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

COMMENTARY 
This series is intended as a 1001 fo r gamemaslers who wish to have a 

slrong working foundation for fantasy role playing campaigns based in 
J . R. R. Tolkien's Middlc-<:arth . The modules detail specific regions of the 
continent of Endor, and attempt to give the reader a view of the physical, 
intellectual, and spiritual structures of the given area; politics. culture. 
geography. climate. and magic are all included. Since these territories can­
not be fully described in any modest tome, emphasis is given 10 the domi­
nant andlor primary features. Where it is possible. "Iypical" layo uts are 
provided, giving the reader an approximate idea of what would be found in 
a given place or a similar setting. All of the data provided is aimcd at giving 
a picture of parI of Middle-earth, and the gamemasler is encouraged 10 usc 
these resources to build upon; certain vague areas and details that could not 
reasonably be included in the modules can be defined by using the founda­
tion provided in conjunction with one's creativity. The invaluable source 
material found in Tolkien's works and the continental map of Endor are 
ideal aids. and act to stimulate this process. 

Each module covers certain citadels and sett lements with great care to 
detail. Nonetheless, these works arc not intended as "ready-to-run" cam­
paigns, The gamcm3Ster is given the basic information necessary 10 unders­
tand and visualize a part of Midd le-earth. This data , combined wi th ex­
amples and whatever source material the gamemaster wishes to employ, 
will enable he/she to add whatever color and detail is deemed necessary to a 
given campaign . Any fantasy role playing rules system may be used , and 
allY form of campaign can occur. so long as thegamemaster and players are 
sat isfied that it fit s their requirements. ICE provides a descriptive view of 
Ihe continent. with a general overview and certain key struclures and con­
eep[s; beyond the given foundation, it is up to the individual user to set up 
the campaign , Creative guidelines, not absolutes. are emphasized. 

The series also provides interesting source material for those desiring [0 
understand lhe nature of a part icular region of Middle-ea rth , Each modu Ie 
is based on extensive research and attempts to meet the high standards 
associated with the Tolkien legacy, Where the material is interpretive 
and/ or speculative great care has been taken [0 insure that the conclusions 
til into the patterns and schemes lhal have been defined . In these areas, the 
modules aim al providing the reader with Ihe navur of the region, no more. 
Stimulation of the creative processes is Ihe goal, and ICE does nOI imend 
such materiaJ to be the sale or "proper" interpretation, In addition, a lways 
remember thai Tolkien's works are Ihe ultimate sources. What is provided 
in this series. however. is a consistent view of all of Ihe conlinent. We hope 
thallhis will help Ihe reader to delve deeply into the wondrous world that is 
Middle-earth . 

1.1 DEFINITIONS AND TERMS 
The f oliow; n, subSC'(: t ions ployidc handy I cf CI cncc am.! ill f urTHa t iunat data. r or a more In dt['lt h 

analysis 0 fcc! Ilin tel rn~, ~on~ u II I he "II"OU ~ ~ou rces (sec selccled readi nil 'l«"licrn of mod ule) . 

.. .. ABBREVIATIONS 
A . ___________ _ 

Ai· __ _ ----AT . __ ~ ________ _ 

bp . _ 
B.S. _____ ____ __ _ 

Ch._ 
Ctf . ___________ _ 

Cu. 
cp. ___________ _ 

CRIT. 
D,. 

---
----E. ___________ _ 

EI. ___________ _ 

Em. __ 

EP. 
I.A . 
F.A. __ 

GM . 
liP . __ 
H . _ 

liar . _ 

-----
-

-----
!fob. __________ _ 

In. 
Inl . 
ip . 
I(d. __ -----

Adunalc 
agility" 
armor t}'PC 
bronze pi~~~1 
Black Speech 
charisma· 
Cinh 
con~ruurion · 

copper pie~~, 
cririca l urike 
Ounlending longues 
Edain 
Eldarin 
em~thy ' 

e\hau~"on point(~) 

Fir~1 Age 
Fourth AjI;e 
IIlImema~ler 

,old pi~e 
Hobbimh (Wen ron Yarilnt) 
Hllrad rim 
Th~ Hobbit 
inluition " 
inlelligen,e" 
iron piccC'(sl 
Kuduk (Ancient -H ollbiri~hM) 2 

Kh . __ ~_~ ____ __ _ 

LaIR. 
Mc. ___________ _ 

ME. 
mp. ___ _ _ _ ____ _ 
MP. ___________ _ 
01 . ___________ _ 

Pl . _____ -------

Q . ---------- -
Q,.--~--
R. 
R,. _ 
Rh. _ __ ________ _ 

RR . __ 
S. ___ _ - ~ -S.A. _ ______ _ . ___ _ 
SO. ________ ___ _ 

$p. _-----------
S.T . ___________ _ 

SI . _ -- - -------T.A . __________ _ 

Tcnll· ______ _ 

, p. - -v. ___________ _ 
W . ___________ _ 

Wi~. ___________ _ 
Wo. ___________ _ 

" rcfcrences to srar ~ 

1.12 DEFI NITIONS. 

Khu:edu[ (D\Io'aryhh) 
Lord o/Ihr Rin,S (I - Book I, nc.) 
mClnory'" 
Middle-earrh 
mhhril piecc(5) 
movemenr point(s) 
Orki~b dialeas 
presence-
QuenYIl 
quk~nns· 

Rohin k 
rCI)Oninl" 
Rho_anion to.,&u('$ 
rtSi!lance roll 
Sindarin 
S«vnd Ale: 
$Clf disciplinc-
sliver pi«e(,) 
SilvlIlI 10111fUe:S 
SCrenlllb· 
Third Aile 
Tcngwar 
lin piece(s) 
Varill., 
W('$tron (Common) 
wisdom " 
Wose IDrllcdain) 

The: majority oruniQIle: rc:Tm, and IransialjollS from The Ifobbiland TM Larda/lhe R;"Isare nor 
docribcd bclow; nlChe:r they arc II> be f",und d sewhcre in Ihe lUi , in Ihe sc:clio llsconcunina placn. 
inhabilants. e:t~·. 

Armltr T~-pc: fAn: Armor is Ihe: biuic prmeniyc capabilily assianed to the material co'·erinalhe 
body. Armor Iype refers 10 thc ~pecirk kind of co,·tring found on a gi~en chau,cte:r! creature: 
(e.g. AT I S refer~ 10 Mfull chain, M chain mail roY~rina m051 of rhe body in rhe form of a shirt 
and leggin~ . 01 any equi'·al~nt). Armnr Iype is syno nymous with Marmor daSi. H 

ChlinnelinR: Channeling represents the power r·,om th05t on high (e.,. the Valar) as chanlleled 
through Iheir followcrs, orher spelluscrs, or the !>Curee bc'lng . Ills Ihe power of Ihe dittics as 
manifeslo:d in Ihe "cyeryduy" ..... orld. r'l ofcuions usina chNnncllnll: cleric, huler, animist. 
I angel. B.!;t r ololer and sorcerer. 

Chu l"1IIclc:r: Sec: "player chpracter.M 

Camba' Ra il : A roll represcoring II combll ~winl or missile Imad . 

C(.IlK'IIssiun Hi ls: A~"t:urn ulaltd riarna)/e It I the boUY. ponibly k.lldinltO ~hod, and unronsciQw;n6~. 
NOT.:: TfIr ,rrm '"iIjIJM ... "iII .(f)mnimr) bit" Ulm ;lUlt'Ild ()/~~u.uion hilS. ~ 

(;rllln r Strike (CRIT): An 6~dally effecrive ~win& , min ile iltick. or ~pell which perlC1ral('$ Ihe 
1 arKel'~ basic defel1 'ie"; and rC$\lIr.~ in some special or Idditio'la l dalll&li:e:. !o(),nc:thi l1l: more I hll.l' 
Ihe rypical concuJision hit dfec"t . 

(hof,m;iy, 8 6nUJ (08.: Th'loral $UbrraCl ion rrom Ibecoonbar roll duetothe dtfende, '$&dYI"II&'C~, 
including bonu\.e~ for defendel dextcriry. ~h ield. supcriorily of armor, posi tion . and milk 
itcm5. 

llUnrdain : ThC"K hi&h mcn were Ihose Edlin (Rfatheuof mcn~) wholtltled on Ihe island continent 
of Nrimenor. far 10 the \Io·csr of Middle·carlb. The Dunedain conquered and/or colonizcd 
many a l (a~ along rhe "' t~lern. wuthcrn. and Clblern ~Oiuh of Endor durinll the Second Age, 
and \Io·crc lI'cal 101d ~ Imong men. UnforlUIllUcl)' their IIreal desire for po .... er (ar lea.~r among 
some) led 10 the drslruclion of their hOme island ;n Ihe: middle of rhe Second Agc. This 
~ llown l'a((R occurred as a rcsult of their irwas;otl of Ihe Undyin& Land~ and challenge 10 the 
Valar. Tho~ ~i!.lltd the "Faithful" uPfoOlcd Ihe p(lliclc..~ lind ham,' d of elycs which 1("(1 10 the 
00""11 foil, and W~! <' 'i!. "l'U wht'lI lin: i)lolln k. They lalcr founded Ihe: ki II lIdoms of Arnor and 
GondOl (in the Norl h and SoUl h or IIOTl hwe~lern Midd lc.nrth). M~ny "unfairhful" groups 
~u n'iy('{! in I he vlriou~ <'Ulun i.: , of Ihe DUlledll; II cs tllbli , hcd in happie r lime. (e .1. Ihe "Blad. 
Numcnorc8l1S" o f Umbar). TIlC lerm DUllcdaJn rcf('t) 10 Ihe Numenureans and their de~ce n ­

danl5 in Middle-carlh. groups whkh poue,s«! considerable phy~ iclli and menial sirength. 
lonec~ iry. and H rich cul lure based in great parr 011 cr.·en way, . The)' arc but one group of the 
Edai n. a collecr ivc gU)U pi n~ 01 men with rehuiyel) IIdY/lnced cultulc and 1 rll~n of Et~'i~h blood 
who had aided in Ihe wars against MOllorh in the First Age. Tram: S. "Edain ofth~ Wfir." 
Sillg. DunaLian. 

J)wa~t5 (Kllliziid): The O .... ·a r~'e:. ale de!><:endanl1 of rhe Seycn Falhersof rhcoir kind and tied 10 the 
Vala Auk(The Smirh!. They are ~id ro nll\'e came hom ~ron~. 1llcir seven lines or houses scr­
lIed a Yaric1y of scparare areas. usually in or II)' mounraln~. Owal"\'~ are rllher shon. abour .. 
to S fttl in hei~h r (rhe .... omen sli&hrl)' res.~), slocky. Dnd ofnlddycomplexion . They ba"edcep' 
SCI ~J .. n. dark hair. and beards ( .... hich Ihe)' grow lonland o ften brDid) . Rcsis tant 10 distascs 
and ntremcly srron, . rhc)' livf an a'erag~of2S0yean. a nd often to IhcaJe of 400. Thc)' na'·e 
~uPC'rior sight under~rollnd and in places of neat tOla l darkna.~. Thrir crafts arc superb. and 
rhey are un~urpaMed \Io'orkers of ~r one. Like OtCS, rhey lire masrers o f mC1alwork: bur unlike 
the goblins. they achie'e a sense nf beauty a~ well a ~ Sl renglh and utili ry. No rat e mines IS well 
a~ dwar~n. Re:larivf ly un fenile and lackin, women (who constitu te Icss I han I I hird o f I heir 
kind), Ihey rarely lire young _ or eyen marr)'. DWlrvcs know o f magic and cerrain enchant­
men tS, hUI genera II )' _Imff II I I he ways of wnj urcrs 01 1 he IISC of s ~II~. preferring instead h) IUC' 
such power in rhe ma~ing of phy~iclli items. 

O\lo al~c~ spca~ I( hUI.d Il l. H il,uHrdcd I ongue ~ 1I0\lo·U by yi II uall y uo o lle bill I heT11!oC1 ves, and 
inse-rioc u~lIIgthe Angenhas Moria, H ~ar lal11 o l lhc Cinh (a runk 5cript) . "huzdul is marked 
b~ harsh consouaulS al,d u\.C~ I hr ce-conSOlla III pat I ems 10 denolc commou concepts. For c.,­
II In pic ... " ZO" SI ruel urn ref (I to I he I)wan·e.s or thing !> essen I i"1 10 I he 0 \10'11.1 ycn idem il y (c. , . 
I( haz~d - ()\Ioa rv(s. K hu ~dul _ I)w"rvi~h). 



Tht' IWO kIndred' di~u!scd ht're are Ihow of Durin Ihe Dealhless lind Balli ~1 )~lUnchanu . 
Tht fonner. "Dul in' , ~ olk." IS Iheolde.sl and mOo§llevered oflh(, xven Hou~e.~. They are iden 

lined by 1 hell ul1u~uall)' Ion,. for~ed bealds which ale oneo braided and worn tud:ed into 
I h~r ~ll~: hern:e Inc labd "LolI&btards. ~ S aLli', Folk is an "ca ~ler n group, ~ and its kin sport 
elleh wear I rill, uf dllk. llim-), $Ion(' on the small fi nger oflheir1eft hand. 60Ih Hou<;c~ favo r 
oolorful , hooded dolhing and hand a rms. Ah hough many a re proficiel1l wi th standard bll"' ), 

they lenerally employ clus~buw) wht'l' 1\ need for mi~~i le weapons II li:;cs. f)""nn~ lik(' 

mechanical de,·ien. 
The ancntral home of Ourin'~ Folk i~ at Khlll'Jd.dum ("'M Ooria" o . MHadhodrond" amutll 

the Cl '·~). Dalli ', I lou)( "centered al ,'khuldah (-Ahulci. 

• ::" 'fTlin~: A &e neraliled , rouping of a Iremendou~ variety of races occup)'inll Middlc · 
-earth as far "'tsl as Rhun . A G M should note tha[ Ihe term enenlially cl)rrnpond) II) -any 
I!.roupol mtn .... host .... ays art alitn and whose lands are unkno,,·n." allca:;1 in Ihtt)'c~ of an oc­
~upam of "" ~tcrn Middlc-earth. 

fJvr!I : Though basicR Ily JI m ilar [0 morl al mcn in mosl ways. Ehes ha~e ,;.c,·cra l imporl ani, If Sll btlc. 
dirrt rellees. As a racc, Ihey arc taller Iln .. n rnos t hurnam, although ~ltnder : Ihe IIlale h(llI-ht 
a "erIl81 ns bel ween 6 f~cl Mild 6' 1 0" . )'t! "'~ lI hin8 bill I ~0-200 pounds. r~po.:~ll~cI)' . Thc womcn 
of t he l;: lve5 tinge ft(J Ut 5'6" Lo 6'2". and arc a lw slim . EI\'en men have nu fadal hai" ond n~ u 

rult, t he)' have It:!ls bod y hail I hall huUt&IlS. A pP1Htnt I)' high 1)' rni ~lIull tu ,,:,\t t Cllil') o f "At ural 
heal and cold. thei r dOLhil111 i ~ u ~ uolly for dCCOtalinn. camuo nqe. UJ . pc, haps . modes ty. 
('>C'nM'ali y, EtvCll arc fai I er in appcaran~ L hln I heir mortal brat hen. having fi Iler fell t II rM n nd 
llnmarred Iidn. TIleit ICI1Sel art eJl lremtly keen, ~JlC'CiaJly their hearing. Hnd sl,11I: tht)· prc 
Hble to see on I cleat, )I ut-or-moonl il nighl. as if full dayl ight . TIlcir yil iun isco , rnpondlngly 
rell ricttd wi th 1t'SS lighl. down to bUla fe .... feet In what a man ""uuld call ~p1lch bLaek ~. 

I'erhy ps most unpartanlly: ElvC$ do nol age or &ro"" o ld : and thei r bodie:. are imm"ne to ~II 
baI.;enal and vira l i nf~ction5. Thul<. Ihe), a re Hrtua lly immorul, (e~ccpti ng violen t de:unl . 
They hcal <I,,1.''' ly. and shn w no ~ .. n (:""huUllh Ihc), do nOI legentrnte limbs). 

About the k lndreds of the mvcl: Ihere I re the tllft\: d"' I~Ion~ of . he Eldar: nnd the Sih an 

EI~n : 

Thc "Fa" E"·~~. hi!hest nnd most lordl)" mlg raled won after the com,ng uf Lhe Vala ' to 
Valinor (Tht IJnd)' in.!! landsl and dwell there nill. Thcy ha'c ha lT of lolden blondt. blue t'yel. 
and fair 51<. in; and I he)' p roject II ~il<ible aura OIl a lii irtles. Thcy a l c • as a ruk. musi('nl1y I al~n' cd. 

and wear aarmenlS of while, ~ihc . and lold. 
The High t.:I ~es. or Noldor. arc more l lurdy of build lYr t st ill mort s lender Ihan human.' ), 

and darke r: .heir com pie 'don' are a~ If tanned. and theil hair is black o. dar t bro .... n . ",·ilh few 
e'(ccprion.s. Their e)'C, ~an be 01 Mny col(J u r. IIllhough bro"'-n or hnLt'1 prC'(\ominartl. 

The5C r.t~cs are the bUIlders and cra fumen o f I he k i ndreds. 1I10St sk i 1It'd In nne mel al","n rk : 
weapom, armour and beaul ifu l jewel ry. The; r jeweicraft is also UIISU I pa~scd . ·1 he HIgh hlve( 
are the mOl t like l)' to LI~'e In e, lies, bulldmg g raceful. matble· walkd lown~ for Ihem l e l ve~. 

Thty arc also I he mo~1 ~uri(Jus· pow:~scd " 'ith 11 dl'Sire 10 learn a llaboul lhdr ~ llrrO lll1dlr'l g' 011 
any ('OS!. which has 1IIorc I ha n on~c caused lI1ern~T.i of theil ra ,·t to fa ll from the path of light . 

SI ndar . I he I h ird a nd lea51 noble of t he Eldar. I he Si ndarin (or -Gr e~") Elv ..... bega n t he gre~1 

migration wilh thClr brelhrtn, bUI. after commi to Ikleriaud dill IIot 10 over Ihe 5(.' inlo 
Val iuor lind I ivcd In noria l h under King Thl ngol. At the cnd u f I hl' Fir)1 AJe. many of 1 he Si n· 
dar \ lIikd wesl . or dwtll«l ln I indon o r r orien. under Ihe rule of NuidOl \elld,·rs. 

The Sindllt ,rcll t ly le~mblc tht Silvan Rlvt' phYlOieally . ahhuuKh tlt l')' tcnd 10 be IlI (Jre 

muscular. and pale blue 0 1 IT(')' eyc) do minalc:d . They alw prefer elothinjt o f an apparcnl 
ntutral grey colour which has Ilml!ml! camounaging powers. 

rhe Sl l ~an . or "Wood·tlvel," art more numcro" .~ and "rus tic" than th~ r bletlllrn. Tht)' 
tend to be ruddy o f eomple~ ion , wit h sand~' hall and blue or grcocn C)"Clo. Not a~ tall a~ I hli' O. \1('1 

IIrouPS, I hey a rc II ill quite fi8h t o f build , and "cry adept a l mn"n!! silclu ly, n pc;:ia ll )' in Ih(' 
(n161. They arc also musical l)' ta lcnled. although no t as much w as Ihe Fair EI, C'$ . 

Their preferred clOthe, are usua lly foresl , . een. grC}', o r btO" ·II . and ale much nlort fune· 
I ionnl in dts ign Ihan the drar>c:d . obes a nd I unics o f [he Fair EI\·e~: they al e Ie» dabOlllte t hall 

thO!lt WOftl by High Eh·~. 

EI~n do "0' necd ~ lcep . III)Ieal1. I hey rtteivc rCSI r h rough med1l ll t ion ill ' oh'illl! 1110:1111.1' ic~. 

pa~I evenu • hey reull wit h rClllll r~ablC' \ ividnC'Ss . Normally I he)' go im 0 I hi~ I rllfl~"C· li . c )tato: 
fo r a ppro:.,m:uely Iwo hours cilch day. although Ihe) can function for man)' day~ with lillie or 
no rdid. While 1 n I heir mcdi tat ive Slale. EI\'" a fe exlremel), dl rt1culr 1(1 awaken: the), r i~e aL a 

point prevIously decIded . 

.-umhlt : An e~recia ll)' i ndf«th·e S .... inl o r mi~h:md1inll of I he ,,"eapCm .... hlch rnA), put the a l t Ac t er in 

• dt ~ad~.ntlgwus pO!lhion ~nd/o r d~mllJe him. 

G.lYlem.uer (GM): Also known as OM or dunleonma.~ler. the refercoc . judIe. e L~·. The ultimate 
a "Thori l y in A li\'~n fa nl:uy ro lt playing game. This per)on is respUmiblc for IIi vi nil Ii fe III I he 
game by monito ring world e\'enu and provid ing the n«e~ry imagin~live aids. 1I ~/lhe Inter­
prr:u rules. cont rol5 crellt ur" and non·pl l fer chuac! er~. and maim ai ns plilY . 

God: NOI I h(' galllemasTcr, bUI Eru . 1 he crealor of t ht world, ind udi ng M iddlc-cart h. 

F.WiC'.~: Thce~~flccis that .... hlch I$common 10aU things, lh·ingand dead. OIllInicand inorta ,,"c. I, 
represen lS a (orec andorde. ",·hl('h defines, or helps defi nc.the ways of thc "'·o rld. and acu asa 
source fOI )Ollie forms o f spell [lO""C' - for ClIa mple. malic. ProfeMiom u)ing e~)C'nl'C:: masi. 
d an . ill usion,st . alochemiSI. mont, sorcerer. and mystic. 

.l ril Alte ( I.A .): Thc I1 r$' recorded Aile o f Middle-eauh. 11$ beginning~ date back lu a IJ(riod 
fcia ti,·cly $OOn afttr Ihe dawn of li rne l15 .... e know il a nd its end ing point was mar~ed by Ihe 
o,·crthrow o f Morloth (Ihe " Hlact Enem)'~), SallTon's nvtrlord and mentor. The ta lc) of Ihr 
Finl Age arc. for lhe mus! part . found in J . R. R. Tolk ien'~ Uttfilli~;hw Tuln and Thl' 
SllmfJ,Ulion. Tht'sc work~ arc flOI usc'd or described wit hin {h i~ moduh,'. ~i nee ""e art locuSlI111 
on Ih~ Third and f ourth AIIU. ICE u'>C~ I.A . 10 deno te Ih t Fir~ 1 Aile :u ld F. A . 10 indl(,lIlc 

Fourth Ale daL n . 

.-Burt h Alte (F. A .): The fourl h reco rded ale 0 f M iddle-car tll . the" Age of M ~n ." 11 ocgan '" It h I h(' 
pl.)'~ inll o f Ihe Three RinlS o"cr the ,ea . I)urin llihe I- (Jurt h Age most of th ~ I::h'~ dcpartro 
M iddle-ey rt h for 1 he L: ndyinl Lands: 01 her non·lIla nnish rllce_~ ~ Udl as dW;]'n'C'S and I,obbi , \ 
bc:gan LO M't t SOli t nde, for their WHYS ",,'re no 101lier understood b), t he O"~'r l o rd ) 01 the cont ,. 

nelll • men. 

J 

Hils (COlKllm;\rm Hits): T he amounl of damage an individual can SlJ~lain beFore he 1 0~scon~ciOlu, 
ness due 10 shock lind pain . Death re~uhin, (10m massive system shock o«urs if the ae· 

cum ulated dlUlllIJe paints rellch I he I n. al nf hits + conSI it olio n. 

HobtHls (Halm"I_' ): Smallo.l o f tht ~lX"lIk ina I>copic. hobbils u~ra.u:t bet .... eell 2 and 4 f ect In he'8hl. 
lind tend to ~ fOIl. TI,e), ha"t Il rac fffi. very hairy · w Ihe poin t o f being " furr),". ",hieh arc 
aimOlI immune to cold. ~",:I M1lhc)'goaboUl alm(l'l;t a lway~ barclOOt . Thty . Ie an I n no ffen~ht 

peoplc , p reft rring tht quit! of . heir o"'·n ~llIa8eco; . LO~tf) uf good rood and d rint, Ihey spend 
much of th~r timeat i nn~ and hitnd's hou~. eating. Thcy a re abk 10 mO"t ,·tty quic,I),. and 
ha\e iii high IC'\·cI o f manual dC'ltcmy. Hobb'ts a lso a rc pos5t'sscd of an amazing conSllImion. 
anc! can r~i~1 evtn thl' moSI po",·t'lful magkal and physical damage for eXlended pc-riod5. 
The. e a re Ih ree I'rineipal ~ ~riehn. 0 ' tribes, of Hobbl l ~; the Ilor/fXJ/S. S/fXJrs, and Follohk/l's . 
The lall . $Iim . fair Fallohide~ arc thc ltllsl tlumerOIl'. mO~1 advenlu rou$, and clostSl to I::l\'cs 
alld men. The , maile r. bJOwner I-I llr foots a rt Ihe mOM common ami are elu~cst 10 D", a rvn ; 
both rac~ t njny fUl.!!c:d highhlllds a nd hill s .• , he Slnors filII some"hcfc ill bc-I .... een in sile and 
number,. II is I his Iri~ I hal rei urncd ' 0 Wi Iderland d urlnillhe 151h l"Cutu r)' T . A. and SCI t led by 
the G ladden Fie ld ~. (In thc Andu in') W ..... , ban L 

Inili.ti~, : T he$um of all factc}rs aff«I ini Ihe speed of. swlnll . 

L.~n: An llnhrc~kiibll' Iud "" illt a g loss· l\kc 1~lure and the ~trcnllh and cohesion of supc rb ~tee1. 
Norma lI y, lacn is f uund in u niqut volea nle "1'11 U1!.5. ~ 1'Ililau of ,Ionc which one hardtned within 
I he , haft ~ of dOl nH1ll1 UI l'lI l iM I ~olca no~. The.'iC dCpo!"I5 corr C!jpond ..... i, h the land f ormtd 

during the $t fUglllt ~ uf Mut llOl h and t heolhet Valnt when Mlddl t·ca rth w.~ bring ~hapcd . The 
1ll0~1 femom iit ~ is al Orriront:'or Isrngurd. S lack laen is by fa, Ihe mOlt conimo n, allhoullh a 
nurnber of c:Lear /colmc:d ~alitt ic~ ~lsoe~ l st . The Dtlnedain of NUnlenor were Ihe only folk to 
",·or~ Ihe substance Oon an)' )cll ic. Elvn and l)war~·rs. ho ""'e\'er, arc acquainted .... i,h Ihe 
substance's ~alue and ploptrt;es, and I he art of larn<aTvinK is stili kno",'n in ex tremel), small 
cllc1~. Lt ~ ranty and u ti lity IIrt legcnd, b ll t few mr n rC'C<JIII1;L( 0 1 "nder~tand the substancc. 

M.JW'III'-H': A.n aClinn perfnrmed by II charll-cte, thlll I (Quires unusua l concent ral ion under pressure, 
or rist (I .e., climbing a rope. baland lll on a ll'd,e, leapin, a ehll$m). The action must be 0 1. 

physically acr i\'e nalure , nO! "~Ia t ic." 

M.n".yer Roll : A roll represeming an ' " CI'IIpu:d maneuver. 
Mlrtial Ar15: Fo rms o r allac:: ~ and ~If-dcrtns~ .... ·lI leh in\'o lvc specialized menia l and ph)'sical Irain· 

inl! and coordinat)on . Much of unarmed combat and combal using ",upon kala falls in{o{his 

calCiory. 

MelH: Hand·lo-hand combal (i.c. combat nOI uslnl projcclilu, spells, o r minilc weapons). 

Menlllbm: That reiilrnhour(~ of 1)(I .... er ,,·hk.h t~ c"nnecTc:d wil h the internal pattcrnJ of Ihe spell 
owr. I t is the manipu lotion of onc'$ o"'·n usence I(J proo u~e spells . Profess ions using menta l­

ism: mentalist. Sl'Cr.IHY hultr. bard. mYST ie. and ISlruloller. 

Mlddle..ellrlh: Endore; Eudor ; I he Middle La nd : ! he Midd le Cnnl incnt . Onc conI incnLill land mnss 
found in Ih~ wurld . It ",as nol ilself the cllI lrCT)' nf the world. IIlthuu"h Ihe a~tion and events 
found in Thl' Hubbil Mild The Lord of/ht RI1I3S is focused on the Third Ageof Middle·earth 
and Ihe vcr}' ocilinuiul uf Ihe Founh Age of Middle-carlh. 

Mlrkwnnd: The great streich of ",'ntclII rurelit ,' alled b)' lhe Elves Taur·, ·Ndotd/o$ (S. ~Foresl (Jf 
(ircat Fear~l . U ke t he "Old For C~I " ~nd I he ~Fa n,orn ." it i ~ ;a remnant of the great fOTest "'hith 
o nce covtred most o f northwe~tern Endor. Prior to the end of Inc firM millemum T .A . it WII~ 

known as "t.ircenwood the Great ," bUI SaurOn'$ShRdow chanled Ihe yerycSSCllCe of the nO' il 
and launa o f the region. Northern Mirk,,·ood is thaI afel nonh or the Mt'n·i· Naugrim . 

MlIflIVIIo: The rentgade Vila (~coc Valar below) "'ho t'O'(lcd lordship over the .... orld . and possibly 
illl e!li)lt l1tC' . Morgoth(III. "mack I!ncmy"S.)wlUthccmbodiment and focusofda/kncss .C\'" 
incarnale· and tSlabl i~hed lord~h ip over northern Mldd lc-carthduring the Finl Age. From his 
huldal n langoroorim in Ihe Iron Moun tains (Ercd Enlnn) ht btgan todominalelhe whole of 
Ihc cont inent: only the cJve~ of 9cltriand. the Ed,ln. cer tain dwan ish groups. elc. oppo!oC'd 
him. Morgoth created many foul racl,'$ of beings by ~rver"nl the li~inll: (fol he could nOI 

create life itse ll') : oru in mocker )· of cI'C'), [rolls as dal. tounlerparts for ents. etc. No 1lO",·e. 
lI)idc ([0111 Ern hlm<,elf. o r the ot her Valu, could withstand the mighl o f Ihis demilod: he 
~vuld altn mounlain ranlles. c a~t namC$ ac ross hundreds of miles. and send legIons o f ",. r· 
riors . inctod I ng dragons Bnd balrOj,S - o n CRnl pa lSns of conqlle5t. Hi) lerro r was un paralleltd . 

N onel htless , Morgnl h'~ ." renllt h wUlwd '" it h each CI elll ion . Hb I ron ero"'"n ",as his liIfealClt 
pritt. for il embraced the ligh1 of Ihc sun and Ihe ninon in t he form of the Ihret Greal Jewels 

(Ihe Si lmarilli) and contained much of thc Black Entmy'S own Jl(l",er . Morgoth "'Illi fi li al!) 
overthrown by I he hosl o f I ht Valar in a c atllcl~'s rn lc bil t lie '" h Ich u nk much of nnrt h",nt el n 
Middle-earth lind altered Iht world . Saul on. one o f Ihe Encmy's litUTenants. sun'iv~d the 

apocain~e. 

Nilltiil : Alsocalled Ih~ -RinKwrailhs" o r simply "The Nine.~ I he~ ... erc nIne If tat lords of men "'ho 
",'cre ensla\·ed b)' Slurun in Ihe Second "'ge . Each had ~ppal tnLly cove, ed g~a [ power and Be· 
(epled (Jneofthe Nine Rinl~ of MCTl ",rou,ht b)'Sauron . Since: Ihenn,s "'tre ruled b)' lne Onc 

~inll and keytd to the Dark Lord, Ihe j'lllI1gQllxcante )I a~es . As lime paHoffi thcy Ixcllme illl ' 
,norlal in a sense. undead. and nu lonlcr po'S"!oC'd bodin a)soctatro wllh the Ih·inll. EMen· 
tia lly. they b«ame~shadow~" o r great powe. , and ae.ed as Sauron's mOSl l rUSled lieulcnant). 

The Witch King of Anllmar. abo c.lIcc1 . he 10 ld of Mo. gul. was the ir chief: ht .... aslhe l .ord of 
the (\IalKul and possessed Iht grealnl po"'"CT .,f ,ndependent action. The Nall.ul w(reafra ld n f 
,,-a te-r. somc fires. and I he name -[Ibe' e{ It . ~ Thcy ",·t l e \ Irlua lly blind by u~ual ~Iandards. bUI 
pO~scd amalong scn~es o f smelt ctc . .... hkh helped offset I hi~ ",eaknt» allll lCa,c Ihtm 
IremC"ndolls ad"anlage~ in darkuC')s. nlt'i r f'IO",er was leuened durin!! thc day. a nd Kham ul. 
Ihe sco:ond 10 Ihe Chief. had tonsiderablc feal oflhe lighl. Someofthe Ol he ls mil)' ha"e shared 
all or part oflhis flaw . NOntlhcle ~s, Ihe~ wrait hS generally overcame Iheir WC'3kne~scs. and 
",·ere ra rd)' !ota)'td fo r more than brief i l1ltrv~ls. A.I<,(I called "Bla~k Riderl." T raM. : R. S. "rin, 
ser~ant~" or ~r;ng ..... rai[h s 1~ 

.~on.player ch'J'llctrr (NPC ): A being (Ir e!ell tu Te i nterM ~ linl!. in a fantasy role playin!! g~mc ~on · 

trolled ( ~ r un") by tht gamemUler. player . o r atlOl her. not a~ a character synonyrnous "" Ith 8 

player. bOI II) all clIt il Y ..... ho hM no identi lY with II human partlcipanl. Si n celh~ NPC is nOI 
idem i fic:d ",il h a n),one. lu deal h or depllT t u re will nOL re)uiL i\1 anyone l ea~i ng I he ga me ur hll v· 

ing to g~neraLe a ne"" charact er. 



NOM",,",n: Also called Norlhrom. A lroupins of lall , i lronl. fair. and hailY mannish rolk . Tirey 
are of the "Middlt Men," a sroup eultunlliy and phy~klllly closer 10 Elvc~ Ihan lho§c labded 
"common." bUI nont1hck" dlShlle\ from Ihe " High Men~ or Edain. Branches of Ihc Nor­
thmen Include : (lllhc Wood-men, (2) Ihe Plain~-mtn or Gram,,;;. (3) Ihc Lake-men. (4) Iht" 
Dale· men, IS) the tlllhraim. and (S) Ihc diSI3nr AeiJabar _ all Rhovanion peopl~ in T." . 
1640. The Rohirrim IIf Ihc laIC Th ird Ase arc d6Cendanu of Rho¥;mion Nonhmen . The)" arc 
lht pr incipal human stock in Rhovanion . See S«lion S.O for mUle delail . 

Offtluh't' Bonll} lOBI: The rOla l addil ion III tht combal roll due 10 Ihe allac l ~. ·~ IIdv;lntagc\­
I ncludinJl I hc allackel'~ physical pro\O. ~_~, .~" peno. il y uf weapon. eXpC'ni~e, magic il~m ~, rle . 

Orifnl,linn Roll : A roll reprnenr inl! ;I c<;Jmbli r on I ',i dcgree- 0 r cont rol f ollowi nil unusual act ion or 
~url'r>k. 

The Ont' HI"l: AllIIJ ca lled Ihc Ruliug Rin l or SImply lhe Rilll . FOIl!ed bySaltlon in thedtfllh~ ofthf 
Orodruin IMI. Doom I. Ihe Ont" Rin, \O.·a~ the grealesl o r Ihe " Rinas o f I·o .... er ... Sauron in­
tended il 10 be H meilla ,,(eontroiling Ihe holders of blllh~ other greal rinll forged before II, 

Iherchy cnablinllhe Dark Lord ro hold s .... ay oycr tht eln's. d\O.arvn, IIml men. Much of 
53uron '$ o .... n "slrtnSlh M "'cnl 11110 I t ~ making, and he could nevcl be lruly ... hole wilhout II. 
When Ihe IUn, .... s laken from 101m by b iidul al Ihc end ofl heSecond Age hc " -;1$ nevel abk 10 
ledaim 11 . Upon lefOlmlng a lound T . A. lOS/). Soilron ~vllcluded Ihll Ihe Rina .... a~ 1000l , plo­
bably aftel f1o\O.in, inlo Iht' Rdqacl (Sea) whcn Isildur "dropped~ it In I he war~r~ of Ihe An. 
du in 81 Ih~ O luddcl1 Fields. The Rlnll had a sense of lu own and ,lr"rshll)(:lw~ l. plI.nlcularly thai 
o f 115 makcr. SaUIOIi believed it would incyitably $ul fa~e somcwhere in we~lern EndOI. He 
" 'cnl .boUI Ihc busin~s of eonqutfinll he com inenl. bUI al " 'I)"S kqx hi3 tye OUI for I hc IC1 urn 
o r I he II: in, . H,) lIIlenis lIInd I roo~ al ways informcd him o f oo;eulcnccs .... hieh mighl lead h im 10 
h. The <calch b«om~mOleaC1ivc when he ... ·as a .... are 111;1.\ il ""uno 10naC"f" tr uly 1051. All houSh 
11 ;l.ppea red as a pia in o ld band (il s inseri ption could onl)" be rud whcn the rinl was heated), t h~ 
One Ring was IICIUall)' Ibe mO~1 powerful il~m forged in Endar s inee the COlntruclion of Ihe 
I ron Clown. II wa$ purely eyil and aCled 10 m~nify Iht holdtr'~ d~iru and obK!;sions to such 
n deglce I hal, leaardle~~ of inlcnl , II pervene evil result " 'ould e"enlually OCCUI . The Rrna: CIII. 
bodied mu.:h of Ihe ! Ubllanct' of Saul OII '$ lrealesl .... orh (e.t!. B:llad-dur). Wilh Ihe Kill,') 
dCSlruelion in T .A . )019. SaurOIl " II.) r()re~'C"f" cripplw: hIS Splnl C(Juld no loogt! a)~ Unte 
phy~ica l forni It) ""e know it and he ... as "banishedM from Middlc-c-ar lh . 

"Ia}tr fhaT1lclt'r I PC'l A dllllacter or heing eC)nl rolled by :md Ident ified wOl h one of I he I'la~-cn . In 
the r.ame con lUI, Ihe pla}el fhar;\C"[tT (I'() IS Ihe plll)eT and "icc: \'er~. 

POfl .... ulli~ : Plura l · "ponn ,U; M A grallog allhe lIatc ... ayofa eallie. fonrC:-;;5. elC. Iha\ (an be leI down 
Tnbnr cnlry. 

Po .. rr Pcllnh: rhe nurnher 1I<ed 10 ~hv .. ho ... much </lell CMlln!; r>U\O.t"1 a ~pc l t U5("r ha~ a,cf:"S! 10 in n 
lIi.en IJC l lOoJ (lI~ uall) onc d:1V 0, 'h~ pel iod bel \o" C('n IWO seretchn of ruUy r~tlul 5lecp "r 
medII a l ion I. Puwer [h)tnl( a rt t~pendcd \O.'hen a spel l l,i ca<l . Thev a Il' cdlau ~lcd I un trl lhe ne"tl 

fl('rklo:l begill) 1 "ht"1I Ihe rolnrs e,pended (3.i a rClluJr 01 Ihe ,~pell.~ CMI d"rinllhe perlud ) 
r~,khes I he nil m bel equI~'a l cnl 10 1 ht I l '>C"r'~ 101 al IX)'" CI" 1I0in l .•. Pn\\" ~ r [1(Iilll ~ afC Iynonymuu< 
... i, lt "~ IJeIi pollm:' 

Prtlfu:don : AIM> cilllct.1'"cha r;lci el das~. " A 1'1 ofe s~lou " aCI ua lly a troul1ing o r U\oJi>' idual ~ who had 
Ii! ~VIII mon <el 0 1 inlernh in I heir tllriy / lornllll h c )ea r5. [."tample: Maaklan5 have a fllofe~ . 

mill ba!>td on I hei. ernl,hal>i~ on I he s.ud) or <peltS, p.:J' 11.:oluly dun ng lilf lr ~'hi ldhood and for. 
matr ... e )·car~. 

Rhht~n\'t RnIlIRRI: A dl~r rail \O.hi eh delcrminc~ whtlher or n011l c ha .aCI~r / c rt3T\Jle 01 obj~""' 1 

~u C';CJ~lv~ l y r"hl$ being affccled by II 5pcll . The Ic \uh of ulI~uccn) 1 ul lo th willl"oe basro (In 
I h~ ~ pl:1l'5 errc:.:l ; 5u~.;e.s~ rul mll~ rna)' nlean Ihe ~pe ll has no clrcel or ledO~"C"d c:ffecuvelle~\. 

R~islllll~'CC lo ll 1\ 5ynonymo .. ~ wilh M:\oi \'inll Ih lOw" or "~a\'ille roll . ~ 

Rhounion: 1\1.'10 calltd W/ldprh",d. TI;l.dll i(Jnally. Ihil rcaion include! 1111 Ihe IDnd ~Ollih of 
lire !--red Mi thri n lind north of MOluur bt:1 ... een the \1 il ly Mounlain ~ and Ihe Cmncn. Thc 
prrnClpalily of Ih~ ~!Tle name. ho"'c\er. was Ihul regIon ruled by Ihe NOlllull lI 'l ~ i ll tt 

V .duia~ ia d UT! n,. I h~ 141 h eenl ur )" T .A . : Ihi\ alca ""Il~ I hil i l',bl ur Mirk wf'od ano ... ·esl of Ihe 
C~lduin . Some CO li fused repOl u have )hO"'n lhc (cMu in Iras I he ea~Iern hordef o f I he L,lIl1er 
ItCOSral'lrica L e~pall)oe. TIr '" arell indudC$ \.I il k wood. a I1d l ire term i~ II 'iC(l ln I Iri~ IIloduk ill it) 
lurgcr COnl e-~I . 

Rull : Normally a per~cnlil~ mil ~'\' I ... .I! random re~ull~ frOIl! 0 1 1000 (100). 
"OT .. : : In UrlQ;n e;rc:umJllm.'n, Ihiy mil mUll h'Drljl,r/~llh,mj,h Ih, 1111' ulDn 0Mn'l'ncltd 

Ij'SI_, "I,ldins: rC'lN/U IIb ... ·t' I()(} (" btl" .. • 01. 
m Ct; HOI .U1'oG co, n :"ITIONS: 

UIO Roll a20-~ided d,e- 10 ge ro ~nUt a numtle. Oe!"t"("n I and JO ("('I" is rcad a) 10) 
J) I 00 Ron 2 I'" em y·<; idcd d icc ~ im ult IUleo,,<ly. 111<')' )hou Id bt: (1f d i ffere-nl colo rs " i I h () rI ~ 

delerrn illill8 lite 10's dIgit, Ihe mher Ihe I') . Si ,, ~c "OOM i, rcad a<; 100. rc~ult~ Ihu, ge rt ­
~ l lIlcd ~ re from 01-100 

NOT .. :: M~I IO" ~ o r D H)O III Ihe- Rolcma~lo:r S) ~lem alc "o f>C!I.e01 dcll . M II a loll I~ 

opC'n-ended ' 

A roll (If o'er '13 1."1111, for u !iC"C(lnd loll of 01 00 10 he mad .. and add~lllu Ihe fir'l 10 
delermine Iht 10lal die 10 11 . II o'el '}S i, Tulled on the <;f'I:ond roll as ... ell . 
Ihe tll <; 1 1\0. 0 re! ulr. :Ircadded 10 Yfl P Ihlrd Toll or 100. rhCO I~li call~ Ihl<; pr(1 . 
cr-« (o> .. ld ,u 0 11 fort,·t'r. 

A roll of ulOdcr 06 rC"qu irr$ Ihal a ........ ·'>roll ru ll be made and ~ ubl,u';ll'd from rhe tirM 
HI~ C"I)' )'iddrng a ne,al,,·t rClluh)' If 'h.,~ ~ond dlt' ro ll .. o 'er 93 il i, \ ub· 
I raci ~d from I he firll and ~ I hlfd die- roll i ~ made and ~u btra~'(~d from t hI <; I (II a I 
(Ir~dy ~ic!d i n g a fe~" lt o lle ~~ Ihan - 1001. Ttll ~ 1' 1 Q('1:~' ~'<)u)d n1<o Ih l'(l , eli . 
~';llly 10 on fOlcvel . 

Rolls Ihal ilf~ nul open-c-ndeo:l ,pc:ci fi~"lI II )" include : 
~llII l ~encrallon rnll \ 
~Ial flolemiat generallon lolls 
Slu llIoil;n roil) 
Sl'c ll ,lti n ro ll _ 

Sauron: The Dark Lord, Int Shadow, Int LOld of Ihe Rinas. A 'Lc)Sfr Villa' ""ho~T\" c:d Morcolh in 
Ihe Firsl Age. Sallron $UT\·j ... ed lind .... elll !IOUlh from the cider lallds o f da l kness. UUTlnglho: 
5c.vnd A,e he eon~'inced Ihe Noldor of I:region 10 .:reale nngs fur lire free Pcopl rs: IIUCI, in 
K!.·rl:t. he fo rged I he One Ring. Th i! ring ern bodied m ueh of his po .... er and wu eapable of 1,,\\1 · 
inil aud conrrollins Ihe Olher Rin il~ o f Powel - thc Three Rin.l: ~ o f Iht t::.1~ e.I, Ihc Se.-en ofl he 
dW3rnn lords. and Ihe Nine Rin8--~ of ma.nkind. B<Jlh Ihe u"'ar¥u and m\"~ r~iSlcd hi5l rap; 
I ht fOI mel look off I hC11 rinlP'. wh ile lire lall el ratc tnl rusled I htiu 10 I hree o f .hc Wise. Men. 
ho .... c'er, ... ere nOI so qUick 10 rca lr le Ihe da.nger. and Ihe None nnp remained in Ihe hilnd~of 4 

nine proutllord~ who ~oll,h t power and fou nd und)'ing darl:neili' the-y ba::ame Iht N.zaii l. 
Sauron removed him~lr 10 the rorlrn~ land of Mordor in the Second ARe and there buill 

Banu-dur. MIlum Doom (Orodruin) ... ·as already u~ed a~ hrs penonal forge. and \0. il hill Iht 
new realm he bellan ro cal l a ne ... · Shadow upon I he conLintlll . Sauron wa~ o~errhrowrr IwkC" in 
I he Sc-cond Age-, fiTS( by I he Numelloreans u ndcl Ar- I'harazon _ and lal cr by I he Last All iance 
of Men and Elve-~ . Each lime. ho ... ·evn. he relurned 10 power. lI il "body,M howe'·("1" . ... ·M 

dnlruyc:d in Ihe 1)O ... -nfall o f f"umenor Ifrom whleh heeM:apc:d). and he ... 'as n("\'(1" .,lIin able 
to as~ume fair form . The tid Ie)) eye(normall)' red ul)Qn blad:1 WIU hil symbol. lie \o. u respon­
sible for creating 1\0.0 .Iu p .... io, "111 ranIs uf crcMlUres spa ""ned by MOlgOt h ( I J the Uluk-hai, 
orgreal UI n, ;l.nd (2) I he Olog ·hlli . ()r black I rolls. [JOI h WC"TC fo rmIdable fighl ing fOI"~ . 

SKolld ARt' (S. A .); The- St"Cond le("(Irded Agt of Middle-carlh. II beJall .flel I he fall 0 f MurlUlh. 
...-ilh 1M founding o rlhe Gre)" Ha" cn~ li nd Lindon. The aScended in S.A. 3441 , ... hen fle-ndil 

and Gil 'lilad o~C"rlhre"" Sauron, hildur look Ihe One- Ring. and Ihc Oarl: Lord and NazaCli 
pas.o;ed lOlO Ihc shadov.·s. 5.". is uscd denol ing dau:s. 

Skill: An aspe.:t of a ~harnclcr ... hich enables him/her IU perform an aC1lon more effectiYely. The 
Icrm is u~ here 10 refcr 10 abiti liC) which arc partieularly applicable to FRP campailns and 
ad"enlu rinll . 

Sfal (CIIAflW1m).{k): Onc of Ihe ph)'l k:1l and menlll allribules which areconsidc:red m(KI Impor_ 
lanl 10 an ad"cnlurer In a FRP /tame. S..,S dlCtltlc how wcll a chlllll ~ ler dcvelop5, mo~es, 

filhl s, lakc~ damagt, I b~1 lo~ in fOlmalion CI C. TIley lIIre uled to com putc bonuses and ~u bl rllC­
l'On~ 10 dic roll~. 

. Third ARt' (T .A .): Thclhird le«Irded Age of MiddlC"-carth. It bepn follo .... i ng Il\edc:feal ofSauron 
ilS a ~lIh (If 1M I a~1 A1Ii1i!n~ of Men .nd I;Ive5 .nd cndt<l in T .A . )021 , ... ·hen Ihe Kee-pers of 
Ihe Ring passed OV("1" the!>e;!, (fmm Ihe (ircy Havcns). T.A. is 'he abbreviation . 

"alar: Refen In plimalY Valar .. fifleo:n Hncludinll MOIIOlh). and la le r fo urlC"tU !>en'anlS of Et a . 
L C"»C"T "ltod~," deml·gods. tn li! ies conslJl inJ! o f pure ~ piril but of Ie II lakin, phY5iul ~hape . 

Many o f Ihe- peoples/ beings in Middle-C"8.Tlh wonhip Ihem or hold Ihem Wltted_ GUIITdiansof 
Ihe world . II i~ Ihey .. ho ~nllh~ WizardJ; (I:SI.ri) 10 Middle-c-anh 

Th, Wfil: NQrl hwellc ln Middle·nnh, ~r»:"ific.lly Ihe ar~a within which Ihe evcnlJ d~i>Cribed in 
The/l()b!ur and Tht Lord u/lhr Ri" llS ,ook place. Loo5cly, Ihe .Tta from Umbal U(J Tlhward 
3nd Wesl of the ca~lcrn l hores of Ihc Sca of Rhun. 

1.2 MIDDLE·EARTH CAMPAIGNS: 
CREATIVE FOUNDATIONS 
Since each module in this series strives for flexibility, Ihe GM is given set ­
tings which allow for a variety of campaigns, Naturally. noone game. game 
system, or GM's approach is exactly alike. Some pOflions of this module 
will be beller suited (0 cenain campaigns, while others may not comc into 
play until the adventurers have considerably progressed in skill. 11 is, 
therefore, important that the GM focus upon the sections of the module 
which are geared to his/her campaign, 

The maps, cultural notes , sections and general descriptive text relate to 
the area as a whole. and have bearing on the political and economic struc­
tures - regardless of the lime chosen for the game. These aids are intendcd 
for use wilh any campaign; they provide the "common denominators" of 
the rcgion. and act as the ultimate creative foundations. A OM who wishes 
10 creale all or most of hi s layoUisand adventures from scralCh will still find 
Ihese sections extremely useful. Regardless of the details and day-la-day ac­
tivities associated with the area, these fundamental factors have a bearing. 
After all, land forms and cultural norms change relatively slowly. 

The individuaJ layouts and descriptions of personalitics are provided to 
give the GM an idea of the powel strUClure at a specific poim in Middle­
earth's history. Interaction based on these sections will depend on one's 
campaign, Dominant political figure~ and their holds will provide adven­
turers with certain death in many cases . Only the very accomplished and/ or 
strong group of player characters will be geared for such an experience. 
Most advenluring parties should best be run in the co ntext of lesser power; 
therefore, more modest personalities and layouts have been provided 
- enabling the GM 10 get a creative stan should he/she wish to employ 
already-detailcd st ructures. Of course, aU of Ihe layoul s and figures found 
in this module can be considered as flavorful examples associated with, or 
common to, Ihe area. As noted above, these modules describe whole 
regions, and we encourage the GM to create his own detailed version of the 
given seclion of Endor. 

1.3 ADAPTING THIS MODULE TO YOUR FANTASY 
ROLE PLAYING CAMPAIGN 

COMMENTARY 
This module is designed for use with most major fantasy ro le playing 
systems. Since the various FRP rules have their own particular approaches 
to combat, spells, and characler generation and development, certain com­
mon descriptive terms have been selected for the individual outlines of 
places, people, creatures, and things. Unfortunately, statislical data such 
as bonuses and character "slal5" 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 020. 018, and 010 can be 
achieved with relative ease (note Sec. 1.321 below for a handy conversion 



chart). Player character and NPC characteristics/ stats are also detailed in 
one particular manner; again, s implicity and consistency have been em­
phasized. and conversion to your gamesystern should be relatively painless. 

This section deals with (I) tips for using this module with respect to start­
ing a campaign and (2) guidelines for fitting the given data into terms ap­
propriate for the game system yOtt arc using. Keep in mind that fantasy ro le 
playing is by nature a creative ex.perience. and the individual GM or player 
should fcc l free to incorporate his/ her own ideas into their game. 

1.31 APPROACH FOR INTEGRATING THIS MOJ)ULE INTO 
YOUR CAMPAIGN 

Thi~ package focuses primarily on Southern Rhovanion proper, 
altho ugh the area map covers areas west of the Anduin . 

TIlt.: GM should take care to keep the informaliall cOtHained in most ~ec­
ti o ns slrictly confidential. The discussions of the land. climate. nora. and 
fauna, and the cultural su mmaries are more general ~tnd will help Ihe PC gct 
an o verview of the regi o n. 

All stati stical summaries and questions concerning stat s . adds. spells. 
N C. arc contained or addressed in Section 8 .0 . 

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

(/) Read the enlire module to ReI aflavorful ideo of the region; 

(2) Reread the sections devoted to notesfor the gamemaster. and convert­
ing statistics for your game system,' 

(3) Choose the time setting for )'ourcampaign. Shouldy(}u choose to run a 
game at Ihe beginning or end 0/ the Third Age. or early in (he Fourth 
Age. pay particular attention 10 the seclion devoted 10 this region "al 
other limes. "In fact , this sec'fion will give the OM on idea of the con­
siderations involved with selling a campaign or any date other than that 
chosen here. ICE cho.~e the mid Third Ageasa parlicularlyexciting era, 
bllt you may enjoy another time even more; 

(4) Assemble any source materials (note suggested reading) you find 
necessary; 

(5) Research rhe period you have chosen and composp ony outJines you 
need in addition to the material provided here; 

(6) Convert the NPC. trap. weapon, spell, and item statistics to terms 
sllitable to your game. Note changes in the system you are using which 
musl be- made in order to keep your campaign in line wit" the /low oj 
life in Middle Earth; 

(7) Create a total selling, IIs in!: lots of maps to detail polternsand pro vide a 
creative framework.. In thi~· way you will hove a rich and con.~istent 
world. and rhefoundatiofl data will give you thej1exibility to detail ran­
dom areas and events. 

1.32 GUIDELINES .·OR USING YOUR FRP RUU:S SYSTEM WITH 
THIS MOJ)ULE: CONVERSION NOTtS 
When using this module with your FRP campaign, be careful to note all (he 
non-playcr charactcr statistics before beginning play. Should any ad­
justment s need to be made, you may wish to consider the following 
guidelines. The material provided is in terms of perCl!l1t ages and is intended 
to give the reader a relatively clear picture of the strengths and weaknesses 
of the individuals and creatures discussed. Most FRP systems will relate to 
the data. and conversion should be simple; remember, however. that there 
are dozens of role playing rules and the change-over from the statistics 
given here may be troublesome; you may wish to design your own NPCs 
using this module as no more than a framework. 

Note: As a general rille, all bonllses inelude advantages or 
disadvantages which normally operate in activities involving 
Ihe given character. Offensive bonuses include stals, en­
hanced primary weapons, constantly or near-Coflstunlly 
operating speJls. skill levels or expertise. etC'. Similarly. 
defensive bonuses incorporate the effects of shields, slats. 
.l"peC'ial ilems. skill. normally activated spells. etc. Spells oj 
limited duration or access, secondary weapons. and other 
factors involved in a given situation may aClto modify these 
bonuses. The charac:ter's descriplion will act 10 give the 
reader a breakdown oj the speCific components making up 
the bonuses. Bonu~·es preceding weapons or shields are 
modiJications to the inherent strengths of the given item (e.g. 
a + 10 Shield would subtract 30 from an opponent:r allack, 
for the shield would normafly add + 20 10 the holder:r DB, 
and the bonus adds another + 10j. 5 

- - - -- ~ - .... -_ .. . - . -_ . . .. 

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

I) Assign the appropriate stat from your FRP system to the value given 
beside the analogous characteristic listed in the module. I f your rules use 
fewer stats, you may wish to average the values for those combinations 
of factors which contribute to a characteristic found in your system (e.g. 
dexterity = an average of quickness + agility). Should your guidelines 
utili7..e more stats to describe part of a character, you may wish to use the 
value provided for more than one "corresponding" characteristic (e.g. 
you might use (he value assigned to constitution for both endurance and 
durabili(y). The following is a chart listing some examples of equivalent 
stat terms: 

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

AGILITY: dexterity, deftness, manualskilJ. adroitness, maneuverabiUry. 
stealth, dodging ability, litheness. etc. 

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

CONSTITUTION: health, slamilla, endurance, physical resistance, 
physique, damage resislance. etc. 

SELF DISCIPLINE: will, alignment, faith. mental strength or power. 
concentration. selj control, determination. zeal. etc. 

EMPATHY : emotional capacity. judgement, aUgnment, wisdom, mono. 
magical prowess, bardic voice, elc. 

REASONING: intelligence, learning ability. stlldyabUily. analysis roting, 
menial quickness, logic, deduclive capacity. wit, judge­
ment, I.Q., etc. 

MEMOR Y: intelligence. wisdom, information capacity. mental capacity. 
reeaJ/. retention, recognition, etc'. 

iNTUITION : wisdom, luck., talent, reactive ability (mental), guessing 
ability, p.lychic ability, insight, clairvoyance, inspiration, 
perception, pre-se-ntiment, etc. 

PRESENCE: appearance, level-headedness, panic resistance. morale. 
psyc'hic' ability, self conlfo/. vanilY. perceived power, men­
/01 disdpline. bardic voice, charisma, etc. 

2) Convert the st atistical value of the assigned characterist ics to numbers 
appropriate for your game. I f your FRP system uses percentage values, 
no change should be n<.'Ccssary. If not, use the conversion table below. 

TABLE 1.321 STAT 80NUStS AND CONVERSION 

Unusual Personal characteristics such as a high Agility or Strength 
seriously affect the capabiliti<."S of a character. The following tabie gives a 
series of "stat." ranges on the 1-100 scale and the bonus (or penruty) accruing 
to actions heavily innuenced by Iha( statistic. 

Columns are provided for 3-18 and 2-12 statistics for comparison and/ or 
conversion if other portions of the game system mandate use of nan­
percentile "stats." 

1-100 
Stal . 

102+ 
101 
100 

98·99 
95·97 
90·94 
85·89 
75·84 
60·74 
4{).59 
25·39 
15-24 

• 

1().14 
• 

5·9 
34 
2 
I 

Bonusu" 
Dl00* 

+35 
+30 
+25 
+20 
+ 15 
+10 

+ 5 
+5 

0 
0 
0 

-5 
- 5 

- 10 
- 15 
-20 
- 25 

Bonus on 
J)20 

+7 
+ 6 
+5 
+4 
+3 
+2 
+1 
+1 

0 
0 
0 

-I 
- I 
-2 
- 3 
- 4 
- 4 

• This bonus will vary with race if appropriate . 

3-18 
Stat. 

20+ 
19 
18 
17 
16 
IS 
14 
13 
12 
I().II 

9 
8 
7 
6 
5 
4 
4 

2·1l 
Stilit. 

17+ 
15·16 
13-14 
12 

II 
10 
9 
8 
7 
6 
5 
4 
3 

2 
2 

-



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

1) Strength and quickness bonuses have been determined according to 
Table I.Jl} above. Nole the Slols you ore using and compute these 
bonuses using the rules under your system; 

2) Combat odds based on level included here ore: + 3/ level/or fighters and 
rogues, +2/leveIJor thieves and warrior monks, and + J / Ievelfor bards, 
monks and rangers. Simply lake the level of the NPC, note his character 
closs (or equivalenl under your system), ond compute any offensh'e boflltS 
(due 10 level) appropriatefor your gome. Note that the bonuses olher than 
those mentioned under armor type are "offensive" odds. 

3) /fyour system;s based on Skill Levels (or other skill increments), use the 
offensive bonus as given. You may have to convertlhe odd 10 a non-per· 
centile value. Alternatively, you may wish to nOfe Section J .325 below. 

4) Armor Types givell are based on the following breakdown: 

Armor type 
/ 
2 
3 
4 

J 
6 
7 
8 
9 

/0 
II 
/2 
/3 
14 
JJ 
/6 
/7 
/8 
/9 
20 

Covering Description 
Skin (or light I normof c/othinf~) 
Robes 
Light Hide (as part of body, not ormor) 
Heavy Hide (as part of body, not armor) 
Leather Jerkin (pliable leather) 
Leather Coat 
Reinforced Leather Coat 
Reinforced FulJ-Length Leather Coat 
Leather Breastplate 
Leolhftr Breastplate and Greaves 
Half-Hide Plate (as part of body, not armor) 
Full-Hide Plale (as part of body, not a,.mor) 
Chain Shirt 
Chain Shirr and Greaves 
Full Chain 
Chain Hauberk 
Metal Breastplate 
Metal Breastplate and Greaves 
Half Plate 
Full PIalI' 

Simply look at the armor description and substitute the appropriate ar­
mor type/dassfrom your FRP system,' 

5) Defensive bonusu are based on the NPC's quickness bonus as compuled 
on Table 1.321 above. Where the defensive bonus is in parentheses. the 
value also includes the added capability 0/ a shield (an extra 20/or non­
magic normal shields, plus any value/or magical enhancement). In such a 
('Use, simply note that ther~ is or is not a shield. and if there is, what type. 

1.323 Converting/ Determining Spells and Spell Lists. Spell references 
provided here are in the form of " lists, .. groupings of related spells. Each list 
has a common theme and normally will have a different but related spell at 
each level. For instance. knowledge of "Fire Law" to tenth level would 
result in the acquisition of 10 si milar fire-based spells, one of each level 
from one to ten . Whether the spell user could effectively cast these spells 
would be up to the OM, the system, and the caster's level or degree of skill. 
FRP systems using rules which provide for the learningand development of 
spells through "colleges" or along specialized lines employ concepts similar 
to those used in this module . Many systems, however, dictate that player 
characters or NPCs undertake to learn but one spell at a time. often with no 
requirement that its subject malter/ effect relate to a particular background 
or pattern. Converting the NPC spell lists to individual spell counterparts 
will be more difficult, but can be achie\'ed with relative ease using the 
following guidelines: 

J) Look at the NPC's speJ/ lists and note the various names for the group­
ings. Each name will indicate what type ofspeJ/ specializ.ation the NPC 
hus followed (e.g. the "Fire Law"list indicales a preference for fire­
oriented spells); 

2) Note the NPC's level and determine the number of spells or spell group­
jltgs he/ she would have under your game system. Also consider the Jel'el 
of power of accessible speJls Ihe NPC would hove (e.g. a 5th level magi­
dan under your rules might have a maximum of 8 spelJs - two 3rd level 
spells, three 2nd level spells, and three 1st level spells). 

J) Select spells from your system appropriate for a spelJ user o/the NPC's 
level and profession, keeping in mind that the preferences indicaled in 
the module should befollowed where possible. 6 

1.324 A NOlt on IAvels. When using certain "level-systems," a OM may 
find that the levels provided make characters t.oo powerful for his world 
system. If this is the case, multiple the levels given by .7S or .6 depending 
upon your situation. This would reduce a 20th level character to a 15th level 
or 12th level character respectively . Remember to reduce appropriate 
bonuses accordingly. 

1.3lS General Skill Bonuses. General skill bonuses can be obtained by tak­
ing the level of the character and calculating the appropriate bonus under 
the system being used . An NPC's add, as noted above, will be based on a 
compilation of level, his weapon and/ or other items, the relevant Slats, and 
skill levels. The nonnal bonus derived from skill development has been 
computed as follows : (a) where the skill level is uro the bonus is - 25, a 
reflection of basic unfamiliarity; (b) a bonus of +5 isawardedfor skillieve/ 
one (a + 30jump); (c)foreach skill level between one and ten an additional 
+ 5 bonus is applied (e.g. skill level seven yields + 35); (d) for skill/evels 
eleven through twenty the additional bonus is + 2 (e.g. skill level nineteen 
yields + 68); (3) for skill levels twenty-one through thirty un additional 
bonus of + J per level is awarded (e.g. skill level t ",'en ty eight yields + 78); 
and (f) a bonus uf + Ih is given for each skill/evel above thirtieth level. 

1.326 Loeb and Traps 
Thc= locks and traps found in this module are described in terms of difficulty 
to unlock or di sarm. Subtractio ns are from the rolls representing a person's 
attempt to find or overcome these dcvices. The difficulty factor may repre­
sent a specific column on an action/ maneuver chart (e.g. Rolemaster or an 
additional subtraction or modification to the attempt roll. In any case, the 
terms are descriptive and will help the OM determine whether the trap is of 
above average difficulty, and how much. The descriptive term is a relative 
constant based on the following order of modification: Routine (+ 30), 
Easy ( + 20), Light ( + 10), Medium (0), Hard ( - 10), Very Hard ( - 20), Ex­
tremely Hard ( - 30), Sheer Folly ( - SO). Absurd ( - 70). Poor lighting, 
o ne's physica l condition, nearby activity. etc. may affect the lock / trap 
modification number, but not the difficulty category. Thus. a trap might 
read "very hard ( - SO)," indicating it is normally a "_20" construct, but 
other factors (e.g. dark) make it harder to disarm. These additional pro­
blems are easier to overcome than the intrinsic complexity of the 
mechanism; this explains why it differli from a well-lit pit which reads 
"sheer folly ( - SO)" to disa.rm . The" - SO" associated with the ..... ery hard" 
trap can, wilh thought. easily be reduced 1.0" - 20," but no more advantage 
is normally attainable, short of disassembling the mechanism. We suggest 
that a modified (DIOO) roll exceeding 100 results in success; skills. slats, etc . 
should be applied versus the difficulty subtraction and the roll 10 yield a 
result. 

Example: Wonir the thie/ellcounters a supposed trap in the 
passage waJl. The OM tells him thot the mechanism appears 
to be "hard"!o disarm, and that the darkness in the passage 
wiIJ make it even more difficult: the module stales "hard 
( - 40) . .. As stated above, the ,tormal modification for a 
"hard" category mechanism is - 10, so the GM knows that 
the additional - 30 is due lojactorsother than the trap itself, 
Often the descriptive passage wif/ show what the other pro­
blems are (e.g . lighting). but in any case the GM will be able 
to nole some external/acwr(s) and wiJJ allow the acting 
character 10 reduce the difJklllty modificotion to the usual 
additionl subtra(.'lion by acting correctly to overc'ome Ihe 
outside ohstac:le. In this case, a lit torch will eliminate Ihe 
- 30 modifier for Ughting, reducing the trap 10 a - 10, the 
normfora "hard" trap. Should the trap read "extremely hard 
(-JO}," the GM would note thai the - 30 is the intrinsic 
modifier for a trap of that category, and thot lighting etc. 
play no part in thefigllre: the trap would hove to be disarmed 
accordingly. The terms used here, in order of difficulty: 
Routine, Easy. Light. Med;um, Hard, Very Hard, Extreme­
ly Hard, Sheer Folly, and Absurd. • 



SUGGFSTm SPELL LISTS 

ESSENCE 

GENERAL 

Spttl W"I: RR enn..""""'t'nl 
EIK~ r('r",IIo .. : li~ltn; walch 
RUM M,",lery 
Ii.lMIICe Hand : fe lekint$i5 

Ullblrll' WI,,: malic lock; undoor 
PII,. ... F:nh .. cHMII: ba]~; resistance 
Jput 'III ..... _ 

Ikttctllli Ways 

fle_lal SIIlelcls: li,hl / hnl/rotd prOteot1lon 
Dehl_, Wa,s: (titt/clementll analysis 
I.~ltlblt Wlyt 

Uvlft' (.'h lnlfC': shrink; tnlarge; chlnge 
Spirit Mll!I1ny: charm; JI«p; ""onh or •. :omml nd 
Spodl NrllQ: t(orin&: Modin,: delayinS 
Lofty Brhl,,,: leapin,: ]eavin,; Ions Door: tdt'poTl 
Spdl ":nhlncemul: rll.0lt: duration 
01.111111 Ways 
SIIIf:IcI MutK)': shield ; bl.deturn; den.:cl 
Ibpld Ways; run; hu lt; ~P«d 

G.le Mal lery: animlllllll'" Ilemon iummonina 

MAGICIAN BASE 

FIn! L ... 
Icc I ... w 
t:anh La .. 
l-'lhI I ..... 
Wind LAw 
Watn L ... 

ILLUSIO NIST BASE 

1ll1UkI" Mueery 
Mind $eft. MoIdin, 
Culwi 

Sound Moldh,. 

Llshl Mold l". 
Fftl·TIJtr·Smdl 

ALCHEMIST BASE 

t:.tchl .. II", WI),': bonusts 10 wupon, .nd armor 
t:aM:net E mbC'ddl •• : !pells in items 
M~n • .Ica.III . EmbC'ddi"'l : tame for Other realms 
Ortl.k Skills 
l.IC1uld/ GM Skllb 
Ino,.ank Sli;1II'J 

M ONK 8ASE 

MUlk'. Brltll': nip: Will and ceiling rUnni", 
E ... lou: IIwinl: dodlC; hlS'e 
Body R~I"I: streng1h; unpl in: eoncentflli(ln 
Monk'. Srnx; "i~ion : delectlon 

Bod, IU"II' .... I: millor te!)lirs 

EVIL MAGIC IAN 

"lIy"" Erosio.: painJ 
M.II" I)b;l1Iptio.: tanh 10 dllst: shaller 
Dark COlll.eI): wilh demons 
"'rio S .. mmon5: dem(lnJ 

"'rkn',,: dark of all kinds 

SORCERER BASE 

Soul ne,lnKllo,, : possn*": absolu tK)n 
Mbld DHtrucllo.: Jol ts: pain: Mind Hrnk 
nnh D~lruellon : lim~; Ot'lns; bod~ 
Soullml,uctlon 
Go l)ull"1Iellon 

MENTALISM 

GENERAL 

Drivt.,: detKl ; past v~ioo 
Cloakl,,: blur; inviiibility; displacement 
namllt' RHhtlllft: v~. hnll; cold; 5lun: hits 
A.nlldpatIOlIl: intui tions; dreams 
Alfack Avoldall(lr : shield : deflections; bladeturn 
Briman": liglit : aura: )hoclo:bolt ; sunfires 
Sdf "mU_I: (minor repain) 
DdKlla.s 
1lI111ion, (111.1",01'" 

Spell Re5I,lann: enhanced R Rs 
Slrn!le Muler)": waler/ foi/datk vision: men! . eye and car 
Gu Ma",lpulallG.: fOI~ ... IO cloudm')lery 

SIIlfllnl: balance: changing: form mu tn-
Uq lliel M ... IIHII.tlo.: boil .. ·. In ... 10 calm sea~ 
SpncI: run: speed; hute 
Mind M.Me,., : prCSlrnce; menial ddem,e~ 

Solid M.lllplIl.lifln: warm 5IOnC ... 10 tran~mutat;on 
TttelolnHk 
Mind', DOOI': leavin,: lon, door : mind ') door 

Mo"e"ul: lea"ing: Oy: pau i .. .@. 

MENTAU ST BASE 

PTlrHlK:e: mind Siore; mind typin,: rindinll 
Mh.d MII'fJt: mind scln: probes: thought stalinl 
MI.d Co.ITOI: queslion; ho ld; coma; mind maSler 
!WaH Co.lrm: numbinl: nerve $lIIn; controls 
Mind Alllck: joltS: pain: mindshou" 
Mind SpH('h: 10 gtoups and rar a ...... y 

SEER BASE 

Puc Vlsiol~ 

Mind Vision: ques tions: trUTh: ~an~ 

Trut Pern'lliion 
~'ulun! ,"'Islflns 

Mn!le Thruu"tt Ot""" 
True Siehl; IIII<.)u&h "'ood/stone/ db tancc: 

LA Y HEA LE k HASE 

Muselr Ma5t~r)' 

(;(Jncu"lon Mulrry 
80M Mucery 
lNood M.slcr)' 

,.,'"Ihell" 
N~'''' .nd 0rJ'" Mulll'ry 

BARD BASE 

1-
Conlmlli_, So." 
Sa.nd C onlrol 
Sound Pruj«lion 
IIII'm Lorr 

e VIL MENTALI ST BASE 

Mind t:ro5lon: dHlroy slau 

Mind Su''''~t5lon : psycho}C~ 

Mind l>Nth: f(!fgd; lostll'.>.per icncc 

Mind Olsuse: mental dimrdcr!: phobia§ 
MI .. d Domllllllon: poouession; subju811ion 

MYSTIC BASI:: 

ConruMn, W')" 

!tldln, 

Mysllnl Ch.nlt' 
Uquki Alterallon 
Snlld Alten.1101I 
Gil Altll'TlIliua 

1.4 SPECIAL NOTES CONCERNING MAPS AND 
INTERPRETATION 
A variety of maps and layoUTS have been provided in order to give the GM a 
creative framework withi n which to work. Rememberlhat the accuracy of a 
graphic representation will depend somewhat on the scale used : the smaller 
the area covered. the closer the area is to its real·life size. the morc accurate 
the illustrati on. If the scale is I inch = 20 miles (as it is on the color area 
map) the accuracy factor is greater than a map with a scale of sa y 1 inch = 
200 miles. The following noles are helpful for approaching the maps and 
graphic layouts found in this module. 
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CHAN NELI NG 

GENERAL 

Spe:!ll)denK: RR enhan«menl 
A. ,rin I ..... : air/ waler/ wood/ Slone walls 

n~ 'KU'''1 M"s '~')' 
I.orl, Mo~'~m~nt~: IUllb/ 5tone walk ina: mcrlinK 
WUlhll't Wa)'~ : IlrwictioJl; weather control 
SOIlIld ', Way: silence; quiet: K\undwall 

U"lIt '. Wa,.: lish t: aura: shock/li@.hlning 00115 
Pllrlfkatlons: di)e8}c a lld poison C'Il rrs 
CmlCliMlon', W.,.: hi t point healing 
Nlllu,, '. L ... : herb lore: .nimal ma.~tery 
BI_d La ... 
801M'La .. 

<Wa.' I ...... 
MuM'k- Lao .. 
Ntr .. ~ I .. ... 

Lonllnll Ways: finding: directions 

C.lln Spir" ~ 

~atklnJ: rood/ wltel crution; plant ItOWlh 
Symltolk W.ys: imbeddinl of symbob 
Lon: li,ht/ dark/ cune-/ poison lo re 

CLERIC BASE 

(.·hnlttIJ: raw ])Owe!": abm lution 
5.1111111011' : of animals and dcmon~ 
CowI",."al WlY~: dream!: inluitions: communin,l 
Urt MIS.'",: lifeloeepilll: lirq,ivin& (rabe dead) 
Pro.~tionl: RR: AT and dcmcn!al llrotectioni 
1C~lIuI5Ion5: of undeQd; clianncls: curses 

H EALER BASE (most powerfu l hel.l;n8 I i ~u) 

S.trN't WaYI: concunion healin. 
8 0rlC' W.y. 

MUSoc~1t WI),' 
Orpn Ways 
Rlfll)(] Wa),1 

Tl'II.n.femn. WlYs: wounds from tarld 10 healer: 
who can only he-al wounds from his own body. 

AN IM IST BASE 

K.lure·~ Mov~mtnl : limb/s tone / liT wlllkUl, 
'-I,nl Mlllrt~,y 

Anlm.1 MIUo"iny 

H~rb ~"tlery 

Natll,..'. Lore 
N.lu,..', P,oIK tl l)n: f,cadCJ: organic deOl!(;tion) 

RANGER RASE 

Path MaJlet'y 

Mo"'". Wa,'s 

Natu .... '. G"lIws 
IlIner Willi: heat / cold prou:ction~: RR moo. 

Nature', War: wC'ather prediction: 101:11110111 

EV IL CLERIC BASE 

"",,W 

Dark Ch.nnds: evil fat ui ch3.rlllc lings 
l:hirlo I .or' 

C"r,""5 
N«roman('y 

ASTROLOOf: R !:lASE 

T lmr ', Brid ... : 5C'ClngtnlO the past / future 
Wly uf lhe , 'uic:t : mln\1 ~pcech: COOl ro iling 01 hcr~ 
1I00y VI~lon : dream§: ~ommuninll 

J'ar Voke: menial speech rar aWl)' 
S4.rllaltts: li,hl: aura: " 'rfires 
St.~.u: pr~nce; finding 
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1.41 BASIC COLOR AREA MAP KEY 

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

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

(3) Hills are denoted by the symbol ~ and rcpresem relatively 
Sleep grades which rise at least 200 fect above the surrounding land 
surface. Usually the surface arca immediately adjoining these rises is 
rugged; 

(4) Mixed forests are shown using the symbol and are com-
prised of a variable grouping of deciduous and coniferous lH.'CS and 
associated plant species; 

(5) "Pine rorests" are represemed by the symbol. ....... and arc 
almost exclusively coniferous in nalUrc; 

(6) Hedgerows, brush. and thickets are illustrated with the symbol 
• ...,r""~C'1 ; .' , 

(7) Primary rivers 3fC represented by the symbol ,~-­
navigable:; 

and are 

(8) Secondary rivers are represented by the symbol ~ and arc 
non-navigable by vessels with a draft of more {han two fect; 

(9) Streams are represented by the symbol 
pletely non-navigable; 

• and are com-

(10) Intermittent w.atercourses afC shown using the symbol 
and are dependent on rainfall CIC.; 

- .. ,--... 

(II) Glaciers and iccnows an: represented by the symbol ~ • 

/ 

(12) Mountain snowfields and snowy regio ns have no coloring, but may be 
noticeable by virtue of the comrast with surrounding color; 

(13) Primary roads afC denoted by the symbol ~ ; 

(14) Secondary roads are denoted by the symbol -- ___ - ... - ; 

(15) Trails/ tracks are shown by the symbol .' '" .. " ..... . ,,-

(16) Bridge!:! are represented by the symbol 

(17) Fords arc shown using the symbol ._ "":~I!: .... ~t-== • • 

-• 

-, 

(18) Cities are represenled by the symbol ~ and their relative 
size is dependent upon the width of the symbol. The red coloring 
signifies a non-military selllemenl s ile with civilian character; 

(19) Towns are represented by the red symbol -• 

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

(21) Oladels and huge castle com plexes are represented by the yellowish 
symbol a:lJ ; 

(22) Small caslles/ ho lds/lowers/keeps etc. are denoted by lhe yellowish 
symbol A . Military sites are all given a yellowish color; 

(23) Monasteries 8re represented by the symbol -• 

(24) Downs, cairn fields, and burial caves are shown using the symbol 

<l. -• 

(25) Ca"erns and cave entries are represented by the symbol -• 

(26) BuUes and plateaus arc denoted using Ihe symbol ~ -• 

(27) Lakes afC represented by the symbol as are large ponds; 

(28) Dunes are shown usi ng the symbol • "< ...... -s....... • .- ....... . - '-

(29) Extremely rouKh terrain may be represented by a light shade of brown 
or grcy coloring and encompasses pebbly or rocky surface, breaks. 
small ridges and hills , etc.; 

(30) Desert is represented by the symbol 

(31) Shoals are shown lIsing the symbol 

(32) RHfs arc represented by the symbol 

(33) Ruins are denoted by the symbol 

. " -'.' , '..' ., ..... ,.-
';'. :; ..... ::~. 

-~. ~" ~'~"~" 

• •• 

-• 

-, 

-• 

(34) 
. . .-'-..: 

Swamps are shown usi ng the symbol ...(~~~ ... . ' 
significant size fall into this category; . . ' . 

· All marshlands of 

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

(36) [)ry or perioolc lake.Oi are represcnled by the blue symbol -

37) Steep rid ge faces are dl"piucd by the sYHlbol .. ",;? ; nn high 
s ide, there is a ge ntle slope away from the drop. 

NOH! thar the symbo ls described above arc applicable to all the view maps 
contained within Ihis mod ule, whethcr color o r black and white. The scale 
of miles, however . may not be applicable. The lO p of a map is the no rthern 
edge, unless otherwise specified . 

(JA MEMASTr K'S KEFERENCt. MAP KEY 

~ ~ twa MIO com&lfl.t.uons - o..k .Hickory; Oak·Chnll'tUI Elm_Ajlh; Poplv. 
HC'mlock . SomC' Birch, SprUl'i: and incursions of Needleluf Coni fa" such Ill! TC'mptrate Pine and 
JunipC'r. 

10WWl0 h.t.QbwoOO type; - Oak-Maple; 8tc-ch·Maple: Willow-Elm . 

UP'.t.nO Comf-t1K - Dnu,la~ Fir; Juniper : Temperale Pine. LarIC incursions of oak are pr~nt . 

SCRIJlI PillE; - )·20 Fom high Spruce and Tcmperale Pine. 

$C.ICIK U~Ul - Unnaturally heavy Imundc(lvl:f;nl, particularly in dark. dcnx trtt con· 
«n!rations WhCTC' undalrowlh would no! norma.lly thrh·e . Border$ of cleannls impa.uable. 

Animal ¥roup~- GrE'JI E~gIes 

Trn- rypn- SCRUB Plrl€ 





1.42 KEY FOR OVERH EAD LAYOUTS (E.G. FLOORPI ,ANS) 

" . '. ..-"HAC-II 
, , SnoHL ~O~ 
'. U""D~ , , , , 

R 

5UbU Olfr 

WINOOW 

2.0 INTRODUCTION 
ICE chose a period from 1600 to 1100 T.A. for the approximate date of 
Middle-carth packages. This date was chosen with a variety of factors con­
cerning the history of Western Middle-earth in mind. We feel tha t the era 
chosen creates many interesting possi bilities for adventure while 
simultaneously recreating some of the glories of lhe Third Age at their 
height. In Gondor, travellers may see the fair city of Minas hhi! bcf orc it 
became Minas Morgul. and in the North adventurers may see the town of 
Tharbad or the beauty of Fornost, the King's Norbury. Dwarveu players 
may turn their I.'yes from the monuments of men and walk among rhe splen­
dors of Khazad-dum before it fell into the shadow. 

The cra is not wholly alien to those familiar with Middle-earth at the time 
of the War of the Ring . The hobbits have lived in the Shire for a hundred 
years. and the barrow downs are haunted. An innkeeper named Bulterbur 
entertains hi s guests in the ancient town of Bree, like his' father before him. 
Isengard, however, is wi7..ardless, and no riders of the Mark dwell in the 
land of Rohan. 

The very cmptiness of Eriador recalls the land at the time of the War of 
the Ring; the plague ofT.A. 1636 left many towns standins empty. Eriador 
has become a no man's land to tempt the adventurous. The North lies under 
the evil shadow of Angmar. something that must always be reckoned wilh. 
AI the same time. they have the relative security of the Northern Kingdom 
of Arthedain to rctreat toand acause to strive for - if they so wish . This era 
presents a pleasant balance of the powers of good and evil, and adve nture 
and safety. The players can fight evil powers, but they are nOI pressured to 
do so; the fall of the Northern Kingdom st ill lies far in the future. 

Another advantage of this period is that it allows players to advcnture 
upon the Middle-ea rth that they know and love without substantia ll y alter­
ing the history of the War of the Ring. It also gives the gamemaster the op· 
port unity of changing the hi story of the North Kingdom if he so desires; 
Arthedain may stand or fall depending upon the actions of the player 
characters. 

• 
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2.1 BACKGROUND 
"II ;s ever so with the things thai men begin: there is a frost in Spring or a 
blight in Summer, and they fail of their promise" (LoIR /If, p. 182). 

Elcndil amJ his heirs arranged two kingdoms when they came 10 Middle­
earth from Numenor; Gondar in the South, and ArnOT in the North . Both 
were fair and prosperous kingdoms at the beginning of the Third Age. At 
this time the history of the two kingdoms parted; the star of Gondor rose, 
bUI thai of Arnor fell into darkness. 

Two forces brought the destruction of the North Kingdom. The first was 
the waning of the Dunedain who dwelt in Arnor. The second, and far 
greater was the shadow that came from the land of Angmar. The men of Ar­
nor withstood the evil power of the Witch King for six long centuries, a 
tribute to the strength and power of the DUlledain of the North. 

Arnor had suffered comparatively little in the war against Sauron at the 
l'ondusion of the Second Age, and the kingdom should have prospered . 
Although the nllmbers of the Dunedain had been reduccd, they were still 
great. The climate of Arnor was mild and thc land was fertile and free of 
enemies. For a few hundred years matters went well, but the air of 
Eriador seemed unwholesome for the descendants of Numenor. ArnOT feU 
into decline long before the land held any whisper of the shadow of 
Angmar. For reasons unknown the Dunedain abandoned their capital of 
Annuminas upon the shores of Lake Ncnnuial, and withdrew to the lesser 
fonress city of Fornost . 

The kingdom of Arnor was doomed to"3 frost in Spring, and a blight in 
Summer. "The heirs of the kingdom could no longer agree on the sueeesson 
to the throne of Arnor in the nilllh centuryoftheThird Age. In T.A. 861 the 
strength of the northern realm was divided into three kingdoms: Cardolan, 
Rhudaur. and Arthedain. The Quarreling continued; Rhudaur and Car­
dolan contested the possession of the tower of Amon Sui and its Palantir. 
The watch on evil slept in the north; men turned inwards and concerned 
themselves with their own affairs. The rumours of evil mu ltiplying in the 
mountains did not interest them: for Arthedain and Cardolan at least. the 
mountains were a long way ofr. None gave their attention to the unpromis· 
ing valley in a northern fork of the Misty Mountains. 

The Witch King arose in Angmar during the realm of Malvegil of Arthe­
dain . some time between T .A. 1272-1349. Men betame aware of Ihe growing 
evil in the mountains, but Angmar was stin preparing its power. No assaults 
on the Dunedain came until Argelcb. the son of Malvegil. assumed the 
throne. 

The next sixty years were dark ones for the Dunedain of the North. The 
Ounedain of Rhudaur were driven out by evil hillmen in league with 
Angmar and Argeleb was slain in bailie . Together Arthedain and Cardolan 
held the Weather Hills against Angmar. In 1409 T .A . the Witch King of 
Angmar released his deadliest assault . Amon SuI was raised and burned 
and the Dunedain were forced to nee westward. Cardolan was laid to waste. 
Help came to the Dunedain from the Elves of the Grey Havens. Rivendell, 
and Lorien. The armies of Angmar were repelled from Fornos! and the 
Norh Downs, and forced to withdraw to Angmar . The shadow of the North 
was contained for a time. 

2.2 ANGMAR 
The land of Angmar is o ne of the grimmest places in all of Middle-earth. It 
is not black and twisted like Mordor. but heartbreakingly cold and barren. 
It lies in a northern fork in the Western Misty Mountains, and in the Eastern 
Misty Mountains. Little activity is cen tered upon the barren plain between 
the fork in the mountains; the border guard of men is set in the rolling hills 
upon the edge of the low plateau. These men watch the long border road 
lhat runs from Carn Dum to the southern tip of Allgmar. The orcs prefer 
the safety oflhe tunnels in the mountains . In the East the Witch King has no 
border guard; the mountains bar entry into Angmar from that direction, 
except to those who know the orcish tunnels. 

• 
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i./>(; 1.00-1700 

Mlip lit - Third Age 1600-1700 
1 Arthedain , 2 AngOlar, 3 No Man's Land (Rhudaur), 4 Cardolan. 5 Gon­
dar, 6 Harondor . 7 Umbar. Cardolan is no longer a viable kingdom. and 
Harondor is contestC'd by Gondor and the Corsairs of Umbar. 

3.0 ANGMAR: THE LAND 
AND CLIMATE 

3.1 THE LAND 
Angmar encompasses an area which stretches from the mountain citadel of 
Carn Dflm in the north and west, to the edge of the Gundalok shelf in the 
cast, and along the southern face of the Misty Mountains' great northern 
spur [0 [he south. Within this region is extremely rugged terrain . The Misty 
Mountains~grcal grey~brown peaks define the northern and so uthern walls 
and act to t"ut the huge western vale (Angmar Valley) off from the eastern 
plateau which gives birth to mu ch of the Anduin headwaters. Broken hill s 
arc strung across the gap which is the mouth of the Angmar Valley. 

The mountains of Angmar vary in height and composition. The tallest 
peak is Mount Gundahad (12 ,985), a great grey spire which formed the 
western pillar of the gap between the Misty Mountains and the nearby Grey 
Mountains. Carn Dum rises but 9,630 feet, but appears much higher 10 it s 
relath'cJy isola led position althe northernmost tipofthe range . Most of the 
OIher mountains in Ihis region reac h 8~ 1O.OOO feel in heigh!. 

While the majority of the upliFt is grey~brown in coloration , C arn DOm is 
rt:ddish in appearance. This is likely due 10 a protrusion of red igneous rock, 
such as andacite prophyry. G lacia l shaping is most apparent in the northern 
reaches of the Misty Mountains, and accounts for the numerous sharply 
edged peaks; it a lso exposes igneous formations. 

The An gmar Valley ri ses as one travels eastward from ils mOUlh . 
Nonetheless, the elevation along the mountain face in the east is but ),000 
fee[, and [he peaks ri sc preci pito llsly from the barren plain , This suddcn rise 
is found nowhere else on the western sidc of the range. Generally, rolling 
hills mark a much more gradual transition. On the eastern side of the Misty 
Mountains the change is much more spectacular. The upper Anduin valley 
is bordered by greal wall s of stone wh ich suddenly burst fro lll the land . In 
Illany placcs the drop is as much as 8,000 feCi in fivc milcs. Only the Ciun~ 
dalok shelf interrupts this marked uplift . The narrow plateau sit s some 400 
feel above (he neighboring valley and acts as a giant 'step' toward morc 
ominous highlands. 

Tundra lies norlh of Ihe Misty Mounlains , and cool, grassy plai ns form 
the expanse 10 the weSI. Rugged, wooded hills and breaks extend southward 
from Ihe spur (Ell en moor. Cold fells, and the Trollshaws). 

3.2 THE WATER 
Angmar itself has no great waterways. Streams abound, as do ponds, but 
no rivers of no te n ow through the main valley. The territories to the south 
and east claim most of the glacial runoff, and arc known as the source of a 
number of great rivers. 

G laciers reside in mOst vales in the higher reaches of the Misty Moun~ 

tain s. Their run off conlributes 10 the region's reputation as a watershed. 
Numerous alpine lakes and streams are found throughout the ra nge. Note 
that most of the water follows the courses cut by ancient glacial activity. 
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3.3 THE CLIMATE 
The following is a summary of the regional weather trends in the Angmar 
area. Since Ihe Duncdain of Arthcdain UIi1i7-C Sindarin labels for their 
months. and theirs is the dominam ca lendar, we have chosen the Grey-el\'cn 
names as the standard . 

Nlnnlin 
(Jan.) , 
Nin~'i 

(Frll.) 

2 

(;~'emn 

(Mar.) 

3 

G .. ir1h 

(April) 

4 

Lolhl'Oll 
(May) , 
N.",.i 

(June) 

• 
Cr"r~ 

(July) 
1 

URi 

(AUK·) , 
h.nlK'lh 
(&Pl.) 

• 
N.rbt'[tlh 

(Ocl. ) 

W 

"1lhul 
(Nov,) 

" Glrilho. 

(Dec. I 

" 

Anlmar 

-2O". I,S"F 
Snowy 

·20"· [s · , .. 
Snowy 

_200_ IS OF 

Snow)" 

O· - JS "F 
Snow &. Rain 

3S· - 4' "F 
Modera te 

Rainfall 

40" - ro"F 
Moderate 
Rainfall 

SO· _ 6soF 

Normal 

Rainfall 

55" - 6soF 
NlXmaJ 
Rainfall 

SO· - OO"F 
NOrmal 

Ra[n rall 

SO· - H ' F 
RHiny 

200 _ IS "F 

SIlO"")" 

Precipitation probabilitits: 

Snowy: 350;0; 
Moderately Snowy: 10%; 

Arthedain 

[0" ~ J2"f 
MlXkratdy 

500.,­

[0· . n Of 
Modera t('ly 

Snowy 

28"· 40"F 
Rain )" 

)80 . " oF 
Normal 
Rainfall 

PerfOl:! 

lOa- 80' F 
M oderate 

Rainfall 
70°· SO· F 
Nonnol 
Rainfall 

70' · W°" 
Nurmal 
Rainfall 

67 " _77°F 
Normal 
Ramfall 

67' . SO"F 
Norm,,[ 

Rainfall 

SO' - JO' F 
Normal 
Ra inf/tI[ 

3,o · 12' F 

""'-, 

Rhudaur 

lO" - .50"'" 
Normal 

Ramfall 

SO" · 6,S"F 
Normal 

Rainfal l 

65 •• " OF 

Modcrare 

Rainfall 

M " · "·F 
Normal 
Rainfall 

6's °· 7S"F 

""""., 
Rainrall 
60' - 70' F 
Normal 

Rainfall 

no" -4S' F 
Ra iny 

' S· . 30°F 
Nurmill 
Rain fllll 

30" . 1.5" F 

500.,-

Vale of the 
Anduin 

JO" - 32" F 

M oderarcly 
SnoW)' 

l.5 0 _ J2"F 

Modennety 
Snowy 

)5" - 45 " 
Rain y 

4()' _ ()()G 

Normal 
Rainfall 

60°· 70°F 
Normal 

Rainfall 

70"· sooF 
NomW 
Rainfall 

mG 
_ ser F 

Normal 

Ra in fall 

7S· . as· 
Norma[ 

Rainfall 

70° - SO' 
Norma[ 

Rainfall 

70° - roOF 
Norm;!.! 
Rainf311 

60 ' . 4S 0F 

No .. n~l 
Rainfall 

10· - 40°F 
Rain/Snov>' 

Snow and Rain : 20 070 Snow, 20010 Rain , 10% Sleet or Ha il ; 
Moderate Rainfall: IS OJo; 
Normal Rainfall : 20%; 
Rainy: 50%: 
Perfect: 100"/0 Rain . 

D ... aax 

I 



4.0 THE FLORA AND 
FAUNA OF ANGMAR 
The nora of Angmar ranges from lhe lichens and grasses of the tundra, to 
Ihe scrub pine of the taiga 10 the great lall forests of pine that cover the 
slopes of ils sOUlhcrn mountains. Planrs vary with Ihe terrain; the plateau is 
barren and rocky. and mainly covered with forests of scrub pine. These give 
way to marc subs tantial forest towards the southern borders. The bordcr 
hills of the south are also covered with patches of dark forests, sources of 
dread to the villages of A1lgmar. Further 10 the north the trccs covering thc 
hills become smaller and patchier; the vicinity of Cam Dum is almost en­
tirely tundra . 

Wolves arc the most feared animals of Angmar . Some have been tamed 
and serve the Witch King, but ot hers eal whatever they desire . They ra nge 
all over Angmar from the tundra to the great forests. The wolves feast on a 
variet y of ani mals. In the forest, they prey on the la rge deer that roam there. 
They leave the bears in peace, howcver. Further north, the wolves are 
forced to go aher smaller game, such as rabbits and Olher ground rodent s. 
and unprotected or weak reindeer . 

The high mountain crags are the only place that do nOI harbor wolves. 
Mountain goals, large and sma ll rule these nooks. These animal s also pro­
vide an occasional tasty meal for a dragon or giant. 

4.1 A TROLL HOLE 
Trolls havc lately made their appearance in the no man's land. They are a 
threat to travellers, and occasion:.llly raid outlying villages for livestoc k, or 
sOlllctimt:s attack a patrol of the men of Angmar . As a result of this, there 
have been very few night patrols recently. 

A troll hole can be found in any desolate hilly region where the monsters 
can have access to a cave , and a fairly good supply of food . The holc is an 
unpleasant place with little to rccommend il. It is generally in a cave in the 
side of a hill or mountain covcred by a thick, heavy iron hound door . Others 
may be an abandoned, stone building in a descrted town, or any place that 
provides shelter from the sun . The interior is filled with an indesc ribably 
unpleasant smell . There are tick s, neas and lice - regardless of the season. 
The place is 100 inhospitable for rats. Often there are moldy piles uf hed­

ding and shel vcs on the walls or in alcoves. Thesc shelves fall into two 
categories, the favorite bcingthc coo king shelf. It usually contains a three· 
dwarf. two-man, seve ral hobbit capacity iron cau ldron, (for boiling). 
There might a lso be two long spits (for roasting), and several long sharp 
ca rving knives (for mincin g). In addition, there will probably be some strips 
of broad, coarse cloth which is less frcqucntly used (for jelly). There is no 
indoor heart h , so trollsdo their barbecuing outdoors , Trolls keep a limited, 
but unusual larder . One possible foodstuffisjelly(not from fruit) incrude 
jars. Bacon. beef and mutton may be found in the hole. together with less 
agreeable cuts of meal. Troll s do not eal vegetables, as they find them in ­
digestible. They do, however, enjoy beer and wine, and can become 
fooli shly sentimental when drunk. 

The shelves co ntaining treasures are more interesting. Some strange 
things can bc found in trolls' holes - items so strange that it defies logic 
how they came [0 be there . Troll s are almost immortal (unless they are kill­
ed). so their hoards arc large and anciell[. containing golden treasure from 
kingdoms long forgotten . It is no t unusual to find currency that datcs from 
the founding of Arnor or Gondor . There will also be a selection of gems and 
jewelry of good quality, and some silver. Occasionally a sword such as 
Sting, Glamdring or Orcrist may be uncovered (Hob .• Chap. 3). Itcms of 
similar caliber might also bc found in the hoard , 

Some possible magic it ems: 
A magic comb that removes tangles; 
+ 10 SWOrd (or better); 
Magic armor; 
A ring thai allows the wearer to speak with animals; 
A pendant of herblore or plantlore; 
BOOls of pathlore; 
A cloak of resistance 10 cold or of hiding; 
Boots of landing; 

• 

Expensive, high quality jewelry that unfastens only upon command. 
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Trolls arc highly unpleasant beasts. Fortunately they (I) turn 10 slone in 
the sunlight and (2) are vcry st upid and therefore easily confused. They afC 

also incredibly greedy and hungry and rarely adverSe to a good meal. 
Trolls weTe bred in mockery of ems, and have some of the attributes of 

the tfee shepherds. This is reflected in their size; they arc eight to twelve retl 

high . Their hides are exceedingly lough (AT 11 in Arms Law). In addition. 
they Arc usually large and slrong. 

Hits 175. Lcvel 15 , AT II (-25). Allack Modes~ (a) Bush + 190 (Huge),then 
Bite + 80 (Large), o r (b) Glaw + 150(l-Iuge), then Bite + 80 (Large). Fights 
with either hand . Use Ia.rge creature critical s trike table. 

Tr-essurc: 300-500 gold pieces, 500-1000 silver pieces. Assorted swords, 
armor, cloaks, jewelry (300 gp. worth). and some magic items (at the 
Gamemaster's discretion). 

Trolls Ihat congregate in groups will be weaker than a single trol1, 
although they share the ancient troll's armor type, weapon table, strength 
and quickness . 

Suggested adds and hit points for lesser trolls: 

Add 150-180; Hits 130-160; Slats see above; Lv I 12-14; Use large crealUre 
critical hit table . 

4.2 GIANTS 
Giants are even less pleas.'lnt than trolls, and scarcer. They almost ne\·er 
venturc into civilized territory . The giants of northwestern Middle-earth 
live in the southern mountains of Angmar, making life difficult for all can· 
cerned. They also live in the northern Misty Mountains below Angmar. 
Their presence keeps the area free of bOlh Dunedain and orcs, as well asa 
number of other c reatures. 

Unlike troJl~, giants have lillIe treasure. Since they can be seen, heard , 
and smelled from far away, their prospective victims are always givcn am· 
pIe warning . Ulanls rarely surprise anyone. They are painfully shortsighted 
and weakwillcd, and it is remarkab ly easy to hide from a giant. Due to the 
circumstances. they are not fussy eaters, and cheerfully devour anything 
that looks like it could possibly be edible. There are perhaps five or six 
giants living west of the Misty Mountains scat tered over a large area . The)' 
are, if it is possible, even stupider than troll s. 
The average (Hanl: 

Hit s 350. Level 20. AT 12 (-30). Attack Modes: (a) Bash + 150 to 175 
(Huge), then Crus h + 100 (Huge), or (b) Large Club + I SO at x4concussion 
hit damage . Use large creature cri tical strike table . 
Treasure: 50·100 gp, usuall y no magic items. 
These statistics can be varied with the giant. 

4.3 DRAGONS 
4.31 ZARAK UUM (Scorba) 
The mountains o f northern Angmar contain the ancient dwarven CilY of 
Zarak DOm (see Illap #3 at I ). The mines thcre are rich in precious ores 
and the dwarves prospered. The complex was ncver largc as dwarven cities 
go. for it was too close to Khazad Dam to assumc the limclight . I nstead. it 
was one of the man y dwarven outposts such as those in the Blue Mountains 
from which the dwan'cs of Moria received precious metals and various 
forms of support . 

For men. the existence o f Zarak Dum is but a rumour. since the city was 
abandoncd in the century before the coming of the Witch King. The 
dwarves of Zarak Dflm were victims of a devastating plague, and very few 
survived to repon the disaster to thcir king . The tumultuous events of the 
north in the following centuries prevented thc reoccupation of the city. Yet 
many dwarves still find the thought of the uncollected treasure lying ill 
Zarak Dum irritating, and if it were not for the Witch King the city would 
surely be resurrected. Unknown to the dwarves. Zarak Dum has become 
the new home or Scorba the Worm. 

Scorba is a great, red-golden drake who grew bored of living in thc Grey 
Mountains. Hi s new eommodius residence. complete with treasure . suits 
him perfectl y. Like most dragons, Scorba is of sedentary habit s; he spends 
most of his time sleeping upon a large pile of treasure in the great hall of the 
city. For the foo lhardy, here are Scorba's st atistics and personality: 



Hits 600. Level 60. AT 20 (-60). Attack mode: Bile + 160 (Huge). C law 
+ 160 (Huge). Bash + 120 (Huge) . 
Breath weapon: level 36 flameboll, three rounds in duration: Ihe dragon 
must rest three rounds between breaths - Add +66. The weapon is a cone 
300' long and 66' wide at its widest point. He can move his head while flam­
ing and fan a 60 degree arc. 
Movement rate: Ver), fast to blindingly fast (Land 20 mph. Air 50 mph). 
Length 100'. Wingspan 100'. 
Scorba uses the super large critical hit table . 
Note that the dragon is difficult if not impossible (0 kill. 

Scorba is intelligent. greedy. devious and selfish. He works for nobod)' 
bur hi mself, and wi 11 know instant I)' if his hall or treasure have been disturb­
ed. He will bide his time if he reels thar he is at adi sadvantageand wait for a 
change in circumstances. His sense of smell, sight. (ouch and hcaring are 
superb. If the dragon discovers anything missing from his hoard, he will lay 
waste to the surrounding countryside in an effort to catch the thief. Scorba 
is Quite up to the usual dragoni sh tricks and cannot be trusted. He enjo)'s a 
good meal and feast s 011 reckless orcs and men evcry few years . The Witch 
King tolerates his presence, since Scorba makes an excellent border guard 
- and a considerable foe . 

Dragon Treasure 
Scorba sleeps Oil an almost inconceivable amoum of weahh . " . . . on al l 

sides of him, stretching awa)' across un seen floors , lay countless piles of 
precious things , gold wrought and unwrought, gems andjewcls, and silver­
red stained in the ruddy light" (Hob .• Chap. 12) . It would be impossible to 
describe the contents of the hoard, but a Gamemaster might recall that even 
one fourteenlh sharc ofSmaug's trea.~ure "was wcalth beyond that of many 
mortal kings" (Hob .• C hap. 12). 

All of the weapons and armor in Ihe hoard arc of Dwarvish make and + 5 
by vinure of their superior construction. Therc arc 10·12 sets of + 10 or 
+ 15 weapons and armor. There arc also several items ofmithril, lIsefu l or 
purely decorative. ranging from + 20 chain shirt s and weapons to beautiful 
jewelry. The Gamcmaster should roll for the sizc of the armor; since this is 
dwarvcn treasure, most of the armor is probabl)' dwarf-sized . The hoard 
might also contain a number of rare and wonderful, but not puwerful. 
magil: items. 

Swords that detect orcs , magic evil etc. : 
Magic harps that always remain in tunc ; 
Dwarvcn forging tool s: 
Magic + 5. + 10, + 15 weapons and armor; 
Dwarven miner's lamps, set with stones thai glow magically; 
Jewelr)' that enhances the wearer's presence 50-10IY,. 

Somehow the word o f a dragon's death alwa)'s manages to get out. The 
local ion of Zarak Dam would make it impossible to can treasure through 
the mountains without the forces of (he Witch King taking notice . II would 
also take several mont hs to transport the treasure, ar:ot her I hing that might 
attract attention. If the Witch Kin g heard a rumor of Scorba's death he 
would immediately send a large force to investigate. 

The dwarves too would be delightcd with Scorba's death and wou ld de· 
mand a large shareofthc treasure from the slayer . This is not unreasonable . 
considering that the treasure is Ihe fruit of their labor. Dwarves will be 
reasonable if the slayer is reasonable . What is morc. they can be a great help 
in transporting the tre.lsure, since the Misty Mountains are riddled with 
dwarven tunnels. They are , ho wcve r. easily insultc."{( , and one should be 
cautiQus in dealing with them . 

4.32 COR LAGON THE RED 
Corlagon i ~ a lesser drake who resides in the mountains of southern 
Angmar (see map #3 at 2). He is not as powcrful a.~ Storba. although he 
also shares the power of speech . He is not a true cold drake, but is winged 
and capable of night . Corlagon rarely ventures into An gmar , but prefers to 
hunt goalS high in the mountains near his lai r. 

Corlagon is far less fearsome than Scorba; he is but half the size of that 
great drake, being only 50'long. He is also unable 10 breathe fire . Hi s home 
is a large cave in a mountain pass, and he too is a convenient border guard. 

Hit s 300. Level 30. AT 12 (-SO) . 
Allack: Bite + 100 (Huge) . Claw + 100 (Huge) . Bash + 75 (Huge). 
Movement rate of ve ry fast to blindingly fa. .. , (Land 25 mph. Air60mph). 
Length 50'. Wingspan 55' . 
Cor lagon uses the super large creature critica l hit table . 
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Trfilsure: 
500-1000 in gold gems, jewelry and precious items. 
An assortment of + 5 weapons (or perhaps better) 
Acglin, a sword of Gondolin. the lost mate ofOrcrisl and Glamdring . + 30 
Sword. Aeglin burns with a blue light in the presence of evil and contains a 
spirit dedicated 10 the destruction of evil. It is a sword of lightning. and 
delivers an electrical strike (crit) with each normal crit ical. Aeglin is hidden 
in a small crack in the darkest corner of I,he cavern. It is sheathed and was 
left there long ago by someone who had nothing to do with the dragon. 

4.4 BEARS 
The brown bear is the wolrs fiercest compelitor, at least ill the forest ... of 
Angmar and Rhudaur. The~c creatures var)' in siz.e (froIll4-800 pounds), 
and are rarely dangerous to humans. Although Ihe bears are carnivorous. 
they a lso eat fruits, nuts, and of course honey . Their main siaple is fi sh. 
Bmwn bears are less active during the winter. and spend most or t heir time 
sleeping. 

Hits 145. LevelS. AT 8 (-10) . 
Attack Modes: (a) Bash + 60 (Large), or (b) Grapple + 70 (Large), Ihen 
C law + 60 (Large), then Bite + 20 (Medium). 

5.0 THE PEOPLE AND 
CULTURES OF ANGMAR 
Several mannish groups follow the banner ofthc Witch King. There are the 
men of Rhudaur and Rhun. and the Estaravc people. Northrons from the 
vales of the Anduin. Although the people as a whole are not entirely 
wicked. the leadership that governs Ihem is evil. These groups supp ly most 
of the soldiers for Angmar. Some members of these racial groups have even 
chosen to make their permanent home in Angmar. 

The mannish inhabitants of Angmar come from a variet), of sources, and 
fall into two groups: freemen and slav Thc freemen are often retired 
so ldiers who have t:hosen to settle in the region. Many of the poorer peoplc 
from Rhudaur and RhOn, and members of the Estarave people, especial l)' 
young men, join the armies of Angmar seeking wealth and opportunit)'. 
Retired soldiers who settle in Angmar are well rewarded . 

The philosoph)' of Angmar is completely compatible with the cultures of 
these peoples. Although the societies differ in many ways, they share many 
features that harmonjze with the Witch King's goals. Allthrec cuhures ar 
eXlremely warlike, and place high prestige on the rank of warrio . 
Simultaneously, the social structure of each is very rigid. The upper class 
consists of lhe warriors. who fight out of pleasure. and declare: war as it 
pleases them. The low~rclasses are peasants and slaves who till the land and ­
go to war when they are ordered to . War is an accepted part of life ; it is eon­
sidered pan of the natural course of events. 

FOr:8 RhQnni sh peasant, the armies of Angmar represent social mobilit~ 
By joining up and fighting well , they rise nOI only to the coveted rank of 
warrior, but to a level of relative affluence . Angmar reinforces this b), of­
fering the ex-soldier a place where his status wi ll be held in honor. 1 rthe pea­
sant ret urned to hi s old home, he might still be scorned and forced back into 
a lesser role . 

These immigrants have settled in fortified villages along the borders 0 

Angnf8.r.The three cultures have fused and changed to become a unique 
society. Many of the men living in the village have been unable to shed their 
peasant upbringing. They have obtained the status of warrior, but cannot 
quite relinquish Ihe old status of farmer or cobb ler . When they are not 
engaged in military pursuits, the men slip back into their old occupations. 

The climate of the area makes this practicable . The land is barren and Ihe 
wcather harsh . While they have some slaves to till the land, these cou ld nol 
support an idle aristocracy of warriors . Nor could the resources of Angmar 
support settlers who could nOI make a living . The inhabitants of the villages 
must work to suppOrt themselves in this region. 

Each village is responsible for making dail), patrols of the surrounding 
ar$. The men are also sometimes called upon to escort supply trains to the 
next village . In times of war they provide additional soldiers and a partial 
defense a long certain parts of the borders. These circumstances make Ihe 
peasanl warrior far morc welcome as a permanent settler than an 
aristocratic fighter (the laller are encouraged to remain in the army) . The 
former, however, has the experience and personality th aI makes the vi llages 
a perfect home. 
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The peasant has the desirable military experience and a greater ability to 
follow orders. Seven Rhilnnish aristocrats sent on patrol stand a good 
chance of killing each other when the first dispute arises . The peasant, while 
perhaps not as good a warrior as his aristocratic counterpart. can also make 
a living out of the harsh environment. 

5.1 OUTLOOK 
The harsh climate of Angmar does not encourage a friendly. generous 
temperament. The growing season is shari, and the winters long . The 
villagers are isolat ed from one another during the long winters. Mostncver 
go farther Than nearby villages even in Lhe summer months. This cir· 
cumscribed lifestyle makes the villagers insular and suspicious of strangers. 
The war againsllhc Dunedain has reinforced this altitude. 

Angmar has become a home to these people, and for reasons unknown to 
them the Dunedain and elves seem determined to destroy it. Anything that 
is sLrange or comes from Ihe o ut side of Angmar represents the unkn own 
and could therefore be a threat to their security. Although they originally 
came from diverse cultures, village life heu; narrowed their out look. 

As one may have gathered from the description above, many of the in­
habitants of Angmar are not necessa rily evil. Many who do evil things are 
not consciously wick~ like their superiors, but ignorant, prejudic~ and 
thoughtless. Their cruehy to the Ounedain arises out orrear and ignuranc 
Others are evi l, having developed a taste for slaughter and mayhem while in 
(he army. Yel the same men who are cruel so ldiers are often kind to their 
own families. The propaganda of Angmar is efficient, and many of its in­
habitants believe the Dunedain to be brutal warrior .. 

5.2 VILLAGE LIFE 
Life in these villages is nol unlike that in other rural setllements. Most oflhe 
men have seltled down and married women brought from their homeland. 
Angmar supplies any goods that they need and are unable to provide. or 
food if thai is in short supply. The village<; arc fairly self-supporting. If a 
man does not farm. he makes shoes, or more rarely. keeps an <inn', or is 
perhaps a blacksmith . There is a rotating council that guverns the affairs of 
each vilJage and assigns patrol and other military responsibilities . Each 
village is responsi ble [0 one of lhe three main border castles. The popula­
lion of these towns remains fairly stable . The birth Tatc is fairly low, and all 
young men arc drafted into the army. The number of new senters about 
equals those who di e of disease or old age, and the binhs just about replace 
the men killed in the wars. 

Each family Jives in its own house. Elder children either male or fema le, 
inherit the house of their parents and you nger sons or new sett lers build on 
their own. In addition, each family has at least a sman pial of land, and (he 
farmers of course have more. Most families keep a pig, and perhaps a cow 
or a goal. While (he women keep house, men go about [heir daily work . 
Some of the richer families have a few slaves to help thcm with their work; 
their treatment varies dramatically . 

Growing food is the most important occupation of the villagers They 
grow enough 10 feed themselves, and to trade with, but not enough t feed 
the armies of Angmar. The farmers concentrate on eultivalioil rather than 
animal husbandry. It would be impossible to grow sufficient hay to feed 
large herds of animals through the long winters. 

The fields arc small and separated by stone walls that shelt er the crops 
from the strong winds . The farmers plant a variety of crops: rye, barley, 
oats, p.." tatoes, cabbage, turnips. and beets. These roods arc supplemented 
by peas and beans from the kitchen garden, and occa .. ional eggs. Meat is 
rarely eaten; one pig lasts a family a year . A sman farmer cherishes his har· 
dy apple treL'S, si nce the crop is a valuable addition to their diet. 

At night the men. and sometimes the women, go to the tavern to drink 
and relax. The beer and Jjquor are brought from Rhudaur and business is 
brisk. There arc also a few local liquors, but these are uncommon. 
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5.3 ECONOMY 
The economy of these towns is a eombinalion of cash and barter . The 
people use little cash among each o ther; they prefer to trade for what they 
need. In truth, there is little to spend one's money on. The supply traim 
from the South bring goods for the army. and no luxuries. Some farmers 
make some extra cash by sell ing their fresh food to the quartermasters at th~ 
border cast les or to t he local innkeepers. If villagc..-s nc..-cd supplies that must 
be imported, it is arranged by Ihe village council. Each family li sts the sup.­
plies that they need and contribute the appropriate amount of payment. 
The headman of the village then makes the arrangements with the quarter· 
master of t he nearest border caslle. I f he has a long journey, he of len travels 
with one of the supply trains. 

5.4 GOVERNMENT 
Each village is a fief of one of the three border castles. These colleclthe 
yearly taxes, the draftees, and see that the vi lIages are fulfi lIing their respon· 
sibility. In rare cases , the ashl1klur o r general of the castle resolves disputes. 
The headman of each village is chosen by an election of the village men, and 
then presented for approvaJ to the lord of the castle. The castle is also 
responsible for arranging Lh c delivery of supplies to the villages, most of 
which are bartered or paid for. Fresh food is the premium trade item. 

Since the population of the vil lages is fairly sma ll, the governing body 
consists of all able·bodied men. The headman is the authorit y in all 
disputes, but men may appeal to the general or ashti.ktur of their border cas· 
tIe Lo have him removed if they feel he is abusing his authority. 

5.5 MILITARY SERVICE 
All able bodied men of Angmar are drafted into the army at the age of 
seventeen. The term of service is eight years, The population of the area is 
too low, however, '-or these soldiers to form a substantial part of the army. 
and the bulk of the soldiers still come from Rhudaur and Rhun . 

5.6 CURRENCIES OF ANGMAR 
Angmar does not issue a formal currency. The armies use the currencies or 
their allies and their enemi . A standard of equivalency governs the cur· 
rencies so people ideally know how much each coin from thediffcrcnt coun· 
tries arc worth. The money is used primarily to pay the soldiers and to pur· 
chase supplies abroad. 

5.7 LANGUAGE OF ANGMAR 
The people of Angmar speak a peculiar dialect . The language is a mixi ureof 
Adunaic, West ron, and the hillman longue of Rhudaur . There are many 
Rhfinnish, and Estarave words mixed in, as well as some elements or black 
speech . 

5.8 TRIBUTARY PEOPLE OF ANGMAR 
Shn'es: 

The slaves of the Witch King come from many different pia s. Some 
have been taken on raids into Arthedain. or into southern Eriador. Othcrs 
have been taken in Ihe wars of the Witch King's allies east of the mountains. 
The men of RhOn frequently make war upon their eastern neighbors, and 
therefore have a steady illnux of slaves. The Wit ch King demands a yearly 
tribu te of slaves from the people of Rhudaur and Rhuft, as well as the 
Estarave. Since all of these races practice slavery, this burden is not par· 
ticularly onerous. Sometimes Dunedain prisoners will be sent to the East as 
slaves, for it is too risky to kt.-cp them too close to their homeland . 

The slaves are miserable. unhappy, and suspicious. Many are so 
downtrodden that they would not know what 10 do with their freedom if 
they suddenl y obtained it. Some wou ld welcome the Dunedain as 
liberators, but others wou ld see them only as a new set of masters. Some of 
the slaves in the villages of Angmar are valued, and well Lreatcd . Most are so 
afraid of the Witch King that they would not dare to resist him . 

Nomads: 

These people arc not the inhabitants of Angmar, but wanderers who live in 
the northern waste (sec map #3 al 3). he nomads follow the migrations 
of the reindeer . They have no love of the Witch King and are only slightly 
under his sway. The soldi~rs of Angmar occasionally raid their encamp.­
ments, and the Witch King takes a yearly tribute of reindeer from them. 

The nomads are very cautious about openly resisting the Wit ch King's 
power. While openly submissive, many of these groups arc known as 
valuable allies to the rangers of Arthedain. Some of the nomads secrctly 
supP.Jy the Duncdain with food and other necessities . 



6.0 POLITICS & POWER 

6.1 THE DUNEDAIN IN T.A. 1700 
Arthedain is the only surviving kingdom of the three realms of Ar..nor (see 
map N2). li s rulers claim lordship over all of Arnor. since no heirs of lsildur 
remain in Cardolan and Rhudaur , This is a claim in name only: the borders 
of Arthedain Ilavecontracled sharply since the plague ofT .A. 1636. and Ihe 
kingdom does not have Lile resources to protect a larger territory. 

The lord of Arthedain is c<'liled Arvegil. and he assumed the throne upon 
the death of Argeleb II in I he plague, Despite the lessening of t he sl renglh of 
Ihe Dunedain. the king still maintains a strong guard upon his diminished 
borders. His vigilance has borne fruit; lifc within the borders of Arthedain 
is relatively pleasant and secure and men have begun to forget the awful 
devastation of the plague. 

The kingdom has changed greatly since the plague. There wall a spon­
taneous shift in the distribution of population when men recovered from 
the disease. Some towns were abandoned. and others gained the survivors 
from several townli. Most men chose to abandon Lhedesolateout lyingareas 
and withdraw to the center of the kingdom . Even close to Fornosl men do 
not feel entirely sa fe: most of Ihe lawns arc surrounded by newly con­
structed walls. The power of the Witch King is not forgollen . 

6.2 ANGMAR IN T.A. 1700 
6.21 TECHN IQUES, GOALS'" STRATEGIESOFTHE WITCH KING 
The Wilch King of Angmar is one of the most powerful beings in all of 
western Middle-canh. In rhe end, however, he remains only <I. tool of 
Sauron and a slave of the One Ring. The Wit ch King is the chief o f the 
Nazgul, the dreaded ringwraiths. He is the instrument thaI Sauroll has 
chosen to destroy the Dunedain of Ihe North. All of his actions arc a rellce­
lion of the will of his great master . 

There is no haste in the Witch King's campaign; when his first onslaught 
failed to overwhelm the Dunedain he retreated fa Angmar to wail . Being 
immortal. he lacks the time pressure that drive.~ olher conqueror ~ The 
strength of Arlhedain is Slil! too great ror him to conquer. but their might 
wanes as the years pass. The C hief of the Nazgul has ordered his men to 
harry the Dunedain wherever they can, bUI to conserve their own strength . 
In time he hopes that these raids and the shadow of Angmar will humiliate, 
demoralize. and reduce the numbers of the Dunedain who live in Arlhe­
dain. His strategy is succeeding: e"'ery year more men depan for the peace 
of Gondor. 

He waiLS together with his allies, for the final assault upon Arthedai . 
His allies are many; evi l hiUmen from Rhudaur, men from the south. ami 
still others from the cast. 

6.22 TlIt: WITCII KI NG 
The Witch King is the absolute rulcr of Angmar, and Sauron 'li most power­
ful servant. Unlike the other eight Nazgfil. the Witch King is capable ofi 
dependent thought ; he is totally subject to Sauron, but within this domina­
tion he can (;onstruct plans, military strategy, elc. , to further his master's 
goals. The chiefof the Nine is undead; he exists in the world of wraiths and 
shadows. His physical manifestation can at best be temporari ly dispelled, 
but hi s destruction lies in the distant future. In addition, the Nazglll can 
on ly exist as long as the One Ring exists. 

The Witch King of Angmar is a powerful sorcerer, but he rarely casts a 
spell . He is a sixtieth level speJluser (see section on his abilities). Yet the 
ringwraith must mask his power since its source is Sauronie; if he were to 
utilize hi s magic to it s fullest capacity he would reveal the existence of his 
master. 

The chief of the NazgOl has no need of additional spells to daunt the 
hearts of mell . His innate power and presence arc so great that all men must 
resist his presence or go into shock, nee in panic. This ability \'aries sharply 
with range, and he can, if hc chooses, cloak his power. When used to its 
fullest, his power has a radius of three miles, Those within two to three 
miles of the NazgOI will become uneasy or afraid. and the very fainthearted 
may run. Belween one and two miles away the reactions are more severe, 
provoking various responses, primarily the desire to hide in the nearest 
available hole. His effect is extraordinarily powerful under a mi le. Those 
within a t~ousand fcet will be overcome by terror and dread and generall y 
nee. Any1 1e closer than three hundred feet will generally be frozen with 
panic unless he overcomes his fear through his strength of will. A high 
presence of mind will aid in overcoming the terror that paralyzes both man 
and animal. In addition to the grcat fear that the lord of the Nine radiates, 
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those within three hundred fect may succumb to the black breath. The reci ­
pient fa lls into black dreams and dies in a mailer of hours or days depending 
on his race. No ldor who have lived in Valinor arc immune to these effect s. 

The Witch King of Angmar cannot be harmed by most normal and 
m~gi cal weapons. Any sueh weapons that come in contact with his <onesh" 
will automatically shatter. There are exceptions to this casc: Eowyn was 
fa ted to kill the NazgOl; the weapon she wielded was unimportant (LOIR, 
Ill ). Magic weapons may do some damage. but will shatter unless they are 
quite extraordinary. Both of the magical knives that the hobbits wielded 
upon the Witch King dissipated although one did do Quite a bit of damage. 



The above powers aTC the result of the ring that the NazgOl once wore upon 
his hand . The ring also has a variety of other abilities; it consumes the flesh 
of the wearer and transforms him into an undead under the dominati o n of 
Sauron. In addition, it adds thirt), Ic ... ·els to IheChief of Nazgul's resistance 
roll versus any kind of spell ; this is a reflection of the Sauronic power that 
forged the ring. 

THE ABILITIES AND STATS Of THE WITCH KING 
ST 101; Qu 101; Em -; In tol; Pr 120/90-; Con 101; SD 100140; Me 101 ; 
Re 101. 
·Thc I slash renecls the dual nature or the Ringwraith. The fir s t number is 
his s ial under Ihe domination of Sauron. the second is his innate statistic. 

SPELL ABILITIES 
The Witch King has a ll of the SPELL LA Wbase sorcerer lists 10 the fiflicth 
level and beyond. 

AC 20(-120). 360 Hits. + 180 melee add. 

Weapons: 
+ 30% Flaming lo ng sword. For every regular criticallhatthe sword docs. 
it will do an addilional heat erilical hit . In addition, the sword was forged by 
Sauron, and shatters weapons that fail to resist versus a 60th level spell of 
destruction; 
+30°/. Mace of slaying men and elves. Resist versus a 60Ih le ... el " slow 
death" spell. This mace was also forged by Sauron and has the same effect 
as the long sword upon weapons. 

6.23 TROOPS AND MILITARY IN.·ORMATION (S •• Sec. 8.7) 
The armies of Angmar contain men, orcs . and other less agreeable 
creatures. The Wit ch King has 25,000 men at his di sposal and 50,000 orcs. 
His men come from lands in the sourh and east of the Misty Mountains. 
There are men from Rhudaur, and RhOn . There is a smaller contingent of 
men from the Estarave, Northrons who come from the vales of lhe Anduin. 
These people are all warlike , a nd the soldiers. e$pctially lhe aristocrats , a re 
kept under s trict military discipline. His human army is scattered across 
Eriador and Angmar, guarding his borders and outposts. His orcs do not 
stray far from the mountain tunnelS"; they watch Carn DOm or Moun 
Gundabad. The less fortunate orcs arc lI Sed to watch (he bortlers of 
Angmar by night. 
6.231 Military Outline A char' in the center of this booklet gives the basic 
abi lities of the personalities described below. 

The Witch King is the ultimate commander of his armies, but because of 
the terror he inspi res. he finds it conveniem to work through mortal men. 
His second in command is Dancu, a black Numenorean. Five other lesser 
generals each command SOOO men. 
Chain of Command and RllIlks In Angm:lr 
Mornartur (General) - 5000 men (Mornar); 
Ash5klUr - 1000 men (Ashak); 
GrishflkWT (Captain) - 100 men (Grishak). 

In addition to the rank s listed above, there are a number of petty officers 
appointed al the discretio n of Ihe various ashaktur and captains. 
Basic Information 
The 25,000 men of Angmar consist of the following: 
5,000 cavalry; 
15,000 foot soldiers; 
5.000 heavy foot soldiers. 

Comparatively little of the army is first le .... eI; most men rapidly acquire 
sufficient experience to reach second level. The average foot soldier is bet­
ween second and third level, or even higher . Members of the caval ,who 
are generally of aristocrat ic birt h, are all fourth level or above, due to thei 
wider range of experiences. 

Most officers are somewhat higher level than the units they command to 
inspire respect among the ranks . Men who reach some of the higher levels. 
Le. fourth, do not necessarily become officers. These experienced fighters 
are often formed inlo crack unils for raids and sorties. 

The army is carefully organized to reduce quarreling among the soldiers. 
Most units contain men from the same ethnic groups, especially among the 
lower le .... e l so ldiers. Many of Ihe special or crack unit s. however, cOnlain 
soldiers from all three racial groups. 
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Commands 

A caplain commands approximately 50-100 men depending upon the cir­
cumstances and the location of the unit. In Carn DOm and other large for­
tresses in Angmar and Rhudaur, the command structure is very rigid; it is 
far more ncxible along Ihe frontiers. A caplain is generally appoimed by a 
ashaktur or morc rarely by a general. Captains arc responsible for the 
behavior of their men, and ashaktur deal ruthlessly with commanders who 
cannot conlrollheir subordinates. 

Captains vary greatly in ability, and may rang~ betwecn Ihird and sixth 
levels. They are experienced righters who know something of warfare and 
have generally learned some elementary tactics. For a profile of the levels 
and abililies of some typical captains of Angmar, r~fcr to chart 8.61. 

The ashl'iktur of t he army are chosen by t he generals. Most of thes~ men 
arc over tenth I~vel and are fine warriors. Th~y have access to the 
storerooms of Carn Dum, and ca rry vcry good weapons. armor, and 
shields (+ 5 - + 10 nonmagi c equipment). 

6.232 The Generals 

Lord Dancu (Ivl 30) 
Danc u is the chief of the generals. The thirtieth level black Numenorean 

is evil and ambitious. He is making plans to become the king of Umbar with 
the aid of the Wit ch King, a goal the chief of the NaT.gul hopes to fulfill . 

Dancu is an excellent cOlllmander and has a wide variely o f respon· 
sibilities . He cOlllmands the hoerk (an elite fighting unit), and all of the 
other special units of Angmar. Next to the Wilch King, he is the ultimate 

authority on matters of the dcfcnseof Angmar and Carn Dum . In addition, 
he aids the Chief of the Nazgul in making plans and in matters of military 
reconnaissa nce . 

Magic items: 
+ 15 Long Sword - Detects Dunedain and elves 300'. The blade is coated 
permanently with the poison Asku (Iv[ 15), deadly to dves; 
Boots of Balance t hat add 25 to all of his mane u .... ers; 
C loak of Shadows that makes the general almost in .... isible in the darkness or 
in the shadows; 
Dancu also has access to any o ther + to non magica l equipment alld armor 
of his choice. 

General Ulrae (lvl 27) 
Ulrae is a chieftain from the land of RhCin. He is a tall, fierce, and cruel 

warrior . As a member of a cult that worships Sauron. Ulrac dr.:spises any 
emolion that might be considered good, kind or merciful. He is 6'6", dark 
skinned, and ugly . 

Ulrac is the commander of the border defenses of Angmar. His base is 
Morkai castle, one of the border fOTlresses. Any disturbances, prisoners or 
problems concerning the border are reported directly to him. Ulrac has 
1500 cavalry under his command. 

General Dlirkarian uf Rhudallr (lvl 25) 
Durkarian is descended from one of the evil families that conquered 

Rhudaur. He loathes the Dunedain and the Elves and will kill them 
wherever he can. Durkarian is fairl y young, but very competent. Hi s looks 
belie his evil nature; he is slim, golden haired . and blue-eyed. 

Durkarian guards the northern border of Rhudaur . He has a thousand 
ca .... alry at his disposal for various tasks, especially raid s into enemy 
territory . 

General Durkarian possesses a rare and wonderful magic ilem that has 
been in hi s family for many years. It came from a dragon's hoard long ago. 
The item is a belt made from a fine stec l mesh set with seven plates of polis h. 
ed stones of great hardness. The clasp of Ihe belt is a large polished and 
can'ed diamond . which is engraved with runes in Khllzdul. The inscription 
reads: 

The 8t'1t of Durin Ihe Deathless 

Seven other runes on the belt each connole the strength of Slone. This is 
an item from the ancient legends of the dwarves. It is said to have been worn 
by Durin, and forged either by him or Allie. The belt is usa ble only by 
dwarves of the royal family, but is so well known thai any dwarf will 
recognize il instantly. The item has the following powers: 



The strength and presence o f the dwarven wearer immediately become 102; 
The wcarer receives the streng lh o f stone seven limes per day . 
The dura tion of each lime is forty-nine ten second rounds. This enables him 
to multiply the concussion hits against cnemies of thc dwarvcs by seven; 
The belt confers a mere 100 streng th upon humans. 

Durkarian is aware of the Dwarvish origins of the belt. but he is very 
satisifed with the power it gives and assumes that he is using the item to its 
capacit y. 

The general ca rries two other additional magic items: + 10 war mattock; 
and + 15 full plate (for ceremo nies) or breast plate . 

General Dura~ (lvl 21) 
Durax is a descendant o f the black Numenoreans. Like Durkarian , he 

guards the Bo rders o f Rhudaur . Durax is respo nsible for prOl.ecti ng supply 
trains from Rhudaur to Angmar, and fo r organizi ng raids into so uthern 
Eriador. It em: + IS Broadsword . 

General Cykur (lvl 24) 
Cyk ur is a black Numenorean from Umbar . He is an o ld friend and com ­

panion of Dancu, and a sta unch supporter of the genera l's calise. In their 
youth they were ship capta ins and pirates serving Umbar together. 

Cyk ur is in c harge of coordinating the frontier defenses o f Angmar in the 
large no ma n's land between Angmar and Arthedain. He organizes raids. 
questions prisoners, receives reconnaissance reports and regularly to urs t he 
outposts. Cykur is usually stationed in Carn Dum with the remainder o f his 
men who are not assigned to the frontier. He has IOO cavalry under his COIll­

ma nd . 

Gencnl Khursh (lvI20) 
Khursh is thc stran gest of th e general s; he is a black skinn ed Variag from 

the di stant land of Khand . Thi s general is also a member ofa Sauro ni c Cult 
dedicated to the service of th e Dark Lord. 

Khursh is statio ned in Carn Dam. He is in charge of organizing the 
defenses of thai huge fortress , when he is not overruled by Dancu . The re­
mainder of th e cava lry is und er his command. Item: an ancient + 10 11/0 ev il 
broadsword, sacred to the Sallroni c cull. Imbedded with a permanent 
poison of tenth level ; the victim must sa ve versus instantaneous dea th . 
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In addition to their personal items, the genera ls have access to the best 
equipment that the armies of Angmar possess. They will usuaUy be carrying 
a wide variety of healing herbs and/ or poisons. Like Dancu, they are free to 
use + 10 equipment , weapons, a nd armor o f their choice . Each general has 
a personal bodyguard of ten 10 fifteen men, who have access to the same 
equipment as the generals. 

6.233 The Hoerk A hoerk is a n elite unit of fighting men . Irs function 
varies: it may act as a ruler's bodyguard, o r form the core of a crack regi­
ment in an army. It may even be a mercenary unit that hires it self out to the 
highest bidder. The members of the Wit ch King's hoerk were all hand pick­
ed by Dancu. There are 60 men over tenth level and 6 b lack trolls. Should 
the Witch King ever take the 11cld of battle, this unit would acl as his 
bodyguard. At this time they are currently stati oned in Cam Dum . If the 
fortress is atlacked, the hocrk W011ld act as t he final defense of the keep that 
protects the mountain's interior. In times of relati ve peace, the warriors 
spend their days sharpening their combat skills and other abilities. The 
hoerk has access to the same fine cquipmenllhat the generals do , a nd to the 
items in the special storerooms ofCarn DOm (see descripti o n ofCarn DOm, 
Section7.1). 

Harband (lvl 20), secnnd In command or the hoerk 
Harband is a man of Rhuduar. H e is an excellent tactician , and a cool. 

level-headed comma nder. Harband rarely loses his self control in the heat 
of battle . Quick thinking and objecti ve, he will sacrifice men if necessary. 

The Black Trolls 

The best warriors of the hocrk are six o lag-hai , or black troll s. These 
creatures were bred in the pits of Cam Dum. with The aid of Sauron's 
power. They are immune to the effects of su nlight as a result of the power­
ful spell s that went into their making. TheSe troll s are sm arter, larger, and 
fi ercer than their compatriots. Fortunatcly, there are o nly fifty olag-hai in 
all of Angmar. They a rc over 12 feet hlgh, and due to thcir unusual sizcand 
s trength prefer to wield a two handed weapon in each hand. See section 
8.73 for their s tat s. 
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6.234 Special Units 

Tht' Crossbowmen - This unit of 550 men is permanently attached to the 
fortress of Carn Dum. These men are used 10 man the crossbow slits in the 
walls of the caslle with ei ther light or heavy crossbows. The men of this unit 
ra nge between second an'd fiflh levels. with an add of + 50 to + 80. 

Trackers (evil rangers) - This is a 200man elite unit. containing men who are 
eighth Icvel and above. 

These men arc ski lled at a variety of tasks. They rarely work together as a 
large unit, but are sem oul upon individuallasks or in small groups as need­
ed. The rangers are traincd to handle wolves and work closcly with Ihese 
animals . Each ran ger has a wolf that is considered his. Togelher. the~' have 
a 98 0/0 chancc of finding recent tracks. Note that Ihere are other trackers in 
the Witch King's army, this is simply the hand picked elite. All of the 
rangers can throw a "hues"speIL Thcy haye the identical special equipment 
available to Ihem as the hoerk . 

Sarkan. commander or the truckers (Ivl 15) 
A man from Rhun, Sarkan has adapted to hi s new homeland. He is com­

pletely evil and devol cd to the service o f the Witch King. 

Harllulnar. second In command or the trackers (1,,115) 
Harlluinar is as efficient a second in command as any commander cou ld 

wish for. He is fanatically dedicaled to the eradication of Ihe Ounedain of 
Arnor. Because of their ded icat ion, there is no rivalry belwcen the two com­
manders. 

Additional members of the unit 
Carmil, 1'118 - A new recruit to the unit who was promoted on the basis of 

his past performance. Cannil is grim, extraordinarily intelligent and self 
disciplined. He is a man from Rhudaur who is interested in aequiringa for· 
tunc and returning to his anccstrallands a wealthy man. Hc already has a 
small rOrlune put aside. Carmil is not truly evil, but misguided by his haIred 
of the Dunedajn. 

Farrenar ,1'1112 - This man is the "assassin" of the unit. lie is a specia li st in 
infiltration and poisons . He favors a garrote. 

6.235 Weapons of .he Armies of Angmar The armies o f Angmar are nol 
confined to a single hand held weapon or a single how weapoll. As a renec­
tion of the diverse origins o f some oflhe soldiers, Ihe mcn with previous ex­
perience of len use the weapon of Iheir homeland . Preferences among the 
fool so ldiers range from broadsword and long sword 10 weapons such as a 
warhammer or mace. Slings, whips, boomerangs and bola!:; are impractical 
in military engagemelllS, as arc two handed swords . Arms that have more 
than a normal chanceofinjuring a fellow so ldier in baltle are strictly vetoed 
by commanding officers. Soml'lime$ a warrior will bring a weapon from 
home, bUI mOsl may choose from the following onc-handed weapons: 
mace, war hammer, longsword , broadsword. shortsword or scimirar. The 
choice of missile weapons is Iimiled to a composile bow Or a longbo ... · 
c rossbows are reserved for special units. All soldiers of Angmar musltrain 
in the usc of a shield . a one handed weapon, and a bow weapon. All fOOl 
soldiers are isslled normal shielCls as part of their equipment. but if they 
have brought or can find better, they are encouraged to usc them. Every 
shi eld is emblazoned with the insignia of Angmar: a red fortress on a blaeR 
bac1c;gro"Und . Soldiers can train in any weapon they find on a battlefield, 
and use it in combat upon the approval of their commandingashaktur. Thc 
guidelines above apply to the foot sold iers of Angmar . The guidelines vary 
for the special units, the high ranking officers and the cavalry. 

Members of the special lInit s, and high ranking officers may use any 
weapon of their cho ice, providcd il is praclically available. The cavalry, 
which contains many members of the nobility and very experienced war­
riors has a broader range of weapons at its disposal. These fighters can all 
use a mounted lance from horseback, and at least one one-handed weapon 
at full efficiency from horseback. They are all trained in horsebow (a short­
bow) and a variety of 01 her weapons that they can use on foot or mounled. 
These men can generally choose Ihese extra weapons, and are not limited to 
the selection avai lable to the foot soldiers. They also carry the shield ofthcir 
choice. 

The armor of the soldiers va ries dramatically. An ordinary foot soldier 
normally wears a leather coat. His captain and ash§klur may be wearing 
eilhcr chainmail or perhaps a breast plate, depending on their preference. 
Members of the eayalry prefer chain mail or full plate, depending upon 
what they brought from their homeland. 
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6.136 Food of the Armies of Angmar Food for Ihe troops is one of the 
greatest problems facing the Witch King . The low plateau is too barren and 
cold to permit extensive farming. The rations of the army are primarily 
dded foods thaI come from Rhudaur and the""East. There are smoked 
meats, dried beans, dried fruits, dried peas. and corn from the East. Wheat, 
barley, rye and oats are brought from Rhudaur along with additional 
smoked mcat. This dull fare makes good food one of the most effectivt 
bribes that one can offer a soldier of Angmar. 

7.0 PLACES OF NOTE 
A 

7.1 eARN DUM 
Long before the Witch King came to Angmar, the dwarves had many 
nourishing mines in the region . The halls were secu re and prosperous, and 
the dwarves at first remained untroubled by the evil things that began to 
multiply. It was not long, however, before Durin's Folk fell the first 
ass811\tS of Angmar. The dwaryes fled south, seeking the safety of their 
mines in the Weather Hill s. It was they who gave the fortress of the Witch 
King its name: Carn Dum they called it, or red stronghold (sec-map N3 al 
4). 

The name is a rarity among the place names of weslern Middle-earth. It is 
apparenlly a combination of dwarvish and Elvish words. 'Carn'is red in the 
Iongut' of Ihe Noldor, and DGm' is hall or fortress in the language of the 
dwarves. The dwarvcn refugees brought the word to men of a grear 
stronghold of dull rcd stone in the No rth . Soon a ll of Eriador knew the hor­
ror that came from thi s northern fortress . 

When the Witch King first came to the North and when Cam Dum was 
first built is uncertain; the records of Angmar and Sauron are unavailable 
for scrutin y. The Wise place the date at 1300 T.A. In the years that fol­
lowed, ores and men built one of Ihe greatest fortresses of Mjddle-earth. 

Cam DOm is IWO strongh6lds; one that sits upon the base and shoulders 
of a huge mountain, and another that is delved into the mounlain. The 
outer stronghold is carefully and cunningly constructed. Architect s have 
used the mountain to the advanlage of the defender, and several walls stand 
in the path of an attacking army. 

The outermOSI wall comes down from the shoulders of the mountain to 
some di stance from its base. The wall is low, being o nly The 
wall is twe!ye feet Htick, are 
placed at intervals of thirty enable 
the I 

gale. 
The bailey within contains barracks, officers quarters, storerooms, 

stables, kitchens, and any other military buildings that might be associated 
with an army. It is more li1c;e a city than a fortress. The greater part of the 
human army stationed in Cam Dum is quartered in this section. The 
soldiers are housed in simple, two-story wooden barracks with flU: len to 
eae building. 

The second wall rests on the,shoulder of the mountain . II is only slightly 
higher than the previous wall. bUllhe mountainouslerrain greatly inoreases 
the actual elevation of this barrier. The thickness and interior oflhis wall is 
identical to the previous one. The gate to Ihe second bailey is approached by 
a fortified defile cui into the side of the mountain. 

The second bailey is an area that has been cut into the side of the moun· 
tain. This is also the administrative center of the exterior of t he fort ress, and 
the buildings are fewer and larger. Generals and their bodyguards are 
housed here in comfortable and roomy quarters. The rangers and 
crossbowmen also have their barracks in this bailey. In addition, here are 
some large warehouses containing high quality weapons, food and 
supplies . 

Another wall guards the base of the.cliff at the end of Ihe second bailey. .. , .. 
This wall is shorlerj n lenglhJ but otherwise identical to the olhers. Its pur­
pose is twofold : (I) to keep attackers from scaling the mountain face, and 
(2) to defend the I u nncll hat leads to I he top of t he eli ff. This passage can be 
sealed with pOrlculli if the need arises. 



The tunnel is also the approach to the final wall and donjon. The wall of 
the innermost bailey is seventy-five feet hiWrui LWcnty foot thick. Jt is also 
piere with passages and crossbow slilS (where feasible) allwent y-five fcct 
intervals . The bailey is small and contains the quarters of the hoerk and 
their master Daneu. These buildings are easi ly accessable and luxurious. 
The hocrk eats , sleeps and trains in this bailey . The don ·on, on contrast, 
stands in a cleft in the mountain, behind a chasm that is ·ust over ten feet . -
wide. Two fortified t~wers protect the cleft. The entrance to the donjon is 
oJ! the second story, making access dif ICUIt for an al1acker. II is through 
this donjon that men enter the mountain fortress of the Witch King of 
AngmaL 

7.11 THE EXTICRIOR Dt;FENSE 0" CARN DUM 
A guard is mounted upon the walls of Carn Dum . T.!).Cec men §laud upoo. 
each tower of the outer wall, and..srQUQ five men atrol the entire length 
• 
of the wall . E;scJuding the men on the towers, bet ween 50 and 70 mer;t are 
QalrQ1jng thc outcr wall at any one time. ' 0 -rn t2 p,Q,1YJ""A c 

There are three men OD each tower of the second and third ~alls, a.n~ 
and en patrol them respectively . The guard on th~ innermost wall of 
the stronghold is the s(rictest. Four men watch fr;pm each tower. and twcnty 
patrol the wall. In addition, three members orthe hoerk are stationed upon 
the ramparts at all times . A guard of twelve men is mounted at each gate of 

are also regular patrols on the eXlerior and inlerior of Carn DOm. 
Men walch the country by day, orcs by night. ' 

01lY: 
5 patrols out at anyone time: 

accompanied by 23 large dogs or wolves which sniff the area 

most 
Night: 
5 to 8 patrols; 
15 t,o 30 orcs accompanied by three wolves; 
' The length patrol is 3.5 hours, the guard on the wall is changed every 

four ho s. -
In addition t.o the patrols of thc surrounding countryside, Dancu has 

ordcred patrols inside the first and secOl~ baileys at night . These patrols arc 
all human . Within the first bai l cy.1h~ir con~osition is identical to the ex­
terior dNl!.ght patrol . The second bai ley, however. has onl two pa~ls . 
• 
7.111 Troop Deployment The soldiers of Carn DOm are deployed in 
various towers in small numbcrs.,These can be moved to crossbow slits or 
the top of the walls on short notice . Those off duty, or nm stationed on the 
walls, spend their time in a manner suitable 10 soldiers. The special unit of 
crossbowmen is deployed along the second, third, and fourth walls. They 
remain in towers until required. 

7.112 The Administrallon of the Exterior of ellrn Dum The Witch King 
has little to do with the daily arfairs of his fortress; he has g realerconcern s. 

• 
Oancu is also other ..... ise occupied. He is in charge of the d{!fense of the for-
tress, but does not meddle in minor matters. Any prisoners. of course, are 
of direct concern to him and the Witch King; but these twO lords are rarely 

seen on the exterior of the mount.ain. 
Although the generals have the ultimate authority over the men they 

command, the ashaktur and their staffs handle most of the routine ad· 
ministration . An ashaktur will dccide. for example, which units will be sent 
out upon patrol - if his general has ordered him to organize ~atrols. Each 
captain makes a daily report to his ash3ktur, and the latter meet daily with 
their generals. Regular meetings ensurc communic<ltion between ash~ktur 
and an efficient administration of the fortress. 

Life in Carn DGm is care fully regulated; commanders have an excelleD! 
overview of the situation in the forlress. Soldiers spend their days in l 

carefully allotted periods . All incoming and outgoing movements and sup· 
plies arc carefully regulated; as little is left to chance as possible. 

7.12 THE INTERIOR OF CARN DUM 
The interior of the Witch King's fortress can be divided into an upper and 
lower section. The lower halls arc the rellile.m;:U)f lbe.or.kish a[jl1¥...Ihis is a 
warren f tunncl~..J!al! s, guard rooms, messes and storerooms. The -nOleworthy feature of the lower section is a single tunnel leading to an 
eastern exit from the mountain. 
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The orcs are overseen b~aodcrs, and spend their lime in various 
disagreeable pursuits . They sleep in large halls dignified with the name of 
barracks, and eat in communal dining halls. When not out raiding or 
patrolling, they enjoy making weapons, fighting, digging new tunnels. and 
torture. The orcs are territorial and suspicious, and have stationed guards; 

. and al intervals in the corridors. 
of the mountain is the CCOler o f C a.rn Dum. li S fir st 

simple, and oriented ent irely towards t he defense of I he up· 
consists of a 10.ng hall that can be barred with thrcc steel port-

A ao;sage is around the hall enabling defenders 10 lIre 

through crossbow end of Ihe 
lia llway leading 10 a set of st3irsl'llat go up and down . 

The next level up the sleep!n and living quartersofthc 
best craftsmen The roomsare si mplc, bUI eac wor 'er has hi s 
own. There is a Ii).rge dining hall and limited bathing facilities on this level. 

The stairs to the next levcl (Level 3) lead 10 a vital area of the mountain 
fortress. The Iwjority of the army's s upplies are slored here. Food, 
weapons. armor. lea l her, cloth, steel, and hundreds of other things arc con­
tained in the numerous storerooms. These arc adjacent to the workshops 
where the finer craftsmen work . All non-magical, high qualilycraft activity 
lakes place here; workers produce Ihe t.'quiplllenl for the elit e unit s of 
Angmar. Consequently, Ihis level is well sealed and guarded to prevt!nt 
I?!lIy pilfering; Ihe workmen are searched twice daily. 

This level is also the administrative center for supply distribution and 
" 

whatever minor problems mighl occur. Dozens of clerks note what goes in 
and out of storerooms. Others supervise the craftsmen and food distribu­
tion and many other small details. 

The access to the next level (L~vel 4) is by heavy iron doors and 
steel porteulli . Only members of the hocrk, generals, and certain olher 
select'ci li 7.ens of Angmar arc permined to ascend the Iwisting stairs. The 
evil magic of Carn Dum and Angmar is centered upon this level. It is here 
where the Witch King's small force of spell users li ves and works. There arc 
twenty"sJ:a::en such conjurers of varying levels: 

fi Astrologers; 
3 Alchcmists; 
3 Magcs; 
6 Clcrics; 
3 Sorcerers; 
6 Lay healers; (See Sec. 8.7 for specific data .) 

The activitics of these people are confined to this level. There is a HI c 
ibrar ,magical rorges. brcedin8.l!!ls. and whatever else they might require. 

Each sPell user has a luxurious suite at his disposal. Every suite contains a 
bedroom. sitting room and a bath . Thereare servants ap lenty tocare for the 

spell users. 
The enchanters are free to use most or the treasuries upon this level. Any 

gold , jewels, or gems they requirccan be found here. Ora on hoards pale in 

comparison to the s~lendor of the Witch King's wealth. Therc arc ancient 
coi ns and jewels from umenor, aswell as recent currencies from Gondar, 
Arthedain. and wonders. weapons. armors, shields, and Olher delights. 

Tht: spell users live under the shadow of Ihe Wit ch King, who resides in 
the level above He lives hercas much as aNazgOI can reside in any 

-"ne place. The will usually be in the throne room or council 
chamber. His throne is a powerful focus, and enablcs him to comnnmicate 
with Sauron. 

This is also the level where t he Witch King k ecps his important capt ives in 
a sm II dismal..e.rison . There are two othcr important features on this level : 
(I) a tunnc1 Ihat leads to an eastern exit from the mountain, and (2) a set of 
stairs leading to the top of the mountain. 

Odenses of Ihe Upper Inlerior Seclion 
There are between 4- guards on duty at the entrance and elSit of each ofthc 

1. first I hree levels,.. The su I level also has a li.beral sprinklin of duro 
If i~g the day. Both entrances to this level will be barred at night and six 

• 

'" magicians' level is more beavily guarded: f?ur tenth level guards 
sl and at each ent rance . In addit ion, I here are at least 15 eighth to tenth le\'el 
guards on dUly there; I r black trolls are among these. 

Six fifteenth I vel $uards rmeet the tairs that lead 10 the lop-utthe 
mountain . Sevcn black trolls can be found as guards on the Witch King's 
level. If ther~ is a counci l in session, each genera Will have three to seven 
mem of hi s Q£rsonal bod~..8u~d present. The Witch Kin of Angmar" 
can d_elect the presence of strangers on Ihis level within a radius of seventy­
five fec\. 
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STOREROOMS ON THE WORKSHOP LEVEL 
These storerooms contain high quality raw materials for the craftsmen to 

work with . Excellent steel, iron. copper, bronze, and lin, arc present in 
large quantities. The finest leather, cloth, and tools arc also present in 
abundance. These materials become weapons and equipment for the elite 
of Ihe arm y. Special storerooms contain the results of thl: craflsmens' 
labor. 
Siorer-ooms 1.10. Genual equipment: 
Storeroom I: 
Fine. very strong, ro pe 
Pitons , hammers, pulleys, crampons. and other small equipmcnl of the 
highest qualit y. 
Storeroom 2. Cavalry equipmclH : 
Bridles. saddles, bit s, barding, halters, saddlebags CIC. 
Storerooms 3 and 4, Leather Armor and ICalher aCOUlrements: 
+ 10 Lcalher Armor o f any type. About 50- 100 suit s. 
Leather gloves, belts, tunics, wrist g uards etc . 
Storerooms 5, 6, and 7, Clothing and Miscellaneous: 
Storerooms 9 and 10: 
Parts o f larger siege weapo ns that can be quickly assembled. 
Siege weapon ammunition 
Balli stae 
Storerooms 11-24. Weapons and Armor: 
These rooms are filled with + 10 weapo ns and metal armor of any type . 
Rooms twenty-three and twenty-fo ur are devoted to the wcapons and 
equipment of the generals and the hoerk. All of the weapo ns and armor in 
the rooms are made to fit members o f the hacrk or a specific general. 

THE TREASURIES OF ANGMAR 
Most of these are filled to overfiowing with gold. gems, jewelry and 

silver. Three are particularly noteworth y however . 
Room 3, Magical raw material s: -rune paper 
mithril 
Enchanted metal, wood. and c10lh 
Room ~ Magical Equipment : 
Amulets containing the follo wing spells three times per day : 
Text Analysis 
Detect Essence 
Golden headbands set with black gl.!ltls that allow the user to store three 
spells of any level daily . 
Several wands of Sleep V, Charm Kind, So und/ Light Mirage, projected 
Light. Shock Bolt, Healing 1-10, Guess, Dreams and Starpaths. 

3 rods: 
Wall of Fire 
Phantasm 
SlUn Cloud 
I Staff of Lightning Bolts 
Forging tools Ihat reduce forging time by 1007, 
Fine. high quality rope in 100' lengths imbedded with Ihe spell enchanted 
rope three times per day. The user can cause the rope to move up to it s 
length in any direction and tie itself in knots. (It cannot attack or tic lip a liv· 
ing being). 
A ring of invi sibility 
First through seventh level runes containing spells from the lists of the 
various spell users. 
The amount of equipment in this room is variable; the spell·users, the 
genera ls. the hoerk. or the rangers. may be using any of it at any time. If 
there is warningof an allack, anything thaI can be used in thederense ofthe 
fortress will be removed from storage and turned upon the attackers. 

Storeroom 2.. Special treasures : 
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Certa in guidelines should be applied to the treasury . 

Any weapons, armor. and shield s found in the trea.o;ury will be either +5, 
+ 10. + 15, or mo re rarely + 20, either magic or nOIHllagic. On a roll of 
95--00 the item is + 10 mithril . Anything o ver 00 is + 20 mithril . A roll over 
200 denotes an ex traordinary arl i fact has bee n discovered. There are a fe'tlt 
of these in the hoard. They are as follows: 

The 1)('11 of Queen Berulhial: An item from NumcnoT. A belt of mithril, 
(ithildim), rubies , emeralds, and diamonds. This belt is very magical, and 
very anciem . It s origins a re unknown . It has the fo llo wing powers. 
It allows the bearer to see in the night a s if it were rull day. 
It makes the bearer unseen, but nOt in visible in the darkness . 
It all ows the wearer to speak the language o f cat s. 
In addition , the wearer can form an empathic connection with nine cats of 
his cho ice, and they can communicate o ver long distances. 
Usable only by the pure of heart. 

The axc or Durin: +35 dwarven axe, throw and return . Detect s balrog5, 
dragons, orcs, Sauron, uJ1(.lead, and Mo rgol h at 7 miles. Cont rols t he ston~ 
of any dwarvcn citadel, mine or city. Usable only by dwarves o f the royal 
family. Indecipherable to the evil powers of Angmar . 

Thi s axe was forged in thceldardays afterthe coming or Mo rgo th and the 
discovery of dragons. It is one of Durin's seven weapons and almost sacred 
to the dwarves . II is said to have been made by Durin himself or be a gift 
from Aule . It is worthless to a no n-dwarf. having the appearance of an or· 
dinar)" rather uninspired iron axe. It is shielded against magic detection 
spells. and will appear as ordinary to all except dwarven eyes. 

SiI.Maf1,til: +30 spear with an ebony shaft and mithril point. fo rged by 
Celibrimor. Spear of Slaying servants of Sauro n. +45 again st NazgOt. 
Usable o nly by elves. 

Ar-sil: Ancient swo rd fro m either the eldar days o r from Numenor. + 30 
Sword - burns cold - delivers a cold criti cal if the bearer gets a normal 
critical i.e .• if it gets a normal B, then it does a cold B critical. Detect s orcs, 
goblins. and all creatures o f Sauron and Mo rgo th . Burns with blue light. 

Also on this level arc the Quarters or t he spell users which are spacious and 
luxuriolls. Each suite contains a bath , silting room and dining room . There 
is a kitchen on Ihis level stocked with the finest dainties and manned by the 
best cooks . The serVants are quartered with the craft smen on the lower 
levels. 



NOTES ON LAYOUTS IN ANGMAR: KEY TO USE 

I) Traps(P,SP,S, C,C2) 

m W' 
• v • 

a) Pit Traps. like most devices c reated by the Wild, King's engineers. 
are standardized . They are uniformly 24 feet deep and filled wilh 3 
fecI of waler. The walls have protruding stone "nobs" which act to 
impacl upon falling victims (50lfo chance of immediate un· 
consciousness). Regardless of the nobs, the victim will Lake )0·20 
hilS in the fall. plus any appropriate critical damage (e.g. from 
medium fall +24 result s). Should the victim be knocked out there 
• • 
15 a 900lt chance he/she will drown in 4-10 minutes. Set off by 50 
pounds direct pressure . Can be locked. 

b) SpikN pit traps have no water in them, bUI have sted or iron 
spikes of 2-4 fect in length a1 the bottom. The pit is 24 feet deep 
and has sides edged with 9 inch blade·like metal pi eces. Since the 
metal is rUSIY, there IS a chance of infection should a wound result 
(ro ll 'IS. Can) . The side blades cut as swords (0·9 aHaeks. + 75); 
treat the bottom spi kes as mounted lance attacks (+ 75), wilh 1·10 
attacks. Also add the result of the 24 foot fall. Set off by 7S 
pounds direct pressure. Can be locked. 

c) Ceiling traps drop 6000 pounds of stone on a 10 foot by 10 foot 
area, yielding a crush attack (50Ofo huge, 25Ofo large, 10% moo iu l1l , 
10% small, S'7o 1· 10 hit s); the aHack add is + 75. Ceiling traps are 
set off by (I) manual operation of a wallle ... er by a guard or other 
cruel foc, or (2) by one pulling on the nearby gilded torch holders 
or stalUettes. Type #2 ceiling .traps also drop stones on impact 
point s down the hall and around the corner, frustrating age.old ex· 
ploratory precautions (they are denoted as C2 with impact points 
as 12). 

d) Flam(' traps can also be manually set off by pulling master levers. 
A key i!l f1t'I.:t:ssary to use the levt:rs , but the guard captains eadl 
have o ne. The names are also released when a victim probes tJle 
flame holes and touches the "stay" (chance of avoiding stay: 20%, 
or hard ·SO if prober aware of device), a metal mesh. The result of 
a flame allack is 1· 10 flame bolt (+ 50) jet s. Pits oflCn on eit her 
si <.le of the 10 foot by 10 foot fire area (see standard 10 fOOl by 10 
foot pit traps). 
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e) Spike traps operate the same as name traps, but use overlapping 
spikes which spri ng OUi from the wall. Result is 1-10 mounted 
lance-like impaling attacks (+ 75) . These spikes arc coated with 
jegga. a pasty black poison made from bat venom. Since it is 
rather stale, the victim must roll versus a 10lh level poison result; 
should he/ she resist. no damage; failure means 1· 100 hits, plus a 
chance of inrection. 

2) Guard rooms (G) 
The guard rooms have 3 guards on stal ion . Carn Dum's guards are 
orcs; other s ites use men from Rhudaur (Dunlendings who enjoy 
rough li ving). Main guard rooms (denoted "MO") have 3 guard cap­
tains. Straw beds and stone "chests" (fixed to the fl oor) arc present in 
all such rooms, as arc refuse pits which double as latrines. Water is 
brought in using wood buckets. 

3) Doors, gates, porh.'ulli 
Prelly standard. These can be locked by one of a series of "wing· 
shaped" iron keys. The use of an improper key will be troublesome, 
for the key will be stuck in the lock . Doors marked "E" have copper 
"lightning L~onnections," and the copper rods in the keys will deliver a 
+ SO lightning bolt attack to any user of the wron g key . Since these are 
enchanted traps. they arc Quite rare. 

Doors open by slid ing into Ihe wall, unless otherwise speci fied . 
Portculli s lide up; should they fall on an unluc ky soul. use the 
mounted lance + 50 result s. 

4) 8asic mH'hanisms 

Mosl of these can be locked or unlocked with the wing-shaped 
keys. All the traps have key ho les known to the guard captains, but 
not to the guards, and the captains each retain a key suitable for the 
nearest trap and/ or door . The key hole for name traps is located in a 
crack in the wall across the passage from the wall lever. Ceiling traps 
have key holes in the tloor besidc the lever mechanism. Pit traps, 
spiked pit traps, and spike traps all have lock mechanisms located in 
the base of nearby lever mechanisms. All the levers appear as, and in· 
deed act as, torch · holdcrs. The so le noticeable distingui shing fcature 
is the "polishe<.l" surface on the arm of these devices, indicaling lht: 
kind of constant use not evident with thc olher torches. 
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7.2 THE BORDER REGION 
7.21 THE RORDt: R CASTLES OF ANGMAR 
The long borders of Angmar make it impossible to control all of the border 
villages efficiently from Carn DOm. Three large border castles are the cen­
tral authority for their surrounding territories. The fortresses arc called 
Angsul , Morkai and Shcdun . These bastions provide additional men in case 
of attack , supply the \' illages with food and other necessi ties. and 
discourage rebellion . Any extraordinary occurances on Ihe borders are 
reported 10 the authorities in the caslle. Angsul (see map #3 al 5) and 
Shedun (sec map #3 al 6) are commanded by an ashiU:rur. and Morkai 
(sec map In al 7) is commanded by Gene ral Ulrac. 

The fortresses effectively contrallhe entire western border Qf Angmar.. 
Shedun lies .H the southernmost tip of the kingdom. and Angsut tics in the 
north. white Morkai tics almost at the halfway point of the border road. 

7.22 CASTLE MORKA1 
:kai (see Map 113 at 7 ) is the large~l and mmH important of the 

border foIlS. It stands almost dir.eetly upon Ihe road, on a high rockt.hill. 
The dark walls and towers of the castle are visible for Ulany miles. Morkai is 
the seat of general Ulrac's power. UJrac coordinates the border defenses of 
Angmar from Ihis point. The traffic o n the road is very heavy here; wagon 
trains of supplies rumble by. soldiers and messengers can be seen entering 
or leaving the fortress day and night. 

Morkai was c1ea.rly constructed with uolimit.cd rCSQmccs of gold. skill, 
and labor. It is a mass of lhick ugly walls and towers. The cas tle is mul­
liangular, with strong lOwers set at regular intervals. There are two sets of 
walls, forming an inner and an outer bailey, The walls and towers are -pierced with longbow slils. The outer bailey has ample room for Ihe bar· 
racks. workshops. s tables, and storerooms it contains. Over eight hundred 
men are garrisoned in the castle, and there is room for many more. There is 
even a small reservoir in thc outer bailey. The inner bailey contains a large 
barracks, a nd a comfortable, roomy keep . 

At thc moment. the castl e garrison is on a peacetime fOOling. The 
enemies of Angmar are 100 far away to approach withollt warning. and -
reinforcement s arc dose at hand . The ej.ght hundred men are capable of 
dea ling with any emergency that mighl occur in the interim . In wartime,the 
garrison will swell to over two thousand. 

Garrison (See Sec. 8.7) 
ISO Wolfriders 
200 Cava lry; 
450 Footsoldiers; 
Captain of the Wolfridcrs; 
2 Cavalry captains; 
4 Captains of foot soldiers . 

Ashaktur ; 
12 Bodyguard . 

General Ulrac; 
SO Servants; 
ISO Wolves; 
220 Horses . 

The fOOLso ldiers have a variety of responsibilities, from guarding the 
walls to patrol duties and to escortin g supply train s. The wolfriders have a 
ni ghtly patrol duty, and are often sent with the cavalry on raids into the 
enemy's territory. Off dut y soldiers are sometimes g iven leave to visit K usk H 

or other nearby sell icments. 

Compositio n of the G arrison 
62 third level wolfriders; 
31 fourth level wo lfridcrs; 
IS fifth level wolfriders; 
12 six th level wOlfriders; 
12 seventh level wolfriders. 

Ormat - 71h Ivl capta in of 150 foot soldiers. 
Purth - 61h Ivl captain of 100 foot so ldiers. 
J eshan - 5th Ivl captain of 105 fOOl soldiers. 
Akth - 5th Ivl commander of 100 fOOl soldiers . 
Fornagath (11th 1'0'1) - Commander of bodyguard. 
Members of 1 he bod)'guard escort general Ul rae 31 alii imcs . They generally 
carry + 10 nonmagic weapons a.!).d armor. 

Tht Wolves 
The wolves of these riders are wargs, a peculiar variety of und ead. Their 
h ide is tough. being AT 4. The wargs are intelligent, and can co mmuni ca te 
with their riders in thc wargish tongue. They rarely miss thc seem of an 
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enemy. and are incredibly fast and deadly . Their bite, though dangerous, 
carries no Iyncamhropic disease. The bodies of these wolves disappear 
when Ihcy arc killed. When mounted, the wolves will try to ride down an o~ 
ponelll . Their riders arc armed wilh spears . 

NOT .. : : O"ly Q specific I'ariel}, of wargs is undead. Most animals 
labeled "war!:!)·" arf! simply hllge wolves (See /..olR I). 

Wargs' (Wolves) Statistics 
Hils 100-150. Level 7- 10. AT 4(· 30). 
Attack Modes: (a) Bite + 551070. 
or (b) Grapple + 40 10 50, I hen 
Claw + 60 to 75. 
Size: 160·200 Ibs . 
Movemcnt rate: vcry fast 

Patrols 
The cast le sends out regular patrols : fordetails, s~ Carn Dum. Section 7.1. 

14 eight level wolfriders; 
4 ninth level wolfridcrs; 
8 1 fourth level cavalry; 
52 fifth level cavalry; 
41 sixth level cavalry; 
26 sevemh level cavalry; 
112 first level footsoldiers; 
200 second level foot soldiers: 
70 third level foot soldiers; 
42 fourth level foot soldiers; 
10 fifth level footso ldiers; 
10 sixth level footsoldiers; 
6 seventh level foot soldiers; 
3 eleventh level bodyguards; 
5 tenth level bodyguards; 
4 ninth ievel bodyguards. 

Personalities or the Castle 

• 

Juka'h - the ashaktur (tenth level). Jukath is an aide de campe to the 
general. He handles the day to day affairs of the castle and sees that things 
run smoothly . 
Ukandar - caval ry captain (eighth level). Ukandar is the senior cavalry cap· 
lain. He is a member of the nobility of Rhudaur. Ukandar is an excellent 
commander , and prefers to lead his men personally into batt le. 
Durae - second cavalry commander (sc\'enth level). Durac is anxious to 
undermine his seni or captain . He is ruthless, underhanded, and cnle!. 
Huskash - commander of the wolfriders (ninth level) . Huskash is very evil, 
but extremely competent. Like the rest of his troops , he can communicate 
with his wolf. 
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Caslle Morkai: Lllyout 
Constructed upon a granite bluff. Morkai is indeed an imposing citadel. 

The walls and lowers are constructed of locally quarried granite. cul and SCI 

with consummate skill. such that Ihe scams are nearly invisible. Mortar was 
not used; instead the blocks are bound together with iron reinforcing bars 
inside the rock. A tiered structure, it will be noted that the ground behind 
each wall is higher than that in front of it. This is due 10 the fact that earth is 
bermed up behind the outersection of the wall for greater strength and sup· 
pori. making battering rams useless , as they are b~aling upon solid stone 
backed by IOns of earth. All towers in the lower wall have six foot thick 
walls. with firing slits. These towers are connected by a narrow passage in 
the upper rear of the walls. as well as, in the case of the tower:s which rise 
above the walls, through a door in the tower accessing iOlO the lOPS of the 
walls. 

The inner bailey of the citadel is more sophisticated in design, ineor· 
poraling taller towers. and higher waUs of more complex design. All of 
these towers contain at least two stories, with stairs allowing access to the 
roof. The connecting walls are thTl"e feel thick. with a passage running 
within the wall itself, and heavy wooden doors at each tower to seal offac­
cess from tower 10 corridor . Thcse halls have arrow slits for firing upon at ­
tackers. The grealer pan of the garrison is housed in these towers. 

I. [)r ... hridtf . The- lIla in cnuIOCt' 10 Morkai casl le , this d ra .... bridge is l'Untrol!cd ... ia a 
oounterball nCC' in the ~mlll aatehou)C. 

1: . t:"t/'1ln ~ • . aa" .lIg the enl ry Into I he outer baitey h an iron !')Or1C'ulli~. opc'rlll td by oontrol ~ 
in Ihe small squa re 10" 'er (l). Ten fnol fu n ker in is anOlher idemical portcullis. Thus 

\'15il otl Clln be trllpped bet .... een Ihe POllcull! , a nd fired upon ... ia tll4: fi r ill,il5lilJ in tne wa.lh 
of Ihe ten fool lonl entry hlill . There an: :lUO ho les in Ihe ceilins orlhis area . Ind POi! of 

•• 

s. 

,. 

boitin, o il ~an be poured do .. 'n from above. 

Gil, . The only (OO llllllo ll ly known) way in lo the inner bailey. thiJ gale h:os a port ~u lli~ • 
operable from .. ilh in the- room j UM above. The 8ale It'ad~ 10 a p85S3ge, and up a ramp o f 

smool h , rl ll ile mlO the center of Ihe inner ba il e~ (~). 

Ibmp t~II , NOle the low wa ll a round Ihe ramp. 10 pru"ide sh ie ldinll for bowmt"n 10 tire 
upon ad"ancin, allaekerf. Ba rrcl~ of oi l Ire ~ epl nearhy 10 pour dO" 'n the ramp, 10 fffeo; . 
th'ely Impede au ackers from easily runn ill& up il. 

Htwr .. ,ir. Kept fi lltd .. ilh fres h " Il ler. ;1 could )upply .he rUU llrri}on for ~~eral weeks 
wl\ lloul replenishina. 

"I . !'ohln larrl~on. 

S. CurnhallTa",orr "uurl)ud . Thj~ a rta sc r ~e!i Ihe dua l purpose of a com bal pracli~ )'ard 

•• 
10. 

for Ihe (l a rrison. and u a lakeoff and lamlinll a rea: nOI only fo r the oourrCt$ .... hn ride rell 
treaturH, bUI fOI thc Wheh KinS. sho uld he decide 10 'bi t on h i~ h'deous Oying !leas! . 
Slabln . I lou5i nll lo," fd l crea lU!es. 10 be ridden by the Wileh K inl'~ couriers . 
Pusl .... n lilt. A I. n)'. well protected door. wirll I Sitts) wind;ns path do .. n froll1lhe 
h illtop. 

II. Innft Krep. The nr()~ t II t h il)' rorl ifit'd area In Ihe rnt irr casl le. this wuuld be the laM s lam.! 
for Ih" ga rr ison. There IS a $t'("ret door from Ihe bollom lc\.·t.J of l h i~ build ing. leadinlllO II 
" 'indlll, pau a le wh.ch 5ur ra('C~ in a ra"lne half II mile (rom I lle c>lstle. 

GRE .... T II AI.I. 

12 . Illnlnl bll. A hUllr ' OU I\I, wilh dual ~t al r5 a l the f3r end. abo"e a d ias. ThL~ is Ihe main 
fca~ 1 hall . as well a~ Gruerll l Ulrac's audoc: nl"C chamber. 

U . ,..U.l' .. ·.)·s. 
14. GIIC':'lmom . 
15. Uk.nd.r·~ qUlrtrnr . 

16. !lune's qu.rler~. 
1"1. Ilu skuh'~ qUlrl .. nr. 
13. Mf'I'tinlt roum . Slots on one wall arc fiUtd .. i,h charlS and rnap~ or !he IIrea. 
19. t:lnK'$ .. lficcllih •• .., . !trehly f urnishe<l. 
20. Ul f1l.( ·~ qUlrtu'$. 

Level til""" 

o o 

o 

Level two 

13 13 

Level OnE 
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7.23 A f'O RTltU:1) VI LLAGE 
Ku ska tsec map #3 al 8 ) is a village three miles away from castle Morkai. 
It s 389 iuhabit8nts live in a cluster of slone houses. The entire lown L~ pro­
tected by an irregular slone wall aboullwenlY feci high. The settlement lies 
<rnlya quarter mile away from the Angmar road, amI a narrow track con­
neel!. the IwO. Kuska is a Iypical village; its in habitant s arc primarily 
Dunlendings from Rhudaur, and some men from RhUn . One or twO 

E!otarlave families complete the racial mixture . 

There are ninct)'-onc families living in Kuska . Most of these make their 
living by farming. bUllherc arc a variclY of olher professions prcselH; the 
town has a tavern, a blacksmith. a cobbler, a caq)(.'ntcr, and a wcaver . 
There is a regular village guard of full time soldiers. resident s who prefer 
military ral h(.'r than domest ic dlll ies. and I here are ni nety-c igh t able bodied 
men in the village; the remainder of the population consists of womcn, 
children , and o ld peorle . 

Kuska is an important settlement. It is the central village of the locality 
and closest ICl castle Morkai. The fortifications of the town protect olle of 
the approac hes to castle Morkai. When the roads are passable and the 
weaTh er permit s. there is a monthly market in Kuska . There is a fnir every 
autumn, and men come from the surrounding villages to buy and sell 
livestock and other commodities. The center oflhe village contains an open 
area where the market s and fairs arc held. 

Some of the more imponant establishments are adjace nt to the market 
place. The inn. the bJack smit h's. t he carpenter, and t he cobbler arc located 
here . In addition the village council house and jail also line the market 
square. The large market well se rves the houses who do not have their own 
water sources. 

The architecture of the vil lage lypil1es the cold climate. The hOllses arc 
two stories high . The firs t stOry is a barn and stable, the second the living 
qua rt ers. The main room of the house is the kitchen. The large stove takes 
up almost a quarler ofthc space in this room. The kitchen walls arc covered 
with thick heavy rugs and lined with benches which arc the family's beds . 
Some o f the more luxurious houses co ntain one or two addilional small 
rooms. These may provide extra sleeping space or act as a Sunday parior. 
depending on the sil.e of the house. These rooms can also be equipped with 
stoves. 

Each house has it s own enclosure. This space usually includes a well, one 
or two oUlbuildjngs such asa workshop or .uorge. or perhaps an addi tional 
b~n, epending on the profession of the owner. The enclosures vary in 
size; those of the farmers are large, whi le Ihose of the cobbler and 
blacksmith are small. A small part of the courtyard is protected by a fence 
and reserved for a kitchen garden. 

The fields and pastures of the farmers arc located outside of the wall. 
Most of the cultivated lands lie between the village and the road. or on the 
other side of the road . The heavy traffic along (he road reduces with the ap­
pearance of wolves. A" Ihe farmers of Kuska agree that they would rather 
walk an extra mile a long the road than have their fields in the unprotected 
hills. Sixty-seven families in the village till the land. Like most of the 
farmers o f Angmar. those of Kuska emphasize cultivation rather than 
animal husbandry. They plant rye, barley, turnips, cabbage, and potatoes . 
The farmers of Kuska keep only a little morc livestock than the rest of the 
village. Their wives keep hens and make a lillie extra by bartering the eggs. 
Purancir is the sole shepherd of the village; he lives outside of Kuska . His 
small noek provides wool for the villagers. In exchange. he is given food 
and anything else he needs. 

INSTITUTIONS AND ESTAHLISHMENTS OF KUSKA 

T ht' Council H all 
This is a medium size stone building. It is filled with benches and little 

e lse. The hall is heated by two large fireplaces at each end. The council hall 
has many function s; the village men hold their meetings here and settle any 
other military, civil, and criminal problems Ihat arise. Any important an­
nouncement s arc made in the hall. and the taxes are collected there every 
autumn. 
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T he Kuska Counci l 
Every man is a member of the village council. This organization is the 
government of the town . The council has a headman who is elected every six 
years. Haren, the current leader has been in office two years. The headman 
and the council arc responsible for carrying out any orders that come from 
castle Mar kai, organizing regular palrols, giving aid to the soldiers of 
Angmar, and paying taxes . Other than that, the village is left to govern 
itself. Those dissatisifed with a council decision, however, have the right to 
appeal to General Ulrac at castle Morkai . This is very infrequen t however, 
since the general hates being bothered by petty affairs. 

The Blacks mith 
Haren is also the village blacksmith and armorer. He was originally from, 
Rhudaur . and chose to settle in Angmar after leaving the army. Haren was a 
soldier for ten years, reached sixth level and learned his blacksmith and ar­
mory skills while in the army. He is an excellent smith and a decent armorer 
who can repair weapons and armor, and forge a passa ble sword. 

Haren is popular and wel l- Ii k(:d . He is thirty-eight years old, and is quite 
young for the office. especially since he is in his seeond term. (Most adu lts 
live till about the age of sixty.) Haren is diplomatic and tactful and often 
manages to sett le disputes before they come to the council. 

The smith is the most prosperous man in the Village. The forge is large, 
and well equipped. Haren does the work for one or two of the nearby 
villages and has two a ssistant s to help him . Hi s home is the largest in Kuska, 
co ntaining two roo ms in addition to the kitchen and morc than the usual 
amount of livestock . Haren is married to the prettiest woman in the village­
(22) and has a one year old .~on . 

~.- -­_ .. -



The Inn 
Dumfa is the o wner of the G rey Moon Inn . The inn is superb by Angmar 
standards, but hopelessly primitive by any o ther . The large, warm stables 
are the most comfortable part of itstaCiliTIe5. ' In addition to the stables 
there is a arge commo n room heated by a huge fireplace and a kitchen, The 
upper sto ry o f the inn contai ns o ne single room, and a large do rmitory with 
a number of (?all ets. which can ho ld up 10 Ihiny in a.Qress. 

The Grey Moon is well s tocked with a le and wine becauseofits im09r1anl 
locat io n . a flOul soldier from Castle Morkai often come to the inn to 
relax. The food, howeve r, is poor, eonsisli ng primarily of porridge . - -Dumfa and his wifc.Jboth Dunlendings), are i!l their fotti$s, Tho ugh 
businesslike, the couple is not unpleasa nl. They Jive in a house adjaceru LO 

the inn . All their lime is devoted to running the inn, which has become a 
fami ly business. Their two sons and their wives assist th em . One or two of 
[he younge r village lads work as stab le ha nds a t lhe G rey Moon o r do any 
odd jobs I hat Clre required. 

The Carpentt'fs 
Hujai, a nd his son Cut han arc the vill age carpenters . Hujai is an old 
Estarave who settl ed in Angmar. He and hi s wife arc well into Iheir sixties; 
in hi s yout h he was a powerful wa rrior. Cut han is a th ird level fighte r, is .. 2"-5_ 
a nd has j ust co mpleted hi s term o f service in the army. 8 01 h o f his elder 
brot hers we re killed fight ing for Angmar. Hujai is wai tin g for his son to 

find a wife, so hc can rei ire and spend his days before a warm firC! . 

The Weaver 
Kuska has IwO weavers - Ihe ~even t y year old Kerian , and her yo ung assist­
ani Nenua . Nell1l3 is a n o rphan of an Estaravc famil y who was given to 
Keria n for trai ning . Most of the weaving work is done by Nenua who will 
inheril Kcria n's profitable position as weaver. Nenua is quiet and in · 
telligent; she is being courted by Cut han a nd Puit a r. 

The Cobbler 
Pultar is th e vil lage cobb ler and tanner. He is a newcomer to the town and 
o riginall y hails from Rh On. Pullar has only been in Kuska for a year, but his 
business is already successful. He is a very skillfu l worker and docs most o f 
the leat her work in the village , The leal her he produces is of good qu ali ty, 
and he and hi s assistant sometimes fill o rders from Casll e Morka i. 

Pullar is a third level fighter . H e is most equitabl e and kind, for a soldier 
o f Angmar, and is look ing for a wife , 

The Farmers 
F'urish and his fou r so ns arc the most prosperous farmers in the village . 
They farm between 700 a nd 800 acres of la nd , and empl oy men from ot her 
families as farm ha nds. Furish wields great influence with the ot her farmers 
a nd with his laborers. Not o nly is he a good farmer, but {he o ld man is st ill a 
doughty fifth level warri o r. H e is generous to his dependent s and hi s 
workers arc very conten ted with their positio ns . Furi sh is a close friend of 
Haren . Four of his sons have completed thei r military service. a nd the fivc 
farms arc run as o ne in many respects. 

Furi sh is fifty·eight ycars o ld . H e has a huge famil y; a ll of hi s child ren 
have survived . Furi sh has two mo re so ns in the army and three daughters, 
one of whom is H aren 's wife . 

Furi sh's SOilS in o rder of the eldest first : 
Tremac 33. fourth level fighter, married. 2 children : 
Furi sh 30, third level fighter, married. 2 children; 
Varen 29, fo urth level fighter, married, o ne child ; 
Surnir 26, second level fighter, married, o ne child : 
Hulth 21. single. in the army,levcl unknown; 
Kur ian 18, single, in the arm Y,level unknown . 

Furish a nd his family keep more livestoc k than is usual; they have a small 
herd of twelve cows, and a small herd of twenty p igs. The animals arc 
pastured toget he r, but stab led with the different families. 
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The Guard 
There is an official village guard o f twelve men who are paid out o f the 
taxes. Their duties vary ; they oversee thejail, go on daily patrols, and settle 
the occasional brawls in the Grey Moon, o r guard the tax money . The 
members of the guard are all retired soldiers who find the work of civilian 
life unpalatable. They range from second level to sixth level. Nudan, a sixth 
level warrior from Rhudaur. is the captain o f the guard. 

Nudan - sixth level captain of the guard : 
Nudan is a peH y dictator. H e loves having people under his authority 

whom he can order about. Nudan is something o f a troublemaker. and re­
Quires all of Haren's tact to handle. His com bat ability is respected, but he is 
not well liked, since all the men o f Kuska havc to endure him when they are 
o ul on patro l . Nudan wo uld be welcome in the company of most evil men . 

Fos kat - fifth level sergeant of the guard : 
Foskat is also a native from Rhudaur . He is hanging on to his ac­

cumulated pay, debating whether to rem~in in Angmar, o r return to his 
homeland, or to find a new home altogether. In the interim, he is lodg ing 

with one o f the farmers. 

Composition of t he guard : 
I sixth level; 
I fifth level ; 
J fourth levels; 
5 third levels; 
2 second levels. 

The guard house and jail : 
The jail has but one cell. ils remaining room is the guardhouse where the 

men on dUlY eat o r rest. There is a guard in the building around the clock. 

Pureneir: 
Pureneir is the village shepherd a nd has a flock ofabeut fifty sheep that 

graze near the Angmar Road. He lives in a tiny cottage adjacent to the barn 
that shelters his sheep. Since he is a lo ner, he prefers to live apart. The wool 
from hi s animals becomes cloth for the entire village, The villagers supply 
his needs in return . Pureneir has a large, well-trained dog that helps him 
wat ch his flock and keeps th e wolves at bay. He is a third level fighter. and 
because of his profession, he is exempt from patrol duties . 

Palmls 
The village is responsible for patrolling the Angmar Road and it s environs. 
This is just a precaution: the re is little trouble along the road . Every able­
bodied man takes part in patrol duty about o ncc a week. Kuska sends out 
three daily patrols of six mell each, T he levels of the men vary between 

second and sixt h level. 

Deh:n~ of the Village (also set Sec. 8 .7) 
Kuska is su rrounded by a stone wall betwcen twenty a nd twenty· five fcct 
high. The town is unusually well fo rt ified because o f its important locati o n. 
The wall is topped by a parapet a nd walk-way that pro tects the defenders. 
Thi s is reached by ladde rs and a single set of stairs . Small wooden platforms 
widen the wall a t set int ervals. 

There are ninely-eight men wi lh military experience in Kuska, They 
would form the core o f the town defense should the village be attacked. All 
of these men aTe sk illed in bow weapons, and at leas! onc o ther hand held 
melee weapon (sce weapons of the armies of Angmar). This number can be 
bolstered by additional so ldiers from Castle Morkai if there is a warning of 
an attack. The women would also playa part in the defense of Kuska. by 
throwing boiling oil o r quicklime off of the walls o nto the attackers . The 
\'illagers are a tough, experienced people, and resis te nce 10 attackers would 
be fierce. 

levels of the Men of Kuska : 
45 second le\'e]s; 
28 third levels; 
14 fo urth levels; 
7 fifth levels; 
3 sixth levels. 
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7.3 THE NO MAN'S LAND 
When Elendilfoundcd the realm of ArnOT it encompassed a good part of 
northern Western Middle-earth. Men lived in towns as far w(."St as the shire 
and as far north as the northern shore of Lake Nennuial. With the assaults 
of Angmar and the plague of 1630, the population of ArnOT declined 
dramatically. Cardalan was ravaged and deserted, and Rhudaur became 
Lhe home of evil men . The borders of the remaining kingdom. Artht.-dain, 
grew smaller. Towns in the outlying areas were abandoned as men 
withdrew 10 the center of Ihe realm. Although Arthcdain claims the lord· 
ship of all Arnor, it does not have the strength to back its claim . The aClual 
borders of Arthedain arc far smaller than they were a hundred years ago. 

The once fertile and wcll·settled regions of Nonhern Arnor have become 
adesolale no man's land. Arthedain has too few men to maintain il. and the 
Witch King lacks thc strcngth 10 conquer it. It is in this region Ihat Ihe 
player characters will find interesting and unique opportunities for 
adventure. 

The land is desolate, but not empty. There are ruined towns and towers 
UpOIl the horizon. and fields that grow wilder as the years pass. Most people 
only venture into this region out of necessity, not choice. Wolves run ram­
pant, and bands of orcs can be found wandering in the night. Evil men from 
Rhudaur who have become brigands have made their home inlhis region. 
According to the repons of rangers returning to Fornost, trolls have also 
settled in the area , Some reported that they have discovered tracks in the far 
North that could belong to giants. Another ranger returnt.-d pale and 
shaken, and described a dragon that he had seen nying in the distance. This 
section includes some unusual encounters thaI might occur in this area of 
the world, notably trolls, dragons, and giants. These creatures (even the 
trolls) are rare, since they need large territory to subsist and cannot coexist 
in close Quarters. 

Angmar has also contributed to the new inhabitants. The forces of the 
Witch King have built or repaired a series of watch towers and outposts in 
this no man's land. The outposts have several purposes: they guard against 
infiltration and act as a base for raids and sorties into Arthcdain. In addi· 
lion, the towers there prevent settlers from returning to the region. A 
traveller should not be surprised to discover well· maintained roads and 
well·repaired towers in ccrtain areas of northern Eriador. H e is also advised 
not to use these roads Or approach lhe towers. 

The outposts have two origins: (I) they are either of ancient Numenorcan 
construction, or (2) built by the minions of Angmar. Looking at these out­
posts, the originality of Angmar's architects leave lillie to be applauded. 
Most are similar in construction and share a variety of common ft'atures . 

Whenever possible, the outposts are built upon high ground or an ar· 
tiridal hill that commands a view of the surrounding countryside. The land 
around the fortress is kept free of brush, trees, and any thing e lse that might 
offer shelter to an attacker. The fortress consists of a thickly walled bailey 
that is roughly circular or multiangular. This is surrounded by a moat. or a 
ditch, and sometimes an earthen wall that is easily domjnated by the inner 
walls. The donjon or keep within the walls may beeither square or circular, 
with an entrance upon the second story. The position of the keep varies; it 
may be freestanding or part of the surrounding wall. It is nm a residential 
Quarter, but a place for the defenders to make a last stand. The keep would 
make an uncomfortable home. since it is damp, cold and unheated . In· 
stead, the garri son lives in outbuildings within the bailey. These small for­
tresses sometimes contain two wells, one in the bailey. and another in the 
keep. The cast les. and especially the donjons, are all well provisioncd with 
food and water. 

Each of the fortresses is equipped with a signal beacon that can com­
municate with the other outposts. The men of Carn DOm have developed a 
simple code that enab les them to convey messages from onc point to 
another . 

SignalS: 

Single flare (jet of fire), burning either brieny or steadi ly - the outposl 
under attack, send aid . 
T ..... o Quick flares - general alarm, signifying invasion . 
One short, one long flare - a small group has been discovered and has elud­
ed pursuit, institute a general search of the area by all outposts. 
One long, one short narc - Patrol aHacked; institute general search of area 
by outposts . 

Three quick flares - prisoners captured; report message to the commanrl. 
ing outpost . 
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7.31 CARGASH KEEP 
This outpost (see map #3 al 9) in the no man's land is held by the men of 
Rhudaur and a few Easlerlings for the Witch King of Angmar. A garrison 
of thirty-seven men: 
10 horses; 
4 cooks: 
7 menials; 

I skilled jack of aillrades - blacksmithing, armor repair, elc. 
Soldiers: 
II first levels; 
13 second levels; 
8 third levels; 
2 fourth le1.'cls; 
2 fifth levels; 
I sixth levels. 

Heludar, commander of the Garrison (sixth level) 
Hcludar is an extraordinarily gifted man. He rose through the rank s of 

the army in less than a year to become the commander of the outpost. 
Heludar should be run carefully. since hc is exceptionally intelligem and 
competent. Although he is a no ble from RhOn, Heludar can speak 
Adunaic, Westron (common) and Dun lending. The commander carries a 
+ 5 war hammer, a comp bow, and a varicty of herbs . 

Keemac. second in command (fifth level) 
Unlike his commander. Keemae does not have a military background. 

He is an escaped serf from the East seeking to make a fortune with which to 
settle down and marry . Keemac is careful and prudent, and sets a high value 
on his own skin. He is nucm in Westron and Dunlending. Keemac uses a 
longbow and a + 5 nonmagic mace. 

Haree . patrol leader (fifth le\'el) 
Harec is fairly competent, but he is a frustrated woodsman who fancies 

himself a ranger. He enjoys patrol duty and is very familiar with the sur­
rounding terrain. Harec has a +20 bonus looking for tracks. He is also an 
excellent rider, and would be sent out for help if Ihe occasion arose. He is 
Ouem in Westron. Dunlending, and Easterling. Harec uses a +5 
broadsword and a composite bow. 

hlryen, parrolleader (fourth level) 
Although he is cautious and quiet, Falrycn is overbearing and un­

popular. His patrols are efficient; he prefers to choose men who can move 
quietly in the forest. 

Geer. patrol leader (fourth level) 
Brave and hOl·headed. Gt.'Cr violent ly hales the Dunedain . He loves to 

fight and may not be a patrol leader for long . Geer's temper has gotten him 
into trouble and H eludar is considering relieving him from duty . 

Patrols 
There are between three and four patrols during Ihe daylight hours. Each 
patrol has between five and ten men. depending on the patrol leader . 
Patrols of seven or morc men. however, are used only ..... hen a disturbance 
has been noted. 

It' there are indications o f something suspicious. or a message arrives 
from a lower, patrols of lip to 18 men may be sent out as searchers or to lay 
an ambush. If they act as searchers, the forces will be split up in groups of 
twos and threes. 

Sample Patrol s: 
Early morning patrol 3-5 hours 
Haree in command. 7 men: 
2 first level fighters; 
3 second level fighters; 
1 third level fighter . 

Daylight patrol 4-6 hours (Special) 
A patrol following tracks or responding to a message from another towcr. 
Flaryen in command. ten men : 
4 first level fighters ; 
3 second level fighters ; 
2 Ihird level fighters . 

Early evening patrol 2-3 hours 
Geer in command, five meu : 
4 first level fighters: 
I third level fighter. 
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A guard of five to ten men is mounted on the castle walls at all times. 
Patrol and guard duty is rotated among the garrison. Hcludar and Keemac, 
however, do not go QUt on patrol. Life in Cargash Keep is much like life in 
any other military outpost. The trolls and wolves are just as deadly LO them 
as they would be to any group of travellers. The precarious life in no man's 
land results in a rclath'ely large garrison of soldiers in the outposts. 

Men value the security or their small fortresses. and they arc kept in good 
repair. For their own security the commanders of the outposts keep in close 
communication with one another . 
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7.32 ELUANAR CASTU; 
Eldanar Castle (see map #3 al 10) is one of the most ancient NumenoTean 
castles in western Middle-earth . Eldanar was onc of the Faithful who came 
with Elcndil out of the disaster of Numcnor . The castle stands upon lands 
and estates that were granted by Elcndil. The original lord of the castle fell 
in Mardor during the Last Alliance between elves and men, butthe Eldanar 
family has held the (:asl!e almost continuously; it fell into the hands of the 
enemy only ten years ago. 

Elenuil, the rightful lord of the caslle, managed [0 nee through a secret 
tunnel with a handful of thedefenders when theenemy stormed the castle a 
decade ago. He and his family arc currently residing in Fornost; the occupa­
tion of the castle is a source of shame for the entire family . 

Eldanar Castle has maintained its beauty despite its changing fortunes. 
The fortress is -surrounded by a wide, deep moat. The walls of the castle 
form six intersecting curves of smoothly dressed pale golden stone . Delicate 
towers hely the st rength of its construction. Portions of the exterior, 
however, have a rough appearance; the origina l gale was destroyed when 
the castle fell. The stone masons of Angmar proved less skillful than those 
of Numenor, and Ihe new gate, although ingeniously constructed. is not as 
strong as the old one. At it s widest point the castle measures three hundred 
fcct across. The wall s of the castle arc pierced by crossbow slits every fifteen 
to twenty· five feel. 

The castle is divided into an inner and outer bailey . The outer contains 
barracks, stables, workshops and accomodations for grooms, workers and 
craftsmen . The inner bailey contains the donjon. which is also the 'l0ble's 

residence. 
Thedonjon ofEldanar Castle is a vivid contrast to the damp, uncomfort· 

able donjons of the outposts. The structure is built of the same pale golden 
stone of the walls. It is large and square. The entrance to the keep is through 
a solid stone fore building with stairs that lead to a second story entrance. 
The donjon is comfortable and secure . 

There are no windows on the lirst story of the keep; it , and windows of 
the second SlOry are narrow and the glass is protected by steel shutters . On 
thc third, fourth. and lifth storics thc windows arc wide and tht donjon is 
light and comfortable. These can also be protected by steel shutters. Fine, 
high quality glass covers all of the windows. 

The walls of the keep are seven fcetthick and contain niches for crossbow 
men. These are a lso covered with steel shutters when not in use. The rooms 
arc large, and I he furniture that was no t dest royed in the siege is exquisitely 
tasteful. An old overgrown garden and small orchard adjoins the 
stronghold. 

The old secret tunnel linking the master's quarters and the countryside is 
one feature of Eldanar castle thai has remained undiscovered . Its existence 
is unsuspected, since the conquerors found what they thought was the 
corpse of the lord of the casTle. The tunnel would be almost impossible to 
discov~r in a search, for it is or dwarven construction and remains hidde1 
until the proper word (Tintallo) and kcy are used. The underground 
passage travels some three milcs rrom the castle . 

Eldanar cast le is the scat of the rrOlltierdefenses. NOOlher castle in the no 
man's land matches its strength and beauty . Standing high upon a hill, it 
commands a ten mile view. 

As a result of its new role, Ihe castle accomodates an unusually large gar· 
rison - 225 men. 

Composition of Ihe Garrisun : (see Sec. 8.7) 
20 first level fighters; 
38 second level light,ers; 
18 third level fighters; 
10 fourth level fighters; 
6 firth level fighters; 
5 sixth level fighters; 
3 seventh level lighters. 

The members of the cavalry are all rourth level and above, and consist , 
17 fourth levels; 
15 fi rt h levels; 
10 six th levels: 
8 seventh levels. 
These men are lrained in mounted lance, horse bow. short bow. ar 
sword. 
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Populalion of Eidanlllr Caslle 
75 cavalry mcn; 
50 crossbowmcn; 
100 fool soldiers; 
IS kitchen staff; 
30 laborers and servanls; 
10 camp followers: 
7 craftsmen - armorer, blacksmith. etc. 
I fourth level lay healer; 
12 pigs (variable) 
3 cows; 
30 chickens. 

Chain or Cummand In (he Castle 

Arkish, lord of the cast le (twelflh level) 
General Cykur chose Arkish for [hi s position. Although he is only 28, 

Arkish already holds the rank of ash;iktur. As a commander of the frontier 
defense, he has 100 men in his charge. Arkish is responsible for organizing a 
unified defense of the area in case of attack. He also organizes raids. 50r4 

lics, ambushes and search and destroy missions. Arkish rarely leads lhese 
personally. but prefers La send his second in command into I he field. In ad­
dition 10 these duties , the commander also sends regu lar reports 10 his 
superiors in Carn Dam. 

Arkish is a fully trained rider and uses a mounled lance in battle_ On 
horseback he will be AT 20. H e possesses +5 armor, and a +5 shield. 
Arki sh also wields a composite bow and a + S bastard sword . 

E.loslan. mistress of Arkish (founh level m agician) 
Elosian is the daughter of a nobleman of Rh udaur and a sympathizer of 

the Dunedain . She is s lender. and has long go lden curls and blue eyes. 
Unknown 10 the res t of the castle she is a fourth level magician . Elosian 
holds Arkish in Ihe palm of her hand (Arkish would deny Ih is vehemently), 
bUI rarely meddles in politics . She is very popular in the castle, being soft­
spoken, feminine, and apparently helpless. Elosian is always beautifully 
dressed and wears five hundred gold pieces worth of jewelry. gifts from 
Arki sh . The jewelry is her hoard, o ne wilh which to start a new life . She will 
leave Ihe cast le when the first sa fe opponunity presents itself. 

Rhukar, knight, second in command (ninth level) 
Rhukar personifies the concept of the evil warrior. Wh ite he is a su perb 

fighter, he lacks Arkish's balanced oudook on li fe and would make a poor 
day to day commander . although he is an excellent balt leficld leader. Hi s 
personality is such that he would never be chosen as a replacement for 
Arkis h . Rhukar will never lose the OPPorl unil Y for a fight. His blade is 
always poisoned. Weapons: Long Sword + S, Mounted Lance, Comp 
Bow, Mace . 

Kelal. mistress o f Rhuka r , Ihe rival of Elosian (fourth level) 
Kc:lai is a sed uctive redhead and a true cou rtesan. She would d early love 

to supplant Elosian, but her chances are slim, sinee Arki sh detests 
redheads . Kelai lacks her rivals g race and bearing as well as Ihat ecrtain 
polish. She would leave Rhukar instantly if a higher paying position 
presented itselr. Kelai is the madam of the other camp followers o f the 
castle and collects a share of their earnings. She is very sk illful with a dag­
ger. 

Ornll. fourth level lay healer 
Ornil is Arkish's personal slave. He has no love for his master. and will 

also leave the caslle if the oppcrlunity arises. H e is, however, a thorough 
and conscienti ous healer. Ornil raises a variety of herbs in the ca st le garden 
(see lis t later in this section) . 

The other camp followers arc o rdinary lower class women . Somc arc 
Quile attractive, but they lack the presence and verve of Elosian and Kdai . 
All are present voluntarily, and will eventuall y return to their home in 
Rhuclaur far richer than when Lhey departed. These women can throw no 
spells, but mOSt have some skill wilh a dagger. 

Halla - m ai d to Elosian; 
Orlteh - maid to Kelai; 
Andarra; 
Caith; 
Sclvien; 
Kara; 
Alurin; 
Belvie . 
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Patrol Leaders 

Herion, seventh level ranger 
H erion is a good ranger, but tends to be somewhat reckless. He wil 

challenge any group that does not look tOO powerful. 

Carfe. sixth level ranger 
Cautious to the extreme, Carfe will not challenge a group, but track then 

and send for reinforcements. 

Dumra. seventh level fighter 
This wild barbarian from the east is a s evil a man as one is likely to mee 

among the soldiery or Angmar. Dumra is a great adm irer of Rhukar. He is; 
good warrior . and very loyal to the Witch King's cause. 

Surk, s ixth level ranger 
Surk is ostensibly a ranger from the Eas t. His real name is Arleg, and hei: 

a spy work ing in thc scrvi ce of the King of Anhedain . 

Onlsh, sixlh level fighter 
Orash was recent ly promoted to the position of palrolleader. H e is gOO( 

at his job, and sneak)' and devious. Orash will relain anything heean safcl ~ 

hide from his superiors: he carrics an interesting collecTion of herbs. 

Furn. sixth level fighter 
Furn is Ihe bcst patrol leader in the cast le. He is competent and am 

bitious, and is marked for advancement. Furn is a possible replacement fOl 
Rhukar in case of death or injury. 

Life In Ihe Castle 
There is a guard on the cast le walls at a ll times . Two men arc stationed or 
cach lower and three men are stationed on cach wall. The guard is changee 
every fOllr hours. Thecastle patro ls last three to four hours and con tain be· 
t ..... een five and ten men . Duties are assigned at Ihe begi nning of each week 
and posted at t he entrance of the barracks . 

The soldiers who are out on patrol spend their time improving theil 
righting skills . Most soldiers . however, do go o ut on patrol al Jeasl once a 
weck. Other than that, thcy have no arduous kilchen or m enial duties siner 
the castle is well provided with servants. 

Because he has more men at his disposal. Arkish sends oUllarger search 
parties if somelhing suspicious is spotted by a patrol . These range from 10 
to 30 men. Dept:nding on what the patrol has uncovered, the searchers may 
separate inlO sma ller groups. I f an ambush can be arranged, Arki sh aims 
for three 10 o ne odds. All travellers arc to be invited to the cast le for 
questioning. 

U nless a group is very convincing. they a re not released. Their presence in 
the dungeon will be reported to C arn DOm. The fate of the prisoners may 
vary; they may be sellt to Carn Dum for questioning,lhey may be left to rot 
in the dungeon. o r sent to the East or 10 Rhudaur as s laves. 

Arkish is a lso responsible fo r o rga nizing raids and sorties into Ihe 
enemy's lerrilOry. In this matter he follows th e lead of Cykur, wh o is 
ultimately responsible for any sortie or raiding party . Aside from waylay­
ing Iravellcrs (which is the responsibility of the ou tpoSI commanders), the 
forces of Angmar harrass both military and civi lian targets. Their intent is 
to dehl oralize rather than overthrow the Dunedain . 

A favorite ploy o f Arkish and Rhukar is 10 attack the border patrols of 
Arlhcdain. Rhukar especially enjoys th is. At other times the strength of 
several o utposts are combined in an attack on a sma ll border fort of the 
Dunedain . The forces of Angmar wi ll also occasionall y a ttempt to slip past 
the border guard and harry villages within the kingdom. Although these 
hamlet s are well defended , lhe attacks can be ruinous 10 the crops. In addi­
tion, wolves and o rcs somelimes will come plundering a cross the borders, 
furt her demorali zing the citizenry o f Arthedain . 
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LAYOUT IlESCIU I'TION Of ELDANA R CASTLE 
The Eldanar palace sfands in the center or a walled court yard , in which 

there are also several smaller buildings and features: 
L SlIblf , 
2. l)p,h1t H .. u~. 

J . t ; .rd~n . (No .. 1.""'1:.(1"".,). 
4. O,clt.,d. 
5. MaliloOlI,u,n. 

II . (~'Ir . Pa'II.tty desuo)'cu ,,·h.m the (';iI5I le w~~ laltn len )'UTS aio. It WII~ It'buih by Iht 
roTt"""1 '0'" n(l\': and .. hil( II i , both $trong and .... ttl -made. 11 don 11m l'ornpa.e ill d~i&1l 

or wphi~tI.;ahon 10 Ih(' origin .. 1 JlOIlC complt~ . The Ollln-lait (salvl,td from lI\e ntlginal) 
1~ a !I«I panc! ... hlch ~hdn '(Theall), 011 a Irack 10 close Il\e rifle-en fOOl sqLl;lI(' opening . 
Trn f«r wilhin 1~ 8 POl lculh~. Dlso droppcod alon8 II Irad . HOlh 01 th('~ are com rolled "In 
~'Ounl(rballln t't', In til l' nanking lower" JU~l within Ihe !>(trleuills I~ a st"1 uf woud doun, 
bound ""1111 sl rar~ of iron. Tt1e~ can be: <;«urc:d by la i lle Illllbcrslani UHun Ihcm in iron 
.:la,pi. 

1. Towrr. I'our Jlor ics high, each lower i~ 60 recl lall. and hou~ed tire lIa ll iSOIi uf lh~ ca~lle, 

The)' IC lye ~iLhcl thb purpo'c. or 115 'Iorage now. The COllncctinll .... aJl ~ ~re furty feC I high 
and Mre lU,'("t~sibk from the Ihird SlOT)" of Ihe adjacenl lo ..... e-r. 

I . Armur) /Kllch,n/M~ .• ~ Ihll. Now abandoned. u Ihe garrison cau in the main k~ep . 
9. Wdl . 

TH E KEt; P Of ElDANAR 
The keep is built of the same pale go ld marble as the outer walls. artfully 

carved and skillfully set. The windows are finely constructed sashes. their 
panes of smooth . unmarred glass. This central building is equipped with in · 
door plumbing, fireplaces in most rooms, and many other conveniences. 
I. Galt.oust. A )(par.te buildlllg containing a ~Iai l . it pro~ides accc:lS 10 the ~ond'l>Ioty 

entrance 10 'he \"~p . rhe Intlal door onto th~ k«p ,s a large oounlCTbalanced Mc.:1 affair 
like the main outer ,Ite". It i~ controlled by a IC""oCT jusl imide". and can be locked in Ihe 
loweled (ciosc-d I po511lon. The loofs lTe or slate shintdcs. Althoul!h lIIall )" I) f th~ rkh 

' apestrie) and depru furrll ~hin.' ha,·t been remoHd. much rcmain~ here: 'eltig('~ o( 'he 
majrlil )' the plitt oocr embla~'ed, uow bdnll ~111 ..... ly defiled b)" tht filul lc rvalil s IIr the 
W ild, Killg. 

L"""I I 
2. Sl ~ir .. ~) . "hi~ huge. dabmate marble §piral ~tair pTilvidC:§ acc~~ It! :lll ievel~ I)rthc ~ ecp. 
1. Stur"It'" Dr)" IIIX)(h lind (1X1d iHe ~ ll1rcd in thc\.C lar!!(' rooms. 
1.l'v('12: Windo"- s 011 this levellilC nurru .... ~nd ha\'(' ~t ecl ~ hUller $. 

4. (;""111 111111. 
S. Publk rourns . 
I.""tll: Windo ..... ~ o n Ih i, and le~·eh above are larger and fin('lv mud~. 
6. l>ininlt Ihll. With :lll~iliilry room~. 

1. Siltinll: ud O .... lnll: room~. 

I..cHI "' 
8. GIl.~ IOIl;tn. C urrtntl)" I h(' qu~rtcrs or the officers u r the lIarril-On. 

9. tot""tln" rtwm . 
L.vtl S 
10. •. Imll)' Suitt:!!. Abo prh'ale 'minI!- r()()m~. eft. Mo'll or I hl:'le roomi ha,·(' bc'en un pl"cd or 

rUr""UTe. v.hkh .... 1' moved dO"'nstil i r~ inl O Ihe olher rooms. Th(' ~t h:o\'e b«n ci()~d 
orr. fllr 11"': .u sue~1 room\ fOT YISil;ns orr.cer~ . The 10 ... ·CT room~ on Ihl.' lC\e] ha"e M;m~ 
" 'h,ch lcad up into smaller room~ abo~e. wilh dormer "- indow\. 

-.J 
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8.0 GAMEMASTER AIDS 
This section deals with helping the GM inlegrate the materia l provided in 

the module by summarizing key factors and showing what data should be 
given to the player characters . I n addition. some helpf ullips for construct­
ing entirely new layouts and advenlures are included . 

8.1 MAP GUIDELINES 
Each of the nine key maps in Ihi~ module will help the GM gel a clearer pic­
ture of Angmar and the surrounding region. Map NI deals with the prin­
cipal tempora l sett ing of Ihe module - T .A . 1700. GMs wishing to run cam­
paigns in T .". 1 or F.A. I shou ld look to maps #8 and #9, respectively, for 
the political divi sions of those periods. Map #4 focuses on the natura l 
features, primary trade routes, and traditional fortification and sCHlement 
sites; it is appropriate for campaigns set at any time, a lt hough some a r­
tificial constructs may need modification (e .g. the road may be but a trail, 
or the castle may be a ruin) . 

Map 117 shows only those features an uninformed traveler might have . 
The forests, lesser waterways, settlements, caves, castles, etc. found all the 
GM's map (#4) arc not set down on this, the "player characters'" map. Some 
features are given in a rather detailed form. but these are landforms and 
waterways whieh are of re latively common know ledge. A good map ob­
tained from a local source would scarcely omit the major rivers or the Misty 
Mountains. The individual mountains will provide navor; but, without the 
caves, streams and glaciers, the picture of the highlHnds is still very murky. 
We suggest thaI advellturers who secure astandard map oflhcarea. yet lack 
specified know ledge, be given map 117. Those with a good deal of know­
ledge might be permitted to view a ll or part or map 114 . 

8.2 DESIGNING A SMALL OUTPOST 
Cargash Keep is a fairly representative outpost. Architectural ly, these sllta Li 
castles are very simi lar; they usuall y contain between thiny 10 fifty men 
housed in buildings in the bailey. There will al so be between seven and 
twelve servants attached 10 Ihe fOri who are strklly noncombaTants. T he 
outposts are well provisioned with food and water and capable of with · 
standing a modest siege of six to eight weeks. They can a lso aeeomodate 
more men at any time . 

These slllall garrisons arc manncd by Dunlendings , men from Rhudaur , 
and some Easterlings and South ro ns. Most of these are not particularly 
evi l, but mi sguided and domina led by the Wit ch King . They sec the Dune­
dain and elves (who everyone knows roast babies) as a threat to their 
survi\'al. 

Composition o f the Troops: 
65-75% will be first and second level with a preponderance of second levcls; 
15 0'/0 of the remainder of the garri son will be third level; 
The remainder or the Garrison will be fourth level or above; 
The commander will be fifth level or higher. 

All outposts send out regula r patrols that look fo r tracks and search for 
signs of interlopers. If they find signs ofa large party they will relllrn to the 
castle for aid and reinforcement. Depending upon the sit uation, they might 
arrange an ambush or send o ut additiona l searchers. I f a group remains un­
captured, the outposts will rai se a general alarm . 

Meeting a patrol docs not necessarily mean disaster for players. Any per­
son or group encountering a patrol will be questioned and asked 10 return to 
the outpost. If the explanation is plausible, i.e. one that coincides wi th the 
purposes and goal s of Angmar . the party may be sent on its way . A weak ex­
planation will gain accomodatio ns in the dungeon. Rcfusalto accom pany a 
pat rol will lead to bail ie. or at vcry least art ambush in the ncar future. If a 
patrol does nOI return , the outpost will raise [he alarm. 

Three largc r castles are interspersed among the smaller oulpostS. The 
large castles in the no man 's land coordinate the defenses of the disputed 
area. The)' guard key positions and provide additional men . The two Iho u­
sand to three th ousand men stationed in the no man 's land arc cOnlroll ed 
from the three fortresses. 

- -- -
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8.3 RAIDS AND SORTIES 
These var}' in strength and size. depending on the target chosen. 

Border patrol amb ush- A border patrol from Arthcdain ranges from fifteen 
to Iwellly men, so the alt3cking force will range from thirty to fifty men, 
These arc not sui cide teams; they will atlempt to ret real if the tide of ball Ie 
turns against them. 

Ore atl acks- These are rare occurcnces, and m'Jch fiercer than thcattacks of 
men. Large groups of orcs will try to cross the border, but since orcs are 
noisy. they don't often succeed . They will attack and kill whatever they can. 

50- 150 orcs, first through seventh levd. unmounted; 
or 40 to 100 orcs mounted on wolves, third to ninth level. 

Auack nn a border fo rt- 100-300 men, cavalry and foot soldiers . 

Sorties into Artheda in- These are rare, and the men may be mounted or un­
moumed. Between 75-200 men will participate in such an attack, depending 
on the target chosen. 

8.4 SUPPLIES FOR OUTPOSTS AND CASTLES 
The Witch King's army has three sources of supplies: the fie lds of 
Rhudaur, RhOn , and the Estarave lands. The major sources of supply are 
Rhudaur and the Estar8vc, RhOn supplies only moderate amount s o f rice. 
Supply trains from Rhlin arc brought th rough the Angmar pass in the 
autumn, while those from Rhudaur and the values of the Anduin move 
through the spring, summer and autum n . In addit ion to the food described 
earlier, these trains carry whatever else the army might need and cannot 
produce; d Olh , lea lher , metal s etc . 

The suppl y train s coming from Rhudaur and the Estarave are small and 
frequent. They are well-guarded, 10 discourage attacks of elves and the 
Dunedain . A train usually consists of between six and sixteen wagons and 
between 10 to fift y guards. The size and frequency of the trains increases 
dramat ically in the autumn in an altemptt o lay in sufficient supplies for 
Carn Dum in the winter. 

The train s travel various routes, among them lhe ancient Dunedain 
roads. The trains from Rhudaur travel north through the Angle. the Cold­
rells and the Ettinmoors. remaining as close to Ihe mountains as possible. 
Those from the ESlaravc come through one or the mountain passes of 
southern Rhudaur, and then follow the same routc as t!'le other trains. The 
Dunedain and elves harry these trains as often as they can. 

When the supplies reach Carn Dam they are either stored or transported 
to various outposts and castles. The supplies for an outpost in the no man's 
land arc sent to one of the major bases in the area. From there they are to be 
transported to the- appropriate o utpost. The supply trains in the no man's 
land are heavily guarded . The wagons are smaller and sturdier and move in 
groups of 5-15, accompanied by a guard o f 2S to fifty men. Those that arc 
sent to the small outposts will consist of a train of 1-5 wagons accopanied by 
10 to 15 men . Valuables, such as liquor and tax money wil l be transported 
by a larger guard. 

8.5 DESIGNING A CASTLE 
It would be imposs ible to include a plan of every castle and fortification of 
the Angmar region in thi s package. This gap leaves the gamemastcr with the 
task of laying them out when the need arises. This section is intended to 
make t his job somewhat easier by including some general information con­
cerning castle design and construct ion. 

The castles of the area range from the most simple to the elaborate 
- Carga.~h keep bei ng the crudcst and most basic design, and Eldanar and 
Morkai castle being more sophisticated and complex. The fi rst step that the 
GM should take is to establish the purpose of the castle he is designing . Is it 
a simple watch tower or fortific..-d residence ; a major seat of power or design­
ed to defend a particular area? I f so he/ she should establish thercsourees of 
the group bui lding a cast le; the Wit ch King has no lack oflabor and money, 
but a player character or humble knigh t has only limited resources. 

One can th en gent!ralize or determine speci fies, and if so desired. I he ski ll 
o f the laborers and designer. Altho ugh they may have similar financial 
standing, the cast le of a Dunedain Knight will be far beuer than thai of a 
wild Dunlending noble . 80th Angmar and Artht-dain have skilled ar­
chitect s and sto nemasons at their di sposal. the latter being superior in 
quality. When all these factors are considered, the GM will have a fairly 
good idea of t he size and quality of his castle. 



A castle is a fortress . and can be constructed out of a variety of materia ls. 
Stone is th e most durable so we lend 10 think of cast les as StOIlt:' . 

Maidenhead Castle, as an example. however. is the remainder of an ancient 
earthwork fort . The castles ofwestcrn Middle-earlh have advanced 10 sto ne 
construction, and only very primitive caslles will be constructtxl of less 
durable materials. The traditional cast le consistli essentially of a strong 
building or tower. ca lled a keep - frequently. but not always. surrounded by 
a wall or set o f walls. 

Sincc the purpose of castles is defensive. whenever possible they are built 
to lake advantage of the terrain - on a rocky hill perhaps. or a cleft in a eliff. 
an artifical mount, o r the middle of a lake. To deter attacks. access to a 
castle is generall y made as diffic ult as possible . Whenever feasible. the area 
around a castle is kept free of brush and trees, prcventing people from ap­
proaching the c<astle un observed . 

Manpower is precious, amlt'a stles are also designed to be defensible by 
smal l garrisons; the usual garrison at Carnarvon castle in Wales was less 
then 200 men (A Hisrory of Fortification). The crusaders' Castle of Krak 
des Chevalier in Syria . in conI raSI, co ntained a garrison of 2,000 men at the 
height o f it s power , but it was almost completely surrounded by hosti le ter­
rit o ry, and needed a large garri son (Great A rchirectllre of the World) . 

This essence permits tremendous variations. Larger castles o ften have 
more than one set of walls, and usually the walls were slrengthened by 
towers at different intervals . Crossbow and longbow slits appear in the 
walls, which are sometimes hollow 10 allow de fenders to move within the 
walls. Cast les a lso have strong focal points. usually the keep and / or gate. 

Gates are protected by moats, and barred by porteulli and draw bridges. 
They are roofed . and generall y contain maehicolations, which are holes in a 
noor that allow defenders to dump boiling oil upon their aU3ckcrs. Some 
gates let people into a small chamber instead of directly into the bailey. 
While people are pouring boiling o il on attackers, others 'Can fi re through 
crossbow slits at the unfortunate aggressors. In a sophist icated gate. the 
machicolations project slightl y over the WIthdrawn bridge ; this enables 
people to extinguish fires sel to the draw bridge o r pelt the attackers befo re 
they penetrate the gate. 

The castle walls enclose the living space of the bailey and the keep . 
Stables, mews, sen/ants' quarters, and storerooms are all in lhe bailey . 
Some o f these buildings are of stone , o thers o f wood - depending upon the 
resources of the owners. II is in the bailey where peasants and their animals 
takeshelt er when their hom~ arc attacked. Sometimes the keep stands in it~ 
own small bailey, as an added measure of securit y; the arrangement s va ry. 

The lord o f the cast le and his fam il y make thcir home in Ihc do njon . 
Originally Ihis was a place for Ihe defenders to make their last sland; itla le r 
developed into Ji ving space. 

Men often make access 10 the donjo n as difficult a s possible for an at­
tacker. The entrance is almost never located upon I he first sto ry. but ra l her 
Ihe second o r third; the entrance to Dover keep, fo r example. is upon the 
second story and through a forebuilding (Grear Architeclllre oftl/(· World). 
While defenders mig ht nOI be ab le to do much to attackers olltside of the 
keep. they can do muc h once men force their way in. Entrance halls have 
sma ll pil s o r OIhcr clevc r traps; the stairs give sword room to a defender's 
right, but none to the attac ker . Some kceps arc equipped with secret doors 
o r tunnels that enable the defenders to escape. Others even co ntain well s, 
and all co ntain large Storcrooms a nd latrines. 

The sha pe a nd sty le of keeps vary tremendollsly. Square towers gave way 
to round Or were strengthened considerab ly. Some keeps were incorporated 
into the curtain walls; o thers stood independently of the wall. strong for­
tresses by themselves . The firsllevel o f most. however was devoted to slo r­
age; th e livi ng quart ers were in thesecurit y of the upper level s. DOlh Mo rkai 
and Eldanar Caslles give some example of Ihe differing types o f keeps. 
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8.6 HERBLORE OF THE DUNEDAIN 
The Numenoreans were some o f the finest healers and physicians in all of 
Ihe world. Their mariners bro ught healing plants from many lands. Ihe 
Tc1eri brought marvelous herbs from Valinor . These were carefu lly sludied 
and cultivated. The men of Numenor did not have to look far to find the 
cure for many injuries and illnesses - only to their gardens. When Elendil 
filled his ships with the treasures of Nume nor, he did not neglee( these 
marvelous healing plant s. 

The gardens of Art hedain cannot equal those ofNumenor, butthe Dune­
dain of the North are very skilled with plants and herbs. Mosl everyone has 
some knowledge of the healing plants thai arc used fo r the small scrapes and 
mishaps that occur daily. Arthedai n healers. clerics and animists often 
combine herbs inlo wonderfuUy healing salves, ungents, lotions or other 
combinations. The-list below does not include all of Ihe healing herbs and 
drugs o f the area, but it is a useful sell-etion . Specific cures for diseases and 
poisons are left off of the Ji st si nce it would be impossible to detail all that 
exist . The Dunedain ca n deal efficiently with mOst cases of disease and 
poison, including the plague. The plague of 1630 was so devastating in that 
there were simply too many cases to trea t e ffectively and no way of stopping 
the spread oflhe disease. It al so seems to have been enchanted in origin and 
Iherefore abnormally resistant to cure. 

Drugs and herbs are available in a variety of forms (see chart) . The 
gamemaster should note the form lhat the herbs and drugs that the player 
characlers use take . Carrying batches of dried leaves and rool s in a 
backpack is a diffieuh enterprise. since they tend to crumble. Doses. a lso 
take up room, and herbs that have been preserved arc only 50070 as effective 
as fresh varieties. In addilion. avid do-il·yoursclfers. even derics, healers 
a nd animists will find that the proper preparation of herbs OIher than those 
fresh, is not only time-consuming, but req uires the proper facilities . The 
chart accompanying the herb and drug descriptions will give an idea as to 
the price, avai lability and ease of preparation of the herbs a nd drugs. There 
are good herbalists and healers in Anhedai n who will help the players in 
choosing herbs by showing them what is available and how a give n herb 
works. P layers vi siting a healer , cleric, animist or herbali st should be shown 
these descriptions and the chart. The gamemaster is. of co urse, free to add 
any herbs or drugs to the li st , he/she feels appropriate . 

Herbs a nd Drugs 
Aloe- This green spike)' plant does not grow wild in Angmar or in Anhe­
dain . It is ca ref uHy cultivated by the Dunedain healers . A pplieat ion: juice 
of broken or crushed leaves. Use: Heals 1-4 hits , and 2x healing on minor 
cut s and burns, mild anaesthetic . 20070 a s effective on major injuries . Fresh. 
or in salve. Salve difficult to prepare . 
Arfanda.'i- A common wild and garden nower with pale ycllow blos. .. oms. 
It s stems are set in a poullice or cast with Ol her plants such ascomfrey in the 
case of a fracture. Arfandas encourages the proper healing o f a bo ne. Used 
fresh, since it is commo nl y avai lable, its juice cannot be preserved. 
Arkasu- This drug is a favori le of travellers. It is a preparation of three or 
fourdiffcrcnt hcrbs, a nd is a salve . It is not only antiseptic, but heals 2-12 
hit s. and heals large open wounds at 1.5x speed. It is al so a surface 
anaesthetic. 
A rla n- A small, commonly cultivalcd plant. with blue no wcrs. Its leaves arc 
a pplied in a poultice for bruise a nd concuss ion relief. Wild cure 1-6 hit s, 
domcstic 4-9 hit s. 
A .-Ji a n's Slipper- A white wildfl ower that grows in woodlands. The root s 
are boiled and the vapor is inha led a s a decongestan t. 
Armanumas- Tall. with long leaves, a common garden plant , but somewhat 
rarer in the wild . Leaves are cru shed or applied in a poultice: it can al so be 
dried or made into a sa lve that is 25010 e ffecti ve. It is good for bruises, 
sprains. and pulled tendons and ligament s. 2x normal healing. The herb 
reduces swelling. 
Arunya- A fiery red nower, cultivated fo r beaut y. used by healers. A juice 
from the root s, when drunk, ca uses deep sleep or unconsciousness. The 
juice is used in surgery and administered by the drop . It is diffi cult to extract 
and obtain . it cannot be homemade si nce il is an arduous. tri cky process. 
A thelas- This plant grows on ly where the Dunt'Cla in live . I I is I reasured , and 
commonly cultivated. Its leavt"S are crushed and placed in boi ling wat cr, I he 
wound is balhed and the vapor inhaled. Athelas eases pain, and also eases 
mental suffering. It cures many diseases, neutralizes millor po isons, cures 
the black breath. slows major poisons. and triples the healing rate on any 
wound. 
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Altanar- A moss that grows on the banks of st ream s. It is applied in a 
poultice to reduce fever . 
Ilarllnir- This is a tiny, wild ground plant that is very common . A tea of its 
leaves reduces nausea and vomiting. 
Culan- this drug comes in a powder form, or in pre-measured form mixed 
with water. It is a foul tasting brew that is a very effective antispasmodic. 
Dan;:urion- A common wild and garden bush. The silver green leaves arc 
rubbed in the skin for concussion relief of 1-6 hits. 
Delrian- The leaves of Ihis Iree are rubbed on the skin in the summer to 
make an insect repcllant. They can be made into lotion . The bark makes a 
pleasant tasting drink. 
Elhin's Rasket- This is a common nower with a pink. basket shaped 
blossom. An ex tract from the roots yield a heart stimulant . The substance is 
difficult to extract. 
ElendU'sSpear-A very rare, lall, red spikey nower. The rOOl can be ground, 
or boiled in small picccs. th e resulting liquid will slow poison when it is 
drunk. 
GUdarlan- This drug is applied on a wound and repairs damaged organs, 
arteries and veins. 
Harllndar- Drug (liquid) mixed with water, when drunk halt s mjscarriages . 
Kelnntari- This is a rare plant with silver-white flowers. Thejuice from the 
berry heals third degree burns, no matter how severe . Eliminates scar 
tissue . 

Latha- This powder is mixed with water and taken as a mild analgesic. It is 
good for headaches, loothac.:hes, and colds. 
Maiana- This drug is drunk as a decongestant. 
Margath - Salve is an anaesthetic (surface), 
Mire.ar's Crown- Rare, snow-white flowers Ihal bloom only in the spring. 
The blossoms are laid across an open wound 10 STOp bleeding. 
N ... Uhandun- Any part of thi s plant, whether eaten or boiled (and then con­
sumed) is a powerful emetic. 
Numenelos- Moss thai grows on the base of I he while treeof Fornost. It has 
the power of nerve regen~ra tion and repair. 
Ruman!th- This drug acts as a coagulant and stops bleeding. 
Silraen- This drug (liquid) is a powerful analgesic; its side effect is 
drowsiness. 
Sindnluin- A small blue flower; through a complicated process the healers 
manufacture an ami-coagulant from this plant. 
Suranie- These are the equivalent of smellina sailS, and relieve fainting. 
Teldalion- A poultice of the bark of lhls uncommon tree reduces 
innammation. 
Tulaxar- A hcalers herb found in their gardcns. It is a slypic, which stops 
bleeding by contracting th" blood vessels. 
Witch Hazel An exlraCI from this plant yields an ast ringent lot ion. 

Healing Herbs 

NAME HOME . 'ORM PREPARE/ APPLY t;n'EGI' 

ALOE Sheltcml garderu; Su(;tuJenl Juice salvc Doubles rale o f healing for minor bums and CUIS. 

Heals 5 hits/dose that are result of burns. 

ARFANDAS Shady stream banks Dried SI('rT1S Puull.X:t:/ l.'aSt Doubles rate of healing for fractures. 

ARKASU Rart import (east) I-Icrbmbc Sal" Doubles rate of healing for majm wounds. Heals 
2·12 hits. Antiseptic. Analgesic. 

ARLAN Rich, shady soil Dried \cavcs Poultice Wild·heals 1-6. Domestic-heals 4-9. 

ARLAN'S SLIPPER Mountain slopes Dried root~ Boil/ inhale [)c.congestant. 

ARNUMINAS Warm shelters Dried leaves Poultice Doubles rate of rcoovny from :Ol'rruns. pulled 
ligaments. 

ARUNYA Warm hills Root extraCl Drink SIc:ql. unconsciousness. 

ATHELAS Duncdain gardens Le<:wcs Boil/ drink Cures black breath, ,'ariel y of diseases. Triples 
hc-d1ing rute for <lny wound. neutralizes most 
poisons. 

AITANAR Shady stream banks MOM POUllill: RC'ductS fever. 

IlARANIE Shady spots L",,,,, Drink tea Reduces nausea. 

CULAN Rare import Drug mix Drink lea Ami·~pa..~modic. rrouces effecl from certain 
poisons. 

DARSURION Rocky slopes I.e.wcs Rub on wound Heals 1-6 hits. 

DELREAN Cool forests Tree bark Sal" Insect rcpeU1u\t. 

ELBEN'S BASKET Sunny meadows Root extract Drink H(.".I11 stimulant . Doubles speed fo r I rd . 

ELENDIL'S SPEAR Tundra Ground rool Boil/drink Slows pooon. Purili~ WOller. 

GILDARION Rart' import Herb mi.'! Salve ~1Q,jor org.-m repair. 

HARLINDAR Rare impon Herb mix Dilutcidrink Assort'S safc chikJbirth. Provides nutritional 
balanCt' . 

KELVENTARI Temperate n'le.ldows Berries Apply juice MQ,jor bum Tt'lil'f. 

LATHA Coot lake shores Crushed stcm Boil/ drink Analgesic. 

MAIANA DOlggisl/herbalists Herb mix Dilute/drink Decongestant . 

MARGATH DmggiSl/ herbaliSlS Herb mix Sal" Anm~:sthelic. 

MIRETAR'S CROWN Cool. high meadows Flower PUI on wound Stops b\ccding_ 

NELTHANDON Rolling hills Whole plant Eat any pan Emetic. 

NUMENELOS The white trtt Moss Put un wound Nl'rw n..-gL .. 1CfatlOn and major organ repair. 

RUMARETH Rare import Herb mi;~ Drink Stop. bk.'\.-ding. Causes drow~incs.s. 

SILRAEN Sunn~' soils Powder Dilutc/ drink Analgesic. Causes \Iecp. 

SINDOLUIN Finc. sunny soits Flower Drink cxtraci Anti-(oaslltant. 

SURANIE Stream beds Dried berry tnhale Akin 10 smelling "'"llts. 51 ill1u13l11. 

TELDALION Deep forests Bark Poultice RlXlllces innammmioll . Cures infcclions. 

TULAXAR Rich. cool soils Le~l\'es Boil/drink SIUIb bleeding. 
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Character Class I Lvi 

M.ok 

Bo'" 

rlchler 

ThIel 

WarrtorMonl,; 

lIyhrld 
Spell. U.ers 

Sorcerol 
My:nk 
A.lroloaer 

hreSpell.UMn 
ofESIence 

Ma.k:f.n 
In.slonllt 
Aklte.hl 

Pure Spell. UseD 
ofChannell.n1t 

Puc SpeU·Uie" 
aIMenlan. .. 

I 
3 
5 
7 

10 

I~ 
1 
3 
5 
7 

10 

I~ 
I 
3 
5 
7 

10 

I~ 
1 
3 
5 
7 

10 

I~ 
I 
3 
5 
7 

1 
3 
5 
7 

10 

I ~ 
I 
3 
5 

II~ 
I iii 

I 
3 
5 
7 

I :~ 
120 

I 
3 
5 
7 

10 

I~ 
1 
3 
5 
7 

10 

I~ 
1 
3 
5 

MentaU.1 7 
LayHeakr 10 

__ 5«_' ___ .E. 

ARMOR 

" ~ 
j 

NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
RL 
RL 
RL 
Rl 
Rl 
Rl 
Rl 

NONE 
NONE 
RL 
Rl 
CH 
CH 
CH 

ANY 
ANY 
ANY 
ANY 
ANY 
ANY 
ANY 
RL 
RL 
eH 
eH 
ANY 
ANY 
ANY 
eH 
ANY 
ANY 
ANY 
ANY 
ANY 
ANY 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 

NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
NONE 
RL 
Rl 
Rl 
Rl 
Rl 
Rl 
NONE 
NONE 
eH 
eH 
CH 
eH 
CH 

··c :!l 

~ ~ 
15 N 
25 N 
:JJ N 
010 N 
55 N 
60 N 
60 N 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
'20 Y 
:JJ Y 
30 Y 
:JJ Y 
:JJ Y 
30 Y 
30 y 
30 y 

15 N 
15 N 
15 N 
15 N 
15 N 
15 N 
15 N 

25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 
25 Y 

'20 N 
35 N 
5() N 
60 N 
70 N 
75 N 
80 N 

5' N 
5' N 
5' N 
5' N 
5' N 
5' N 
5' N 
0' N 
0' N 
0' N 
0' N 
0' N 
0' N 
0' N 

20' Y 
20· Y 
20· Y 
20' Y 
'20' Y 
20' Y 
20' Y 

20' Y 
'20' Y 
20' Y 
20' Y 
20' Y 
'20' Y 
2O'Y 

8,71 NPC GENERATION TABLE 

COMBAT STATISTICS ______ ~ __ 

O.D, MARTIAL 

ARTS 

., , 
§ 

'" 
.~ 

:!: 
o 

510 I ONE 20 
10 20 1 ONE 40 
15 25 I ONE 55 
20 30 2 ONE 60 
25 40 2 ONE 70 
:JJ 5() 3 ONE 70 
35 50 4 ONE 70 

20 10 
35 20 
5() 30 
60 45 
70 5() 
75 55 
80 60 

20 5 
:JJ 15 
45 25 
5() 010 
55 45 
60 5() 
70 5() 

35 35 
60 60 
110 110 
95 95 

115 115 
140 140 
160 160 

25 20 
45 010 
60 5() 
75 60 
90 70 

110 80 
130 90 

:JJ 30 
55 55 
75 75 
9090 

110110 
130 1.30 
ISO 150 

1 STK 5 
I STK 5 
I STK 10 
I STK 10 
I STK 15 
1 STK 15 
1 STK 20 

I STK 5 
1 STK. 10 
I STK 15 
1 STK 20 
1 STK 25 
I STK :JJ 
I STK 35 

I STK 20 
I STX JO 
I STK 40 
1 STK 50 
I STK 60 
I STK 70 
I STK 80 

I STK S 
I STX 10 
1 STK IS 
I STK 20 
I STK 25 
1 STK JO 
1 STK 35 

I STX 10 
I STK 20 
1 STK JO 
I STK 40 
I STK 50 
I STK 60 
I STK 70 

15 20 I 
20 35 

ANY 25 
ANY 45 
ANY 55 
ANY 75 
ANY 85 
ANY 95 
ANY 105 

25 5() 
30 60 
010 110 I ~ 
50 100 I" 
55 110 I. 
5 -25 

10 -25 
15 ·25 
20 ·25 
JO -25 
40 ·25 
5() -25 

5 ·25 
10 -25 
15 ·25 
20 -25 
:JJ -25 
010 -25 
5() -25 

15 -25 
25 -25 
30 5 
010 10 
5() 15 
55 20 
60 25 

15 
25 -25 
JO ·25 
010 -25 
50 ·25 
55 -25 
60 -25 

I STK 
I STK 
I STK 
I STK 
I STK 
I STK 
1 STK 

It 
5 
5 
5 
5 
5 
5 

I 
I 
I 
I 
I 
I 
I 

STK ·25 
STK -25 
STK 5 
STK 5 
STK 5 
STK 5 
STK 5 

1 STK -25 
I STK 5 
I STK 5 
1 STK 5 
I STK 5 
t STK 5 
I STK 5 

I STK 5 
1 STK 10 
I STK 15 
I STK 20 
I STK ,X) 
I STK 40 
I STK 5() 

o 15 -25 
I 25·25 
I 35-25 
2 45 -25 
3 5()-25 
4 55 ·25 
5 60-25 

I 20-25 
2 35-25 
3 45 ·25 
4 65 -25 
6 90 -25 
6 100 ·25 
6 110 -25 

o 15-25 
o 30-25 
I 35-25 
I 45 ·25 
2 5()-25 
2 55-25 
3 60-25 

I 25-25 
3 45-25 
4 65 -25 
6 95·25 
7 115 -25 

II 155 ·25 
14 MAX-25 

4 15 -25 
8 25-25 

12 35 ·25 
16 45 -25 
22 60 ·25 
J2 85 -25 
42 105·25 

3 20-25 
6 35-25 
9 50-25 

12 65·25 
17 90-15 
24 125 ·25 
32 15()-25 

I 20 ·25 
3 35-25 
4 50 -25 
6 65 -25 
7 90-25 

It 125-25 
14 150 -25 

ot 10 -1St 
o 15 -15 
o 20 -15 
o 25 10 
o 35 20 
o 45 35 
o 5() 5() 

ot lOt -1St 
o 15 10 
o 20 20 
o 25 010 
o 35 55 
o 45 65 
o 50 75 

Of 1St -25 
o 25 -25 
o 35 -25 
o 45 -25 
o 60-25 
o 90-25 
o 100 -25 

o 10·25 
o 20-25 
o 25 · 15 
o 35 10 
o 010 20 
o 50 35 
o 55 5() 

.-o 
10 5 
15 10 
20 20 
25 30 
J5 010 
45 5() 
5() 5() 

10 5 
15 10 
20 20 
25 30 
35 010 
45 5() 
5() 5() 

10 5 
15 10 
20 20 
25 :JJ 
35 010 
45 50 
5() 5() 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 

20 10 
35 20 
5() 30 
60 010 
70 5() 
80 60 
90 70 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 

10 10 
15 20 
20 :JJ 
25 010 
35 5() 
45 60 
55 70 

·25 5 
5 10 
5 15 
5 20 

10 :JJ 
15 010 
20 010 

-25 5 
5 10 
5 15 
5 20 

10 :JJ 
15 010 
20 5() 

st St 
10 10 
15 15 
20 20 
30 :JJ 
010 010 
5() 010 

5t 5t 
10 10 
15 IS 
20 20 
30 30 
40 010 
5() 010 

~ 
u 
0: 
~ 

! .fa 
E ~ 

~ 

~ '3 
o '" 
5 10 
5 '20 

10 :JJ 
10 010 
15 5() 
20 5() 
20 5() 

5 15 
5 30 

10 45 
10 5() 
15 55 
20 60 
20 65 

5 10 
5 '20 

10 :JJ 
10 010 
15 5() 
20 5() 
20 5() 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 

20 20 
010 010 
5() 5() 
60 60 
70 70 
80 80 
85 85 

10 15 
20 30 
30 45 
010 55 
5() 65 
60 75 
70 80 

10 10 
15 20 
20 30 
25 010 
35 5() 
45 60 
55 70 

·25 5t 
-25 5 
.2,5 10 

5 10 
5 15 
5 15 
5 20 

-25t 5t 
-25 5 
·25 10 

5 10 
5 15 
5 15 
5 20 

·25 5t 
·25 10 
·25 15 

5 20 
5 :JJ 
5 010 
5 010 

-25 5t 
·25 10 
-25 15 

5 20 
5 :JJ 
5 010 
5 010 

5 
10 
15 
20 
30 
010 
010 

5 
10 
15 
20 
:JJ 
010 
010 

5 
10 
15 
20 
:JJ 
010 
010 

10 
20 
30 
010 
5() 
60 
70 

20 
010 
5() 
60 
70 
80 
85 

15 
30 
45 
55 
65 
75 
80 

10 
20 
30 
010 
5() 
60 
70 

5 
10 
15 
20 
35 
45 
5() 

5 
10 
15 
20 
25 
35 
45 

5 
10 
15 
20 
25 
35 
45 

5t 
10 
15 
20 
25 
35 
45 

MlSC, 

-
~ 
.!! 
o -

2 20 2 
2 30 2 
3 010 2 
3 5() 2 
3 55 3 
4 65 3 
4 70 3 

o - 2 
I 10 2 
1 20 2 
1 :JJ 3 
1 010 3 
2 010 3 
2 010 4 

o - 5 
I 10 6 
1 '20 7 
1 :JJ 8 
1 010 9 
2 010 10 
2 .., II 

3 10 
3 10 
3 :JJ 
3 010 
3 5() 
4 5() 

4 " 
2 10 
2 20 
2 :JJ 
3 010 
3 5() 
4 5() 

4 " 
2 10 
2 20 
3 :JJ 
3 010 
3 5() 
4 5() 

4 " 
5 20 
5 35 
5 5() 
5 60 
5 70 
5 80 
5 90 
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
o -
I 10 
I 15 
120 
125 
2 :JJ 
2 35 

2 
2 
2 
3 
3 
3 
4 

2 
2 
2 
3 
3 
3 • 
2 
2 
2 
3 
3 
3 
4 

2 
2 
2 
3 
3 
3 
4 

3t 
4 
5 
6 
7 
8 

10 

Jt 
4 
5 
6 
7 
8 

10 

2 
3 
3 
4 
4 
5 
5 

2t 
3 
3 
4 
4 
5 
5 

5 -25 
10 -25 
15 -25 
20 -25 
25 -25 
30 -25 
30 -25 

5 10 
10 15 
10 20 
15 25 
20 30 
25 35 
:JJ 010 

15 -25 
20 ,25 
25 ·25 
.1) -25 
J5 -25 
010 -25 
5() -25 

-25 ·25 
5 -25 
5 -25 
5 -25 
5 -25 
5 -25 

10 · 25 

.5 -25 
10 -25 
15 ·25 
20 -25 
30 -25 
010 -25 
50 ·25 

5 ·25 
5 -25 

10 -25 
10 ·25 
15 -25 
25 -25 
30 -25 

1

-2; -25 
-25 

5 -25 
5 -25 
5 -25 
5 -25 

10 ·25 

15t lot 
:JJ 20 
45 35 
5() 45 

60 " 70 65 
75 70 

25 -25 
40 -25 

" 5 65 5 
75 5 
85 10 
90 10 

15 25 
25 010 
010 55 
45 65 
55 75 
65 85 
70 95 

15 -15 
30 -25 
45 -25 
5() -25 
60 -25 
70 -25 
75 ·25 

o 
o 
o 
o 
o 
1 
1 

o 
o 
o 
o 
o 
1 
I 

o 
o 
o 
o 
o 
1 
1 

o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
1 
I 
2 

o 
o 
1 
I 
2 
2 
3 

o 
o 
o 
o 
1 
1 
2 

1 
1 
2 
I 
2 
2 
2 

o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 

B 

o 
1 
2 
3 
4 
3 
1 

o 
1 
2 
3 
4 
3 
1 

o 
1 
2 
3 

• 3 
I 

o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
2 
5 
6 
9 

11 
8 

12 

3 
6 
9 

12 
16 
8 
3 

2 
5 
7 

10 
14 
7 

• 
2 
5 
7 

10 
14 
7 

• 

B 

o 
o 
o 
o 
o 
I 
4 

o 
o 
o 
o 
o 
1 

• 
o 
o 
o 
o 
o 
1 
4 

o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
5 
6 

o 
o 
o 
o 
o 
8 

15 

o 
o 
o 
o 
o 
7 

12 

o 
o 
o 
o 
o 
7 

12 

I 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

I 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
'20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 

1 
3 
5 
7 

10 
15 
20 
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Ionls 
WITCH KINO 60 360 20 12il N 18() - 100 101 100 100 101 101 101 12il 101 - - - - Sorcerer. All b~ sorcerer IislS to 60th 

level. Spells rdalc 10 d~truction of 
gases, wlids and liquids, the f1~h. 
minds, and Ihe souL 

DANCU )0 188 ANY 60 YIO 175 '" 90 7. 100 .5 99 100 100 .5 90 9) - - - None 
ULRAC 27 172 I. 50 YIO 172 172 88 90 99 76 94 95 97 88 76 II - - - None 
DURKARIAN 25 18() ANY 50 YIO 170 170 91 97 100 . 2 94 90 99 91 83 42 - - - None 
DURAX 21 178 ANY SO YIO 170' 170 97 98 90 94 99 95 92 90 84 ~ - - - None 
CYKUR 24 171 ANY SO YIO 17. 174 .2 97 98 .5 90 95 87 90 86 89 - - - NOlle 
KHURSH 20 165 ANY SO YIO "5 ISS 94 90 99 92 96 90 .5 87 86 96 - - - None 
HARBA ND 20 174 ANY SO YI O 160 160 9) . 7 96 87 97 98 ., 80 85 90 - - - None 

Rllngu s 
SARKAR " " RL II Yl 90 85 91 9) 97 77 8. 99 9' " 95 90 - 2 5 Ranger. All ranger base lis ts to 20th 

level (can use I Sill level and below) . 
Speci al izes in tracking, outdoor 
concealment. movement , weather 
resistance, and spiritual discipline. 

H ARLU INAR " 90 RL II Y5 95 95 89 92 98 79 77 9' 92 87 90 " - 5 - Ranger. All ranger base lists to 10th 
lc\'d. Specializes as Sarkar. 

CARMIL 8 .2 RL )0 Y 70 70 79 90 99 76 78 98 91 69 9) 86 - 3 - Ranger. Specializes in concealment. 
track ing, and outdoor detection. 

FA RRENAR 6 70 RL J5 Y 60 4l 76 91 96 72 74 97 90 47 94 88 - 2 - Ranger. Specializes in tracking and 

1-
concealmcnl . 

kuska 
HARREN 6 " 13 35 Y 87 87 - - - - - - - - - - - - - None 
DUM FA 2 )0 RL 30 Y 4l 40 - ~ - - -, - - - - - - - - None 
CUTHAN ) 42 Rl )0 Y 6S 60 - - - - - - - - - - - - - None 
PULTAR 3 4l Rl 30 Y 60 60 - - - - --:: - - - - - - - - NOne 
NUElAN 6 68 14 J5 Y 95 90 NOlle - - - - - - - - - - - - -
FOSKAT 5 65 14 )0 Y 80 80 - - - - - - - - - - - - - None' 
FURISH (O) 4 60 RL 30 Y 15 70 - - - - - - - - - - - - - None 
TREMAC 4 6) RL 30 Y 15 7-' - - - - - - - - - - - - - None 
FU RISH(y) 3 58 RL )0 Y 6S 6A - - - - - , - - - - - - - - None 
VAREN 4 61 RL )0 Y 15 15 None - - - - - - - - - - - - -
SURNIR 2 42 RL )0 Y 40 40 - - - - : - - - - - - - - None 
PURENEIR ) 48 RL )0 Y 60 60 

1"'- - - - - - - - - - - - None 

morkai 
JUKATH 10 12il ANY 45 Y 125 115 - - - - - - - - - - - - - None 
UKANDAR 8 10) 17 II Y 100 105 - - - - - - - - - - - - - None 
DURAC 7 92 17 II Y 95 95 - - - - - - - - - - - - - None 
HUSK ASH • II ) RL 40 Y 110 115 - - - - - - - - - - - - - None 
JES HAN 5 60 RL 30 Y 80 " - - - - - - - - - - - - - None 
ORMAT 7 99 17 )0 Y 100 95 - - - - - - - - - - - - - None 
PU RT H 6 87 RL II Y 90 90 - - - - - - - - - - - - - None 
AKTH 5 72 RL )0 Y 15 " - - - - - - - - - - - - - None 
FORNAGATH 12 III ANY 40 Y 125 130 - - - - - - - - - - - - - None 

Cllrauh 
HELU DAR 6 78 17 II Y 90 " - - - - - - - - - - - - - None 
KEEMAC 5 64 10 )0 Y 80 80 - - - - - - - - - - - - - None 
HAREC 5 69 9 )0 Y 85 80 - - - - - - - - - - - - - None 
FAl, RYEN 4 57 9 )0 Y 15 75 - - - - - - - - - - - - - None 
GEER 4 S5 9 30 Y 80 80 - - - - - I , - - - - - - - - None 

• I 
"Idanar 1 AR K ISH 9 II I 17 J5 Y 11 0 105 - - - - - - - - - - - - - None 1 ELOSIAN 4 20 I 20 N 20 " 7. '" 97 9) " " 98 100 92 99 6 MagiCian. Speciali zes in invisible ways. - -

loc ks. magic shiC'lds. spirit control and 
charms. and movement. 

RHUKAR 9 109 17 II Y 105 105 - - - - - - - - - - - - - None 
ORN IL • 28 I 10 N - - 61 76 94 ,. 90 4' 96 98 89 87 5 - - Lay Healer. S~ializes in mastery o\'er 

muscles, bone , nerves and organs, and 
concussion hits. I 

HER ION 7 60 9 )0 Y 60 40 " 79 .) " 84 92 92 65 99 " 3 Ranger. Specializes in tracking, I - -
concealment . detection . 

CARFE 6 48 9 20 Y 50 40 80 89 8J 77 78 90 74 36 91 89 2 - - Ranger. Spccializes in 1racking. 
conce3lmen1 . 

SURK 6 4l 9 2l Y 4l 30 85 " " 80 81 91 7J 45 92 90 2 - - R3ngcr. As Car fe. 
DU MRA 7 91 il 20 Y 95 .5 - - - - - - - - - - - - - None 
ORASH 6 8J 9 )0 Y 80 85 - - - - - - - - - - - - - No ne 
FURN 6 9' 14 II Y 90 90 - - - - - - - - - - - - - None 
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astrolo~~rs 

" I 38 I 10 N - - 82 34 .3 91 93 47 73 .. 98 80 3 6 - Spec:iaJizes in light manipulation, 
deta:tions, cloaking. ddving, sounds, 
herb and plan! lore. All base ast ro logcr 
lists to 10th level. 

9 2 30 I 10 N - - - - - - - - - - - - 4 6 - As above, but with fewer lists. 
8 3 " I 10 N - - - - - - - - - - - - 3 6 - As above, but with fewer lisls. 

• 4 23 I " N - - - - - - - - - - - - I 6 - All a!l lro loaer base liSlS plus light spells. 
5 6 20 I 10 N - - - - - - - - - - - - - 6 - All a.~lrologcr base lisls: starlights: 

slarsensc; far voice; hOi)' vision; way or 
the ~'oicc; lime's bridge. 

4 5 " I 10 N - - - - - - - - - - - - - 5 - Five astrologer bast: lists · deaJinS ¥o'i th 
light, detection. communication , visions. 
and lime views. 

Clam dum mllgc:. 
14 I 45 I - N 10 - 6. 58 90 91 88 " 56 19 80 100 - 13 5 All evil magician ba.~ Ust~: darkness, 

physkal erosion. dark COnltfCts. nt.,uer 
disruption , dark summons. Also: nrC'. 
light, ddvillJ. runes, det«tion. spirit 
masttr)', and ph)-~ C'nhan«menl 
spells. 

9 2 38 I IS N 5 - - - - - - - - - - - - " - As above, but fewer spcll~. 
7 ~ 30 I 10 N - - - - - - - - - - - - - 8 - As above. but with few('1' l> pclls, 
nun dum IIkhl!misls 
12 I 42 I 10 N - - 72 60 81 8. 88 ., 90 47 92 99 - 12 2 All alchemy base lists 10 10th. Sptciillizcs 

in movement , del~ions, dc[ving, 

10 2 37 I 5 N - - - - -
organic skills, and physical enhancement. 

- - - - - - - - 12 - As above, except fewer lisl s, 
6 3 20 I 10 N - - - - - - - - - - - - - 7 - As above, except fewer lists, 
t.'iI,n dum nil derics 
9 I 40 I IS N IS - 71 69 76 8. 85 73 95 7. 99 68 - 12 - AU evil clnlc ba5C lisls: disease. dark 

lore:, dark channels, cu~'S. necromancy. 
S~8lizes in commumd ways, symbols, 
channeling power,location speIL~, lore 
and summons. 

8 2 36 I 10 N 10 - - - - - - - - - - - - " - As above, except fewer spells. 
7 7 31 I 10 N 10 - - - - - - - - - - - - 8 - As above. CJl~pt fmcr ~pcns. 
5 10 " I 10 N 5 - - - - - - - - - - - - 6 - AJI e\;1 cleric base liSts plus summons 

spells, 
Cllm dum sor('('rers 
10 I 41 I 10 N - - 66 71 85 8. 79 39 91 53 97 9R - 12 - All sorcerer base lists: destruction of 

soul. gas, solid. fluid, mind, and nesh. 
Speciali7C'S in lore symbols. communal 
ways, detcclion, caLming, and plant and 
animallore/ maslery . 

R 2 30 I 10 N - - - - - - - - - - - - - 9 - As above, except fewer spells. • 3 21 I 10 N - - - - - - - - - - - - - 5 - All sorcerer base lists. 
elirn dum hfaten 

" • 43 I 20 N - - n 93 77 88 86 7. 98 76 .. 69 - 5 I All base ~alcr lises: ways of trandcnina 
and absorbing others' damage. ways of 
the bone, muscle. organs, blood, and 
surface, 

10 " 37 I 20 N - - - - - - - - - - - - - 6 - As abovC', C'xcept fC'W('r spells. 
cllrn dum lal' healers 
I . I .2 I 20 N 20 - 69 57 75 89 88 66 96 100 64 71 - • • All base la)' heakr lists: mastery over 

muscle, concussion. bonc. blood, 
prosthetics, nerves and organs. 

" 
2 48 I 20 N 15 - - - - - - - - - - - - 4 • As above. excepl fewer spells. 

12 3 40 I 20 N 10 - - - - - - - - - - - - • 2 As abo ... e. excepl fC'wer spells. 
tlPical horrk 50IdiN'!I 
11 . 18(15) 60 I SS 19 30 Y 160 140 66 80 91 56 64 96 86 72 69 70 - - - None 
the black Irolls (,.Iag.hlli) 
15·20( 18) 50 170 12 60 N I7S ISO 60 100 96 39 40 100 98 99 45 25 - - - NonC' 

stone 
{'arn dum crossbowmeo 
2-S{3} 550 55 13 IS N 50 70 72 66 98 " ., 92 95 71 77 68 - - - None 
lrackf'rs ('''illlIn~t'" ) 
4- 15(7) 200 .5 9 20 N 65 45 73 83 95 73 72 96 98 46 90 75 - 3 - Speciali ;r.c in path mastCT)'. moving W8)'S , 

and nalUre's way (outdoor survival). 
basiC' IIuldiltl"!J (men) 
1-7(2) 10K 40 13 20 Y 50 50 57 70 81 46 54 90 66 57 59 60 - - - None 
baste ('8".lry (mc'n) 
4-7(5) 3. 65 15 30 Y 95 75 63 66 85 56 63 91 95 ,. 61 .2 - - - No"" 
basil' Of'(' fil!:hler 
1-7(2) 3!'iK 45 17 20 Y 40 30 21 63 66 32 20 90 67 29 50 28 - - - Nonf' 

NOTE: Thc numbent under "I('"eo'" indlCII.te.~ ranjite or lt~'els: the pafrnlhctical numbt=r 
Is th(' melln . :.lind 1111 des('ripth'e dlllll 1'1'11111$10 NPC's or thallt\"d. 
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8.8 SIEGE EQUIPMENT 
The armies of the Wit ch King maintain large supplies of weaponry. Among 
their stock arc a variety of heavy siege machines: mobile towers, ballistas , 
cnagers, rams, etc. These arc kepI al the three border caslles in di sas­
sembled form. When a major campaign begins, they arc wheeled to the 
large( sites in great wagons; once there. they arc assemb led and brought to 
bear. Any smaller equipment is usually constructed ncar Ihe focus of the 
siege. The following is a brief summary of a few typical designs. 

8.81 The J'ield Onager: "Armored Fist of 1he Witch King" 

a) Timbers measure I span by 2 spans. A span is an orc engineering 
measuremenl which is the di stance across an orc's hand (from the 
thumb to the small finger's lip when extended) . This unit hovers around 
9 inches. A 2 span measure is based on the length o f [he orcish forearm 
and fi st (about 18 inches). the distance out from the elbow. This is a 
handy unit, for the arc worker need only use his arm to determine 
specifications, Unfortunately. it also nccessi tates having the same orc 
engineer available throughout a given projcct, 

b) The frame is a light field frame which can be di sassembled easily, This 
design can be employed as the base structure for a number of different 
siege machines, 

c) Two or three axles may be utilized. 

d) Splillimbers a re nailed to lhe foreframe 10 protect the crew. They arc 
soaked in oils for waterproofing. Iroll na ils arc used. 

c) Purpose: for tossing rocks and iron balls for wall demolition . 

f) Origina l " fi st, " according to legend, was formed by pouring molten 
lead inlo a rather large , discarded 'gauntlet. Naturally. it was assumed 
that it could only hllve been used by the Witch King . Through the cen­
turies this symbolic addition became a martial [radition, generating no 
mean amount of terror. The actual nature and source 01" the gaunt let , 
however, remain shrouded in legend. 

8.82 Light Atlack Tower (2 slories) 

a) This tower was designed for lise against low o ut er walls. particularly 
th ose o f the Dunlendings and the more modest Dunedain border fort s. 

b) Timbers measure I span by 2 spans and the standard. ponable frame is 
used - the same one found on (he field onager, with modifications . 

c) Wooden planks o nl y cover the front most vulnerable to missile fire. 
Remember that wood is a preciouscommodilY in some barren northern 
lands. 

d) Purpose: for scaling low walls by laying plank "bridges" on the top 
beam and upper wall surfaces. Siege ladders can also be allached to the 
frame. making them difficult 10 repel. Acts as a firing platform for 
archers or a light ballista , 
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8.83 War Ram 

a) This machine was the largest in the arsenal o f Angmar. It was built o n a 
frame usi ng normal I span by 2 span timbers and co uld acco ill odat e a 
fully bouscd crew of ten. Two or three axles could be u.~cd . 

b) The ram it self is suspended from the roof housing and operates like a 
pcndulum . The long ropes allow a greater swing arc. but thc dcsign is 
still inferior 10 the "tracked" Dunedain rams: the laller use rollers which 
allow for constant momentum and grealer penetration. The ordsh "sw­
ing" rams have a limited stroke wilh dec reasing momentum at the point 
of impact . 

c) Purpose for penetrating wooden walls or gates of any type . 

• 
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8.9 SUGGESTIONS FOR ADVENTURES 
J) earn DOm is both afortress and military-oriented city. In T.A . J 700 (he 

area contained a huge Sauronicfield army and served os the "home" of 
the Witch Xin g; anyone entering the area would have /0 be extremely 
careful, There/ore, ;( is suggesled thOI adventures infO Carn Dum (circa 
17(0) be oj two types: (0) cauNous (own ~';silS; ond (b) sorties itt/o the 
surrounding countryside - !:avern trips, exploring the ruins. etc. 

Carn DOm did nol exisl as a seltlemenl in T.A . J. Allheend of/he Third 
Age. however. the area was still occupied. The city oj T,A. 3019 and 
F.A. I waso ruin whose residents were no/ mell, bill troJ/sand a/her /oul 
beasts. Orcs lived in the old cavern complexes buill inlO the mOllnta;ll. 
This period is the ideal setting for Carn Dam ad..,enlures. The physical 
layouts are relatively inracl and rhe occupants are nu lunger so 
numerous and powerfUl as to preclude free-wheelillg malleuvering. 

Note: Adventures sct in T .A. 3019 take place al the time of the War of the 
Ring . The Duncdain of the North have essentiall y disintegrated as a 
political force, and the forces of "Angmar" consist of groupings of 
orcs. Angmar itself is no longer a unique kingdom; rather it is:1 dark 
land inhabited by scattered remnants of the elder armies . The physi­
cal character resembles Angmar ofT.A. 1700, but the political unily 
is a factor of the past. By the early Fourth Age this region was sub­
dued somewhat by the renewed forces of the Dunedain, and the old 
forlresses were either occupied by the men of King Elcssar or laid 
abandoned. The vacalll holds were often quickly inhabited by foul 
beasts, wandering orc groups which escaped slaughter. or bold and 
desperate mannish warlords (e .g. Dunlendings). 

Typical Suggesled Ruil/: 

.~ 
)0 
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2) Scorbll's Lair at brak DOm ;s best suitedfor adventures ill T.A. 1700. 
Earlier or lafer campaigns would find Ihe complex inhabited by 
dWarves; as such. (he place wOllld best serve as a bose for wilderness 
sorties. 

3) The lairso/Corlagon and (he (rolls will providesuitoblese(fingsforany 
Third Agecampoign. Remember, ho .... ever. thai bOlh lrollsond dragons 
gel stronger. wiser. and generally more dangerous wilh age. Whalever 
quickness they mighllose is more than offsel by experience. 

4) Morkai Ca.o;Ue is quile a slronghold in T.A. 17()(). As such, it would be 
nearly impregnable to fronlal assaull. Nonetheless, it is not impossible 
10 enter. particularly for sly, small groups capable of climbing walls 
under coyer of darkness or Quietly flying. Due to the sheer size of rhe 
garrison, however, great core would be required. 

Morkai castle did not exist in T .• 1 . I . It is possible, however, Ihauhesile 
ar rhOf time wasoccf~pied by on earlier mannish outpoSf, possibly Dune­
dain. In T.A. 3019 and F.A. I Markai laid in ruins. Ad..,enlures af Ihis 
lime would be interesting, since the physicol structures might be oc­
cupied by new residents (e.g . DUlllending .... arlords or beasts). 

5) Cargas h k«:p and Eldanar Castle are bot" located;n (he no man:r land. 
This ferritory wa,\, lx:c:upied by the Dunedain in both T.A, I and F.A. I, 
and the two fortified sites would be inhabited by Ihe warriors o/the King 
of Arnorand Gondor. Advenluresduring Ihese limes musl begearedac­
cordingly, alld mighl pro\,le dullf()r groups Ihat .... ere notfundamentally 
evil in nalure. 

T.A. I 700adventuresffX'using on Ihe Iwo sites are befler suited/or non· 
evi/ parJies. Cargash could be overwhelmed by u strong and/ or reo 
sourceful party, and is typical of many frontier fOrls. Eldanar is quite u 
hit stronger, alld should be entered carefully; yel iI remaills a fine place 
to "explore" · raids and t"eft.~ are appropriate. 

Typical Suggested Cave Lair: 



9.0 ANGMAR AT OTHER 
TIMES 

9.1 ANGMAR AT THE BEGINNING OF THE THIRD 
AGE (see map # 8) 
The region of Angmar and its surrounding territory is of litt le to interest an 
adventurer at the beginning of the Third Age. None of the major fortresses 
of the Witch King arc in existence yet. and the mountains afC quite free of 
orcs. The few inhabitants of the region include some hardy villagers who 
have setlled on the borders and Ihc dwarves of Zarak Dum. 

The desolate no man's land of the 1700's is paTl of a fertile, well sett led 
region of Arn OT. Eldanar Castle stands in the midst of well tilled field s and 
prosperous farms and vi llages. Travel is as safe and interesting as a stro ll 
through Ihe Shire. Trolls, giants, and dragons, being restricted to the 
remote high lands. exist only in childrens' lales. 

.~ 
• 

Ma p ,tI - Third Age 1 

9.2 ANGMAR EARLY IN THE FOURTH AGE (see map 
# 9) 
King Elessar is looking for brave, adventurous souls to explore the ruins of 
Angmar and eliminate any orcs that remain in the area. These orcs are a 
danger to prospective settlers of northern ArnoT. Morkai, Shedull, and 
Angsul are in ruins, and no men live in the region. The exterior of Cam 
DOm has faUen into ruins, but ils woneJs arc in good repair and inhabited 
by orcs. Scorba has vanished, and the halls ofZarak Oum have also become 
the ho me of orcs. Corlagon the Red. however, remains unchallenged and 
unbested, and largcr and stronger. 

Men are slowly returning to thc no man's land along the borders of 
Angmar. Eldanar Castle is the center of the new sett lements. The castle is 
well garrisoned with rangers and foot soldiers who protect the settlers. 
Many of the old walled towns ncar Eldanar are being slowly rebuilt. The 
region is still dangerous; the settlers have had trouble with marauding 
trolls. and have seen the tracks of giants. Strange men from the South, 
followers of Sauron and Saruman. have turned to banditry in the absence 
of leadership . 

The King is eager to encourage settlers in the area, and those who help 
clear the area of vermin will be well rewarded with land as well as si lver. 

47 

,~ .. 

Map 1f9 -

., ... ':.. 

• / • 
• 

, 
• 

• • 
, . 

• 

.-

-. 

• 

Thi rd Age 3019 (Allh~ lime of the War oflhe Rin g). Showing the 
area where the Shadow had complete dominance. 
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