCh-black rock. Two of the halls arc sixty feel in 
diameter, multi-roomed structures for meetings. the libraries, and 
Ihe stores. The olher ten are the individual quarters for the cult. 

The Ten call themselves Maeghirrim (5. ··Piercing Lords") and 
wear 10llg robes of while linen lined with black cloth made from 
human hair. Beneath this garb arc lhe varied clothes one would 
associate with so diverse agroup. For instance, Orducl:tx the "Tar
Maeghir" and leader. is a ( 1 7th level) sorcerer and favors light 
c1othing:srnall. finely worked leather belt pouchesanda black teak 
and silver staff are his only burdens. On the other hand, Orduclax's 
lieutenant - Daeg-udra - is actually a 13th level warrior. and 
wears a carefully hidden breustplUie of beautifully etched black 
steel beneath his robes. Theappearance ofhis reinforced leggings 
belie their strength. Daeg-udm carries an invisible broadsword. 
The Olher eight Mlle:;hirrim are listed below: 

Name Lvi Profession Status 
Orduclax 17 Sorcerer Lord of the Ten 
Daeg-udr" 1 3  Fighter Orduclax's high guard 

Haed 10 Rogue Assassin and envoy 
Thraear I I  Myslic Keeper of Nan Morsereg 
Bruchir 12  Astrologer Keeper of Visions 
Freahar 10 Magician Keeper of Fires 

Edwodyn 9 Animist Masler of the Living 
Freowyn 9 Cleric Mistress of the Dead 
Brtor 8 Sorcerer Master of DusL" 

Brego 7 Ranger Walcher ofTmils 

The Maeghir rogue Haed occasionally joumcys westward 10 the 
hilly lands on the central Rhovanion plain. There he deals with 
various raiding panies and renegade groups and makes sure that 
the trouble they bring 10 the land is continual. His influence 
dictates the course of many a raid. and liaed will often stand by to 
trade for panieuiarly interesting OOoty. By this means he acquired 
his beautiful Elvenservant girl-NannireofCelebannon. Haed's 
capabililies as a rider. warrior. and thid are legcnd; lind he serves 
as Ordudax 's ( 10th level) lIssas.�in. 
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1 3.0 SITES OF MEN 
Besides Elves. Dwarves. and the fell servants of the Necroman

cer. Wilderland is inhabited by a wide sampling of Men. Gondori
ans. Nonhmen. and a host of Easterlings reside in Rhovanion. Of 
these groups. the Northmen are most prevalent. 

13.1 PLAINS HOMESTEAD 
Despite their dwindling numbers. the Eothraim and Gramm: 

(Rh. "Plains Northmcn") still manage their fannslead homes 
throughoUi the Plains, particularly up against the eaves of Mirk
wood around East Bight. Every Nonhman brings to his homestead 
his own personaliTy and preferences for crops and animals. but 
certain building practices are shared among all the Northmen ofthe 
Plains. be they Gramuz. Eothraim. or " Urban" folk. 

Central to a Northman's homestead is. of course. the family 
home. Most arc built of wood. harvested from the Southern Eaves 
of Mirkwood; occasionally a stone home can be found in the 
region. particularly where trees arc scarce or the exposed rock 
provides ample construction material. Rarely more than a Story 
tllll, Northman houses are low. rugged affairs designed 10 with
stand the rigorous Rhovanion winds. The homes of the Thynas and 
Eorilis often spread very wide and broad. since they oftcn con tain 
ten or twelve rooms. Thatched roofing, often of the plentiful 
Touch or Bog-land grass, usually tops the Northman home and 
needs annual tending. Few windowsdiSlUrbthe plain exterior, and 
those face only to the west and south. from whence come wann 
breezes ,md sunshine. 

Auxillary buildings play II large role in the Northmen's home
stead. Standing directly opposite the family house. across the 
courtyard, is the horse stable, often of larger proportions than the 
house itself, for every homestead maintains at least a dozen steeds. 
Gramuz mounts and the horses of the Urban Nonhmen are able to 
roam lhe Plains during daylight hours of the Spring and Fall. but 
they are returned nightly 10 fenced pens for food and water. In 
Summer. herds are often led into the cooler hills: in Winter, the 
majority are confined 10 the stable or more confined yards. The 
Eothraim tribes accompany their herds away from their home· 
steads, manors, and villages on six to nine month journeys which 
follow favored circuits. Nonetheless, they keep fine pastures 
beside their settlements, and their herds spend Winter in good 
quarters. 

At least two other barns are commonly found on larger North
man manors: one for animals like goats, sheep, ponies, and the 
other for birds like chickens and geese. Tools usually find a home 
in anOlhersmall. handy shed. Almost every homestead has its own 
well, which is sometimes housed in its own little shelter. Some
times a work shed, wood shed. ordog house sils alongside the main 
house as well. 

Most characteristic of Ihe lone Northman homestead is the 
woven-sapling fence that connects each of the buildings one to 
another and creates a guarded courtyard and garden within their 
little ring. Northman wives long ago discovered that the young 
saplings of the chap-beech, if cut when less than twelve feet tall, 
can be steamed to become more flexible. then woven together to 
fonn an attractive garden wall. They bend t.he wallsoverat a height 
ofsix to eight feet, then interweave them. creating a covered water
proof walkway that connects each of the essential buildings in a 
homestead on the Plains. These walls provid comfort from wind 
and rain, but little in the way of protection from ill-meaning 
invaders. They are often exquisitely ornamental, creating a pleas
ant union of the diverse fann structures and allowing space for a 
quiet, private yard. 
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Unfortunately. the innocent quietude afforded by these woven
sapling walkways is enjoyed less frequently these days, with the 
incursions from the East. the onslaught of desperate fugitives, and 
the dreadful depopulation resulting from the Plague itself. So the 
remaining occupied homeSTeads embrace cautious families who 
frequently erect great stone walls to supplement the slender 
rampans, making the manor more like a fonress. 

1 3.2 DALE 
Erebor (S. "Single Mountain") is the dominant landmark be

tween the Annen and the Ered Mithrin. Although it hilS ncighbor
ing hills and is part of a vast series of ridges, Erebor rises fully 2,500 
feel above the surrounding landscape; the peak reaches an cleva
tion of 4.2 13 feet. Among the ancient Edain and some Northman 
groups it was revered as a holy place, a site whcre man eQuid be 
close to the heavens. This may account. at least in part, fOrlhe near
continuous settlement within the shadow of what has always been 
called the "Lonely Mountain." 

Dale's origins rcach back well into the Second Age. and its 
ancestor no doubt had predecessors. 'Ille &lain were the first to 
eomc here, and thcir cultural innuence remains strong, although 
the local speech reflects the more recent Northman selliemeni. As 
in the Elder Days. the Erebor region lies on Ihe very fronlier of the 
"sellied lands:· and the tough lifestyle has acted to unite these 
groups 

NOTE: Dale il' norhiflR more tllan a ruin dllrinR the period 
between T.A. 1977 and T.A. 2941. See Section 3.0 for a 
history of the oreo. 

.� • .. 
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1 3.21 THE TOWN OF DALE 

Dale is a town whose characierreflecis its rugged location. Built 
within the protective ville beneath thcsouthcm flank of the Lonely 
Moumain. il has always been sheltered from the harsh winds of 
northern Rhovanion. The sweep oflhe narrow but swifl headwa
ters of the Cclduin guards the town's eastern approach. and 
defensive positions have always been maintained on lOp of the two 
surrounding mountain spurs. Since Ercbor ilsclfprcscnts a fonni
dable barrier on the north side. Dale has rarely been in danger of 
falling. 

TilE NATURE OF nn: TOWN 
Slone construction has ulways been employed here. The build

ing malerial must be dumblc in the face of the somlines cruel 
weather. and the mountainside has always meant thai rock was 
plentiful. Even the roofs of some buildings are made of stone. 
Wood for doors, some roofs, and interior work is brought up from 
the Nan Taurduin (S. "Forest River Valley") and Mirkwood, by 
way of the Men-in-Erebor or upstream on the Celduin. 

Adventurers seeking a fortune in the rich mines of the Ered 
Milhrin, booty from RhClnnish supply trains. treasures from the 
great tombs and holds of old. or wealth at the gaming tables in local 
tavems will find Dille II comfortable base of opcmtions. Although 
small. the lown can provide most necessities. as well as a wide 
variety of weul>onry and specialized items for sojourns into the 
harsh North. Groups of explorers trained in mountaineering and 
cave cxplonltion meet at their favorite inns and plan monthly trips 
into the wilds. where they seek to discover new veins of predous 
ore or ancient deposits of lost booty. 

Tm; RE!'iIUENTS 
The Lord of Dale is actually a Northman chieftain (the 15th level 

warrior Eroder) whose bloodline can be traced to the ancient Adan 
house of Bcor (Rh. "Vassal"). His position is hereditary, but an 
advisory body composed of old fighters drawn from the local clans 
acts as a check to "ny abuses of his power. These Kraethingas (Rh. 
"War Councilors") actually serve as territorial representatives as 
well. for the clan holdings. or "Fyrgas," long ago became simple 
administrative districts with thoroughly mixed populations. 
Nonetheless, certai n f ami I ies are trad it ionall y chosen to have a seat 
on the "Kraething;" the warriors (both men and women) who are 
allowed to vote each mid-sinter respect tradition. The council 
meets monlhly on the night of no moon, when a lillie "doom" is in 
the air. In times of war extraordinary sessions are held. 

Eoder's position as "Thyn" has been challenged of late by 
Jirfelien. the leader of the Aldurlingas clan. a fierce young female 
mystic who is credited with the slaying of a cold drake which 
threatened her family's Fyrga in T.A. 1629. Eoderclaims that the 
Aldurlinga.'I arc actually worshippers of some perverse "Dark
ness." This claim is quite suspect, for lirfelien's clan embraces 
most of Ihe healers found in the Dale area and is known for ilS 
"good works." ln  actuality, Eoderhas been mislead by his beloved 
wife Sulwyn, who is jealous of Jirfelien. Sulwyn's clan. the 
Daletheod. also heals folk, but chooses to use a peculiar from of 
magic. 1l1eirclaim that Aldurlingas can be construed as "children 
of an ancient darkness" is based on their own need to hide their own 
allegiance to the Dark Lord. Perhaps unfortunately. Eoder's 
powerful Krytheod clan (an Adan group) seems to favor thc 
Dalelheod mmot!!. 

Sites of Men: Dalt 

Tlu: Nt''''""" LoN.:I." MOUNTAIN 
Adventurers seeking the source of the Celduin will find their 

way to the "Gates of Erebor," 11 thirty foot waterfall pouring fonh 
from the cave entry on the mountain's south side. Manyofthe local 
folk claim that spirits reside in the darkness within. and few have 
sought entry; but certain spiriledexplorers reali7..e the truth. Exten
sive and elaborate natural cavern fonnations penetrate dcep into 
the bowels oflhe Lonely Mountain. It will be some time, however 
(until T.A. 1999). before the Dwarves of Durin come to senle here, 
and reports of vast wealth locked in the rock beneath Erebor have 
tx:en greeled with laughter. 

A few of the Daletheod know better. At nighl, hand-picked 
groups make their way up the mountain's west flank and enter 
through a secret cleft at the 2100 foot leveL Once inside, they 
quietly work the vein of gold which provides for so much of the 
clan's fortune. The foul beasts which are rumored to live deep 
within the depths of the land apparenlly have not bothered them. 

1 3.22 NOTABLE DALEMEN 

JIRt'ELiEN 
Jirfelien assumed the leadership of her clan the Aldurlingas. in 

T.A. 1629. after she killed Ihe Cold-drake which had slain her 
father, theclan leader. Ahhoughclan teadershipisgenerally male. 
her clan agreed that no warrior could have been braver or bolder 
and unanimously proclaimed her their chief. Her healing skills 
stood the clan and Dale in good stead during the Plague. and she 
was able to mitigate its effeclS upon the people of the region; 
memories are short, however, and already many are listening to 
S!1lwyn's rumors that Jirfelien and heml clan are the "children of 
Darkness." 

l'lowever fiery her temper. Jirfelien is an unrelenting foe of evil. 
She has learned something of the Cult of the Long Night and 
suspects that Sulwyn may be a  member. Fearing the spread ofevi\ 
in Dale, she precipitously challenged Eoder's position: unfortu
nately she had no proof of wrongdoing, and the move cost her many 
friends. for Eoder is a popular Thyn. 

lirfelien stands six feet tall. and has long red hair, creamy skin. 
and deep blue eyes. Her beauty and spirit have won her many 
suitors, but thus far she has refused them all. Jirfelien is still young 
(27) but well-versed in the responsibilities of elan leadership. She 
is a secret friend of B6awyn, who has taught her much. 

BtA WVN Tilt: S�:ER 

B6awyn Ihe ( 10th level) Seer lives as an outcast on the outskirts 
of Dale in a ramshnckle cOllage. Some accuse her of being mad. 
for she wanders into the wilderness for long periods of time and has 
the unfortunate tendency to prophesy. Her claims that a tremen
dous Dragon will one day destroy Dale are treated as proof of her 
insanity. 

Dale's oldest secr (67) is not mad, quite the contrary: she knows 
a great deal about Erebor and the surrounding region. As a young 
girl, she and her brother Th�aIM explored the cavern complex of 
the Lonely Mountain, delving deep into its lower reaches. When 
Theal6.fwas killed going into the mountain alone, Bcawyn anrib
uted his demise to a group of demonic "cave drakes." Her parents 
and the townsfolk thought otherwise, believing il to be a fall. 
Entries into the cave without pennission of the Thyn were banned. 
and Deawyn's reputation was pennanenlly scarred. 

Cast out by the peoplc of Dale, B6lwyn took 10 wandering 
through Rhovanion. It was on one such ajoumey that she met the 
Elf-secr 1110rontir (S. "Eagle's Watch"), who look pity upon her. 
Thorontir tmined her in his art, making her his heir and teaching her 
much of fate's ways. 



Sites of Men: Luke-Town 

13.3 LAKE·TOWN 
Ii�garoth. or "Lnke-town.·· is a bustling. wooden. trade seule

ment built nn pilings and set out ovcr t.he waters of the Long Lake. 
It is located just off the western shore. within sight of the mouth of 
tile Forest River. A port and majofl:ommercial center, Lake-town 
is a town where an advenrurer can barter for or purchase the 
majority of goods and equipmcnt nel:cssury fur extended wilder
oc�scampaigns. Merchandise shipped up the Celduin from RhOn 
and the Camen Valley, Dwarvcn itcms from lhe Iron Hilts, Elvcn 
work from Mirkwood. and goods brought from the Anduin on the 
Men-i-Naugrim all find tbeiTway into the warehousesofEsgarotb. 

13.31 LIFE IN LAKE·TOWN 
The main authority in Lake-town resides in a Master elected by 

the Umanathrain (Rh. "Council of Men") ostcnsibly composed of 
all the "citizens in good standing:' Merchallis. warriors. and 
landowners all belong to this class, for even the common mcn of 
Esgaroth are shrewd in ways of politics. Real power. however. is 
often concentrated in the hands ofa select fcw. Thecurrcnl Master. 
Odagavia ( 1 2th level). is probably the strongest figure in town. 

COMM�;HCIAI. ASSOCIATIONS 
The Edfreaharan (Rh. "Associations") are a major pan of 

commercial life in Lake-town. Unlike tr;!ditional guilds, they 
require no universal membership; instead. they arc voluntary 
organizations of merchants and craftsmen. and a number of them 
may serve the same segment of society (e.g., therc are four 
Edfreaharan of coopers). They act to allow folk to group them
selves forcommcrcial and social purposes-giving them training. 
business leverage, and a me:ms for having panics. Some wealthy 
folk join more than one, but this isgencr.llly frowned upon. Others 
belong (0 none, apparently hoping to protcct secrets and avoid 
dues. ThecompetitiveatmosphereofEsgarolh is intense. soa wise 
fIlcrchantorcraftsman must choose his/hercourse carefully. While 
women do not normally sit with the Umanathrain. they are free to 
join an Edfreahar. These groups often scttheirown prices on goods 
and services. but the free market plays an imponant role. Com
merce in Lake-town. unlike that found in "guild cities." is hardly 
a rigid mailer. 

AOV�:NTUtn: AN)) ENn:RTAINM��NT 
A pcnnissiv e air also permeates Esgaroth's social life. Rowdi

ness is the order of the night. whcn life in the narrow streets is given 
to song and drink. As the shops and stalls around the central 
harbors close each dusk. the tavems. pleasure-halls. and fest-halls 
lining the outer fringes of town open their doors to townsfolk and 
lravelers. 

Adventurers in Esgllroth will usulilly Slay in one of the town's 
six inns. Mosl are small affairs attached to. but not incorporating. 
a tavcrn. Thcy arc two storics high, with a high�roofed anic/loft 
area. The innkeepers generally keep their families in a set of rooms 
on the second floor. Stores arc kept up above, and rooms for 
tr.lvelers and long-Slaying guests are maintained on the first and 
pan of the second floor. The going rate for lodging is about a 
copper piece a night. 
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1 3.32 NOTED SITES IN ESGAROTH 

VOJ)A(;AHAZUN (RH. "Houst: 0.' VOI}A(;A") 
The Vodagarazun is the largest inn in Esgarotb. Located in the 

southwestcrn ponion of town, just to the right of the bridge entry, 
it accommodates a relatively wealthy clientele. Room rates are 2 
cp a night, 3 cp with meals, and the guest is given complete privacy. 
The founder Vodaga was Master during the period T.A. 1591-98. 
and Kym of the city's largest woodcraft EdfrCuhar: lhus, he was 
able to acquire the location and manpower necessary for such an 
ambitious project. While most buildings in town are one or two 
stories with a high roof. the Vodagarazun incorporates a three
story main building and has a four story tower. 

The tower serves as quarters for the family of the current 
innkeeper (5th level) Odavacer; his two daughters (16 and 18) live 
in the upper chambers, while heand his wife stay on the third level. 
(Odavacer's 4th level son Eodoric lives and serves with the town 
guard.) Elaborate woodcarving is used to embellish the interior 
and exterior of the building. This is a common practice in 
E.<;garoth, although mOf;1 Crdftf;mcn use a combination of carving 
and painting to achieve the desired. albeit crude effect. Vodaga 
used a number of different woods shipped in from Mirkwood and 
had them stained in varying shades. As in all town structures, wood 
is the principle building material; the Umanathrain voted long ago 
to restrict stonework 10 modest chimneys. After all. wooden piers. 
cven those driven into a substantial lake bottom, can only suppon 
so much weight. 

The Vodagarazun has its own spacious tavem which occupies 
one quarter of the first and second floors overlooking the lake. 
Twenty-five oak tables are scattered about the lower common 
room, and more private booths line a narrow balcony above. The 
balcony opens onto an exterior second-story porch which is used 
for guests in warmer months and acts as a food-cooling spot when 
the winds are cold. 

The hallmark of the tavern, however. is the great circular bar 
which surrounds Ihe fireplace in the first level common area. Fony 
feet in diameter and built of cedar and hickory, this assemblage is 
used for serving botb drinks and victuals. Beers, mead, and 
watered or spiced wines are prepared both warm and cool. Fish. 
fowl, and spiced lentil porridge are the house specialties. 

The friends of Odavacer are legion. and impromptu music 
(mostly woodwinds and crude string instruments) is common most 
evenings. In addition. Waggaeom and Freaga. IWO of the town's 
finest warriors (7th and 6th level respeclively) spend most of their 
nights entenaining ladies and poor gamblers in their special 
balcony booth. Order in the Vodagarazun is rarely a problem. 
although Waggaeom's rude son Breagla (a 2nd level fighter) 
causes his share of fights. Usually, the altercations stem from 
Breagla's infatuation with Shagelda. one of the five bannaids and 
Odavacer'seldestdaughter. Like the (5th level) Dorwinadan thief 
Dudannis. the (4th level) Nonhman bard Racndoric. and the 
Nuriag mage Urdrath (a 3rd level from Nurad). Breagla is a semi
permanent ref;ident of the inn and resides in a third floor suite. 
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SllU!'S ANI) nn: HAKHUK 
Purchases of goods in Esgarolh usually occur in the central 

squares which the locals call the Thorbivaga (Rh. " Bay Towns"). 
the areas surrounding cwo Ihe Woctsala (Rh. "Markel Pools"). 
Here most of the items indigenous to Rhovanion find their way into 
the stalls and shops of the wily merchants. Bartering is extremely 
common here. but a wide variety IIf " high quality" coins arc :llso 
accepted. On the rare occasions Ihal lhe (Own mints ils own small 
silver piece (actually u half-silver equivalent to len " Great Cop
pers"), coinage is much more common. Gener-Illy, prices in 
Esgllroth nrc modest for food and lodging, high for certain raw 
materials, and low for most "finished" ilems. 

Shops are open from a lillie after dawn 10 juSt before dus\(, but 
merchants will open ordos\: on u whim, particularly when demand 
dictates. Market days arc held e:lch momh on Ihe day of Ihe full 
moon and are characterized by an inllux of rural folk bringing in 
cheap goods for sale or trade. All Ihis is IIccump:lI1ied by cntcn:tin
ment; musicians, Gareis. Magicians. Jugglers. and Play-actors hold 
shop on the Huwaerkyn (Rh. "Greal Wharf

,
). 

EIIANNUN 
A good deal of illicit trade occurs in Lake-Iown, a result of the 

high tariffs mther thun any insidious proscriptions. Much is 
controlled by one Kynoden. lhe ( 1 1th level) head of lhe town's 
only boat-building Edfreahar, the Boed-bylgus. Many of the boats 
dc. .. igncd for I.rdde on the Annen (S. "Long Marshes") and Celduin 
are "specially" designed by Kynoden's men, and the gr.ltcful 
rccipienls find the Roed-bylgas to be effective :tllies in the cause 
of profit. Kynoden and his Edfreahar receive twenty-five to fifty 
percent of the take in town. 

These operations are nlll out of the Emnnun (5. "Lone Sunset'") 
inn on the wild western side of Esgaroth. Located right on the 
waler and beside the small. protected boat-building inlet utilized 
by the Baed-bylgas. Ihis demure one-slory tavern is ideal as a 
shipping area for the illegal furs. gems. and r.lrc Elven wines that 
arc favorites of the smugglers. The goods are moved down one of 
the two movable refuse ramps (the clean one) located in the kitchen 
of the inn and areemptied directly onto boats in the inlet. Incoming 
merchandise arrives as part of the inn's regular food shipments and 
is inserted into the bllgs of ground grain whileen mute from the mill 
down the lake. 

The Erannun itselfcontains but three rooms set aside forguests: 
one with three fur/straw bed shelves able to house six. one with two 
resting shelves and suitable for four. and it third "single" which is 
designed for one or two tr.wellers. Each faces directly onto Ihe 
tavern room and has a single window with bars which can be 

opened from the inside. nle tavern rOOnl itself has four finished
pine tables, and is often used as 11 meeting spot for the eight men 
who control both the smuggling and the Bned-bylglls. One of 
them. the (6th level) thief Vogir. stays at the inn nearly every night. 

1 3.33 THE MASTER OF LAKE-TOWN 
Odagavia was selected as Master IWO ye;trs ago. and thecouncil 

is pleased with its choice. Charismatic. fiml. intelligent. and 
perceptive, Odagavia has had much to do with Egaroth's new
found stability. II was Odagavia who managed to hold the 
demoralized IOwnspeople together in the aftennath of the Plague. 
Ob taining precious food from the Elvesof Mirkwood. Through his 
unceasing effons. Esgaroth is once again beginning to prosper as 
trade returns to the region. His taclful diplomacy has enabled his 
village toestablish good relationships with all the other Nonhmen 
groups in Rhovanion. 

Sill'.f of Men: utke-Tow" & Woodmen-Town 

This is not to belillie his skill with a sword: Odagavia is I 
redoubtitble warrior. who is rumored to have slain it giant in his 
younger years. When pressed for the trulh oflhis SIOry, the Master 
will simply smile and shntg. His appearance. however. lends 
credence tOlhe tale. for Odagavia siands 6'6" and weighs 270 Ibs., 
and wields a large twu-handed sword. His looks belie his manner, 
forlhe Masteris well-liked for his pleasant. friendly temlx:ramcnl. 
Odagavia is 46, and unmurried. 

1 3.4 WOODMEN-TOWN 
As the Woodmen of Mirkwood have banded together. growing 

closer through tics or kinship lind through fear of common ene
mies, they haye built a remarkable edifice: an interlocking network 
of houses high among the lrees. Called Woodmen-town. this 
arboreal community is lucked inside Mirkwood aboul ten miles 
from the western edge of the foresl :md approximately fifty-five 
miles nonh of Rhosgobel. A good trail named the Woodmen's 
Walk runs southward from the scllicment and connects the town 
with the R;'Id Ang:\laladh. the area's chief road. 

1 3.41 THE NATURE OF THE SITE 
nle plan began with individual tree-houses. a much more 

ehlhoratc version of The kind that every child loves to build. But 
remember that nails arc scarce among the Woodmcn. Occasion
ally 11 Woodman w()uld tr.ulc an Inerenerabim or other fine-hewn 
creation for a handful of nail� from a Dwarf. But few nails went 
into the construction of the Woodmen-Town. Instead, the skills of 
whittling, joining, and dovetailing serve these Woodmen very 
well. 

One reaches the height of the houses, ten or twelve feet above 
ground, by I:tdders of wood or Fen-land Grass rope that hang from 
up above. Each family unit has its own ladder entrance, which can 
be pulled up into the home in time of siege. Horizontal walkways 
made of similar material now connect one family unit to another, 
and sometimes 11 ladder that brought a person up into the trees can 
be pulled up and stretched out to foml a walkway too. 

Since the trees of Mirkwood grow straight and dose together, 
each Woodman home stretches across the limbs of scyeral lrees. 
The upswept limbs all around fonn a foundation onto which the 
Woodmen lash log members up to cight inches wide. creating a 
light log-framc wall structure. The Woodman-wives, when a new 
home is being built. tr.lVel to the banks of the Anduin and 
sometimes as far south us North Undceps to gather the mud from 
the river bottom. which packs in and dries up for chinking in their 
walls. Logs of a similar Si7-C lie crosswise across the top of the 
walls, which always stand at least len feet tall above the polished 
noorboards. 

Woodmen towns would be cold and windy were il not for the 
talent of Woodmen's Wives in weaving wool. They are far from 
a pastoral community. living high above the ground and in among 
the forest. Bul tntde has continued over many years between the 
plains Nonhmen and the Woodman-wives. who annually offer 
large quantities of tasty woodland nuts thcy can easily gather in 
exch:mge for large bags of wool sheared from the sheep that graze 
in the Talath Harroch. This practice has dwindled since the years 
of the Plague, but numerous thick, wann, wooly tapestries hang on 
the walls and lie on the floors of Woodmen's houses in the 
wintenime. 



Sifl'S lif Men: Beijahar 

13.42 lAYOUT OF WOODMEN-TOWN 

NOTE: The fo/fowilll< material refers to lilt' IIl1mhered .I";tl'.\· 
(J/1 the coit),. map of Woodmell-town . This mllp is IO{'(lIed on 
Ihe insert illeludell in this work. 

The platfornls shaded in deeper brown are sel 15-20' above the 
ground: those shaded lighter (see aJ.n) arc built higher. Unmarked 
buildings are solely extended family residence�, although exten
sive craft activity oceurs in every dwelling. Roofs arc of overlap
ping. woven hide secured to the tree trunks. For purposes ofclarity 
the trees themselves have been omitted from the picture. so holes 
in the roofs and plalforms are employed 10 show Ihe pattern of Ihe 
branch and trunk structure_ Unless otherwise stated. the other 
structures also provide shelter for extended families: btll these also 
se,rve as infomml places of "business." 

a. Northern watch platform. 
b, Alhaulf the bow-maker. 
c. Hechila Ihe box.-maker. 
d. Alahis Ihe rug-weaver. 
e. Thuidihis Ihe astrologer's watch. 
r. The cenlral place. (Sec A-F below.) 
g. Authanand the weapon-maker. 
h. Waccho the m:tster carpenter. 

i. Ulfhis the rope and hide maker. 
j. Thasulf the jewel-maker. 

k. Sylvaric the cloth-maker. 
I. Uth ila the healer. 
III. Sylbrand the carver. 
n. Southern watch platfoml. 
A. Waulfa, Althyn of the Sairthcod. 

B. Great meeting place of the clan. 
C. Witihis the herb master. 

0, Training place: both platfomls. 
E. Great kitchen lind village hearth. 
F. Odagill the tracker and envoy. 

13.5 BEIJABAR SITES 
The 8eijabar reside along the western edge of Mirkwood and in 

scattered sites throughout Ihe Anduin Valley, The ch:tracteristic 
home of the Beijab:lr is the Long-house. or "Laenganhuida." 
These stout structures serve as the center-points of discretely 
secluded and well-tended manors. 

13.51 TYPICAL MANORS 

Typically. a Long-house is a long, narrow hall matle of logs. dirt. 
and slone. Its design emphasizes the right ;Jngle: 15 to 20-fool 
posts stand suaight up to form ils walls; JO to 12  foot beams lie 
across the POSIS, 10 form a roof. At roof center, a hole in the ceiling 
provides a chilllney for the great fireplace within, which sits in .\ pil 
at the house's center. At one end of Ihe long-house is the entrywllY, 
often served by a baflled door to prevent cold w inds from eJlIering. 
Near the olher end stands the oaken table and stools around which 
Beijabar family members sil to work. tended by animals who sloke 
the fire and cook the food. 

The inner hall of a Beijabar hOllle measures at least twenty feel 
in length and eight to twelve feet in width, and always has a 
rectangular floor-plan. Separ:tte rooms mean nothing to the 
Beijabar. who mingle wilh family members, animal and human, 
and would consider it ungainly to seque.<;terone· s selfbehind a w(lll 
apart from one's family anti friends. Lighting is dim inside, but 
every Beijabar homeste:td is surrounded by bright and colorful 
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gardens that grow right up to the home. with walkways and p:uios 
where family members gather when Ihe sunshine and temperature 
:tllow them to enjoy the outdoor air. 

13.52 THE HOLY CARROCK 
The C:lrrock is sacred to the Beijabar. It is. perh:tps, for Ihis 

reason that the tmmor of the High Shape Changer is traditionally 
1(X.aled nearby. The rock itself lies in the middle of the Anduin. a 
lillie closer 10 the easlen! shore, by the Im:h or Athrad Carrock (5. 
"Carrock Ford"). The Old Ford and the Meni-Naugrim lie twenty
five miles to the south. 

The Cmrock is a huge (liS' high)granitc hnuldcr, sllnnuuntcd hy 
a c;lrved stone throne which f;lces upriver. Stairs cut in the side of 
the rock lelld down to the waler's edge and a ford which takes one 
to the eastern bank. A fissure which knife:. into thl! Carrock's east 
side has been cleverly widened into it hall which le;tds into the 
interior chmnbers. From the outsidl!. the deft appears as no more 
Ihan :1 sl11:111 cave. It is deliberately innOCIlOUs. While the Holy 
Carrock is often watched by Ihe lords orthe Bcijabar, and (hey arc 
quile capable nf dealing with intruders. the Beijabar reulize litut 
secrecy is the site's best defense. 
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LAYOUT O�' Tm: C."RkOCK 

I. Sb. irs. These wind up the rock 10 the open throne area above. 
They are cut directly into the rock and pennil no more than a single 
liIe. 
2. Entry Cave. A twenty· fool wide natural chamber. never 
exceeding len fecI in height. AI the back of the cave is a flal wall 
mude of bas all. Runes and paintings cover the wall's surface and 
teiliheialeofan ancieni saga involvingaGreaf Bear. A real metal
shafted arrow slicks inlo one of the figures. When the arrow is 
rotated.lhe wall slides five feet to the left and panially reveals an 
ascending Siair behind. It is sheer folly (-50) to perceive the nature 
of Ihe alTOw at a mere g.lance. and even a careful examination 
makes this discovery very hard (-20). 
3. Hall of Claws. This winding passage was cut out of a gas 
channel which pierced the boulder when it was first formed. The 
iron lools used to shape Ihe ceiling and walls bore claw-like 
serrated edges and left jumbled marks in the mck which look akin 
to those left by bear scratches: hence the name. The passage is ten 
feet by ten feet in most places. and has notches for the placement 
of torches. Small air holes arecut in the ceiling at intervals oflhirty 
feet. 
4. Sleeping Chamber. 111is room has beell CUI OUI of Ihe rock 
in order to provide a resting place for a family of seven. Bowl-like 
rock shelves line the wnlls and cun be fil1ed with SlrdW in order 10 
give one a semblance of comfort. Fine runes (modified Grth) 
circle the walls ncar the ceiling and lell the laic of Ihe Beijabar's 

Sill'.\" of MI''': The Holy Carrock 

ancestors, relatives of Ihe Edain who settled in the passes of the 
northern Misty Mountains in the laic First Age. Twelve foot 
ceiling. 
5. Waler Chamber. Hen: a well lies. CUI fourteen feci 10 reach 
a calch pool in Ihe river. A small fire pit is sel into 10 the westem 
wall: II smoke hole is sct ahove it. Walch positions are placed in 
the northern wall. Nine fOOl ceiling. 

6. Store Room. Rectangular stone receptacles cover the floor. 
Each is carved in such a way ,IS 10 appear to be of wood. The lids 
mimic roofs. and the receptacles represcnt Beijabar Lung 1·louses. 
7, Chllmberoflhe Dancers. 11lb room is akin tothemain room 
of a Lung House, and contains a large fire pil and a raised stone 
platform which acts as both an eating table and a "stagc··. 11le walls 
lire cuvercd with bi;r,.arre cave paintings which depicl countless 
ballles. A huge block of resin is set into the nook in the southeast 
wall; within it i� It perfeclly preserved Greal Bear. Nonnally the 
nook is concealed by a countcr-weighted SlOnc which can only be 
raised by pulling up oll its raised surface: the lift involves some 300 
pounds. This preserved beast may be some aneient leader whose 
presence inspires Ihedanccrs when the lalterarc properly frenzied. 
Huge mead jars are set in wall nooks around Ihe rOOI11. 11lC noor 
of the room is seven feet above the river's waterline. and seven feel 
beluw Ihe norm for fhe rest of the complex. The ceiling is 28 fect. 
8. ourlal Chamber. This round room has It noor set fourteen 
feet below the water surface. and a 56' ceiling (42 fect above the 
waterline). At Ihe river level. fourteen feet above the room's base, 
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is anuther fluor surface. a circular 
walkway which surrounds the 
cenlral pit. The fourteen foot deep 
pit holds a large. beehive-shaped 
lomb of loose rock. The lOp of 
curved roof oflhe lomb is Iwenty
eight feet above the base floor and 
fourteen above the surrounding 
ledge. This"hive" canonlybeen
tered seven feet above the base. 
Ihrough :m aperture (7' dia.) 
blocked by a round discus-like 
stone. This stone can be rolled to 
the side in its crude track. but it 
requires the strength of two nor
mal men. The rock moves up the 
runners which wind around the 
tomb some ten feet. and can be 
locked in place by moving the ob
vious block-stone underneath it .. 
curve. 

Should one elller Ihe lomb 
withoul pulling on a bear claw
like iron slave 10 Ihe left of Ihe 
entry. the block stone will be 
pulled aside and the slone allowed 
10 slide back down the runners. 
The stave mechanism is very hard 
(-20) 10 perceive. Within the 
lomb lie the remains of the eight 
dead Beijabar lords. ellch buried 
in a hive-shaped jar. The chute 
inlo the tomb slopes down at a 45 
degree angle and drops seven feet. 
II is lined with mud which conceal 
hidden spikes. The rawr-shllrp 
iron spikes are covered with 11 
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10th level bee venom which destroys 1-2 orits victim'seyes (those 
flliling 11 RR) by convening the optic juices to honey. The lomb 
holds 100 mp, three +20 battle axes, four +20 two-hand swords, 
one +30 club, ten +15 short swords, seven + 10 hand 1Ixes, one + 15 
lung bow, two +10 helms, a /-lorn of B('ar SlImmoning, a Sf(lI'(' of 
Water WafkillR, six + 1 0  shields, and 2,000 gp in gt'II1S. 

Another caved-in treasure chamber once laid below: but unlike 
the rest of the room, it was not of carved rock, and caved in 
centuries ago. It is extremely hard (-30) fO perceive Ihis rebuilt 
burial chamber. Entry into the room is afforded through secret 
stone doors which can be moved to the side by 2-3 strong mcn. 
Both openings lie above stone stairways. Every other stair is of an 
enchanted resin which is very hurd (-20) to perceive and will will 
instantly harden around things immersed in it. The resin is grey and 
appears as rock. 

13.6 BUHR AILGRA 
Buhr Ailgra is the capilal of the Ailg'lrthas. the oldest of the six 

Eothraim. or Horse-lord, tribes. A powerful force in Northman af
fairs. lheAilgarthas conlrol territory slrelching from the Waildung 
lands of rhe EaSt Bight eastward as far as the connuence of the 
rivers Ardruigaand Celduin. They arc Ihe northernmost Eothraim 
people. 

Buhr Ailgra's position at the junc.;tion of the Men Celduin and 
the nonhern branch of the Men-in-Araw accentuates its status as 
one the three 1I10St important �othraiTTl comillunities (the others 
being Buhr Mahrling and Warfinger). Nearly everyone naveling 
nonh or east out the East Bight passes by the town on one of the 
plank highways commanded from ils eanhem walls. Mirkwood 
looms thiny-five miles to the west. while Buhr Waildung is only 
forty miles to the southwest. The river Celduin is less Ihan ninety 
miles to the north. 

Situated where the wide pmirie escarpment called High Hand 
begins to descend to the fertile plain of Aur Esgalabar. Buhr Ailgra 
is also a majorstop for Horse-herders. Ailganha herders keep their 
Horses out on the High Hand during the w:mner months, but as 
chilly wealher arrives they drive the beasts nonhward into Ihe 
lowlands. Those in the western part of Ailgartha territory invari· 
ably resl lheir herds, :lnd their bodies al Buhr Ailgm - albeit in 
their own tents. 

13.61 THE NATURE OF THE TOWN 
Buhr Ailgra's buildings are constructed using the typical 

Eothraim "Lainghud" (Rh. "Long-house") style: floors set 2-4 feet 
below the ground with access by ramp and/or stairs. wood· 
reinforced thatch roofs, occasional "smoke holes,'" and smoothed 
eanh noor'S. Unless otherwise stated, the structures serve as both 
extended fumily residences and work places. 

13.62 LAYOUT OF BUHR AILGRA 

NOTE: Thefollowinl: material n'fi'l"s to Ihe lIumbered .'iiles 
oll lhe color map of8ullr Ai/tva. This map is /o("(lled Oil rile 
if/sen illcill(/t'd if/ lhis work. 

I. Gambaswinth the Smith's. This house contains one 15' x 7' 
room with 6' x 7' loft. 
2. Main Gate, 13' x 13' break in eanhen wall lined with 
mortared stone. Machicolations and firing slils allow defenders in 
parapet above to discourage cnlry. 
J. Stable, smithy, and iroll works. 35' x 8' area can comforta
bly house seven horses. 10' x 8' work area contains two forges. 
three anvils, and a wide assortment of tools. A 4' deep lof! runs the 
interior length of the structure, and a larger fair-weather forge is 
buill into exterior wall. 
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4. Guard house. Built of spruce and oak, it contains one 17' x 
7' room. W:llch commander and his runners use these quarters 
while on duty. A small assortment of weapons which serves as a 
"ready arsenal" is stored along the walls. 
5. Hall of the Kuzdrauhtan (Rh. "House· guard"). Here the 
Thyn's fifteen-man guard resides. ready for WilT. Onc40' x 8' room 
contains sleeping shelvcs. a heanh, a table and benches, and 
assoned chesls. The guards' anns are stored in a great iron
reinforced \.lin. One to fifteen +10 spcU/"S, five 10 forty-five +5 
daggers, one to Ihiny + 10  shields. one 10 five +5 horse/shan bows, 
and one to fifteen +5 long swords and/or hand axes can be found 
here together with one to twenty +5 chain shins (all non·magic). 
6. AduUa the Leatherworker. Containing one 40' x 9' room 
with two9' x 9' 10flS (akin to houses 7-9). this house is buill of oak , 
cedar, and birch. 
7. Vodoacer the Carpenter. 
S. Eovigald lhe Iron-worker. 
9. Marhgilulf the Weaponsmith. Marhgilulf is the strongest 
individual in town, yet is a renowned anis:m. 
10. Wamalsuntha the Seer. Wamalsuntha lost her husband to 
the Asdriags, but has maintained her family well. She serves as an 
herbalist and lends the village gardens. Her wooden residence 
houses one 30' x 9' room. 11 [0' x 9' loft, and a 6' x 9' "drying rack" 
for herbs. 
I I .  Smoke house and meat stores, �' x 8' room serves as 
repository for smoked, dried, and salted mealS. 
12. Village gardens. This are1l also doubles 1IS an emergency 
pen for horses and the few cattle the tribe possesses. 
13. Well. 
14. Parapet over rear gale. A two man watch is on duty at all 
limes. (There are eighl three hour shifts.) Thalch is soaked in oil 
to resist names. Firing slits and a viewing pan aid defense and 
provide view of locality. Machicolalions in floor allow guard to 
pour hot oil on invaders who enter gate bre:tch below. An iron b:lr 
is lowered from this position and serves 10 supplement the (main) 
wooden gate lock. 
IS. Rear gate. Like the main gate, it is reached by way of a 
wood-lined roadway which gently dips across the dry moat. A 
heavy cured-oak log is used to prevent entry. and a man is 
constantly on duty. (Each one comes on one hour after the parapel 
guard.) 
16. Dry moat which becomes muddy after a stann. It is 6' to 10' 
wide and 2' to 4' deep. 
17. Uthari the Tracker. As is typical, Vthari's residence 
contains. one 6' x 8' room. 
18. Eothaulf the Saddle and Harness-maker. One 35' x 8' 
room houses most of the family and acts as the living and work 
area. The /4' x 8'  rear room is used for stores and serves as 
Eothaulfs bedding place. 
19. Windaswinlh the Fletcher and Bow-maker, One 6' x 8' 
room with a 3' x 8' loft. 
20. Olboin the Mason. One 6' x 1 1 ' room. 
21. Swinthala the metalworker. Contains one 37' x 10' room 
(like houses 22·23). 
22. Rindaswinlh the Hor3e-master. Rindaswinth is Ihe 
community's chief trainer and animal healer. 
23. Witigis the Carpenter. Witigis occasionally serves as 
village cooper. 
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24. Chiscbulh the l,c�lhcr.wrighl. Chiscbulh is a rope. whip. 
and rein maker. His house comains a single 37' x 7' room wilh three 
7' x 7' lofls and a 9' x 7' slUragc ccll�lr buill beneath the rear floor. 
Unlike the u),ual earthen surfllce. this floor is covered wilh wood. 
25. Village cenler. I\. gmss-covered common criss-crossed by 
numerous dirt palh�. Here mu:o.l us:-.cmblics. drills. markets. and 
ceremonies arc held. The main ci"lcm located by Ihe annory 
serves the whole village. and is frct.jucntly replenished wilh well 
WIlIer. 
26. Ulade the Healer. One I X' x X' room serves as his healing 
pluce. while anuther IS' x 8' area ucls as his sleeping and living 
chamber. 
27. Wumba the Miller. In keeping with his mle:ls rhe miller, 
Wumba is ulso the town'� I)c!cr nUtkcr. His house contains one 32' 
,'( 8' room and a 20' dccp 10' x 8' cuoling amI stor:lgc cellar. 
28. Thuidulllcr I he MilicI'. Thuitlarncr is also Ihe bread maker. 
His home is built like #27 above. bUl also cont:lins twO baking 
hearths sct inlO thc Ouur and rCllr wall. 
29. F.ulariclhe Weavcr. Onc 4 1 ' x  10' mom witha 10'x 10' loft. 

30, Ruidariks Ihl! Carver. A single 16' x 8' room . 
.\1 .  HoliI:1 the I'riest. Bntil:! iS lhe Keepcrof lhe Uerdakyn (Rh. 
'"Cult ofthc Eanh""). One 26' x 10' room, with a secret 4' x 10' area 
housed behind the '"drying wall'" (where the f:tmily hangs every
thing from meats and lish 10 wct wool). The latter can be reached 
by (uming a false spigot in the red c:lsk set up and into the wall. 
32. Thuidalindafthe .'riesl. Thuidalindaf is the Keeperoflhe 
Ailgr-... kyn (Rh. '"Cult of the Stag""). His house is built like Botila's. 
33. Vuric the Huntsman. Vuric is a skinner, tanner, hidc
worker, and the Ma�terofthe I lunl. ( 1 IeservesastheThyn's "right 
hand:') His home contain:. a single 34' It 12' room with two 12' x 
6' lol"ls adjoins 1111 I I ' It 12' sleeping area. 
34. The Saicghuil (Rh. "Ceremonial Hall" ). A 47' It 12' holy 
place which serves as the sllcred center of the tribe. Elaborate 
wood-cllrvings. brilliant inlaid :lI1imal motifs. and numerous hams 
adam the wlills. The stone noor with a raised st:lge alone end h:ls 
an elaborate iron and gllnlCt inlay. 
JS. l'luuse of Mahrcared. 'l1lis is the homc of the Thyn of thc 
Ailgharlls (Rh. ··Fricnd.� of thc Stag"). Contains five room.�: a 
central 14' x 22' living area; 11 14' x 10' cooking and storage space; 
a 14' x 14' bedch:llnber; a 14' x 46' r:unily stomge and sleeping 
chamber lIbove the main noor: and. off the living rOOlll and to the 
rear of the main strucHlre. 11 I)' It 14' mecting and planning room. 
36. L.uidllriks the Learned One, Luidariks iS:l scholar. Mage. 
embroiderer, bonc worker. lind counselor. His housc contains a 
singlc 2 1 '  It 10' room with a 10' x 4' loft. 

37. Armory. A single 3M' x 9' roolll. 

1 3.7 BUHR WIDU 
ThcccntcrorWuildung culture. BuhrWidu (Rh. "Forcst Hold") 

is the capital of the most powerful of the Nonhman lribes. Tucked 
in the East Bight. between Mirkwood and the c:scarpment called 
High Hand. it i.� 11 well-protected selliement. The [Own is ideally 
suited 10 its role aS:I refuge for Waildung Princes. Here. a trio of 
fortified hills linked by earthworks overlooks the deep lake called 
the Mere of Roots. 

TIle MCIl-in-Ar:.tw cnds at the eastem gate into Buhr Widu. On 
the western side of town, another tmil begins: the ancient Rad 
Ang�"illiladh. A third mlljnr path le;lds nonhward to the ruins of the 
Old Forct'ol Hokl. ;l t'oolitary hilbitc h:llrway between the Merc of 
Ronts lllld Wnnd Mcre. This t!'llck is callcd Mere W<llk. and runs 
deep into Mirkwood. 

Si'I'.� of Ml'n: 811h/' Wid'l & Tlw/"fmlir 

13.8 THORONTIR 
Thorontir (S. "Eagle's Watch") is a Gondorian border outpost 

erected to keep watch on Ihe Asdriag Easterlings. It is siluatedjust 
off the Men Ramen, about ten miles east of the town of the same 
name and some sixty miles southwest of Warfinger. 

Oln"l'()ST LAYOUT 

I. Gale, 11le ponalway is fiftecn reet high and tcn wide. 
protected on the outer side by a set of four inch thick iron bound 
wood doors. which Clm be reinforced by two huge wood bars laid 
across them. A few feel further. a poncullis Clm be dropped to seal 
the passage. The grate is m�ldc or oak and reinforced overall with 
iron straps. The poncultis is operated by a counterbalance in the 
left (inner) tower. 
2. Tower. All ofThorontir's towers are ofsimilar construclion. 
having 11 spiral stair in the center. with landings at each orthe three 
stories. There arc no windows on the first noor and arrow slits on 
the second and third. The roofwallsare crenellatet.l, All arc 35 reet 
high. TIle walls connecting the towers arc lIlso crenell:tted to 
provide protection for bowmen and lire accessed via narrow doors 
all nanking towers on the third nuur. Thc walls arc 25 feet high. 
Shifts change every 8 hours. one man is stationed on each tower, 
and one palrols cach wall-scction. 
3. Well. 
4. Stables. The stables house 70 steeds: 60 for the cavalry and 
ten for couriers and the ofticers. 
5. Uarracks. The bllrracks shelter 100 warriors (Q. "Ohtari"): 
furty infuntry (garrison) and sixty cavalry. 
6. Postern gale. Deeply inset in the wlllI, the gate is set at :tn 
angle to make b.1t1ering r:lms unusable. The door is 3" thick oak 
bound with iron l'itraps and reinforced by an iron bar. 
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LEVEL.. I 

7. Main Hall. The Milin I-Iall acts asa meeting place. dining hall, 
and slaging area. 

8. Kitchen/pantry. 
9. Stairs. 

LEVEL.. 2 

10. Storage. 
11.  Armory. 
12. Firing hall. Here. arrow slits ilre plilced every ten feel. 
13. Guardpost. Access to adj:lccnt WillI. 

14. Meeting room. The large windows of this room overlook 
the courtyard, thought there arc heavy wood shullers which can be 
closed over them. Here, the officers of the ODlpost meet to discuss 
various issues. Maps and charts of all lhc land.� nearby arc kept in 
this chamber. Rolled and bound. they arc stored in a w:11I rilek. 

LEVEL 3 

IS. Quarters. These rooms house the five Ohlarrina: three 
cavalry leaders and two who supervise the garrison troops. 

LEVEL 4 
16. OffiCI!. This is the office of Aegnor, thc Commander (S. 
'1ncngyn") of the outpost. It is spartanly furnished. but the 
existing furniture iN of high quality. 
17. Quarters. Aegnor's quarters include a suite of rooms. The 
windows are tall and n:IITOW, and all have thick wooden outside 
shullcrs. The furnishings here are of fine workmanship, reflecting 
the height of Gondor's glory by their very presence in a military 
outpost. 
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1 3.9 URSH LANNA 
Located :lbout fifty miles south of the point where the Men 

Romen passes Thorontir, Ursh Lanna (As. "Defiant Hill") is the 
westernmost of the Asdraig Easterling outposts. The Asdriags' 
fortification dcsign, while rather unconventional, bears some 
resemblance to Dunnish works. Where possible. these Easterlings 
utilize a natural hill and. by temlcing the .�idcs, they create 11 series 
of walls. reinforced by wooden bUliressing. 

In addition. many oflhe structures in the confines of the fort are 
actually built against thc inncr sidcs of the wall, 10 add further 10 
its strength. Access to the fortress is g:lined via a winding narrow 
footpath. casily defcnded by a handful of warriors. 

LA"OUT IW URSII LANNA 
I. Entr:mce. Cm into the uppcnnosl wall, the cntryway is 

essentiillly a wooden portalway, closed by a thick door of mahog
any planks. 

2. C;uard quarters. The quarters house 80 warriors ("Hllka"). 
3. Smithy. 
4. Stables. The stables shelter 50 horses - all rugged cavalry 
stccds well-suited for long journeys or ballies. 
5. Cistern. 
6, Quarters. These chambers serve as the abode of the Lord 
('"Hudd,,") of Ursh Lanna, who in this ease is Chercehyana. 
7. Mess Imll/kitchcns. 
8. Storagc. 

URSH LANNA 
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1 4.0 ELVEN SITES 
Despite lhciropposing cultures, both Elves and Dwarves create 

grand underground halls of grace and beauty. They approach their 
work differently, though. for the Elves like to work wilh the lund 
ruther than I:Igainsl it. Elvcn craftsmen CuI chambers from nalur'''] 
cavern formations. altering Ihe rock as linie as possible and 
designing their homt:s purely within nature's framework. The 
Firstborn make use of the sloping. uneven floors, the lowering 
stalagmites, and the smooth pillars of gnmile and basalt thai 
protrude through softer Slone. Their tapestries hang amidst cham
bers with natural vaults and tapering limestone columns. rooms 
decor:lIed with delicate carvings and SUbtle lamps thai comple
ment rather than overwhelm the surrounding setting. 

14.1 THE ELVEN-KING'S HALLS 
TIle Hnlls of Thranduil, the Elven-king of Mirkwood, are no 

exception. These palatial chambers recall thedesign ofMenegrolh 
and Nargothrond, the superb Noldo cities of the Elder Days. Like 
bolh those yinually impregnable ciladels. the Halls are cut deep 
inton hill located in nonheastem Mirkwood. The main doors into 
this spectacular delving open soulhward OntO a stone bridge that 
spans the cool, swiftly-flowly Forest River. This Slrategiccrossing 
serves as the principal overland entry into the great Woodland 
Realm. South of the river, Thranduil's influence is unsure, so the 
bridge essentially marks the point where the forest becomes safe. 

The Forest-folk refer the palace complex as the Aradhryand, the 
"Halls of the Elven-king." II is also cnlled Amon Thranduil (S. 
"Thranduii's Hill"), or "Mardo Edhelaro" in the Quenya tongue. 

THE ELVEN·KING'S HALLS 

--------
-- -

- -
--

RIVER 

£"'1'11 Sirn: Thl' Clven-killR'S Halls & Celt'hanlwn 

Built between T.A. 1 050 and 1 100, TIuanduil's hold replaced 
Caras Amarth a.'I the precmincnt Elf·hold in northern Mirkwood. 
Soon after il was completed. the court moved eastward lind. wilh 
the drying of the Avar Slrealll. the Aradhrynd quickly eclipsed the 
old capital al Caras Amanh. (Eventually, of course. Oropher's 
Halls were abandoned allogether.) 

The Aradhrynd serve mllny roles. The citadel guards the bridge, 
and acts as both the capilal of thc Wood-cJves (S. "Tawarwailh") 
and as a refuge. Located only Icn miles from the point where the 
Forest River surges out of the woods and into the Long Marshes of 
Wilderland. it al:;ostllnds as the guteway into nor1hern Mirkwood. 
Hen:, the Elven-king greelS Ihe travellers who journey westward 
up the Taurduin valley. visitors who mn:ly sojourn funhcrinlothe 
Wuodhmd Realm. 

NOTE: For more in/ormflli(m IlII ,11(' Al'(ldllrYlld. see ICE's 
Halls o/the E/�en-k;"g. 

14.2 CELEBANNON 
Advcnlun:rs entering the Woodland Realm by a boat bound 

upriver on the Taurduin find the guing slow; the current is swift 
west ufthe Long Marshes. This may accoum for the fact that nearly 
everyone disembarks at Celebannon (S. "SilvcrGalc"), the princi
pal trade center of the Wood-elves. Here the so-called "Raft· 
elves" prepare goods for shipment downriver to Ihe communities 
along the Annen, Celduin, and Camen, as well as points funher 
easl (e.g" Darwinion). Some stores are !U:nt in large floatingcasks, 
while others are eollccted on finely c;'lfled rafts of cedar and 
hardwood. Goods received frollldownrivercome in II wide vuricty 

� . . . " 

- ---
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offanns. but are generally repacked in barrels whi Ie in Lake-Iown. 
All of this modest commercial bustle makes Celebannon a 

relalively cosmopolitan village. al least as far as the Silvan Elves 
are concerned. Travelers seeking excitement can get involved in 
trade. hiring on as guards ur aCling as inexpensive transporters of 
fincrmerchandise: they can also frequenllhe Dindraug (5. "SileO! 
Wolf'), Cclcbanl1on's only inn. All should beware, however, of 
the factthatThranduil is weJI-informedofanygoings-on involving 
outsiders. particularly non-elves. 

Twcnly-seven warriors of the elite Tirduin (S. "River Watch") 
lighters keep order. In addition, further scrutiny is offered; the 
walchful eyeofCamthalion (S. "Steadfast Hand") isever.prcsent. 
Being second in command to the Master of Celcbannon. one DInar 
(S. "Warrior"). Camlhalion wields considerable local power. His 
daughter Nannire (5. "Fire Flower") was abducted by a mannish 
raiding party while gathering fruit only a yeur ago, and the dven 
ranger is hungry for infonnmion which might allow him reunion 
or revenge. 

A small Elven village composed entirely of wooden cabin·like 
structures with thatched roofs, CelebannOTl is yet a town of some 
elegance. as are all places graced by the Immonals. All of the 
structures are extremely welt made, with subtle decoration. and a 
modest grace which whispersofcomfon and veiled beauty within. 
There is but one inn in the village. implying perhaps that there is 
not much in the way of revelry done here. Be not deceived. 
however, for often there is feasting in the Dhtar's Hall nestled 
within the trees. open only to residenls and their guests. 

LA YUUT OF C�:U:IIANNON 

NOTE: See lhe imierlfor Ihe map afee/ehaIlIlOIl. 

Residences. (a.b.d.e.ij.k) Each of these single-story buildings 
houses at least one (depending on the size of the structure) 
extended family unil. 
Storage Halls. (c.f,h) These are holding areas for the various 
goods Iraded by the Elves. Many barrels are also stored here. as 
well as the light boats during bad wemher. 
tnn (Dindraug, "Silent WoW'). (g) The only inn in Celeban
non. it is quiet but comforwble. and the prices are rellsonable. and 
the food excellent. 
Trading Hall. (I) A relativel y large. circular structure. the tmd
ing hall is just what its name indicates. The walls of the building 
are movable, so that a great precenlage of ils circumference can be 
opened to the outdoors during fair weather. This is the general 
marketplace for the villagers, as well as a trading post for travell· 
ers. 
Ohtar's Hall. (m) A two-story building which encloses a feast
hall and kitchens on the first floor. as well as Ohtar and his guard's 
quaners on the second floor. accessed by a balcony running the 
perimeter of the interior. 

1 4.3 CARAS AMARTH 
After Oropher, the founder of the Woodland Realm, removed 

himself to nonhem Mirkwood. he built a marvelous subterranean 
palace. Built during the late Second Age. he called the complex 
Caras Amanh, or r.he " City of Doom." These halls comprised the 
second capital of the Forest·folk. 

The well.prcserved ruins of the palace are situated three miles 
nonh of the Rad Annon (S. "Gale Path") and only fifty miles east 
of the western edge of the wood. Here. the low height dividing the 
Anduin Valley ffom the Valley of the Forest River reaches its 
highest poim. A stream linking Caras Amanh to the AvarTombs 
(40 miles) to the nonheast once ran by the citadel and eventually 
flowed into the Forest River. 

Ehen Sife,\'; C('/('hannoll & Caras Amarfh 

Like the Aradhrynd. Canis Amanh is literally a maze of inter· 
connecting tunnels and rooms which wind, spiral. and tum back on 
themselves. Floors and corridors slope and bend. and the footing 
is onen uncenain. For those unacquainted with the plan of the 
palace, the way is dangerous. 

Although these halls are cold and damp. they were once wann 
and filled with light. Bright tapestries hUllg ull about, and there 
were soft carpets spread about many of the rooms. Countless 
cushions and other furnishings adorned the passages chambers. 
appointments as fine as those found in most any king's hall. 

LAYOUT O�' CARi\S AMARTti 

NOTE: The carl/our lines in Ihl! ClII'l!rtI.\· slopl! downfrom Ihe 
","ulls alld columns (coillmm heiliN desiglll1f('t/ hy 'he shaded 
ar(!as bordered by Ileavy black lim') lowards Ihe OIJel1 ureus 
of lire nmm. Til,iS, lire lowl'.w area ill Ol"opher' s Half is Ihe 
"Y" shalJed l"eRion in Ihe el!lIlt'l" of lir(' room. The floor II,ell 
.�/()pes lip ill gelllie slep ... ro rhe periml'ler alld arOUlld lhe 
grace/lilly raperillX ("OIIlIllIlS. Th" COI/lOW·.\· in rhe t;orridors 
u:mally indicate a conlinllolls .dol,e rather /han srep .... excepr 
where Iltere (Ire spiral srairs. TII"ri' ar" few real ' doors' in lhe 
Halls; !'allter the Elves "refer l/Utlx;tI.!!!i 10 cOl'er entries. 
There are doors, of Sll"Ol/g wood bOl/lld \I'illl iroll . barrillX Ihe 
cells, storerooms, cellars, and of ("(J/Irse. Omphe!" .\' \'OIlllS. 

1 .  Great Gates. Across a long stone bridge spanning the now· 
dry river called the Avar Stream. up a sleep st:lir. and across a 
grassy court are the stone doors which guard the entry to Oropher's 
halls. The gates themselves are fifteen feet high and thiny wide, 
sliding apan on cunningly designed tracks in the floor and ceiling. 
They are very hard (-20) to open. A foot thick, and wrought with 
many enchantments. they provide a fonnid<lble defense. 
2. Guardroom. Once manned at all times by twO Elven guards. 
this chamber accommodated Dropher's warriors. soldiers who 
served on four hour shifts. 

3. Stable. These chambers once housed the light steeds of the 
Kingand his warriors. The three dozen fine light hor:ses were used 
to bear couriers and for hunting trips. 
4. Oropher's Hall. The main feast·hall and grandest chamber 
in all the complex. this is where Oropher held coun. Sitting in his 
throne carved and inlaid with many fine woods. he wore a crown 
ofleaves reflecting the season. He borea staffofcarved oak. Rich 
tapestries depicting forest scenes covered the walls, and bright 
lamps hung from the walls and the natural limestone pillar:s. 
5. Feast Hall. Actually these rooms are multi-purpose in nature. 
In addition to serving as additional drinking and dining rooms, 
these chambers were natural gathering places for the residents to 
sing. and play musical instruments (the harp and lute being favor
ites). Here they created beautiful items or cloth and wood. or just 
spun tales. 
6. Kitchens. 
7. Spiral Stair. These arc stepped stairways curving around 
under themselves, usually in several turns. 
8, Living Quarters, These areas are often still subdivided by 
heavy tapestries and wood screens for added privacy. The Elves 
utilized the level changes and stalagmites as natural room dividers, 
and work around them to create individualized spaces. 
9. Storage. 
10, Oropher's Quarters. The most elegant quarters in the 
complex. the King's chambers were filled with the most beautiful 
rugs and tapestries. as well as many gold and crystal lamps. filling 
the area with warnl light. 
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II. Library. The main fccordsarcuoflhc caverns. lhis chamber 
once contained many books and scrolls telling ofElven history, as 
well as many songs and other lore. TIICS!! tOllles have since been 
moved eastward to the Aradhrynd. 
12. Council Chamber. Within this secure room Oropher once 
consulled with his closest advisors regarding matters of import 10 
the Woodland Realm. Here, the Wood-elves planned their C:lm· 
paign prior to Ihc assault on Murdor al the end orthe Second Age. 

13. Cell. These arc "hulding arcas" [0 confine prisoners of the 
King. All ure closed with heavy oaken doors with strong locks. 
14. Orophcr's Vaults. These rooms once guarded the 
Oropher's Treasury. Perhaps nOl large by the standards orthe Elf
lords of Bclcriand long ago. this hoard was still oneof considerable 
weallh. including much gold, as well as nUIIlY gems and items 

9 

CARAS AMAnTH 

Efl'en Sile.�: Caras Amarth 

magical in nature. Great Elven blades forged in the Undying Lands 
long ago, long bows of superior quality. and magical items of all 
kinds were once kept here. 
IS. Cellar. The many barrels of food and drink used by the 
populace of the Halls wen: stored in these ruoms. Contents 
included apples. butter. and of course fine wines. 
16. Underground Stream. This narrow watercourse flows to 
meet the Forest River eight miles to Ihe northeast. 
17. Trapdoor. A trapdoor dominates the floor of this chamber. 
This aperture gave the Wood-elves access 10 Ihc underground 
stream below. 
18. Portcullis. An open wood grating, it allows the water to pass 
r reely while protecting the underside of Cams Amurth from uttuck. 
lbe rope to raise the portcullis is at 18:1. 

, 
, 

, 
\ 

\ 
\ 
\ 

\ 
\ 

\ \ 
\ "  \ 

\ \ 
\ \ 

\ \ 
\ 



DII'(/I'I'I'II Sill',�: Azamdill!mr-(/nm & The Lonely MOl/main 

1 5.0 DWARVEN SITES 
Although the Dwarves have spent a great dcal of time in 

nonhcrn Wilderl,tnd, they have scttled in very few areas. Thcy 
�cck solitude in the n:Il1()te, miner:ll rich highlands of thc Iron Hills 
and the Grey Moumains. Two of their holds. however. have hud 
U greal deill uf impact on events in Rhovanion. 

15.1 AZANULINBAR-OUM 
The Dwarvc!': of the Iron I li" � have spem cenhlries perfecting 

Al.:lnulinbilr-dlim. their mansion ncar the hemlwaters of the river 
Cumen (S. '·Redw:lter"). Though it cannot of course compare with 
Kh;ll.:ld·dllm. ·'I\z:m·· is nevertheless quilc beautiful. The walls 
ulld nuurs are either or .�moothly dressed tIT hcalltifully carved 
stone and crystal. Most ceilings arc high and curved so that they 
�ppear v,wlled. Magical Dwarven lalllp.� fill the city with a soh 
radiance, ;l1ld there :Ire rmllly be:lutiful fountilins: wherever one 
goes in I\I.il11. olle can illwilYs he:rT the suund uf running water. 

Like all traditional Dwarven d()/lTs. the doors or AZan are 
vinually impossible to detect when shut. 1\11 of the doors and 
portculli of the city have heen enchanted so that it is impossible to 
affect them with :1Il undoor or a pt)rtlll spell. In addition. it is 
impossible to teleport through one of the doors or rortculli. 

UWAMVt:N WAn·tl-cu,\MUEMS 
In addition 10 the usual defenses. the Dwarves uf AJ:an have 

constructed seven watch chambers which look out OntO the sur
rounding countryside. Elich is manned by a single Dwarfin seven 
hour shifts. In case of an attack. the guard c;tn raise [he aJ:lrm (by 
means of spe:lking tube) without leaving his post. The stairs and 
ceilings leading to the watch ch:rmhcrs <Ire trapped and can be 
collapsed ill a moments notil·c. 

I.,,\YOIIT O�· A".,\N 

NOTE: Tllf'rl' W·I' Sf'I·,'11 1"I,.\·idelll iflllln'fI,\· wi f hill I ht, ci I)'. (111(' 
for /'(/ch of fill' .\"1'1"/'1/ dl/I/.�. 1:·1/1"11 an'l/ 011 Ihl' Layoul m(lrk('(1 
l"I'shh'IIf·I' i.,· Illf'rtim·f' /I gr/llill of n'.,·idl'III·I'.\" rllllle,. l/tall a 
sillgle DWl/rn'lI 11111111'. 

I. Main Entr:lIIce. 
2. C;lrl Road. 
J. '·ortcullis. 
4. Pit Trap. 
5. Ceiling Trap. 
6. Guard Room. 
7, Murder Holes, 
8. Crossbow and 8allistuc Slits. 
9, Storcroum. 

10. LOl.lding area, Four carts can unlo;u.J here. 
I I .  Mines, 
12. Forge, 
1.1. Workshop. 
14, Crafth:tlL 
IS Armor Stores. 
16. Residential complex. 
17, Hall of colulllns. Contains a large ci.�tem holding emer
gency water suppl ies. 
lit Recreation. 
19. Smlill chapel or Aule. 
10. Main chapel of Aule. 

21. 1I:tII ofW.-ifing. Walls ilre inscribed with the history ofthe 
Tribe of Balli Stonehand. 

H. Chambe.- uf Records. Legal documents and record of 
business tmnsactiotls are kept here. 
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23. Library. This vast chamber contains fourteen akoves: 
seven arc devoted 10 Dwarven crllft, and sevetl to Dwarven history. 
24. Scriptorium. 
25. Ass�mbly Hall. 
26, 11:111 of Halli. (Council Chamber) 
27. Durin's Chamber. The deeds of Durin the Dellthless are 
inscrihed upon the wall. 
28. Great Armor Slm·cs. This room contains a large assort
ment of extraordinary magical arms and annor. 
29. Watch Chamber. 

30. Guest Quarters. 
31, Hall of Fcastill�. 
32. Kitchens. 
33. Rcccpliull Rumn. 
34. Thrunt� Ruum. 
35, Treasury. 
36. Royal apllrtments, 
37, Cell. 
38. Antechambe .... 
39. Royal Tomb. 
40. Sidc chamber. Reserved for relatives of the royal family. 
41. Clan lomb. 
42. Secret Exit.. 

1 5.2 THE LONELY MOUNTAIN 
The design of the OWilrf-city in Erebor is unquestionably very 

different from lhat of the Halls oflhe Elven-king. The chambers in 
Erebor are carved out of solid granitc i1nd b .. salt. their faccs smooth 
and unbroken. MiIIlY are:ts, in ract, have linc w:rlls alld nuorofset 
stone, to vary the color and tcxltLre of'he surfaces. The doors :Ind 
g:lIes within the city are either of wood bound with steel b:lI1ds or 
arc themselves made ofstecl. and all swing back on superbly made 
hinges. Erebor is a maze of halls and corridors, tunnels and 
mansions. The maps following depict the basic overall layout of 
the Lonely Mountain interiors. 

The [:tyout of the rOQms in Ercbor is basically un two levels. 
although there lrre slllall variations in altitude between various 
rooms on a given level. 

NOTE: Two grant!. IOIlK lIIul wiel/' .\·f(/irwa)'.� joill Ihl' 111'0 
maill /(>I'ds, alld lilt,), tII·t' lIolc' (I.S "A·· and "8" Oil /lie map. 
Gill)' a fragmt'lII i.� .�//OwlI ill IIII' plllllS I>t'iow,j"or ('(lch hemls 
Imck Oil ilsl'Ifht'fo/"(· ",.,.iI·illg al lht· OII1('r 1('1'('/. 

In addition, there is a stair up to Ihe King's Halls, above the 
upper level. Of course, there is the longmmp from the Bottommost 
Hall 10 the secret entry on the side of Ihe mountain. 

Several halls in the complex arc given specific names (almost 
I ike mads). Most :tre sci f-expl:tnalory. or merely poetic; however, 
a few are wonhy of spccillc mention: 

CIIAMn�:Hs OF No·n: 

W�tlk of' Carts . This is the passage .. long which are drawn carts 
10ilded with ore to Ix: smelted and made into ing(Jt.�, or forged 
into items. There arc tracks set in the 1100T 10 guide the 
transports. 

W;llk of Slow Walcrs . There i.� :t trough running along the side 
of this corridor. filled with slowly nowing water which runs 
down to Thrain's Hall below. The source of the water is 
probably a branch orthe river which springs forth in force ncar 
the exit above. 
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DK'orl'lm Sites: The Lonely Mountain 

Way of C.-ys.al. The northern wall of this corridor is almost 
completely covered by I:x:autiful sparkling natural quartz for
malions. 

Hall of Writings. Upon the walls oflhis passage are inscril:x:d, in 
the runes of Daeron, Ihe general history of Erebor, constantly 
updated. 

Hall of Shields. Hung on the sides of this hallway are dozens of 
ornamental shields, representing the families living under the 
Mountain. 

EREBOR (AFrER T.A. 1999) 
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LAYOUT 0.' TIlE CUAMBERS OF EREBOR 
1.-35. These large rooms have no specific name but arc identified 
by numbers. Naturally each of these halls was somewhat different 
from the next in layout or decoration. 
36, Pit T.-ap. TIlese pil trups arc controlled by a lcver concealed 
in the wall nearby which is very hard (-20) to perceive, Extremely 
hard (·30) to disarm, the traps are ofa st(lndard design. Each is 30 
feet long and blocks Ihe full 35 fool widlh of the corridor. 
Nonnally set so that they are "off:- and the floor of the hall is safe, 
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pulling the lever sels the Imp. The rlCx1 1k:rsun wllo treads on the 
area must make an extremely hard (-35) m<lOeUVer iO avoid falling 
seventy fect onlO a bcLl uf vicious lopikcs. Victims receive a +70 
Fall/Crush all:lck in to 1-6 "H" Puncture criticals. 
37. Ceiling Trap. Very similar in selUP to Ihe pit traps. except 
lilal u section of the ceiling of Ihe SUllie �i£c is rigged 10 full. The 
Icvercan be made 10 sel lhe trap to go off wilen someone sleps on 
the designuted area; or it cun be used to trigger the Imp imllIetli
a(ely. II is very hard (-20) In perceive or dis:lrTll. Those caught in 
the path of destruction arc treated to two to twelve +60 Falt-Cru.�h 
HU:tcks. The corridor is thus Illuded in any case. 
38. Smellers and forging area. 

39. Guardroom. 
40. Residence. 
41. Storeroom. 
42. Recreation. 

4' �------------�----------��--

f)1I'(JITl'lI Sir('.c Tilt' LOIlt'i), MOlmluill 

43. Cell. 

44. <;rafthall. 
45. Shop. 
46. Secret Entry. The tunnc1 to the exit in a valc 1)11 the side of 
the Muuntllin is two miles lung and slopcs down gently to meet the 
Uottonlmost Ch;ullbcr. 

NOTE: Tltiscnrry iJ /lJt·d by8i11m & ('OIl/I'U1ly ill TA. 2941. 

47. Dultommosl Chamher. (Sm:lUg's home aflerT.A. 2770). 
48. Thdin's Hall. A vaulted l'hamber with many wells, this is 
the backup water !oupply ror the MUU!lIain, after the river on the 
upper level. 
49. Mines. Each urthe . .;c three room<: has sever:ll tunnels. much 
more crude in comtruction than the rest or the city. running out 
from it and duwlI. These arc the accc<:s-ways to the mines far 
below. 
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DI'I'(ln'ell Sires: Til,' Lvllely MOIIII/{Ii" 

SO. Chamber of Nain. A great hall in the cenler of Ihe Lower 
Halls of Ereoor, this room is one of the record-keeping areas. 
Many scrolls and books arc held here. recounting the history of the 
Dwarven mce, as well liS histories of Erebor; financial records. 
mining tallies, official infonnation and accounts of the King's 
policies, etc. 
51. Lower Vaults. Holding the majority of Erebor's treasure in 
tenns of sheer mass of gold and silver, and more common ilems, 
Unquestionably there nrc millions in gold and gems hoarded here, 
a treasure too vast to detail 
on these pages. 
52. Armor slores. These 
areas hold most of the ar
mor and weapons of the 
Army of the Mountain, 
53. Greal Armor Siores. 
Truly marvelous itellls of 
warcraft - +20 or grealer 
armor and weaponry - is 
housed here. These vaulls 
are secured by three locked 
steel doors. each very hurd 
(.20) to open. and of course 
guarded al all times. 
54. Chamber of Thror, 
Near the main enlry. Ihe 
Chamber of Thr6r is a vast 
hall used for feasting, and 
large councils. It is in decor 
one of the gmndest rooms 
under Ihe Mountain, There 

EREDOR (AFTER T.A. 1999) 
LEVEL THREE 
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CHAMBER OF TJlROR 

are several rooms adjacent to the Chamber: (see detailed layout) a, 
Kitchen: b. pantry: c, caucus room; d. lounge: c, guardroom; f. 
secret passage to King's Library. 
55. Durin's I-Iall. A very holy place in the cluster of rooms 
which are the King's privme apanments (see layoul). it is his own 
chapel to the Valar. 
56. King's 8edroom. 
57. King's Library. 
58. King's Lounge. 
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1 6.0 RHOSGOBEL 
Rhosgobel i s  the home of Ihe Wizard (S. "Istar") Radagasl the 

Brown. Located iii the westem edge of the Narrowsof Mirkwood. 
near Ihe cQnflence orthe Woodman Trail and the R5d Angalaladh. 
Ihis endulIlIcd refuge is n celebration of the abundant (onns of 
nature. Nothing in the home has been created by the human hand. 
save the hundreds of bird houses thai Radagasl himself has made. 
Everything else in the house isjust as nature made ii, wit.h perhaps 
just a touch ofhurnan ingenuity. down 10 the massive furry oak tree 
Ihul twists it'! way an up through the middle of Radagast's home. 

When Radagast found his way into Middle-earth and sInned 
wandering with his friend Gandll.lf. he found enchantment with the 
forms of trees That grew beneath the western eaves of Greenwood. 
He rowned the woods from one end to another, until he finlllly 
found the place he wished 10 c:tll home. There, nOI far from Ihe 
deepening Shadow of Dol Guldur, he met an ancient tree whose 
spirit WitS Itkin to his own, one oflhe Olvar he favored most. This 
tree pledged friendship until they sought a parting. Named 
"Rhosgobel," it bcclllne the hellrt of the house by the same name. 

1 6.1 LEGEND OF RHOSGOBEL 
Many legends surround Rhosgobel. Some say it was created in 

an instant, in a time beyond memory. Othcrs talk ofElvcn craft. A 
few spin yams of a house which grew out ofthe land like a tree. One 
tale, however, is a fuvorite among the Northmen: 

"During his wanderillgs he charmed into his service the 
hirds and beasu who knew I/ow to make a tru a home. fie 

first had to COl/vince tile birds that he did 1101 wish to fly into 
Ihe branches of hi.� favorile free and roost lhere, bill rather 
to create four walls around il. But ana Ihey understood his 
desires, they set alxJllt his business. 

The bright-winK orioles Set (loom weal'ing walls 011/ of 
feathers and reeds, twigs and grasses. The squirrels brought 
leaves and twigsfor bllilding materials, alld the mud daub
ers sel aoollt cementing those walls with mild Ihat they mixed 
with the watPrS of tlu! Creal Ril'er. The hare shell of a 
bllilding, a rather irre/:lllar CIII'\';"!: .fet of walls Ihal Sllr
rOlll/ded Ihe c:elltral furry oak tl'unk. was t:om/Jleted ill a 
magical sellen day.f. BUI ever sillce fhell, Radagast alld his 
troupes offdent/ly allimal s have fleenfussi IIg alld rebuildi fig 
-add;ng w;nt/ows here (lnt/ shelvill/!, there-ol'er the pasl 
,fix hunt/red years, IIntif flOW loa l';silor' s eye 'he place looks 
like an aston;shing museum." 

16.2 RHOSGOBEL'S STRUCTURE 
The inner dimensions of Rhosgobel measure 30 feet by 20 feet. 

TIle ceiling hangs a good 1 2  feet above the floor. Windows look 
toward the south and west, hung with gossamer curtains woven by 
well-meaning spiders, now all but extinct among the Mirkwood 
trees. A step-ladder winds around the gnarled lrunk ofthe furry ook 
tree that accentuates Rhosgobel at il-.. center. By climbing the 
ladder one ascends up into the watch-tower, a room that looks 
uncannily like a wasp's nest (probably because it  was built for 
Radagast by paper wasps) and sits alOp the highest bough of the 
massive furry ook tree, 50 feet above ground level. From that 
lookout one can glimpse the glimmers of the River Anduin to the 
weST, the long. dark expanse of dense forest to the nonh and east. 
Ever-present, always merciless, the gleaming jet·blaek spire of 
Dol Guldur lies in hills to the south. There, amidst the wretched 
gloom, it carves a haunting scar in the sky above southern Wildcr
land. 

RhoSRohe/: Tilt, Lf!Rt'Ild & Rlw:i!:ohel's Structure 

Radagusl kceps watch nn the Hill of Sorcery. The barren 
hillsides of the Necromancer's lair are usually shrouded by dark 
clouds, but the Islar's ga7.e is subtle and penetrating. He moniTOrs 
strange movement, :tnd provides Ihe forest whatever aid he can 
offer. The Brown Wizard works to stay the Evil, despite the 
impression Ihnt other mailers have taken his mind offthe neighbor
ing Ihreat. After all, there are al ways things to tend tonI Rhosgobcl. 

TIle coneem of the IlTlimalsover the years of renovation has been 
for Radagas(s convenience. Great Hawks brought river-rocks 
with which tocreulc a lovely fireplace heanh. Chipmunks brought 
scraps of b.1rk and smooth stone and installed shelves on which 
Radagast could store his extcnsive collection of root. .. and herbs. 
Bears brought a large hollow log. thinking that Radagast needed a 
pot to brew in. But all the while Radagast had his mind on 
fCnuvlitiollS other than those for the sake of his own convenience. 

For Radagast's passion is building houses for his birds. Hespenl 
the first ecntury of his life at Rhosgobel wandering the forest, 
learning every method of construction and suspension, every kind 
of material used naturally by birds 10 build nests. Then he saw to 
it th"t he put into "ction every trick he had leamed from the birds 
about how to build and hang a birdncst at his home of Rhosgobel. 
The outer walls of hi" sylvan home, over the years. have become 
an intricate collection of bird houses and bird feeders orcvcry son 
of description. And once Radagast had built every bird nest he had 
seen in the forest of Mirkwood, he began using his wi7.ardly powers 
to devise bird houses on his own. 

Needless to say, none of Ihese bird houses go uninhabited.For 
Rhosgobcl is a haven for birds throughout all Middle-eanh.Ask a 
raven from the Northlands, ask a Pelicwl from the southern sea 
(Haragaer) shores. Every bird will tell you, if you could ever 
understand their language. that at least once in their feathered 
lifetime they wiJ1 try to stop in and paid a v;sit to Radagast. (Yet, 
as a testament to lhe Wizard's power, Rhosgobel remains excep
tionally clean and fragrant.) The seasons wouldn't tum, the saying 
goes, if the birds didn', come home to roost at RhosgobeJ. 

Indeed the birds and Radagast both follow the seasons. Manyof 
Middle-eanh's Lirds ny north to RhosgobeJ. Slopping for a time 
during the annual spring migrations; some stay throughout sum
mer, but in the winter they return to their homes across the land. 
Radagast would find their departure all too saddening if it didn't 
signul the lime of year that he begins his wanderings. He pulls the 
curtains shut and blocks up all the doors and windows of 
Rhosgobc\ with woven muts;md rugs. He checks to make sure that 
the hmch opening up to Ihe lookout tower is securely locked from 
within. nnd with nothing but his long brown robes and a satchel full 
of herbs and roots he sets upon his yearly journey out into the 
world. Were it not for the Snow Lions who agree to guard the door 
and grounds of Rhosgobel during the month" when Radagast is 
wandering, he would never leave at all. But the big cats keep the 
queer place well-protected, and Radagasl can answer the wander
lust within him without worry of danger to his home. 



RhoSKobel 

RADAGAST 

Lvi: 40 (60). Race: Maia (lslar). Proje.uioll: Animist. /lome: 
Originally Va/inor; now in we.trenl Mirkwood ill Rhov(mioll. 
Aka: The Brown;' The Joyful Guest (Radagast := RI/ovallioll 
Nortllman); Bird Lover; Aiwelldi/ (Qtlf:llya); Bird Tamer. the 
Fool, or the Sjmple (by Sammall). 

RM Stat.f: S,-JOO; Qu- /OO: £111-102; 111-/04; Pr-iOl : Ag-/OO:' 
Co-/03; Me-97: Re-96: SD-80. MERP Stats: St-JOO; Ag-/OO; 
Co-JO): 18-96: It-l04: Pro/OJ. Appearance: JO/. 

The last to be chosen for the journey to Endor. Radag:tst the 
Brown is the weakest of the five Ist:tri. Yavanna chose him as 
a guardian of the Olvar (plants), counting on the Brown Wizard 
to look after interests which might escape the allemion of the 
other Istan. 

Unfor1unmely, Radagast b\!came so commilled to this trust 
that he became too concerned with the Olvar. His thirst for plant 
and animal lore drives him further Md further away from his 
intended path. Enamored of the wilds of Middle-earth, he has 
lost sight of his quest. He simply resides at his home at 
Rhosgobel. tending to flowers, looking afterthe trees and beasts 
of the Anduin Valley and the neighboring forest. and keeping 
birds. Radagast looks to birds as his favored companions. 

Saruman reluctantly took Radagast as his companion upon 
Yavanna's request. This boded poorly, frorn the outset. the chief 
Istar never respected his corn patriot. The White Wizard was the 
first Istar to set foot in Endor and, ahhought Radagasr soon 
joined him, Saruman has never mentioned the Brown Wizard's 
landing. As Saruman himself has fallen from grace and aban
doned his embassy, he has begun to use Radagast as a dupe. 
Radagast plays the part well. 

Although apparently unconcerned with politics and the ways 
ofspeaking folk, Radagast remanins faithful to his heritage. His 
failure is not rooted in pride or a thirst for power: rather. weB
meaning passions born out of his adopted fornl spur him to seek 
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Endor's "lesser creatures." As his love for the Olvar and less 
Kelvar grows, the Brown Wizard retreats from the drama and 
complexities unfOlding around him, spending more and more 
time tied to Rhosgobel. He appears increaSingly naive. Ra
dagast nonetheless serves a purpose. His stewardship in west
ern Mirkwood helps stay the spread of Evil out of Dol Guldur. 

RadagasT has fine, brown hair and STood 6'5", but he walks 
with a curious gait and often slouches. His joviality, apparent 
simplicity, and unhurried homebound ways bely his true 
strength. As a Wizard, he is a master of shapes and hues, and 
knows much about manipulating planTS and beasts. Radagast 
can be a formidable foe, whatever his relative Shortcomings. 

RAOAGAST'S PRINCIPAL ITF:MS: 

Robe� of A man - Brown outside and inside. Fashioned in 
Valinor, they provide him protection as AT RL/12 (.30) but do 
not encumber his movements. Brown hood acts as helm. 

Staff - 6'5" hickory st:tff is a x8 PP multiplier. +20 to 
wielder's DB, RRs, and all spell rolls. 

Wood-sword - (S. "Erivagil") +30 Holy Sword made of en
chanted, silvery wood. It is hardas steel. "Slays" Orcs and Men, 
but cannot be used against living plants of non-speaking ani
mals (e.g .. it will ht.rm a Troll but it will not hurt a Cat). 

RADAGAST'S Sl'£CIAL POWERS: 

Bird-speech -Radagast can underst:tnd orcommunicate with 
any bird. and he can ascer1ain the bird's deepest feelings and 
mental images as if the bird were an extension of himself. In 
other words. the visions Radagast sees through the bird's mind 
are not limited by the bird's mental shortcomings; rather, they 
arc dependent on the Brown Wizard's mind. 

Spells - 240 PP. Base spell OB is +40; directed spell OB is 
+60. Radagast nows all Ranger and Animist spell lists and all 
Open Channeling lists (MERP), and all Closed Channeling and 
Cleric lists (RM). 
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1 7.0 DOL GULDUR 
No visitor to Southern Rhovanion can escape the disturbing 

shroud of Dol Guldur. It dominates the landscape. almost as if an 
evil eye were gazing oul from deep within. BUI very few have 
hazarded a visil anywhere near the accursed peak. so only the Wise 
have an inkling of why the Nuked Hill exerts such a force of evil. 
Many speak of the Necromancer of Dol Guldur. but no one really 
knows who or what they mean by that epithet. Only those who 
would risk life, limb. hean, and SpirillO plumb the depths of Dol 
Guldur would be able to tell the slory. 

1 7.1 HISTORY OF AMON LANe 
Long ago, before tales were inscribed by Men, greal bun;ls of 

volcanic fire spat OUI from the depths of tile world. leaving behind 
lin open cinder-cone with intricate pits and chambers tunneling 
deep within the eanh. Although much volcanic ash replenishes the 
soil it falls on, inducing fertility in the aftermath of destruction, 110 
such benefit came from the belly of the Naked Hill, or "Amon 
Lanc" as it was called in the Elven tongue. Whether the mountain 
was cursed from the Sian of all lime or whether even then, long ago, 
evil spirits chose it fortheirhome, nothing ever grew on or near the 
craggy peak that rem'lined. It stood forcenlUries, silent, unchang
ing. yet lifeless, even while the birds sang songs and the flowers 
bloomed in Greenwood the GreaL 

Tm: DWARF-r.tlN�:'<; 
During the Second Age. Amon Lane stood ncar the edge of the 

Woodland Realm ruled by King Oropher. The Elves shunned the 
height, however. so Dwarves mined the cruel mountain's depths. 
They carved a winding slone stairway which began up the 
mountain's nonhern face ami they excllvated grand cavernways 
down into its deplhs. Most notcwonhy of all thcir discoveries in 
the depths of Amon Lanc were large deposits of "Blood-red Glass" 
or " Red Laen," a seemingly enchanted variant of the volcanic rock 
thought until that time to occur only in ajet-black hue. There were 
never greal numbers ofDwarven miners in the mountain at anyone 
lime, for the wealth of their home at Kha7.ad-dfim was such that. it 
kept Durin's Folk quite busy. Nonetheless, the red variety has 
almost disappeared from the mountain bowels. although plenty of 
Black Laen still lines the caverns beneath Dol Guldur. 

NOTE: uu'n is a sllhstana similar 10 Klass ill appearam:e. 
hilt many times Iwnler-SIId/ lI/al if i.f virtuolly IInhreakahle. 

MINt:RAL W"ALTII 
Red Laen can be polished and faceted. It is much harder. much 

more resilient. than the more commonly known obsidian. It shines 
like a ruby, only with a much deeper rcd. More importantly. Red 
Laen is durable and can be sharpened and utilized for engraving 
and the making of weapons. Arrows. hatchets, and axes - tool� 
needing asmall. sharp edge-maintain theirpolency twice as long 
if the blade is made of Red Lacn. TIle stone is hard enough to CUI 
into rock and has been used over the centuries to inscribe many 
tombstones and gateways with beautiful Khuzdul symbols. Due to 
its inherent propenies and relative scarcity. however. one now 
rarely finds relics hewn from this precious gifl. 

The Dwarves of Amon Lanc found other worthy ores and 
precious stones, and for the five cenlUries during which they 
delved intn the Naked Hill's depths, a spirit of prosperity and 
productivity emanaled from within. Dwarves were slill working 
in the mines and living ncar the Naked Hil l  in the last years of the 
Second Age, but since those times none of" Aule's Children" have 
been seen nearby. Some say thut the Necromancer has enslaved 
them. Some say that they all migrated northward with their kind. 
All seem to agree that the last of the "Naugrim" left before the 
Shadow appeared at lhe end of the first millenium of the Third Age. 

Do/ GII/dll": Hi.wory of Amoll Lalll' & Tlil/llels mu' clIIryways 

Tm: COMING (W Tin: Nt:t;ROMANCU. 
It was then that the skies IUrned greyer than ever before. Eerie 

mists began to obscure the heights. The birds seemed never to fly 
over the mountain. Those few yellow roses that used 10 bloom at 
lhe mountain's foot lost spirit and died. All the air around the 
moumain seemed to take on a cold. wet chill. as if one couldn't 
leave the shadows even when one was ill full sunshine. Even the 
bright aura of L6rien began to recede. 

Sauron had entered the 1I10unlain, 
He did so stealthily. silently, secretly, Not even the wisest of 

Seers can say exactly when, bUl thc ycarT.A, 1050 marks the clear 
awakening oflhe "Necromancer." I-Ie came as one still-gathering 
Evil. with an unclear foml and an ever-deepening Shadows. 
Slowly. he continued to regain his strcngth and assemble his 
servants. Many minions came to join the Ringwraiths that had 
prcpared the mountain for the coming of the Lord of the Rings. No 
one seemed to notice the difference for a time; then slowly. as he 
bcgan to lind his loathsome shape. and renewed terror spilled forth. 
Sauron once again struck out -this time slowly. subtly, carefully, 
but no less cruelly. His constantly increasing influence set the 
world around him changing, and it seemed as if it would never be 
the same again. 

No olle is sure whether the Dark Lord wished it so, but soon 
everyone was calling the mountain "Dol Guldur": the hill of 
sorcery. Cenainly it was he whost.med Ihe rumor that some black 
enchanter. amagic necromancer. had taken up residence inside the 
peak. He hid himselfbenealh Ihe guise of aile Ellil, but one lesser 
in stature. and so they accepted the ruse. He never betrayed 
himself, nor did any of his servants. To this day Sauron lives in 
those depths, completely undiscovered, awaiting his conquest of 
the Middle Continent. 

The harsh influence that reaches across lhe land is grounded 
deep within the mountain that serves as the home of the Abhorrent 
One. To describe the intricacies of Dol Guldur is to describe the 
inner workings of Darkness itself. For Sauron. tnking up where Ihe 
mining Dwarves and lava left off. created of those dark and dingy 
caverns an underground citadel dedicated to Ihe everlasting resur
gence of Evil. 

1 7.2 TUNNELS AND ENTRYWAYS 
The stone road and stair Ihm the Dwarves buill long ago as a 

means of reaching Amon Lane's caldera rim is now called the 
"Men Uruk" (S. "Ore Way"). It runs around the peak from the 
northern side and, although the DWllrvcs originally conceived of it 
as a sally port and a means to move ore from the mountain's upper 
reaches, it still provides the best access into the depths of Dol 
Guldur. Sauron's minions usually treat il as the sale entryway. 
Orcs have been known to scale the heights on the mountain sOUlh 
face. but the rocks often come loose and lillie remains for a climber 
to eling to. making the pathless journey up the mountainside 
hazardous to the extreme. Funhermore. this route ascends 10 top 
of the central core shaft·s interior stair, from which all lhc primary 
side tunnels diverge. 

The stairway leads up and over Ihe jagged edge of the cinder 
cone. and quickly down into darkness and gloom. Dark and narrow 
walkways. rarely equipped wilh railings -their steps irregular in 
height - wind around the inner edge of a giant vortical chasm, 
occasionally connecting to a door or darkened tunnel leading 
outward inlo some auxilillry chasm beyond. where dungeons and 
store rooms and Ore quarters have been carved oul over time. 
Seven times round the cone the central passageway winds, until it 
leads down 10 the Great Hall of Darkness where stands the Doom 
lluone (S. "Cadair Amarth" ). 
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17.3 DUNGEONS AND STORES 
No one has ever been able to n1(1P (Ill the intric(lcies of the 

C3vemous nmuntain dwelling of Dol Guldur. M<lny of the ch<ls11ls 
now used for dungeons and storerooms were originally natural 
pockets within the conc (e.g., lava tubes lind channels), first dug 
out by mining DW;\TVes. then lined OUI for evil purposes by the 
Orcs and then fumished: with shelves or cabinets, with cold, hard 
beds, with torches :md torch-holds, with instruments of tonure. 
with strong iron-supported doors kepI under lock. Dozens of such 
ghoulish apartments - if one can call them th:II - open out onto 
the winding central pllssage. 

In some cases, onc !caves the main shaft only to encounter 
another set ofeeric stairs. In other cases, a doorway otTlhe winding 
stairway leads directly into a chamber. One such chambcr. coming 
off the passageway about halfway down into the cone (sec Level 
Four), projects at great length perpendicular 10 the winding ,�I:tir
case. When oneenlers il. il looksjust like a darkened cavc; but Orcs 
and Sauron know thai doorway as the watch-home. Beyond the 
darkness, a hundred y"rdsdown the passageway, a window juts out 
mid-way up the side of Dol Guldur, a willduw that looks out toward 
the sOUlhwest, beyond the edge of the forest :Itld out toward Gondor 
across the Anduin. From this watch-house winuow he often stares, 
One Eye, longing for the Ruling Ring lost centuries before. Little 
does the Dark Lord know that by g:lzillf!.0utwaru toward the ocean 
to the south he is actually Hlming aw"y from his precious lost 
lreasure. 

17.31 THE WEAPON STORES 
Twice around the inner circle of passageways winding Ihrough 

Dol Guldur (see Level Two), and one encounters the bolt-locked 
door to Sauron's upper armory. Orcs, chief ilmong them 
Groshiiklt, their leader and the chief Uruk comrmmder-at-anns in 
Dol Guldur, guard the doors both inside and out. Only a few 
besides KhamCiI. the one NazgCiI of Dol Guldur ultimately respon
sible for its care defense, carry keys to this storehouse of anns, NOI 
only do the NazgCiI keep Iheirown wicked weaponry housed here 
- Ihey also bring to this dark cave all the weapons seized by 
marauding Orcs from Men, Dw:trves. Elves, Hobbits. and any 
other race they encounter in war. making the Weapons Storeroom 
of Dol Guldur a veritable rnuseum of Middlc-eanh weaponry. 

The armory is a 3D-foot long. 1 5-foot high windowless room. 
Ores do not exccl in org:lI1iz<llion. so the weapons of every mee 
have been jumbled together in piles strewn here and there. In 
among the Slacks you lTlay find r:lzor-sh:rrp daggers made by h:lrd
working Dwarves, their hillS encrusted with prccious jewels. 
Many of these were sturcc.l in this very TUom centuries before 
Sauron lmd Ihe N:lZgltl occupied Dol GulduT. Alongside them lie 
Elven wares: longbows and Yllrd-spanning. doublc-ec.lg.cd sworc.ls, 
narrow and gmceful, made to be used by creatures ortall propor
tions. Here and there the axes and hatchets of Wood me II arc strewn 
-tools preserved for productive usc among their original owners, 
but put to foul purposes by the Orc:; who lIssailcd them. Finely 
worked bows of sailors from the Soulh reside in Ihese pilcsas well. 
suggesting how far the Dark Lord's Shadow reaches. Th<: balllcs 
thaI havc resulted in the accumulation of weaponry here in the 
heart of Dol Guldur have been numerous and widespread: yet the 
clues to the true nature of the Necromancer somchow remain 
evasive. 

75 

17.32 THE PROVISIONS STOREROOM 
Three descending spirals more around Ihe inner core (Level 

Five). and another door-this one not txllted so securely -opens 
inlO a low-ceilinged storeroom in which the Orcs h:lVe stockpiled 
daily provisions of cvery kind: fooc:l. cloth and clothing, leal her, 
rope. Even Those provisions Orcs never need. like vegetables and 
cheeses. have found their way into this storeroom, because an Orc 
steals anything that isn't his. Of co urse Orcs care nothing about the 
ways of storing foodstuffs or fabrics that might be damaged over 
time, su the fuul smelt uf rotten footl and mildew penneates this 
room, making it diflicult to son through it. Orcs tend not to notice 
t.he bad smelt, and they often corne just tn finger their loot, cvcn 
though Ihey do nOI know what good it could do them. 

1 7.33 THE TREASURE CAVE 
There is a hidden doorway opening into the mountain '.� Treasure 

Cave on Level FivcofDol Guldur. the same level as the Provisions 
Stores. 

Originally the cenlral jewel-site from which Dwarves mined 
their most precious gems, this cavern has over the lasl five 
centuries become the repository of a vast quantity of remarkable 
treasure. from ohseurc hauhtc.� tn enticing jewelry. Any little 
Rhov:mion child who thinks she lost a necklace playing tag out on 
the grass, any Hobbit who can'tquile remember wherc he PUI his 
shiny cufflinks - "nyone throughout the Northwesl of Middle
earth,orUi lellst in its inhabited parts thisside ofWilderland-who 
has ever losl :\nything be:lutiful :uld de:u to them, would do well 10 
come looking for il deep in Dol Guldur. Most of the glillcring 
prizes taken from the countless carcasses searched. dismembered, 
and or eaten by Sauron's Orcs during the last centuries somehow 
find their way to this place. The booty that remained after 
thousands of bloodletting skirmishes is stored here. Within this 
hall. lies a menagerie of caches found in the h;mds of hundreds of 
unfortunate thieves and once-lucky I1nders ofwe:tlth. Even during 
quiet lulls. this trove is augmented, for the Dark Lord has many 
servants who have a way ofsne:lking about in the dark or the night 
and finding :lIly precious little thing Ih:tl anyone has lost. They all 
bring them back to add to theeol leclion in Dol Ouldur. What is nOI 
taken by the sword is acquired by stealth. 

Tm: H limEN ENTin' 
The doorway 10 the TreltSUre Cave of Dol Guldur is cleverly 

disguised and sheer folly (-55) to perceive. Unlike the original 
Dwarven door 10 the mines, this constricting entry was built by 
resident Orc� trying to keep others away from their loot. The 
aperture looks like a lillie hole in the wall. no bigger than two feet 
across, Because the n:lrrow passageway Ol>cns onto bends imme
diately to the right. no lighl travels oUl lhe hole. For a newcomer, 
110 pmmise of treasure shines out fmm within. To enter the 
Treasure Cave. one must crawl on one's belly and be ready to are 
around like a snake for a good twenty yarc.ls of twisting lunnclway 
no bigger than the entry hole. The labyrinthine pathway leads to 
a large. vaulted Cl\vern, once the central workplace of Dwarves as 
they mined the mountain. An occlIsional gem still pecks OUi from 
the c:tVern walls, but Illost of the naturally occurring riches have 
hcen pilfered by the inhabiting Orcs. Their treasures lie tossed 
about, although an occasional chest sits in the shadows, holding 
more goods. 
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THE GWf.AT SI'IUt:M 
Few Orcs find their way into this storeroom anymore; instead 

they Slash their Slolen 1001 indiscriminately in dark comers of 
vaults and rooms not currenlly pul lO use. llley lake care to avoid 
the TrcasureCavc thc.'>C days because il has been adopted a. .. a home 
by the monster spider. Enna San Samb, a descendant of Ungolianl 
and an offspring Shclob of Murdor. She cannot be secn dearly 
from within the vaulted treasure caves, but her lair opens infO the 
Yllulls off to the left of the Cave's cnlryway. She entered the Cave 
soon after Sauron ovenook Dol Guldur, over five hundred years 
ago. Al lha! time she was only as big around as II human hand. so 
she could easily slip into Ihe Cllvcms with nobody lOOking. Bul 
since thaI time she has nOI moved a Single one of her eighl legs, 
except perhaps 10 1III1Iali .. £ II spider male (1Ilwuys smaller than she 
is), or to strike at an Ore approaching too close 10 her lair. Now her 
diet consislS primarily of prisoners 110 longer considered useful as 
infonnants orentertainmenl. She weaves a web of silvery Ihreads 
which often drift into the Treasure Cave. Once every 39 days she 
hatches another sac of offspring - spiderlings, as they are called 
-who scurry as fast as they can up through the cavern and out into 
the light. But EnnaSun Sarab never moves from the darkness. The 
Ores find her terrifying. because Ihey believe that she represents 
some awful power of Evil. In fact, Ennll Sail Sarab docs not move 
because she is slowly dying of a broken hean. continually deserted 
as she is by consorts and children. Careful, kind words, of which 
Orcs are wholly ignorant, work best to assuage the giant spider. 

Till!. R.:o DooR 

At the far end of this deep, darit room, one can spy a bright red 
door. shaped like II square Ihree feet on every side, decorated with 
indecipherable ancient writing. with a shiny gold knob in Ihe 
middle. One's first reaction is to reach up and lurn the knob. juSt 
a.<; one lurns any other doorknob. But this magical door knob won '( 
open with such a twist. One must instead use a key in the lefl of twO 
locks, or know to pul one's hand lightly upon the golden knob. 
close one's eyes. and meditate upon the source of all ihe earth's 
riches. (The nalure oflhis mechanism is absurd 1-70j to unravel.) 
With eithcr impulse. the red door opens, revealing the glittering 
depths ofDwarvenjewel mines within. Since the Orc guards have 
no key and cannot summon their mental powers finnly enough to 
meditale, they have never opened the bright red door and do not 
know where it leads. KhamOI the Easterling once meditated it 
open, but he nevef told any of his fellows of the treasures to be 
found there. So, the Olairquietly tends the bright red door, visiting 
11 daily, but never opening it for fear someone else will find his way 
inside. He misguidedly believes that he alone holds a key; the Evil 
One simply allows his lieutenant this ignorant impreSSion. 

1 7.34 THE BEFOULED PIT 
The Treasure Cave sits five rings down around the inner cavern 

of Dol Guldur. Circle around the chasm one more lime(Level Six), 
and you'll hear the moaning, clanking. churning, and groaning of 
monsteT8 and Men trapped in the Befouled Pit of 001 Guldur. This 
place, quite literally a hell-hole (S. "NovOdun"), not only serves as 
a prison for those suffering souls brought into Dol Guldur by Orcs 
or the Ringwraiths. It also is the dwelling place of Caran-caraeh 
(S. "Red-fangs"), the Great Warg of Dol Guldur. 

Whereas you have to know where 10 go to find the Trea.'iure 
Cave, once you reach the top of the Seventh Circle (just below 
Level Six)ofDoI Gulduf you must understand how to avoid thc Pit. 
Otherwise. your journey inevitably leads inlO this horrifying hole. 

Dol Guldur: The Doom Throne 

The pathway that has been circling down Ulrough the mountain 
cavern Icuds yuu straight onward into the depths far beneath the 
level oflhe ground outside, depths never plumbed by DwuNes or 
Men, depths tunnelled and tendcd by Orcs alone. Were you to 
notice the steel stair-landing as you pass beneath the Sixth Level. 
you would know how to avoid entering the horrid breeding pits and 
mazes of 001 Guldur's Underdcpths. Instead of venturing further 
down the shafl, you can stand for a while on lhe metal platfonn and 
Ix:gin plunging down into Halls of the Doom Throne. 

1 7.4 THE DOOM THRONE 
Rarely does anyone. even an Orc, choose that palhway which 

descends from the Sixth Circle down through the lrUpdoor intu the 
Seventh Level and the Halls of Doom. Here Sauron found his 
element: here the Abhorrent One makes his "temporary home." 
Here the Dark Lord's presence is most intense. 

Sauron's senses are so different frolll those of Mcn or Elves or 
Dwurves Of Hobbits, that (lne can only imagine what the experi
ence of plunging into those depths might be for a thinking and 
feeling soul...for the Dark King revels in places marked by ex
tremes which drive "lesser beings" into the painful throes of death. 
He can tolerate the intense heat of molten cauldrons of burning 
metal or the frigid unending, inexplicable cold Ihat comes from 
source of all winds, where icy blasts rush through on their way to 
create Winter. He sees and feels and understands total Darkness. 
whereas those races who depend upon their eyes for vision will 
instead go mad without lighted objects on which to set their focus. 
A place of fire and ice and Darkness - this is how one's limited 
words and senses might try to describe the Chamber of the Throne 
of Doom. But the.'re metaphoric musings can only begin to suggest 
the agony of the place. 

And here. in Ihese lerror-drenched surroundings. stands the 
focus of Sauron, the Throne of Doom. If one were able 10 struggle 
through all the tonuous Ifials at every tum of the pathway down to 
Ihis Chair of Darkness. one would discover this frightening, 
str.lngely beautiful image. 

The only entry to the Chamber of the ThroneofDoom is guarded 
by a pair of huge black wargs which are housed beside the doorway 
onto the upper balcony, The Chamber itself is a huge cavernous 
"eye-shaped" room 100' feet in length and 60' at its widest point. 
A balcony circles the upper walls, and guest chambers for the 
NazgiH lie along the fringes of the main floor. Together, lhe whole 
is known as the Halls of Doom. 

Beneath the fifty foot dome of the throne room sits the Evil 
Focus itself -an enonnous Laen chair sel on a low, fiery glass dais 
and supponed by a nine foot tall pillar of black Eog. It is a masterful 
work of cruel artistry, inlaid and black and decorated with ghoulish 
characters. AI Ihe end of each of the Throne's annpieces sit 
glistening globes of power. Pageants of the pasl and future pass 
deep within Ihe apparently clear, colorless orb that sil� at Sauron 's 
right hand. The orb at Sauron's left hand, jet black and freezing to 
the louch, is Ihe orb by which he conjures the utmost Evil. With 
the blazing orb on his right he manipulates the images born of his 
passion: creating a deadly balance of what could have been and 
what could be; so, the plans for conquest are laid down. As the 
Shadow sits. dancing flames and pungent mists spew fonh from 
the iris-shaped pit that is incised into the surrounding floor. The 
effect is one of an overwhelming strength, a power which is 
restrained by little more than a vi.lc whim. Woe 10 the wanderer 
who finds his way inlO the deepest depths of 001 Guldur. 
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17.5 LAYOUT OF DOL GULDUR 
NOTE: All doors ,)'hown on the layollt,�. IInlel',� olhertvi,w! 
sf'f'{'ified, call he asmmed to be of twO i1lcll tMck solid wood 
planks bound with iron slraps, All such doors are/ollr feet 
wille and eighl Jeet high with a gothic (poinled) arch top: and 
closed by simple but strong iron lift-latch mechanisms 
npt'llable from eitht.'r side. and 1101 equipped wirh a lock. 
U IIless otherwise noted these doors open by swinR i nR into any 
given mom, rlllls rhe hinges art.' nor accessible

. 
to thos� ill rile 

hal/way. LiRhtinR throliRhollt the eO/tllJlex IS provJded by 
UJr('he,f set in hraL'keu rJrl alternating wall,f evuy f'tl.'enty Jeet 
dowII tht.' corridors, III areas not of tell travel/ell, or of limited 
uc'('e,\'l', there are magil'allnrehes, identical to the mherCl'udt' 
ones. bw which bum jndejiniltiy wilhollt beillR consumed, 
The lighting provided hy tlleu rorcilt',f is rotll,.r dim, hilt 
amplt.' for tile Oreish i/ihabi/allls alld their slIperiors, flow
e\'er, it is such that any humans attempting to pick lock:r or 
disarm traps withollt stlpplell/elllory ligllting will be at an 
additional -10 to the stlb,roe/jr11ll' listed below. Elves, Hob
hit,f, olld Dwarves, with tht'ir superior nightvision, are 11110/
leeted, 

17.51 LEVEL ONE 

1. Hall of Many Deaths. This hall is littered with traps. and 
trJvcl'lIcd only by the foolish, the careful. or the ignortlnl. Note t�at 
although cenain areas of this corridor are regularly used whll

.
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others are never travelled. dust and cobwebs arc carefully culti
vated throughout. and there are multiple sets of Orcish footprints 
traversing the length of the hall both ways, giving the illusion that 
patrols often march over the entire passage. 
2. Pillrap. TIlere are twoeigln.foot sections to this trap: the first 
is fairly easily detected, and could probably be jumped over. 
However. one would land on the second section. which in tum 
triggers the first. opening the pit. The second then tilts. neatly 
dumping the jumper into the pit. which is 20 feet deep. and filled 
with acid at the bottom. Anyone landing within takes5·50hitsand 
a "C" heat critical every round. All this happens very quickly of 
course. giving the poor victim(s} little time to react. 
3. Chill Trap. At each end of this twenty foot long trap are one 
inch wide metal strips running around the edge of the hall (along 
the floor. walls and ceiling in a continuous band), Magic can be 
detected on them. but their function is indecipherable: they are 
chill to the touch. One person walking down the hall alone will not 
trigger the trap. as it is set off when two people pass one ofthe strips 
before any pass the other (the trap operates in both directions). 
When this occurs. each strip instantly creates a wall of ice within 
its perimeter. sealing all who are between the walls in, The walls 
could be melted by 100 heat hits or broken through in 50 man
rounds. but in the meantime the poor victims between the walls 
suffer a Call Cold spell. each receiving an "A" cold critical every 
round while trapped therein, The ice walls eventually disappear 
(after 60 rounds) and the trap is reset. 
4. Spike pit. Conceptually similar to pit tmp "2. but with a 
different twist, 45 feet long overall. it is in three fifteen foot 
sections, the fil'llt being extremely hard (·30) to detect. The second 
section is not unusual. and in fact can be stepped on without 
lriggering the trap (although that is nut obvious). The third scction, 
if trod upon. triggers the trap: the middle section drops away. a�d 
the first section dumps all standing on it summarily into the pit. 
which is40 feet deep. with vicious poisoned spikesjutling from the 
bottom. Roll I � I 0 mounted lance strikes +80 against the luckless 
victims. Anycriticalsmean the target must roll to resist the poison 
each time. The poison is Asgurash. a 3rd level snake venom that 
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causes complete paralysiS of the upper body (01�50 failure - O l 
IO duys; 5 1·75 failure ::: 0 1 - 1 00  days; 76+ fuil
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paralysis). After being lriggered. the !rap resets Itself. seahng any 
survivol'll inside. 
5. Paper Irap. TIlis is another trap similar to trap #2. but with 
other facets as well, Assuming Ihe PCs have discovered and 
disanned the trap. and are marching across it, thinking themselvcs 
quite wily and clever. they may discover to their dismay (unless 
they are truly wily and clever) that there was a secondary trap. 
which is that the next fifteen feet of corridor floor beyond the 
second section oflJ1l.p is made of carefully painted paper, resem
bling very closely the stone of the floor. The paper conceals a pit 
trap which is actually u chute, routing the luckless victim o�t a h�le 
in the side of the central shaft of the cone and sending him 
plummeting to (almost) certain dcmise nearly 3.000 feet below. 
This section is extremely hard (�30) to detect. However, there are 
artfully carved hand and footholds on the len wall. Only the,�/Ost 
wily and elever will discover the Absurd (.70) to detect trap e\ght 
fcct out on the hand and footholds: three in succession are trapped. 
which nol only flip the wall to horiwnlal, summarily dumping all 
creeping across through the paper floor and down the chute, but 
also triggcn; lheoriginal pit and tilt ttapjust 30 feel back. no doubt 
catching a few more cautious adventurers, 
6. Blade Irap. Actually two traps. one five feet beyond the other 
(assuming one is proceeding clockwise around the corridor), Each 
is triggered by a tiny. almost invisible wire. andconsistsof adeadly 
sharp thin blade which swings out fmm a slot in the wall. The first 
is at neck level (Dwarves and Hobbits are safe), the second is at 
calf/ankle level. The first delivers a + 100 two·hand sword attack 
(with a +30 modifier to the critical). What this means is tha� any 
critical delivered by the sword attack is a minimum of31. and Iflhe 
roll is 71+. the adjusted strike is a 100. The second trap merely 
delivers a + 1 00  two-hand sword strike (with no special critical 
modifiers). 
7. Trap of webs. The last thiny feet of corridor are laced with 
a fine net of webs. woven by Enna San 5arab. They are strong 
enough to remain taught normally. but can be easily broken. thus 
triggering the trap. So fine are they that they are very �ard (-?o) to 
detect. It is impossible to reach the end of the cortldor Without 
triggering most of them. Each strand whi�h is broken ��uses a 
spray of tiny darts to fire out of the surroundmg walls, stnkmg the 
area of the broken strand and ten feet behind. Roll one to ten +60 
dagger attacks on each target within this area (the dans are small 
but of steel and very powerful). Each dan is also lipped with the 
substance Nurfraw. a corruption of the rare healing herb FI"d.w 
(which reducesclolting). Nurfraw is ananificial poison created by 
Celedhring which in effecttums the victim inloa hemophiliac until 
cured (or dead). Anyone receiving criticals from the darts must 
resist the ( 10th Ivl) poison or suffer the errect: all bleeding is 
doubled. cloning will not occur naturally. and it requires double 
nonnal herbs/spells to stop any bleeding. Naturally. any bleeding 
criticals received from Ihe dans are applicable. If possible. il is 
advisable for the GM to not allow the player to necessarily know 
Ihat he has been poisoned right away. as the effects are not 
immediately obvious, 
8. Door trap. There is a door at the end orthe hall identical to 
the other doors except that the latch is cunningly trapped with a 
poisoned needle. tipped with (2nd lvl) Bragolith, TIle
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victim failing to resist reverts to a small pileof ash.takmg with him 
all of the non-magical items on his/her body. and in the process 
creating a small fireball 5 feel in radius (yielding x3 concussion 
damage). Beyond the door is a 10 It 10 foot �ubicle with a fl.oor 
Irap. which, if more t.han 200+ Ibs of pressure IS exerted upon It at 



78 

LEVEL ONE 

OIlCC, drops a solitl deadfall neatly filling the cllIirc cubicle. All 
morc than five feet from the door suffer 1 - 1 0  Crush criticals (01 -
20= E; 21-40= 0; 4 1 -60=C; 6 1 ·HO= B: K 1 -00= AJ. Those within 
five fect of the door CUll make l\ extremely hard (-30) tumbling 
maneuver in unler 10 reduce or avoid till: impact. Forcach 10% of 
movement Ihey arc allowed per the table they take one less critical, 
as they try 10 leap or roll oul of the Wily of the dcadr .. ll. The cubicle 
has no other exit. 
9. Secrcl door. 
10. Water Room. Agllinst the rur wall liTe stacked chests and 
ho)!'cs,j:ul1lllcd shut, with tantali7.ing bits of jewelry hanging out: 
gold ;md silver pieces <Ire sC;lIIcrcd ubout . The chests are all empty. 
however. The far half of the tlooT this room is the trigger for the 
trap: once 50+ Ibsofweighl isex.erted on this section, a steel panel 
weighing 500 Ibs drops on a hidden track to seal the doorway, and 
prev iously concealed chutes open, filling the room with water. The 
potentially unpleasant (at least ror the occupants) ti lling process 
takes but one minute (six rounds). The room remains filled to the 
very lOp with water for one hour (no one c;m hold their breath that 
long), then dmins. The steel p:mel can be made 10 rise back up 
using a control lcvcr behind a secret panel al thc cnd of the hall. 
I I .  Chamber of Subtle Demise, This room has wilhin il a 
genuine treasure. but cvery ilem carries death with it. There is a 
+20 mithril sword on a lahle. hut on ils leather hilt waits Brilha
gunh. a brulal (3rd Ivl) poison striking whomever grips it. Any 
victims who fails his RR suffers tOlal. incapm.:itating hardening of 
all tendons in the body. which wkcs place over Ihe span of six 
hOUD>. There isaehesl. filled wilh 350gp. but evcry pier.:e is coaled 
wilh a film containing Gunh-nu-fuin: that deadly ( I  st Ivl) virus 
which brings slow. painful de.tlh. The coins are permanenlly 
coaled, and the virus survives almost inderinilely, so anyone 
handling Ihe coins. or coming into contact wilh someone who has 
handled the coins. must resist. There is a diminishing polency. 
however. so the virus does not really have the polenlial for slaning 
a new epidemic. Many peoplc have dcvcloped a resistance 10 Ihis 
strain, as il has been through before: one of the seveml which m:lde 
up Ihe Plague. AI1t)lher box holds 1000 gp worth or fine jewelry. 
but every piece has an anfully hidden h:trb which, if the item is 
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picked lip or worn without hcing tir�t cMefully ex'lmined. could 
injccl thc largel with NinlllOlur. a poison which. over the span of6 
days. rcduce.� all of his/her/ils/lhcir hOlies. muscles :lIld inteOl;11 
organs 10 a useless (but delicious t�J spidt'rs) blob of jelly. 
12. Secret door. 
13. Portcullis controls. Tlln::e Icvcrs sct in the wall of this 
triangular pillar comrol the three portclilli indicaled. which can be 
drop�d to seal off the passages. The lever.� (and so the porlculli) 
can be locked in either Ihe up or down position hy me;ms or :l 
mechanism operated by a key (all the Ore guard captains as well as 
the elite residents have keys). They com be lockcd in either 
position, but all arc locked or unlocked simultaneously. The 
barriers ;Ire nonnally in the up positiun. 
14. Secret room. It should be noted that the 110m of Ihis room 
is unusually d;rmp, almost covered with a lilm of waler. although 
it is nOI lying in puddles. The res may m may nOI notice this. at 
theGM's discretion. In the cenlerofthe room is a chest. three reel 
long. one foot each high and wide. resting on a line wooden 
�destal. Fashioned of the dark. almost indestructible (as well as 
priccless) dyr-wnod. Ihe chest has fittings of mithril. [t is locked, 
sheer folly (-50) to pick - only Kharnftl hilS the key - ,tnd is in 
additiun douhly trapped. Both Irap.� must be dis:rnned firs!. and 
they arc sheer folly (-50) in complexity. Selling off the trap causes 
ten lightning holts to arc down from :llmnst inVisible melal studs 
in the ceiling to their countcrpans on the !lOOf .,long the easiest 
route. which in this case, is "nyom: standing on the moist floor, who 
will ael asexccllem conductors. Up 10 ten random mernbersorthe 
group (including the lock-picker) recdve point-bliUlk Lightning 
bolt strikes. No {Iuiekness i"xlllllses arc :lpplicab1c. Strikes arc 5x 
dam:lge (due in pari 10 the excellent conductivity of the targets). If 
there arc less than ten people. random lucky targets take two or 
more bolt:;, until all bolts urc ussigned. The second trap, if not 
disamle<1. callses. of all things, the chest 10 pop opcn (this is not 
apparent from examining the trap). On the inside ol"tlle lid. in rull 
view or the picker. is a Si�1I ojPal"aIY.I"i.\·. He must resisl versus a 
20th level Essence attack or be paralyzed for one hom per 10% 
failure. Within this awesomely well defended chest lire three 
items: 
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- Red Laen Sword. This shon sword is made of Red Lacn 
(Laen being a subsitUlce similar to glass in appearance, but 
many times harder such that it is vinually unbreakable. It can 
be tinted during the forging process, but remains transpar
ent). It is +25, with hills of gold. It is also cursed, although 
Ihat is not obvious unless a DeU'CI Curse spell is used. The 
curse is a modified one of p,.iendslaYf.'r, which slrikcs all 
persons skilled in the use of the shall sword who pick it up. 
He must resist vs. a 25th level Channeling atlack ur, in the 
first combm situation. will attempt 10 murder the nearest. 
vulnerable "friend" (for the purpose of thc spell. it could 
mean anyone in the target's group, unless circumstances 
suggest otherwise. at the GM's discretion). Even those who 
give the sword up must resist or suffer the curse; the sword 
need not be used in the murder Htlempt. (One can imagine 
Ihe potemial havoc should Ihis sword be passed around a 
group of fighters.) 

- Red Gem. The second item. wrapped in a beautiful blHck 
velvet cloth, is a large red gem, cut and faceted, but not in a 
sel. The gem is unusually cold. but it will quickly warm up 
in a person's hand, also arming the Irap hcld within this cruel 
treasure. Arterbeing held forbutoneround.a tiny flame will 
spring to life in Ihe center of the gem. This :llone is enough. 
As the seconds tick by, the gem win grow brighter until it is 
giving off a rosy glow. After six rounds, Ihe gem explodes, 
delivering a poinl-blank lireball (x4 hilS) to whomever is 
holding orcarrying the dreaded parcel. All others within 20 
feet suffer <I fireball attack (at x2 hilS). 

- Wood Box. The third item, in a small box of Dyr*wood. is 
Ii ring: a band of gold with :l sapphire set. It. too (of course) 
is cursed: the first person who slips it on (and it will 
magically fit any hum:lnuid. male or female) must resist 
versus a 20th level Channeling or 'suffer' the curse of the 
"Beauty of Arraers": target's ilppearance is raised to the 
maximum possible (and then some). If :lnyone sees the 
uncovered face of the target or gets within 3' (and is of the 
opposite sexual persuasion and flliisa RR). they will attempt 
to possess and carry off the target (they will fight if neces
sary). The wearer, failing to resist, will also desire to I10t 
remove the ring. and any who fail to resist his/her charms 
will also not want them to remove the ring. 

15. Gual'droom. This post is supplemental to the lookouts (#26 
and 27). All guards stationed on this level are briefed on the 
locations of of the traps and how to avoid them (for instance, they 
know to walk one at a lime through the metal strips on trap #3). 
Four Orcs arc on duty. changing in six-hour shifts. 
16. Chamber of Bats. This room is unlit and unoccupied except 
for the several hundred bals roosting in the uneven ceiling. There 
are several narrow. winding lissures through which these winged 
beasts gain entry and egress, but there arc well over a hundred in 
residence lit all times. many of which (one in len) are Khamul's 
messenger bats, used to deliver messages to various servants of the 
Dark Lord. They can recognize unfamiliar intruders and will 
ilttack them in masse when the targets have reached the middle of 
the room. 
17. Room of Sanctuary. The door to this room stands ajar, and 
those nccing the bats may find refuge from them here. At the 
opposite end of t.he room is anOlher idenlical door, closed. This 
room is also, of course. a trap: setoffby opening the far door. Due 
10 the nature of the triggering mechanism (a wire attached to the 
door leading inlo the wall beyond. as the door leads only to a solid 
stone wall). it is absurd (*70) to detect. Once triggered, the trilp 
slams the door through which the doomed 'guests' of the Necro-
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manccrenlered. The clo.�ing mechilnism on this door is only very 
vard (-40 including -20 for darkness) to detect. but if the PCs arc 
bolting in here to avoid the balS. there iii an additional (*30) to 
notice anything fishy. At any mtc, this door slams, and steel bolts 
shoot into place to firmly lock it so [har il would have 10 be broken 
down (treat as RL/AT 12, requiring 200 hits to smash. an only two 
people can be at it at once.) Next, the two side wal ls begin tu grind 
slowly toward each other, at the rale of one foot per round each. 
meeting in the center oflhis thirly foot wide room after 15  rounds 
(two and a half minutes). causing all between (hem to grow quite 
thin. The doors are nearly flush with their adjacent walls, so there 
is no safety there. In fact. there is not much hope. since all within 
the room take one to five "E" severity Crush criticals. unless Lhey 
can become very thin (the walls aClUally stop six inches apart). 
Afterone minute the walls slowly return 10 their original positions, 
and the door unlocks. 
18, Combat 1'00m. Note the ponculli at each enlrance to this 
room. Each iscontrolled by a lever just beyond it in the access lutlls 
(reachable from either side ofthe specific pollcullis). but all can be 
operated by override levers al location #19. The barriers are 
normally in the up (open) position. 
19, Poriculllscontrois. These are identical in operation to those 
found al # 13,  using the same key. 
20. Secnt door. 
21. Guardl'oom. Same as # 1 5. 
22. Slabbing tl'ap. There is a door al the end of the hall, 
indistinguishable from ali lhe other doors. It is, however. a fake 
which opens onto a stone w:tll. The floor ten feet in front of it is 
one of two triggers forthe trap. The other is an almost invisible trip 
wire, extremely h:lrd (-30) to detect five feet in fronl uf the door. 
Either trigger will set off the tmp, which itself extends from the 
door to fifteen feet OUI. and il consists of a mass nf very long. sharp 
spikes which stab out from the walls (their blades previously 
concealed by bits of fake mOflar). All caught in the spike area take 
1 - 1 0  rapier strikes +100. They receive no Quickness or visual 
(BIll,.. Shadow, etc,) subtractions. After stabbing, Ihe blades 
instantly retract. and any shifting of weight on the floororaltering 
the tension on the trip wire will cause them to slrike oul again. 
23. Stabbing trap. Same as #22. 
24. Chamber ofSancluary True. A section of wall just before 
spike trap #23 starts is merely an illusion. although a perfect visual 
one which is permanent. The portal area is three feet high and wide, 
right at floor level (probably not touched in a casual search). and 
can be passed righl lhrough into the room. There are no traps in this 
room. It is comfonably furnished with chairs and two beds, kept 
neal and clean (far cleaner than the Orc garrison area). There is a 
small box holding 40 gp and a magic ring: a plain silver band 
adding + 10 to AT defense. Note: if run correctly, this room can 
drive the PCscrazy, iftheGM docs a 101 of rolling while they look 
for nonexistent traps. Orcs are forbidden to enter this room under 
any circumstances, although they are to alert their superior should 
they become aware of 'guests' in the room. so that Khamfll is 
evenlually notified. What he does is another mailer. 
25, Combat room. 
26. Lookout platrorm. Edged by a 3' high wall. this balcony is 
manned by two Orcs al all limes, in four-hour shifts. 
27, Lookout platfol'm. See #26. 
28. Secl'et dool'. 
29. Passage, Splits, leading to two lookout platfonns similar to 
the two depicted (1126 and 27). 
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I .  Landing. Thespirdling stairway is interrupted by a longue of 
rock which juts into the open shaft in the center of the mountain. 
TwoOrc guards (their position marked by 'X's) nank the hall (2). 
2. Portcullis. Nonnally up, it can be dropped via a lever nexl to 
the Orc near the shaft. 
3. Portcullis. Same as (2). controlled by levernexlto the Ore at 
this end of the hall. 
4. Mess hall. 
S. Ore staging area. 
6. Kitchens. 
7. Quarters orGrashukh. He is eaptHin of the Orc garrison of 
Dol Guldur. 
8. Quarters for Orc garrison guards. Five per room; 40 in all . 
9. Guard latrinc. 
to. Secret door. Leading to the inner treasure rooms, it is 
protected by a number of safeguards. Only KhamOi. AdOnaphel, 
Ovatha. Gorovod, Froedhir, the Mouth. and Grashukh have keys 
(Sauron needs no key) to this inner vault. Note that lhis door, 15, 
and 17 are identical. TIle door itself is a block of stone five feet 
thick and hung on a counterbalance: the outer surface is cleverly 
carved to resemble a number of sel slone blocks. just like the rest 
of the wall. One of the stones to the left of the door pivots by 
pressing the top edge. revealing a metal plate pierced by a keyhole 
the kcys to whieh are held by those mentioned above. and arc all 
made of a silvery alloy. almost indestructible. Once insened. the 
key must be turned clockwise 180'. To initially tum it counter· 
clockwise. or 10 tum it farther than 180' will result i n  a shock 
a point blank. +60 lightning bolt (yielding x6 hits) - for the 
unfortunate fool. After the first tum. the key must be turned 
counterclockwise one and a haiffuil iurns. and removed. Turning 
funher or removing the key after only a half-tum back will also 
result in an electrifying experience fo the holder of the key. Once 
the key is removed, the door slides back from nush with the wall. 
and glides up into the top of the ponaL Ten feel beyond the ponal 
is another metal plate. idenlical to the first. Insening and turning 
the key just as before will: a) close the door. and b) pop the secret 
panel shut. However.lhe key should not be removed. lfit is. agong 
sounds in room (7) and a trap is anned: a 10' by 10' section of floor 
five feet into the room beyond each of the three doors (no matter 
which of the doors was entered). A weight of 50+ Ibs triggers it, 
opening a chute to room #20 in level three below. (All three traps 
connect to this chute). The floor closes and the trap is rearmed. It 
is disarmed automatically when a key is used to open a portal from 
the outside. When the key is left in, the door can be reopened by 
pushing the key straight in along its length (lhere is some resis
tance. like II spring). The key locks for a momenl. spins 360' by 
itself. then pops OUI. The door opens. 
II. Monitoring room. Entered by a secret door at the back of the 
platform. Ihis room has peepholes through which guard aCTivities 
can be monitored. This room connects via overhead passages to 
rooms H13.  
12. Orc quarters. These house the more experienced guards, 
who arc only quartered at four per room (forty total). 
13. Secrel pancl. Opening onto a small nook, inside of which is 
a ladder 10 an overhead network of passages. Only Khamill. his 
elite followers. and Gnt.�hukh know of these secret ways. which 
connect all the rooms #12. as well as room # \ 1 .  
14. Inner vault. The first three bays are filled with rich treas· 
ures: gold. silver, jewelry. magic items. weapons. etc. 

15. Secret dlHJr. See # 10 above. 
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16. Treasure bay. This bay is filled with a superb illusion of the 
richest trca.�urc of all. However. from five feet into the bay back 
is a pit trap (section "A"). the treasure itself starting ten feet in. 
Thus. anyone walking beyond five feet lUmblcs headlong through 
the floor. Also, when the trap is lriggered. the floor behind it 
(section "B") tilts suddenly. sliding anyone on it into the tmp as 
well. The pit is 60' deep. with poisoned (Akaana) spikes at the 
bottom. Roll one to ten +100 mounted lance strikes against the 
luckless victims. Any criticals mean the target must roll to resist 
the poison each lime. After being triggered. Ihe trap resets itself. 
sealing any survivors inside. 
17. Secret room. See #10. 
18. General armory. Also filled with various baublescollecled 
by raiding panics over the centuries. 
19. Secrel treasure room. Furnished with the greatest trctlsurcs 
in the Hoard of Dol Guldur: dozens of +200r liner items wrought 
from Mithril, Laen, Eog. Adarcer, etc and bejeweled with precious 
metals. fabrics, woods. and gems. The total wonh of the items 
stored here is beyond computation. 
20. Chamber of Dark Essence. A liny room hidden behind a 
cunning secrel door, it is completely lined by natural urugon. a 
black, stag-like rock imbued with power of Dark Essence. Stand
ing in this room for but a few minutes will completely restore.an 
Evil Essence user's power poi DIS. (If this is donc more than thncc 
a week. however. the power overload will render the user a 
mindless idiot). The material is only this powerful in it natural. 
unmined state: thus. the chamber cannot be removed or altered. 
21. Armory door. Solid iron. it is locked. the keys held by 
GrashOkh and the four Uruk caplains. 
22. Passage. Leads to a confusing maze of rooms and corridoni 
to confound and entrap any intruder. 
23. TomborOuran. In thecenterofthe room is a 12 foot long 
sarcophagus. four feet high, with a lid of so lid opaque ice. unmelt· 
ing. There is writing on the wall opposite t�e ent1?'way. All those 
entering the chamber must make a RR (with theIr Pr/SD bonus) 
versus a (3rd 1'0'1) Channeling attack orbe ensOl'Celled into reciting 
the spell which summons Duran to life. (It only takes OTIC. but if 
the reader(s) are rendered unconscious by their fellows before they 
finish reading the spell. which Hikes three rounds. it wi�l not take 
effect) DOran is a "Demon Beyond the Pale." (See gamson notes 
for his stats.) Among his powers arc: the ability to regenerme 10 
hits/md: also anyone within 10' of him (.111 those in melee) receives 
a point blank cold ball attack every round due to the chilling num 
he exudes. Once the spell of awakening is complete. the ice lid 
explodes. the shards delivering an "A" impact critical to all in the 
room. He is standing. ready to strike down his disturbers (anyone 
in the room). He will fight until either he dies or he kills all of his 
foes in the chamber. When either occurs. he will fall back into his 
coffin. and the icy lid will reform. 
24. Trap. A twenty foot long deadfall is triggered when 50 Ibs 
or more weight is exened anywhere in a ten foot span in the middle 
of the deadfall area. All under the middle ten feet suffer one to ten 
"E" Impact criticals. Those on the outer five feet at either �nd can 
make extremely hard (·30) tumbling or diving maneuvers 1D.0rder 
to reduce or avoid thc impact. For cach ten pcrcenl they rcl..'Clve on 
the table they take one less critical. as they try 10 leap or roll o�t of 
the way of the deadfall. The weight blocks the passage und weighs 
twenty tons. The only method of Ii fling the de ad fall again iS 3t #25. 
25. Guordpost. One Ore is stationed to monitor the passage. 
Thcre is also a lever which. when pulled. engages the dcadrall to 
a counterbalance and lifts il. 
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26. Passage. This tunnel leads 10 a secret entry to Dol Guldur in 
the side of the Nlm Lane (S. " Naked Vale"), 
27. Guardpost. Two Orcs are stationed here and can use Ihe 
walls as full cover from behind which 10 fire at intruders. Also 
there is II Icycron the north Willi which when pulled closes double 
sliding steel doors JUSt within lhe walls, should Ihe anack be 100 
much for the guards. 
28. Elite Uruk quarters. Ten per I"(X)m. including oue of the 
four captains in each. 
29. "Playroom." Otherwise useless prisoners are occasionally 
given by KhamOl to the Orcs forlhcircnlcrtllinrncnl. TIlis room is 
filled with grisly apparatus of every type. Prisoners are often 
tortured to dcmh. then eaten. 
30. Secret pussagc. Rough hewn walls: dirt floor. 
31. Dcud cnd lrup. TIle luSI len feet of the hall's dirt noor 
conceals :, noor triggcr, which is extremely hard (-30). Here, 
dozcns of nlzor sharp spikes stab out from the walls (their points 
previously concealed in the rough walls) ,Ilong IhCCnlire corridor 
(#30). The dead-end section is sufe. However. thc spikes foml a 
barrier impassllble by nonnal humanoids, and the only way to 
retract them is to open one of the secret doors again. All caught in 
the spike urea take 1 - 10  rupier strikes +100. They receive no 
Quickncss or visual (B/llr, SI/(/(Io ..... , etc.) sUbtraclions; if they 
receive a critical they are pinned in their position. 
32. Kitchen stafT qm.rtcr!i. Inlillbited by ten Northman slaves. 
33. Storeroom. 
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I .  Halls of Tra\'el. Four semicircular halls with domed roofs, 
each with a throne on a round duis in the center. The four thrones 
face outward along the four primary axes of the compass. Within 
thcse chllmbers Kh'lmOI or his lieutenants can !iit on a throne, 
having chosen a direction. and seem to tmvel out across the land. 
TIte Ooor, walls and arching roof vanish. replaced with clear 
visions of the land below. the horizon all around, and the sky above. 
TIlere ure seventl limitutions. howevcr. The throne always "hov
ers" no less than one thousand feet above the ground. ahhough it 
can be made to risc up to an altitude of nine miles. The Halls can 
only be utili:r.cd at night by the servants of Darkness without risk 
of being blinded by duylight; the uscr cannot see into enclosed 
lIrC:lS such as buildings or graves or(given the altitude) under forest 
canopies. I-Iowever, forests such:ls Mirkwood (after) call be made 
to appear as if they are stripped of leaves. Finally. the viewer can 
only "travel" to Ihe borders of the I:lllds dominated by the Shadow 
(depending on the time period. this could be far to the North into 
Angmar, South into Mordor. very fare:tsl, but liltle distance west. 
Certainly not into Uirien or Gondor.) Use of the chambers for 
more than a few minutes per day over an extended period has an 
'aging' effect on the user. This. of course. is of noconcem to the 
·imnmrtal· Klmmul. 
2. Audiencechltmbcr. Here Khamul is.'iucsordcrs to his adher· 
ents and minions. There is a huge black throne of red veined black 
marble on the dais, and on the left ann an: three jewels set in a row. 
By touching the forcmosljewel, KhamUl causes an alann to sound 
in the guardrooms (#·s 9, 10, and I I ). Touching the second rings 
a chime in the libmry summoning the scribes. Pressing the third 
button opens the secret door and spins the throne to face the back. 
3. Room of Liquid Death, Behind the throne is a secret door 
leading III this nKlITI. The two far walls have on each of them a 20th 
level Death symbol. All failing to resist suffer the tOla[ liquefica
tion of their skeletal structure over the next ten minutes (see room 
#5 for cure). The NW wall of thc adjacent conidor glows an 
intenninent yellow-red, giving the illusion of a translucent glass 
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wall with u raging fire behind iI. The wall is even wann to the 
tOllch. 
4. KhamOI's privale quarters. TIle main light into this mom is 
supplied by the nickering wall in the conidor. Furnished in a 
manner best described as 'dark grandeur', these chambers have 
deep red velvet dr.1�s. carpet and waU hangings. and fumiturc 
finished in bluek lacquer with gold fillings. Khamul's bed is huge 
and canopied. with curtains all around. though usually pulll.:d back. 
TIle Nazgul nonnally rctires hen: during the first seveml hours of 
light each day (even the undead need to rest to restore their power 
points). 
S. Slife. Behind a secret door is a small walk-in chamber within 
which Khamill slores several items, among them a collcction of 
scrolls containing runesofall of the Base Evil Spcll lisK Also are 
four scrolls of Ske/ew/ Rl'l·mISrl"ll("fioll, which. if read upon a 
victim before he dies. will reverse the effl.'Cls of the Dearh symbol 
in room 113. Note tha, anyone :ltlempting to use the S:lse Evil 
scrolls will have a 10% chance of becoming evil illld enslaved to 
KhamUl each lime he rcads a scroll. 
6, Library/Scribe work area. Within are housed a number of 
texIS and scrolls telling of the history of Dol Guldur, the dOln;nu
tion and victories ofSauron. etc. There arc also writing desks :lnd 
materials for KhamOl 's scribes to utilize in recording these histo
ries, as well as writing messages 10 be sent to various servants and 
affiliates. 
7. Quarters or Ihe Scribes, Two Noldor Elves. a brother and 
sister. are the scribes of KhamOI. TIley arc not evil, but kept in a 
continuous state of terror by their master and Ihe Orcs. who arc 
nonetheless forbidden to hann the Elves. Khamul is amused by 
them and keeps Ihem reasonably comfonable and safe. They have 
been forced to learn the Black Speech. and record all things in that 
language. 1lle brother's name is Feawe (S. "Unwilling Spiri!'·). 
and the sister's is Wenirin (S. "Tearful maiden·'). both names given 
to them by The Moulh of Sauron, who has had the most dealings 
with them (so great is theinerrorof KhamUl that lhey can only bear 
his presencc for shon periods.) They only loathe the Mouth, who 
kidnapped Ihem when they were children, just prior to the War 
between the Elves and Sauron in Eriador: one of the Mouth's first 
great actsofevil in the service of the Dark Lord. E:tch Elf's ankles 
are shack led logclheron a Icngth of chain so that. though they are 
able to walk, nonnul stride is impossible. and running unthinkable. 
8. Quartersoflhe MouthofSauron. A plush room. in the style 
of high Numen6rean splendor. 
9. Orc Guardroom. Four on duty at all times. 
10. Elite Orc Guardroom. Threc elite Uruk-hai on duty at all 
times in each room. 
II. Guardroom. See #9. 
12. Quarters or Gorovod. Starkly fumished with iron fixtures 
and bare walls, this is the bedroom and office of the Sorcerer 
Gorovod the Variag. 
13. Cells, These are the quarters of the five priest and sorcerer 
Adhercnb of Khamul. All starkly and minimally furnished. 
14, Library. This is the reading and study room for the Spell 
users of Dol Guldur. On the walls are bookshelves filled with texts 
on Sorcery, Magic. and Clcrieism, including all spcll lists to 20th 
level for each profession. Note that there are traps for the unwary: 
every ninth page ill every book is a 20th level Dearh nmc. The 
other (non-magical) tomes in Ihe librd.ry arc untmpped. 
15. 81ack Altar. This is KhamiJI·s sacrificial altar to Darkness. 
upon which he enacts grisly rites in the name of the Black Encmy 
and his muster Suuron. 
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16. Vestlllent cluunbcr. Here the priestly AdhcrcnlsofKham01 
don their vestments in preparation for Dark religious rites. 
17. Holding room. A cell for prisoners whose sacrifice is 
imlllediately impending. or thosc whom Khamul wishes to sec the 
death of anOlher. The door to this cell is a single sheet of clear laen. 
l11e lacn door slides open and shut along a steel track running the 
pcrimclcr oflhe door and is controlled by a key inserted in a small 
panel in the wall just outside the door. KhamUi. Adunaphcl. 
Uvatha. Gorovod, and Ihe MaUlh have keys. Inseningand IUrnillg 
Ihe key clockwise triggers an intricate mechanism which slides the 
door �tnoothly open to one side. Turning the key the orner way 
closes the door. and causes steel bolls 10 shoot across the tmck in 
the wldl. locking the door into place. The portal is soundproofone 
way: thus the imprisoned one is granled a full view of the grim 
procecdings. and can hear the cries of the victim of the sacririce. 
but cannot interrupt. 
18. Accessroom. Behind asecretdoor isa tinyclosel. like room. 
wilh an iron hlddcr boltcd to thc far wall. Like the secret passages 
above. it leads up to a corridor which COnnects, via a ladder back 
down, to the small secret room #23. 
19. Torture room. TIlis is 11 sophisticated 'interrogation' room. 
which KhamOI and his lieutenants utilize to extract infonnation 
from prisoncT!\. 
20. Cell. For receiving victims of the traps in the treasury on 
level two (sec #10). In the center of the floor is a pile of rags and 
olher padding to break Ihe f;11I of the new prisoners. The door 10 
this cell is a simple steel grate thai swings out when unlocked. 
KhamOl, AdOnaphel. Uvatha, Gorovod.lhe Mouth, GrashOkh, and 
the four elite Uruk Captains have keys 10 this cell (as well as 1121). 
21. Cell. Minimul furnishings. Used 10 hold prisoners who are 
secluded for "interviewing" by KhamOl, AdOnaphel. or their 
assistanls. 
22. Siorerooms. Utilized for holding specialized lonure equip
ment and rine instruments of persuasion. such as ivory handled 
knives and pins. jagged blades and burrs of gold and milhril. 
23. Access room. See # 18. 
24. Guard platforms. One elite Uruk is on duty on each plat
fonn. A control lever for the massive iron doors into the proces· 
sional corridor is also on each platronn. These doors are twenty 
feet high and ten wide. and slide open on steel tracks. The edges 
where they meet arc cut in a jagged pallern so that they interlock 
whcn shut. 
25. Lava nows. The noororthis room is approximately five feet 
below that of the rest of the level and is complelely covered by a 
flow of lava from deep within the volcano. The hot liquid enters 
and exits via the slots in the wall on either side. If someone should 
fall into the lava, they would receive a point blank fireball strike 
+50. x5 hits and an automatic "E" Heat Critical every round while 
in the lava. 
26. Bridge. Supported by pairs of Laen columns. this bridge 
spans the length of the processional corridor. It  has no railings or 
walls. 
27. Khamiil's Ceremonial Chambers. Doors identical to 
those encountered berore entering the corridor bar the way to this 
room. These. however. are magically locked: they open at 
KhamOI's command. grinding slowly into pockets on the nanking 
walls. Within is a dim hall. with a large desk of Laen. smooth on 
top but with jagged edges. supported on legs of gnarled wrought 
iron. The only chair in the room is KhamOl's behind the desk. 
Lighting is provided by torches on the wall which spring 10 light 
whcn the mom i!t entered. The walls and noor are bare stone, 
unadomed by tapestry or sign. with one exception: the back two 
walls lire covered by lin IIbsolutcly black hanging. 
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1 7.54 LEVEL FOUR 
1. Siair. Continues to spiral downward, leading to a circular 
balcony which runs the perimeter of the shaft at this level. An Ore 
guard is posted at the entry 10 each corridor. 
2. Foyer. Stail'$ lead down into this triangular room. On the two 
rar walls are glowing red symbols of Blinding (20th level). Blind· 
ness lasts nine houl'$ for rolk who fail 10 resist by only 1.30; 
however. the retinas of those who fail by more than 30 are almost 
completely destroyed. These poor devils see only darkness except 
for Ihe burning rune, which is a symbol of Sauron. 
3. Inner Fuyer. This room is very similar to "2 in reverse, 
meaning that Ihe two complete walls have identical Blinding 
Symbols. (Sauron is immune 10 these runes.) Beyond this room 
is a 100 yard long corridor. leading 10 Sauron's viewing room. 
4. Slatue. Preventingdireci cntry into the viewing room is a 20' 
wide slone wall wilh a niche carved inlo it. Within this niche is a 
life-size bronze statue of a warrior in full plate annor. In fact this 
is not a slatue but a golem. an enchanted creation. The golem will 
slay anyone attempting to enter the room who is not Sauron or 
someone specifically invited by him. 
5. Sauron's viewing room. Carved out or the rock just within 
the side or the mountain. this chambcr looks out across Mirkwood 
to thcsouthwcst. Why the Dark Lord sits here ror hour upon hour. 
bending his powers of vision and detection in this direction. is 
unclear to lesser minds. Perhaps he strives to pierce the veils of the 
haled Galadriel and see within the wood of Urien. wherein he 
suspects lies one of the Three Elven Rings. Also in this direction 
lie Jsengard and the wizard Saruman. head or the White Council. 
Last. and most likcly, it i� in this direClion. in the shallows of the 
Anduin in the Gladden Fields. that the Ring lies. Maybe he is 
drawn this way. though even Sauron in his power and wisdom does 
not know the true reason. 
6. Processional corridor. Sloping gently down from the level 
at 1#16 to that of the accessway into the viewing room. this is a my
stical. almosl hypnotic walk. which begins at room "16. Along 
both walls. in the nowing tengwar script. is the entire Ring verse. 
as quoted by Gandalf: 
"Three RinRsfor the Eh'en·kings llllder the sky. 

Seven/or the Dwaif-Iords in their halls o/stone. 
Nine/or Monal Men doomed to die. 

Olle for the Dark Lord 011 his dark throne 
In the Land 0/ Mordor where the Shadows lie. 

One Ri"R to /'IIle them all. One Rillg to find them. 
One Ring to bring them all alld ill the darkness bind them 

/n the land 0/ Mordor where the Shadows lie." 

The verse on the right wall is in reverse: the mirror image of the 
writing on the left wall (to rencct the pervcrsion of the Rings' 
purpose. it is told). The deeply graven symbols glow as they are 
passed. and a deep booming voice recites thc verse in the Black 
Speech. Anyone attempting to walk up the corridor will hear the 
verse backwards. growing louder as thcy procecd: all must make 
a resistance roll against a 20th level Symbol of Deafening forevery 
round in the corridor after having passed the halfway point (rooms 
#7 and 8). Note that rooms 7 and 8 are hidden from the corridor by 
pennanent illusions which resemble blank corridor while within 
#6. and cun be secn through while in the side rooms. The iIIu· 
sionary walls are soundproof. however. 
7. Guardpost. Manned by fourOn:: guards at all times. this room 
is equipped with a ballista mounted on a track running parallei lo 
the corridor ("6) and pivots so that the wielders arc afforded II wide 
shot runge. The bullista fires as a heavy crossbow +30 to hit. and 
x3 damage. It can tire once every three rounds while three guurds 
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operate it, once every five with only Iwu lIsing il. Note thai, due 
to the special nature of the illusionary screens which hide this room 
and #R from folk in the corridor. the gwmls in each room arc able 
to look acrossns if the screens were not there (to prevent accidental 
shooting of each other). Celcdhring and his alchemical staff gaill 
access to their forging complex via these rooms, passing through 
the corridor. Simply passing across does not. however. cause any 
of the runes 10 glow or sound. 

S. Guardpost. See #1. 
9. Celedhring's main forge. Equipped with anvils, cooling 
tubs. and three lava hcnlctl furnu(;cs. There ilre several air shafts. 
originally fonned nmurally :lnd exiling high up the side of the 
mountain. adapted as vents for hot 'Iir. The walls are covered with 
various forging lools, and common forging m:llerials arc stacked 
in the corners. 
10. Storeroom. I\. steel door locked (very hard to open) by a key 
hcld only by Cclcdhring, this room contains the morc valuable 
forging materials, such as LAlen. Mithril. Eogs and gold. 
II. Quarters. Herein reside Celedhring 's three assistant l\.lche
mists. See the garrison Ii.�t for thcir slats. 
12. Quarters. Three forgers occupy these rooms. :lll very 
skilled in theircnlft. Notc thc distinction that forgers concentrate 
only in the manufaclure uf weapons of various matcrials and 
design. rather than infusing them with magical enhancements and 
powcrs (as is the function of Alchemist!>;). 
13. Quarters of Froedhir. Celedhring's personal assisHlnl 
Alchemist Jives here. He is a Londoroth.the brotherof Broehir. the 
Astrologer of the Cult of the Long Night. 

14. Foyer. At 'he apex. of this room is a Slone door which leads 
tothe primary Dwarven minesofDolGuldur. AnOre stands guard 
at this door. allhough it is never opened. The key to this imposing 
portal is held by Celedhring and Vorotha. Forthc lldvcntuTouS. the 
lock is very hard (-20) to open. 

15. Foyer. The door at the end of this chamber is a single slab 
of red obsidian. barring entry to the mine of that same material. 
There are rumors among the garrison tllllt Sauron throws some 
prisoners and/or troublesome Orcs into this mine to be sliced to 
ribbons on the jagged obsidi:m deposits or to die of starv:ttion. 
Others say that Fire Demons dwell there. Some tell of rich jewel 
deposits still within this mine. yet untapped by the Dark Lord. 
None of these rumors is substantiated. The door is locked. ex
tremely hard (-30) to open. Celedhring. The Mouth, and Vorotha 
have keys. One Orc is always posted before this door as well. 
16. Hall of Unslraight Ways. Five Orcs. posted :II the "x" 
notalions on the plan. bar entry to the corridors unless one is of the 
Elile of Dol Guldur. Note the door preventing immediate access 
to the corridor which leads to the central core (# I). It is of iron. and 
operates on a counterbalance. opcr.Jted via a lever in lhe niche 
where a guard Slands immediately opposite the door. There is also 
a secret control: a stone in the hall ten reet from the door nearer the 
central core. Pressing it will raise Ihe door. Note thai Sauron never 
uses this path. prererring to pass through room #22 along corridor 
#'27. and through room #16 before beginning down lhe Proces
sional corridor (#6). 
17_ Communications room. Beyond a secret dour and a short 
slair down. Froedhir fulfills his secondary purpose at Dol Guldur: 
liaison with the Cult of the Long Night. und his brother the 
Astrologer. Utilizing an orb on a small table in the center of the 
room, Frocdhir is able to sce and speak with his brother Broehir and 
pass on 10 him instructions from Khamfil. Anyone wearing the 
robes found in the closet (# I B) is able to use the orb. However. the 
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only person who can be conlacled through Ihe orb is Broehir. and. 
as he is fairly bright. there is a good chance he will attempt to 
cotllrol lhe olher person using the spells available to him as a 12th 
level Astrologer. Anyone finding themselves having to roll a 
resistance roll versus sudl an llssault must allempl such al -30. as 
his mind is already attuned to the orb by his own will. 
18. Closet. Within are kept the robes which allow Froedhir(and 
anyone else) to usc the orb. 
19. Anteroom. This chamber and #20 make up the quarters of 
Wenwahne (S."tonnented girl"). She is a Sindarin maiden bought 
by Frocdhir and is his slave living in conSlanl lerror ofher master. 
The quaners are elegantly furnished. the bedroom especially so; 
Wenwalrnc is actually treated (in genernl) very well. The suite is 
protected by a sec rei door and a steel door at the bollom of the shon 
stair. Only Froedhir has a key -extremely hard (-30) to unlock. 
Besides him, only The Mouth. KhamOI. and (of course) Sauron 
know of her existence here. 
20. 8edchamber. See 1119. 
21. Hidden Room_ Within this roughly cylindrical closet is one 
object: aSlaff, six feet high, of gnarled wood with a yellow gem set 
in the head. Thestaff.named"Angrin"(S. "Iron Mcmory") hovers 
in the center of the closet when not in use. An item ofconsiderable 
power, it is Celedhring's forging aide. Afterdeparting his quanel1> 
(room #24). he proceeds down comdor#27 . then. as he starts down 
#26. he removes the staff from its place. If anyone but Celedhring 
tries to touch Ihe staff. it unleashes a 20' radius fireball (poinl blank 
for the fool attempting to steal the Angrin) x 4 damage. It is highly 
intelligent. able to speak many languages, including the profes
sional longues of all spell users. With Ihe staff in hand, Celedhring 
proceeds down corridor 1t26. mentally preparing for the tasks of 
Alchemy. 

22. Alchemy Chamber. HereCeledhring works his spells in his 
magic forge. utilizing the powers of the Angrin, as well as the many 
enchanted tools which he has created and installed. 
23. Library. This room. protected by a secret door. holds texts 
and scrolls diagramming various mechanisms and items. and 
detailing the powers and specifications of all the myriad weapons 
Celedhring has created, as well as copies of all of the Alchemical 
spell lists to 30th level. These spell books are held in a separate 
glass case in the far wall. locked. The key is held by Celedhring; 
of course the glass can be broken, triggering the trap. The trap is 
very hard (-20) to discern and consists of a razor sharp. guillotine
like blade which drops the instant any oflhe books inside the case 
is touched. The thief must roll a sheer fony (-50) maneuver to 
detennine what percentage of his hand he has succeeded in 
removing before the blade drops. assuming Ihat "0" is right at wrist 
level. The blade is powerful enough to completely sever any 
unannored limb. If the victim's hand is well-aonored the blade 
may inflict only a severe cut (something to be deleonined by the 
GM). Using the key. of course. disengages the blade. making 
removal of the books completely safe. In this room Celedhring 
draws plans for new items. and he and his assistants study Al
chemical spells. 
24. Celedhring's quarters. Comfonably furnished and equip
ped with a variety of unique bUI nOI particularly powerful devices. 
25. Channeling/Esscnce library. This room, hidden behind 
secret doors. contains books holding the enruned spells of aU lists 
considered within the realms of Cleric ism and Magic. Ccledhring 
and his assistants use Ihese texIs in their Alchemical work (see #28 
and 29). Behind each of the secret doors to this chamber is a door 
of Laen, clear but tinted blue, in the center of which is a circular 
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metal plate with a keyhole. Surrounding the keyhole in a roughly 
circular pauem in the plate are five indentations, designed to 
receive the fingenips of a humanoid hand. The function of the lock 
is thus: the key (one is held by Ccldhring and Froedhil only) is 
insened. tumed 360'clockwise and removed. Those without the 
benefit of 11 key will find that the luck is sheer fully (.50) tn pick. 
After doing this. the fingers of the right hand are inserted. and the 
disk is twisted 9O·couTlterdockwisc. The door will then slide 
smoOlhly up into the ceiling. II will remain so until a metal plate 
(at waist level 011 the left wall just past the door) is touched by a 
wann hand. 
26. Passage of Alchemy. The enchanted hypnotic corridor used 
by Cc1cdring to prepare his mind for forging. Others whu walk 
down it (either direction) must resist a 10th level spell or suffer 
confusion and be forced tosit dOWll for 1 -50rds. 1110se folk failing 
10 resist 50+ are rendered unconscious in the corridor for 1 - 10 hrs. 
27. ACCKS corridor. 
28. Corridors. #2� and #29 are mystical pathways similar in 
nature to the Passage of Alchemy, but differing in purpose. H28 is 
the Way of the Mind. Walking slowly down this corridor, any user 
of Essence (meaning anyone able to usc spells intrinsically). upon 
reaching the end. is able 10 utilize runes and magical items of 
mentalism as ifhelshe were a user of menial ism, of the same level 
the person is nonnally. Their power points can be expended locast 
spells from runes without buming off such runes. The purpose of 
this corridor is obvious when one considers Celdhring's profes
sion. Using this hall. he and his as!>istants are able to temporarily 
'tap into' othcr professional powers, to aid them in creming 
magical items which require such spells cast upon them as pllrt of 
the Alchemical process. The walk down the hall must be from 
room # 1 6 to #30; taking the reverse roule forces the walker to resist 
versus a 20th level menIal :!nack. Failure results in a "sensory 
overload", rendering thc target unconscious. RR failure of 50+ 
renders the target a mental vegetable for 1 - 1 0  years. Corridor #29 
is similar to #28, except that it is the "Hall Unholy," being the way 
totempol'"J.ry use of Channeling powers. By the very nature of this 
hall, Ihe repercussions of walking up it the wrong Wlly arc more 
severe: any who attempt such muSI resist a 20th level Channeling 
orsufferAbsollllio", in which their soul is removed from Iheirbody 
(which falls inlO a coma) for one wcek per 10 failure. The power 
which is inherent in these ways is awesome, tobe sure, and ilexacts 
its own price: a walk down Ihe Way of the Mind. after providing 
Ihe Mentalist spell abililies for one hour, will reduce the user's 
Memory (Ig in MERP) and Presence by 10 points for 24 hours. If 
the walk is undertaken again wilhin 24 hours. the decrease is 
pennanent. The effect is the same in Ihe Hall Unholy, but the two 
statsaffected are Intuition ilnd Self Discipline (Pr in MERP). Also, 
non-cvil persons will lose 1 - 1 0  penn:lIlent points from their 
Conslilution, as Iheir souls are subjected to row Evil Channeling. 
29. Corridor. See #28. 
30, Testing chamber. This rough-hewn hall is the proving and 
testing ground for many Essence and Mentalism spells and items. 
The walls are blackened ilnd pined from the impact of various 
attacks. $callered aboul lhe room are several mobile walls, 10' x 
10', of Loen. some laced with the extremely rare alloy Kregora 
(which inhibits all spell essence) used as shields when particularly 
potent spells are being tesled. 
31. Testing Chamber. Identical in purpose as room H30,except 
this hall is reserved for lesting Channeling spells. 
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2. Double doors, Of stone. yet they swing in easily on their 
hinges. They arc unlocked. A stairway leads down inlo H3. 
3. The Hall of Many Bridges. The noor of this chamber is 
actually a small subterranean lake. fed by a waterfall and a stream. 
111C slream itselfis actually a poisoned anifieial waterway, an evil 
creation which feeds evemually into the Anduin. The walers are 
cool and refreshing lit first, but there is a subtle puison, which, if 
undetected. lowers the memory and self-discipline of the victim by 
1-10 points 11 dllY. Onc drink is sufficient; it acts to deteriorate the 

unresistant target until he dies. which occurs when one of his stats 
reaches 7.cro. TIle bridges which span the cave are 6" thick, sus
pended one foot above the surface of the water. and supported 
entirely by the stone pylons (noted on the diagram as black 
S<luares) rising out of Ihe WOller to meet the rough ceiling . . If one 
were to s tand on the circular platfonn at the base of the stairs hel 
she would receive enough of a dose from the mists of the falls alone 
to fully effect him/her. Sauron. Khamul. Adunaphel, and Ovatha 
come here 10 meditate; they are. of course, unaffected. 
4. Stairs. Running a winding path next to the lower waterfall. 
these stairs mark the bcginningof Sauron's secret pllih to Mordor. 
Running for nearly two hundred miles. this tunnel passes underth:: 
southem plains of Rho van ion and into the Brown Lands. Thcre II 
exits from a small hill. via a secret door just outside of the L..1.nd of 
Shadow. 
S. River of Mists. Here is the source of an underground stream, 
which in fact carved most of the secret tunnel used by Sauron, and 
leading southwest to the Anduin. The mouth of this subterranean 
stream is Tucked into Ihe riverbank about a mile south of where the 
Woodman Trail meels Ihe shore. (Fortunately, the mighty Anduin 
is large enough to dilute this foul tributary.) 
6. Secret compartment. Within this natural pillar ofrock rising 
out of the water to meet the ceiling is a small companment. One 
must lean out over the water to reach it, and it is panway around the 
column from the bridge, therefore difficult to see and reach. 
Within is a small leather pouch, holding a ring and ten gold pieces: 

_ Ring. The ring is ofsilver with a blue-green gem and has t� 
magical power of allowing the wearer to walk on waler. SIX 
rounds after donning the ring however. the wearer must resist 
versus a 10th level Channeling or have an unnatural fear of 
walking on land, such that he will not willingly do it. The 
wearer must make a separate and successful RR versus a 20th 
level Channeling attack or he will be u!lable to take the ring 
off(with a -50modifier ifhe is standing on water at the time). 

_ POlich. The pouch and gold pieces are also magical. If one 
removes the gold pieces. uses them to buy something. and 
leaves. Ihe gold will vanish from Ihe poor shopkeeper's till 
and return to the bag, when the drawstring of Ihe pouch is 
pulled tight. They will do this but once per day. Also, 
anything but the gold pieces placed in the bag will mysteri
ously disappear. ahhough the ring described above is pecu
liarly immune. 

7. Secret passage. Through a (non-secret atlhis end) iron door. 
a narrow passage lellds to a secret door into room HIO. There is a 
small peephole through which to view Ihe room as well. 
8, Portcullis. Nonnally up, it can be controlled by eitheroflwo 
levers; one adjacenl lo I.he portcullis itself, the other jusl around the 
comer at the far end of the hall. The inner lever can override the 
outer. 

NOTE: Tht.' "X's" deflOte xflard positimU". 
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9. Sitting room. Behind a fine iron-bound wood door lies an 
elegant chamber. 

NOTE: All 0/ the "Guest Rooms" have doors 2" thick of 
.mUd oak bound w;th iron. andfitted wilh slmng lock.f. which 
are 1/0( immediately obvious, bitt are operated by malliplllat
ing llle IUll:1I on the uUl�·ide. The lock mechanism is 1101 
accessible from the imide of flu' rooms. Thlls Saurol/' S 
gue.�1S cun be kept .�afe (although this measure is rarely 
employed), 

10. Guest 1'00111. This is the main. and most expensively 
furnished. room. Note the secret passage #7. 
11. Dining room. Again. expensively furnished. It can seat up 
to ten. 
12. Kitchen. Also quarters for the servants. 
13. Guest rooms. 

23 
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14. Storeroom. Stacked with crales of nonperishables, old 
furniture. uniforms, etc. Note the secrel door 10 #15.  

IS. Secret room. Anylime there areguesls. thisroom is manned. 
II has a spyhole TO view The corridor and anyone enlering or leaving 
Ihe guest rooms. There is also II viewing hole and II secret door 
leading inlo the adjacenl room #13.  

16. Chamber of Enna San Sarab. 
17. Red Door. Three feet square and set three fect above the 
noor. this small door isof wood painted red and filled with a golden 
knob and two keyholes. one on either side of the knob. The wood 
is the Dyr variety and virtually indestructible after bcing correcliy 
cured (although this is not apparent as the door has been paintcd 
red). There is also a plaque set above the knob. also of gold. with 
an inscription in an ancien! tongue, no doubt a dialect of the first 
Dwarven inhabitants. This is especially unusual since Dwarves 
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reputedly never write in their own language. To decipher this 
writing would no doubt require the combined efforts of a Bardic 
linguistics ellpert and a willing Dwarven Scribe (a highly unlikely 
combination). At any rate, the inscription is: 

"Sparkling (rea.'illres lie beyond, bll( (hose who grm.p for 
them will yield lip only gems o/facets too sharp to bear. The 
left is rig/II." 

The correct interpretation of this verse is 'The knob is a trap and 
grasping it will set it off: lise rile feft fock. ,. If the knob is twisted. 
or even grasped firmly. twenty one long needles of La en (faceted 
and jewel-like) fire out of hidden siors all about the door, pincush
ioning the fool holding the knob. They should al1 strike as +100 
I"dpiel1), doing Puncture criticals. There are backup needles. so the 
trap is equipped to fire up to seven times if the knob is tinkered with 
n.:peatedly. The right keyhole triggers the same trap jf someone 
anempts 10 pick it or even insert the correct key. There are two 
copies of the key, both of gold. Sauron has one; the other is held 
by KhamG!. who does not share the secret of the door with the other 
NazgCiI. There is an alternative way to open the door: simply touch 
il lightly and concentrate deeply upon the source of all the world's 
riches. TIle door will spring open of its own accord. 
18. Inner treasure room. Beyond are the jewel mines of the 
Dwarves. 
19. Secret door. Cleverly sculpted to resemble the rough-hewn 
wall of the central shaft, this door is extremely hard (-30) to 
perceive. It can be opened with a finn shove, after which it swings 
easily in,and will slowly close itself. There is a handleon the inside 
with which (0 pun the door open. A heavy iron bllr can be laid 
across illind fitted into hooks, rendering the way impassable. It can 
only be locked as long as there is someone inside, of course. 
20. Herb/poison storage. Access to this room is viaa secret door 
that is very hard (-20) to perceive. Toopen.one must first push the 
door area, and a 4' wide by 8' high section of wall slides three feet 
straighl inwards. exposing a portal way of smooth stone. set in 
which on the left side is a 6" square metal plate with a keyhole. The 
lock is sheer folly (-50) to pick. There is also a trap: the entire metal 
plate must be pressed inwards 3". at which point it snaps into its 
correct linkage with the door. Note that pan of the 50 modifier is 
due to the fact that the lock is set 3" into the wall. If some 
unfortunate attempts 10 pick the lock while the plate is still flush 
with Ihe wall. it is merely extremely hard (-30). Successfully (or 
unsuccessfully) picking the lock then triggers the trap. Obviously 
the trap itself is easy to disann. but because of its unusual nature. 
unless the fool specifically examines the plate ilselffor a trap, it is 
sheerfol1y (-50) lodiscover. The trap. triggered immediately after 
any attempt to pick the lock in the unrecessed plate. is a set of 
dozens of liny flame jets cunningly hidden around the ponalway, 
fueled by a natural gas deposit. Anyone inside the portal itself 
receives a point blank fireball strike (x5 hits). All others within 20 
feet of tile portal also sufferthe strike, although it will not be a point 
blank al1ack (and they will only take x2 hits). The trap will engage 
every time someone attempts to pick the lock unless the plate is 
depressed. At any rate. if the lock is correctly manipulated <only 
Celedhring has keys) the door slides in another foot. and then 
grinds up into the ceiling on steel tracks. Within arc myriad cork
stoppered jars, vials. fine wood boxes, and leather pouches filled 
with nearly every herb and poison known. There are between len 
and twenty doses of most common herbs, and one to four doses of 
the rarertypes. There are at least three doses of every poison on the 
lists. The containcrs are all marked. bUI in Black Speech; they are 
also all relatively fragile and not suitable for travel. There are three 
belts equipped with nifty pouches and tiny tough vials, but trans-
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ferring the contents would be time consuming. Also in the room 
arc a number of jars containing various chemicals useless to 
ignorant intruders. but important to Celedhring's chemical re
search, and a very precise scale and weights. 
21. Laboratory. A reinforced steel door sel in deep steel tracks 
bars the way and can only be opened by the utterance of the word 
Edraak. The door will then slide smoothly into the ceiling and 
automatically close ten seconds later. The only way to open the 
door while inside (the door is completely soundproof) is 10 say 
Aardek(notquite/:'(fraak backwards). Down a shan nightof stairs 
is Celedhring's lab, filled with beakers and flasks. burners (fueled 
by the natural gas which also powers the name trap on the storage 
room), and all the paraphernalia associated with a sophisticated 
lab. Small supplies of many chemicals are also present, as well as 
amounts of gold, silver platinum, lead, etc. Perhaps most impor
tant. however. are twenty flasks containing artificial healing drugs 
of various types and a large book containing the fonnulas and 
instructions on how to synthesize these healing drugs from rela
tively inexpensive materials. The book is wrinen in acombination 
of Black Speech and a code invented by Celedhring, and would 
probably require a 20th level Bard who already had fluent knowl
edge of Black Speech to decipher il. 
22. Portcullis. Nonn3.lIy open, the control lever is in the niche 
in the rough hewn corridor about twenty feet funher inside. 
23. Trol l  quarters. 
24. Secret door. The Trolls are aware of this door and prevent 
unauthorized persons from using it. 
25. Olog-hai quarters. 
26. Stairs. Bypassing levcl 6cntirely, these stairs provide direct 
3.ccess to level 7. 

1 7.56 LEVEL SIX 

1. Portcullis. Of solid iron, It IS nonnally down (closed). 
Controlled by a lever ten feet to the left around the perimeter of the 
ledge, it locks into place when closed. Orcs are always on dUly 
flanking the doorway. 

NOTE: The "X's"denote guard positions. 

2. Main dungeons. Each is a single. rough-hewn chamber: a 
holding area for common prisoners. There are shackles on chains 
mounted along the walls for more troublesome individuals. The 
door is of iron. one inch thick. with a small barred window. The 
chief Orc on duty carries the key to these and all other cell doors. 
The shackles are unlocked by a simple key, and all Orcs on 
dungeon duty carry one. The rooms are usually unlit. Rats and 
random large spiders are lhe only pennanent residents. 
3, Guard station. Generally three Orcs are on duty in each. 
4. Private cells. Cleaner lhan the main dungeon (which isn't 
saying much). Doors are of solid oak 2" thick, bound with iron. 
None is weakened with age. (In fact, some seem to have almost 
petrified into grealer hardness.) Each room has a cot and minimal 
sanitary facilities and is iii by a single torch. Standard equipment 
also includes an ankle shackle allowing the prisoner to move about 
his cell. but discouraging escape attempts. The lock on this 
manacle is considerably more complex, as are the locks on the cell 
doors: extremely hard (-30) to unlock. The chiefOrc on duty has 
keys to these cells, and a duplicate set is kept in KhamOl's quaners. 
S. Main torture room. Perhaps one of the most complele 
collections of instruments of persuasion is here, including racks to 
increase the height. tables with wrist and ankle binders to accom
modate guests of almost any race, iron maidens and other quaint 
devices designed to perfonn all sons of atrocities on those who are 
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unfonunareenough to find lhemselves here. On hooks and shelves 
on walls about the room arc assorted lools and instruments for 
more detailed operalions. 
6. Cenlr1t1 guard station. ThechicfOrc on dUly supervises Ihe 
level from this localion. aided by tWO assistants. 
7. Elite cells. or set stone. and fairly well maintained. Other 
than Ihe fact that these an.: kepi reasonably clean. these cells arc 
furnished identically 10 the priv3Ic cells (#4). 
8. Cell ofExcol11munication. In appearance similar to an ('Iile 
cell excepl lhat any user of Channeling who is placed in Ihis cell is 
unable loeast any of his spells. due 10 enchantments placed here by 
thc art'! of KhuIIlOI. Should the prisoner be fortunate enough to 
escape or be released, he will regain his powers afTer a nighl of res I. 
9. Cell orUlack Eog. Anotherelitecell,exceptthat thewallsare 
sheathed in a rare material called Eog; black being the very rarest, 
and valued for it� power 10 inhibit non-evil Essence (magic) spell 
use. The user of Essence pul in this cell will find thai his Power 
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Poims are drained and remain so until he has been OUI oflhis room 
and has rested. 

NOTE: Whit" £08 inhihit.r £l'i/ £ss('f,,:e lJJd/,ue. hl/l lllere 
is II()f11! of il ill Dol Gllldllr. 

10. Cell ofR.tiurum. Very much like the Eog room (1#9),except 
that behind the walls is a fine net of the alloy Ralurum, which aels 
the same on users of Menl:llism as Eog does 10 Ihose of Essence, 
I I .  Kregura Cell. A truly lerrifying chamber for those who love 
theirPowcr Points: likecelI I#IO. lhi� room hllsu win: mesh hidden 
behind the set slone w:llis, Ihis lime of Kregora: a rare, golden 
colored alloy which, in sufficient quantity. completely dampcn� all 
Slx:ll and enchanted itcm p()wers of any kind. Perhaps the most 
powerful ani facts would receive a resistance roll versus Kregora. 
but highly modined. An avcmgc cnchantcd item. after having 
spent some lime in Ihis room, would probably recover its powcrs 
in adayortwo. A spell user who hils Spelll more Ihana few minutes 
in this room would probably t.-ke weeks 10 recover. 

4 
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17.57 LEVEL SEVEN 

I. The shaft. The central hollow core of the volcano descends 
into a deep pil. 
1. The stair. The stair continues down into the darkness. bUI 
pauses at Ii landing with a ten fout squan: steel panel sct in the 
center. This is the entry 10 the throne room of the Necromancer. 

7 
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3. The door. This steel square is actually an elevator platform 
to [he throne room. One round (len seconds) after any weight 
exceeding 10 lbs is placed on it. the counterweighted platfonn 
lx:gins the slow descent. For fifty feel it  is sUlTounded by solid 
rock. but below Ihal poilll the walls pull back. one becomes aware 
- if one can see in the darkness, since a metal door slides shut to 
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seal the opening Ilbovc and CUI orf all light - that he is slowly 
sinking through the center of II large cave. There are no railings: 
the square grinds down on four tracks running from floor to ceiling 
al ils four corners. At lasl Ihe platfonn stops. flush with the slone 
floor. Ten seconds after the weight leaves the platform il rises to 
its Uppef position. The only way to retrieve il is by inserting a key 
in II keyhole in the wall of I.he chamber at #3. Only the Nine have 
keys (the Necromancer has no need of one). The lock is sheer folly 
(-55) 10 pick and is tnlpped. Failure 10 disarm yields a point blank 
+50 LiRllfllillR Bolt (x4 hils). 
4. Door. A long. winding, rough-hewn corridor leads at last 10 

a huge steel door, twenty feel high, fifteen wide: its stone 
doorfmOlc is in thcshapcofapointcdarch. It opcns at the approach 
of any thinking being. unless the Necromancer wishes otherwise. 
Beyond is ... the Throne Room. 
S. Throne Room. A long ramp slopes gradually down to the 
floor level of the room thiny feet below: allemalively. there is a 
narrow balcony running the pcrimetcrofthc room .  the floor an iron 
grating. The overall length of the room is 1 00  feet. the width across 
the center is sixty. TIII;:re is a corresponding ramp running along 
the other curving wall. In the center of the room is a huge circular 
slab of glass. one fOOl high and fifty fect in diameter. The glass 
glows red· and amber and is shol wilh radiating streaks of color. It 
resembles the irisofa hugceyc. Bisecting the 'iris' isa lens-shaped 
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hole twenty feet wide. a black and bottomless pit: the pupil of the 
eye. Rising out of the center of the pit is a column of absolutely 
black stone, five feet in diameter and sheer as glass. II is of Black 
Eog: the material which prevents the functioning of non-evil 
essence. The throne itself. resting on the column. is a large single 
piece of Black Laen. carved to fonn a chair with a wide flared back 
ten feet high. Six bars of black iron radiate out from the column to 
the perimeter of the pit to steady the column. Inset in the back of 
the throne is the sign of the eye. set in precious gems. the iris a 
single picceof glowing Red Laen. While seated on the throne, the 
Necromancer is able to control several features of the room with 
but a thought. The throne can be made to pivot to face any 
direction; the eye on the back of the throne can cast a +60 Fireboll 
(x6 damage) at his will. In addition. due to the nature of the glass 
ohhe iris, the Lord of Dol Guldurcan summon its ability to inhibit 
all spell use in the throne room but his own. He is also able to 
control the operation of the twO facing steel doors which provide 
access to the room. Random fires leap up from the depths of the 
pit around the throne. often flicking up to blacken the ceiling high 
above, wreathing the black throne in blinding. burning fires. At 
other limes, clouds of smoke and steam surge up. panially obscur
ing the throne and its occupant. billowing out around the chamber 
in a choking fog. 
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6. Dour. Each of the eight doors is a single clear Laen sheetane 
inch thick in poimed archways. Beside each door on the left is a 
metal plate with a keyhole. Each lock is extremely hard (·30) to 
pick; all aredifferenl. When the correct key is inserted and turned 
clockwise. the Lacn door glides straight up into the doorframe. 
7. Guest quarters. These arc the guest rooms of the NazgCiI. 
when Ihey come 10 Dol Guldur 10 consult with their master. At the 
entrance to each chamber is a large door of polished oak. bound in 
silver. Wilhin is a sui Ie of rooms 10 rival the most royal quarters 
in all Middle-earth. (After all. the Ringwraiths were once Kings 
among Mortal Men.) Almost like museums, they arc filled with 
ancient treasures and furnishings of the finest quality and worth a 
rortune. ir one could survive to get lhem oul. 
8. Door. See *4. 
9. Quartersofthe Necromancer. Of quality to make the rooms 
or the Nuzgill lIppcur us hovcls, thc!';c rooms are rich beyond the 
imaginings of most Kings. The door to the anteroom is of solid 
mithril and slides to one side at the word of the master only. The 
doors between the room.� arc all of priecle!';s Dyr.wood. Beyond 
the anteroom is the huge bedchamber. and to one side is a sitting-
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room. Of course. even more so than the Ringwraiths, all these 
things are but conventions, unnecessary trappings ror one who is 
actually a non·eorporeal spirit who lakes on physical form for his 
own amusement. or the terror or others. 

1 7.58 LEVEL EIGHT 

1. Stair. Thecoiling stair of Dol Guldurends here, ahhough the 
shaft continues far down into the dat1c.ness. 
2. Door. Each of these doors is thn:c inch thick hardwood bound 
with reinforced steel straps. They are locked by three iron bars 
each which slide OUI ofrecesscson unc side, across the door, to Cil 
into notches on the other side. The doors are plainly meant to keep 
things in, not out. 
J. Drefl1lng pUs. Female Orcs and Trolls reside here. And here 
the Dark Lord commit!'; his most hideous crimes against the 
creatures of Endor, comlpting their very bodies and breeding thclII 
into his own slaves. What techniques. what unspeakable skills the 
master of Dol Guldur utilizes 10 mould these poor wretchcd 
creatures to fulfill his purposes are unknown. but his patient work 
has produced the Great Orcs, the Uruk-hai (B.S. "Orc-race"). and 
his Black Trolls, the Olog-hai (B.S. "Troll-race"). 

LEVEL J:::IGHT 
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1 8.0 OTHER DARK SITES 
Rhovanion contain!> a host of evil strongholds besides Dol 

Guldur. vinuaJly all of which receive the attention of the Necro
man('"Cf or his high minions. 

0,111'" Oark .\·ire.�: Slim V(lrilt'ill,f( 

Entry Ibll: This oval chamber is thirty feel long and spans 
fifteen fect at its widest point. TIle eighteen fnnt dome ceiling is 
covered with glilicring sh:mlsoflliack Lacn. A large. red ruby and 
corundum mosaic orlhe Lidless Eye dominates the dOllie's center 
(it's worth approximult:1y 2,(X)() gp). The noor is covered with red 

1 8.1 SARN GORIWING 
marble octagons trimmed with enruned bl:lck marble. TIle smull 
gold runes are 61h level Symlmh of Fear which will not affeci 

The great black spire called Sam Goriwing (S. "Abhorrent Lhachglin's household guard. The octagonal slab inside the gate 
Spray's SIaliC") rises out of the center of a waterfall called the is also dangerous, for it can control the ban; which block the exit: 
Goriwing, near the headwaters of the Enchanted River (5. should more than one cross the stone, or if someone moves across 
"GCilduill"). I t  is tucked into a ring of soaring rock cliffs at Ihe ils surface at a rale faster than .'\ mph. the Iud hars will faiL Two 
nonhem edge of the Mount:tins of Mirkwood. The home of 6' x 6' x 6' guard ch:tmbers open directly 0010 the entry 11:111. Euch 
Lachglin the Animist, one of the r::;:-----"'=:::::::::===7----':::;:;::�4 b tlCcupicd by a Fug-Iurg (Or. 
Necromancer's most IXlwerful ..... "I...esscr Group") of Orcs: one 
servants, this solitary, ninety foot JnJ and two 2nd level Uruk-hai. 
towcris fonncd uf glassy igneous '111e entry hall is called the lam 
rock. It is reached only by air or Umurlhen (S. "Bridge or the III· 
across the violent waters just f;lIed"). It opens onlo the 
above the Goriwing. The m(lin complex's third level. 
gate faces southward. and is set Level One: Lucated just 
into a notch in the sloping "back" ah(lve the water-level at the b:lse 
of the rock, only five feet above of the Goriwing. this level 
Ihe water leveL serves as the keep's primary 

Lachglin is closely protected living area. Great windows look 
by one uf the demonic Dindue (S. (lut nnnhward :11 the cascading 
"Silent Shadows") and maintains Enchanted River (GGlduin). 
aguard oflhirty Uruk-hai (six 5th, while smaller. magical. trans-
twelve 3rd, and twelve 2nd levels) pilrent stoncs ;Irford a southward 
in therocky cmgs surroundinghis view of the tx.>IIom of the lake 
hold. These Orcs also maintain a up�tream above the falls. 
vigil over the numerous tmils The kitchens and store nXlms 
which connect Sam Goriwing to ., arc located on the soulh side of 
the Dark hollows to the south and the levcl and occupy half the 
west. In addition to these min- tower's bilse. A Gre:u Hall, with 
ions, Lachglin has encircled the paneled walls of finely-worked 
area (a 2 mile radius) with hun- wood fills the nonh side. The 
dreds of Yavin Girith (S. "Shud- light entering the vast nonh win-
dering Fruits"), beautiful vines dows illuminates this twenty 
which hang like finecunains from foot high chillnber. Rich carpct-
the noble lrees ofthe forest, Their ing made from the fur of be:ns 
tasty golden fruits are insidiously covers most of the silvery stone 
alluring; their bluish leaves pro-

� 
noor. The coats-of-anns of the 

. , .  
duce a fine. O!imost imperceptible 

�\ 
Nonhman groups Lhachglin Ims 

mist which acts to send nearby ) I destroyed the upper portions of 
fools into a deep, continual sleep. r.J 

> 
the walls. Wrought-iron fire-

U I ·  ....:.... / I{ • . 
nwary trave ers encountenng I' I pots provtdeany nl.�essa(y heat-

these cruel plants invariably __ -..... � -!J '''f ing, but generally the M:Isterof 
awake after a fruit-laden feast in -'-':"- ,; r. ... ( . the F:ll1s enjoy!' the cold drafts. 
the hands of unkind Uruk-hai. � Passage to level two is aecom-

LAYOUT 0.' SARN GORtWING plished by way of stairs set into 

Main Gate: Black iron doors inlaid with altemating spiral de- the ouler wall on the tower'� cast side. 

signs of gold and silver mark this opening. Each door is but three The kitchens and store rooms arc crude in appearance. being 

feel wide and only six feet in height. TIley slide sideways into the nothing but chambers hewn out of the Sam and uncmbellishcd. 

rock along metal tracks. There are two locks: ( I )  two great metal Nonetheless. the three wondrous "viewing ports" which gaze 

"anns" which look like the limbs of a Dragon are affixed to the nonhward through ninety feCI or enchanted rock tn reveal the 

back of caeh door and pivot and slide inlo holes in Ihe opposing watery world of Lhaehglin's Lake more than make up for the lack 

panel. enabling the "claws" to lock the doors together and prevent of decor. 

doormovement:and(2)two hugemetalbarswhichslidedowninto LCYel Two: TIlis level is occupied by the Throne Hall. the 

the wall slots on either side of the doors, precluding any opening, tower's ccrcmoni:11 chamber. Here Lhachglin sits in his " Living 

The anns are manually operated by the guard, while the bars are Thronc" madc from a live tree uf some pervcrse nature. The trec 

lowered by levers beside Lhachglin's bed and throne or by rapid itself will grab (+100 Large Grapple) and strangle (+100 Huge 

movement acruss t.he stone, set il1to the entry hall just inside the Crush) anyone but the Masler unless given slx:cifie orders tn the 

door. contfllry. Only Llmchglin scem.� its rriend. The free can alsol1love 
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its abbrevitl.ted branches 10 shield the foul Animist. adding 50 10 his 
combat defense and 20 10 his RR. 

Before the throne sits Ihe Forest 0,.", a green viewing slone 
three fect in diameter and set into Ihe blue marble floor. It can 
rOlale 10 allow the user to view any part of Mirkwood, aside from 
Dol Amroth and certa;n guarded Elven refuges (e.g., Amon Thran
duil). Unfortunately for most, the stone can only be used by one 
who sits in Ihe throne. The Foresl Orb operates by mental 
command and can see views only "as one would view them from 
a nearby vantage point." 1t cannot see spuces "fully illuminated by 
the natural light of day." and works best at night or in intense 
shadows. The user can also focus power and make a mental attack 
un any one sighted trespasser who is within 300 yards of the Sam 
(usable but three times per day at user's level). The attack is akin 
to a Word of Death, or optionally. a Word of Sleep. 

The Throne Hall has a twenty-four foot ceiling which is criss
crossed with arches of si lvery w{xxl. The walls and fl{X)rs are of 
blue marble and are covered with IUpestries depicting hideous 
scenes of rotting forests and swamps. A door in the north wall leads 
tothe stair which winds down to level one or up to level three (the 
main entry level). Another exit, behind the throne. opens onto 11 
narrow stair which winds up to the sixth level above. This course 
may only be taken if the tree throne is in its "shield mode" - i.e .. 
has ils branches closed. concealing the exil to an outside viewer. 
Level Three: Entry level. This level is a large greeting chamber 
of black and grey marble with an eightecn fool high ceiling. It hilS 
three accompanying guard rooms, each set into the exterior tower 
walls and occupied by two third level Uruk-hai. Three other doors 
grace the south !)icle of the level: facing them, thecenterone opens 
OntO the entry hall: the one on the right leads 10 a stair winding up 
to level four; <lnd the one on the left enters onto the stairway to the 
levels below. These three doors are all iron and are kept super
heated (400degrees) by way ofintemal stcam shafts leading down 
10 the kitchen. 
Level Four: Guard h:ll\s cover this level. Here live the remain
ing Orcs of the garrison: five 5th. four 3rd, and eight 2nd level 
Uruk-hai. There :lre no fine furnishings: the Orcs live in the usual 
Goblin-squalor. amid fetid things :lIld refuse. The walls. ceiling 
and floors arc of the uncovered stone of the Sam. Wet straw covers 
the floor. and water troughs :lbound. The ceiling is fifteen fect 
high. 
Le\'el Five: 111is area houses the library. study and laboratory of 
Lhachlin. The entry is onto the exterior wall stairwell through a 
door on the west side of the tower. in the study. When this door 
opens the stone floor of the study "disappears." but Ihis is only an 
illusion which will goaway when the door is closed. To stay on the 
stair contemplating the nature of the floor is unwise. however, for 
two portculli set in the ceiling above and below the stairwell 
landing will drop wilh amazing speed if the door is held open more 
than five seconds. As the porteulli tlrop. the landing will "opcn up" 
on a hinge attached to the interior side of the shaft. Anyone atOp 
the landing at this point will fall eighty-five feel into the well of 
boiling water which provides steam for the Sam. The fall results 
in a +40 Large Fall/Crush attack. Victim takes one A-E Heat (roll: 
01-20 = E; 2 1 -40 = B; elc.) critical per round immersed. Note thai 
the landing is actually a melal-backcd slab ofrelativcly thin slolle 
and is warn1 to the touch.The study occupies a small area on the 
nonhwest side of Ihe level. It is graced with a small hearth and 
filled with great chain; of wood and wool as well as a fine oak table. 
The table is actually a receptacle for items of interest, and the top 
lifts as a lid; beneath lics a Book of Water Law, a Staff of Lightning 
(+3 spell adder), and a Ring of Fell Creat/lre Control ( x2 PPlhal 
allows wieldertoconlrol one subdued Fell Creature completely, so 
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long as il is within 30 feel). Like the resl of the level. the ceiling 
is nineteen fect. 

The library occupies thc northeast side of the level. while the 
laboratory is to the soulh. To reach the sixth level one must ( 1 )  go 
up the stairs by way of the stairwell off thc study. or (2) shimmy up 
a red-hot (400 degree) iron pole set into the exterior wall. behind 
a panel in the laboratory. The pole goes up into the wall ten feet. 
where it reaches Ihe sccret stair which connects Lhachglin's 
chambers to the Throne Room. 
Level Six: Lhachglin's Chambers. Door in east wail icads Onto 
main stairwell anti to levels five, four, and three below. Door 
behind headboard of the bed leads to secret st,lir connecting these 
chambers to both the laboratory and thc Throne Hall. A third door. 
in the northwest wall. opens onto ( I )  a balcony with a fine 
downriver view. and (2) a stair winding up through the exterior 
wall to the roof level and observatory pinn:lcle. 
This latter door is of iron and huge. being fully a foot thick. 
Nunetheless it is light. for it is hotlow. When open one can sec a 
small. raised rune above the bolt mechanism on the door's side 
edge: by turn;ng the rune the inside panel of the dlxlr opens tn 
reveal Lhachglin's real treusure hold. Here he keeps: 

- 500 gpo 2.500 gp in gems. and 100 mp. 
- a  12th level S/Jell-sloriflJ,l RiflJ,l. 
- a x4 Staff of Firt'bo/ts. 
- a x4 Staff of WindrllflllinJ,l. 
- a +4 Staff of Dark SlImmons, 
- a 20lh level Ring of lJemon Mastery. 

- a 20th level Book of I'arll Mas(('/"y. 
- II pair of Boots of Invisibility. 
- a pair of Mace Gal/mlt't.s (hands strike as maces). and 
- a  Pouch of Water SlInlflWllillX (gathers up to I gallon per 

day out of the air). 
The great bed pivots to reveal the secret passllge. either by hand 

or by Lhachglin's commund. Anyone beside Ihe bed whcn it 
moves could well be knocked down as it swings. Beside the bed 
are a number of tomes on Ihe lIi,l·tory of IJarkne.I·J and £vil 
Cleridsm. as well as a pair of chests tilled with the Animist's 
elothes. A smllll Chest ofCllrsl!s sits behind ;1 '''cme panel scI into 
the wall in back of the larger clothing chest. The p:mel opens 
ITIlInually. 

Anyone opening the Chest of Curses will Ix: attacked by a 10th 
level Sleel) spell; all within the room (llside from the household 
guard and Lhachglin) will be beset by the 121h level Wind Cllrse 
- they will be forever unable to move against the wind. regardless 
of their mode oftranspon. Should somcone wish to defy the curse. 
they will become "pan of the wind." moving with the capricious 
currents ror 1 -10 days. and then "deposited" upon thc ground at 
random (with a fall from 0-100 feet). 
Roof Level : This opcn area lies 165 feet above the base of the 
tower. Rimmed by II thick, four foot high wall and covered with 
smoolh black marble. it provides a safe and beautiful vantage 
point. Small bils of inlaid silver dot thc floor and simulate the 
primary constellations of the heavens. A largc "activc tree" stands 
guard, often taking root in one of the two "rooting bowls" set into 
the railing's surface. Enlry to the level is achieved by way of the 
slairwell which connects Lhachglin's room to the Observation 
Pinnacle. 
Observation Pinnacle: Here one can gaze upon the stars 
through the Animist's fine telescope. Thc enchunted device wus 
devised in Arthedain and stolen in one of the Witch King's early 
campaigns. 
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II can ( I )  casl a lightning bolt 300' fecI 31 a fully-sighled largel 
or (2) simply act to magnify one's vision. 

NOTE: RefJj$(' and H'as/(' are depol'iled in shafts set into the 
exlt'rior walls on el'uy lew>' hilI three. Till' malerial is 
washed dnwf/srrt.'",n by worcr from 'he falls k'l/ich clears 111(' 
ret'eivi"K INHJ/. Fresh I\'Uler is brtmxJII infrom Ihe lake /el'el. 
IJt'iow the Goriwill!: rlrl' wlIIl!r buomes strangely ellchallted 
am/ is daflK"rous to drink. This is perhaps dlle 10 Ihe SUrtl 
Goriwillg it.w!l/. (lIId it i.f .wid Ihal " so fong as rile tower 
remaills . •  " .. Walt',-S will /X? sorrow fill. " 

, 
1 

, 

NAHALD KlJDAN 

18.2 NAHALO KOOAN 
Nahald Kfidan (Rh. "Secret Holes") is a grouping of cliff-hives. 

large beehive-shaped, slone dwellings set on a pair of ledges 
located in the northwestemmost part of the Iron Hills (5. " Emyn 
Engrin"). The site is situated in the foul vale called the Nan 
Mon;creg, an area long associated with dark culls and strange. 
nQCtumal terrors. About 100 miles east of Erebor and a little under 
forty miles west of the headwaters of the Camen, it is strategically 
located and serves as a significant danger to Dwarven interests in 
northern Rhovanion. 

A winding path works ilS way up the steep reddish cliffs 
overlooking the N::an Morsereg. The circle of cairns beside the 
valley stream's spring-pool marks the beginning of the climb. 
White pebbles cover the troil as it ascends in switch-backs toward 

Or/I('I' Dark Site,,': NahuM Kfldun 

the topofan 1800' hill. Deep green grass covers the hill's pellk and 
carpcL" the valley proper, bUI on the cliff-side the terroin is nearly 
vertic::al and unifonnly ruSty in colomtion. 

L.", VOlff In' TH.: S.:c;lu;r HOL�:S 

Lower Ledge: As the palh finishes ilS twenty-first switch-back, 
a red-stone stairway begins: it rises to the lower ledge of the Nahald 
KGdan, Here reside three of the Maeghirrim: Brego, Edwodyn, 
and Thr'Jear. Their stone homes reflect the Northmcn's ancestral 
preference for the rugged hive-shaped design. Like the abodes of 
the other lords these are built on twO levels: the lower portion is 
reserved for stores and has a small well, while the upper area 
affords comfortable living quarters. A steep wooden stair con· 
ne<:ted to the outer wall joins the two floors. TIlc entry opens onto 
the upper floor, where a single room, thirteen feet in diameter and 
fifteen feet at its highest, covers the enlire level. A stone fireplace 
is built into the only interior support, a stone column at the the 
center. The upper floor is of a deep wood covered with carpets, 
while thc lower level's surface is flat white stone. llie grey walls 
are thickest at the base where the stone is fitted to 11 depth of eight 
feet. Near the peak of the roortheceiling is but three feet thick. An 
interior wood frame covered with spruce panelling reinforces the 
structure. The doors are hewn from oak. 
Upper Ledge: The lower and upper ledges are connected by 
another winding path which cuts its way up into a cleft in the 
cliffside. A substantial, flat field covers the upper ledge. This area 
is considerably larger than the lower area. Seven residence 
structures, each the usual twcnty·five feet in diameter at the surface 
level, dot the cliff"s edge. Two greater buildings are sct further 
back in the valc. These are sixty fccl in diameter, and are nothing 
mon:: than a larger variation on the same architcctural theme. They 
have four floors instead of two, the walls vary from twelve to five 
feet in thickness, and a stronger wood frame is employed. 

As one looks at the Nahald KGdan from below, the storage 
building is located at the far left of the upper ledge, nestled beneath 
the hill's overhang. The Place of the Ten, an assembly and study 
area, is in the large structure at the far right. The small residences 
are occupied (from left to right) by Freahar, Haed, Broehir, Brror, 
Frtowyn, Orduclax, and Daeg-udra. 
The Caves: Two great caves are set into Ihe cliff under the giant 
overhang. The one on the left is no more than a winding twenty· 
foot wide passage (10' high) which cuts in 100'. There ten prison 
cells are kept, each a 4' .II. 4' x 4' rock inset barred by an iron grate. 
This area is guarded by seven 3rd level Nonhman fighters -one 
3-man and two 2-man shifts. The other cave is reached by a 3' 
round shaft which slopes up into the cliff at a 30 degree angle. The 
shaft is sixty feet long and can be blocked by portculli set at 6' 
intervals. 

TIle ponculli are controlled by ( I )  levers on t.he interior, or (2) 
by an overriding, immovable "controlling" stone in Orduclax's 
chambers, which openltes by touching the surface and concentrat· 
ing for 1·2 rds. 

In addition. a jagged quartz sphere covered with the poison 
Brithagurth is suspended above the upper opening to the shaft. It 
can be released (I) automatically, whenever someone touches a 
por1cullis in the "up" position or (2) manually, by a lever in the 
upper reaches of the cave, TIle shaft leads 10 a dome shaped 
chamber 90' in diameter and 55' in height. 

Dominating the center is a 12' deep pool, 30' feet in diameter, 
which surrounds a single throne of black glass (with a seat of hair). 
Here the Maeghirrim meet in secret 10 discuss strategy or for high 
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Rituals of Darkness. Symbolic executions are also perfonned in 
this chamber. Lining the bonom oflhe pool is theCulfs treasure: 

- 3.000 gpo 150 mp. 30 gems worth 100 gp cach. 50.000 sp. 
- ten x3 Staves. 
- a  Wand o/Fear, 
- three ( l ib) Silver Lions which come 10 life upon the 

command of the last possessor, a shield which reflects up to 
one spell per rd. 

- Gloves 0/ Arrow Deflection (+50 DB bonus vs missile 
attacks), and 

-an Orh o/Seeing which allows the user to observe any known 
vantage point within one half mile as if he/she were there. 

Description of Place oflhe Ten: There are four levels. Each is 
connected by a ladder which is affixed to the central pillar (and is 
reached by an elevated walk whenever an obstacle intervenes). 
The bonom floor. level one, is the study and laboratory. A well of 
fresh water surrounds the central support pill1lr. when:in lies 11 
fireplace. 

Level twO is flush with the ground and houses the entry-way. 
Here an assembly hall ha..'1 been constructed. Large pillows made 
from stuffed dogs titter the room. 

Level three is the library which houses various tomes of Dark
ness. The books are all covered with black goatskin covers and 
have no markings. Only the Ten know of the contents, and every 
third book is inscribed with nothing bUI alternating91h level Runes 
of Death and Sleep. The Maeghirrim always open a book to its 
second page; should Ihey forgel. il is better to fall asleep. 

Level four is the area reserved for daily meditation. 

NAHALI> KllDAN 

1 8.3 CEBER FANUIN 

CEBER F ANUIN 
A"ICIAL VI"W 
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Ceber Fanuin (S: "Spike of the Cloudy Night") is the home and 
stronghold of Huinen the Seer, a servant of the lale King Oropher. 
Situated atop a rocky crag in the easternmost spur of the Emyn 
Guldur(S. " Sorcery Hills"). the highland retreat is about 1 1 5  miles 
due east of the Naked Hill. It commands a wide view of southern 
Mirkwood. 

Long believed to be dead, HUlnen actually retreated from sight 
after becoming quile insane. Save for the Necromancer. few are 
even aware of his eltistence. The Seer is a Naldo Lord of 
considerable power and is ostensibly independent, but his presence 
in Mirkwood pleases the Evil One. Sauron dominates Huinen 
through his servants. 

Huinen's house is actually quite beautiful. with its several 
gracefully curving balconies jUlting horizontally from the jagged 
peak. The sheer-sided hill is capped by three towers. their bases 
fused with the natural rock: and the towers and balconies are all 
interconnected by corridors carved out of the heart oflhe pillar. All 
of the doors 3rc of two inch thick oak bound with iron strips. and 
fastened with sophisticated steel slide-bars, operated by twistinga 
handle on either side of the door. Each has a lock which is identical 
10 the others but is rarely used (except where specifically desig
nated otherwise). 

Light is usually provided by lamps tnounh::don wall brackets
in the corridors spaced at len fOOl imervals on alternating sides 
(closer over stairs). and at varying density in the rooms. There is 
a stairway from each balcony down inlo one of the rooms below; 
the slair may be closed by a hcavy oaken Irapdoor securely bound 
with iron strips. and bolted shut from the inside with threc iron 
deadbolls. The deadbolts are inaccessible from the outside. 
making the lock absurd (-75) 10 open. 
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CEDER F ANUIN 

LA VOUT In' C�:IU:R F ANUIN 
1. Lounge. The largest single room in thecomplex. this chamber 
has three large windows offering a panoramic view of the sur
rounding forcst. The furniture is all low couches and cushions in 
eanh lones. 
2. Guard station. (See Tower A layout for plans of the upper 
levels of Ihis lower.) Three Elven guard/servants are always on 
duty here. 
3. Guard lounge. 
4. Breezeway. This section of hallway is completely open on 
onc side-with the exception of a railing -10 the air, and a 30 fool 
sheer drop. 
S. Library. This is the main library of the house, containing 
many histories, as well as anlhropological, astronomical. and 
physics-related texts. There is an entire section devoted 10 the 
journals of Huinen. including his past and fUlUre visions. Most of 
these are almost totally incomprehensible gibberish. Thcre is also 
an extensive literature collection. As a rule. Huinen's library is 
open for his servants' and guests' use. The room is furnished only 
with several tables. The walls are totally covered with book
shelves. 
6. Re!dding ruum. Comfortably furnished and well lit by a 
southern exposure. this is the preferred room in which to peruse 
material from Ihe library. 
7. Huinen's office. Furnished with a huge oak desk and several 
plush chairs. this is udim. cluttered room: cluttered because of the 
stacks ofliterally hundreds of papers strewn about the room. not to 
mention the unfinished journals and notebooks stacked haphaz
ardly about. There arc also myriad knicknach piled around the 
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room. none of them very valuable. However. there isa secret panel 
in the stone wall next 10 Ihe window. and inside it is the headband 
Rima/agoll (S: "Sound of Many Wings") in a small box of fine 
wood. The lock on Ihis room is different. isexlremely hard (-30) 
to pick. and only Huinen has the key. Huinen occasionally will 
lock himself in his office open the window and use thc Rimalagon 
to spy out the lands about his home. He mrely goes out except al 
night. 
8. Laboratory. This room is equipped with anexlensive lab and 
a variety of chemicals, bUI Huinen knows little of chcmistry and 
dabbles withoul purpose. There is nothing here ofpanicular use. 
The door 10 this room is kept locked. The mechanism is hard (·10) 
10 pick and Huinen has the only key. 
9. Guard mess and kitchen. (See Tower B below fordelails of 
upper levels.) This is Ihe informal gathering place of the garrison. 
10. Drawing room. Carpeted and curtained in dark red. 
1 1. Trap. The last ten feet of floor is a pillrap, triggered when 
more than fifty pounds of weight is exerted on it. The trap is a 
chute, dumping uny who full through oul the cliffside to bounce 
their way down Ihe 100 fOOl drop. 
12. Dining room. Elegantly furnished: sealing for twelve. 
13. KUchen. 
14. Panlry. 
15. Bakony. 
16. Servant quarters. Three servanls reside in this chamber. 
which is subdivided. They are 'oncall' al all limes loanswerlO the 
needs of their masters. 111ere is u pulley syslcm so Ihlll a rope 
pulled in either room #18 or #19 will ring a bell here. 



Olher Dark Sil('s: (,,,h,,,. F{/II//ill 

17. Guest quarters. Richly furnished guest bedroom. 
18. Ringlin's quarters. Huinell's mystic assistmll Ringlin lives 
here llmong.�t .�ill1ple bill expensive furnishings. Ringlin is.a Naldo 
Elf. loyal to Huinen. but basically nCUlrul in nature. He is at oJds 
with Arien (sec #19). as he hclieves that her suggestions arc 
contmry to Huinen's health and the long tenn survival of the house. 
He. of course. has lillic inkling of the true source of her ideas. 
Ringl in ha� black curly Iwir. is slender of build. and stands 6 ·7",all. 
His eyes lire perlmps his must unusulli feature. ilnd earned him his 
name: (which me;lIls "chilling gl:l1lce" in Sinc.brin) they are a 
brilliant violet. It is said that hi)' ghlllce alone can I)aralyzc. 
19. Aricn's quurters. Thc stark bedroom of Huinen's Seer 
assislanl. She is a Silv;m Elf. seduced to evil by Sauron him!>Clf 
long ago. whom she had tried to )'py upon with her Sceillgabilities. 
Of course. the Necromancer detected Arien's fumbling attempts 
and took control of her with hi!'> powers. She has been instructed 
to manipulate I-Iuincn. Huincn's actions are. however. so erralic 
thm there is seemingly no danger of him presenting lilly organized 
threat 10 anyone. The entire garrison ili colllplctcly loyal 10 Huincn. 
so there is lillie chance that Arlen could arr:Jllge :1Il ·ovenhrow·. 
Arien has long chestnut hair ilnd green eyes: she is 6"2" tall and 
carrie.� her body with feline grace. She is a rare beauty even among 
the Firstborn. 
20. Workroom. A gCllcral opcrations area where upkeep of 
clothes. furniture. elc. goes Oil. 
2 1 .  GU:lrdroom. (See '['ower C for det:tils of the upper levels.) 
Four garrison guards lire on duty here 111 ali lill1es. 
22. Stairway. The main stairway in the house. it is the only 
conventional method of re:Il'hing th..: forest noor. The �tair spirals 
down 100 feel. opening UI1l0 a winding. rough-hewn tunnel. and 
finally a slmtl1 litable whcn.' six horses arc kepI. Two guards arc 
posted ;It the entrance bcluw. The dum at the bottom is;t skillfully 
made secret onc.evell lhough il is large enough to allow ;) horse:lIld 
rider to enter and exil easily. It l·;tn also he securely locked from 
the inside. 
23. Armory. The stores here include Ihree + 1 5  longboWS. five 
+ I Oshon swords. ten +5 daggers. one +20 dagger. two + I 0 shields. 
and aile + 15 ge (killing bola). 

Tmn:M A 
level 2. Guard quarters. These barracks house 20 guards ill 
subdivided rooms. 
Level). Practice hall. Thi.� isan unfumbhcd chamber in whieh 
the garrison brushes up 011 their fighting skills. 
Level 4. Observation 1001llJ.:C. A comfortably fumished room 
where the guards spend many of their off-hours. 

TOW.:M II 

Level 2. Guard quarters. I-!ouliing 32 guards in subdivided 
rooms. 
Le\'d J. PriStlner qUllrlers. Sutxli vi<led inlo Ii ve cells. Ihis tlrea 
accomooates any temporary uninvited visitorli to whom Huinen is 
not interested in extending his full h().�pitality. Even thesc rooms 
arc fairly comfonable, ;tlthough they are equipped with sh:tckles 
mounted to the wall. on dmills long clt\)ugh for the prisoner 10 
move about the room. Each cell is doscd by an iron door with a 
small barred window. The locks lire cxtrcmdy hard (-30) to pick. 
Huincn and his bodyguards have keys. 
Levcl 4. Museum. This room is fillcd with ;1 variety of biZarre 
Objects d'an: SlUffed r.tre anim;lls. fish and birds. statuary in 
bronze. 111l1rblc and glalis. Thclie items are scattered about the room 
on pedestals of varying height and circumference. creating a 
veritable maze. 
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Level S. ObservDtion deck. The walls or this level are made up 
almost entirely of glass, the roof .�upportetl by steel reinforcing 
bars. The t100r of this rooll) is very ullusuul in that the area from 
Ihe outer wall in len feet mtates .�I()wly. Fourchain; are set evenly 
about the perimeter: occupied :1l all times by g:trrison guards. their 
instructions arc to survey the surrollndillg Imtdscupc for intruder:-; 
orany unusu:tl nctivity. Shiftschnnge every two hours. E.1ch chair 
makes a complete tum about the room every 5 minutes. 

Town< C 
level 2. Anteroom. The spirotl slairway ends at Ihis level. The 
door from the stairway to Ihis level appears identical to all the 
Olhers but in fact is only wood veneer over a steel core. The lock 
on the door is sheer folly (-50) to pick. and its mechanism causes 
six deadbohs to shoot from the door into reinforced sockets in Ihe 
surrounding doorframc. For additional security. two solid iron 
han; can be .�wung tlown into brackets 011 the door for additional 
braCing. These bars are inaccesible frol11 the stairwell. In shorl, lhe 
door is practically unbrelldmble by normal means. TIlis level 
consists entirely of a large anteroom. filled with an incredible 
collection or the gaudy and the bcautiful. the common and the 
biz(trre. Myriad c:trpets overlap on the !loor and t:lpestries cover 
the stone walls. The furniture which pucks thc room is from at least 
ten different styles :tnd time periods. and all of il is covered with 
strange knicknacks and devices. Mixed in with the trash arc 
perhaps twenty small ilcms of lrue value. totaling approximately 
10.OOOgp. 
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Level 3. Hulnen'sSeeing room. TheaRly furnishing in this room 
is a large, throne like chair mounted onto a two step pedestal. The 
chair is massive in design and made of oak with red velvet 
upholstery. TIlt: tops of both anns of the chair nip up. revealing 
four bUllons on each, the pressing of which do the following; 

Front It'lt: rol:llc thechair and dais cOnlcrclockwise while held 
down. 

Second Ie/I: rotate the chair clockwise. 
Third left: CHUseS steel panels 10 slide down over thc windows 

in the room. prOiccling them from outside :mack and cutting 
off all light in the chamber. Pressing the bUllon again rdise.'1 
them. 

Fourth fe/t:causes a steel panel to slide across the opening in the 
noor through which goes the stair to the 31l1croum. 

Righi/rom: (Imp) causes a spring loaded nc<:dlc to fin: out ofthe 
b..1ck of the chair into the back of whomever is silting in it. 
Treat us a + 100 rapier. no quickness bonus for target. Rapier 
is tipped with the poison Ondohithui. Anyone receiving a 
critical must resist the poison or suffer the effects. 

Sec.·ond right: triggers a mugical fog. This mist is created al the 
perimeter of the room along the ceiling, and floats in a grey, 
opaque sheet to the Ooor, when: it rolls about and eventually 
dissipates. Huinen uses this mist asa projection screen upon 
which he can cause various images and scenes to appear 
using his spell powers. including scenes from his memory. 

Third right: after pressing this button (and after having sum
moned the fog), anyone silling in the chair can mentally 
travel anywhere in the house. 

FOImh right: (trap) causes a magical fog similar to the screen 
fog. but Ihis has a slighl green tinge - and is deadly to 
breathe. It fills the room. and all must resistorfall asleep and 
eventually die. It is a derivative of the poison Hith-i-Girith 
but much stronger. Pressing the first and second left bullons 
simultaneously cause the throne and dais to raise into the 
ceiling through a secret door which opens as the chair rises. 
This is the only 'nonnal' mode of access into Huinen's 
bedroom. 

Level Four. Hoinen's bedroom. A large curtained bed rests 
againsl the wall; the walls, where not punctuated by large win
dows, are covered by wardrobes set against them. these being filled 
with an eclectic assortment of clothes of various styles and types 
as well as some odd padded items. which the astute intruder may 
realize to be body padding to alter Huinen 's natural fonn. The back 
of one of these wardrobes is false and is a secret door, which opens 
onto a full length mirror. The mirror is. as one may suspect. 
magical in nature: it is a short range teleport. the only access way 
to the Seeing Room above. One simply sleps through the mirror 
and appears in the room above in fmnt of another such device. 
There is also a huge dresser with three flanking mirrors. The top 
of the dresser is covered with myriad jars and cans of various 
makeups - an extremely sophisticated and complete collection. 
There ure also a number of freestanding full-length mirrors sct 
about. 

Or"(!/" Dark Silel': CeiJer FU'lIIin 
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LEVEL 3 
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Level Five, SeeingRoom. Here isthecenterofHuinen's power. 
The windows in the room are laen and unbreakable; the walls 
would fall first. and they are reinforced with steel bars. The only 
furniShings in this room are a slab of glass eight feet high, three 
wide, Ilnd one inch thick, standing without any visible support, but 
immovable and virtually indestructible: the other end of the 
teleport from the level below; also a chair and table. The chair is 
ornate and detailed in design, of oak with a padded red velour seat. 
The table has a polished black marble top. three inches thick and 
four feel in diameter, supported by an ornale golden pedestal 
shaped to resemble a tree with spreading roots. The base and radi
ating branches hold the top. Sct upon the table is an orb of crystal. 
one foot in diameter, resting on an incredibly delicate base of 
finely-wrought mithril. The orb is a truly powerful device of 
Seeing. and with it. Huinen is able to utilize his Seer's powers as 
if he were a much higher level. To be more precise. it is a x6 PP 
enhancer and allows any Seer to cast any spell lists (already known 
to him) up to twenty levels above his own while using the orb. This 
is heavily dr-dining. and Huinen is only capable of doing it a few 
times per week without pennanent damage to his pemlanent s tats. 
Huinen is able to tap the PP multiplying aids of the orb without 
being in i,'s presence. He has learned much ofevenl'i in the world 
and perhups that contributed greatly to his current state of insanity, 
realizing as he does the peril of the enemies of Sauron. Much does 
he know; lillIe will he communicate to anyone. even his trusted 
adherents. 
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1 9.0 PEOPLE OF NOTE 
The following individuals figure prominently in Wilderland's 

affairs. 

1 9.1 THE NECROMANCER 
It has been over five hundred years since Sauron lost his Ring. 

cut from his hand by Isildur with a shard ofNarsil. Without doubt, 
his power is a shadow or what it was but he has been gathering 
strength and is now far more potent than he would have been then 
without his greatest of items, 

NOTE: To define the limits of Sauro" is a losk diffiellit 
indeed; he is IIor by IIallIre o/Elldal', being olle o/the MaioI'. 
However, some Kllidelines can be drawn which descrihe---
at least in genera/ terms - rhe powers of 'he Lord of 'lie 
Rillgs at this time. The stats ami powers listed below are Gp
IJliwble when he is in his physical form. 

THE NECROMANCER 

Level: 180 (240) 
Race: Maia (Fallen Servant of Aule) 
Hils: 600 
Armor Type: Plate/20 (-200) 
Melee Bonus: +250 (broadsword or mace) 
Missile Bonus: +200 (longbow or steel bow) 
Moving Maneuver Bonus: 60 
Spcll Bonus: + 150 to any directed spell 
Power Points: (5x240>:1 200 
RM Slats: SI: 1 10: Qu: 100. Em: 9O, ln: 100, Pr: 200, 

Ag: 101;  Co: 1 10: Me: 102: Re: 101;  SD: 99. 
MERP Slats: St: 1 10; Co: I 10; Ag: 10 I ;  It: 100; Ig: 102: 

Pr: 120. 
Appearance: 02 
Special: When in combat. the Necromancer should be 

lreated as a "Large Creature," and criticals he receives 
should be resolved on the appropriate critical hit table. 

19.11 THE NECROMANCER'S POWERS 
Sauron is able to wield any spell on any list under any profession 

with equal ease. He possess no power point enhancer; none could 
begin to replace his Ring. He stands eight feet tall, with black and 
monied skin. Part of his defensive bonus is due to the nebulous 
character of his being and the distorting nature of his appearance. 
On the rare occasion that he goes into combat, he wears unencum
bering full plate annor hewn from black Dragonskin and rein
forced with Black ithilnaur scales. He wields two weapons with 
equal skill. The first is Mormegil, a greal broadsword of the same 
material as his annor, +45, unbreakable. and 'Of Slaying' Elves. 
It is naming orcold al his will, and will deliver a heat orcold critical 
in addition to any regular critical when it strikes, 

Sauron's other weapon is the Gauntlet of Slaying. This abso· 
lutely terrifying item is a large glove of metal plates and black 
Dragonskin. Sauron is able to use it as a full shield, parrying any 
altacks, orto attack. If he chooses to parry. he may decide to grasp 
his opponent's weapon, and in doing so destroy it. The item must 
make a resistance roll versus a 50th level attack or shatter into a 
shower of fragments. Weapons with a plus receive une additional 
level (above first) for each +5. Magical weapons are given a base 
level of twenty, with an additional level added ror each +5. 
Weapons wilh special powers may be gr"lntcd extra 'levels'. It was 
this glove which was the doom of Narsil, sword of Elendil. If 
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Sauron opts to attack. all he must do is touch his foe (even his 
annor). Forcombal purposes, assume he has 'touched' when one 
or more hits is delivered on the mace table, in which case the target 
rcceives - in addition to any hit andlor critical indicated in the 
"mace" attack - an "E" impact critical hit: in addition the target, 
if touched, is the recipient of a point-blank Dark Absoilltion 50th 
level in power. (As opposed to the Dark Lord's own Dark 
Absolldion, which would be considered 240lh level.) 

As can be seen, Sauron is immensely powerful but the watch
word is restraint. He must not reveal the true grandeur of his might 
yet. His scopc is also limited without his ring. He is able to usc his 
powers, as defined by his spells, only within regions overcome 
already by Darkness. While in the Halls of Tntvd (Sec # I ,  level 
three), he is able to cast his gaze across his domain and affect any 
within his vision through the room. 

His spells are only at 60th level effectiveness, however, as some 
power is lost in the channeling. 

The Dark Lord is able to use his dreadful presence to control 
those about him. All within his sight are potential targets, and he 
can control a tolal number of "levels" equal to his own, e.g., the 
Necromancercould hold in thrall the soulsof240first level beings 
a. .. long as he bent his fonnidable will upon them, or twelve lords 
of twentieth level. Let it be said that. in the unlikely event that they 
would ever meet, a true Lord or Lady of the Eldar (such as 
Galadriel or Elrond) would require Sauron's full exertion of his 
evil will to control. Of course, in the case of those two there is also 
the factor of their rings, which protect themselves and theirwearer 
from the Dark Lord's searching Eye. diverting it and distorting its 
sight. 

1 9. 1 2  THE ONE RING 
Should Sauron ever recover the One Ring,all or Endor would be 

in grave danger. As terrifying in his power as he was, he has grown 
in might since he lost his Ring, and its runction is to augment his 
own abilities. Just to provide a taste of the unbridled horror which 
would be unleashed upon all of Middle earth, some of the Ring's 
approximate powers are mentioned. These powers are for the Dark 
Lord alone: any other who somehow gained possession of the ring 
would first have to bea mighty lord in his own right to wield it and 
would also require time to learn its powers, which would still be a 
function of the wielder. They include: preventing any of the 
wearer's spells, maneuvers, and combat attacks rrom failing; 
augmenting spell power x 18:  allowing the mnge and scope or all 
spells to be virtually unlimited: and the wearer would be nearly 
invincible to any manner of attack. 

1 9.2 KHAMOL THE EASTERLING 
Born at Laeg Goak in easternmost Endor in 1744, Second Age, 

KomOl was the eldest son of MOl TanOl, the High-lord (Wm. 
"Hionvor") of the Womaw. His mother, Klea-shay. was popular 
despite her Shay heritage, but died while the young heir was only 
seven; Tamll's Elven consort Oardarian reared KomUi and served 
a. .. his principal advisor until he assumed the throne of Womawas 
Orus in S.A. 1844. Komul 's relationship with the manipulative 
Dardarian corrupted his outlook and led to his incessant longing for 
immortality. 

As Hionvor and MiH (Wm. "King") of the Womaw kingdom, 
Kom01 1 presided over the strongest realm in eastern Middle-earth. 
His people had descended from the remants of the First Tribe of 
Cuivicnen (Q. "Awakening Water"), the same lineage thai pro
duced the Edain of western Endor. Elven blood coursed through 
I..he veinsofWOllluw Hiona (Wm. "Lords;"sing, "Hion"), and their 
mastery over other Men was spurred in part by their longevity. 
Heavily influenced by Ihe Avari, the Womaw or KomOI's day 
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practiced both Wood-and Word-magic and enjoyed the bcnclil of 
a rich and pr.tctical cullUml tmdilion. Their polilical and military 
sophistication enabled them to dominate the eastern coaStS of 
Middle-earth for thuusands IIf years. This hegemony wilhsl{xxl ils 
strongest test during the middle of the Second Age. but Kom(il I 
was lost ill the struggle. 

The dis({ml Numen6rcM cousins or the Womaw comprised fhe 
only group of Men who could dwlicngc the suprcmllcy of 
Womawas DrtIS, ;lod as early ;15 S.A. �. the Dunedain estab
lished tmdc crnba:.sics in Womuw-innucnccd territories. During 
the next 650 YC:lrs, the Nt'imcn6re;ms swayed many of the 
Womaw 's southern neighbors and built fortified colonies ill the 
islei'> of .wuthcastem Middle-e'trlh. The Men of WeSTcmcssc 
forced WOt11;\W concessions and threatened the stability of the 
cllstent kingdoll1. By the une humiredlllld fi flieth yellr of Kumal 
I's stormy, militaristic reign (S.A. 11)94), Womawas Drus ap
peared n.:signed to outside dum illation ami many of the Wmnaw 
Hiona had disclaimed their :ll Iegi;u)ce to the I l igh-iord. Proud and 
dcspcmlc, KOlllul sought helpclsewhere and turned to his age-uld 
ally D:lrdarian. 

D:lrd.U'ian met Komul lit Ihe Isle of Sunrises. at the eastenunust 
point in the Middle l"';ITId. There. the Elf-queen seduced her 
stepson, using her exceptional beauty and charm and, mosl impor
TanTly. an offer of immortality. Komul agreed to an alliance 
belwecn the Womaw and Dardarien 's A var kingdom of Helkanen. 
This union led to Niimen6rclITI concessions (under the First Ac
knowledgement) in the following year, preventing any outright 
conquest and rc1egating Dunad:m interests to centers of commer
cial rather than strategic value. 

Unfortunately for the Wnmaw, Dardarien's pact Icd to the 
downfall or thcir Hionvor. Unbcknownst to Komul l. Dardarien 
served Sauron of Mordor. In S.A. 1996, only a year after the FirNt 
Acknowledgement, Korniil accepted the instrument that conferred 
the gift promised by his lover. Taking one of the Nine Rings of 
Men. KomOI became the immortal shive of the Lord of the Rings. 
His reign over Womawas Orus ended abruptly. 

KIMMUL. TII�: RTi\'(,WIt,\ITIt 

KomG11 disappc .. rcd from Laeg Goak in the spring ofS.A. 1 997, 
after nearly seven months of vinual isolation from his people and 
his court. He appeared at Bar:td-dQr in Mordor around S.A. 2000. 
KomQl WllS known thereafter as Khamul. in accordance with the 
Black Speech pronunciation of his given name. While at the Dark 
Tower. he served Sauron as the M:lstcr of the Hold, ;lIld his 
responsibilities included administering the maintenance of the 
citadel and its g:lrrison. This wlmlship remained in his capable 
hands unti l S.A. 3350, when a .... tahil of Umbar bec.tme the Mouth 
of Sauron and the Lieutenant of the Tower. 

KhamGI ned Mordor when Sauron was c;lptured in S.A. 3262. 
Retreating into the East. he first went to Nurad and. afler a brief 
stay, he proceeded into the Shay lands of his mother's people. l ie 
remained among the Shay until S.A. 33 19, cultivating a network of 
servants whose greed fomented a sundering of the Five Tribes. 
TIlis corruption continued after Khamul returned to the Black 
L.1nd. and by S.A. 3400 KhamCil 's agent Monarlan brought threc 
of the tribes under Ihe Shadow. 

The Ell);terling remained in Mnrdnr during the War of the Last 
Alliance (S.A. 3429-3441),  sallying forth only during the cam
paign in Hhilien thaI opened the conflict. During the first four and 
one half years, he resided at Lug Ghurwn (85. "Dark land Tower") 
in castem Num (BS. "Ghurtun"). In S.A. 3434thcanny ofthe Last 
Alliance of Elves and Men forced its way through UdOn, so 
KharuUl retunlcd to his Muster's side. The Ringwraith stole into 
the Uarad-dfir during the n ight before OIl1set of the long seige. 

PmI'll' nINote: Klwmfil the Easterling 

When Ihe Dark Tower fell in S.A. 344 1 .  the NazgOI mel the 
vangard of the Elven ho:.t and foug.ht a long. brutal melee. Unpro
tected. Sauml! was forced to engage his foes in personal combat. 
Thi.<: proved til he his undoing for. although he slew both E1endil 
the Tall and Gil-gOliad, the Evil One l�l:.t his One Ring (and his ring 
finger) in the fray. and his spiriT passed into the Shadow World. 

'I'm: TlITltu AIO�: 

With the departure of the Lord or the Rings. the Nine lost the 
ability to maintain fom). They followed the Dark Lord into 
Shudllw liS the Second Age ended. Their exile coincided with 
Sauron's and lasted over a Ihousand years. The first to return 
reassumed furm in Entloraround T.A. IOjU. some fifly years after 
Ihe reappearance of the Evil One. 

Unlike his brethren. Kh;umil brieny tuok up residence with 
Sauron at the cit:tdel of Dol Guldur in south�rn Mirkwood. The 
Dark Lord hid bchind the guise ufthe "Necromancer" ;md slowly 
rcbuilt bis strength. Theil. about T.A. 1 )00. he renewed his 
struggle against the Frec Peuples, scnding the Witch-k ing to 
Angm;lrin the northwest Misty Mounltlins in hopcsofcfushingthe 
succe:.sor stmes of Arnor. 

Khlllllul left his COlntnand of Dol Guldm's garrison upon the 
departure of the Witch-king, and for the next three hundred and 
forty yeurs the Eastcrling lived at Sart anti Mang in the Mountains 
of the Wind. From these twO rocky strongholds. he sought to gain 
SWlly over the peuples of southcastern Middle-earth. Often work
ing in unison with DWlIrofWaw. Khamul fought the innuencc."Iof 
the bluri All1tar and Pallandn and vied with the Ulue Wizards for 
control of the region. lIis success W:lS only partial but. by T.A. 
1635. the Dark Lord was satisfied and ordered the Second of the 
Ulairi back to Dol Guldur. 

Khamul's arrival coincided with Ihe ;Idvent of tile Great Plague 
thai ravaged northwest Endor. so for the next four years he stayed 
in Rhov:lIlion liS S:turon's chief serv:ln!. He is now Keeper of the 
Hill of Sorcery and remains in residence there. 

F�:ATIJItES ,\""1) FA"II\,'a' 

Khamul stands 6'3" :wemge by Womllw standards. Originally. 
he weighed 195 pounds ltnd had rllir, beardless skin. grey-blue 
eyes, lind long, stntight black hair. These fealures denoted a 
Womaw of high lineage. He wore a deep blue Dragonhelm and 
deep blue and black Dragon-skin. half-hide plllle amlOr. 

No one among the Womaw W:1S a beller hunter or tracker than 
Khamft1. Even as a child, he could nm like a weasel. remltining 
quiet as he passed through the dark woods of his cool homeland. 
His sense of smell wasexceptionill.and h;t1f-joking Bards spoke of 
his "hound heritllge." Somber, solitary. and clever he excelled in 
contests of stealth and duplicity. These qUlllities served him well 
in the face of Ihe complex problems that confronted him as 
Hionvor, and they made him an admirable choice as the Dark 
Lord's chief Imcker and as the caretaker of Sauron 's citadel at Dol 
Guldur. 

Khllllliil's Womaw wife Komiis gave birth to three children: a 
daughter, Womiis, and tWO sons, Womul and KOnlon. Of his thn..-c 
uffspring, uIIly Womiis rcmemlx:rcd her flit her. 

KIlAMUt,'S NATUIt�: 

Like all of tlte Ringwntiths, Khamul fears common water 
knowing that the spirit ofUlmo re.<;ides in its sparkling depths. The 
Easterling'S aversion. however, exceeds the trepidlilions of his 
brethren, for the memories and fears of his early life arc magnified 
by the magic of his Ring of Power. 

Khamftl al.�o suffer.� in daylight more than hiscompanions. 111is 
weakness, however. is offset by his aecute senses of smell und 
hcaring. 
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KHAMUL THE EASTERLING 
Lvi: 40; 50 afler T.A. 2460. 
Race: Womaw (Avaradan). 
Profession: Ranger. 
Home: the four capitals of Womawas Drus: later Dol Guldur 

in Rhovanion; later Barad-dur. 
Aka: Shadow of the East; the Black E..1sterling; KomOI I; 

MOl Komfil; the Dragon-lord; the Second. 
RM Slats: St-90; Qu-99; Em-In; In- 100; Pr- 100; Ag-9 1 ;  

Co-99; Me-63: Re-I O I ;  SD-88. 
MERP Slats: St-90: Ag-9 1 ;  Co-99; Ig-82 It· 100; Pr-IOO. 
Appearance: (93). 

PItINC;II'M. hl;MS 
Uola: ("Water-skimmer") +25 magic Elvcn Killing-bola 

("Gc") Illude of bluish Cuivae wood from the land of 
Helcar SOleI. In addition to any nomlal critical strike of 
"B" or greater severity it delivers. it alro yields a Crush 
critical of one less degree in severity (e.g .. in addition to a 
"0" Unbalancing critical, it delivers an "A" Crush 
critical). When cast over water, ilS projectiles can be 
skimmed, giving the bola a bonus equal to +40. enabling 
strikes around comers with :mgles of 45 or less degrees, 
and eliminating nomml range penalties. 

Blowgun: ("Stinging Tongue") + 1 5  mallorn-inlaid compos
ite Blowgun, an Elf-Slaying weapon. When poisoned 
darts are used and yield a critical strike, the victim must 
make a RR versus an allack equal to firer's Ivl + poison's 
Ivl. 

Dragonhelm: + 10 deep blue full helmet shaped like the 
head of a Fire-drakc. Adds + 10 to all of wearer's RRs 
and enables him 10 cast spells as if he were 60th Ivl. 

Armor: Deep blue and black Dmgon-skin, half-hide plale 
annor that is unencumbcring to the wearer, yet protects 
like full plate annor (AT 20). 

Morgul-knife: ("Sorcery Knife") +30 dagger which strikes 
as a short sword. Its long, thin enchanted blade gleams 
with a cold glint. It dissolves whcn exposed 10 sunlight 
and breaks off whenever the knife yields a critical strike. 
Once the blade is embedded in a victim, the victim mUl'lt 
roll a RR versus the wielder's lvl. Failure results in the 
blade finding its way to the victim's heart within a 
number of days equal to 50 minus the RR failure number 
(e.g., RR failure by 26 means 24 days). Should the shard 
reach the victim's hean, the victim becomes a wraith
servant (i.e., an undead slave) of the knife-wielder. 
operating thereafter at -50. Failure also results in a 
debilitating poisoning, and the victim operates with a 
penalty equal to twice the RR failure number (until he 
becomes Undcad). 

SPECIA.L Powt:ItS 
Spells: 120 PP (later 150 PP). Base spell OB is 40 (later 

50); directed spell DB is 40 (later 50). Khamfi[ knows the 
Path Mastery list to 30th Ivl (later 50th Ivl), the Moving 
Ways list to 25th Iv!. and all other Base Ranger lists to 
20th lvi, and four Opcn Channeling lists to 10th level 
(MERP), as well as five Closed Channeling lists tolOth 
Ivl and three Open Channeling lists to 5th Ivl (RM). 

Smell: Khamfil can distinguish the exact location of any 
source of a given odor. so long as the source is within 
100' and the source fails a RR versus a 25th Ivl allack. 

Hearing: Kh:tmiJl can distinguish the exact location of any 
source of a givcn noise (within [00'). 
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1 9.3 VAGAIG 
Vagaig, Ihe current legate or Regent of Dor Rhunen, arrived in 

T.A. 1 639. He is the third man to hold the "Eastcrn Appointment" 
since the acce.�sion oflhc current King Tarondor ( 1 636). His two 
immediate predecessors, Huanring (d. 1635) and Talathir (d. 
1638), succumbed to the Plugue and Asdriag arrows, leaving the 
administration of Ihis shallered fromier province in relative 
shambles. Hundreds of important senlers and soldiers died due the 
recent waves of disease, so the political sway Gondor has enjoyed 
east of the Anduin since the late seventh ccntury is now threatened. 
The task of rebuilding is just beginning, for the new Regent has 
been in the area for less than a year. 

Tarondormadea wise choice when he picked Vagaig (S. "Sharp 
Sword··) to reorder the eastern frontier. The new Regent is a 
vetcran of Harad Wars against the Corsairs of Umbar and their 
Haradrim allies. campaigned under King Minardil 's nephew in the 
Mountains of RhiJn in T.A. 1625, and scrved in the '·Watch" (of 
Mordor) while livingat Minas Ithil. Now only 61,  he is still strong, 
bUI his youth should not be confused with inexperience. His 
decisive manner and occasional ruthlessness have paved the way 
formore than a rew ofGondor's victories. Unfonunately, he is first 
and foremost a leader of Requain (S. "Knights") and has little 
administrative expcrience. Tarondoris nol bothered, however, for 
the depopulation and renewed threat from the East and Southeast. 
has led him to believe that Gondor's problems in Dor Rhunen arc 
primarily military. 

Vagaig stands 6'7" and is strong of build. His black hair, fair 
complexion, angul:lr bUI graceful features, and cool grey-green 
eyes have led many to call him handsome ... and he always agreed. 
Wars have taken their toll, of course-he is missing the lobe of his 
right ear and has a scar on his right cheek - but Vagaig remains 
a pleasantly imposing chanlctcr. This image is bolstered by a dry 
wit and dedicated sense of humor. He is generally gregarious and 
given to befriending respected companions in a remarkably shon 
time. The men who serve him find him likable, although none 
mistake his exuberance for weakness. 

Vagaig's private moments are quite different from his public 
ones. While his reputation is not based on any facade, a good deal 
of restraint and diplomacy is involved when he deals with his 
soldiers and political circles. When alone with his wife Lomamir 
orclose friends he is given toquiet bouts of grief and longing which 
sometimes last for a number of days; Vagaig has seen three sons 
die in the last six years. and only one - Gydda (32) _ remains. 
(Gydda lives at the ancestral home in the Ringl6 Valley of 
Lamedon.) His sister Quessc perished during the same Asdriag 
raid that claimed the Regent Talathir in T.A. 1638. Although 
Vagaig is generally considered even-handed with foes who fairly 
submit. and has becn just in the face of his penchant for order, he 
has vowed toextenninate the Asdriag tribes-and all those related 
to them. 

This spirited hatred has caused Vagaig to deploy an inordinate 
amount ofGondor's thineastem force in the centrul and southeast
ern hill areaofthe Talath 1·larroch. I t  has also led him to make rash 
excursions against real and supposcd Asdriag foes. He docs not 
favor Orcs, but his neglect of the Men Morannon (road from Dol 
Guldur to the gates of Mordor) and Men Uruk has contributed to 
revitalized evil activity during the dark hours in and around 
Southern Mirkwood. 

TIle pressurc has also contributed to an estrangement with the 
wife he loves so dearly. Lomamir's already limited patience has 
been strained over the years of her husband's service, and she has 
been increasingly interested in the noble Nonhman prince 
Augimund. the envoy from the Mahrearcd (Thyn or the Ailgarhas). 
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This bodes pourly (or Vasaig, (or Augimund is a subdued. philo
sophical dreamer whose passions run deep. so much so Ihat his 
mission and loyalties arc in incrca.'!ing jeopardy. The young 
Nor1hman is beginning 10 realize the Lomamir's charms. 

Vagaig favors clothing of a deep green hue. and (on rare days) 
wears a "greenish" chain mail on the mI'C instances he feels a nced 
forannor. The Regent nomlaUycarries his round larger shield and 
green Sled sword, bul scoffs al too frequent Ii usc of a warrior's 
protective covering. The weight and heat bolherhim. His neglect 
o(his own responsibility disturbs his lieutenants, but their n:spect 
outweighs their fear. This apparent lack of concern may also 
contribute 10 his distuin (or Ihe bow, an item he uses exclusively 
when hunting or compeling al fairs. Upon his shield is Ihe 
traditional dual coal-of-anns of the Eastern Regent. the " halved 
emblem" of Kingdom and House: on lOp sils Ihe deep blue field 
backing Ihe White Tree, symbol of Gondor; beneath it. the green 
ficld and While Fist of Spill hi in, sign ofVagaig's line and fieffrom 
Lamedon. 

1 9.4 PRINCES OF THE PLAINS 
There lire a numberofTIlynas, but a few have of late come into 

grealer prominence. 

19.41 MAHRCARED 
Mahrcared is the powerful lord ofBurh Ailgr.t. lhe largest single 

Northman settlement on the Talath Harroch. In recent years his 
dan has gathered logelherlheir Eolhntim brethren and reforged Ihe 
Tribe of the Ailgarthas. "friends of the sacred stag." Since T,A. 
1 627 Mahrcared has been "Thyn ofBuhr Ailgra" and "Huithyn" of 
his tribe. Despite a devastating loss during the Plague Years. this 
huge Northman wamorheld Iheclans together; only an infrequent 
use of flame and sword was necessary to maintain the union. This 
is largely due to his personal reputation as an unyielding slayer of 
his enemies. for Mahrcared takes few prisoners. Those who have 
submitted once may not renege. 

Mahrcared is an old member(83) of an ancient house. and stands 
by the emblem of the three interlocking horse heads-one red. one 
orange. and one blue. He is a superb horseman. the nearest of a long 
line of mobile warlords who have always placed a high premium 
on swift battle and horse raiding, His cavalry have created a fine 
herd of steeds, but still enjoy the thrill of striking an Easterling 
camp and carrying away the mounts of their foes. Like many of the 
eastern Eothraim. they have adopted the practice of "counting 
coup" (Rh. "cunnian beam"). an age-old Rhovanion ritual which 
involves touching:m anned foe without inflicting hann. This ritual 
serves as a rite of passage required of true warriors and is consid
ered as a humiliating insult by Northmen and Easterlings alike. 
Mahrcared has counted coup often, and one such aCI prompted a 
Sagathchieftain to take his own life. For this reason, theirhas been 
a special emnity between Ihe Sagath and Ailgarthas. 

Mahreared stands 6'4" and weighs 265 Ibs. Burly, blond. and 
gruff, he is rarely taken for a child. Legends credit him with 
breaking the neck of an Easterling warhol1iC with his bare hands 
while on campaign as a youth. He has lost little with age, and still 
slllnds as a champion wrestler and rider. Each spring he spends a 
month riding to each in the circle of encampments mat will serve 
as the year's pasture sites. Like most of the Horse Lords. 
Mahrcared lives among men who spend a considerable portion of 
the year away from the main settlement. The Ailgarthas differ 
from most oflheir brethren, however. i n  that they maintain a strong 
village structure throughout the year. Only portions of the men 
travel with the herd; their families remain behind, bUl lhe riders are 
gone for shorter periods than most Eothraim. 

Pt'ople of Note: Prinas of tlut Plains 

Mahrcared is also expert with either a hand or bailie axe. as well 
as his beloved inlaid broadsword. Clothes of deeply lanned. finely 
worked leather and brighl plaid wools are his favorites. Light. 
scale armor. a great round-shield. and a tooled gold and steel helm 
add an air of marlial gruce. When mounted on his red warhorse 
Mohrig. he presents a fonnidable presence. 

Despite the fact that Mahrcared's wife Bryna is only 5'3" in 
height, their family is tall. Their sons- lseren ( 1 6). Felardan ( 14). 
and Mahacaed (9) - are big even by Northnlllll standards. and 
their 10 year old daughter Eoraca has already reached 5'. TIle 
household is closely-knit and Mahrcared is fiercely pruud of both 
his young wife and his slrong offspring. 1·lis strong streak of 
loyalty is reinforced by the fact that this is his second family. The 
first perished during un Orc raid in T.A. 1 6 1 5  while visiting friends 
in the E.1st Oighl; thus the 44 year difference between he and his 
beloved Brynll. 

19.42 UIRDIKS 
Uirdiks is the leader and moslleamed of the Gramuzclan known 

us the "Withras" (Rh. "Opposers"). These sedentary Plains· 
Northmen, farmers all. were given their name because of their 
independent fervor; they have never submitted to other men. be 
they Northman or "enemies" of another SOrt. Once there were bUI 
a handful remaining after an overwhelming force of Waagalh 
swooped down on Iheirmodesl fortilied manors (ca. T .A. 665) and 
slaughtered those Ihat had Ilot takcn proper refuge. Nonetheless. 
The core of the fUlUre line survived, and today their descendants 
remain entrenched in Ihe hills of the east-centml Talath HalTOCh. 

The Thyn Uirdriks is a cripple who once stood 6'3." bUi is now 
defonned and bent in such a way as to give the impression of a 
much shonerman (pcrbaps 5 '4 "). He was struck by a strange curse 
while a youth, and a contorted frame ha� been his prison ever since. 
Oddly, he does not suspect and fear users of enchantments the same 
way other Northmen do; instead. he reads works from far-away 
sources and scans the skies for knowledge. He is known to enjoy 
the rare company of Elves, and has been given to trade with 
Dwarves. Of all the Northmen. he is the closest to Radagast the 
Brown. Much oft.his thirst for wisdom and insight is no doubt due 
to his inability to work with his own body, although the founda
tions were laid in his early childhood. Uirdriks' father Skulif, the 
Elf-friend, was a Northman seer of great reknown. 

Skulifhad two sons and a daughter. Uirdriks was the eldest and 
hns never married. so he has adopted his sister's son Gartila (22) 
as heir. Skulif's youngest son Wuilaric. left the home settlement 
at Leoviduka� ten years ago, and was disowned because his 
fascination with Dark Riles led him tobetr.1Y more than one friend. 
Village rumors place him to the cast, or in the West with the curious 
Necromancer of Dol Guldur. 

The Withms are a unique 101 in more ways than one. rew 
Northmen would follow a book-bound scholar whose body is 
racked with defonnity. Fewer still tolerate the open use magic, 
This clan, however, claims to be the remnant of an ancient 
Erindorun tribe which once served as masters of the ancestral 
Nonhman heriTage. Their forefathers. &lain who closely aligned 
themselves with the Elves. were guardians of the lessons and 
works given to the proto-Northmen by the Firstborn. One sacred 
book. the magic tOllle called the Suimbalmynas (Rh. "Ever
thoughts"). is evidence of their prudent use of magic; credited to 
one of the last Thynas of Ihe Eriadoran Withrus. it is both a history 
and tale of conjuring, complete with great spells of power. Unfor· 
tunately it was IOSI during the "Waagalh War," just after the 
migration 10 Rhuvanion. The herilage and outlook left as a result 
of this work explains in large part the clan that remains. 
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Uirdriks wears loose wool robes which help to conceal his 
plight. Due to the rugged nature uf U1C village -and the fact lhal 
the Thyn enjoys long, solitary walks in the surrounding meadows 
- he bears a twisted, six. fOOL walking stick of deep grey wood. a 
staff inlaid with bone and garnets. As a seer, he wields it asa focus 
of power: as a leader of his clan. he holds it as the symbol of the 
Thyn. This quiet, learned man is lonely and succumbs to a 
pronounced shyness when among women. particularly attractive 
ones. Often he isolates himself from everyone; but, like any good 
Northman. he still enjoys the celebrations that mark the seasons. 
and is quick to partake of drink. (Most feel, wilh good cnuse, that 
he drinks too much; as a youth. he wrecked len wagons.) Always. 
he seeks the word of strangers who appear to have some wits about 
them. Uirdriks can be a gracious host to those who can teach him 
something new. 

19.43 ATAGAVIA 

Atagavia (40) is master of the venerated clan ol" the Waildungs. 
an "urban" Northman group who lives at Buhr Widu in the East 
Bight. A direct descendant of King Vidugavia. he commands 
respect throughout Rhovanion. More than a few high-ranking 
visitors from Gondor have bedded beside his heanh. and of the 
lords of the hilly East Bight, he is the most powerful. Due to his 
dominance in both political and economic circles. he has gained 
control of the town and the surrounding clans. His power base is 
considerably less Ihun that of his forefathers -men who loosely 
ruled most of the Rhovanion Nonhmen - but Atagavia remains 
the Huithyn or Prince of the Waildungs. 

Although his stature is only average for a Northman (6'1" and 
180 Ibs.). Atagavia has been blessed with an aggressive manner 
and piercing blue eyes. He sways men with his gifted tongue and 
unwavering glance. Imagery is important to him. for he seeks to 
dominate all men. and carefully seeks leverage wherever it may lie. 
His thick velvet tunics and embroidered cloaks have always set 
him apart from the common Nonhman of the marketplace, while 
his brilliant burgundy colored chain mail has marked him well in 
battle. (His malching helm. shaped and tusked as a real boar head. 
covers whole of his head. including his short beard.) For whatever 
reason. perhaps because of his herilage or shock of bright red hair. 
Atagavia enjoys being the center of attention. 

The Thyn of the Waildungs is also a colorful warrior. This is 
largely due to his grandiose horsemanship, Ihe blaze of burgundy, 
and the awful flail called Totila. A rare weapon, the flail was 
named for the lord's great-grandfather; it is difficult to use. but 
exceedingly deadly, and both Atagavia and his black warhorse 
Eorg are trained in ils peculiar ways. Often. the mere appearance 
of this assemblage drives a foe from the field. In Dlher cases. Ihe 
near insanity of his rash charges simply stuns the enemy. 

In every instance. Atagavia tends toward impelUousness. He 
has a beautiful. blond. fiery tempered wife Haithwyn (age 20) who 
he married an hour after meeting. She proved 10 be a sorceress: but 
this fascinated him. so no blows were offered. although the secret 
is well kept. During their four year marriage Haithwyn has borne 
two children: a girl Lusuntha (2). and a boy Ugilulf( l ). They arc 
a pampered pair. and Atagavia plans to gi ... e them the whole of 
Rhovanion some day. 

1 9.5 BEIJABAR AND WOODMEN 
19.51 BEORN 

A Northman Lord of the Beijabar(Beomings). Bcom is the first 
of the three enchanted Frathagaman (Chieftains) of the great Cult 
ofthe Bear (Rh. "Bairakyn "). He is a powerful Shape·changer(Rh. 
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"5kuiftlaikar") who transfornlS into a Great-bear during rituals. 
baule. or olher times of frenzy or need. A true beserker, Beorn 
hales Orcs and goes into a vengeful rage when he encounters them. 

NOTE: Be()rn ,flew rhl' Orc-Iord Bolg and helped tu,.n the 
tide at the Bailie of Fivt, Am/it'S in T.A. 2941. 

Fiery and suspicious of strangers, Beorn is difficult to approach. 
He never forgets a kindness. however. and cherished the few folk 
he actually befriends. Like his brethren. he prefers the company of 
wild beasts and stays in his secluded home during times of repose. 
Beorn's kinsmen protects the trade routes between Eriador and 
northern Rhovanion and keep watch over the Misty Mountain 
passes and the crossings over the upper Anduin (exacting only 
modest tolls). Beorn himself Jives in a comfortable wood Long
house at his modest manor. Muidwe Beorn, in the eastern Anduin 
Valley. His fenced yard accommodates a host of animal friends. 
many of whom reside with the warm Northrmlll,l>erfonning chores 
on behalf of his peculiar community. The manor lays in strategic 
nook between the western edge of Mirkwood and the Carrock. 

BEORN 
Lvi: 28. 
Race: Northman (Beijabaran). 
Profession: Ranger. 
Home: Muidwe Beom near Carrock. 
RM Stats: 5t- l O l ;  Qu-96: Em-99; In-lOO: Pr-91; Ag-99; 

Co-IOO; Mc-79; Re-67; SD-90. 
MERPStats: 5t·IOl; Ag·99: Co�IOO; Ig·73: It· 100; Pr·91 .  
Appearance: 74. 

Ih:ORN'S I'RIN(;IPAt, In:MS 
Staff: ("Ghost bane") This intricately carved. gnarled white 

staff is made of enchanted bleached chestnut. It serves as 
a +7 (Channeling) spell adder, and enables the wielder to 
control any Ghosts within 1 00' who fail their RR (versus 
wielder's Ivl). Ghostbane is tradilionally used by the 
High Priestess of Tulach Boghain and serves as a +25 
Ghost-slaying quanerstaff when wielded as a weapon. 

Dagger: ("Bloodrunner") +30 long.knife which strikes as 
a short sword. When thrown, it is merely a + 10 weapon. 

Robes: ("Mountain Robes") These unencumbering robes 
protect the wearer as ifhe were wearing soft leatherannor 
(AT 8). The wearer receives a +20 bonus for any 
climbing or balance maneuvers. 

Bt;OKN's SPt;CIAI, POWt:RS 
Spells: 60 PP. Base spell OB is 20; directed spell OB is 15. 

Beorn knows all the Base Animist lists to 20th Ivl and all 
the Open Channeling lists to 10th level (MERP), and all 
the Closed Channeling lisl.� 10 20lh Ivl (RM). 

Shadow·sight: Bcorn can see Ghosts, Wraiths. and other 
deni7.ens (e.g .. Undead) of the Shadow-world as if they 
were nonnally visible. 

Maneuvering Without Sight: Beom can maneuver nor· 
mally. regardless of whether he sees or not (e.g .. he can 
make unimpaired climbing maneuvers in compJetedark
ness or with his eyes closed). 
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1 9.52 BEORABORN 
There are three greal lords (Rh. "Waelan") among the Beijabar 

of Southern Rhovanion. Of these. one. 8eoraccr. is rarely SL"CII 
except al lhc times of the Greal Dances. The [woathers, Bcordbom 
and Bombeneorlive in the Anduin Valley along the western fringe 
of Mirkwood and rarely retreat inlo seclusion. Their families arc 
the noblest or the Bear Clan. "guardians oflhe old roads:' 

Bcoroloom is the oldest of the ones who possess the gift of 
Shape-changing. He has become the most revered of his kind south 
of the Old Forest Road. Only the Waildanbair who lives in the 
North be. .. idc the Carrock holds sway over this kind patriarch. 
From his Haiman (R. "Manor") at Sam Lothduin he roams the 
river valley and forcst p:uhs, laking care 10 visit the isolated 
Beijabar families. For many, he is a sort of grandfather. he has no 
poweroverthc individual Fruthagaman (Rh. "Wise Ones"), but his 
authority is unsurp..'\ssed, Orthe dozen Southern Beijabar who can 
Shape-change (Rh. "Skuifllaik'·). he is the only considered tn tx: 
the religious and political leader of "li the southem families, 

Bcorabom's homestead is located atop a hillock. in a small 
grove of trees overlooking the Anduin below the Gladden Fields, 
There-among the furry oaks. silvery maples. and gleaming larch 
- he has built a fine long-house for his family of five: his wife 
Geilsyn (46), his sons Bark (24) and Braiga (21), and his daughter 
Rcsuntha ( 1 9). Animals of all .'rons abound within their carefully 
tended yard. Each perfonns acooperative task, and all have a home 
somewhere in or bc.�ide the entwined rOSC-frees that serve as the 
fence and protective wall of the manor. 

Beijabar pri:r.c their women and proleel thcm with extraordinary 
zeal. This is largely a result of their insulated heritage; they have 
always feared a dilution of their �cred line. So. although thc 
Beijabar woman is treated as an equal and an artist in her own right. 
her contact with those outside the clan is much more limited than 
that of her male counterparts. This is also true of young males. for 
the Beijaoor are few. and their children are their future. 

When he is not wandering in Wilderland as a fearsome Great 
Bear. Beoraborn wears the clothes that denote one of the Wactan: 
a tunic. vest. and cape created out of black "Warg" fur (not the 
lychanthropic variety), pants of red wool. grey leather shoes and 
leggings. and no hat or helm. His carved white Dragon-hom and 
peculiar silver beard sct him apart from the other Beijabar lords. 
(East Waetan carries a distinct hom.) To an outsider. he may seem 
to be simply another bllrb:.ric hunter; to his kind, he is a noble 
master. 

At least one night in seven Beorabom leaves his abode for the 
wilds. There, outside the ench:mted boundaries of his manor, he 
takes the fonn of a Gre'lt Bent. This change is said to bring the 
Beijabarcloser to their beloved B�ma (Orome), for the great Vala 
isa hUnieroffoul beastsanda mnsterofchanging ways. (All Valar, 
of course. possess the latter trail.) In elder days the Great Bears 
accompanied B�ma into bailie against the annies and servants of 
the Black Enemy, Now they gather atone of their traditional glades 
to dance and commune with their Fathers. Then they go forth in 
search of the CTClttUTCS of Darkness. hunting and killing with bn.llal 
detennination. 111is instinctive slaughter runsdcep in their blood. 
and in times of war, or at the sighting of one they call a "monste'-: 
(e.g .. an OrcorTroll), the Beijabar lord might sec fit to revert tothe 
ways of his venerated Bear-cousins. 

People of Note: Heijaixu' and Woodmen & Lords of Dall' 

19.53 WAULFA 

Since the vast majority of Mirkwood Woodmen arc scattered 
over wide stretches of the western forest, the political imponance 
of Woodmen-town far surp.'\sses its population share. It is the sole 
center of commerce and intellectual activity among a group or 
rude. unlettered hunters and g:ttherers. Accordingly, its residents, 
the Sairtheod, are politically and culturally dominant. TIlCir 
leader, the 60 year old Waulfa. is an accomplished tracker and 
healer who has assumed considerable authority among the whole 
of hi.� people. M:tny of the other Woodman 111yns come to him for 
aid and advice. In return for his gems of common sense Hnd 
digested Elven lure, these clan lords bring whatever gifTS they can 
muster. Regardless ortheir worth. Waul fa accepts them with kind 
words. He knows the plight and ways of desperate men. 

W:wlfa is the father of ten offspring, all children by his wire 
Sisewyn. Ahhough the eldest (the lovely Dainwyn, aged 38) is 
thirty years older than her young brotherThuinand -and despite 
the fact that all but twoofthe brood have lefl the fold -the family 
is close: Od'lgis (27) is his father's envoy and serves as the town 
tracker: his sister Osanthn (25) oversees the town's stores. 

A tall, robust man (6'2" and 270 Ibs.), Waulfa is rarely ignored. 
He is quite wise. and oflen introspective, but has somehow culti
vated a talent for festive partying and games. After all. Waulfa 
throws his whole soul into any endeavor. No one in Woodmen· 
town has ever remembered a better axe-hurler, and. in his prime. 
no warrior could best him in tree wrestling. A few can out-drink 
the man, but not one can claim a bener flair. 

'Ill is laste for color does nol extend to Waulfa's garb, however; 
rough furs, scratched leather. and tom wool make his wardrobe no 
benerthan average. He does own a fine set of chain mail which the 
Elf·king TIlranduil awarded him some years ago. but he is usually 
content with a simple tunic and some coarse pants and/or leggings. 
Personalities and problems concern him, not the frivolous trap
pings of vain Men. Waulfa has always loved the Elves and hated 
all their enemies with real passion, but he has never understood 
their wondrous clothes. As for Elven wine, Elven lore, and Elven 
song ... well, that is another story. 

1 9.6 LORDS OF DALE 
The first monarchs in the Second Une ofthe Kings of Dale, the 

following figures ruled the upper Celduin Valley during the last 
years of the Third Age and the early part of the Fourth Age. Their 
domain encompas�s all the tenilory north of the lower bounds of 
Long Lake (at Lindal) and south of the Grey Mountains. However. 
in keeping with Northman tradition, Lake-town and the communi· 
tics surrounding the Long Lake and the Long Marshes remain 
semi-autonomous. 

NOTE: For more illformarion regardillg items and stats 
associated with the Lords of Dale, see the Master NPC 
Table. 

1 9.61 BARD I 
Uard the Bowman. the Dragon-shooter. is a grim and quiet 

Nortlunan Warrior born and raised in Lake-town. When the 
Dragon Smaug attacked his port·home in T.A. 2941 he rallied the 
townsmen and slew the Fire-drake with a well-placed bowshot. He 
later led the Northmen of the Long Lake area in the Bailie of Five 
Anniesoutside the Lonely Mountain. After the victory. he used his 
portion of the Dragon's hoard to rebuild the ruined town of Dale. 
the home of his ancestorGirion. Thus. Bard became the first King 
of the Second Line. 
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1 9.62 BAIN 
The second KingofDale. Bain is rheson ofRard I and the father 

of Brand. He assumed the Ihrone aner his father's death in T.A . 
2977. Bain is a wily trader kllowll for his links with Ihe Dwarvcs 
and Elves of nonhem Rhovanion. His commercial influence is 
considerable, ami he has a nUlTlncr nffast friends in Ihe mercanlile 
circles of llanin and Riavod. 

1 9.63 BRAND 
When Buin died in TA. 3007, Brand assumed Ihe throne of 

Dale. He isa tough warrior who. unlike his father Baill. cares little 
for the niceties uf cumlTlerce and Iradecrafl. He prefers to cam
paign, hoping to rid his Kingdom of Orcs. Easterlings. and fell 
crealures from the North. 

The father of Bard II. Brand is a caring family mun. He is a 
proud, private person. though, and appears gruff when around 
outsiders - even his Elven allies. In this way_ he is like a Dwarf
lord. which is hanJly surprising in light of his respeci for Ihe tough 
Naugrim. 

1 9.64 BARD II 

Known as the Dwarf-friend. or simply B:trd of Dale. Uard II is 
founh monarch in Dale's Second Line. He became King when his 
father Brand died in Ihe Ihree-day Banle of Dale in T.A. )Ol�. 
There, lhe Easterlings routed the allied army of Dwarves and Men 
slaying both Brand and the Dwarf-king Dain II.  Bard II was forced 
to lead Ihe survivors into Ihe Dwarf-hold at Erebor (5. "Lonely 
Mountain"). After w ithstanding a brief siege which lasled until the 
deSlruction of the One Ring. they strul:k back against the demor
alized Easterling attackers. many of whum new little of siege 
warfare. 

Bard II led the Dalemen into Ihe F(lunh Age and rem:tins a fM
sighted and compassionilte King. lIis love for [he Naugrim is 
legend. and under his tutelag.e, the Men of Dale have grown closer 
to the Dwarves of Erebor and . Emyn Engrin. h-;'----''----� 

, 
In appearance 1-1 uinen (when nOI disguised. as he ;llmoSI invari

ably is when he leaves his home) is ;1 tull. :-I(:nu(:r lIlan. 6' 10" in 
height. weighing but 200 pounds. The typical Noldo bl:tck hair is 
in this case very curly, and shol wilh many slreaks of white: he 
wears il shon in an unkempt mop. He has a long face with large 
hazel eyes which are sometimes emerald, somelimes deep brown. 
depending on the light: a small nose above a mouth which is 
usually hanging slightly open. 

The overall impression when given the rare opportunity 10 meel 
Huinen is [hat he iseitherveryslupid or mentally incomplete ("I/QI 
earillR wilh both hOl/ds" as thl! Hobbits silY). His voice is very low, 
and he speaks with a stutter (Ihe fact that this is a deliberate 
affectation i s :t  secret he shares wilh no one), further adding to the 
overall appearance of tOtal ineptitude. He has been known todrool. 
On the other hand. when playing a role. Huinen can be the epitome 

HUINEN THE SEER 

Level: 33 

Race: Noldo 
I-'rofession: Seer (Mage) 
Hits: 1 1 2 
Armor Type: None/ I l-IOO) 
Melee Bunus: + 1 00 
Missilt! Bunus: -25 
Moving Maneuver Bonus: 60 
Spell Uonus: +20 (+80 shockbolt; +60 with waterbolt 

ring) 
Puwer Puints: (99 x 6)= 594 
RM SI,lls: SI: 76: Qu: lOO. E m : X 7 . l n : 8�. Pr: I U I , Ag: 

1 00: Co: 89: Me: 98: Re: 97: SD: 96. 
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M£RP Sials: St: 1 1 0: Co: 1 10: Ag: 1 0 1 :  It: 100: Ig: 102; 
Pr: 120. 

Appearance: 84 
Special: The magic items which he regularly carries 

include a full length Cloak of Invisibility (works 
instantly as of len as once per round) and a RifiX 
of Wa/l'rhn/t,\· (range =: 300': usable 6x per dity; delivers 
3)( hits: recharges daily and cannot be pcnnanently 
exhausled). He also has a headhand which protects as 
a metal helm. a stud carring (emerald set in lllithril) 
which is highly intelligenl and speaks 100 languages 
(most any that would be encountered); and a set of 
leather wrist bracers which ereale a mislY aura about 
him at will. otdding 60 to his Defensive BOllus. 

of the truly regal Elven lord. or ;IIlY other guise which he mot '1 
choose. He is a stellar actor.Huincn docs not confide completely 
in anyonc. I f there is another I>crson he trusls at all. it is Ringlill, 
his protege. He knows th;lt Arien is now a slave to Sauron, bUI 
allows her to stay in the hOI>C thai she will refoml. 

The Seer's mtitude towards "guests" varies. lind could be 
considered truly random. Uninvited intruders in the house are not 
often treated with gre;1I kindness, usu:llly having all memory of its 
loc:tlion removed from their mind. and getting lefl in Ihe forest far 
aw:ty. On the other hand. Huinen is alw:tys scanning the surround
ing wood, and members of his household guard are always out 
patrolling. Travellers who arc (Iruly) in trouble arc frequently 
taken in and aided. then helped 011 their way. Far away. Huinen 
values his home's secret local ion very highly. 

19.8 ELF-LORDS 
The Elves of Ihe Woodland Re:tlm eount a host of capable 

leaders ;lIld powerful personalities. Three, however, have had the 
greatest impuct on the course of Wihlerland's history. 

19.81 OROPHER 
A fiery lind prideful Sinda Lord from L6rien, Oropher broke 

with Galadriel and his kinsman Celebom during the middle of the 
Second Age. He resided near Amon Lanc at the time and. as a result 
of Ihe dispute. severed ties with the Elves of Ihe Golden Wood. 
Oropher gathered a group of Sindar and joined with the neighbor
ing Silvan Elves. fOnllinga new kingdom in Greenwood fhe Great. 
Thus. he became the Elvcn-king of the Forest-folk. 
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Although rosh and hot-tempered. Oropher quickly recognized 
Ihe danger Sauron presented and told his brethren to prepare for the 
impending war. The Elvcn.killg moved Ilm."C times, each lime 
further northward and away from Murdur. EvcnlulIlIy. he estab
lished a major stronghold in the western vales of the Emyn Duir 
(Mountains of Mirkwood). He also built Caras Amanh (S. " City 
of Doom"), a grem network of halls 10 Ihe west which served as his 
capital. Mobilizing his people. the vast majority of whom were 
Avati (Silvan Elves), he rcadicd Ihe Woodland Realm for the greal 
struggle that ended the Second Age. 

War linally erupted in S.A. 3429 and the Elves and Men fonned 
Ihe Last Alliance in ordcriocomblll lhc Lord of the Rings. Orophcr 
refused to submit to the sup�me commHnd of the Noldo High-king 
Gil-galad, however, preferring to keep his modestly-equipped but 
numerous and independent-minded Silvan warriors apart from the 
chain of authority. This proved 10 be his undoing. In S.A. 3434. 
during Ihe Dagorlad campaign. the Elven-king prematurely or
dered an assault on the Mordorean lines. His host was routed and 
Oropher perished in the struggle. fighting brilliantly but without 
hope of relief. 

NOTE: For more information rexardil/8 Oropher's items. 
su thl! in.ret material L'{}\'ering his son Thral/duil. Thrandllil 
carried his father's treaSllred weapons al/d laler passed 
them on /() his heir. 

THRANDUIL 
Lvi: 33. 
Race: Sinda (Grey-eIO. 
Profession: Warrior/Fighter (Animist. Magician). 
Home: Aradhrynd. the Halls of the Elven-king. 
RMStats: St-98: Qu-99: Em-97: In-95: Pr-96; Ag-IOO: Co-

96: Me-93; Re-91;  SD-84. 
MERP SllIls: St-9S; Ag-IOO: Co-96: Ig-92; 11-95; Pr-96. 
Appearance: 98. 

TIIRANI)UIL'S PRINCIPAL ITEMS 
Sword: +45 BroadswordofTroll-andSpider-slaying. Only 

fumbles on unmodified roll of 0 1 .  
Bow: +45 Eh'en Lnngbow ofOl'c-slay;ng. I t  fires at twice 

nonnal rate of speed. 
Ring: A x3 PP multiplier. the mithril-inlaid silver ring 

confers a +20 bonus to wearer's bow attacks and reduces 
his chance of fumbling by 2. 

Ring: A x3 PP multiplier, the mithril-inlaid silver ring 
confers a +20 bonus to wearer's bow attacks and reduces 
his chance of fumbling by 2. 

Bools: Dark grey. they are 800ls of Limbnmnin/? 
Helm: Creates shadows. giving wearer a +50 bonus all 

hiding maneuvers. 

THIlANDUIL'S SPI':(.;IAL POWERS 
Spells: 66 PP. x3 PP multiplier. Base spell OB is 25: 

directed spell OB is 25. Thranduil knows the Base 
Animist lislS Nature'.f Protel:t;ofl. Plant Mastery, and 
Naillre'.f Movement to 10th Ivl; l11usionisl Base Guises. 
Illusion Masll'ry, and Light Molding Lists to 10th Ivl; and 
Essence lists Lefry Bridg� and {n\'l'sible Ways to 10th Ivl. 

Peuple ufNu/e: EIJ.Lords 

1 9.82 THRANDUIL 
Like his father Orophcr. llmtncluil journeyed eastward out of 

Lindon with Celebom during the early years of the Second Age. 
He helped found Eregion (Hollin) but, like many of the other 
Sindar. had little usc for the Hnimosity of the Dwarves of nearby 
Moria. TI,C Naugrim held strong feelings about the Sindar. and 
Thranduil was happy to migrate funher east in order to avoid 
conflict. He accompanied Oropherover the Misty Mountains and 
imo the southern reaches of Greenwood the Great. There. the 
House of Orophcr bound themselves to the Silvan Elves. eventu
ally breaking with thcir Sinda kinsmen and creating the Woodland 
Realm. 

nmmduil inherited his fathcr's throne in S.A. 3434. His anny 
WitS decimated. though, so he spenl the early months of his reign 
restoring order 10 his host. Even then it was seven years before he 
sat on Oropher's throne. Aftcr the fall of Sauron and the end of Ihe 
Sccond Age. he moved back to his father's hold in the highlands 
of Greenwood of began the task of ruling the Forest-folk. 

When Sauron arose Itgain in T.A. 1050, he seuled in Greenwood 
as the "Necromancer." Thranduil failed to immediately idemify 
the new threat orrccogni;,,.c the Necromancer's true nature. but he 
sensed danger. This prompted Ihe delving of the Aradhrynd. the 
"Halls of the Elven-king," which were completed around T.A. 
1 100. From there. Thranduil presided over an ever-shrinking 
Woodland Realm. Despite the growth of the Shadow over Mirk
wood, though, Thranduil succeeded in resisting conquest. He 
remained resilient, tenacious, and ever-vigilant throughout the 
often insidious struggle. 

1 9.83 LEGOLAS 
Legolas is the eldest son and heir of King Thranduil. Exception

ally personable and skilled in the ansofdiplomacy. he is at ease in 
the company of Men and is astoundingly tolerant of Dwarven 
interests. He is also inquisitive and exceptionally astute. not unlike 
a Noldo. although he is not prideful. Unlike his father and 
grandfather. Legolas is acutely aware of the concerns of others and 
the need to cooperate and occasionally compromise. 

Besides being a fine young statesman, Legolas is a superb 
bowmen and able forester. He is well-travelled and feels confident 
about meeting vinually any challenge in the wilds or on the 
battlefield. 

LEGOLAS 
Lvi: 8. 
Race: Sinda (Grey-elf). 
Profession: Warrior/Fighler. 
Home: Aradhrynd. the Hnlls of the Elven-king. 
RM Stats: SI-98: Qu-99; Em-92; In.94; Pr-8 1;  Ag-IOO; Co-

91; Me-92; Re-95; so-n. 
MERP Sials: St-98; Ag· 100; Co·91 ;  Ig-90; 11-94; 1:tr-81 .  
Appearance: 93. 

LEGOLAS' PRIN(:IPAL ITEMS 
Bow: A BowofQuickne.\·s, it fires 3x every two rounds and 

gives wielder a +30 bonus. 
Shield: A +25 Shi�{dofC(mcea{melll, it givesofa shadowy 

aura that aids in hiding maneuvers. 
Bools: Dark grey, they are Hoots of Silence. 
Long-knife: +20, strikes as a shon sword. 



People of Note: Dwarf-Lords 

1 9.9 DWARF-LORDS 
The Lords of the Dwarves in Wilderland are too many to 

properly recount here. Two Dwarvcn figures. though, dc!>Crve 
mention. 

NOTE: For more Oil the Dwarf-lords of RluJ\'anion, ,�u 
ICE's Lords of Middle-earth, Volume III, 

19.91 OAIN II 
Oain lrunfoot was born in T.A. 2767 at A7,.anulinhar in the Iron 

Hills of nonhem Rhovanion. The son of Nain (T.A. 2665·2799). 
he was a cousin of both Gl6in and King Thorin II (Oakcnshield). 
Oain first won fame when he killed the Ore-lord Azog in the Baule 
of Azanilbizar (Dimrill Dale) in T.A. 2799. His father Nain 
perished in the fray. but his grandfather, King Gr6r. survived. So. 
when Gr6rdied six years later (T.A. 2805), Dain succeeded him as 
King of the Iron Hills. 

Dain 's host marched 10 Thorin 's aid at the Battle of Five Annies 
(T.A. 2941). where they distinguished their Dwarf-king as a 
superb warlord. Once again. Dain proved himself 10 be the bane 
of the Ore-race. slaying dozens of the foul goblins in the pitched 
melee at the base of the Lonely Mountain. 

DAIN II 

Lvi: 28. 
Race: Dwarf (of the House of Durin). 
Profession: WarriorlFighter. 
Home: Azanulinbar. in the upper Redwater Valley of the 

Iron Hills of Wilderland. 
RMStats: St· 1 0 1 ;  Qu-96; Em-64; In-84; Pr-77; Ag-96: Co-

100; Me-91;  Re-84; 50-90. 
MERP Stats: St- IOI ; Ag-96: Co-lOO; Ig-87: 1t-84; Pr·77. 
Appearance: 78. 

DAtN'S I'RtNCIPAL In:Ms 

Axe: +35 Axe of Orc-slayi,,;: fashioned in Nogrod in the 
Blue Mountains during the late First Age. 

Shield: A +25 oval Ithilnaur Warder'.� Shield. bean; a 
Sudden Light symbol on the front, pennitting the wcarer 
to command the shield (3x/day) to glow with a blazing 
light causing all within 14' diameter (who are gazing in 
the direction of the shield) to make a RR versus Essence. 
RR failure results in victim being stunned for I rd/lO RR 
failure (e.g., RR failure of 26", victim stunned 3rds). 

Hammer: +30Hammer of Troll-slaying fashioned in 
Khazad-dilm (Moria). 

Boots: Dark brown. they are Bootso/lron,enabling wearer 
to kick a foe as if wielding a mace. 

Cape: + 1 0  Cape of Protee/ion. Waler· and windproof, it 
provides wearer with +10 RR and AT bonus. 
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1 9.92 GIMLI 
Gimli of Ereoor, the eldest son of Lord G16in of A7.anulinbar, 

was bom in the Blue Mounlains (S. "Ered Luin") in T.A. 2879 and 
joumcyedeastward to Ereborin T.A. 294 1-42. It was only afterhe 
settled i n  the Lonely Mounlain that he visited his father's ancestral 
residence in the Iron Hills. He spent the next seventy-six years in 
nonhem Rhovanion. at Erebor and in the highlands around the 
headwaters of the Camen. 

Although seemingly unprepared forstatccTl:lft by Mannish stan
dards, Gimli is considered worldly by his fellow Naugrim. He is 
relatively well-traveled. tolerant. and enjoys the counsel of his 
father GI6in - a Dwarf whose experiences during the Ereboran 
Quest and the subsequent Battle of Five Annies provided him with 
keen insight into the ways of Elves and Men. 

NOTE: Gintli. of COllrrse. accompanied his father to the 
Coulle:;1 0/ Elrond in Ril'endell in T.A. 3018. He later 
became a parr of rhe Fellowship of the Ring. 

GIMLI 

Lvi: 8 (21 after EA. I). 
Race: Dwarf (of the House of Durin). 
Profession: WarriorlFighter. 
Home: Erebor, the Lonely Mountain. 
RM Slats: St-99; Qu·94; Em·77; In-98; py..74; Ag-92; Co-

100: Me-98: Re-9 1 :  50-83. 
MERP Stats: SI-99; Ag-93; Co-lOO: Ig-87; 11-98; Pr-74. 
Appearance: 84. 

GIMLI'S PRtNCIPAI. ITEMS 

Axe: +25 Axe of Shield- and Orc·slaying fashioned in 
Erebor before T.A. 1977 and refined in the Blue Moun
tains. Ifit strikes a shield. the shield-bearer must make a 
RR (at his Iv I), failure resulting in the shield being 
cleaved in half. 

Shield: A + 30 Shield o/DeM,,!:, enables bearer to ascertain 
nature of any weapon striking Ihe surface. 

Hammer: +20. strikes as a flail. 
Boots: Dark brown. they are Boots 0/ Stone-ru"fling. 
Cape: + 1 5  CalJe 0/ Hiding. Water� and it 

provides wearer with + 15 bonus for Hiding 
maneuvers. 
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20.0 ADVENTURES 
Advcnturuu:. Mluis will find IIU lack of ClH:ilclIlcnl i n  Rim

v:tnion. Mml will find simple travel through the region challenge 
enough. For the ambitious. however. a variety of adventures arc 
nUllined nr suggested hclnw. 

20.1 GREY MOUNTAIN ADVENTURES 
The foothill region to the south orlhe cred Mithrin are relatively 

lal11e compared 10 Ihe rest of the mnge. The unimaiscommun 10 the 
scallered woodlands and rolling hills of Rhov:mion are all in 
abundance here. In addition 10 the pleasIInt and mundane, one can 
greater challenges. 

20.11 GREY MOUNTAIN ORCS 
Perhaps the worst dunger lire the I wo organized Orc tribes which 

reside in the passes of Cirith Mithlin ($. Greymere Pass") 10 the 
west and Cirilh Hinminond further C;lsi (5. " Cool Water-rock 
Pass"), 

URtJK-�:R,u; 
l1le western group. known as the Umk-crag. is led hy the 

Warlord Shagrath and numbers 240 warriors. They live in an 
undergmund eumplex with thrcecavem entries (set aI3500. 3X()O. 
and 3900 feet) overlooking Ihe easlern slopes of the pass which is 
the core of their domain. Shagrath occasionally pays homage or 
tribute to the Orc-lord of Gundabad: his forces serve in the 
Forurukhoth (S, "Northern Host") when forccfullycallcd. and will 
I;lter be ,II the "U3111e of Five Annies," The Uruk-erag mine iron 
und smull portionsuf silver and hunl mcn, elk. and other large game 
in the upper vales of the Mithlin to the south, Palrols oftwe!ve or 
eighteen Orcs {one 6th level. three 3rd or4th Icvcls, and the balanl.."C 
lSI and 2nd levels) scout the territory within len miles of the pass 

during night or dark hours of winter days. Nine panies oper.lIe 
from the caves cal1ed Udrabax (Or. " Valley Hold?") in thl\."'C shifts. 

LUW-UWUK-S",," 
The easlern tribe. the LoNlruk-shab. is led by ( 1 4th level) Cro 

(Girishllg). His anny numbers nearly 300 and live among the ruins 
of the First Age Ore-hold known as Tuwurdrog. Their citadel 
cOllsists of II rude tower and two granite cave fissures surrounded 
by a semi-circular. loose SlOne wall: the complex is perched on a 
granite outcropping 011 the south side of a small lake. two miles 
northeast of the entry to the Cirith Himninond. Cro is more in 
dcpcndent than Shagrath but still remains senSItive to the master 
of Gundab:ld. Thus the Lor-uruk-shab generally have free rein 
along the northcastcnl Ered Mithrin. Watches manned by lurgs of 
six Orcs (onc 3rd level. three 2nd Icvcl. and two Ist lcvcl warriors) 
are sct 500- 1000 feet below the rim of mountains for thirty miles 
toeithcrside ofthe p:lss. E:.lch site consists of:ltwo-room, twenty
four foot oval tower surmounted by a torch signal stand. and is 
situated to command a clC<lr vicw to the nonh and east or west. 
Patrols are aboUi only in limes of extreme need. This is perhaps due 
to the relative lack of discipline among the tribe. beings so far from 
more centralized power. 

Like the Uruk-erag. the Lor-uruk-shllbare lesser Orcs and favor 
curved swords and bizarre pikes: they are occasionally adept with 
the shon-bow. Cm. Shagmlh. and a handful of thc inner circle. 
however. are Uruk-hai. Neither Ore tribe enjoys the company of 
the other and trudc is quite modest: each speaks its own related 
dialect and respects little blu power. 

Ad\·"lIlIlI"l'.�: erey Mmmwill 

)\SII,\I(,\(' 
During the latc �I'ring. sumnu..:r. and early fall Rhunnish supply 

trains bound for Angmar skirt the southcrn mountain face along 
protected but mgged lrack:. ( the Men Rhunen). The wagotls. ean.�. 
and Men fmln the EaM ilfe guurdcd. particularly at night. by the Orc 
nfthe A.�har:lg trihe. Ukog the L:'II11e i� the ( 1 5th level) lord of this 
force of some 420+ lesser Ore:. and nearly 100 W()lve.�. Ten 
Asharag b:lIlds. each numbering ahoul twenty Orcs (one 6th level. 
one 5th level. :.ix :lrd or4th leveh. :.ix 2nd levels) lind .�ix W()lve.�, 
patml the fnothill region between the Cirith Milhlin and a point 
twenty miles east of the Cirith Feildin (S. "Pass ofthe Silenl Spirif') 
during the tlark hours thrnughout the ycar. 

The remaining ponion ofthe trib<: remain!'> lit Ukog'� strollghold 
Surgax Ukog. in the hills cast of the Cirith Amis (S. "'1 1m-clef, 
Pass").This .�i'e is a fonified mount;tin deft, with tunnels cut il1lo 
both sides of the precipituu� bil�alt diff.�. A twenly fOOl high wall 
.�p;IIlS thc opening inlO the crag; the only entry i� through a 9' x 9' 
iron door whil'h upens inwardly ami can he reinforced by :t thil1Y 
tone slOne. The enormous rock ('an be moved Oil great oak mllers 
in a remarkably short time. Alung the inner face of the guanl w:lII 
arc ramparts fmllt which the Orcs can mount .. crcdible defense. 
This poo;ition is further protc(:tcd by positions :-.ct some sixty feet 
up into the cliffside. Two eavc chamhcrs. e;lch accessible by 
winding paSSltges from the cleft below. overlook their respective 
side� of the wall below. The only way up to the stronghold from 
the the valley below is by way of a severely :-,Iopc�. 9' willc switch· 
back path. Stores for thrce months can he: kept in the cool icc-lined 
ware chatnbers. and a fomme of nearly :l.000 gp in precious metals. 
coins. and jewels is locked in the treasure hold. 

A small gold mine is reputedly nearby. Continual income is a 
necessity. for like all the local Orc tribes in the region. MlIlte tribute 
is lllwilYS bound fur the chambers bene:tth Mt. Gundab;ld. 

Tilt: OWl" MISt:.." 
111e principal reason for journcy in this are.t fCvolve around the 

abandonedOrc minesofthe First Age.and the eonsider.tble caches 
which can be found among Ihe three tribes or in the Troll holes of 
the foothills. The Trolls. even in this desohtlc region. often hoard 
gold and a few jewels and/or magic weaponry (typically 300 gp 
IOtal) and nonnally live alone or in bands of two-five. The Orcs 
maintain the wealth of over two ages of mining ;Ictivity in the 
region: their citadel storerooms gcnerally contain upwurds of 2-
3000 gp and assorted quality we:tponry. In ;tddiliorl. tribute 
cltTavans bellring loot for the trea.�urc-holds of Gundabad and 
Angmar occlisionally cross the lowland trails during thc wamlcr 
nights of summer. The heavy iron-reinforced cans (usually 4·6. 
eltch carrying around 100 gp) arc guarded by two "IUTgS." or twelvc 
Orcs. and :.tre accompltnied by Orc drive lemus (two Orc� per cart) 
and a sixth-level clIlIlm;lIlder. 



Adventures: Grey Mountain 

20.12 TUWURDROG 

AClUally the ruin of a First Age Orc-hold. Tuwurdrog is com
posed of a dilapidated tower and it small cave complex surrounded 
by an unmonared wall and perched on a granite outcrop along the 
southern edge of a small lake. 

I. The Tower. See numbers 9-16 for details. 
2. Wall. Of unmonared rough stones, about four feet high. 
3. Cave entries. Very narrow on the outside, they gradually 
widen as one proceeds inward. 
4. Guardposts. One Ore on duty at each at all times. Shifts are 
every six hours. 
5. Armory. Basically spare scimitars, 11 few shun bows, and 
eight sets of poorly made reinforced leather annor. 
6. Living quarters. Very crude. diny and smelly. 
7. Secret door. Not very well made. +20 to detection attempts. 
A long winding passage leads to an exit (#8). 
8. Exit. hidden (rom the enclosed area and leading away from 
Ihc lake. 
9. Door to the Tower. Crudely made. as it was a recent addition 
( the original having long ago roned to dust). the door is still slrong. 
wilh a heavy wood bar that can be secured across it on the inside. 
10. First Floor. This room is basically a meeting and (casting 
chamber for the Orc warriors when there is an occasion for such. 
There is a hole in the center o( Ihe ceiling, and a 11Idder provides 
access to the second level (the wooden spiral stair once Ihere also 
having disintegrated over the centuries). 
11. Se<:ond FlOOr. There are four windows, arrow slits actually, 
spaced evenly about the peri meIer of the room. This area serves as 
Cro's" office". 
12. Ladder. Leads to the third level. 
13. Ouler room. Two guards are always on duty. in siX-hour 
shifts. A heavy cunain hangs across the door to #14. 
14. Cro's quarters. A stinking hole by most standards, Cra's 
room is superior to any others at Tuwurdrog. 

TUWURDROG 
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15. Secrel door. Goodconstruction. hard +20 to locate. It holds 
Cro's treasury: 120 gpo 287 sp. 500 bp; a +15 sword. a + 10 shield. 
and a bracelet which allows the wearer to sec under waler. even in 
the murkiest lakes. 10 100' clearly. 
16. Ladder. To roof. 
17. Roof. Ringed by a three (001 high wall. the roofis otherwise 
an unbroken surface. 

20.13 UDRABAX 

The Orc-hold at Udrabax consists or rough caverns tunneled 
inlo the mountain by Ihe Orcs. There is little rhyme or reason to the 
layout. and the Orcs use anychamberthat comes in handy (or living 
and sleeping. 

I. Entrance at 3500 fect. Barred by an iron-bound door. Two 
Orcs stand on guard here at all times. 
2. Entrancl! at 3800 feet. Bllrred by an iron-bound door. Two 
Orcs stand on guard here at all times, 
3. Entrance at 3900 feet. Barred by an iron-bound door. Two 
Orcs sland on guard here al all times. 
4. Sioreroom. These contain foodstuffs. some weapons. 
leather, iron ingots. tools. etc. 
5. Living/sleeping quarters. 
6. Treasury. This room contains about 2.000 gp wonh of gold, 
silver. jewelry, and gems. In addition. there are three +15 
Numcn6rean longs words (magic). and one +20 magic breastplate. 
7. Main hall. 
8. Prison. Each cave-like cell is enclosed by iron bars. Currently 
emply. 
9. Iron mines. 
10. ForgelWorkshop. Here the Orcs work the iron they mine, 
making primarily weapons. 



20. 1 4  CIRITH AURIS 

I. Iron bound door. 
2. Stable. Each of these caverns houses 25 Wolves. 
3. Living quarters. 
4. Storerooms. 
S. Prison. Two Orcs nre always on guard here. Prisoners are 
chained to the wall and the prison area is secured with iron bars. 
6. Treasury. Protected by a large iron-reinforced door which is 
kept locks. The lock is extremely hard (-30) to pick. In addition 
to a large quantity of gold and silVer (GM's discretion). this room 
contains several magic items; +15 quanerstaff which can be 
thrown as a javelin. an amulet which is a +3 essence device; +20 
Sword a/Troll-slaying, and a Cloak ofWind-rtmning 3x per day. 
7. Armory. 
8. Main Hall. 

20.1 5  THE UTHRAEL BEOAC 
High upin the Ercd Mithrin lies the mysterious valleyofUlhraci 

Beoac. reputedly haunled by Wights and Werewolves. Long agO. 
in the First Age. the valley was sacred to an ancient tribe of Men 
now long forgotten. Here they buried their dead in barrows or in 
cliff tombs. recorded the movements of the sun and the seasons in 
stone circles. and waTched the motions of the stars from the Thym 
sal (Rh. "Wind Thrones"). 

Although the Men who once occupied the valley were not evil. 
the Uthrael Beoac has become a haven for Wights and Were
wolves. Virtually all of the tombs arc haunted by minor or lesser 
Wights. and to increase the danger. these Wights often leave the 
their tombs during the hours of darkness and go in search of prey. 
The Werewolves too. jealOUSly guard their tenilory. and hunt 1111 
who cnter the vale. 

Adventllre:.: Grey Mountain 

1. Thyrn SuI. Builton rockyoutcroppingson eliffsides. a Thym 
Sui consist of a large. rough-hewn stone seat which resembles a 
crude throne. Once then: were narrow trails leading to the thrones. 
but these have been washed away with the passing ages. 
2. Sl(ln� circle. These can vary dramatically from large circles 
marked by huge boulders or eanhen rings to smal.lcr rings marked 
by nat stones which have become nearly overgrown. The larger 
circles are the favorite gathering places of Werewolves. 
3_ Tomb of Uthlnac. This cliffside tomb holds the remains of 
the most powcrful of the ancient kings ofthe valley and his family. 
It consists of one large chamber and three small rooms. Unlike 
most of the other tombs and barrows onhe val ley. the massive i ron
bound door of this tomb is still intact. The tomb also contains an 
unusual amount of treasure; there is three thousand gold piece.� 
worth of gold andjcwclry on Ihe body and in moldering chests in 
the chamber. Most valuable of all, however. are the weapons and 
lIntlOr of Uthinac; +20 magic chainmail helm, and shield, +30 
sword of slaying lesser Drakes. The tomb is haunted by a major 
Wight. who will sometimes lcave the door to the tomb ajar. 
4. ClifT tomb. These are natural caverns which have been 
convened into tombs by the addition of sturdy doors which have 
long since collapsed. They are haunted by minor or IC."lscr Wights 
and contain between 100-500 gpo wonh of gold and gems. All 
weapons and armor have long since rusted away, 
S. Harrows, These consist of a single stone chamber either 
square or round. which has been covered with eanh. Like theeliff 
tombs. they are haunted by lesser or minor Wights and contain 
between 100-500 gp wonh of treasure. 
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Advelltures: Mir/(wood & Till' OPl'l/ COllI/try 

20.2 ADVENTURES IN MIRKWOOD 
The "wildesl" seclions ofnonhern Mirkwood are Ihose oLllside 

the sway oflllranduirs folk. These areas surround and includelhe 
central highlands and Mountains of Mirkwood and eXlend nonh
ward nearly as far as the Taurduin (aka "Taurhir") valley. In the 
fanhest western sections of the wood the murky wilds cover the 
whole of the forested territory, all the way to the clearing that 
separates Ihe lrees from the Ered Mithrin. Throughout these 
shadowy slretches the undergrowth is dense and oflen nearly 
impenetrnble. Good wllter is unifonnly scarce. Giani Spiders 
abound. Dank mists penneate the darkened depths. 

Adventurcn; in this .section of Mirkwood are traveling Ihrough 
what was once called Greenwood the Great. and there are a number 
of abandoned Mannish and Elvish sites. The lack of stone 
construction. murky mists. deep shadows. wld rampant ground
growth make these spots rare finds, but some folk mighl find them 
wonh hunting. Mirkwood has claimed much in the way of riches. 
More dangerous obstacles are evident, however. Occasional 
hostile or overly-suspicious Woodmen or Beijabar groups travel 
some of the more guarded trails. and unfriendly beasts arc com
monplace. Giant Spiders and various other unsavory fauna popu
lale the landscape. An adventurer in this area is hard-pressed to 
find a sanctuary from danger; action is the nonn. 

The Nan Gulduin (5. "Valley of the Enchanted River") is a more 
dangerous selling for adventurers. Those who are unfortunate 
enough 10 panake of the cool. bewitched waters fall into a deep 
coma-like sleep. within which nightmares abound. Too great a 
sampling resulls in ( I )  perpetual sleep or (2) all agonizing death. 
Since feeder streams and other sources of freshwater are scarce in 
this area, the temptation to drink the "Waters of Sorrow" is great, 
and one should take care to bring his/her own full waterskins. A 
journey to the upper vales of the Emyn-nu-Fuin or the Nan 
Taurduin (and the northern tributaries) is a prerequisite to finding 
good waler in the nonh of Mirkwood. 

Giant Spiders are exceedingly common in the Nan GOIduin, and 
this may account for the relative scarcity of Ore incursions. Orcs, 
Trolls. Wolves, Wargs and Bats are quite common as one reaches 
Ihe upper GOIduin. however, for the tribe Shirkag makes its home 
in the wooded canyon about twenty miles downstream from Ihe 
Goriwing. This grouping of about sixty lesser Orcs (two 10th, six 
6th. nine 5th, thineen 3rd and thiny 2nd levels) is led by the Uruk 
Drurgangra (B.S. "Wolf Jaws"?) and pays homage to the "Master 
of the Falls." (Actually Lhachglin never sees these minions, 
preferring instead to send his Dindae- the heinous Slyardach.) 
The other servants of Darkness found in the area are disorganized 
scavengers; they are about because of the atmosphere, not out of 
strategic need. 

Perhaps the most dangerous part of Mirkwood. however. is in 
the southern part of the forest. Soon after his rise at Dol Guldur 
around T.A. 1050, Sauron of Mordor marked it as a base for future 
operations. 111 T.A. 1276 the Ringwraiths (KhamOI, AdOnaphel, 
and Ovatha) enlered these highlands through whal are now locally 
called Ihe Emyn-i-Thang (5. "Hills of Oppression"), the weslern 
foothills. The Emyn-i-Thang section of the Emyn-nu-Fuin now 
serves as a sanctuary for those forces of Darkness journeying from 
Dol Guldur to Angmar; it also harbors Orcs assigned to guard this 
crucial Sauronic tUtery. The ( 1 8th level) Olog-hai (Black Troll) 
warrior Wodilrishak (B.S. "Horse-slayer"?) is lord of the area and 
commands a host of some 180 lesser Orcs. 30 Uruk-hai. 30 
Wolves, countlcss Bats. and 5 other Olog-hai. Their main hold is 
built in Ihe caves above the Northman ruin at Tumsarna (5. "Vale 
ofScrcc"). " Lurgs" of 24 lesser Orcs (six 3rd, twelve 2nd, and six 
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1st levels), accompanied by 3 Wolves and commanded by an 
"Uruk," patrol lhe dark forest to the north and wesl of the hills; at 
night. the open glens fall under watch. In order to assure them
selves of a relatively low profile. the foul creatures do nOI regularly 
trespass upon the Men-i-Naugrim. Nonetheless, nighuime travel
ers arc often "los'" to the mysteries of Mirkwood. 

20.3 ADVENTURES IN THE OPEN 
COUNTRY 

This region encompasses the whole of the plains and hill-land 
lying between the Celduin and Carnen: it also includes the Nan 
Celduin, Nan Annen. and Nan Carnen. Scaucred woodland and 
grdsslands predominate, although the river valleys can be rela
tively lush i n  places. 

Adventurers Iraveling along Ihe well-Irodden but narrow din 
roads of this territory might be surprised by the amount of traffic. 
The Plains Northmen (Rh. "Gramuz") use these aneries to bring 
their wares westward to Esgaroth and the Men-i-Naugrim. and 
southward to the river selliemellts. Occasional groups of well� 
guarded Dwarves from the Iron Hills or points north also bear 
goods for market. Most travelers along these routes camp in 
traditional hollow-sites where well-defined and well-used fire-pits 
and grassy bedding spots allow ror a little comron. There arc real 
inns in this pan of Rhovanion. Nonetheless, some seek better 
accommodations among the local Gramuz. and the Nonhmen are 
usually willing to provide a paying guest with a spot in the stable, 
10ft. or common room. Larger local taverns regularly allow 
visitors to slay in outbuildings with the beasts and/or stores. Since 
the Gramuz are traditionally protective of their own and often 
suspicious of travelers. access to their villages or homesteads, 
particularly for lIon-Northmen. is quite limited. Some villages 
(Rh. "Maedwe-dukas") which were badly stung by the Plague will 
refuse (or in isolated cases kill) those perceived as "trespassers." 

20.31 RAIDING 
The Gramuz have fewer horses than their brethren the Eothraim. 

Both groups. however. suffer from the horse and cattle raiding that 
has characterized the area for the last few years. Renegade groups 
of Northmen and Easterlings operate from the local highland 
valleys and prey on poorly protected herds. Occasionally, these 
mounted brigands will strike travelers on the roads as well, but 
these occurrences are generally restricted to folk they view as both 
weak and wealthy. Both the local lords and the King orGondor 
have ofrered rewards for aid in their quest to bring peace 10 this 
land: 1 0  gp is the standard reward ror useful inrormalion, and 
between 3 and 200 gp has be offered forthe head of a proven raider. 
Due to t.he remoteness of the culprits' lairs. no great military action 
has been taken againsl them. In addition. local rumors claim that 
the strongest of these renegades. one Dieraglir of Relmether 
(reputedly a 14th level ScoutlRogue). has a force of nearly a 
hundred warriors which operates OUI of a mysterious and impreg
nable cave complex in the central hills. 



1 1 4  

11le days when Ihe �olhraim raided each other's herds Clnd 
encampments have passed. but a few groups of outcasts occasion
ally 3nempl lhe old practice, exciting attacks involving the count
ing of coup ralher than any killing. Among the Northmcn. 
however, the penalty for stich a mid is often death, panicularly 
when it involves a nighllime incursion. 

20.32 ACTION IN THE NAN ANNEN 
The advenlurer will find Ihe Nan Annen (S. "Long Lake Val

ley") to be generally placid. Mosl of the Northmcn in the region 
live in Esgaroth or alnng the western shore of the lake. Another 
largeconccnlralion lives ncarlhe twO grem mills below the Lindal 
(S. "Mere's End"). lhc greal eighty-foot full which marks the south 
boundary of the Annen. On the east side of the lake heany 
fishcnncn and a handful of farmers. hunter.>. and herders live in 
relative isol"lion. No real Hlwns lie in Ihis area; instead, seasonal 
gatherings provide for unity and trode. Some make occasional 
pilgrimuges 10 Esgaruth by boat or fout, particularly around the 
time of thc m:lrket days. Gromu7. (Rh. "Plainsmen" = "Plains 
Northmcn" ) from east of thc Nan Annen use the hills as summer 
pastures fur thcir fine steeds. 

Trade on the lake and along the western road is fairly constant. 
although the Great Plague has made folk a bit morc suspicious. 
Adventurers uninterested in trade, however. will find thcirgreatest 
challenges among the ruins of the numerous scHlements which 
once dotted the shores of the Annen or S3t alongside the Celduin 
below the Lindal. Ancient Londaroth by the Lindal was once the 
m:lin lown in the region :Ind began 10 be replaced by Esgarolh 
around T.A. 1450. The lattcr was better protected and offered a 
beller location for water-borne tr:lde. Londarolh had been built 
because thc falls intcrrupted travel up and down the Celduin, but 
most sojourners felt the additional time 10 E.�garoth was tolemble. 
In addition, Luke-town was more acce. .. sible to those bringing 
goods from the North or overland from the East especially 
materi:lls bound for lliranduil's Kingdom. 

About two hundred people lived in Londaroth as late as T.A. 
1 635. but the Plague reduced the town to a lillie over fifty, most of 
whom have just begun to resettle after neeing the accursed. unseen 
enemy. The stone found;lIionsofthe old town still exist. however, 
and some of the buildings (e.g .. the old citadel of the Masters) are 
slill very much intac\. Current residents live in new or restored 
houses built of granite und/or limestone and designed in the 
traditional Northman style. 

Adl'elllllre,f: PC "n,uibifitin 

TIIC miller Viloric (a 5th level $coutflllief) and his sister 
Woedwyn (II 7th level Mage/Alchemist)are the richest inhabitants 
of Londaroth. TIlis is primarily due to Viloric's connection to the 
smuggler K ynoden. Despite the value oftheir mill to Esgaroth lind 
the other lake communities. its income pales before that derived 
from the brisk illeglll trnde. (Sec the Master NPC Table for more 
on Wocdwyn.) 

20.4 PC POSSIBILITIES 
Since player characters, like the GM, will generally give as 

much ItS they receive, it is usually wise to give them a past they can 
relate 10 and a foundation with which to build. The following 
suggested PC backgrounds will enable the GM to stan characters 
with lcs.� thought rhun is nonnally required. 

-Cnnuhnlion 's young son ord;tughtcr, a Silvllll Elf who longs for 
hi.�/her siMer Namiri;!. 

-A wood·elf,child ofOhlurofCeJcbannnn. l'lc/sheseeks the lost 
jewel S;tm Am:lrth (see 2 1 .0), and has a clue that it Illlly be 
among the ancient ruins of Caras Amarth (see 14.3). Thejewel 
is probllbly evil and may be an aid to the power in Dol Guldur. 

- A Wood-elf. younger brother or sister of Heladil the warrior. 
This young Elf seeks knowledge of the nature of the Gfilduin. 
and why it is enchanted. 

- A Mannish traveler. perhaps frolll Gomlor pruper. who seeks 
adventure along the Kingdom's old frontier. He is staying in the 
Vodagan:un and has ( 1 )  learned of the rich booty lObe found in 
the Ered Mithrin, and (2) become infatuated with one of 
Odavacer's daughters. 

- A young adventurous resident of Londamth by Lindal whose 
family was abused by the miller Viloric. (No proof exists, but 
Viloric may have murdered the PC's sister in an act of passion,) 
Strange encounters between Viloric and some shady folk from 
Esgaroth have given rise to suspicion, and rumors persist 
concerning the cruel Woedwyn's mysterious trips to the east. 

- A child of a Gramu7. family which was murdered by the 
mounted raiders of Diemglir. Theentirc village(Rh. "Maedwe
dukas") was burned to the ground. but the young PC hud been 
away with his old uncle, fishing in the Celduin. 

- Young brother or sisler of Jirfelien, attacks by the Thyn's wife 
Sulwyn, and heroverbearing Daletheod clan have long irritated 
the A ldurlingas. In addition, J irfelien herselr appears in danger. 

- Child of Beawyn the Seer. This PC seeks proof of Beawyn's 
claim of evil in the Lonely Mountain and hopes to restore Ihe old 
woman's reputation. Suspicious activities by the Daletheod 
have long made Beawyn believe that her credibility was a 
danger to some. In addition, the remains oflln:alafhavc never 
been found. 

- A young Dwarf seeking knowledge of the "stronge lights" he 
saw in a valley northwest ofBamk-shathur. Tales ora foul curs 
which has claimed the lives of three other young Dwarves in 
recent years are unscttling, but will not stay curiosity. 

- A  young Wood-man who wishes to purge the Western Euvcs of 
any invaders, who currently numbcr many, since refugees from 
Ihe Plague have ned into the Forest. He attemplS 10 develop a 
partnership with Ihe Beijabar just nonh of the Tree-city. 

- An Elf from L6ricn who, learning of the dissolution of the 
Nonhmen 's society in the Eastem Eaves. brings a troop of Elves 
back into Mirkwood Forest hoping to discover the ancien! 
Elven Ring of Cor Angaluladh. 
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- A direct descendant of Yidugllvia who summons the help of 
)icallcrcd Northmcn and allcmpls 10 push al\ fugitives from 
Gondor back across the River. returning the lands east of the 
Anduin to his kind. 

- A Dwarf from nOTlhern Rhovanion who comes to Dol Guldur. 
following a drearn·vision in which he learned that a wise and 
ancient Dwarf was still clllmpped by Orcs in the mountain. 

- A bini-woman. allcmJanl to R"dagasl. who stays behind aI 
Rhosgobel afler he begins his yearly wandering and fends off 
Orcs who had been waiting in the shadows to besiege his home. 

- Leader of a band of Nonhmen from the Plains who wish to 
explore Dol Guldur and determine whether any living things 
inhabit it. 

- A Hobbit from across the River Anduin who wanders into the 
forest seeking to learn which forest herbs have magical powers 
and whether any might be made to grow in riverside Stoorhar
bm, 

- A leader of the Northmcn who. in concen with rulers from 
Gondor. musters Northmcn forces against invasions from the 
East bUI quickly leam.� th;\t the NazgOI are the more serious 
common enemies lmd begins plouing against their destruction. 

- Any character wishing recovery of olle the items described in 
Section 2 1 .2. 

115 

20.5 SUGGESTED STORYLINES 
-Acquire 5 crates of Dwarven nails for renovation of Tree-town 

now crumbling under weight of fugitives fmm the South. 
-G:Hherenough materials to create a second-story walkwayfrom 

one Tree-house to another, making it impenetrable by Orcs. 
-Trade whatever goods are available for 150 pounds of gmin, to 

be found among the Northmen of the Plains ofTalath Harroch. 
- Visit Radagast and secure from him medicinal herbs to prevent 

any more children from dying of the post-plague fever. 
- Tmpand cure, or kill as need be, a trained mountain lion which 

has gone wild afler eating plague-infested food. 
- Fend off invading Men from the East who wish 10 kidnap 

animals and enslave them ill a newly fonned village northeast 
of the Old Forest Road. 

- Needing more netting forcunains and rugs, altempl to befriend 
white Spiders of southern Mirkwood and introduce them to 
animal community of Western Eaves. 

- Search forest heighls for wild bears to bring home and supple
ment now dwindling supply of house servants. 

- Defend homestead against Orcs. looting for weapons and 
goods. 

- Search OUI underground treasures len behind by Entwives 
underneath the Brown-lands. Investigate rumor that Entwives 
still live underground. 

- Seek provisions siored in Dol Guldur to round out meager 
harvest of this year. 

- With aid of Radagasl. call upon Eagles to investigate the 
principal power.� alive in the depths of Dol Guldur. 

- Plunge into the depths of the forest. looking for new food and 
medicinal crops 10 bring home. 

- A shadowy man claiming kinship with Vidugavia but more 
likely one of the Nazgfil has been roaming from Northmen 
house to house asking suspicious questions. Find him and 
discover his intentions. 

- Join a company bound to investigate the source of all shadows 
in Dol Guldur. 

- Having helud from Radagasl thal a potentially friendly Spider 
dwells deep in Dol Guldur, with powers useful in a concened 
effort 10 ovenhrow Ihe Evil therein. construct a plan to find and 
solicit that Spider. 

- Radagasl has given you :1Il ancient book of Nonhmen wisdom 
which may translate the gravestones in the midst ofMirkwood, 
thus revealing imponant secrets about the powers still at work 
today. 

- Radagast has invited you for dinner, but the celebration is 
invaded by roaming Orcs. You think you spy a Nazgfil in the 
distance, but Radagast cannot be convinced to open the ceiling 
door going up to his outpost. 

- Cleanse the Mountains of Mirkwood of Fell Beasts. 
-Sojourn into the Ered Mithrin in pursuit ofa marauding Dragon 

or Drake. 
- Destroy the Cull of (he Long Nighl. 
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21 .0 APPENDIX 
The following data will add flavor to your campaign. 

21.1 ECONOMIC TABLES 
Trade in Rhovanion is largely based on barter. Nonetheless, a 

silver standard or sorts exists and operales in more settled locales, 
particularly Dale and Esgaroth. The Wood-clves of Thranduil's 
Kingdom respect currency and even mini a linle of their own on 
commemorative occasions, but they still prefer to deal in refined 
goods and precious substances. The material below summarizes 
the chief exports. imports. and monetary units of the principai lrade 
ccntcn; of the region. 

21 . 1 1  TRADE IN RHOVANION 
The Miclan (Rh. "Measure"), Esgarolh's silver piece. sets the 

standard for evaluating Ihe wonh of coins in Rhovanion. Consis
tent purit)' and widespread circulation account for its tremendous 
rcspcCI. 

For purposes of this chart, 1 sp '" 1 mietan. 

Ar�" I':xporlS Imports Currency 

t�gllr(lth· Cloo., bnm:ls. fi�. Raw and finished Mletanwl lp 
iJ'I.in, candles, wide va' aoods (If all lcind5. Mael_112 ep 
.iely of finl$hed goods. 
ptlnc:ipal nwkel.pla«. 

Dale' GrJ,iN, cut Slone, Ilni- Meat, wine, raw F<:ladoet_ll2sp 
,hed n .. laJ_wmk, wea- nlc,alJ;, non-wool Moel_l ep 
ponry, sal!, jewelry. beet. chKh. paper • •  pieel Aire"_1 ip 
dairy &000 •• &!au, wooL candles. (6 ip"'1 ap) 

W ....... Wood.crnfl. ",w wood. Wine. �IBls. Mostly twtI: •. 
tlvU' fi!Jl. saIled (oods, lon, wool, p«uliar Rare coin. 

b"w�. Il, .. c101h 
(c.&- spidc:rsilk). jewelry, 

good5. Celcban .. Ssp 

he,b., fruit. 

Wood· Wood·c .... ft. hidCI. Beer. wine. clOIh. N�. 
m" bu$w .... he,b •• furs, weapons. various 

salted meat. finished lood$. 

Bdjabar I-Ioney, b«swu;. furs. Raw metal. cloth. N�. 
hidc!i. o.:U:...:noft. mead. weapons. 

Own""' Raw metals. mc:tal.wotk. Mead. boer. heavy Muuldar-IIP 
gems, stone-work. wines. salted Ziguldat-5 Ip 
weapons. meal. cloth. oils. Chalad .... lbp 

Chuladar-l/2c:p 

Gnlmu� GIlI;n, horses. ulled Wool. melal,work. None. 
meat. linen. bc<:r. pottery. weapons. ult. 

NoIoo&0.0<4 ... _",,_ ••• 14t ... �., .... " IIP.n .:I._J.: I • •  1.,,: 1 
<JI -6 '" . I'_ ... .. _.p"41iU . .. I>I.·. PI"i",_6dllu(ff_.lK'<or"-�. nlJ 
"". "'" <MJU""ak , ..... 110, •.. tIot1/l"""""'''I ...... '" <><Iwq<. AA • __ ....... _.-
..... , ..... ".", ....... """*11)' 

21 .12 SUBSISTANCE COSTS 

Need "�sgarOl.h Dale 

Light Meal If}.. cp lfl cp 
Normal Meal J 'p J 'p 
Heavy Meal I Iflep 'op 
Wcck'� Rations 5 0p ' ,p 
Week's Preserved Rations J 'p IS ep 
Poor Lodging 1/2 ep 1/2 ep 
Average Lodging J op 1 ep 
Fine Lodging 3 ,p 4 ,p 

Gramut 

B2 ip 
Blfl ep 

B I  ep 
84ep 
B7ep 
BI ip 

81/2 ep 
8S ep 
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21 .13 COST VARIABLES 

The following guidelines can help the GM dctcnnine a 
commodity's price, regardless of locale. 

l) Goods are cheaper in the rural areas of origin or in towns: 
Z) Basic services are cheaper in rural areas; 
3) Exotic or refined services. if available, are cheaper in towns: 
4) Enchanted items are cheaper and marc prevalent in towns or 

among the Wood-elves and Dwarves; 
.5) The Seasons play a major part in some pricing. For example, 

harvest time is in the fall and grain is most expensive during the 
period between late winter and mid-summer. Fish and meals 
arc rarc and expensive during Ihe mid to late winter: see section 
3.0 for weather chan; 

6) Suggested cost multipliers might be: 
Native commodity- l!2x 

Commonly available or usual impon- 1 x 
Periodic import or off season- 2x 

Rare commodity- 3x 
Danned commodity- 5x 

7) Steady trade occurs along Rhovanion's main thoroughfares, 
particularly the rivers and the early-to-mid Third Age Men-i
Naugrim. Prices are often lower, and availability of goods and 
services higher, among folk living by these roulcs. 

21.2 ENCHANTED ITEMS 
MOST POTENT 

Sarn Fcanaur: (S."Fire-spirit Stone") Mid-S.A. I-Iaudh-en
Aiganaur, Clear sphere: 6" diameter. Holder of orb can capture 
the soul of target within 100'; attack level ",20+ user's lvl; user 
can then control soul-less body within 300' or employ a 100' 
flame bolt of same level which bums away soul and kills hollow 
body of target. Jforb is separated from user's physical person. 
target's soul returns to body. Usable once/day. Holds one soul. 
Dark-elf construct. Weighs 2 lbs. 

Arkenslone: (Passim) Post T.A. 1999 Erebor. Priceless jewel; 
clear with a inner glow of white flame. Dwarven symbol of 
lordship over "Kingdom Under the Mountain." Bestows holder 
with strength of body and purpose; allows +20 for OB. DB, RR, 
and maneuvers. 

MOlhras: (S. "Dusk Hom") Late S.A. Gondmaeglom. Dragon 
hom; 18" curved instrument with I oz. mithril mouthpiece. 
When blown, user can summon 1-20 beasts of any one type 
desired, their Ivl nOI to exceed user's. Creatures arrive in rds '" 
number summoned and will stay with user until battle over or 

Dwarves Wood·elves Heijabar Wood-men 
I ep· B I  ep oJ' B2ep 
2 ep· B2cp f",· 83 ep 
4 ep· B3 cp free· HSep 
I sp· HSep frec· 8 1 S  ep 
2 sp· Dg ep free· B2sp 
2 ep· 0'. 0'. 83ep 
6 ep· D l lf}.. cp free· B8 ep 

0'. 8 3 ep free· 0', 
Note: Costs preceded by a "B" indicate that hurleris the norm. Currency may be wed in cutain cases. An· meal�f that there is extremely limited 
aCCe,f,f If) lIre commodity or service; friendship. killdness, or eo/meetiorls must IIormally be relied Orl. 
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30 minutes pass, whichever is longer, but user must concentrate 
to direct them. 3 Ib Mannish 1001 created by "Middle Men," 
possibly Northman ancestors. 

Rlmalagon: (S. "Sound Of Many Wings") Of tooled leather, it is 
a headband just over an inch wide, with four bird feathers 
secured in bronze clasps about the perimeter so that they dangle. 
The headband allows the wearer to physicully transfonn in
stantly into one of up to four different bird types (as represenled 
by the four feathers: sparrow, crow. small hawk, eagle) He/she 
can lx..'Come eaeh type once per day. Each shape-change lasts 
up 10 Ihree hours. 

Fonhrad: (Rh. "Quick Fang") A spear of rare Dyr-wood (a very 
hard, black wood) tipped with agolden head. it can be hurled at 
targets as far as Iocr away with no distance sublraction. The 
spear also has a +20 bonus. and the head glows with a yellow 
light within 100' of Orcs. In addition, it returns to the hand of 
its wielder after traveling 100' or striking an object (whichever 
occurs sooner). 

Hollenilon: (S. "Closer Of Paths") To all appearances merely an 
unadorned 5' long staff of oak, the Hollenilon is activated by 
tapping the lower end (the bottom is tapered) on the ground. 
Thereafter the path behind the carrier of the staff (until it is 
struck to the earth again) is blocked for 24 hours by whatever 
vegetation is nearby. Naturally the effectiveness of the block
ing is subject to the amount of plant-life in the vicinity. Ideally 
this staff is used in the forest or where there is ample flom. The 
path in thesccases is completely closed, and in fact hidden, even 
ifncleared way hadexisted before. Thestaffalso will part most 
growth before the holder if he is moving through dense under
brush. 

POTEf'o,'T 
Miramarlh: (5. "Doom Jewel") LaiC F.A. Caras Amarth. 1/2" 

black stone encased in clear blue jewel 2" in diameter. When 
"at rest" and exposed it creates a 30' x 30' x 30' area of 
impenetrable darkness. When covered, there is noeffecl. When 
held and exposed. darkness ensues, but the wielder can see as 
if the jewel was not present. Effect is immediate and constant, 
and the enchantment is 30th level. Possibly a legacy of 
Morgoth. Weighs 2 lbs. 

SOllhol: (5. "Wind Helm") Mid S.A. Uthrael Beoac. now in 
Itangast's hoard. Blue leather, unmasked helm, inlaid with 
silver and reinforced with steel trimming. Allows wearer to 
"wind-run," or move up to I 0 mph as much as I 00 feet above 
the ground on a level plane. Vertical movement is via levitation 
at S mph. Wearer can use this power but once a day, and for no 
more than 1 0minutes. Created by Adan-related lords who once 
occupied the region northwest of Dale. Weighs 2 Ibs. 

5arnini: (5: "Little Stone") Latc S.A. Emyn-nu-Fuin, now in the 
ruins of Barad Fuin (5. "Gloom Tower," as in fortress). One 
pound grey-green stone which will glow upon the command 
"Galgalen" (5. "Shine Green"). This brightness can be con
trolled. and can vary from a dim aura to a brilliant, non-blinding 
shimmer. The principal power of the stone is liS ability to delve 
into the mind. When directed at a target within 10', it can read 
his/her thoughts for up to 3 minutes. Alternatively, the stone 
can be used to reduce a target to a "childlike" state for 1 - 1 0  rds. 
Auacks at 10th level and only one power and one allack can be 
used in any 24 hour period. Wood-elf device. 

Angbor: (5. "'ron Fist") A gauntlet of fine stecl mesh and 
overlapping plates. it allows the wearer's fist to have the effect 
ofa mace +10. It does not aid or impec.1e him/her when using 
other weapons. 
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Collowesta: (Q. "Cloak OfBree7..cs") Grcy, ofElvenquality toaid 
in hiding (+80 while immobile; +20 moving) Ihis cloak also 
caSL� Wind Drifting ins tantly if the wearer should fall (or jump) 
from any height. He/she will then 110at slowly to the ground 
below. The wearer is subject to any winds present. and so could 
be blown quite a distance (to be delennined by the OM) if he 
drifts from a considerable height 

Galalhilin: (S. "Tree Of Hiding") This collar is fashioned uf 
twelve rectangular. curved pieces of fine oak. approximately I "  
b y  2 "  long. bound and linked together with bands uf silver. It 
allows the wearer to Merge Trlle with a living tree once per day. 
This means that he/she can enter the tree and be hidden, ID; well 
as see out of the tree and cast spells (that he would nonnaJly be 
able locast)on himself. He/she/it can remain in the tree as long 
as they desire, but once they depart, they cannot re-enter until 
after having rested. 

MODEST 
Milhram: (5. "Grey Wall") Early T.A. Amon Thranduil, now 

located in ruin where the Men-i-Naugrim crosses the Celduin 
(old lach Cclduin). This is a 10' x 10' grey cloth spun of Spidcr
silk and made by Wood-elves. It is kept folded and rolled in a 
5' sheath made of carved chestnut. The sheath weighs 2 lbs, and 
the cloth 5 lbs: but when stored together, they weigh but 3 lbs. 
Bearer of sheath can control unfolded clolh to move al up to 5 
mph, and to distances as far as 200 feet away. The cloth cannot 
move 011 its own while supporting more than I pound uf"dead 
weighl." 

Cu-i-Thang: (5. " Bow of Oppression") Mid S.A. Easterling, now 
in the bandit lairat Oyn Odoric (Rh. "Odoric's Hill"). Made of 
deep reddish wood, white bone, and black. sinew, inlaid and 
trimmed in golden steel. It is a +25 composite bow, but the user 
will always fire at the nearest target he/she perceives. be it 
friend or foe. Four and one half feet in length, it weighs two and 
one half pounds. 

Carnecoimas: (Q. "Red Life-bread") Late F.A, Eregion, now in 
Spiders' lairin Mirkwood. Six white I "  round wafers ina white 
birch box inlaid with cedar and mithril. Worth 3 Ill.p., it weighs 
1/2 pound. Allows ingestor to cast 3rd level word 
"Serkemando" (Q. "Blood Prison") at one target within 1 0  feet, 
once per day. Failure to resist results in target's entire circula
tory system instantly hardening intoa thick paste: target dies in 
1·2 rounds. 

Suimbalmynas: (Rh. "Everthoughts") A large tomc with inlaid 
wood covers, it contained a rune of every spell within the realm 
of Essence. The runes were pennanent (reusable), and could be 
conjured by anyone aligned to Essence. It was lost just after the 
migration of the Withras into Rhovanion. 

Yulmila: (Q. "Sparkling Cup") A small goblet of skillfully 
wrought yet undecorated pewter, the yulmita will completely 
purify any water placed into it. as many as three times per day. 
Holds one cup. 

Angol : (S. "Iron Cloak") A suit of magical lightweight black 
leather, it will fit snugly any human or Elvish wearer. Com
posed of a jacket. pants, boots. gloves and a headband (which 
protects as a full metal helm), all parts must be worn for the suit 
to be effecti.ve. The wearer protected as if he is wearing Half
plate annor (or RM AT 4 L-20J). Anacks by the wearer are 
handled nomlally; however. 3nackertakes 1 - \ 0  hits of damage 
each time he strikes a foc. It is said that this suit was made by 
a guilt-ridden Elf-lord who wished to feel the pain of his 
victims. 
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Dal,.im: (S. "Many Fect") Buuls of soft leal her which, at a 
thought. can be m:lde 10 leave :my manner of animal IrJ.cks 
desired by the weurer. His/her �Iridc is eveu altered so that even 
an experienced [nicker will have difficulty ;n discerning these 
tracks from genuine animal prinls. 

Dalicor: (S. " Fcct of Circles") 800ls which appear identical to 
those above, excepl lhal lhese either ( I )  creale foolprinls facing 
whatever direction desired (e.g .• it uPI>cars thal lhc wearer has 
walked in the direction opposite to Ihal actually taken), or (2) 
create 110 footprints whatsoever. evell in soft soil. 

21 .3 NORTHMAN GLOSSARY 
TIle following malerial relates 10 the Rhovanion Northmun 

language spoken by the EOIhraim.lhe Horse-lord!': of the Wilder
land plains. GMs cun usc thc proper numes. or some variation 
therof, for any Northman NPCs they need to create. 

<:()MMO:� Wmws 
Ana - behind 
Alan - 10 nourish. grow 
And-haitjan - 10 challenge. culling against 
Anthar - other 
Ariv - elernul. ulways 
Airiz.- earlier 
Allilu - falher 
Baidjan - compel. oppres!: 
BaiTan - carry 
Batis - beller 
Bidjan - request. bid. exhort. pmy 
Brolhar - brothcr 
Buhr - fortified town. hold 
Dnugan - to do military scrvil:c 
Fadar - father 
Fill - hide. skin 
Firas - human beings 
Frathi - understanding 
Gadrauhts - soldier 
Galaubjan - 10 believe 
GaslS - guest 
Giban - to give 
Haum - horn 
Ibai - if. give. given 
Ilan - eat 
Kausjan - choice 
Kuis:m - choose (kcuslm) 
KU7..0n - chose 
Lond - land 
Muithms - treasure 
Moths - anger. emotion 
Paida - cloak. coat 
Reiks - realm, kingdom 
Saljan - 10 give 
Skula - debt 
Swaleiks - so. such as 
Thala - Ihal 
Twalif - twelve (Iii. "two left" as over from len) 
Waila - desirc. delight 
Widu - foresl 
Wiljun- wish. be willing 
Withra - against. opposite, toward 

A,JPt'IUII:,': Northmall G/OS.fary & Eorling Glossary 

PWUl't:W NAM..:s 

NOTE: "Ie" proh<llJly lranslaled/rom "IKS" 
Agilulf 
Alunc 
Alboin 
Amulsuntha (f) 
Athanagild 
Athaulf 
Allila 
Authuri 
Baduil:1 
Chindaswinlh 
Euric 
Gisulf 
Goti 
I lermenegiid 
Lcovigild 
Livra 
Luitprand 
Odoaccr 
Odov3cer 
Raluhis 
Reccared 
Rccceswinlh 
Rechila 
Siscbuth 
Sisenand 
Sonnica 
Swinthila 
llieudelindaf 
lllUidlinks 
Thuidimer 
Totila 
Ulfilas 
Waccho 
Wllmba 
Wiligis 

21 .4 EORLING GLOSSARY 
(See 21.3 above.) The following material relates to the Earling 

(and later. the Rohirric) tongue. Rohirric evolved from the 
Rhovanion Northman language spokcn by the Eolhraim. This 
evolution accelerated during the period T.A. 1854·25 10. 

Aldor - princc 
Arod - swifl.quick 

CO .......... ON WORDS 

Baedun - compel. oppress (baidjan) 
l3ema - trumpet 
Biddan - request. bid. exhort. pray 
Ourg - fortified town, hold 
Ceosan - choose (kuisan) 
Cram - trdveling bread 
Oem - secret 
Dingle - dell 
Druigan - 10 do military service (archaic) 
Dryhlen. DTcogan - to do military service (n..'Cenl) 
Dwimmor - spell. illusion 
Dwimmerbcrg - Haunted Mtn 



Appendix: Eorlingas elos.wry 

Dwimmerdene - H:umled Valley 
Dwimmerlaik - the work of the undead 
Ece - etcrnal, always 
Edoras - The Couns 
Emnel - plain 
Ent - giant 
Eored - cavalry 
Eorlingas - Children of Eorl 
Eothain - highcr knight 
Fadar - father (arch(lic) 
Facder - father (recent) 
Firienfeld - moumain field 
Folde - land (as in eanh) 
Frod - understanding (fralhi) 
Geard - enclosurc 
Gcliefan - fO believe (galaubjan) 
Giefan - fO give (giban) 
Gif - if. spoken as "'give" or "given ..... (ibai,jabai) 
Harg -temple (archaic) 
HalTow - temple (reccnt) 
Halan - fO challenge, "calling against" (and-haitjan) 
lsen - iron (recent) 
lsem. iren - iron (archaic) 
Kud-Dukan - Rh. hole dweller 
Land - land (Iond) 
Leod - citizen 
Leof - Love, believe in 
Mearas - super horses 
Mod - anger, emotion (molhs) 
Mund - hand 
Nahald - secret 
Onettan - challenge 
Orald -old 
Other - other (anthar) 
Rice - kingdom. realm (reiks) 
Sculan - debt (skula) 
Simbelmyne - evermind 
Swe - so, such as (swaleiks) 
Trahald - burrowing. wornling in 
Twa-lif -twelve (archaic) 
Twegen - twelve (recent) 
Willan - wish. be willing (wiljan), OR desire, delight (waila) 
With - against, opposite. toward (withra) 

Bard 
Brand 
Bryua 
Ceorl 
Dene 
000' 
Deorwine 
Dunhcre 
Elfhelm 
Eln-aild 
Emnet 
Eolller 
Eomund 
Eo" 
Eowyn 
Erkenbrand 
Fclar6f 

PRO"'�:R NAM�:S 

Fengel 
Folen 
Folcred 
Fo\cwine 
FrealM 
Freal6f 
Freawine 
Freca 
Frumgar 
Galmod 
Garulf 
Gleowine 
Goldwine 
Grima 
Gram 
Grimbeom 
Grimbald 
Guthlaf 
Guthwine 
Haleth 
Hama 
Harding 
Hasufcl 
Helm 
Herefara 
Herubrand 
Hild (f) 
Holdwine 
Hom 
Leo<! 
Leofa 
Saruman 
Sauruman 
Stybba 
Sunlending 
Theoden 
Th60dred 
Theodwyn 
ThengeJ 
Thrihyma 
Walda 
Widfara 
Windfola 
Wold 
Wulf 

Ruu:. .. OF TRANSLAl'ION 

I) Undefined words above are proper names; 

1 1 9  

2) The older Rhovanion language employs UK" instead of the hard 
"C" of the RohilTic; 
3) Both voiced and unvoiced "TH" sounds are shown a. .. "TH" 
above; 
4) TIle R. "AN" sound often becomes a Rh. "JAN;" 
5) The R. " E" or "AE" oflen becomes a Rh. "A" or "AI" 
respectively; 
6) The R. "OE" or "U" often becomes ,I Rh. "'UI;" 

7) The R. "D" often becomes a Rh. "1"H" (notable exceptions 
before "ER" or "AR" or "AN;" 
8) The R. "F" often becomes a Rh. "0;" 
9)Thc "E" is unusually nue in Rh. ,except where shown preceding 
"I" to form a long "'" sound. But note the plethora of "E" s in the 
proper names. 



120 Master Military Tablt 

22.1 MASTER MILITARY TABLE 
Mis,< ;ilcl Moy 

Name/, C.I Hil. .. AT on Sh G, Melee 2ndary M NOles 
08 08 

ORCS 
URUK·TORG (South-ttntrllll Mirkwood) 
Uruk Command/6 8 10' ChlI4 " YIO AIL 1051>& 6S.�b 0 Uruk. Use poison Asgurash. 
Lurg Lcll.dcr.!/1 6  6 70 Chll3 30 Y N 80>< "". 0 u:�scr Ore. CUI I car each prisoner. 
Warriors/48 3 ., SLIII 20 Y (Y) "'"' 20.\b 0 Lesser Ore. Can ride wolves. 
Young Warriors/I 10 2 " SW 0 N N 4Op, 100b 0 Lesser Ore. Some use axes or scim. 
War Wolvcs(70 4 100 N0/3 30 N N LUi75 - 3<1 Greal WolL Very fast; fast if ridden. 

URUK·nARNAK (Sollihern Mirkwood) 
Uruk Conlllllmd/9 9 1 1 0  Chll4 25 Y L 12Obl! 6O,b , Uruk. Use posion Asgurash. 
Lurg Leaders/36 3 '0 SW 20 Y N "" Io.b 0 Lesser Ore. Some use hlmd axes. 
WlirriOrs/96 2 40 SW 20 Y N 40sc 5,b 0 Lc�scr Ore. Some use pole amls. 
Young Warriors/72 I 30 5L1' 0 N N 2Spa -25 0 Lesser Ore. Some usc sc lind shield. 

URUK·HAI (Dol Guldur) 
Unlk Commllndll2 IR 14' Ch/16 " YIS (AIL) 160bs 135sb 0 Uruk. Remove fallen foc's cyclids. 
Guard Bnnd/30 10 120 Chll4 30 YIO L 90Ih 6O,b 0 Uruk. Can use bs & shield. 
WIlrriorsl30 8 60 SL/8 20 Y (AIL) 70" JOsh 0 Uruk. Some use sc & shield. 
Palr'oJ Band/60 6 40 SW 0 N (AIL) ,0>< " b  0 Ul1.Ik. Some use se & shield. 
Young Waniors/48 3 35 SW 0 N (L) 4Op. -25 0 Uruk. SOnle use spears. 

URUK·THANG (Dol Guldur) 
Troll GUllrdJlO 15 200 RLJI I 25 N (AIL) 19Ot>, 95we 20 Olog. Use large creature crit. 

URUK.[RAG (Cirilh Mllhlln In Grey Mountains) 
Ul1.Ik Commll.lldJ6 • 1 1 5  ChlI4 40 Y I O  L 1 1 5b.\ 75sb 10 Ul1.Ik. Use poison Asgurash. 
Lurg Leadel"!'./16 6 70 ChlI3 30 Y N - ""b , Lesser On;:. Take noses. 
Warriors/48 3 45 SLIII 20 Y (AIL) 5<»< 20sb 0 Le..�ser Ore. Some use pole IInns. 
Young Wamol"!'./170 2 35 SW 0 N (L) 4OQo 10.. 0 Lesser Ore. Some use axes. scimitlll"ll. 

LOR-URUK-SHAB (Cirith Himnienor in Grey Mountains) 
Uruk Command19 • 1 10 ChlI6 0 N (AIL) 12000 6o.b 0 Usc poison Asgurash. 
High Lurg Guard/6 7 90 Chll3 35 Y' N 85h6 45sb 0 Lesser Ore. Guard Cn) closely. 
Lurg Leadcrs/46 3 50 SW 20 Y (L) "'" Io.b 0 Lesser Ore. Some use hand axes. 
Warriors/142 2 40 SW 20 Y (L) ... , 5,b 0 Lesser Ore. Some use pole anns. 
Young Waniors/90 I 30 SLI' 0 N N 25 .. 25 0 Lesser Ore. Some use sc and shield. 

ASHARAG (Southern foothills or Grey Mountains) 
Uruk Commandll2 10 120 ChlI6 30 Y I O  (AIL) 120bs 9O,b 0 Ul1.Ik. Behead fallen enemies. 
Guard Band/20 6 75 Ch/14 0 N N 9O,h 60sb 0 Uruk. Can use bs and shield. 
Band Leaders/20 6 70 ChlI3 20 Y N 80ha 45sb 0 Lesser Ore. Ride wolves. Have 

spears. 
Good Warriorsf20 , 60 SL/8 20 Y (AIL) 7"" 30.b 0 Lesser Ore. Clln ride wolves. 
Warriors/130 3 40 SW , N (L) 50sp ',b 0 Lesser Ore. Some use sc and shield. 
Young WarriorsJ120 2 35 SW 0 N (L) 4Op' -25 0 Lesser Ore. Some use spears. 
War-wo\ves/IOO 4 1 15 N0/3 30 - - LBi75 - 30 Very fast: fast if ridden. 

URUK·THANG (Emyn.i-Thang In Mirkwood) 
Troll Guardl5 10 16' RWI I 25 N (AIL) 165ba - 25 Olog. Use large CTe.1ture crit. 
Lurg Comm3nders/30 6 75 ChlI6 30 Y' (AIL) 85m3 ,o.b 0 Uruk. Can ride War-wolves. 
Exp. Waniors/45 3 45 ChlI3 20 Y N 55", 25sb 0 l...esser Ore. Some use hand axes. 
Warrio� 2 35 SLIII 20 Y (AIL) ..,., " b  0 Lesser Ore. Some carry spears. 
Young Warriors/45 I 25 SW 0 N (L) 30sp -25 0 le."5Cr Ore. Some use sc and shield. 
War-wolves/30 4 " ' N0/3 30 - - LBi75 - 30 Greal Wulf. Very rast: fasl if ridden. 

SHIRKAG (Nan Gulduin in norchern Mirkwood) 
Tribe Lords/2 10 100 5L16 40 Y I O  L .,'" 45sp 1 0  Lesser Ore. Eat prisoners. 
Exp. Wurriors/15 , ., SLI' 25 Y N 70>< 35sp , Lesser Ore. Carry shon garrotes. 
Warrion;,ll 3  3 40 Noll 25 Y N ,0>< 2Ssp 0 Lesser Ore. 2 throwing spears. 

GARRISON (Sarn Gorlwing in Mouniains of Mirkwood) 
Dindae/l 17 170 Noll 100 N N 180da I SOda '0 Demon? Hides +050. Uses poison 

"Ondohithui"·. +10 Ambush. 
Exp. Urukl!/5 • ., Pl/19 25 Y (AIL) 9Sha 30sb 0 Uruk. Also 85ba (slung). 
Uruk Warriors/1 2  3 " PI/18 20 Y L 65bs IOsb 0 Uruk. Also 5Sth (slung). 
Young Uruk�12 2 4() Ch/16 0 N N (A/L) SOba " . Uruk. Also carry bs and shield. 
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MissileJ Mo' 
Namc/# L,I Hils AT DB Sh G, Melee 2ndary M Noles 

08 08 
EAS'I'ERLINGS 

FATHASIIAR (Eastern Talath Harroch) 
Helldmen/I , 95 ChlI5 40 Y I O  (NC) \05sp 10000b 5 Easterling. Carry two javelins (95ja). 
(medium horu.�)/- ) 140 No{) " - - MTrSO - " Very fast. Headsmens'. 
Speannen/25 ) 45 Ch/l3 20 Y N 65jll 65ja 0 Easterling. Use short �pellJ'S (ja). 
(light hOI'l>C�)/- 2 1 1 0  No/3 25 - - MTr35 - 25 Very fasl. Nonnal mounts. 
Swordsmen/5 2 40 ChlI3 20 Y N 51)" 15sb 0 Easterling. Footsoldiers. 
Slingers/5 2 J5 No/I 10 N N 20s.� S5�1 1 0  Easterling. Footsoldicrs. 

SASHAG (Easlern Talalh Harroch) 
Helldmen{l 10 1 1 0  ChllS 40 Y I O  (NC) 120sp 120ja 0 Easterling. Also user sb (90 sb). 
(medium horses)/- ) 140 No/3 " - - MTr50 MBa25 " Very fast. Headmens'. 
Trackcrs/I O  6 60 Noll 40 YIO N 70ss 60cp 0 Easterling. Rangers. 3 5pclll issts. 
Horse An:hcrs/tO ) 45 Noll III N N .'iSsp 70sb 0 Easterling. Can fire riding away. 
Speannenj30 ) 45 Chlt3 20 Y N 70ja 65ja 0 Easterling. Use short spears (ja). 
(light horses)/- 2 1 1 0  Nu/3 25 - - MTr35 - 25 Very fast. Nonnal mounL�. 
Swordsmen/8 2 40 Chll) 20 Y N 455S 15sb 0 Easterling. Footsoldiers. 

SAGATH (Emyn Engrin) 
Headmcn/2 8 .5 ChlI5 411 YIO (NC) IOS5P lOO<b 5 Easterling. Carry 2 javelins (9Sja). 
(medium horses)/- 3 140 No{) 25 - - MTr50 - 25 Very fast. 
Truckers/I 5 4 45 No/I 40 YIO N 55s.'\ 55cp 10 Easterling. Rangers. 2 spell lists. 
Horse Archers/I S  ) 45 No/I 10 N N 5o,p 70sb 10 Ellsterling. Can fire riding aWlly. 
Speannen/45 ) 45 Ch/13 20 Y N 65ja 65ja 0 Easterling. Use shon spears Ua). 
(light horscs)/- 2 1 10 No/3 25 - - MTr35 - 25 Very fast. Nomlul mounts. 
Swordsmen/IO 2 40 Ch/13 20 Y N 50ss 15sb 0 Easterling. Footsoldicl'll. 
Slingcrs/iO 2 35 Noll III N N 20" 5551 10 ca�terling. Footsoldiers. 

BRIGANDS (Talalh Harroch) 
Usc mix of Easterling and Rural (Common) Man type.�. 

GONDORIANS 
GONDORIAN FORCES (Gondor's t:aslern Army) 
Targaen/2 20 180 PVl9 60 Y35 (NC) I SObs ISOcp 5 Ounadan. Command 500 infantry 

each. 
Targacn (mtd)!2 20 180 PVI9 1 0  N (NC) 180th 180ml 5 Ounadan (Lesser). Command 500 

cavalry each 
(heavy horses)/- , 180 No/4 )0 - (AIL) MTr70 - 30 Tmined war horses. 
Thcngyn/IO 12 150 PI/ 19 55 Y30 (NC) 155bs IS5cp 5 Lsr. Ounadan. Command 100 infantry 

each. 
Thengyn (mtd)/1 0 12 150 PI/19 45 Y I 5  (NC) 155bs 145ml 5 Lsr. Ounadan. Command 100 cavalry 

each. 
(heavy horses)/- 6 160 No/4 25 - - MTr50 - 25 Trained war horses. 
Ohtarrina/50 , 1 10 ChilS 35 Y5 (NC) I IObs 1 1 0cp 5 Lsr. Ounadan. Command 20 infantry 

each. 
Ohlarrina (mtd)/50 , 1 10 ChilS 25 Y5 (NC) 100", 1 1 5ml 0 L�r. Ounadan. Command 20 cavalry 

each. 
(heavy horses)/- 4 140 No/4 20 - - MTr45 - 20 Trllin�:d Wilf horses. 
Requain/200 5 " Chl15 45 Y20 (AIL) 85bs 'Oc, 5 Lsr. Dun lid an. Trained knights. 
(heavy horses)/- 3 130 No/4 20 - - MTr45 - 20 Trained war horses. 
Ohtari/IOOO 3 35 Chl15 30 Y (NC) "'" 70cp 5 Lsr. Ounadan. Garrison troops. 
Ohlari {mtdl/lOOO 3 J5 CIl/15 15 Y (NC) 75bs 7<hp 0 Lsr. Ounadan. Cavalry troops. Also 

usemi. 

NORTH MEN 
BElLA BAR (Highly dispersed Ihroughoul weslern Wildcrlllnd) 

Lords{Man-fonn)/8 20 165 RLllO 30 N An. l60ba 160Ib 20 Nonhman. Some can shape-change. 
(Bear fonn)/) 20 240 SL/8 50 N (NC) 120LBa 100Lei 50 Nonhman. Usc Large Creature cril 

table. 
Warriors!200 4 " RLi9 20 N N SOb, 75Jb 1 5  Nonhman. Some use ha and shield. 
WOODMEN (Woodmen-Iown) 
LordS/I O  13 140 SU5 50 Y I 5  N 145ha 130tb 10 Nonhman. Some use bailie-axes. 
Exp. Warriors/lOO 5 70 SU5 30 Y N MOha KUlb 5 Nonhman. All are fine trackers. 
Warriors/250 3 50 No/I 30 Y N 50ha 401b 10 Nonhman. Some use maces. 
Young Warriors/ISO 2 )0 Noll 25 Y N 40ha 30tb 5 Northman. Some usc club!; or maces. 



122 

Numelll L,I Hits AT DB 

WOODMEN (Scallered Ihrough Mirkwood) 

Lords/S I 120 SU5 50 
Exp. Warriors/50 5 711 Slj5 �() 
WaITionJI20 3 50 Noll 30 
Young Warriors{70 2 30 Noll 25 

GRAMUZ Pl.AINSMEN (RhoYUliioll Plain) 
War LordMS I I  125 Chj16 30 
(war horses)/- 4 165 N0I3 30 
W llIT'iorsf7 5 3 50 Ch/16 20 
(heavy horses)/- , 150 NoD 25 
Warrior Levy/ISO 2 40 Ch/t3 20 
(medium horses)/- , 130 NoD 20 

�?THRAIM (Hurse-Iord.� uf the RhuvHnion PIHin) 
War Lordsj6(1 15 150 Ch}lo 30 
(war horses)/- 4 165 N0I3 30 
Waniorsj800 6 80 Ch}16 20 
(heavy hon;es)/- 3 150 N0I3 20 
Wanior Levy/l200 4 65 Ch}13 20 
(medium horses)/- 3 130 No/3 10 

LAKEMEN (Esgaroth Upon Long Lake) 
Guard Lord/I 13 139 ChJlS 35 
War Lord/I 14 142 ChllS 40 

Elite Guard/I S  7 .5 ChllS 25 
Guard/4S 4 65 ChJI3 25 
Guard Levy/90 2 30 Ch/13 20 

OALEMEN (Dale) 
Clan LordS/S 1 2  130 1'1/19 10 

(war horses)/- 4 170 NoD 40 
Elite Warriors/2S 5 70 ChllS 25 

(medium horscs)/- 3 150 NoD 15 
Warriors/60 3 50 Ch/14 25 

Warrior Levy/iOO 2 45 Chll3 25 

WOOD-I-:LVES (Aradhrynd) 
Lords/3 211 IJ3 PI/18 60 

LordsJ3 20 66 ChlI3 50 

High Captainll 12 1 2 1  Ch/IS " 
Guard.eaptains/6 10 I I I  Ch/IS 45 
Guard Horsemen/27 6 72 Ch/14 45 
(medium horses)/- 3 151 Nu/3 20 
Guardsmen127 6 74 ChJIS 45 
Apprcn. Guard/18 4 55 ChJlJ 40 
Hall-caplainS/6 10 1 1 7  Ch}IS 45 
Watchmen 5 74 Ch/13 40 
Hall Ganison 4 5K ChI]] 40 

Sh G, Melee 
OK 

Y I 5  N 125/m 
Y N HOha 
Y N SOha 
Y N 40ha 

Y 10 (AIL) 120ml 
- - LTruO 
Y (AIL) 65ml 

- - LTrSO 
Y N SOsp 

- - MTr50 

Y l O  (AIL) 140ml 
- - LTroo 
Y (AIL) IOOml 

- - LTrSO 
Y N 80sp 

- - MTrSO 

Y I O  (AIL) 12Sma 
Y I O  (AILI 130bs 

Y (AIL) I (JObs 
Y N 7Sbs 
Y N 40,", 

N (AIL) 12Sba 

- - 6SLTr 
Y (AIL) 9Ob, 

- - SSMTr 
Y L 70'"' 

Y N SSbs 

ELVES 

Y I 5  AIL ISSbs 

Y I O  N 8Sbs 

Y I O  (AIL) 140bs 
Y5 (AIL) 130bs 

Y I O  L IOSml 
- - 60MTr 

Y I O  N 90bs 
Y5 N 90bs 
Y5 (AIL) 135hs 
Y5 N lOObs 
Y5 N 90'" 

ARMY or THE WOODLAND-REALM (Northeastern Mirkwood) 

Caplains/45 8 90 ChJI 3  30 Y I O  N 90'" 

Bowmen/600 5 80 Ch/13 20 N N 75'" 

Axemen/300 5 75 Ch/13 30 Y N 95ha 

Spc:umleu/600 5 78 Ch/l) 15 N N lOOsp 
Swordsmen/300 6 99 Ch/14 45 Y5 L I lObs 
Wurriors!2 JOO 3 63 Ch/I) 10 Y N 75sp 

MaSft'f" Mililory Table 

MIs.�lIeJ Mo' 
lndory M Noll'S 

OK 

120lb 10 Norllnnun. Some usc baule·axe�. 
KOlb II Nonhman. All are fine Ir;,,;:kers. 
401b 0 Norlillmm. Some usc 1T111t"cs. 
301b 0 Nonhman. Some tI� cluhs or maces. 

[fIOsp II Nonhmtln. I-Ieav)' cavalry. 
- 30 Northman. Unllnnorcd. Vcry fast. 

50sp 0 Nonhman. " Ieavy cavalry. 
- 25 UtI(lrmorcd. Fast. 

4Ssp 0 Nonhman. Medium cavalry. 
- 20 Unarmored. F .. sl. 

120sp 0 Northman. Heavy cavalry. 
MBa50 30 Unannorcd. Very fast. 

70�p " Northman. Heavy cavalry. 
MBa4S 20 Ununllorcu. FaNt. 

60sp 0 Nonhman. Medium c:walry. 
- 30 Unarmored. Fast. 

IOScp 0 Nonhman. Commands town guard. 
13Sep 5 Nonhman. Command.� anny outside 

town. 
HMkp , Nonhm:lII. Mounted outside town. 
7(kp 5 Nurthrnun. Slanding town guard. 
4Ssp 0 Nonhman. Train monthly for 2 days. 

I I Osp 0 High Nonhman. Fight mounted or on 
root. 

- 20 Lightly annored. Fast. 
85cp 0 High Nonhman. Fight mounted or on 

foot. 
- 15 Unannored. Fast. 

6Sep " High Nonhrnan. Experienced levy. 
5Ssp. 

5(k. 0 High Northman. Well-trained. +40 sp, 

180lb 25 Sinda W:lniOrs. Thranduil's inner 
circle. 2 speli liSls to Sth IY]. 20PP. 

65lb 20 Sinda Bards. Thranduil's inner circle. I to 
5th Ivl. 2 10 10th Ivl. 5 10 20th Ivl. 4OPP. 

12Ssp 20 Mixed Elr. Warriors. Leads Guard. 
I I Ssp 15 Mix!,:d Elr. Warriors. 
H5sp " Mixed Elf. Waniors. 

- 20 UnamlOred. Fllst. 
HOs" III Mixed Elf. Waniors. 
80sp 10 Mixed Elr. Waniors. 
12511'1 15 A Vllr (Silvan) Warriors. 
9!»p 10 A var (Silvan) Warriors. 
""" 10 Avar (Silvan) Waniors. 

lOOJb 0 Avar (Silvan Elf). Warriors. Fine 
Trackers. 

9SIb 10 Avar (Silvan Elf). Warriors. Peng 
wador. 

'(k. 10 Avar (Silvan Elf). Warriors. Pc 
It:gwador. 

8Ssp 10 AV<lr (SiIYIlIl Elf). Wurriurs. Egwador. 
80ep 10 Avar (Silvan Elf). WaniOn!. Magwador. 
50sp 10 Av:ar (SilvUll EIO. Warriors. 
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Oil 08 
WOOD·EL YES (Woodhmd W.\Irders) 

Ward-caplainstJ 9 89 Sl/3 55 V I O  N 80!:p 651b 25 AVllr (Silviln Elf) Ranger". Firli'l 
Trackcrs.4 spell lists to 10th IvI. IKPI'. 

Warders/8 1 4 47 RL/9 45 V5 N 55sp 4Slb 20 Avar (Silvan Elf) Rangers. Fine 
Trackers. 2 .�pell list!: 10 I nth [vI. IIPP. 

WOQD·EL VES (Scallered in southwestern Mirkwood) 

Wllrdt;:n;/6 8 '" Chl l 3  30 V I O  N 9Ob.� IOOlb 0 Avar (Silvan Elf). Pine Trackers. 
Tauranca/36 4 45 ChlI3 25 V N 60'" 6Slb 0 Avar (Silvan Elf). Recon/bal1le 

troops. 
Young Taurunca/18 2 35 Ch/13 20 V N SObs SOlb 0 A var (Silvan Elf). Gr<.'cn troops. 

RA. ... T·ELYES (Celebannon A.rea) 
CururimJ9 10 '" Noll 50 V I O  N 60'" 5Ib 20 Mixed Elf. Rangers. 4 spcll iists. 
Tirduin Lords/1 2  9 1 00  Chll3 50 V I O  N l l Obs J 131b "' Mb::ed Elf. Aet a.� unit eomm3nders. 
Tirduin,196 6 .5 ChiD 40 V5 N 9Ob, 9Slb 10 Mi}lcd Elf. Elite warriors. 
Ciuvetpel LordsJl O  5 70 Noll 40 Y5 N BObs K5lb 15 Mixed Elf. Lead f()rest patrols. 
Exper. Cuiv./30 3 45 Noll 35 Y N 6()b� 75lh " Avar (Silvan Ell) Warrior!:. Expen 

trJckers/sta Iken;. 
Cuiv. Warriors/50 2 35 NoI' 30 V N 45bs 60Ib 20 AVM (Silvan Elf). Serve as couriers. 
Taul'IlIlca Lords/I I 4 60 Chll3 30 Y N 75bs 751b 10 Avar (Silv:m Ell). Main baLllc-troop 

leaders. 
Tuurunca War./66 3 45 Chll3 25 Y N 60bs 65lb 5 A var (Silvan Ell). Main hallie-troop!(. 
Young Tauranca/22 2 35 ChlI3 20 V N 50bs 50lb 0 Avar (Silvan Ell). Green troops. 

HUiNEN'S GARRISON (Cebcr Fanuirl in southern Mirkwood) 
Aldaron/I 1 3  130 PI/17 '" Y21l N 150b� 16(lIb "' Noldo. Uuinen's bodygll�lrd {milhril}. 
Randae/I 12 120 Noll 100 N N 120(rna) 120tb 25 Siuda. Wurrior Monk. 
Guard CaptainS/6 10 I [() ChiD 35 Y l O  N 120bs 135lh 5 Sinda. Supervise the garrison. 
Warriors/42 4 45 RL/9 25 V N GObs 651b 5 AVllf (Silvan Ell). Typical garrison 

troops. 
ServantS/12 2 35 Noll 10 N N 30bs 40lb 10 Avar (Silvan Elf). Usually 

non-combatants. 

DWARVES 
HOST OF THE IRON HILLS 

Lords12 14 149 PI/20 77 Y25 (AIL) 150wh XOha "' Khazad. Mithril plate & equipment. 
Captains/1 I I  125 PV19 " V I O  (AIL) 135wh lOOhcb 5 KhazUd. Mithril chain + overhshin. 
Dwarven Guard/28 7 " PI/17 50 V5 N IOOwh K5hcb 10 Khazad. 4 x 7. Mithril shins. 
Warriors/140 4 65 Chfl6 35 Y (AIL) KOha 60lcb 5 Khazfid. 70 active at any time. 
Dwarven Levy/280 2 40 Ch/16 25 V (AIL) 55ha 40sb 0 Khazad. Each serves indiv warrior. 

NOTE: Professio/l is Wurr;or/FiKh/er lIf1ft·SS OIhawi.re .f/ll/ed. 
I KEY 

CODES The statistics given describe each Nrc: a more detailed description of somc of the more imponllnt NPCs Clm be found in the main text. 
Some of the codes are self-explanatory LvI (level) Hits, Sh (shield), and Mov M (movemcnt and mancuver bonus). The more complex codes 
are listed below 

AT (Armor Type) The two lellercode gives the being's MIiRI' armor type (No : No Armor, SL = sari Ic:uher, RL = Rigicl Leather, Ch '" Chain. 
P I ",  Plate): the nU/ll�r is tht;: cquivulent RQleN/a)·'er unnor type. 

DR (I>erensive Bonus) Note defensive bonuses include stats and shield. Shield references indude YU;llity OOIlU:;eS (c.g. "Y5" indicates "Yes, a +5 
shield"). 

Gr (Grellves) "A" and "L" arc used to indicate arm and leg greaves respectively. 

OD's (Orrensive Donuses) Weapon abbreviations follow 08 's fa - falchion, ss-shon sword. b!'i- broadsword, !'>C-scirnitar. th - two-handed 
sword. ma - mace. ha - hand axe. wh - war hammer, ba - bllllle axe. wm - war mallock. c I - club. qs - quarter stafr. da - dagger. sp 
- spear, m l - mounted lance,ja - javelin, pa - pole aml. s l - sling, cb - composite bow. sb- shon bow, Ib - long bow, Icb - light 
crossbow. hcb -heavy crossbow, bo - bola, wp- whip, ts - throwing .�Iar. hb - hlliherd. Melee :lI1d Mis.�ile offensive bonuses include the 
bonus for the combatunt 's �st weapon in that category. 

Stat�: Ag -Agi lity. Co-Const ilUtion, SD - Self -Discipl ine, Me - Memory. Re - Reasoning. St -Strength, Qu -Qu ick ness, Pr -Presence. 
Em - Empathy, In - Intuition. For MIiRP, average Re and Me for Intelligence. 

Skills: Most skills arc self-explanatory: S/H - Stalking and Hiding. Per- Perception. Amb - Ambush. Aerob - Acrobatics. ctc. 
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DOL GUlOUR 

Necromancer 240 600 1'1120 200 (Y) (AiL) 250bs/lTlu 250lb 60 Sauron. Maia (Great Enemy). Can use 
all spcllsllt any h:vd. Considered II "Large Creature" for purposes of defense. (See text for more info.) 

Khamfil 40 240 PV20 90 N (AiL) 21 0bs ISOge 10 Easterling (Womaw/Avaradan) NazgQI. 
Undead wUlTior. Second of the Nine. Warden (later Lord) of Dol Guldur. SD98,ColOO, Ag99. Me86. SIIOI, Qu98. PrI02, 111%, Em89. 
Considered II " Lnrge Cre:lIure" for purposes of defense. 

Kham(il '0 240 PI!20 90 N (AIL) 2 10bs [SOge 10 Aflcr T.A. 2460. 
Adunaphel 32 160 Pl/19 7S N (AIL) l60bs 12.5cp I S  Black NumenQrean NazgQI. Undead 

wanior. Seventh of [he Nine (and !\ole female). SD77,Co35, Ag%, Me91. 5162, Qu99, PrlQO, 10100, 13m99. Considered a " Large Creature" 
for Durooses of defense. 

Uvatha 31 240 PI(lO 90 N (AiL) 210bs ISOge 0 Variag NazgOI. Undead warrior. Best 
trucker of the Nine. Messcngero{ the Shadow. S033.C09S. AglOO. MeS9. St 100. Qu99. Pt97. [n94. Em [0. Considered a "Large Creature" 
for purposes of defense. 

The Moulh 20 120 No/I 90 N N SOd, ·25 40 Numcn6rean Magician. x5 ring/300PP. 
6!Mage IS; 8/Essence 10. S095. C096. AglOO. Me98. Re99.St84. Qu97. Pr98. In89. EmlOl. 

Ccledhring 40 120 Noll 50 N N 75ma ·25 25 Noldo Mage/Alchemist. 6/Alchemist 
30; 13/E.�sence 20. x6 staff. 720 PP. +20 Forging tools.SD90, CoS7. AgIOO. Me99. Re95. St86. Qu99. Pr97. In94. Em 101.  

Duran 40 200 RL/12 SO N (AiL) 200<ma) - 40 Demon Warrior. Wing-fists strike as 
maces. SOMa, ColOI, AgIOO, MeSO, ReRO, Stl02, QulOO, PrlOO, In80, Em40. 

Gorovod 20 100 No/I 90 N N 90<1, -25 " Variag MagelSorcerer. Defensive robes 
-30; x6 headband/360PP. 6/Sorcerer 15; 6/E.��nce 10; 4/Channeling 10. SD96. Co1!6, AglOO, Me96. Re95, 5187. Qu99. PrS9. InIOO. 
Emloo. 

Carlon 20 14' /'1/17 20 Y N '''''', 150sb 11 HaradanjWarrior; +20 nonmagical 
scimitar: +15 silver breastplate. SD64. Co90. Ag96. MeSS. Re92. St97, QuS9. POO, In9 1 .  Em46. 

Fruedhir 15 90 RUII 40 N (A) 6Od. ·25 " Northman Mage/Alchemist, assistant to 
Ce[edhring. 6/Alchemist 10; 5/Essence 10. x4 ring. 120 PP. S087. C079. AgIOO. Me96 Re96. SIS7. Qu92. PrS5. In89. Em99. 

Gr1lShukh 20 180 ChlI5 60 Y I 5  (AiL) ISOss 1600, 5 UrukWuTTior. Guard Captain of Dol 
Guldur. SOS9. Coloo. Ag99. Me78 Re89. StlOl. Quloo. Pr98. In78. Em37. 

RHQSGQHEL 
Radagast (60) 2 1 0  RUI2 90 N (AiL) 15Oqs/bs 100d, 45 Istar Animist. Radagast the Brown. 40th 

[vI on attack. 240PP. Robes AT Rl.JI2 (-30) and unencumbering. Staff. a x8 PP enhancer, is +20 to all spells. +30 "Ho[y" sword of Ore- and 
Man.slaying. Rarely uses offensive spells. Knows al[ Ranger. Animist. Open Channeling. and Cleric lisls to 50th level. S080. Col03, 
AgIOO. Me97. Re96. SI [00. Qu 100. PrIOI. InI04. Em 102. 

CEDER FANUIN 
Huinen 33 1 1 2  No/1 100 N N loobs ·25 25 Noldo HardISter. Ring of waterbohs 

+60 )(6 orb 594 PP. 3/Seer 30; 3?Seer 20: lO!Menlalist 15. SD96. C089. Agloo. Me98, Re97. St76. Qu98, PriOI. In89, EmS7. 
Ringlin 20 120 Noll 90 N N 100d, 4Od, 25 Noldo Myslic. Assistant to Huinen. x4 

amulet 240 PP. l!Mystic 15: 4/Essence: 2!Menta[ism. S097. CoS9. AglOO. Me97. Re99. St96. QUloo. PrIOI, In78. Em 100. 
Arlen 1 7  SO No/I 70 N N SOd, ·25 20 Silvan BardlSter. Assistant to Huinen, 

slave and spy of Sauron. x3 earring 102PP. 3/Seer IS; 6!Mentalism 10. SOS9. C078. Ag99. Me9S. Re96, St78. Qu99. 1¥J9. InS7, Em85. 

GONDQRIAN TERRITORY (Southern Rhovanlon) 

Vagaig 15 150 ChlI5 50 YIO (AIL) 160'" ( 12Ocp) 10 Ddlllldllll warrior. Eastem Regent of 
Gondor. S086. CoIOO. Ag9S, Me87. ReS9. 5tl OO, Qu99. Pr99. ln86. Em89. 

Augill1und 12 145 RUIO 40 Y AiL 150ha 120cp 10 Nonhman Prince. S089. Coloo. Ag99, 
Me67. Re75. St9S, Qu96, Pt9S, In86. Em95. 

Mahrcared 1 8  160 ChlI3 45 Y I O  N 170ha I I00b 0 Nonhman!Eothraim. Thyn of the 
Ailganhas; lord of Buhr Ailgra. +10 Hand axe. 5094. Co89, Ag93, Me78, ReSS. StIOI, Qu95, Pr96, In91, EmS.5. 

Uirdriks 22 100 Noll 20 N N 'Od. ·25 0 Northman/Gramuz. Thyn of the 
Withras. SD97. Co76, Ag45. Mc89. Rc90. SI6S. Qu65. Pr88. ln97. Em98. 

Garlila " 1 1 0 RLJIO 30 Y AIL I lObs 'Oop 1 0  Northman!Gramu7.. Heir-Ihyn of the 
Withras. SD90. Co96. Ag96. Me88. Re75, 5t98, Quloo. Pr89. ln76. Em82. 

Wuilaric 14 SO Noli 40 N N 6Od, ·25 5 Northman/Gramuz. Animist/Evil Cleric. 
x3 stuff. 72 PP. 2/Evil Channeling 5. 5073, Co78. AgS7. Me77. ReSO. S179. Qu94, Pr87, In97. Em78. 

AtMgMviM 16 120 ChlI5 20 N (AiL) 150n 1000, 20 NorthmanlUrban. Thyn of the 
Waildungs. + 1 0  nail. 5075. C097. Ag9S. Me88. Re72. 5t98. Qu%. Pr94. hOS. Em69. 
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Waulra " m PVI7 30 N N 140bs 120lb 0 Woodman. Ahhyn of The Sainheod. 
S086, C084, Ag89, Me85, Re83, ST95, Qu91, Pr88" In93, Em85. 

Heoraborn 24 100 No/I 30 N N 130bs I lOlb 20 Ucijabar. First of the three Fralhagaman. 
Also fights as a huge Bear (Bear-fonn). SD90, Col 00, Ag98, Me87, Re86, SIIOI, Qu97, Pr96, In87, Em91 .  

EKED MI'I'HRIN 
Celedhrin& 40 120 Noll 50 N N 75ma �25 25 Noldo Mage/AlchemisT. 6/AlchemiST 30; 

13/E.'I!lence 20. x6 slaff. no PP. +20 Forging 100Is.SD90, C087, AglOO, MeW, Re95, STB6, QuW, Pr97, In94, Em 101. 
Shagralh 13 137 Pl/19 30 YIO (AIL) 135ha 90sb 0 Uruk warrior. Uses Asgurash on 

weapons. S055, Co 100, Ag92, Me77, ReB9, SIIOO, QuK4, PT92, InB3, Em20. 
C,. I' 141 Chi I 6 10 N (AIL) 145ba 8.5sb 0 Uruk warrior. Uses BriThagunh on 

arrow. S076, Co97, Ag93. Me4.5, ReM, ST99, Qu.59, PrB8. ln38, Em22. 
Uk .. " 154 ChlI6 .0 YIO (AIL) 15.5bs I(Klsb �" Ukog The Lame. Uruk warrior. Peculiar 

walk. Savors brains. 5086, CoIOO. Ag40, Me97, Re79, Sr98, Qu42, Pr55. lnI00. Em36. 

WOODLAND REALM 
Thranduil 33 '" PVi7 OS Y20 (AIL) 242bs 2471b " Sind;! Warrior. Spells: 3/AnimiSI 10.3/ 

lIIusionisl 10. 2/Gen Essence 10. x3 Ring. MPP. 800ts of Limb-running. Bow of Ore-slaying. �Ielm ofShadowS/liiding. Sword of troll-
slaying. S084. Co96. AgIOO. Me93, Re91 .  S198. Qu99, Pr96. In95, Em97. 

Legnlas , 9' ChlI3 50 YIO N 9Ob< 1251b 35 Sinda Warrior. Bow of Quickncss(3 
shoTs/2rds). Shield of Coneealmcnl +25 hiding. Bools of Silence. A072, C09 1 ,  Ag I 00. Men, Re95, S198, Qu99, Pr8 1 .  [1194, Em92. 

Legola.'I 28 148 ChlI3 '0 YIO N 205bs 240[b " Sinda Warrior. Afler T.A. 3018. 
Ohtar 2 1  130 PI/17 ., YIO N 145bs 160lb 10 Sinda Warrior. Spells: lIGen ES!lence 

10. SD64, Co94, Agl00, Me88, Rc87. St97. QuIOO. Pr91. In96. Em90. 
Camlhillion 1 7  120 PVI7 60 YIO N 140bs 155tb 5 Silvan (Avar) Warrior. Stonc ofWaler 

Walking. +25da. 50.52, C091 ,  Ag99, Me89. Re76, S198, Qu99, Pr87, In93, Em91. 
Hehtdi! 8 91 Chjl 3  50 YIO N 95bs 120lh 25 Sinda Warrior. Shield of Concealment 

+25 hiding. 5047, Co9Q, AgIOO. Me90, Re94. 5198, Qu99. Pr79, In93, Em92. 
Scorn 28 165 Noll 30 N N 170ba 155ep 30 Beijabaran Ranger and Lord. Collar is xS 

pp multiplier. 5090. CoIOO. Ag99. Me79. Re67. StIOI. Qu96, Pr91, InIOO. Em99. 

EMYN-NU-FUIN 
Lhachglin 27 127 No/I 40 N N 6()" 65da 20 Ounadan Animist. +20 Cloak. Dagger of 

Elf-slaying. +6 Ring. 8IPP. Orb of Plant Control. Ring of Invis. Spells: I/Animist25, 5/Animist20, 10/Gen Channe[ingIO, 2JGen Channel-
lng20, 2/Evil Animisl/C[erie IO. 5083, C076. Ag99, Me97. Re98. St84, Qu96, Pr30, Inloo, Em97 

Wodurishak 1 8  1 8 1  RLJI I 30 N (AIL) 185ba - 30 0108 Warrior. Helm of Rear-sight. 
+IOss. S047. Co91 ,  Ag88, Me51, Re55, StIOO, Qu98. Pr40, In73, Em29. 

NAN GOLDUIN 
Drurgandra 14 15' ChlI3 10 N N I.5Oth 35sb 0 Uruk Warrior. Helm of Rear. +IOss. 

5047, C09 1 .  Ag88. Me5 1 .  Re55. 51100. Qu98. Pr40, In73. Em29. 

ESGAROTH 
Odagavia 12 96 RLJIO 25 Y AiL 80b< 95ep �5 Northman Warrior/merchant. Master of 

Esgaroth. 5093, Co76, Ag73. Me88. Re92, S179, Qu77. Pr91. ln94, Em90. 
Odavaeer 5 48 Sl/6 25 Y AIL 55ma 65ep 0 Northman Warrior/innkeeper. Bow of 

Ore-slaying. SD96. COS8, Ag87, Me79, Re68, 5181, Qu78, Pr44, In95, Em93. 
Eodoric • 63 ChlI3 25 Y N 75'" '5<p 0 Nonhman Warrior. Often on lake with 

boat palroL SD67, C093, Ag90. Me73, Re64, 5190, Qu86. Pr54. In70. Em62. 
Waggeorn 7 97 ChlI3 35 Y5 N 9.5bs HKkp 0 Nonhman Warrior. "Retired" from Elile 

Guard. SD31, Co90, Ag93. Me61. Re73, St94. Qu92. 1>r59. ln68, Em26. 
Freaga • 92 ChiD 25 Y N 9Om, 'JOep 0 Northman Warrior. V:l':S 9(kIa willed 

wilh Ondokumba. 5045, Co92, Ag90. MeS5, Re61. 5192, Qu89, Pr62, n44. Em29. 
Braegla 2 4 1  ChlI3 25 Y N 55wh 40cp 5 Northman Warrior. Son of Waggacom. 

Guard levy-man. 5023, Co90. Ag94, Me41. Re47, 5195. Qu90. Pt83. In51, Em23. 
Shagelda 3 1 7  No/I 25 N N Sd. 5d, 10 Northman Mage/Sorceress. x2 Earring. 

6PP. Spells: 4/Son.:crerI0. Cloak of Oi�pc::lling (51h lvl). 5050, C05 1 ,  Ag90. Me73. Re89, 5190, Qu98. Pr99, In98. Em 100. 
Raendoric 4 3. Noll 30 N N 40ss 351b " No,\hman Bard. +2 Staff. LUle of 

Sleep{V). 12PP. Main gauche +5. 800ls of Silence. FluTe ofProjeclion. Spells: 5/Bard IO, lIGen E.ssence5, lIGen MenTalism5. 5049, Co79, 
Ag97. Me99. Re84, Sr9I, Qu96, Pr67, In60, EmIOO. 

Dudannis 5 37 No/I .0 N N 6.5ss 6Sd 20 Dorwinion Scoulfi"hicf. Main gauche. 
Ring of Perceplion +20. Hood of Facades. BelT of Levitation (Imph). 5077. C045. Ag99. Me85. Re95, St73. QuIOO, Pr37, In86. Em64. 

Urdralh 3 28 Noll " N N 100d. 5d, 5 NCtriag Muge. x2 Stuff. 9PP. Spells: 31 
Evil MagicianiO, lIGen EsscncelO. Book of Channing Kind. 5076. C043, Ag82, Me77, Re89. St78, Qu96, Pr67, 1])90. EmIOO. 
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SMUGGLERS 
Kynoden " 66 Noll 40 N N 90bs """, 20 Nonhm,m ScoUlrrhicf/bo:1I build{,f. 

Invisible Duggcr of Returning. Boots of Lwuling/Silcm.:c. SllIIuow Cloak. + 1  Ring of cvasion�. Spcll�; liGen Mage/MentalisIS. SIX1.'S, C0Il9, 
Ag99. Me?8. ReS3. S194, Qu97. PR88, IN89. Em5S. 

Vogir 6 45 No/I 20 N N 75ss 60cp 20 Nurlhm'lIl sl;oulrrhicf. Ring of Water· 
brcilihing. S068. Co56. Ag98. Meg l .  ReS7. S189, Qu99. Pr40. In76, E11l43. 

LlNDAL (ny Long Lake) 
Woedwyn 7 " Noll IS N N 15da ."ida 2n Norlhnmn M'lgc/Akhcmis\ (fcnmlc). " 

Crudblc. 21 PI'. Spcll�; 5/Alchcmy 10. IIEvil Magician 10. 5D34, C064, Ag98. Mc9R. Rc96. SIXK, Qul}6, 1'1'61, In72, Ern1 ()() 

Viloric 5 39 Noll 20 N N 851m 'Xl/HI 25 Nonhman Scoutfrhicf/millcr. + 1 5  
Throwing-a�e (returns). 5D60, CoS), AglOO. Me70, Ren. 5T86, Qu9S, Pr5 1 ,  1n67. EmS ! .  

OPEN COUNTR Y (Nurlht!rn Rhuvaniun) 
Uierllglir 14 424 No/I " Y I U N 130wh 1 30ep 211 NorlllllllUl 5eout/Rogue. Bow of MUll' 

slaying. Helm +25RR. 5033. C06 1 .  Ag98. Me67. Re69, 5198, QulOO, Pr80, In56. Em40. 
Jygllnol.h 8 105 Chll S  30 Y I O  (L) lDOha 100sh U E;Ish:!rling Warrior. COllIS arrows with 

Azgur.1Sh. 5065, Cm92, Ag90. Mc..-45, Re97, 5197, Qu69, Pr88, In59, Em34. 

UAU: & I-:K�:HOR 

Eoder " 1S7 PI/19 10 N (L) 14Sba 140sp 0 Northman/O(inuuan Warrior. Thyn of 
Oale. Spear of Oragon-slaying. Horse Maslery Helm (+25 Control). 5082. Co77, Ag98, Me7 1. ReK6, ST9I:I, Qut){l, Pr9I. InlO, Em80. 

Jirfelien 7 28 No/I 25 N N 25da 5da IS Norlhman BurdlMystic ( female). Clan 
leader. +3 Ring. 14pp. 5pells: 6/Myslie 10, 3/Gen Mentalism 10,. Orb of Confusing Ways. Cloak of Invisibilily/Lcuping. 5078. Co54. Ag98. 
Me78, Re99, 5190, Qu 100,111 1>r99, [n80, Em99. 

Sulwyn , 26 No/I " N (AIL) 20ss Sep , Northman Animisl/Luy Healer (female). 
Wife of Eoder. x2 Wand. IOpp. Spells: S/Lay Animist/Healer 10, l/Evil Mental 10. 5080. Co50, AgK2. Me7Y, Re9(l. StlO, Qu%, Pr96, InS3. 
Em92. 

8�awyn 1 0 42 Noll 10 N N 40sp 100p 20 Northman Ihrd/Seer (female). Spe:tr of 
Troll-slaying. x2 Necklace. 20PP. Spells: 6/Seer 10. (lMentalism 10. S099. COO2, Ag98. Me88. Re9{J, 5t94, Qu')(), Pr9IJ, [nIH. Em65. 

DWAHVI'�N n:RHITORY 

Fulla III 1 8  145 Plno 25 N (AIL) 165ba 130hcb 5 Owarf Warrior. Lord. Annor wears as 
ATChlI5, +IORR and OB. Battlc-axe of Shield-slaying (halves foes' sheilds). Hom of Fear (20th Ivl). Heavy crossbow rclo.'l.tls 1(1. rds. 
Hammer of Returning ( 1 00',0890). 508 1 .  C098, Ag96. Me98, Re82, 5t loo, Qu92. PT83. ln77, Em69. 

Dain II 28 149 PI/20 65 Y25 (AIL) I BOha l l Osp , Dw;trf Wurrior. OW;lrf King of the Iron 
Hills. Amlor wears as ATI. SD90. Col 00. Ag96, Mc9 1 .  Re84. SIIOI. Qu96. Pr79, In84, Em64. 

Gimli 8 1 25 Chll3 60 Y30 N 130ha 85cp 5 DW<trf \VnrriuT. Lesser lord. AmlOT wears 
as ATlS. 5083, Col 00. Ag92, Me98, Re9 1 ,  5198, Qu94, Pr74. ln98. Em77. 

Azaghal " 125 PI/20 55 YIO (AIL) 135wh IOOhcb 5 OW;lrf WlIrrior. Lesser lord. AmlOT wears 
as AT l 5. Sd77, Co92, Ag78, Me94, Re89. 5198. Qu90, Pr84. 11179, Em70. 

IHON HILLS 

Ha. 12 124 Chll5 45 Y I S  (AIL) 1 25sp 120sh 5 HOz of Amov. Sag;l1h W;trrior. Great 
Headman. Spear of Man-slaying. SOO ! .  Co91 .  Ag99. Me56, Re79, 5199. Qu97. Pr66. lnR4. Em96. 

MAEGHIRRIM 

Orduclax 1 7  53 No/I 20 N N 4(),;, 15da 2U Not1hrnllll Mage/Sor('crcr. Orb of Dark 
Summons. Returning Dagger of Dwarf-slaying. Boots of Leaving. x3 Staff of Lightning. 5 1 PP. Spell: 2IGen E. .. sences5. I I/Gcn Channel-
ing 10, 6/Sorcercrl 0, I/Evil Magician ] O. S050. C04 I ,  Ag95. Mc96. Re95, 5160. Qu98, Pr9(), In I(XI. Em I 00 

I)aef-Udra 13 144 PI/18 3() YlO AIL 145bs 125cp " Nllrthman Warrior. +20 invi.�ihle 
broadsword. SD86. Co90. AgS l .  Me31, Rc78. 51100, Qu75, Pr30. In55. Em62. 

H.od IU 9 1  CIl/13 4U Y I U  N 12Uss 130da III Northman Seout!R.ogue. + 10 Dagger of 
Returning. Coats short sword with Ondokumba. Helm of fueades. 800ls of Horse-mastery (+5tJ 10 control and riele). Uses mvcn c<tlled 
'"Kryda" as spy and rn�ssengcr. Spells: lIGen MentaliSlll5. + 1  Spell-sloring Ring. 5076, Co7 ! .  AglOO. Mc56. RcWJ. St'}'}. QuYI. Pr'XI. In74, 
Em92. 

Thraear " 38 No/I I S  N N 2Od, 2Od, 10 Nurthmun BurdlMy�lic (female). x3 ORb 
of Mind Domination. +1 Wand of Fear. 22PP. Spells: 6/MysliclO. 6/Gen Mentalism 10. I/Evil Mage/Mentalbt5. Cloak of 1·liding. 5034. 
Co37, Ag90, Me98, Re99, 5t72, Qu97, PrHX1, ln56. Em97. 

8roehir 12 35 No/I 20 N N 25da IOda , Northman Animist/Astrologer. ,,2 Cube 
of St8r!!ense (20th Ivl). +2 Nose Ring. 24PP. Spells: 3/Astrologer20, 3/AstrologerlO. 5/Gcn Ch:mnelinglO, I/Evil AnimiSI/Cleric5. S045. 
Co22, Ag80, Me88. Re86, S176, Qu90. Pr97, In 100. Em45. 

Frhhar IU 33 No/I 10 N N 15ss llid. , Northman M:tge. x] Staff of Fire Bolts. 
800ts of leaving (2/day). Spells: 5/Evil MagicianiO. 9/Gcn EsscncciO, IlMagicianlO. 201'1'. Book of Fire Law (201h Ivl). +5 Returning 
Dagger of Mall-slaying. 5045. C049. Ag76, Me95, Re97. 5145. Qu9 1 .  Pr44. In66. Em98. 



Muslt!l' NPC Table & Ma.�ler BetHI Table 

Name Hils AT DB Sh G, Melee 
OB 

Missile! 
2ndary 

OB 

Mil'" 
M Nulcs 

Ed ..... odyn 9 S6 No/I 1 5  N N 45ha 2ncp 5 Nonhman Animist. +4 Ring of Animal 
Mastery. 27PP. Spdls: 6/Animist lO. &/Gen Channeling 10. S034. Co99, Ag77, Me98, Re8S. SISO. Qu96, Pr87. InIOO. Em97. 

Freo ..... yn 9 59 RLfJ 40 Y 10 N SOma 2SIb S Nurthrnau AnimisL/Ch::ric(femah:. +3 
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Ring of Sound's Way. 9PP. Spells: 5/Evil Animist/ClericIO, 8/Gen Channeling lO. Book of Necromancy (251h Ivl). Shield of Shadows. S069. 
Co7R. AgR7. Me94. Re93, SI9R. Qu96. Pr96, In94. Em80. 

Hreor K 26 No/l i S  N N IOda 1000a 1 5 Nonhman Mage/Sorcerer. x2 SIaffof 
Mind Destructiun, 16PP. Hood acts as helm. Spells: 5/SorcercrlO. IlEvii MagiciamS, 6/Gen ChannclinglO. Pain Rune. SD70, CooS. Ag78, 
Me89. Re99, SIS9. Qu96. Pr4S. 11197. Em97. 

Brcgu 7 66 Noll 60 Y20 N 65ha 60Ib 1 5 Northrnan Ranger. +20 Invisible shield. 
Helm of Oark.sight. 800ts of Lauding. +3 Ring. 7PP. Spells: 3IRangerI 0  •. Hom of Wolf Summoning(l/5th lvI/day ). S077. Co99. Ag98. 
Me67. Re86. S194. Qu99, Pr70. ln93. Em86. 

E:U' Sl..A VE 
NlIlIlirc 2 I R  Null 1 0  N N lObs JOlb 10 Silv;m Allill1i�L/Hcalcr(rell1ale). Unarmed. 

4PP. Spells: 3lHealer5 .. S056. Co7 1 .  Ag91. Me97, Re93. St64.Qu92, Pr95. In97, Em66. 

NOTE: WeClfWI/ (/1/(/ shkld cUc/rYclre sal7lc' W' thm'('/mend .... ith Tal)'" 22./ "/JUH·. PP ;; f)v .... '·r points. "+" alld "x" .1·ymIHlIl·III·('(·(·(Ii,,� 17I"�k ;t('/7/ 
d('s('l';f)tifJII.t = additional spelf.t "/ a"y lew?1 ('offflble 0/ hei",.; cosrfday OR PP //IlIlriplier. A po ..... er (1Oint mlllriplier ..... iII (1IIo ..... /he spell liSt?( to 
illcreases his/her daily PI' II.wRe hy Ihe RiI'ell mlilliple(for ilmollCi'. 12 1'1' ... i,h a xl del,ice would re,wll ill Oil adjusledjiRure of 36 1'1'). LiSIl'd PI'.f 
ure III/modified. Spell sUl7ll7laries:= precedi".� "I" = nllmher aflists ,!Iiren type: =followinl( IiSf type "" 21 1el'el afknow" spells (m gil·m li.ns. Some 
sf(/( tIIul spell descriptiuns ul7lil/t·d wht'll ill mui" t(·xt. 

22.3 MASTER BEAST TABLE 

Type 

Active Tree 
.0< 
Black Be:.r 
Cave Orake 
Cold-drake 

1 
, 

24 

Culcamix I 
Fire-drake 

_ Eaglc__ __ 3 
Egil's Viper 8 
Fell Beast 20 
Giant 20 

1 8  Giallt Spider 
Grcat Bat 
Greal BeaT 
Great Eagle 

Great Falcon 

-----
, 
1 0  
30 
15 

Lesser Cave Or .. ke 16 
Le!\ser Giani 14 
Moumain Lion .5 
Raven 4 
Slone-troll 
Spider 
Stone-troll 
Uindarh.if -
Warg· 
Wight· 
Wild Goat 
Wild Horse 
Wild Kine 
Wolf 

1 3  
3 
15 
3 
8 
7 
2 
3 
, 
3 

-

#/Enc 

1 
1 - 1 00  

I·' 
1 

1·6 

I·' 

Si.,.e 

H 
S 
M 
M 

s 

s 

Speed 

VS/VS 
VF/VF 

FiF 
M/M 

Hils 

'00 

, 

150 
275 

AT 

211 
1 
, 
19 

DB 

11 
60 
20 
30 

(Primary/ 
Secundaryrrcrtiary) 
Attack 

201'IOr/l OHCrMIHOIh/V arie.� 
25SBi/-/-/3{ITCI 
50LGr/50LCI/30MB,1/25MBi 
120HCVI OOHGr,l90H Bi 

1·2 L VF/VF 100 4 60 75MBi/Spccial/-
1-2 L FtF 240 1 2  50 9OHCJ!90LGrI9OLBa/60LBi 
1
-3 VL SIS 350 I I  30 17SHBu/IOOHCr/-/l5OClub 

1
-
20 __ L FiF.

"", 
__ l 60 4 40 �5HSI/60LGrn5LBi 

1·20 M·--cVF/VF 60 3 60 75MBi/60MCI/-
1-4 L FtF 200 8 40 9OLBa{75LClnSLGr/SOLl3i 

1· 10 H VF/VF 300 I I  90 120HCI/IOOLPiIlOOLBa 

1 · 1 0  l,..,. VF/VF 100 4 8 9OLCI/60MPi/-/SOMBa 
1-3 M FtF 200 12 30 lOOLCI/90LGr/60LBi/SOLCr 
1·5 L SIS 250 I I  20 9OLB:v'65LCr/-/7.5Club 
1·5 M VF/VF 100 3 440 40MCI/60MBij60MBa 

1-30 S VF/VF 20 3 50 SOSCI/25MCI/-
1.2 L --'M�/M7----;'1 80c---�1 

C
1 

-�30:O----·
1 05HClj80HGr/80LBi 

1 · 1 0  S F/F 10 I 30 OTSt/IO{fI/-
1-5 L SIS 175 I I  25 120HBajI 20LCl/90LCr/80LBi 
1 ·20 M�_,; 3 '0 
'·20 L , 60 
1 · 1 0  M M/M 100 I 75 
1-2U M FtF 7U 3 1 5  
I-50 L F/F ISO 3 2(J 
I·]{J L M/M I HI 3 3(J 
2-4(J M VFNF I 1 0  3 3C1 

7: I 1 
lOObs/55�.1Bu/-/25MBi 
6(JMUo/50"Ml3anOSTS/-
50LBa/35L TS/
l OULHofI}(JLTSA\OLUa 
6CILBi/--/30MCI 

·U"d('(u/ or m1!er .... isl' Illlll.HIllI (u(' .�I'C'(ioll 1,.1.5). 

Crit. 
Large 
Nom) 
No� 
S. Large 

Noml 

Norm 
Nom) 
Large 
Large 
Large 
Nom) 
Large 
Large 
No� 
Large 
'-''''' 
Noml 
Nom) 
L:lrge 
No� 
L:lrge 
Nom> 
No� 
No� 
Nonn 
No� 
No� 
No� 

--
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22.4 DRAGONS OF WILDERLAND 

Ando-Anca CD(L) 49 M 'iF 540 

Angunh FO(F) 36 L 'iF 471 

447 

CO(L) 30 M VF{VF 401 

Daclomin CO(F) 33 L 'iF 42. 

Dyncil CO(F) 3S L VF{VF 422 

ltuligust .'U(l) " H 'iF 5'" 

KlyaKar CD(L) 2. S VF/VF ,., 

Khuzadrcpli CI)(P) 37 L M/M 460 

Lellcarulh FD(L) 34 L rtF 435 

Lornaw CD(L) 35 L VFNF 4.7 

Nimanulir CD(L) 33 M 'iF ". 

VL VfNF '" 

Smallg FD(F) .. L VFfVF .,. 

Throkmaw FD(F) 4. L 'iF 523 

Uruial FO(L) 30 M M/M 43. 

1181 

20 40 ISO 

I. 60 "0 

I. SO 140 

I. " 100 

12 70 12' 

20 60 160 

12 ., .5 

I .  60 130 

I. 50 125 

20 '0 120 

I. 60 '" 

20 .5 150 

20 75 12' 

I .  60 1 III 
I. " 105 

120 

12' 

120 

120 

I3S 

"0 

1 05 
1 00  
I3S 

12' 

100 

130 

120 

' "  

' "  

' "  

1 00  

I 

"0 

9S 

., 

I 3S 

OS 
160 

100 

'" 

., 

150 

12' 

1 00  

60 

'0 

'0 

40 

4' 

60 

SO 

SO 

TYPE _ 1st symbol: CD=Cold-drnke: FDzFire-druke. 2nd symbol: L-Lund-bound FaAyc:r (winged), 
NOTES: 

Dra�o"s of Wilder lund 

100 

'" 

'" 

100 

., 

120 

1 00  
'" 

Rod 
Black/gold 

Red/gold 
Black 
Black/grey 

Black/bll,lC: 
Brown/red 
Bluck 
Red 
G�y 
813ck/grey 

Red/gold 
Black 
Red 

Agburanar - Relatively shy beasl who favors Goal and Bear meal. Resides al Caves of Olund in spur of Orey Mountains tens miles nonh orlhe 
Withered Ikalh. 

Ando-Anes - Aggressive but sleepy creature who, even when stirred. sleeps 95% or the lime (01 -95). Huml> LosnlOdir and Trolls. Re.�ide..� at 
Moum Udonanca on the northeastern side of the Withered Heath. 

Angurth - Known fur his extremely strongjaws and the inten� heat ufhis riery breath, Angunh reputedly retishes duels and enjoys slaying heavily 
annorcd foes. He resides 201 Long Peale. 

Bairanax - A Bear·hunter, Bairanax lives in the caves at Ovir Hollow in the southern Grey Moumains. 
Culgor _ The fastest and most inquisitive of the Grey Mountain Dragons, he lives at 8at Dome. 
Daelomin - A highly mystical and enchanled Drake. she is often referred 10 in First Age legend as the Ghost-wing of the: Ered Engrin. Her lair 

is situated at the Dancing Spire. a little over 40 miles from the Heath and halfway between Gondmaeglom and Anvilmoum. 
Oynca - Ugly yet compassionate, he is the most forgiving of Ithe ocal Drakes. Lives at Sorrowdrop. 
Haurnme _ The older (and meancr) sister of Culgor, Haurnfile lives in the Underdeeps below 8at Dome. 
Hyarlcucu -Astoundingly Illzy and given (0 foul habits. this young Cold-drake is the least subtle of the Grey Mountain Dragons. He lives southeast 

of Oondmneglom. len miles nonh of the Men Rhonen. 
lIangast - Deadliest and smanest of the region's Land Drakes. Name means '"Guest-eater" in Rhov. Keeps its abode at Gold Hill in the middle

' 

ofa dry lake in the l-teath's southeastern lowlands. 
Klyaxar - Young and small but quick. he roams the hilt country nonh of the Ered Mithrin. 
Khu7.11drepu - Legend stllles that this vile. sable beast is a Sorcerer. He lives at Thunder Cleft. 
Leucaruth - Exceptionally fierce. she is perpetually angry and constantly huming. She is rarely (0 1-20) at her lair in lrerock above WolfFhu ( ]  0 

miles nunh of the rim abovc the center of the Heath). 
I.omaw -One of only two Cold-drakes with a breath weapon. he is extremely agile, clever, and capable of freezing foes within 600 fCi.:t. He Jives 

in a snow-cavejust south of the Dying Glacier. 
Nimulluur _ Like Lomaw. Nimanuurhasan iey breath. He is lcssdeudly than his older kin. though. and prdel1i to fecdonthc Losrandirwho wlnder 

near his abode at the northwestern edge of the Heath. 
Ruingurlh _ The oldest and slowest of Wilder]anc!'s Great Worms. he reputedly fought in the Greal Bau]e. Vinually in perpetual sleep (01 ·92). 

he is uncaring fatalistic und will nut stir unless struc;k. Ruingunh lives at Goat Mountain. along the southern rim of the Withered Heath. 
Scal.ha - E�tremely aggressive and greedy Drake that actively hunts for civilized strongholdS containing loot and frequently raids camvans 

traveling on the Men RhCincn. Eats Losrandir. GoalS. Orcs. and Giants. Resides al Gondmaeglom in the central Grey Mountains. 
Smaug ---Greatest and most cunning of the Grey Mountain Dragons. Slow to anger but excepcionally pitiless. spiteful. and proud. Lives (before 

T.A. ]977) at Anvitmount. nonhwe5t of the Withered 1·leath. 
Throkmaw - Balle of the Nonhem Waste. Most dangerous winged Drake. save his rival Smaug. Confines himself to flights north of the Grey 

Mountains. Lives at Sh3b Arch in thellonhem foothills of the range, about 20 miles nonhea$t of Gondmaeglorn. 
Uruiul - Extremely uld but stunted Dragon who was crippled during the Elder Days hy an Noldo archer. He resides al Steel Fell in the middle 

of the southwestern spur of the Ercd Mithrin. 




































